 ; the defaults are to the right of the name 


CIVILIAN NUMBERS


sn-percent-civilian-explorers 34


Controls the normal, formula-based percentage of civilian explorers allocated. Must be >= 0.





sn-percent-civilian-builders 0


Controls the normal, formula-based percentage of builders allocated. Must be >= 0.





sn-percent-civilian-gatherers 66


Controls the normal, formula-based percentage of gatherers allocated. Must be >= 0.





sn-cap-civilian-explorers 2


Caps the number of civilian explorers allocated. 


Factored in after the percentage is calculated. Ignored when set to -1. Must be >= -1.





sn-cap-civilian-builders 2


Caps the number of builders allocated. Factored in after the percentage is calculated. Ignored when set to -1. Must be >= -1.





sn-cap-civilian-gatherers -1


Caps the number of gatherers allocated. Factored in after the percentage is calculated. Ignored when set to -1. Must be >= -1.





sn-total-number-explorers 4


Caps the total number of explorers/explorer groups allocated. Factored in after the percentage of civilian explorers is calculated and the soldier groups are set up. Ignored when set to -1.





sn-minimum-civilian-explorers 0


Sets a minimum number of civilian explorers. Must be >= 0.





sn-food-gatherer-percentage 0


The required percentage of food gatherers. Must be >= 0 and <= 100. This is applied before the normal calculation formula takes effect.





sn-gold-gatherer-percentage 0


The required percentage of gold gatherers. Must be >= 0 and <= 100. This is applied before the normal calculation formula takes effect.





sn-stone-gatherer-percentage 0


The required percentage of stone gatherers. Must be >= 0 and <= 100. This is applied before the normal calculation formula takes effect.





sn-wood-gatherer-percentage 0


The required percentage of wood gatherers. Must be >= 0 and <= 100. This is applied before the normal calculation formula takes effect.





sn-number-enemy-objects-required 10


The count of the number of enemy objects the computer player must see before dropping the number of civilian explorers down to the minimum level. Number must be >= 0.





sn-retask-gather-amount 20


The minimum amount that a gatherer must gather before the computer player allows him to be retasked to another resource type. Some code may override this. Must be >= 0.





sn-max-retask-gather-amount 40


The maximum amount that a gatherer can be told to gather before being allowed to be retasked. Some code may override this. Must be >= 0.





sn-initial-exploration-required 2


The percentage of the map that must be explored by a computer player before any building is allowed. Must be >= 0 and <= 100.





sn-use-by-type-max-gathering 1


Controls whether or not logical, type-specific gatherer requirements are placed on the quantity of resources gatherers must collect before being allowed to be retasked. Must be 0 or 1.





sn-percent-half-exploration 30


The percentage of map exploration that allows the computer player to task down to half the number of explorers. Must be >= 0.





sn-minimum-boar-hunt-group-size 5


The number of civilians a computer player must collect before allowing boars to be hunted for food. Must be >= 1.





GROUP-RELATED NUMBERS


sn-group-commander-selection-method 3


Sets the method by which group commanders are selected. 0 selects the unit with the most hit points. 1 selects the unit with the fewest hit points. 2 selects the unit with the most range. The commander is set once during a group’s creation and is only reset when the commander dies. Must be >= 0 and <= 2.





sn-consecutive-idle-unit-limit 15


Sets the number of consecutive seconds that pass before a group is set to idle if all of its units are idle. This is only used during attack and retreat phases. Must be >= 0.





sn-task-ungrouped-soldiers 1


Controls whether or not ungrouped computer player soldiers get tasked to spread out and guard the computer player’s general town area. Must be 0 or 1.





ATTACK GROUP NUMBERS


sn-number-attack-groups 3


Sets the desired number of land-based attack groups. Must be >= 0. 





sn-minimum-attack-group-size 4


Sets the minimum size of land-based attack groups. A group must meet its minimum size as one of the tasking prerequisites. Must be >= 0. 





sn-maximum-attack-group-size 10


Sets the maximum size of land-based attack groups. 


Must be >= 0 and >= sn-minimum-attack-group-size. 





sn-scale-minimum-attack-group-size 1


The scaling factor for the minimum attack group size. Added to SNMinimumAttackGroupSize when the tactical AI does its scaling. 





sn-scale-maximum-attack-group-size 0


The scaling factor for the maximum attack group size. Added to SNMinimumAttackGroupSize when the tactical AI does its scaling. 





sn-attack-group-size-randomness 1


The randomness factor in the attack group size. This sets a cap on the amount of randomness in the minimum attack group size. The randomness factor is set once (when the group is created) and will be between 0 and this number. 





sn-attack-group-gather-spacing 4


Controls the relative proximity (to the group gather point) that grouped units must be in before the group is considered gathered. Must be >= 1.





sn-group-leader-defense-distance 3 


Sets the defense distance for defenders of an important attack group leader. Must be >= 1.





MISCELLANEOUS ATTACK NUMBERS





sn-percent-enemy-sighted-response 50


Sets the percentage of idle troops that will respond to another unit being attacked. Must be >= 0 and <= 100.





sn-enemy-sighted-response-distance 50


Sets the distance inside of which units will be candidates for response to an enemy attack. Must be >= 0 and <= 144.





sn-blot-exploration-map 1


This controls whether or not the computer player re-explores previously explored regions. A value of 1 has the computer player re-explore, a value of 0 does not.





sn-blot-size 15


This controls the size of the area that a computer player marks for re-exploration. Must be > 0 and < the map size.





sn-maximum-gaia-attack-response 3


The maximum number of civilians that respond to another civilian getting attacked by a Gaia animal. Must be >= 0.





sn-attack-separation-time-randomness 15 


The amount of randomness incorporated into the attack separation time. 





sn-attack-intelligence 0


Specifies whether the intelligent attack system is used. The intelligent attack system tries to avoid enemy units when attacking and tries to attack from different sides. 





sn-initial-attack-delay 0


The forced, initial delay before any computer player attacks (in seconds). Must be >= 0.





sn-initial-attack-delay-type 0


The type of initial attack delay. A value of 1 denotes a delay ended by the build list. A value of 2 uses the sn-initial-attack-delay timeout. A value of 3 allows the computer player to attack after he has been attacked by a non-Gaia player. A value of 0 allows any of the three occurrences to enable attacks.





DEFEND GROUP NUMBERS


sn-number-defend-groups 0


Sets the desired number of land-based defend groups. Must be >= 0. 





sn-minimum-defend-group-size 1


Sets the minimum size of land-based defend groups. A group must meet its minimum size as one of the tasking prerequisites. Must be >= 0. 





sn-maximum-defend-group-size 4


Sets the maximum size of land-based defend groups. 


Must be >= 0 and >= sn-minimum-defend-group-size. 





sn-gold-defend-priority 0


Sets the priority of defending gold. A priority of 0 means that gold will not be defended. A priority of 1 means that gold has the highest defend priority. Must be >= 0 and <= 7.





sn-stone-defend-priority 0


Sets the priority of defending stone. Must be >= 0 and <= 7.





sn-forage-defend-priority 0


Sets the priority of defending forage sites. Must be >= 0 and <= 7.





sn-relic-defend-priority 0


Sets the priority of defending relics. Must be >= 0 and <= 7.





sn-town-defend-priority 7


Sets the priority of defending the computer player’s town. Must be >= 0 and <= 7.





sn-defense-distance 3


Sets the distance at which items (town excluded) are defended. Must be >= 0.





sn-sentry-distance 12


Sets the distance at which the town is defended. Must be >= 0.





sn-sentry-distance-variation 2


Sets the amount of allowable variation in the defense distances. Must be >= 0.





sn-defend-overlap-distance 5


Sets the amount of influence that a defend group has. Defend groups will be assigned so that their circles of influence do not overlap. Must be >= 0.





EXPLORE GROUP NUMBERS


sn-number-explore-groups 0


Sets the desired number of land-based soldier exploration groups. Must be >= 0. 





sn-minimum-explore-group-size 1


Sets the minimum size of land-based soldier exploration groups. A group must meet its minimum size as one of the tasking prerequisites. Must be >= 0. 





sn-maximum-explore-group-size 3


Sets the maximum size of land-based soldier exploration groups. 


Must be >= 0 and >= sn-minimum-explore-group-size. 





BOAT ATTACK GROUP NUMBERS


sn-number-boat-attack-groups 2


Sets the desired number of boat attack groups. Must be >= 0. 





sn-minimum-boat-attack-group-size 1


Sets the minimum size of boat attack groups. A group must meet its minimum size as one of the tasking prerequisites. Must be >= 0. 





sn-maximum-boat-attack-group-size 5


Sets the maximum size of boat attack groups.


 Must be >= 0 and >= sn-minimum-boat-attack-group-size. 





BOAT DEFEND GROUP NUMBERS


sn-number-boat-defend-groups 0


Sets the desired number of boat defend groups. Must be >= 0. 





sn-minimum-boat-defend-group-size 0


Sets the minimum size of boat defend groups. Must be >= 0. 





sn-maximum-boat-defend-group-size 0


Sets the maximum size of boat defend groups. 


Must be >= 0 and >= sn-minimum-boat-defend-group-size. 





sn-dock-defend-priority 0


Sets the priority of defending a Dock. 0 does not protect Docks, 1 does. Must be either 0 or 1.





BOAT EXPLORE GROUP NUMBERS


sn-number-boat-explore-groups 1


Sets the desired number of boat exploration groups. Must be >= 0. 





sn-minimum-boat-explore-group-size 1


Sets the minimum size of boat exploration groups. Must be >= 0. 





sn-maximum-boat-explore-group-size 2


Sets the maximum size of boat exploration groups. 


Must be >= 0 and >= sn-minimum-boat-explore-group-size. 








TOWN BUILDING NUMBERS


sn-minimum-town-size 12


Sets the minimum size of a computer player town. Must be >= 0. 





sn-maximum-town-size 20


Sets the maximum size of a computer player town. 


Must be >= 0 and >= sn-minimum-town-size.





sn-camp-max-distance 25


Sets the maximum distance that lumber camp and mining camp may be placed from a Town Center. Must be >= 0. 





sn-mill-max-distance 100


Sets the maximum distance that mills may be placed from a Town Center. Must be >= 0. 





sn-minimum-water-body-size-for-dock 300


The minimum number of tiles (in surface area) that a body of water must be for a Dock to be placed on it. Must be >= 10.





sn-max-build-plan-gatherer-percentage 50


The maximum percentage of gatherers that a computer player will task based on the pregame requirements of the build plan. Must be >= 0 and <= 100.





sn-food-dropsite-distance 7


The maximum number of tiles a computer player likes to walk to drop off its food. Must be >= 3.





sn-wood-dropsite-distance 10


The maximum number of tiles a computer player likes to walk to drop off its wood. Must be >= 3.





sn-stone-dropsite-distance 25


The maximum number of tiles a computer player likes to walk to drop off its stone. Must be >= 3.





sn-gold-dropsite-distance 7


The maximum number of tiles a computer player likes to walk to drop off its gold. Must be >= 3.





sn-minimum-dropsite-buffer 25


Controls how far away a computer player will keep dropsites in relation to enemy Town Centers. Must be 0 or 1.





sn-random-placement-factor 50


A number that gets added into the placement of the computer player to randomize building placement (off of the calculated ideal). Must be >= 0.





sn-minimum-forest-tiles 10


The minimum number of forest tiles that a computer player must uncover before placing its first lumber camp. Must be >= 0.





TARGET EVALUATION NUMBERS


sn-target-evaluation-distance 50


Sets the multiplier used for the distance rating in computer player target evaluation. Must be >= 0. 





sn-target-evaluation-hitpoints 0


Sets the multiplier used for the hit point rating in computer player target evaluation. Must be >= 0. 





sn-target-evaluation-damage-capability 0


Sets the multiplier used for the damage capability rating in computer player target evaluation. Must be >= 0. 





sn-target-evaluation-kills 0


Sets the multiplier used for the kill rating in computer player target evaluation. Must be >= 0. 





sn-target-evaluation-ally-proximity 0


Sets the multiplier used for the ally proximity (number of allies in range) rating in computer player target evaluation. Must be >= 0. 





sn-target-evaluation-rof 0


Sets the multiplier used for the rate of fire rating in computer player target evaluation. Must be >= 0. 





sn-target-evaluation-randomness 0


Sets the multiplier used for the randomness factor in computer player target evaluation. Must be >= 0. 





sn-target-evaluation-attack-attempts -25


Sets the multiplier used for the attack attempts rating in computer player target evaluation. Must be >= 0. 





sn-target-evaluation-range 0


Sets the multiplier used for the range rating in computer player target evaluation. Must be >= 0. 





sn-special-attack-type1 -1


Sets the type of object (first slot) that the computer player particularly wants to attack. Must be a valid master object ID or -1 if no special attack type is desired.





sn-special-attack-influence1 0


Sets the multiplier used for the special attack type 1 rating in computer player target evaluation. Must be > 0 to influence the computer player toward attacking the special type 1, < 0 to influence the computer player away from attacking the special type 1.





sn-target-evaluation-continent 100


Sets the additive value used for the targets on the same continent as the attack group commander. Must be > 0 to influence the computer player toward attacking the units on the same continent or 0 for no special influence.





sn-target-evaluation-siege-weapon 0


Sets the additive value used for influencing siege weapons to attack stationary targets (and influencing non-siege weapons not to attack those stationary targets). Must be > 0 to influence the computer player to use siege weapons to attack stationary targets or 0 for no special influence.





sn-target-evaluation-boat 0


Sets the additive value used for influencing land units to attack or not attack boats. Must be > 0 to influence land units to attack boats, 0 for no special influence, and less than 0 for aversion.





sn-target-evaluation-time-kill-ratio 20


The amount of influence the time to kill a target has in deciding what to attack. Must be >= 0. 





sn-target-evaluation-in-progress 50


The amount of influence of continuing to attack a target already under attack. Must be >= 0.





MISCELLANEOUS NUMBERS


sn-relic-return-distance 10


Sets the distance that relics must be within to be considered returned to the Town Center. Must be >= 0. 





sn-minimum-peace-like-level 85


Sets the level at which computer players must like another player before allying with that player. Must be >= 0 and <= 100.


 


sn-percent-exploration-required 100


Sets the minimum amount of exploration that a computer player must have accomplished before being allowed to retask civilian explorers. Must be >= 0 and <= 100.





sn-zero-priority-distance 50


Sets the distance at which a computer player’s order for a unit is set to a priority of 0. Must be >= 0 and <= 144. 





sn-scaling-frequency 10


Sets the number of minutes that pass between each scaling inside the tactical AI. Must be >= 0.





sn-build-frequency 1


Sets the number of tactical AI updates that pass between each training or research attempt. Must be >= 0.





sn-save-scenario-information 0


Controls whether the learning information is saved at the end of the scenario for a given computer player. Must be 0 (to turn off) or 1 (to turn on). 





sn-number-build-attempts-before-skip 25 


The maximum number of build attempts a build plan can go through before being put into skip mode. Must be >= 1.





sn-max-skips-per-attempt 10 


The maximum number of unbuilt items that can be skipped during any build plan processing before giving up (for being too far ahead of the current position in the plan). Must be >= 1.





sn-minimum-amount-for-trading 50


Controls how much of a resource a computer player must have before using it for trading. Must be >= 0.





sn-hits-before-alliance-change 3


Sets the number of times a computer player will allow his units to be hit by an ally before allowing his diplomacy to be changed. Must be >= 0.





sn-attack-diplomacy-impact 10


The impact (positive or negative) that a computer player injects into his diplomacy system when attacked. Must be >= 0 and <= 100.





sn-easiest-reaction-percentage 100


Sets the effective reaction percentage (of normal LOS) a computer player unit will use in single-player Easiest level scenario or campaign games. Must be >= 0 and <= 100.





sn-easier-reaction-percentage 100


Sets the effective reaction percentage (of normal LOS) a computer player unit will use in single-player easier scenario or campaign games. Must be >= 0 and <= 100.





sn-track-player-history 0


Decides whether or not a human player’s tendencies are tracked or not. Must be 0 or 1.





sn-attack-winning-player 1


Controls whether or not the computer player will attack the winning player (if there is more than one to choose from). Must be 0 or 1.





sn-coop-share-information 1


Controls whether or not allied computer players share information about what they uncover (this is not like Cartography; instead, it’s analogous to two humans chatting). Must be 0 or 1.





sn-attack-winning-player-factor 25


The influence the SNAttackWinningPlayer will have on deciding who to attack if it’s set to 1. Must be >= 0 and <= 100.





sn-coop-share-attacking 1


Controls whether allied computer players can attack to defend each other. Must be 0 or 1.





sn-coop-share-attacking-interval 120


Controls how often this computer player can ask another for help (in seconds). Must be >= 0.





sn-percentage-explore-exterminators 50


Determines how many of the computer player’s soldier explore groups are set as extermination groups. Must be >= 0 and <= 100.





sn-maximum-wood-drop-distance   


sn-maximum-food-drop-distance   


sn-maximum-hunt-drop-distance   


sn-maximum-fish-boat-drop-distance


sn-maximum-gold-drop-distance   


sn-maximum-stone-drop-distance


The paramters control how far from a dropsite a given resource type can be before the CP ignores it.  -1 indicates a "don't care" -- i.e. it can be any distance (as it used to be).  


All parameters are by default set to -1.


By setting the parameters to the appropriate value it is possible to avoid having villagers walk all over the map to gather resources.


�



