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If	you	click	on	a	link	and	make	a	purchase	we	may	receive	a	small	commission.	Read	our	editorial	policy.	Now	you've	got	the	basics,	here's	how	to	dominate	each	phase	of	your	campaign.	The	joy	of	this	game,	as	with	all	previous	entries	in	this	series,	is	that	there	are	multiple	ways	to	play	and	a	myriad	of	Civilization	6	strategies	that	you	can	take	on
your	way	to	one	of	the	many	victory	types.Having	consumed	the	various	pages	of	this	guide	from	essential	tips	and	tricks	to	a	detailed	look	at	the	Leaders	and	managing	Districts,	you	are	well	placed	to	strike	out	on	your	own	and	lead	your	Civilization	to	glory.Civilization	6	Interview	-	18	minutes	with	lead	designer,	Ed	Beach	(plus	some	new
gameplay)Civilization	6	Interview	-	18	minutes	with	lead	designer,	Ed	Beach	(plus	some	new	gameplay)Watch	on	YouTubeThat	said,	forewarned	is	most	certainly	forearmed	and	we	have	so	much	more	to	give.	So,	whether	you're	hungry	for	solid	starting	strategies,	wondering	how	best	to	rule	your	population	in	the	mid	game	or	looking	for	that	late
game	push,	we	have	you	covered	with	some	strong	plays	at	each	of	the	three	main	phases	of	play.	A	quick	note:	we've	refreshed	out	Civ	6	guides	for	the	game's	launch	on	Nintendo	Switch,	but	just	be	aware	that	they	contain	information	regarding	the	Rise	and	Fall	DLC	as	well	as	the	base	game,	which	means	some	things	only	apply	if	you	have	that
DLC!	Otherwise...	crack	on!	The	theme	of	Civilization	6	is	the	Age	of	Exploration	and	that	should	give	you	a	very	big	clue	as	to	what	the	most	important	early	tactics	revolve	around.	Before	you	get	to	pushing	out	at	the	edges	of	the	fog	of	war,	though,	you'll	need	to	found	your	first	city.If	your	settler	starts	next	to	a	river,	there's	very	little	reason	to
move	anywhere	before	founding	that	city	as	access	to	fresh	water	is	the	single	most	important	factor	early	on	due	to	the	boost	to	housing	that	it	provides	and	the	resultant	scope	to	grow	your	city.	Outside	of	that,	you're	ideally	looking	for	a	nice	mix	of	nearby	terrain,	with	mountains	being	particularly	beneficial	for	capitalising	on	the	adjacency
bonuses	of	the	Holy	Site	and	Campus	districts,	as	well	as	providing	a	good	natural	defence	against	would	be	raiders.City	established,	your	first	few	build	choices	should	be	a	scout,	a	slinger	and	a	monument,	which	will	give	you	options	for	exploration	and	a	boost	to	your	Civic	research.	Refrain	from	creating	builders	for	now;	with	their	ability	to
instantly	create	improvements	there's	no	need	to	set	them	to	work	like	there	use	to	be	with	workers	in	previous	Civ	games	and	it	will	be	a	few	turns	before	your	population	has	grown	to	the	point	where	you	can	make	any	real	use	of	tile	improvements.What's	more,	creating	tile	improvements	without	a	few	basic	troops	to	defend	your	land	is	just	asking
for	a	barbarian	raiding	party	to	come	a	knocking.	With	your	scout,	slinger	and	starting	warrior,	you	can	push	out	in	different	directions	to	assess	where	barbarian	outposts	may	be.	If	you	see	a	barbarian	scout,	don't	dismiss	it	as	harmless	but	instead	hunt	it	down	and	kill	it	because	it	will	report	back	to	the	nearest	outpost	and	bring	misery	down	on
your	fledgling	civilization.Depending	on	the	map	size,	all	of	that	exploration	should	lead	to	you	encountering	another	civilization	or	at	the	very	least	a	city-state.	Early	research	of	the	Foreign	Trade	civic,	and	the	creation	of	a	trader,	will	enable	you	to	capitalise	on	a	lucrative	trade	opportunity;	just	be	sure	to	keep	track	of	the	trader's	route	(they'll
create	a	road	as	they	travel	back	and	forth)	and	ensure	it's	kept	clear	of	barbarian	threats.Choose	the	Government	Policies	that	make	most	sense	to	your	current	circumstances;	Urban	Planning	for	the	extra	production	is	always	useful	and	if	it's	looking	likely	that	you'll	run	into	a	few	barbarians,	plump	for	Discipline	to	boost	your	attack	strength
against	them	to	help	quash	the	threat	before	it	turns	into	a	menace.	With	the	first	dozen	or	so	turns	under	your	belt	down,	you	can	look	to	create	a	builder	to	put	to	work	the	growing	population	of	your	first	city	and	a	settler	soon	after.	Here,	you	can	take	a	bit	longer	to	establish	where	to	build	your	next	city,	making	use	of	the	varied	terrain	but
ensuring	that	you	leave	space	around	your	city	for	districts	and	wonders,	which	each	take	up	a	tile	space.The	early	game	of	Civilization	6	is	more	flexible	than	previous	entries	in	the	series	thanks	to	the	many,	varied	bonuses	enjoyed	by	leaders	and	civs	alike,	but	three	cities	by	turn	60-70	is	a	reasonable	aim.	Overall,	take	time	to	look	at	how	best	to
leverage	the	bonuses	conferred	by	your	leader	and	civ,	how	they	might	be	best	boosted	by	Civic	and	Tech	research	and	what	you	can	do	to	boost	the	research	that	you're	most	keen	on	pursuing.	Once	you've	established	a	plan	of	action	and	are	working	towards	it	with	canny	placement	of	districts	and	their	associated	buildings,	you'll	be	well	on	your
way	to	the	mid	game	consolidation	stage.	As	you	move	into	the	mid	game,	around	the	time	of	the	Renaissance	Era,	you'll	have	a	decent	foothold	on	your	starting	continent.	Depending	on	the	map	you're	playing	and	specific	leader	or	civ	bonuses,	you	might	also	have	spread	across	the	water	with	the	Shipbuilding	tech	and	perhaps	even	Cartography,
which	allows	your	units	to	enter	ocean	tiles.	The	focus	here,	as	you	move	through	the	Renaissance	and	Industrial	eras,	will	be	on	researching	Technology	and	Civics	that	support	your	end	goal.Mid	game	government	types	support	six	policies	that	suit	a	range	of	priorities.	Aim	for	a	Monarchy	government	type,	accessed	via	research	of	the	Divine	Right
civic,	to	bolster	your	military;	Theocracy	(via	Reformed	Church	civic)	for	a	boost	to	religion;	Merchant	Republic	(via	Exploration	civic)	for	a	flexible	government	type	that	contains	two	wildcard	policy	slots	and	boosts	gold	acquisition	through	additional	trade	routes	and	discounts	on	purchasing.Although	the	government	system	is	flexible	and	allows	for
change,	establish	what	you're	looking	to	achieve	and	then	stick	with	one	government	type	to	do	so.	This	ensures	that	the	government	legacy	bonus	that	builds	up	over	time	will	be	at	its	most	powerful	as	you	move	toward	the	late	game.The	policies	that	slot	into	these	government	types,	on	the	other	hand,	are	fair	game	and	you	should	consider
reviewing	these	regularly	to	ensure	that	they	are	best	supporting	your	current	priorities.	If	you've	no	plans	to	build	military	units	for	a	while,	switch	from	a	military	policy	that	bolsters	unit	production	to	one	that	reduces	unit	maintenance	or	makes	unit	upgrades	cheaper.	This	can	help	turn	those	early	game	units	into	more	formidable	mid	game
troops.Technology-wise,	you	should	now	have	Military	Engineering,	which	allows	you	to	manually	build	roads	using	the	Military	Engineer	unit.	This	is	useful	for	connecting	cities	that	have	not	seen	a	visit	from	a	trader	in	the	early	game.	If	you're	hemmed	in	on	several	sides	by	rival	leaders	jostling	for	position,	there	are	a	number	of	powerful	mid	game
combat	options,	both	offensively	and	defensively,	to	suit	your	mood.Siege	Tactics	is	an	unexciting	by	excellent	way	to	shore	up	your	cities	defence	stats	with	Renaissance	Walls	and	outlying	forts.	Military	Science	and	Ballistics,	meanwhile,	can	give	you	the	edge	on	removing	stubborn	leaders	who	have	settled	cities	too	close	to	your	borders	for
comfort.By	now,	you'll	also	have	a	number	of	districts	up	and	running	in	your	cities	and	be	eyeing	up	how	best	to	maximise	the	bonuses	they	confer.	Again,	government	type	and	policy	choices	can	make	a	real	difference	here,	but	more	important	still	is	taking	the	time	to	think	about	how	districts	interact	with	one	another	and	how	they	serve	both	your
active	goals	and	passive	empire	upkeep.For	most	leaders,	the	neighbourhood	district	will	come	into	its	own	around	the	latter	part	of	the	mid	game	and	help	prevent	city	growth	from	stalling.	Just	ensure	you're	keeping	that	burgeoning	population	happy	with	access	to	plenty	of	amenities	as	you	move	towards	the	all	important	final	phase.	If	your	lust
for	Civilization	6	knowledge	is	still	going	strong,	expansion	owners	should	take	a	look	at	our	Civ	6	Rise	and	Fall	guide	hub	which	takes	you	through	the	basics	of	everything	new,	whilst	we	have	dedicated	pages	on	Governors	and	Loyalty,	along	with	how	to	earn	Golden	Ages,	Era	Points	and	Era	Score	through	Historic	Moments,	and	a	full	list	of	new
Civs	in	Civ	6	Rise	and	Fall	and	other	DLC.	Otherwise,	our	Civilization	6	guide,	tips	and	tricks	covers	the	essentials	before	you	master	early	game,	mid-game	and	late-game	strategies.	We	also	have	tips	on	the	new	Districts	feature,	a	Leaders	list	with	their	Traits	and	Agendas,	plus	the	best	ways	to	get	Gold,	Science,	and	Faith,	how	to	win	by	Religious
Victory,	and	how	to	earn	the	elusive	Science	Victory	and	Military	domination	victory.	Finally,	here's	the	Culture	Victory,	Foreign	Tourism,	and	Domestic	Tourism	explained	in	depth.	Devastating	military	units,	astounding	scientific	breakthroughs,	awe-inspiring	religious	wonders	and	must-see	tourist	hotspots	characterise	the	late	game	in	Civilization	6.
If	you've	been	working	towards	a	Scientific	Victory,	the	race	is	now	on	to	research	Rocketry	for	the	dedicated	Spaceport	district	it	unlocks.	Be	aware	of	the	any	aggressive	leaders	who	are	already	displeased	or	have	been	overtly	threatening	up	to	this	point.	The	military	units	that	the	late	game	brings,	not	to	mention	the	threat	of	nuclear	warfare,
casts	a	long	shadow	over	attempts	at	more	peaceful	victory	types	and	so	a	Defensive	Pact	with	a	trustworthy	leader	is	a	useful	deterrent	to	would-be	warmongers.Even	so,	the	Information	Era	end	of	the	Technology	Tree	is	filled	with	weapons	of	mass	destruction	and	so,	regardless	of	your	end	goal,	it	pays	to	create	some	powerful	defensive	units.	It
may	instigate	an	arms	race,	but	at	least	you'll	be	out	of	the	blocks	with	an	air	fighter	and	heavy	cavalry	or	two	instead	of	left	standing	holding	the	starting	pistol	and	firing	blanks.If	you've	been	hedging	your	bets	up	to	now	regarding	victory	conditions	(a	dangerous	way	to	play,	to	be	sure)	now	is	the	time	to	pick	a	path	and	go	full	speed	along	it.	There
are	enough	adaptable	policies,	powerful	district	bonuses	and	end	game	civics	to	allow	you	to	make	up	lost	ground	on	a	leader	but	a	last	minute	change	of	plan	is	always	going	to	struggle	to	compete	with	a	well	prepared	foe	who	has	been	planning	a	Cultural	Victory	for	the	last	couple	of	thousand	years.That	said,	flooding	the	world	map	with	religious
speakers	to	try	to	convert	cities	en	masse	and	rush	a	religion	victory	has	been	shown	to	work,	as	they	can	move	unhindered	through	territory	and	stopped	only	by	rival	religious	units	or	an	act	of	outright	war.The	ultimate	goal	for	a	successful	Cultural	Victory	is	to	reach	the	end	of	the	Information	Civics	Trees	as	soon	as	possible.	There,	you'll	find	the
civic	that	establishes	and	utilises	the	ubiquity	of	Social	Media,	which	grants	access	to	the	Online	Communities	economic	policy	to	provide	an	outrageously	useful	+50%	boost	to	Tourism	to	civilizations	to	which	you	have	a	trade	route.What's	more,	if	nobody	seems	to	be	grasping	the	initiative	in	any	one	victory	condition,	both	Social	Media	and
Globalization	can	be	researched	multiple	times	to	help	eke	out	a	Score	Victory.Still,	we're	certain	that	you'll	have	utilised	all	of	the	many	tips	and	hints	in	these	guide	pages	to	have	been	organised	enough	to	win	in	some	other	way	but,	if	not,	a	win	is	still	a	win	and	you'll	have	learnt	an	awful	lot	along	the	way,	ready	for	the	next	time	through.	In	the
meantime,	can	we	tempt	you	to	take	just	one	more	turn?	Related	topics	Historical	Military	PC	Strategy	How	Zany's	Comprehensive	Civ	6	Guide	to	Skilled/Advanced	PlayBy	How	ZanyThis	is	a	guide	that	will	comprehensively	re-educate	you	on	the	way	you	look	at	Civ	6	and	will	help	you	reorganize	your	thoughts	on	how	to	play	this	game.	This	will	be	a
guide	that	breaks	down	the	game	very	specifically	in	a	way	that	might	even	seem	super	obvious	at	first	but	will	then	use	that	breakdown	to	show	deeper	mechanics,	thought	processes,	and	advanced	strategies	involved	in	this	game.	This	is	a	guide	that	is	for	all	skill	levels	of	players	(rookies	and	veterans	alike)	and	will	go	into	some	detail	about	each
individual	civ	when	relevant,	but	for	the	most	part	this	guide	is	to	help	people	get	better	at	this	game	on	a	competitive	level	without	spending	thousands	of	hours.	Of	course,	more	time	spent	playing	will	help,	but	you	need	to	think	about	this	game	in	a	way	that	will	help	you	learn	and	this	is	the	guide	that	will	do	that	for	you.My	goal	is	to	try	to	help
other	players	who	play	this	game	get	more	enjoyment	out	of	this	game	by	helping	them	learn	to	improve.	I	also	want	to	help	players	play	at	a	higher	level	of	play	so	that	potentially	there	can	be	a	competitive	Multiplayer	community	around	this	game	and	through	higher	skilled	players	overall,	steer	the	meta	of	multiplayer	away	from	solely	being	about
Domination	Victory,	but	that's	a	long	term	goal...	unlikely	to	happen.	In	the	meantime,	I	hope	you	enjoy	my	guide!	Welcome	to	the	Civ	6	Tier	List.	In	this	guide,	we	will	discuss	the	best	leaders	in	Civilization	6.	The	game	is	massive	and	it	can	be	difficult	to	know	where	to	start,	but	this	guide	will	help	you	choose	the	best	civ	6	leaders	for	your	play
style.Civ	6	tier	list:	Best	Leaders	&	Civilizations	Since	the	release	of	Civilization	VI	in	2016,	there	has	been	much	debate	over	which	leaders	are	the	best.	In	this	Civ	6	tier	list,	well	take	a	look	at	some	of	the	top	leaders	in	the	game,	as	well	as	their	associated	civilizations	and	playstyles.	Choosing	the	right	civilization	and	leader	for	your	playstyle	is	one
of	the	most	important	decisions	you	can	make	when	starting	a	new	game	of	Civilization	6.	Its	also	one	of	the	first	choices	youll	make	in	Civ	6,	which	means	you	need	to	know	what	to	look	for	so	that	you	dont	waste	time	playing	with	bad	civs	and	leaders.	A	Civ	6	tier	list	is	important	because	it	can	help	you	decide	which	leader	to	play	as.	If	youre	new	to
the	game,	or	if	youre	just	looking	for	some	new	strategies,	then	the	best	leaders	can	help	you	find	your	feet	and	determine	your	preferred	playstyle.	Dont	forget	to	also	check	out	our	Civ	6	Wonder	Tier	List	to	view	our	rankings	of	the	best	wonders	in	the	game.	With	that	in	mind,	lets	take	a	look	at	some	of	the	best	Civ	6	leaders.	January,	2024	We	have
updated	our	CIV	6	Leader	Tier	List	Image	source:	Civilization	VI,	Firaxis	Games,	2K	Games	The	best	of	the	best.	These	leaders	are	all	highly	effective	in	their	roles,	and	theyre	worth	pursuing	if	you	can	get	them.	Theyre	all	capable	of	winning	games	on	their	own,	or	at	the	very	least	making	them	a	lot	easier	for	you.	They	make	great	starting	choices	if
you	want	to	get	off	to	a	strong	start	in	Civ	6.	Basil	II	(Byzantium)	Frederick	Barbarossa	(Germany)	Pericles	(Greece)	Hojo	Tokimune	(Japan)	Seondeok	(Korea)	Montezuma	(Aztec)	Wilfrid	Laurier	(Canada)	Simn	Bolvar	(Gran	Colombia)	Peter	(Russia)	Suleiman	(Ottomans)	Eleanor	of	Aquitaine	(England)	Genghis	Khan	(Mongolia)	Image	source:
Civilization	VI,	Firaxis	Games,	2K	Games	These	leaders	are	all	very	strong,	but	not	quite	as	good	as	those	in	the	S	tier.	They	still	make	great	starting	choices	if	you	want	to	get	off	to	a	strong	start	in	Civ	6,	but	they	might	not	be	quite	as	effective.	Chandragupta	(India)	Gorgo	(Greece)	Victoria	(England)	Kublai	Khan	(Mongolia)	Tomyris	(Scythia)	Gitarja
(Indonesia)	John	Curtin	(Australia)	Matthias	Corvinus	(Hungary)	Catherine	de	Medici	Black	Queen	(France)	Eleanor	of	Aquitaine	(France)	Kupe	(Maori)	Philip	II	(Spain)	Harald	Hardrada	(Norway)	Joo	III	(Portugal)	Kristina	(Sweden)Related:	Rise	of	Kingdoms	Tier	List	Image	source:	Civilization	VI,	Firaxis	Games,	2K	Games	The	B	tier	is	a	collection	of
civilizations	that	have	some	good,	but	not	great	qualities.	Theyre	still	worth	pursuing,	but	they	might	not	be	quite	as	effective	as	those	in	the	A	tier	or	S	tier.	Alexander	(Macedonian)	Pedro	II	(Brazil)	Dido	(Phoenicia)	Wilhelmina	(Netherlands)	Catherine	de	Medici	Magnificence	(France)	Trajan	(Rome)	Lautaro	(Mapuche)	Jayavarman	VII	(Khmer)	Qin
Shi	Huang	(China)	Teddy	Roosevelt	Rough	Rider	(America)	Gandhi	(India)	Saladin	(Arabia)	Image	source:	Civilization	VI,	Firaxis	Games,	2K	Games	These	leaders	are	not	bad,	but	they	dont	have	the	best	bonuses	or	abilities.	C	Tier	Civ	6	Leaders	can	still	win	games,	but	theyre	not	great	starting	choices	if	you	want	to	get	off	to	a	strong	start	in	Civ	6.
Teddy	Roosevelt	Bull	Moose	(America)	Mansa	Musa	(Mali)	Ba	Trieu	(Vietnam)	Ambiorix	(Gaul)	Hammurabi	(Babylon)	Cyrus	(Persia)	Mvemba	a	Nzinga	(Kongo)	Kublai	Khan	(China)	Shaka	(Zulu)	Poundmaker	(Cree)	Pachacuti	(Inca)	Gilgamesh	(Sumerian)	Menelik	II	(Ethiopia)Related:	cEDH	Best	Commanders	Tier	List	Image	source:	Civilization	VI,
Firaxis	Games,	2K	Games	The	civilizations	and	their	leaders	in	this	tier	are	not	as	good	as	the	others	in	the	game.	They	may	have	some	specific	perks	that	make	them	stand	out,	but	they	dont	compare	to	the	more	well-rounded	leaders	that	you	can	find	above	them	on	this	Civ	6	tier	list.	Robert	the	Bruce	(Scotland)	Jadwiga	(Poland)	Amanitore	(Nubia)
Cleopatra	(Egypt)	Tamar	(Georgia)	Lady	Six	Sky	(Maya)	There	are	a	lot	of	different	factors	to	consider	when	choosing	a	leader	in	Civilization	6.	Do	you	want	a	leader	who	is	strong	in	the	military?	One	who	is	good	at	diplomacy?	One	who	is	great	at	expanding	your	empire?	Ultimately	the	best	leader	in	Civ	6	is	the	one	that	you	enjoy	playing	as.
Remember,	this	is	your	game	and	you	can	choose	whatever	leader	you	want,	so	the	rankings	of	the	best	Civilization	VI	leaders	depend	on	personal	playstyle	and	strategy.	For	example,	if	you	like	to	turtle	heavily	and	build	up	to	an	overwhelming	force,	then	Incan	(Pachacuti)	is	a	great	choice	because	he	can	easily	get	the	upper	hand	in	combat	when	it
matters	most.	However	with	that	being	said,	in	our	opinion,	Hojo	of	Japan	is	the	best	leader	in	Civ	6.	Why	is	that?	We	believe	that	Hojo	is	the	best	leader	in	Civilization	6	because	of	the	various	bonuses	that	Japans	military	receives.	Japan	is	an	excellent	civilization	for	beginners,	and	thats	why	it	sits	on	top	of	our	Civ	6	tier	list	rankings.	Its	unique
ability,	Meiji	Restoration,	can	ramp	up	production	for	all	buildings	in	the	city	by	up	to	50%	if	there	are	many	districts	close	together.	Another	great	reason	why	we	think	Japan	is	the	best	civilization	in	Civ	6	is	because	of	their	Samurai	unit	that	receives	no	combat	penalties	when	they	are	damaged.	This	allows	them	to	stay	on	the	battlefield	longer	than
other	units,	which	can	be	important	when	trying	to	expand	your	empire	or	defend	against	an	attack.	Additionally,	Japans	Electronics	Factory	increases	production	significantly.	And	finally,	district	adjacency	bonuses	encourage	compact	cities	which	is	an	effective	strategy	for	defending	and	expanding	cities	in	Civilization	6.	As	with	every	tier	list	that
we	create	we	first	like	to	do	plenty	of	research	beforehand	to	have	a	broad	spectrum	of	opinions	and	make	sure	that	we	cover	all	our	bases	(no	pun	intended).	So	even	though	we	have	our	own	opinions	of	what	we	think	is	the	best	civilization	in	the	game	(and	the	best	leader	in	Civ	6),	we	also	like	to	get	feedback	and	the	opinions	of	other	players.	To	do
that	we	also	browse	Civ	6	online	communities	such	as	the	official	Discord	and	the	Reddit	page.	Still,	rankings	in	a	strategy	game	like	Civilization	VI	are	totally	subjective,	because	skill	and	playstyle,	and	preferences	are	more	important	than	a	couple	of	extra	bonuses	and	stats.	So	keep	that	in	mind	before	you	rant	away	in	the	comments	below	This	list
is	meant	to	be	a	guideline,	not	a	rule.	Some	civilizations	might	be	better	suited	for	your	playstyle	than	others,	and	thats	okay!	You	should	take	into	consideration	which	civilizations	you	have	unlocked	when	trying	to	find	one	that	fits	your	needs	best,	hopefully,	you	have	all	the	S-tier	ones	from	this	Civ	6	tier	list	unlocked,	otherwise	well,	play	more	to
unlock	them.	The	civilization	and	leader	that	you	choose	will	greatly	affect	how	well	you	do.	Hopefully,	with	our	Civ	6	tier	list,	you	get	a	bigger	picture	and	more	insight	into	which	civilization	and	leaders	are	best	for	beginners,	intermediate	players,	and	advanced	players.	If	youre	a	beginner,	Id	recommend	playing	with	a	civilization	and	leader	that	are
both	in	the	top	two	tiers.	This	will	give	you	more	room	for	error	and	let	you	learn	how	to	play	the	game	without	being	too	pressured	by	tough	AI	opponents.	If	you	want	something	a	little	more	challenging	then	try	playing	with	an	S-tier	leader	against	another	S-tier	leader	on	Immortal	or	Deity	difficulty.	This	will	be	one	of	the	most	challenging	things
that	you	can	do	in	Civ	6	but	also	one	of	the	most	rewarding	experiences	as	well!	Oh,	and	if	youre	playing	the	older	game,	check	out	our	Civ	5	tier	list.	What	is	the	best	strategy	in	Civilization	6?	The	best	strategy	for	most	of	the	games	is	simply	focusing	on	military	and	expansion,	which	will	give	you	a	good	chance	to	win	in	the	end.If	you	want	to	get
more	specific,	however,	you	should	try	to	get	as	many	districts	as	possible,	because	they	will	help	with	your	production	and	keep	your	people	happy.You	also	have	to	figure	out	where	its	safe	to	expand	without	getting	into	conflicts	with	other	civilizations	too	soon	usually,	this	means	trying	not	to	go	out	too	far	until	youve	got	enough	troops/navy	on
hand	or	else	someone	will	take	all	your	land	before	you	even	know	what	happened!	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and
advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better
experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our
platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.	Even	all	these	years	after	release,	a	Civilization	VI	strategy	guide	is	always	handy	as	new	players	are	always	discovering	this	seminal	4X	game	for	the	first	time.	Even	if	you're	a	Civilization	veteran,	it	might	be	time	to	dust	off	your	internal	Civilopedia	and	reacquaint
yourself	with	the	basics	of	world	domination.	To	help	facilitate	this,	we've	put	together	a	beginner's	guide	explaining	many	of	the	basic	concepts	of	the	strategy	game,	from	where	to	found	your	first	city,	to	diplomacy,	warfare,	and	the	game's	victory	conditions.	Use	this	primer	as	a	way	to	get	acquainted	with	the	game,	before	tackling	more	complex
strategies	and	elements.	Please	note	that	certain	aspects	of	Civilization	VI	change	dramatically	depending	on	what	Civ	6	DLC	you	own.	For	example,	Gathering	Storm	introduced	environmental	hazards	and	pollution,	as	well	as	the	Diplomatic	victory.	Barring	a	few	cases,	we're	sticking	to	universal	concepts	that	can	apply	no	matter	what	version	of	the
game	you're	running,	although	to	be	honest	vanilla	Civ	VI	pales	in	comparison	to	how	the	game	plays	with	both	of	the	primary	expansions.	We've	also	not	mentioned	content	from	the	recent	New	Frontier	Pass	either,	although	you	should	read	our	thoughts,	as	well	as	this	overview	of	the	most	recent	balance	patch,	to	get	an	idea	as	to	what	state	the
game	is	in	currently.	CIVILIZATION	VI	TUTORIALFIRST	CITY	PLACEMENT	WHERE	AND	WHEN	When	you	start	a	game	of	Civilization	VI,	your	first	Settler	will	already	be	in	a	good	spot	for	your	capital	city.	This	is	largely	influenced	by	the	map	type	you	choose,	but	also	which	Civ	6	civilisation	you	pick	as	various	civs	have	affinities	with	different
types	of	terrain,	even	resources.	Generally	speaking,	the	location	your	Settler	starts	on	will	be	one	of	the	most,	if	not	the	most	optimum	places	to	start	a	city.	You	generally	want	to	be	close	to	some	kind	of	water	source	(doesn't	have	to	be	the	sea),	along	with	a	good	mix	of	farmland	and	hills	for	production-generating	mines.	Different	civs	will	require
slightly	different	things	in	terms	of	their	unique	buffs	and	abilities,	but	generally	speaking	you'll	want	a	balanced	start	for	your	capital.	If	you	know	what	you're	doing	and	are	able	to	read	the	terrain	properly,	it	can	behoove	you	to	move	to	a	different	location	and	found	a	city	elsewhere	instead.	You	only	really	want	to	be	moving	one	or	two	turns'
distance	away	though.	The	longer	it	takes	you	to	found	your	capital	the	bigger	your	disadvantage	will	be	compared	to	other	civs	who	planted	roots	on	turn	one.	ResourcesThere	are	several	types	of	resources	in	the	game	food,	production,	science,	gold,	and	culture	are	your	basic	resources.	Food	is	important	for	city	growth,	production	determines	how
quickly	you	can	build	things,	gold	is	for	upkeep	and	for	rushing	projects,	and	culture	is	how	you	earn	civics	and	project	your	civilisations	soft-power	on	the	rest	of	the	world.	There	is	also	faith,	which	can	be	safely	ignored	but	if	you	want	to	engage	in	the	religious	game	then	you'll	need	to	generate	it.	On	top	of	that,	there	are	also	'luxury'	and	'strategic'
resources.	Strategic	resources	are	typically	needed	as	an	additional	cost	to	build	certain	units,	but	they	can	also	have	effects	on	basic	resource	yields	as	well	if	exploited	properly.	Luxury	resources	are	more	about	placating	your	citizens.	They	often	generate	gold	or	modify	gold	yields,	but	they	can	affect	other	basic	resources	as	well	depending	on
which	one	you're	exploiting.	A	citizen	can	'work'	a	tile	to	generate	resources,	and	there's	a	special	map	mode	you	can	toggle	to	see	what	a	tile's	yield	is.	Using	a	Builder	unit,	you	can	build	improvements	on	a	tile	to	enhance	its	basic	yield,	as	well	exploiting	any	luxury	or	strategic	resources	found	there.	The	map	biome	can	determine	the	types	of
resources	you'll	find	and	even	inhospitable	areas,	however,	can	be	worth	expanding	into.	The	desert,	for	instance,	provides	little	in	the	way	of	production	or	food,	but	you'll	need	at	least	one	desert	tile	if	you	want	to	build	wonders	like	the	Pyramids	or	Petra.	Certain	civilisations	can	specifically	exploit	the	inhospitable	tiles.	Related:Six	strategy	games
like	Civilization	Similarly,	a	mountain	can't	be	farmed	or	built	on,	but	it	can	often	combo	with	other	nearby	buildings	to	generate	things	like	science,	or	faith,	depending	on	what	districts	you	have.	DISTRICTSIn	Civilization	VI,	cities	can	expand	out	from	the	central	tile	by	building	districts.	Some	buildings	can	be	built	in	the	'city	centre'	tile	as	in	past
games,	but	the	more	specialised	buildings	require	specific	districts	to	be	built	on.	You'll	need	military	districts	for	things	like	Barracks,	science	districts	for	universities,	commercial	districts	for	markets,	and	so	on.	The	further	you	get	into	a	game,	the	more	options	you	have	in	terms	of	what	to	build	on	a	district,	but	each	district	can	only	contain	one
building.	These	buildings	can	be	upgraded	as	more	advanced	versions	get	unlocked.	More	advanced	tips	when	it	comes	to	districts	can	involve	careful	pre-planning	in	terms	of	where	you	place	them,	as	adjacency	bonuses	can	become	important.	Terrain	and	adjacency	requirements	can	also	be	important	for	things	like	wonders,	certain	buildings	etc.,
so	if	you	have	your	heart	set	on	a	specific	set-up,	make	sure	you	try	to	learn	all	the	potential	requirements	ahead	of	time.	Another	thing	to	note	is	that	districts	will	often	overwrite	the	natural	yields	of	the	terrain,	or	at	least	suppress	some	yields	in	favour	of	another.	Make	sure	you're	not	accidentally	placing	distracts	on	tiles	you've	invested	a	lot	of
time	into	developing	for	their	resource	yields.	Some	buildings	you'll	erect	in	districts	also	generate	points	toward	great	people.	These	special	units	can	be	activated	once	a	simple	prerequisite	is	fulfilled,	providing	a	powerful	boost	or	a	special	action	that's	not	achievable	with	normal	units.	Civ	6	guide	researchEach	turn,	your	civ	will	be	generating
science	hopefully	quite	a	lot	if	you've	got	a	campus	district	and	a	few	buildings	in	it	which	will	affect	the	rate	at	which	you	research	technologies.	Civ	VI's	tech	tree	spans	from	the	basics	of	wheels	and	animal	husbandry,	all	the	way	through	to	space	flight	and	giant	death	robots.	Some	civilizations	and	Civ	6	leaders	are	specifically	geared	towards
science,	and	there's	plenty	of	terrain-based	shenanigans	you	can	deploy	to	generate	outrageous	science	yields,	but	otherwise	it's	just	a	case	of	expanding	your	science	output	when	you	can	to	stay	competitive.	Trade	routes	are	also	a	way	of	generating	science,	especially	if	you're	trading	with	someone	who	is	more	advanced	than	you	are.	A	lot	of	techs
also	have	something	called	a	'Eureka'	moment	essentially	a	mini-task	or	challenge	that	you	can	do	which	will	speed	up	the	time	it	takes	to	research	that	specific	technology.	Civ	6	guide	civicsNew	civics	can	be	researched	alongside	technology,	though	they	are	unlocked	through	culture,	not	science.	Civics	are	equally	as	important,	however,	and	in	turn
unlock	new	buildings,	wonders	and	units,	just	like	technology.	What	sets	civics	apart	are	the	two	other	things	they	unlock:	new	forms	of	government	and	policies.	The	first	form	of	government,	chiefdom,	is	useless	and	should	be	escaped	as	quickly	as	possible.	You	only	need	to	unlock	four	other	civics	to	begin	working	on	political	philosophy,	which
unlocks	the	first	three	proper	governments:	autocracy,	oligarchy	and	classical	republic.	All	of	them	have	an	inherent	bonus	and	a	legacy	bonus	that	can	be	enhanced.	Along	with	these	bonuses,	governments	also	have	different	configurations	of	policy	slots,	limiting	them	to	a	specific	number	and	type	of	policies.	Merchant	republic,	for	example,	has	one
military	slot,	two	economic	slots,	one	diplomatic	slot	and	two	wildcard	slots,	so	it	can	hold	six	cards	in	total.	The	list	of	policy	cards	starts	off	small,	but	each	new	civic	researched	unlocks	multiple	cards,	so	they	pile	up	quickly.	They	allow	you	to	fine-tune	your	empire	with	a	broad	variety	of	bonuses,	from	reducing	the	maintenance	cost	of	units	to
getting	more	resources	from	trade	routes.	You	can	spend	gold	to	set	up	new	policies,	or	wait	until	you've	researched	a	new	civic.	In	the	early	game,	it's	best	to	try	to	time	the	unlocking	of	new	civics	with	when	you	would	want	to	switch	them	around.	Civ	6	guide	barbariansOnce	a	mere	pest,	in	Civilization	VI	barbarians	have	become	an	intelligent
threat.	They	roam	the	map,	spawning	from	camps,	and	explore	the	world	with	Scouts	just	like	a	regular	civ.	However,	unlike	other	civs,	they're	not	looking	for	resources,	new	lands	or	potential	allies	they	just	want	to	burn	and	kill	and	enslave.	So	when	a	Scout	spots	a	city	or	a	vulnerable	unit	a	Builder,	say	it	will	report	back	to	its	camp	and	a	more
aggressive	unit	will	spawn	and	attack	or,	in	the	case	of	a	Builder,	capture.	Barbarians	aren't	just	mindlessly	aggressive,	however.	They	choose	their	battles.	A	single	unit	won't	just	start	attacking	a	city,	and	is	more	likely	to	pick	a	fight	it	can	win.	What	inspires	their	choice	of	target	isn't	always	entirely	clear,	however.	We've	witnessed	them	killing	a
trader	and	thus	halting	a	trade	route	in	one	instance,	and	ignoring	an	unprotected	trader	standing	on	a	tile	right	next	to	them	in	another.	Civ	6	guide	city	statesCity	states	are	neutral,	single-city	nations	played	exclusively	by	the	AI.	Like	other	civs,	they	can	be	traded	with	and	fought,	but	they	aren't	competing	or	working	their	way	down	a	victory	path.
Instead,	they	exist	to	provide	a	source	of	tension	between	the	larger	powers,	as	well	as	potential	boons	if	you	play	your	cards	right.	When	you	discover	a	city-state	if	you	were	the	first	person	to	discover	them	you	get	a	free	envoy	otherwise	you	have	to	earn	envoys	to	send	to	a	city-state.	Envoys	are	earned	over	time,	increased	by	policies,	and	for	the
first,	third	and	sixth	envoy	sent	to	a	city	state,	a	new	bonus	is	received.	City	states	also	like	to	throw	quests	your	way,	which	on	completion	immediately	add	a	new	envoy	to	the	city.	When	you	send	three	envoys	and	have	more	than	any	other	civ,	you	become	that	city	state's	suzerain,	its	sovereign.	Envoy's	can	be	considered	the	measure	of	your
influence	within	that	city-state,	and	if	you	become	that	city's	suzerain,	you	share	their	resources,	can	get	them	to	join	you	in	wars,	and	finally	you'll	get	a	unique	city	state	bonus	like	Geneva's	+15	to	the	science	of	every	city	when	the	civ	isn't	at	war.	You	can	steal	city	states	from	other	civs	just	by	sending	more	envoys,	but	competing	over	them	will
sour	your	relationship	with	that	civ,	potentially	becoming	a	catalyst	for	war.	Civ	6	guide	diplomacyInteracting	with	the	other	major	Civs	around	the	world	is	an	important	aspect	of	Civilization	VI	no	matter	which	victory	condition	you're	going	for.	Dealing	with	human	opponents	is	always	a	wildcard,	so	we're	going	to	predominantly	be	talking	about	AI
opponents	here.	Civ	6	leaders	will	have	a	personality	trait	and	several	leader	agendas	that	will	both	govern	their	basic	predisposition	to	people	and	what	kind	of	goals	they	strive	towards.	A	leader's	opinion	of	you	will	also	depend	on	what	actions	you	take	as	well,	and	these	passive	and	reactive	factors	will	merge	in	some	chaotic	mess	to	determine
whether	they	like	you	or	not.	At	this	stage	of	the	game's	life,	nearly	everything	you	do	will	trigger	some	sort	of	response	from	another	AI.	You	can	straight	up	trade	things	with	the	AI,	such	as	gold,	territory,	technologies,	but	also	access	to	luxury	and	strategic	resources	if	either	you	or	the	AI	has	a	spare	not	being	used.	You	can	also	form	pacts,	from
full-blown	alliances	to	simple	technology	sharing	deals,	and	you	can	conspire	with	leaders	to	beat-up	on	other	leaders.	Civ	6strategy	warKicking	off	a	war	is	not	as	simple	as	just	attacking	a	foreign	unit	or	city;	you've	got	to	declare	war	first,	and	even	then	there	are	choices	to	make.	The	first	type	of	declaration	is	for	a	surprise	war,	i.e.	a	war	that
you've	not	got	a	formal	reason	to	start	beyond	your	own	lust	for	conquest.	Surprise	wars	have	a	massive	warmonger	penalty,	potentially	making	other	civs	more	than	a	little	upset	with	you.	Wait	long	enough,	and	you're	sure	to	be	given	a	good	reason	to	go	to	war.	The	diplomacy	menu	has	a	casus	belli	option,	which	reveals	all	the	formal	war
declarations.	The	simplest,	'declare	formal	war',	can	be	used	if	you've	denounced	the	civ	in	the	last	five	turns,	which	essentially	means	you've	already	warned	them	that	you're	pissed	off	with	them.	Since	that's	easy	to	do,	the	penalties	are	still	quite	steep.	More	specialised,	reactive	war	declarations	aren't	as	severe.	If	your	respective	religions	are
competing,	you	can	start	up	a	holy	war	with	all	penalties	halved.	Declaring	a	war	of	liberation,	where	you're	taking	back	a	city	that's	been	conquered,	doesn't	have	any	penalties	at	all.	To	be	honest,	depending	on	the	difficulty,	if	you	wait	long	enough	and	act	edgy	towards	your	neighbours,	they'll	probably	declare	war	on	you	eventually	anyway,	giving
you	a	legitimate	reason	to	defend	yourself	by	wiping	them	from	existence.	A	quick	note	on	combat:	units	occupy	a	single	hex,	much	like	Civilization	V,	although	later	techs	allow	you	to	combine	units	together	into	small	'armies'	that	allow	you	to	pack	a	lot	more	firepower	into	a	small	space.	You'll	still	want	to	occupy	the	terrain	around	you	though,	with
hills	especially	being	very	potent	in	combat.	Keep	an	eye	on	the	combat	prediction	that	hovers	up	whenever	you	hover	your	cursor	above	an	enemy	unit	you	want	to	attack,	and	know	that	sieging	and	capturing	cities	can	be	quite	difficult	in	the	early	game	make	sure	you	come	prepared.	Civilization	6	victory	conditionsThere	are	several	victory
conditions	each	with	their	own	unique	objectives.	In	cases	where	none	of	the	civs	achieve	any	of	the	five	main	conditions,	the	winner	is	instead	chosen	based	on	their	score,	itself	based	on	an	amalgam	of	achievements	from	the	number	of	civics	and	techs	researched	to	how	many	wonders	have	been	built	and	great	people	recruited.	The	Civilization	VI
victory	conditions	are:	Culture	victory	attract	more	tourists	from	every	civ	than	those	civs	have	domesticallyScience	victory	reach	the	end	of	the	tech	tree	and	complete	certain	endgame	techs,	depending	on	which	expansions	you	downDomination	victory	conquer	every	other	civilizations	original	capitalReligious	victory	become	the	predominant
religion	in	every	civilizationDiplomatic	victory	introduced	in	Gathering	Storm,	this	requires	you	to	get	a	certain	number	of	diplomatic	pointsWe	hope	you	found	this	guide	useful	there	are	more	things	we	could	expand	on	and	talk	about,	but	hopefully	this	will	be	enough	to	get	you	started	in	the	wonderful	world	of	Civilization	VI!	Contributions	from
Fraser	Brown	and	Joe	Robinson	heh.	Nothing	here	that	isn't	familiar	to	CivFanatics,	I	would	imagine.	In	the	Reddit	thread	they	immediately	offer	Kupe	on	a	Terra	map	as	most	broken	of	all...	If	Russia	with	Aurora	+	Work	Ethic	is	broken,	then	so	is	Mali	with	Folklore	+	Work	Ethic...And	I	almost	never	play	with	any	of	the	optional	modes,	esp
Corporations	and	Secret	Societies	and	Heroes-	they	give	so	much	advantage	to	the	human	player	over	the	AI	that	it	breaks	the	game	for	pretty	much	every	civ.	[EN]	Early	game	strategy,	or	how	not	to	get	overwhelmed	By	VolusFM_	This	guide	is	meant	to	help	out	people	who	have	a	hard	time	getting	a	good	start	in	a	Civ	VI	game.The	goal	is	to	give
players	a	few	tips	and	strategies	to	ensure	they	can	manage	all	aspects	of	the	early	game,	may	it	be	founding	new	cities,	pantheon	+	religion,	choosing	governement	policies,	handling	those	pesky	barbarians,	etc.Basically,	the	guide	is	tailored	to	help	you	out	for	the	first	100-150	turns.	It	is	by	no	means	a	guide	to	a	full	game.	Many	victories	in
Civilization	6	happen	because	you	find	an	amazing	advantage	early	in	the	game.	Whether	you	start	next	to	the	optimal	Natural	Wonder	for	your	victory	condition	or	a	horde	of	barbarians,	you	have	to	make	the	best	of	the	situation.	For	leaders	with	narrow	paths	to	a	win,	this	can	make	or	break	the	endgame	by	the	time	the	Ancient	Era	passes.	Related
Civilization	6	is	all	about	scoring	a	victory	as	the	top	leader.	These	World	Wonders	can	help	any	player	make	the	most	of	their	civilization.	If	you're	tired	of	feeling	like	you	messed	up	from	the	start	in	Civilization	6,	we	have	helpful	strategies	that	will	solve	your	problems.	If	you	want	to	claim	bragging	rights	over	friends	or	an	absurdly	aggressive	AI,
these	proven	strategies	can	make	that	happen	for	you.	Before	you	get	lost	in	another	long	series	of	"one	more	turn,"	check	out	these	tips	to	improve	your	next	run	at	worldwide	domination.	Any	mention	of	a	specific	number	of	turns	regards	the	Standard	game	speed.	If	you're	playing	something	swifter,	or	-	don't	worry,	we	love	it	too	-	something	slower
-	you	will	want	to	adjust	accordingly.	Updated	on	November	2,	2024	by	Matt	Arnold:	We've	added	tips	for	getting	along	with	your	neighbors,	managing	your	early	economy,	and	keeping	costs	down.	We've	also	expanded	our	tips	on	settling	near	rivers	-	as	it	turns	out,	the	Romans	had	some	pretty	good	ideas	when	it	came	to	waterworks.	These	are	all
vital	on	Deity	difficulty,	so	imagine	how	much	they'll	improve	your	gameplay	on	Warlord	and	Prince!	19	Build	Cities	Quickly	Building	cities	increases	your	civilization's	overall	production	output	and	is	the	foundation	for	creating	a	long-lasting	civilization.	From	the	beginning,	it	might	seem	difficult	or	possibly	unnecessary	to	have	multiple	cities	during
the	Ancient	Era,	but	this	tends	to	be	a	mistake	for	many	players.	The	general	rule	of	thumb	is	to	have	three	cities	built	by	turn	50;	having	three	cities	will	allow	you	to	create	an	early	stranglehold	on	the	surrounding	area	to	further	expand	your	empire	later	on	and	provide	a	solid	process	for	creating	units	or	structures.	Depending	on	where	each	city	is
located,	you	can	designate	one	city	for	the	mass	production	of	army	units	to	protect	your	borders	and	seek	out	barbarian	camps,	while	the	other	cities	focus	on	constructing	World	Wonders	and	basic	buildings	to	grow	the	city.	Despite	the	negative	association	with	living	"down	by	the	river,"	it's	undeniably	a	winning	strategy	in	Civilization	6.	Settling
cities	along	these	streams	provides	freshwater	for	continuous	growth	and	the	option	to	build	a	Water	Mill.	This	building	is	especially	useful	in	cities	that	rely	on	Wheat,	Rice,	or	Maize,	as	it	increases	the	output	from	Farms	working	those	resources.	Water	Mills	also	provide	a	small	boost	to	Production.	Production	for	your	earliest	cities	is	a	precious
commodity,	so	you	have	to	take	advantage	of	anything	you	can	from	the	start.	Most	buildings	can't	provide	this	in	the	early	game,	which	makes	this	even	more	crucial.	If	you're	worried	about	flooding,	which	can	be	particularly	upsetting	in	the	early	game,	consider	aiming	for	the	Great	Bath	World	Wonder.	If	that	seems	out	of	reach,	there's	always	the
decision	to	play	as	Egypt,	which	offers	strong	protection	against	flooding	as	a	rule.	Of	course,	dealing	with	floods	isn't	a	huge	deal,	so	don't	feel	compelled	to	alter	your	preferred	play	style	so	drastically	if	you	don't	want	to	do	so.	Remember	that	Aqueducts	need	to	be	placed	adjacent	to	both	your	City	Center	and	a	River,	Lake,	or	Mountain.	If	space	is
at	a	premium,	it	can	be	beneficial	to	found	a	city	one	tile	off	from	the	river	to	leave	room	for	the	Aqueduct,	forgoing	the	Fresh	Water	bonus	initially	for	better	Adjacency	bonuses	later.	Industrial	Zones	get	an	Adjacency	Bonus	from	both	Aqueducts	and	Dams,	and	Geothermal	Fissures	are	great	next	to	Aqueducts	and	Campuses.	After	you've	had	enough
experience	with	the	game,	your	favorite	World	Wonders	and	paths	to	victory	start	to	come	into	focus.	If	you	find	yourself	wanting	to	build	The	Pyramids,	you	know	that	you're	going	to	need	a	free	desert	tile	eventually.	There's	nothing	worse	than	wanting	to	build	a	critical	district	or	World	Wonder,	only	to	realize	that	you	don't	have	space.	Plan	early,
often,	and	always	with	your	chosen	winning	condition	in	mind.	We	want	to	further	emphasize	here,	this	is	something	that	will	feel	daunting	during	your	first	several	games.	That's	totally	OK.	In	these	instances,	should	you	find	yourself	running	out	of	space	due	to	unseasoned	planning	skill,	don't	fret.	You	might	be	able	to	construct	a	new	city,	for
instance,	which	will	be	slower-going,	and	you'll	miss	early	opportunities,	but	it	can	set	you	on	a	better	track.	The	best	way	to	plan	your	expansion	is	to	use	Map	Tacks,	which	can	be	accessed	by	clicking	the	third	button	from	the	left	over	the	minimap.	This	lets	you	leave	icons	on	specific	squares,	reminding	you	what	you	plan	to	build	there.	You	can
even	write	down	notes	on	each	Map	Tack!	This	strategy	is	especially	useful	for	long-term	planning	of	later	improvements	like	Dams,	Seasteads,	and	Solar	Farms.	You	probably	won't	notice	this	unless	you're	paying	very	close	attention,	but	the	Production	cost	of	Districts	and	Wonders	increases	as	the	game	goes	on.	That	means	that	the	longer	you	wait
to	start	construction,	the	more	you'll	end	up	paying.	You	can	get	around	this	by	placing	the	build	site	on	the	map	right	away	then	switching	to	another	project	if	you	don't	actually	plan	to	finish	construction.	Doing	so	locks	in	the	Production	cost	to	whatever	it	was	at	the	time	you	placed	the	District	or	Wonder.	This	is	great	when	founding	new	cities,	as
it	lets	you	place	their	initial	District	right	away	even	if	they	aren't	ready	to	commit	to	construction.	Expanding	your	civilization	isn't	enough	to	be	successful;	you	must	also	keep	your	civilians	happy.	Basic	necessities	must	be	maintained,	like	proper	housing,	enough	food,	and	later,	extravagant	amenities.	Farms	increase	their	city's	Food	output,
keeping	people	fed.	Each	citizen	requires	two	Food	per	turn	to	prevent	starvation,	and	excess	Food	contributes	to	population	growth.	Farms	also	add	a	small	amount	of	Housing	to	the	city,	which	is	another	important	growth	factor;	the	closer	a	city	is	to	its	Housing	capacity,	the	slower	its	growth	will	become.	Try	to	construct	farms	adjacent	to	each
other	in	groups	of	at	least	three.	This	will	boost	the	adjacency	bonus	provided	by	the	Feudalism	civic	during	the	Medieval	Era.	While	some	leaders	have	obvious	victory	paths,	you	might	surprise	yourself	with	the	victories	you	can	achieve	even	with	a	less-than-ideal	starting	position.	Sometimes	you	have	to	create	your	synergy	by	taking	advantage	of
Natural	Wonders	or	a	wealth	of	resources	and	luxuries.	Related	Amass	the	world's	greatest	library	with	Sundiata	Keita,	the	new	leader	for	Mali	in	Civilizatoin	6!	If	an	obvious,	albeit	difficult,	path	presents	itself,	you	ignore	it	at	the	risk	of	missing	your	victory	condition.	Don't	allow	yourself	to	get	stuck	in	the	same	routines,	or	you	may	lose	the	ability
to	see	the	proverbial	forest	from	the	trees.	Each	leader	possesses	special	abilities	to	assist	them	in	building	their	civilization.	Failing	to	utilize	these	abilities	can	lead	to	a	frustrating	experience,	so	be	sure	to	research	what	exactly	each	leader	specializes	in	and	lean	into	it.	When	choosing	a	leader,	always	analyze	what	abilities	they	have	at	their
disposal	to	secure	an	early	advantage.	This	doesn't	mean	you	shouldn't	play	as	leaders	whose	talents	come	into	play	later	into	the	game.	But	if	you're	still	fairly	new	to	Civilization	6,	it's	arguably	wiser	to	center	yourself	on	every	early-game	advantage	that	you	can	get.	In	the	case	of	our	upcoming	example	leaders,	neither	really	loses	all	their	luster	as
the	game	continues.	It's	natural	to	want	to	maximize	the	yield	of	every	tile,	but	do	so	at	your	peril.	Even	if	you	don't	play	a	leader	that	encourages	aggressive	expansion,	you	may	ruin	your	chance	at	victory	without	enough	cities	to	generate	an	advantage	over	your	opponents.	Find	a	way	to	juggle	creating	World	Wonders,	protecting	your	borders,	and
expanding	up	to	your	neighbor's	doorstep.	They'll	complain	at	first,	but	if	you	play	your	diplomacy	cards	the	right	way,	you	can	avoid	war	in	most	scenarios.	If	you	don't	maximize	your	real	estate	early,	you	may	find	yourself	overrun	anyway	by	a	massive	army	or	a	surprisingly	fast	science	victory	by	an	opponent.	Veterans	of	Civilization	5	may	have	the
hardest	time	adjusting	to	Civ	6's	emphasis	on	building	wide	empires.	Doing	so	in	Civ	5	isn't	necessarily	a	bad	idea,	but	there	are	some	compelling	reasons	to	build	'tall'	instead.	You	only	need	one	copy	of	any	Luxury	that	you	have	access	to.	The	first	copy	provides	Amenities	for	up	to	four	cities,	but	any	further	copies	don't	do	anything	more	for	you.	If,
as	is	often	the	case,	you	have	two	or	three	copies	of	the	nearest	Luxury,	trade	them	to	neighboring	Civilizations	for	Gold.	AI	players	tend	to	value	Luxuries	that	they	don't	have	very	highly,	so	you	can	usually	get	a	good	deal	for	them.	Gold	is	often	the	best	thing	to	ask	for,	but	in	a	pinch	you	can	request	Strategic	Resources	or	a	different	Luxury	as	well.
It's	possible,	via	a	World	Congress	resolution,	for	duplicates	of	a	single	Luxury	to	grant	extra	Amenities.	However,	this	resolution	almost	never	passes,	as	the	AI	prefers	overwhelmingly	to	vote	for	the	opposite	law,	which	bans	a	Luxury	instead.	It's	best	in	the	early	game	to	head	this	off	by	voting	to	ban	a	Luxury	that	a	rival	relies	on,	if	for	no	other
reason	than	to	keep	it	from	targeting	one	of	yours	and	getting	a	Diplomatic	Victory	Point.	Establishing	trade	routes	early	on	is	a	great	way	to	expand	your	resources	and	build	positive	relations	with	other	civilizations.	Once	you	research	the	civic	Foreign	Trade,	you'll	be	able	to	start	purchasing	Traders	who	will	establish	Trade	Routes.	Trade	Routes
can	be	pillaged	by	Barbarians,	as	well	as	civilizations	whom	you're	at	war	with,	so	be	sure	you	clear	out	any	camps	nearby.	Cultivating	resources	around	your	civilization	is	key	to	receiving	more	valuable	trade	offers.	You	can	purchase	more	land	tiles	instead	of	waiting	for	your	civilization	to	naturally	expand,	allowing	you	to	focus	on	certain	tiles	that
contain	resources.	The	more	diverse	your	resources	are,	the	more	possible	trade	routes	you	can	develop	from	other	nations	based	on	where	they're	situated	on	the	map.	You	won't	always	be	able	to	completely	secure	a	route,	but	one	thing	that	can	help	matters	considerably	is	to	leave	a	military	unit	around	the	midway	point,	capable	of	utilizing	the
road	your	Trader	has	built	to	reach	looming	threats	swiftly.	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure
the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.	
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