Civ IV Map Size Guide

This information is taken from Sirian’s Mapguide readme.  Goal here is to easily show you all maps are not created equal (in size).  Playing a game with 15 opponents (even selecting the same “map size”) will have Pangaea opponents much closer to you than if you played your game with Continents.
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For corrections or additions please see these threads:   
http://forums.civfanatics.com/showthread.php?p=3276673#post3276673
http://www.octopusoverlords.com/phpBB2/viewtopic.php?p=418925#418925
You can mod terrain generation for most of the map scripts by modding one Python file:

CvMapGeneratorUtil.py

A few map scripts have proprietary classes that will not be affected.


I recommend either saving a backup copy of the original file, or doing a "mod" (which won't touch your core game files).

If you want larger patches of terrain, turn down the Grain level in the terrain generator class. Warning: this will affect more than just the deserts. You will also get larger patches of grassland and plains (and may have numerous cities with all the plots of one type -- which I generally found to be boring, even if in some cases it is "more realistic").

You could theoretically get large deserts and still maintain a mix of smaller patches of grassland and plains, but you would have to run multiple fractal layers at different grains, in a customized process. You can also expect some civs to be hosed with very poor start locations, if they start on the edge of a large Sahara-like desert.

Confused yet? Don't be. If you can program, you can modify the maps or create new ones. There are plenty of comments and examples in the map script files. Also be sure to look at the entry point file for maps (under Assets\Python). Python is an easy language to learn if you have programming experience.

I'm not going to be able to answer your questions from here, though. Some of the guys in the modding community may be able to provide you further assitance. Good luck!
