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Civ 6 District Placement Guide: Mastering the Art of Strategic City Planning

civ 6 district placement guide is essential for any player looking to
optimize their cities and gain a competitive edge in Civilization VI.
Districts are a core mechanic that shapes the way your civilization develops,
impacting everything from science and culture to military strength and
economic power. But knowing where and when to place districts can be
confusing, especially for newer players or those transitioning from earlier
Civ titles. This guide will walk you through the key principles of district
placement, explain how adjacency bonuses work, and share practical tips that
can help you build efficient and powerful cities.

Understanding the Basics of District Placement
in Civ 6

To fully appreciate the importance of district placement, you first need to
understand what districts are and how they function. Districts are
specialized tiles built within your city’s boundaries that provide unique
benefits. Unlike previous Civ games, where improvements were mostly tile-
based, Civ 6 requires you to dedicate tiles to districts, meaning you have to
plan carefully where to put them.

Each district type serves a different purpose:

- Campus: Boosts science output
- Commercial Hub: Increases gold generation
- Industrial Zone: Enhances production
- Theater Square: Adds culture
- Encampment: Military unit training and defense
- Harbor: Naval power and trade
- Holy Site: Faith generation

Choosing the right district and placing it optimally determines the pace of
your civilization’s growth and specialization.

How Adjacency Bonuses Influence District
Placement

One of the most compelling features of Civ 6 district placement is the
adjacency bonus system. This mechanic rewards you for carefully situating
districts near certain terrain types, other districts, or city features.
Adjacency bonuses can significantly amplify a district’s output, sometimes



doubling or even tripling its effectiveness.

Common Adjacency Bonuses to Note

- **Campus**: Gains bonuses from mountains (+1 science per adjacent mountain
tile), rainforests, and adjacent districts (especially other campuses and
commercial hubs).
- **Commercial Hub**: Benefits from adjacent rivers (+2 gold per adjacent
river tile) and adjacent districts.
- **Industrial Zone**: Gets production bonuses from adjacent mines, quarries,
and strategic resources, as well as from other industrial zones.
- **Theater Square**: Gains culture bonuses from adjacent wonders and
districts.
- **Holy Site**: Receives faith bonuses from natural wonders, mountains, and
adjacent woods.

Understanding these adjacency effects helps you decide the best spot for each
district, maximizing your city’s output and efficiency.

Strategic Tips for Placing Districts

Plan Your City Layout Early

Before rushing to build districts, survey your city’s surroundings carefully.
Look for terrain features like mountains, rivers, and resources that offer
adjacency bonuses. For example, if you find a mountain next to your city
center, consider placing a Campus district there immediately to capitalize on
the science boost.

Balance Growth and Needs

While adjacency bonuses are crucial, you must also think about your
civilization’s overall strategy. If you’re going for a scientific victory,
prioritize districts like Campus and Industrial Zone. If you aim for culture,
then Theater Squares and Commercial Hubs might take precedence. Sometimes,
you might need to sacrifice ideal adjacency for immediate needs, such as
defense (Encampments) or faith generation (Holy Sites).

Use Builders and Improvements to Complement



Districts

Districts don’t exist in isolation. Use your builders to improve nearby tiles
to enhance adjacency bonuses further. For instance, building mines near an
Industrial Zone can increase its production output. Similarly, farms and
plantations near Commercial Hubs can help with city growth and economic
stability.

Don’t Forget About District Population Requirements

Each district requires a certain population level before you can build it.
This means your city needs to grow steadily to unlock more districts. Plan
your food and housing developments accordingly to support district expansion.

Advanced District Placement Strategies

Stacking Bonuses with Wonders and Policies

Some wonders provide adjacency bonuses to specific districts, so aligning
districts near these wonders can yield massive benefits. For example,
building a Theater Square next to a wonder that boosts culture adjacency can
turn your city into a cultural powerhouse. Additionally, certain government
policies enhance adjacency bonuses, so keep an eye on your policy cards to
maximize your district planning.

District Clustering and Specialization

Clustering related districts together not only helps with adjacency bonuses
but also improves city management and specialization. For example, placing a
Commercial Hub near a Harbor can create a robust trade network. Similarly,
clustering Industrial Zones can create massive production hubs that fuel your
entire empire’s infrastructure.

Consider Defensive Positioning

While economic and cultural output is important, don’t overlook defense when
placing districts. Encampments are vital for protecting your cities, and
placing them strategically near borders or potential invasion routes can save
your civilization from enemy attacks. Also, terrain like hills and rivers
near Encampments can provide defensive advantages.



Common Mistakes to Avoid in District Placement

- **Random Placement Without Planning**: Building districts wherever there’s
space without considering adjacency bonuses wastes potential benefits.
- **Ignoring Terrain**: Failing to capitalize on mountains, rivers, and
resources for adjacency bonuses limits your city’s growth.
- **Overcrowding Districts**: Some players try to build too many districts
too fast without supporting population growth, causing delays and
inefficiency.
- **Neglecting District Specialization**: Trying to make every city do
everything can dilute your empire’s strengths. Specialize cities based on
geography and strategic needs.

Using Mods and Tools to Enhance District
Placement Decisions

If you’re serious about mastering Civ 6 district placement, consider using
community mods and tools that help visualize adjacency bonuses and city
layouts. Some mods offer overlays that highlight optimal district tiles or
simulate adjacency effects, making your planning process easier and more
precise. These tools can be especially helpful for newer players or for those
attempting complex strategies.

Final Thoughts on Civ 6 District Placement
Guide

Mastering district placement transforms your gameplay experience and can be
the difference between a struggling civilization and a thriving empire. By
understanding adjacency bonuses, planning your city layouts thoughtfully, and
aligning district placement with your overall strategy, you’ll unlock the
full potential of your cities. Whether you’re pursuing a scientific
breakthrough, cultural dominance, or military conquest, placing your
districts wisely is a powerful tool in your Civ 6 arsenal. Keep
experimenting, adapt to your map’s unique features, and watch your
civilization flourish!

Frequently Asked Questions

What are the key factors to consider when placing



districts in Civ 6?
Key factors include adjacency bonuses, terrain types, proximity to resources,
and avoiding overlapping with other districts. Planning for adjacency bonuses
like placing Campuses next to mountains or Industrial Zones near mines is
crucial for maximizing district output.

Which districts benefit the most from adjacency
bonuses in Civ 6?
Campuses benefit greatly from adjacency to mountains and rainforests,
Industrial Zones gain bonuses from mines and quarries, Commercial Hubs get
adjacency from rivers and harbors, and Holy Sites improve near woods and
mountains. Proper placement can significantly boost yields.

How should I prioritize district placement in the
early game?
In the early game, focus on districts that boost science (Campus), production
(Industrial Zone), and growth (Farm placements and Neighborhoods). Placing
Campuses near mountains or rainforest early can accelerate technology
advancement, while Industrial Zones near resources help production.

Can district placement affect city expansion and
future planning?
Yes, districts occupy tiles that cannot be used for other districts or
improvements. Proper placement ensures efficient city layout, leaving room
for future districts and expansions. Planning ahead avoids wasted tiles and
maximizes city potential.

Are there any tips for placing districts in city-
states or on specific terrain types?
When settling near city-states, consider placing districts that complement
the city-state's bonuses. For example, placing Commercial Hubs or Harbors
near coastal city-states can maximize trade benefits. Also, placing districts
on favorable terrain like hills boosts production, while avoiding placing
districts on less productive tiles.

How do unique civilization abilities influence
district placement strategies?
Some civilizations have unique bonuses that impact district placement. For
example, Germany can build an extra district than usual, allowing more
flexible placement. Egypt benefits from districts placed next to rivers.
Tailoring district placement to civilization abilities can enhance overall



efficiency.

What tools or mods can help optimize district
placement in Civ 6?
There are several mods and community tools that assist with district
placement, such as 'CQUI - Community Quick User Interface' which provides
better tile information, and online planners that visualize adjacency
bonuses. Utilizing these tools can help make more informed placement
decisions.

Additional Resources
Civ 6 District Placement Guide: Strategic Insights for Optimal Gameplay

civ 6 district placement guide serves as an essential resource for players
seeking to maximize the efficiency and potential of their civilizations in
Sid Meier’s Civilization VI. Districts are the backbone of any thriving
empire in Civ 6, influencing everything from science and culture to military
strength and economic growth. Understanding the nuances of district placement
is crucial for gaining strategic advantages and tailoring your gameplay to
both your civilization’s strengths and the map’s unique opportunities.

District placement in Civ 6 is more than a simple spatial decision; it is a
complex interplay between terrain features, adjacency bonuses, and long-term
city development. Unlike previous Civilization titles, Civ 6 requires players
to plan city layouts with foresight, as districts occupy entire tiles and
contribute adjacency bonuses based on neighboring terrain and other
districts. This article delves into the mechanics of district placement,
explores the best practices across different district types, and highlights
how to leverage terrain and city planning for superior outcomes.

Understanding the Importance of District
Placement in Civ 6

Districts are specialized zones within a city that produce unique
yields—science, culture, faith, production, and more. Each district provides
distinct advantages, but their effectiveness depends heavily on where they
are built. The adjacency bonuses, which are additional yields gained from
neighboring tiles or districts, can dramatically amplify a district’s output.
For example, a Campus district next to mountains or rainforests can gain
extra science points, enhancing technological progression.

Moreover, certain districts have placement restrictions—such as the Harbor,
which must be adjacent to a coast or lake tile, or the Industrial Zone, which
benefits most when adjacent to mines or quarries. Efficient district



placement can mean the difference between a city that merely survives and one
that dominates. Consequently, the civ 6 district placement guide emphasizes
not only the optimal tile choice but also the strategic order in which
districts are constructed.

Key Factors Influencing District Placement

Before deciding on district placement, several critical factors should be
considered:

Terrain Features: Mountains, rivers, forests, and resources all affect
adjacency bonuses. For instance, mountains adjacent to Campuses increase
science output, while Industrial Zones benefit from proximity to mines.

City Growth and Housing: Some districts require or provide housing, so
placing them near amenities or fresh water can sustain city growth.

District Synergies: Certain districts benefit from being near one
another. For example, Commercial Hubs close to Harbors can increase
trade route capacity and gold yield.

Strategic Priorities: Depending on whether you pursue a science victory,
cultural dominance, or military expansion, your district priorities and
placements will differ.

Optimal Placement for Core Districts

Each district type has unique placement considerations. The civ 6 district
placement guide must address these distinctions to assist players in crafting
well-rounded cities.

Campus District

The Campus is central to scientific advancement. Its adjacency bonuses
include mountains (+1 science per adjacent mountain) and rainforests (+1
science per adjacent rainforest tile). Additionally, being near other
Campuses or certain wonders can further increase science output.

Placement Tips: Prioritize mountain-adjacent tiles when available. If
mountains are scarce, look for rainforest or jungle tiles. Avoid placing
Campuses next to districts that do not contribute adjacency bonuses, as this
wastes valuable space.



Commercial Hub

Commercial Hubs generate gold and trade routes, vital for economic
prosperity. They receive adjacency bonuses from rivers (+2 gold per adjacent
river tile) and Harbors (+1 gold per adjacent Harbor).

Placement Tips: Build Commercial Hubs adjacent to rivers to maximize gold
output. When possible, position them near Harbors to boost trade capacity and
income. Avoid placing them too close to districts that compete for space or
do not provide synergy.

Industrial Zone

This district boosts production, an essential resource for building units and
infrastructure. Industrial Zones gain adjacency bonuses from mines, quarries,
and strategic resources.

Placement Tips: Identify tiles near multiple mines or quarries to maximize
the Industrial Zone’s adjacency bonus. If possible, group Industrial Zones to
benefit from certain policy cards or civ bonuses. Avoid building Industrial
Zones next to districts that do not contribute to production bonuses.

Entertainment Complex and Amenities

Amenities are crucial for city happiness and growth. The Entertainment
Complex provides amenities and benefits from adjacency to districts but does
not gain adjacency bonuses itself.

Placement Tips: Place Entertainment Complexes near city centers and other
districts to cover multiple neighborhoods and maximize amenity coverage.
Since the complex occupies a full tile, balancing its placement to avoid
blocking more productive district placements is important.

Harbor District

Harbors enhance naval capabilities and trade routes. They must be built on
coastal or lake tiles but gain adjacency bonuses from Commercial Hubs and
other Harbors.

Placement Tips: Prioritize coastal cities for Harbor placement. Position
Harbors close to Commercial Hubs and other Harbors to optimize gold and trade
route bonuses. Ensure that Harbors do not interfere with other coastal
improvements, such as fishing boats or districts like the Encampment.



Advanced Strategies in District Placement

Beyond basic placement, experienced players leverage terrain manipulation,
policy cards, and city specialization to refine district effectiveness.

Leveraging Terrain and Improvements

Improving terrain with mines, farms, and lumber mills can enhance district
adjacency. For example, building mines near Industrial Zones increases
production bonuses. Players should plan improvements around future district
placements.

City Specialization and District Focus

Specializing cities based on geographic strengths is a strategic approach. A
city near mountains may focus on Campuses and Holy Sites, while a coastal
city prioritizes Harbors and Commercial Hubs. This specialization helps
maximize adjacency bonuses and resource utilization.

Policy Cards and Wonders Impact

Certain policy cards boost district adjacency effects or reduce district
construction costs. Aligning district placement with these cards can
accelerate development. Additionally, wonders often provide adjacency bonuses
or unique district tiles, influencing placement decisions.

Common Pitfalls and How to Avoid Them

Inefficient district placement can stunt city growth or waste valuable
terrain. Common mistakes include:

Building districts without adjacency bonuses, losing potential yield.

Overlapping district placement plans without sufficient space, causing
delays.

Ignoring terrain constraints, such as placing Industrial Zones far from
mines.

Neglecting the strategic importance of district order, resulting in
suboptimal development.



Players should anticipate future city expansions and plan district layouts
accordingly to prevent these issues.

The civ 6 district placement guide underscores the importance of deliberate,
informed decisions in city planning. By understanding the unique benefits and
constraints of each district, players can design cities that drive their
civilization’s success across all victory conditions. Strategic district
placement transforms cities from mere population centers into powerhouses of
science, culture, production, and military strength, paving the way for
domination in the complex world of Civilization VI.
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