CIV 6 CULTURE VICTORY GUIDE

Civ 6 CuLTURE VICTORY GUIDE: MASTERING THE ART oF CULTURAL DOMINATION

CIV & CULTURE VICTORY GUIDE IS YOUR GO-TO ROADMAP IF YOU'RE AIMING TO CONQUER THE WORLD NOT THROUGH MILITARY
MIGHT, BUT BY WINNING HEARTS AND MINDS WITH UNPARALLELED CULTURAL INFLUENCE. CIVILIZATION V| OFFERS MULTIPLE
PATHS TO VICTORY, BUT CULTURE VICTORY STANDS OUT AS AN ENTHRALLING CHALLENGE THAT REQUIRES STRATEGIC
PLANNING, SAVVY CITY DEVELOPMENT, AND A DEEP UNDERSTANDING OF TOURISM MECHANICS. W/HETHER YOU’RE A SEASONED Clv
PLAYER OR A NEWCOMER EAGER TO EXPLORE ALTERNATIVE WIN CONDITIONS, THIS GUIDE DIVES INTO EVERYTHING YOU NEED TO
KNOW TO SECURE A CULTURE VICTORY WITH CONFIDENCE.

UNDERSTANDING CULTURE VICTORY IN CiviLizATION VI

BEFORE DIVING INTO STRATEGIES, IT’S IMPORTANT TO GRASP WHAT A CULTURE VICTORY ENTAILS IN Civ 6. UNLIKE
DOMINATION VICTORIES THAT FOCUS ON W ARFARE OR SCIENCE VICTORIES THAT CENTER ON TECHNOLOGY, A CULTURE VICTORY
IS ALL ABOUT GENERATING MORE VISITING TOURISTS TO YOUR CIVILIZATION THAN ANY OTHER CIVILIZATION HAS DOMESTIC
TOURISTS AT HOME. ESSENTIALLY, YOU WANT YOUR CULTURE—AND MORE SPECIFICALLY, YOUR TOURISM—TO BE SO
INFLUENTIAL THAT FOREIGN VISITORS FLOCK TO YOUR CIVILIZATION, EFFECTIVELY MAKING YOUR CULTURE THE DOMINANT FORCE
GLOBALLY.

THe RoLE oF CULTURE AND T OURISM

TWO KEY METRICS UNDERPIN A CULTURE VICTORY: CULTURE AND TOURISM. CULTURE ACCUMULATES TO UNLOCK CIVICS, WHICH
IMPROVE GOVERNMENT POLICIES AND CULTURAL BUILDINGS, WHILE TOURISM ATTRACTS VISITING TOURISTS FROM OTHER
CIVILIZATIONS. THE MORE TOURISM YOU GENERATE, THE MORE LIKELY YOU ARE TO SURPASS OTHER CIVILIZATIONS® DOMESTIC
TOURISTS, PAVING YOUR WAY TO VICTORY.

[T’S IMPORTANT TO NOTE THAT CULTURE PRODUCES CIVIC PROGRESS, BUT TOURISM IS THE ACTIVE FORCE IN WINNING THE

CULTURE VICTORY. THINK OF CULTURE AS THE FOUNDATION FOR YOUR CULTURAL INFRASTRUCTURE, AND TOURISM AS THE
MAGNET THAT DRAWS FOREIGN ADMIRATION.

CHoOSING THE RIGHT CIVILIZATION AND LEADER

Y OUR CHOICE OF CIVILIZATION CAN MAKE OR BREAK YOUR CULTURE VICTORY RUN. SOME LEADERS HAVE UNIQUE BONUSES THAT
SIGNIFICANTLY ENHANCE CULTURE OR TOURISM OUTPUT, GIVING YOU A HEAD START.

Top CiviILIZATIONS FOR CULTURE VICTORY

® PERICLES (GREECE)Z GAINS EXTRA CULTURE FOR EACH CITY-STATE HE IS THE SUZERAIN OF, ACCELERATING CIVIC
DEVELOPMENT.

o KRISTINA (S\X/EDEN): RECEIVES BONUSES TO GREAT PEOPLE POINTS AND TOURISM, MAKING IT EASIER TO GENERATE
CULTURE AND ATTRACT TOURISTS.

e Pepro I (BRAZIL)! BENEFITS FROM RAINFOREST ADJACENCY BONUSES AND GREAT PEOPLE POINTS, BOOSTING CULTURAL
OUTPUT.

¢ FREDERICK BARBAROSSA (GERMANY)Z W/HILE MORE SUITED FOR DOMINATION, HIS ABILITY TO BUILD EXTRA DISTRICT



SLOTS CAN SUPPORT A STRONG CULTURAL INFRASTRUCTURE.

* SEONDEOK (KOEEA)I ALTHOUGH FOCUSED ON SCIENCE, HER UNIQUE IMPROVEMENTS AND DISTRICTS CAN HELP SUPPORT
CULTURE LATER IN THE GAME.

CHOOSING A CIV THAT ALIGNS WITH YOUR PLAYSTYLE AND OFFERS EARLY CULTURAL BOOSTS WILL STREAMLINE YOUR PATH
TO VICTORY.

BUILDING A CULTURE-DRIVEN EMPIRE

ONCE YOU’VE SELECTED YOUR CIVILIZATION, THE NEXT STEP IS CITY PLANNING. T o MAXIMIZE CULTURE AND TOURISM, FOCUS
ON BUILDING DISTRICTS AND WONDERS THAT CONTRIBUTE TO THESE YIELDS.

Key DISTRICTS AND BUILDINGS

e CAMPUS AND THEATER SQUARE: W/HILE CAMPUS BOOSTS SCIENCE, THE THEATER SQUARE IS YOUR CULTURAL HUB.
PRIORITIZE THEATER SQUARES TO INCREASE CULTURE AND GREAT WORK SLOTS.

o AMPHITHEATER, MUSEUM, AND BROADCAST CENTER: THESE BUILDINGS WITHIN THEATER SQUARES HOUSE GREAT WORKS
OF ART, MUSIC, AND WRITING, CRUCIAL FOR GENERATING TOURISM.

o HoLy SiTES: CAN INDIRECTLY SUPPORT CULTURE IF YOU PURSUE RELIGIOUS BELIEFS THAT ENHANCE CULTURE OR
TOURISM.

\X/ ONDERS TO PRIORITIZE FOR CULTURE VICTORY

X/ ONDERS NOT ONLY INSPIRE AWE BUT ALSO PROVIDE SIGNIFICANT CULTURE AND TOURISM BONUSES. HERE ARE SOME MUST-
BUILD \WONDERS:

ORACLE: GRANTS EXTRA GREAT PERSON POINTS, ACCELERATING CULTURAL AND ARTISTIC ACHIEVEMENTS.

APADANA: INCREASES THE NUMBER OF ENVOYS YOU CAN SEND TO CITY-STATES, BOOSTING CULTURAL ALLIANCES.

HERMITAGE: PROVIDES EXTRA SLOTS FOR GREAT WORKS OF ART, INCREASING TOURISM OUTPUT.
e CoLosseuM: OFFERS AMENITIES AND CULTURE TO NEARBY CITIES, ENHANCING GROWTH AND HAPPINESS.

® BROADWAY: UNLOCKS A UNIQUE SLOT FOR GREAT WORKS OF MUSIC, AMPLIFYING TOURISM.

CONSTRUCTING THESE WONDERS EARLY OR MID-GAME WILL CREATE A STRONG CULTURAL BACKBONE FOR YOUR CIVILIZATION.



GENERATING AND ENHANCING T OURISM

TOURISM IS THE ENGINE THAT DRIVES CULTURE VICTORY, AND UNDERSTANDING HOW TO PRODUCE AND AMPLIFY IT IS VITAL.

GREAT \WORKS AND ARTIFACTS

GREAT WORKS™ART, WRITING, MUSIC, AND ARTIFACTS—ARE THE PRIMARY SOURCES OF TOURISM. SECURING GREAT PEOPLE
WHO PROVIDE THESE WORKS AND PLACING THEM IN THE CORRECT BUILDINGS CAN SIGNIFICANTLY BOOST YOUR TOURISM PER
TURN.

TO MAXIMIZE GREAT WORKS:

e FOCUS ON RECRUITING GREAT ARTISTS, \X/RITERS, AND MUSICIANS THROUGH DISTRICTS AND POLICIES.

BuILD MUSEUMS AND AMPHITHEATERS TO HOUSE THESE WORKS.

® ARCHAEOLOGISTS CAN EXCAVATE ARTIFACTS FROM ANTIQUITY SITES AND SHIPWRECKS, ADDING TO YOUR TOURISM
OUTPUT.

® TRADE ARTIFACTS AND GREAT WORKS WITH OTHER CIVILIZATIONS TO FILL EMPTY SLOTS AND DENY TOURISM BONUSES
TO RIVALS.

NATIONAL PARKS AND SEASIDE RESORTS

BEYOND GREAT WORKS, NATURAL WONDERS AND IMPROVEMENTS CONTRIBUTE TO TOURISM:

o NATIONAL PARKS: CREATED BY PLACING ADJACENT TILES WITH APPEALING FEATURES, NATIONAL PARKS PROVIDE A
SIGNIFICANT TOURISM BOOST. THEY REQUIRE CONSERVATION AND CAREFUL CITY TILE MANAGEMENT.

® SEASIDE RESORTS: BUILT ON COASTAL TILES, THESE IMPROVEMENTS ATTRACT TOURISTS AND INCREASE YOUR
CIVILIZATION’S APPEAL.

DEVELOPING THESE TILES REQUIRES ENVIRONMENTAL PLANNING BUT PAYS OFF HANDSOMELY IN THE LATE GAME.

PoLicies, GOVERNMENTS, AND DIPLOMACY FOR CULTURE VICTORY

MAXIMIZING CULTURE AND TOURISM ISN’T JUST ABOUT BUILDINGS AND WONDERS;, YOUR GOVERNMENT POLICIES AND DIPLOMATIC
CHOICES PLAY A HUGE ROLE.

IDEAL PoLicles FOR CULTURE VICTORY

CERTAIN CIVICS UNLOCK POLICY CARDS THAT BOOST CULTURE AND TOURISM:



LIBERALISM: ADDS EXTRA CULTURE FROM CITIES WITH A GOVERNOR, ACCELERATING CIVIC PROGRESSION.

ONLINE COMMUNITIES: ENHANCES TOURISM OUTPUT FROM GREAT W/ ORKS OF W/RITING AND ART.

HERITAGE TOURISM: BOOSTS TOURISM FROM ARTIFACTS.

SATELLITE BROADCASTS: INCREASES TOURISM FROM GREAT W/ ORKS OF MUSIC.

SWITCHING POLICIES TO FIT YOUR CURRENT FOCUS—WHETHER PRODUCING GREAT PEOPLE, BUILDING W ONDERS, OR IMPROVING
TILES—IS KEY.

GoVERNMENT CHOICES

GOVERNMENTS LIKE CLASSICAL REPUBLIC AND DEMOCRACY OFFER BONUS POLICY SLOTS AND CULTURE BOOSTS. DEMOCRACY/ IN
PARTICULAR, ENHANCES TRADE ROUTES AND TOURISM, MAKING IT THE LATE-GAME CHOICE FOR CULTURE VICTORY PLAYERS.

ALLIANCES AND DIPLOMACY

ALLIANCES CAN HELP PROTECT YOUR CULTURAL EMPIRE AND EVEN PROVIDE TOURISM BONUSES. CULTURAL ALLIANCES INCREASE
TOURISM OUTPUT AND HELP DEFEND AGAINST CULTURAL PRESSURE FROM RIVAL CIVILIZATIONS. MAINTAINING FRIENDLY
RELATIONS AND TRADE ROUTES WITH OTHER CIVS ALSO FACILITATES TOURISM FLOW.

MANAGING TouURISM DeEreNse AND TIMING YOUR VICTORY

W/HILE BUILDING YOUR CULTURAL PROWESS, BE MINDFUL OF OTHER CIVILIZATIONS® ATTEMPTS TO COMPETE OR DISRUPT YOUR
PLANS.

DerenpING AGAINST CULTURAL PRESSURE

OTHER CIVILIZATIONS CAN EXERT CULTURAL PRESSURE, LEADING TO THE POTENTIAL FLIPPING OF YOUR CITIES OR SLOWING
YOUR PROGRESS. USING SPIES TO COUNTERACT OPPOSING CULTURAL EFFORTS, AND MAINTAINING A STRONG MILITARY
DETERRENT CAN PROTECT YOUR INTERESTS.

\WHEN TO PUSH FOR VICTORY

CULTURE VICTORY CAN BE A SLOW BURN, AND TIMING IS EVERYTHING. MONITOR YOUR TOURISM OUTPUT RELATIVE TO OTHER
CIVILIZATIONS’ DOMESTIC TOURISTS. ONCE YOUR VISITING TOURISTS EXCEED THEIR DOMESTIC TOURISTS, YOU INCH CLOSER TO
VICTORY.

Focus ON MAXIMIZING TOURISM IN THE LATE GAME BY:

e COMPLETING YOUR CULTURAL DISTRICTS AND \WONDERS.

e UTILIZING LATE-GAME GREAT PEOPLE LIKE ROCK BANDS, WHICH CAN TOUR OTHER CIVILIZATIONS AND DRAMATICALLY
INCREASE TOURISM.



e MAINTAINING TRADE ROUTES AND ALLIANCES TO KEEP TOURISM FLOWING UNHINDERED.

ADVANCED TIPS FOR THE CULTURE VICTORY ENTHUSIAST

FOR PLAYERS SEEKING TO REFINE THEIR STRATEGY FURTHER, HERE ARE SOME NUANCED POINTERS:

* Rock BANDS: IN THE LATE GAME, RECRUITING ROCK BANDS AND SENDING THEM ON TOURS TO PERFORM CONCERTS IS ONE
OF THE HIGHEST TOURISM-YIELDING ACTIONS.

o OPEN BORDERS: ESTABLISH OPEN BORDERS AGREEMENTS WITH OTHER CIVILIZATIONS TO INCREASE TOURISM OUTPUT TO
AND FROM THEM.

® TRADE ROUTES: INTERNAL AND EXTERNAL TRADE ROUTES CAN PROVIDE CULTURE BONUSES AND IMPROVE RELATIONS,
INDIRECTLY SUPPORTING YOUR CULTURAL GOALS.

¢ ARCHAEOLOGICAL MUSEUMS: BUILD THESE IN CITIES NEAR ANTIQUITY SITES, AND PRIORITIZE ARCHAEOLOGISTS TO
EXTRACT VALUABLE ARTIFACTS.

o CITY-STATES: INFLUENCE CULTURAL CITY-STATES TO GAIN ENVOYS, WHICH PROVIDE CULTURE AND SOMETIMES
TOURISM BONUSES.

EACH OF THESE TACTICS, WHEN COMBINED THOUGHTFULLY, ACCELERATES YOUR JOURNEY TO CULTURAL SUPREMACY.

ACHIEVING A CULTURE VICTORY IN CIV & IS A REWARDING EXPERIENCE THAT SHOWCASES YOUR ABILITY TO BUILD A THRIVING
CIVILIZATION CELEBRATED FOR ITS ART, IDEAS, AND INFLUENCE RATHER THAN ITS ARMIES. BY CAREFULLY BALANCING CITY
DEVELOPMENT, CULTURAL INVESTMENTS, DIPLOMACY, AND TIMING, YOU CAN LEAD YOUR PEOPLE TO A PEACEFUL YET POWERFUL
TRIUMPH ON THE WORLD STAGE. THIS CIV 6 CULTURE VICTORY GUIDE AIMS TO EQUIP YOU WITH THE KNOWLEDGE AND
STRATEGIES TO MAKE YOUR CULTURAL CONQUEST A REALITY.

FREQUENTLY AskeD QUESTIONS

WHAT IS A CULTURE VICTORY IN CIVILIZATION 6?

A CULTURE VICTORY IN CIVILIZATION 6 IS ACHIEVED BY ATTRACTING MORE VISITING TOURISTS TO YOUR CIVILIZATION THAN
ANY OTHER CIVILIZATION HAS DOMESTIC TOURISTS AT HOME, EFFECTIVELY MAKING YOUR CULTURE THE MOST INFLUENTIAL
¥ ORLDW IDE.

\W/HICH CIVILIZATION IS BEST FOR A CULTURE VICTORY IN CIv 6?

CIVILIZATIONS LIKE FRANCE, GReeCE (PERICLES OR GORGO), BRAZIL, AND PERSIA ARE CONSIDERED STRONG CHOICES FOR A
CULTURE VICTORY DUE TO THEIR UNIQUE BONUSES THAT ENHANCE CULTURE, TOURISM, AND GREAT PEOPLE GENERATION.

WHAT ARE THE KEY STRATEGIES TO ACHIEVE A CULTURE VICTORY IN Clv 6?

KEY STRATEGIES INCLUDE FOCUSING ON BUILDING CULTURE-GENERATING DISTRICTS (THEATER SQUARES), CREATING AND
PRESERVING GREAT W/ ORKS OF ART, MusIC, AND W/RITING, DEVELOPING X/ ONDERS THAT BOOST TOURISM, RESEARCHING
TECHNOLOGIES AND CIVICS THAT ENHANCE CULTURE AND TOURISM, AND MAINTAINING OPEN BORDERS AND TRADE ROUTES WITH



OTHER CIVILIZATIONS TO INCREASE TOURISM IMPACT.

How po GReAT W orkS CONTRIBUTE TO A CULTURE VICTORY?

GReAT WoRkS OoF ART, MUSIC, AND W/RITING GENERATE TOURISM, WHICH IS ESSENTIAL FOR CULTURE VICTORY. FILLING YOUR
CULTURAL BUILDINGS WITH GREAT W/ ORKS BOOSTS YOUR CIVILIZATION'S APPEAL AND HELPS ATTRACT VISITING TOURISTS
FROM OTHER CIVILIZATIONS.

\WHAT ROLE DO W ONDERS PLAY IN ACHIEVING A CULTURE VICTORY?

\X/ ONDERS SUCH AS THE EIFFEL TO\X/ER, THE ALHAMBRA, AND THE CRISTO REDENTOR PROVIDE SIGNIFICANT BOOSTS TO
CULTURE AND TOURISM, HELPING ACCELERATE YOUR PATH TO A CULTURE VICTORY BY INCREASING YOUR CIVILIZATION'S
APPEAL AND TOURISM OUTPUT.

How IMPORTANT ARE POLICIES AND GOVERNMENT TYPES FOR CULTURE VICTORY?

POLICIES LIKE HERITAGE TOURISM, ONLINE COMMUNITIES, AND LIBERALISM ENHANCE CULTURE AND TOURISM OUTPUT, MAKING
THEM CRUCIAL. GOVERNMENTS THAT PROVIDE EXTRA POLICY SLOTS, SUCH AS CLASSICAL ReEPUBLIC OR DEMOCRACY, ALLOW
MORE CULTURAL POLICIES TO BE ACTIVE SIMULTANEOUSLY, AIDING IN CULTURE VICTORY.

How CAN OPEN BORDERS AND TRADE ROUTES AFFECT CULTURE VICTORY?

OPEN BORDERS AND TRADE ROUTES INCREASE TOURISM MODIFIERS, MAKING YOUR TOURISM MORE EFFECTIVE AGAINST OTHER
CIVILIZATIONS. MAINTAINING FRIENDLY RELATIONS AND OPEN BORDERS WITH OTHER CIVS CAN SIGNIFICANTLY BOOST YOUR
TOURISM AND HELP SECURE A CULTURE VICTORY.

\WHAT TECHNOLOGIES AND CIVICS SHOULD | PRIORITIZE FOR CULTURE VICTORY?

PRIORITIZE TECHNOLOGIES LIKE DRAMA AND POETEY, PEINTING, RADIO, COMPUTERS, AND I:LIGHT, WHICH UNLOCK CULTURE AND
TOURISM BUILDINGS, WONDERS, AND TOURISM BONUSES. Civics sucH As CULTURAL HERITAGE, CONSERVATION, AND MASS
MEDIA ALSO ENHANCE YOUR CULTURAL OUTPUT AND TOURISM EFFECTIVENESS.

ADDITIONAL RESOURCES

Civ 6 CULTURE VIcTorY GUIDE: MASTERING THE PATH To CULTURAL SUPREMACY

CIV 6 CULTURE VICTORY GUIDE DELVES INTO ONE OF THE MOST ENGAGING AND STRATEGICALLY COMPLEX WIN CONDITIONS IN
Sip Meier’s CIVILIZATION V1. UNLIKE DOMINATION OR SCIENCE VICTORIES THAT FOCUS ON MILITARY MIGHT OR TECHNOLOGICAL
ADVANCEMENT, A CULTURE VICTORY REQUIRES PLAYERS TO CULTURALLY INFLUENCE OTHER CIVILIZATIONS BY ACCUMULATING
TOURISM AND GENERATING CULTURE. THIS GUIDE PROVIDES A DETAILED EXAMINATION OF THE MECHANICS, OPTIMAL STRATEGIES,
AND CIV-SPECIFIC ADVANTAGES NECESSARY TO SECURE A CULTURE VICTORY EFFICIENTLY, APPEALING TO BOTH NEW AND
VETERAN PLAYERS AIMING TO DIVERSIFY THEIR GAMEPLAY.

UNDERSTANDING THE FOUNDATIONS OF A CULTURE VICTORY IN CIv 6

AT ITS CORE, A CULTURE VICTORY IN CiviLIZATION VI IS ACHIEVED WHEN YOUR CIVILIZATION BECOMES THE DOMINANT
CULTURAL FORCE GLOBALLY. THIS IS QUANTIFIED BY ACCUMULATING MORE VISITING TOURISTS THAN ANY OTHER CIVILIZATION
HAS DOMESTIC TOURISTS. DOMESTIC TOURISTS ARE ESSENTIALLY A CIVILIZATION’S OWN CULTURE POINTS CONVERTED INTO
TOURISTS THAT “VISIT” FOREIGN NATIONS. THUS, THE BALANCE BETWEEN GENERATING CULTURE AND T OURISM IS CRUCIAL.
PLAYERS MUST FOCUS ON PRODUCING HIGH CULTURE YIELDS TO BUILD THEIR CIVILIZATION'S DOMESTIC TOURIST BASE WHILE
SIMULTANEOUSLY MAXIMIZING T OURISM OUTPUT TO ATTRACT FOREIGN VISITORS.



THIS DUAL-FOCUS CREATES A NUANCED GAMEPLAY STYLE THAT CONTRASTS WITH MORE DIRECT VICTORY PATHS. THE
CULTURAL VICTORY REQUIRES PLAYERS TO INVEST IN INFRASTRUCTURE, DIPLOMATIC RELATIONSHIPS, AND CULTURAL OUTPUT,
MAKING IT A WELL-ROUNDED AND INTELLECTUALLY STIMULATING CHALLENGE.

THe RoLE oF CULTURE AND T OURISM METRICS

CULTURE INFLUENCES YOUR CIVILIZATION'S ABILITY TO UNLOCK CIVICS, POLICIES, AND GOVERNMENT TYPES, WHICH IN TURN CAN
BOOST YOUR CULTURAL AND TOURISM CAPABILITIES. TOURISM, THE KEY METRIC FOR ATTRACTING VISITING TOURISTS, IS
INFLUENCED BY SEVERAL FACTORS, INCLUDING \X/ONDERS, GREAT \X/ORKS, NATIONAL PARKS, AND RELICS. INCREASING T OURISM
OUTPUT NOT ONLY REQUIRES GENERATING CULTURAL ARTIFACTS BUT ALSO IMPROVING THEIR APPEAL THROUGH
TECHNOLOGICAL AND CIVIC ADVANCEMENTS SUCH AS FLIGHT AND COMPUTERS.

UNDERST ANDING HOW THESE METRICS INTERPLAY IS ESSENTIAL FOR CRAFTING AN EFFECTIVE CIV & CULTURE VICTORY GUIDE, AS
PLAYERS MUST CONSISTENTLY MONITOR THEIR CULTURE AND TOURISM OUTPUTS RELATIVE TO OTHER CIVILIZATIONS.

STRATEGIC APPROACHES TO ACHIEVING CULTURAL SUPREMACY

A CULTURE VICTORY DEMANDS A MULTIFACETED STRATEGY THAT BALANCES EXPANSION, INFRASTRUCTURE DEVELOPMENT, AND
DIPLOMATIC FINESSE. THIS SECTION EXPLORES THE PRIMARY STRATEGIC PILLARS THAT PLAYERS SHOULD EMPHASIZE.

1. CIVILIZATION AND LEADER SELECTION

CERTAIN CIVILIZATIONS ARE INHERENTLY BETTER SUITED FOR CULTURE VICTORIES DUE TO THEIR UNIQUE ABILITIES, UNITS, AND
INFRASTRUCTURE BONUSES.

o GREECE (PERICLES OR GORGO)I THEIR EXTRA WILDCARD POLICY SLOT AND CULTURE BONUSES PER CITY-STATE
SUZERAINTY MAKE THEM EXCEPTIONAL FOR CULTURE-FOCUSED BUILDS.

* FRANCE (CATHERINE DE MEDICI)Z Bonus TourISM FROM W/ ONDERS AND ESPIONAGE CAPABILITIES THAT CAN DISRUPT
RIVAL CULTURES.

o BrAZIL (PeDRO II): EXCELLENT AT GENERATING GREAT PEOPLE, ESPECIALLY GREAT ARTISTS, WHICH BOOSTS CULTURAL
OUTPUTS SIGNIFICANTLY.

¢ KonGo (MVEMBA A NZINGA)Z UNIQUE IN GENERATING GREAT W ORKS AUTOMATICALLY FROM RELICS AND ARTIFACTS,
STREAMLINING CULTURAL ACCUMULATION.

CHOOSING A CIV WITH INTRINSIC CULTURE BONUSES OR GREAT PEOPLE GENERATION ADVANTAGES SIMPLIFIES THE PATH TO
VICTORY AND ALIGNS WITH THE CIV 6 CULTURE VICTORY GUIDE’S EMPHASIS ON EFFICIENCY.

2. INFRASTRUCTURE DEVELOPMENT: DISTRICTS AND \¥/ ONDERS

BUILDING INFRASTRUCTURE GEARED TOWARDS CULTURE AND TOURISM IS VITAL. THE THEATER SQUARE DISTRICT IS THE
LINCHPIN FOR INCREASING CULTURE AND GENERATING GREAT W ORKS SLOTS. PRIORITIZING THEATER SQUARES IN CITY PLANNING
ACCELERATES CIVIC PROGRESS AND PROVIDES AVENUES FOR HOUSING GREAT W ORKS OF \X/RITING, ART, AND Music.

\X/ ONDERS AMPLIFY CULTURAL OUTPUT AND TOURISM, OFTEN PROVIDING UNIQUE GREAT W ORK SLOTS OR DIRECT TOURISM
BONUSES. NOTABLE WONDERS INCLUDE:



ALHAMBRA: OFFERS A FREE MILITARY POLICY SLOT, WHICH CAN BE ADAPTED FOR CULTURAL POLICIES.

BoLsHOI THEATRE: GRANTS EXTRA SLOTS FOR GREAT W oORKS OF W/RITING AND B0OSTS CULTURE.

BROADWAY: PROVIDES MULTIPLE GREAT W/ ORK SLOTS AND A SIGNIFICANT BOOST TO T OURISM.

UFFizI GALLERY AND HERMITAGE: OFFER ADDITIONAL GREAT W/ ORK SLOTS, EXPANDING YOUR CAPACITY TO GENERATE
ToURISM.

STRATEGICALLY TIMING WONDER CONSTRUCTION TO AVOID RESOURCE DEPLETION OR MILITARY VULNERABILITY IS A KEY
CONSIDERATION WITHIN THIS CIV &6 CULTURE VICTORY GUIDE.

3. GReAT PeopPLE AND CULTURAL ARTIFACTS

GREAT ARTISTS, WRITERS, AND MUSICIANS PRODUCE GREAT W ORKS THAT ARE CRITICAL FOR T OURISM GENERATION.
PRIORITIZING POLICIES AND DISTRICTS THAT INCREASE GREAT PEOPLE POINTS ACCELERATES THEIR ACQUISITION. ADDITIONALLY,
ARCHAEOLOGISTS CAN EXCAVATE ARTIFACTS, WHICH CONTRIBUTE TO YOUR CIVILIZATION'S CULTURAL OUTPUT AND
TourIsSM.

THE SYNERGY BETWEEN GREAT W/ ORKS AND ARCHAEOLOGICAL ARTIFACTS INCREASES EXPONENTIALLY WHEN THESE ITEMS ARE
HOUSED IN MUSEUMS, NATIONAL PARKS, OR WONDERS THAT BOOST THEIR TOURISM IMPACT. AS YOU ADVANCE THROUGH THE
GAME, FOCUSING ON ACQUIRING AND PRESERVING THESE CULTURAL ASSETS BECOMES A CORNERSTONE OF YOUR STRATEGY.

4. Civics AND PoLicy CARDS OPTIMIZATION

THE CIVICS TREE OFFERS PIVOTAL POLICIES THAT ENHANCE CULTURE AND T OURISM. FOR EXAMPLE, THE “HERITAGE T OURISM”
POLICY CARD INCREASES TOURISM OUTPUT FROM GREAT W/ ORKS, WHILE “ONLINE COMMUNITIES” BOOSTS TOURISM FROM
GREAT W ORKS OF MUSIC SPECIFICALLY. ADJUSTING POLICY CARDS TO MAXIMIZE CULTURAL AND TOURISM GAINS, WHILE
BALANCING OTHER NEEDS SUCH AS DEFENSE AND ECONOMY, IS A DYNAMIC ELEMENT THAT REQUIRES CONTINUOUS ATTENTION.

BALANCING ECONOMIC AND DIPLOMATIC POLICIES ALONGSIDE CULTURAL ONES ENSURES SUSTAINABLE GROW TH AND PREVENTS
STAGNATION, A COMMON PITFALL FOR PLAYERS SINGULARLY FOCUSED ON CULTURE.

5. LEVERAGING DIPLOMATIC AND TRADE RELATIONSHIPS

DIPLOMATIC RELATIONSHIPS INFLUENCE CULTURAL VICTORY PROSPECTS SIGNIFICANTLY. TRADE ROUTES CAN BOOST T OURISM
AND CULTURE INDIRECTLY BY INCREASING ECONOMIC STRENGTH AND PROMOTING OPEN BORDERS WITH OTHER CIVILIZATIONS,
WHICH IN TURN INCREASES T OURISM EFFECTIVENESS BY 250/0. ESTABLISHING OPEN BORDERS, CULTURAL ALLIANCES, AND
FAVORABLE TRADE AGREEMENTS IS A SUBTLE BUT POWERFUL TACTIC TO ACCELERATE [ OURISM INFLUENCE.

ADDITIONALLY, ESPIONAGE CAN BE USED TO SABOTAGE RIVAL CIVILIZATIONS’ CULTURAL DOMINANCE, GIVING YOU A
COMPETITIVE EDGE IN THE RACE FOR CULTURAL SUPREMACY.

CoMMON CHALLENGES AND TACTICAL CONSIDERATIONS

W/HILE THE CIV 6 CULTURE VICTORY GUIDE OUTLINES A REWARDING PATH, SEVERAL CHALLENGES CAN COMPLICATE THE PURSUIT
OF CULTURAL DOMINANCE.



BALANCING ExPANSION AND CULTURAL DEVELOPMENT

EXPANDING TOO RAPIDLY CAN DILUTE CULTURE PER CITY AND STRETCH RESOURCES THIN, WHILE OVERLY CONSERVATIVE
EXPANSION MAY LIMIT YOUR ABILITY TO BUILD WONDERS AND DISTRICTS NECESSARY FOR TOURISM. FINDING THE RIGHT BALANCE
BETWEEN GROWTH AND CULTURAL INVESTMENT IS ESSENTIAL.

DerenDING AGAINST AGGRESSIVE CIVILIZATIONS

PLAYERS PURSUING CULTURAL VICTORIES OFTEN NEGLECT MILITARY STRENGTH, LEAVING THEM VULNERABLE TO W ARMONGERS.
MAINTAINING A COMPETENT DEFENSE FORCE WHILE FOCUSING ON CULTURAL GOALS IS CRITICAL, AS LOSING KEY CITIES CAN
DRASTICALLY SET BACK CULTURAL PROGRESS.

TecHNoLoGICAL AND CIvIC PROGRESSION PACE

STAYING ON PACE WITH SCIENCE AND CIVICS RESEARCH ENSURES ACCESS TO KEY TECHNOLOGIES LIKE FLIGHT AND COMPUTERS/
WHICH EXPONENTIALLY INCREASE T OURISM OUTPUT. FALLING BEHIND CAN STUNT YOUR CULTURAL INFLUENCE AND ALLOW
RIVALS TO OUTPACE YOU.

ADVANCED TIPS FOR OPTIMIZING TOURISM OUTPUT

TOURISM OUTPUT GROWS EXPONENTIALLY WITH CERTAIN INVESTMENTS AND STRATEGIES. HERE ARE ADVANCED METHODS THAT
CAN BE INTEGRATED INTO YOUR CIV 6 CULTURE VICTORY GUIDE:

1. Focus oN NATIONAL PARKS: THESE NOT ONLY GENERATE TOURISM BUT ALSO PROVIDE ENVIRONMENT AL BENEFITS AND
APPEAL BONUSES, ENHANCING YOUR CIVILIZATION’S OVERALL APPEAL.

2. UTILIZE SEASIDE RESORTS AND Ski RESORTS: THESE IMPROVEMENTS INCREASE APPEAL AND T OURISM, ESPECIALLY WHEN
COMBINED WITH CERTAIN POLICIES AND \WONDERS.

3. ApopPT THE FLIGHT AND COMPUTERS TECHNOLOGIES: FLIGHT DOUBLES T OURISM OUTPUT FROM GREAT W/ ORKS, WHILE
COMPUTERS FURTHER DOUBLES IT IF YOU HAVE RADIO ACTIVE NETWORKS.

4. MAXIMIZE APPEAL: HIGH-APPEAL TILES IMPROVE THE EFFECTIVENESS OF T OURISM IMPROVEMENTS AND NATIONAL PARKS.

5. EMPLOY CULTURAL ALLIANCES: ALLIANCES PROVIDE SUSTAINED DIPLOMATIC BONUSES AND OPEN BORDERS, WHICH
AMPLIFY TOURISM IMPACT.

INCORPORATING THESE ADVANCED TACTICS ENSURES A COMPOUNDING EFFECT ON YOUR CULTURAL INFLUENCE, PUSHING YOU
CLOSER TO VICTORY.

Civ 6 CULTURE VICTORY GUIDE ILLUSTRATES THAT SECURING A CULTURAL WIN EXTENDS BEYOND MERE ACCUMULATION OF
CULTURE POINTS, IT DEMANDS A COMPREHENSIVE APPROACH INTERTWINING INFRASTRUCTURE, DIPLOMACY, AND STRATEGIC
PLANNING. PLAYERS WHO MASTER THE DELICATE BALANCE OF INTERNAL GROWTH AND EXTERNAL INFLUENCE WILL FIND THE
CULTURE VICTORY NOT ONLY ACHIEVABLE BUT DEEPLY SATISFYING. THE JOURNEY TO BECOMING THE WORLD’S CULTURAL
BEACON IS COMPLEX AND COMPETITIVE, BUT WITH CAREFUL EXECUTION, IT REMAINS ONE OF CivILIZATION VI’s MOST

REW ARDING TRIUMPHS.
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