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This is for Intrigue version 3.05 with all the expansions and DLC.  In all cases the AI are set to Gifted.

1. All AI-controlled ships ignore the extra movement costs that some tiles have.  This was introduced 
in Crusade.

All tiles cost at least one movement point (mp).  Some tiles cost more.  Asteroid fields cost 3 total mp. 
Some of the clouds in the galaxy cost mp.  Each tile in a Nebula costs 75%.  All starbases built by a race 
with the Vigilant trait cause foreign ships in the area of effect of the starbase to use 1 extra mp per tile. 
Arceans have this trait.

Every time I move a ship into one of these tiles, it suffers these penalties.  The movement code of the 
game knows this and routes my ships around these tiles most of the time when I send them enough 
distance away and when I put them on autopilot.  Every time an AI-controlled ship moves into one of 
these tiles, the penalties are ignored.  The movement code sends AI ships straight through these tiles as if 
they were empty.  All you have to do is watch the AI ships in a game to see that it is true.

2. All AI-controlled ships ignore the range limits the ships have.  This was introduced in Crusade.  It 
was claimed to be fixed in 3.02, but it just made it less bad.

All ships have a maximum range in tiles they can go from their planets, shipyards and starbases.  Click 
on one of your ships, and you will see the range shown as dashed line on the galaxy map.  Try to move 
the ship beyond the line, and you will get a message that the tile is out of range.  You can't move the ship 
there.  The AI can move its ships well beyond the range limit from turn 1.

Start a game in a huge or larger galaxy.  After the game starts, use the fowtrans command in the console 
to reveal all objects and the god command to allow you to see information about the AI.  Play the game.  
When you see a trade ship from one of the AI, click on it.  You will see the range shown on the map, and 
you will see that the destination of the ship is well beyond the range limit, but not the far side of the 
galaxy, like it was before 3.02.  Also, the ship seems to know exactly where the planets are, so it targets 
them exactly.  After you see this, use the command soak to automate the game.  When the AI that now 
controls your race builds a trade ship, click on it.  You will now see its range and that its destination is 
well beyond the range limit shown.  Use the soak command again to regain control of your race, then try 
to send the trade ship to the same location.  You can't.

When GalCiv3 came out there was a problem that occurred when your survey ship or an AI survey ship 
went through a wormhole and encountered a race on the far side of the galaxy.  Sometimes the race 
would declare war on you, then do nothing because it couldn't reach you and didn't know what to do 
about it.  In one of the patches they were taught how to build a chain of starbases in order to reach an 
enemy.  They were very good at it.  I have never seen them do this in Crusade or Intrigue.  They don't 
need to because they ignore the range limits.

3. The AI will build starbases to mine/research the Bazaar.

StrategicResourceDefs.xml in Galactic Civilizations III\data\Game directory may have a clue - scroll to 
the bottom to find MercenaryStation.  It was moved from somewhere, and it is marked as unavailable, 
but the AI treat it as available.

To reproduce, do the following:

a. Start a game on a Medium or Large galaxy.
b. Set everything to rare.
c. Watch the AI build constructors and send them to mine/research the Bazaars, even those that are all 

by themselves.



GalCiv3 Bugs Page 2 of 6

4. Sometimes planetary improvements that are one-per-race or one-per-galaxy will become available 
again for no obvious reason.

After playing a game for a while, I found I could build a second Import Export Center.  I had a save 
before that, so I loaded it and played to see what allowed me to build a second one.  It never happened 
again.  There were a lot of wars going on, so I thought it might be related to a planet with a Center being 
conquered somewhere.  I did some testing using the console a found a way to allow a second Center to be
built that worked every time.  It involved destroying a foreign planet with a Center. For some reason that 
allowed me to build a second one.  I have a zip file with the save and a text file giving full instructions.

https://www.dropbox.com/s/saozgjxllig7qwm/Two%20Intrigue%20Import%20Export%20Centers.7z?dl=1

5. Planetary improvements that are one-per-race or one-per-galaxy will become available again when 
conquering and losing planets.

I don't think this is the same as the previous bug.  I think the game is failing to increase the number of 
these I have after I conquer a planet with one, but it does decrease the number I have if I lose a planet 
with one.  This means that when I gain one by conquering a planet, the game still thinks I have one.  
Then when I lose one of the two, the game thinks I don't have any and lets me build another even though 
I still have one.

6. The Yor don't understand how their reproduction works.

They usually build a lot of colony ships they can't launch due to lack of population instead of building 
constructors to claim the Durantium and Promethion they need to make more Yor.  When they do finally 
claim Durantium and Promethion, if there are any left, they will build more Yor as soon as they can.  
They put too much emphasis on colony ships they can't use instead of constructors they need.

7. The Yor, Slyne and Onyx Hive build farms.

The Slyne and Onyx Hive need Promethion, not food, to build cities.  The Yor don't build cities.  Food is 
completely useless to these races.  They should be destroying the Arable land instead of building farms.

8. The AI don't know how to use some special ships.

This includes ships that give bonuses to fleets, like Beam Support ships, and the ships that are awarded to

https://www.dropbox.com/s/saozgjxllig7qwm/Two%20Intrigue%20Import%20Export%20Centers.7z?dl=1
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some governments in Intrigue.  The ships that give bonuses are usually used as individual combat ships 
instead of in a fleet.  It is not always due to a lack of logistics.  The ships awarded by governments are 
used as scouts.

9. The AI build more freighters than they have trade licenses, send them to planets where they can't 
establish a trade route, then leave them there in the way.

This can be a real nuisance when they block or mostly block my planet.  I can't tell the AI to move the 
ships because this doesn't seem to apply to civilian ships.  Also, the AI may choose to ignore my 
request/demand.

Why do the AI build so many extra freighters?  It seems like a waste of production and time.  If they do 
eventually get more licenses they will make a trade route, but that could be 50 or more turns in the future.

10. The AI build more colony ships than they need.

This isn't too bad because they do use them for scouting and will colonize a planet if they find one.  They
may have 3 or 4 or 5 colony ships out exploring when they probably shouldn't have more than 1 or 2.

However, if I do something that creates a colonizable planet in my area, and the AI has cleared the FOW 
in that area, they will know about it, which is exactly what I would know if one of the AI did something 
that created a planet, so this isn't a bug or cheating.  It is normal.  The problem is that all the AI that have 
cleared the FOW in that area will send every colony ship they have to that planet.  When they eventually 
get there, which may be 50 turns later, and find I have already colonized it, they leave the colony ships 
there in the way.  They will move if they find another planet.  I will know as soon as an AI has colonized 
any planet I have found, so I know not to send a colony ship there, or I know to redirect my ship to 
another planet.  The AI only seems to know when one is available but not when it has been settled by 
someone else.  This also applies when a scout discovers a colonizable planet.  The AI will send every 
unassigned colony to that planet and leave them there if it is already settled, even if they settled it.
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11. Mercenary ship Perseverance typo.

Version 3.05 fixed a bug with this, so it is now only a typo.  The ship is supposed to be able to colonize 
Aquatic, Frozen and Desert planets.  However, a Desert world is a common planet type that anyone can 
colonize.  Desert in the text should be Barren, which is an extreme world.

12. The AI moves ships out of planetary orbit and back into orbit in the same turn.

They don't do this all the time, but they do it often.  It doesn't matter if they are  in a war or not.

Start a game and move a ship with enough sensor range to see one or more (more is better) AI planets.  
After the AI builds some ships and you end your turn, you will probably see AI ships leave a planet and 
immediately return.  If not, keep playing until you do see this.

13. The AI don't use Commanders, so they also don't use Privateers.

This should make the AI a bigger challenge, so I'm not sure why I'm reporting this.

14. The calculation of a ship's path and its actual movement path don't match.

When I command one of my ships to go somewhere on the other side of an obstacle, the calculated path 
shows a good path around the obstacle.  However, the ship ignores the calculated path and tries to go in a
shorter path that goes through the obstacle.  As it gets closer to the obstacle, it will realize it can't go 
through the obstacle and will move to go around it, even if it means going backwards for a while.  If 
there is another obstacle after the first one, the same problem will occur.

When I command one of my ships to go somewhere in empty space, the ship does not follow the 
calculated path.

15. The AI seems to know where all resources and relics are.

In a “soak”game that starts on turn 1, the AI that takes over for me will send constructors to where the 
fow still exists and build a starbase to mine/research resources/relics that are still hidden in the fow.  How
can they know the resources/relics are there if they are hidden in the fow?  It is difficult or impossible to 
tell if this occurs in a normal game, but it is suspicious that it occurs in a “soak” game.

Start a game, give the “soak” command, then wait for the AI that takes over for you to build a 
constructor.  When one is built, click on it to see its path.  Depending on how much has been explored, 
you may see it going to an unexplored area.  When it gets to its destination, there will be nothing visible 
for it to mine/research,  but it will build a starbase anyway.  The next turn, clicking on the starbase will 
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show it to be mining/researching whatever is there, but whatever is there will still be hidden in the fow.  
They will become visible only when a ship exposes the fow or the items generate enough influence.

16. In a “soak”game the AI-controlled survey ships will survey defended anomalies without suffering 
damage.  They don't do this in a normal game.

I'm not sure what good it does to report this, but maybe it exposes a bug somewhere.

17. In a normal game AI survey ships don't survey all anomalies.

It seems they usually skip them when I have ship of any kind near them and can see what is going on.  I 
think they are skipping some of them when I'm not around because I see anomalies in areas where an AI 
survey ship just went through.  They may have been going to a different anomaly and chose to ignore the 
ones that were close.

I have seen a AI survey ship go to an anomaly and stop on it without “surveying” it.  I'm not sure if it is a
sign of a bug or if the ship was going somewhere else and just happened to stop on it when it reached it's 
movement limit for that turn.  All ships can stop on an anomaly if it runs of movement points while on 
one.

18. Stardock Launcher for Crusade and Intrigue links to the wrong prefs.ini file when editing settings 
because it goes to the My Games\GalCiv3 directory instead of the My Games\GC3Crusade 
directory.

See Ticket XPZ-741-80191.

19. Steam workshop doesn't add items from the workshop to GalCiv3 without extra work.

It has been this way for a long time.  It worked correctly before one of the updates, but I don't know 
which one.

Steam downloads the subscribed items to C:\Program Files 
(x86)\Steam\steamapps\workshop\content\226860, but they don't get put into the appropriate directory in 
C:\Users\[UserName]\Documents\My Games\GC3Crusade or in C:\Users\DW\Documents\My 
Games\GalCiv3.

It works correctly if the subscribing is done while playing GalCiv3.  It only fails if the the subscribing is 
done in Steam.  If it done in GalCiv3, here is the way to force the subscribing to work.

1. Start GalCiv3
2. On the main menu, choose New Game
3. On the Choose Civilization screen, look at the left column where all the civilizations are shown, then 

look at the bottom of the column to find the Steam Workshop button
4. Click on the Steam Workshop button.
5. When the workshop appears, move your cursor over the top-left race.
6. Notice an icon will appear in the lower right corner of the picture of the race.  It will be either a green

square with a white plus or a black square with a blue checkmark.  It doesn't matter what it is.
7. Click on the icon.
8. Wait a fraction of a second for it to change to the other icon.
9. Click on the new icon.
10. Wait a fraction of a second for it to change back to the original icon.

What you did with the first click is tell GalCiv3 that a change was made with items from the 
workshop.  The second click put things back the way they were, but it still left GalCiv3 with the 
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message that a change was made.

11. Click on "Click here to return to the game" at the top of the screen to return to GalCiv3.
12. A window with Synchronizing Workshop Items will appear.  It may take a while to synchronize 

everything since you have subscribed to a lot of races.
13. When the synchronizing is done, you will be back at the Choose Civilization screen and will see the 

races you subscribed to.

20. During AI turns, the game seems to “hang” for a second or two for some of the AIs.

The icons for the AIs will go by too first to see individual icons, then will pause for one of them.  After 
that one is finished, the icons will go by quickly again until it gets to another one where it pauses again. 
The doesn't happen at first, but it seems to wait 20 or so turns before it starts.  It is not always the same 
AI, but it seems like it usually pauses with the icon for the Yor showing.  It slowly gets worse as the 
game progresses.  I have no idea what is causing it.

21. The AI seem to put too much emphasis on hiring military mercenaries instead of the other types.

I base this mainly on what I see when looking at the report for the Bazaar that shows all the ships and 
who hired them.  The military ships are taken rather quickly.  The others are taken much less often.  
Maybe whatever determines how they decide which ones to take could be tweaked a little.  This is just 
my opinion, and maybe others will feel differently.


