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Surviving mars best starting setup

Unlock the second work slots in your infirmary. Start building another medium dome. I've found that rushing the machine parts and electronics factories are unwise as they take too much manpower too early. After selecting the main region that they want to start out in the game will then randomly select a spot within this for the rocket to land in. Be
careful as to how much water you're pumping into your domes, because the farms suck up a lot of it (unless you can get the "Dry Farming" breakthrough, or maybe build that dome spire that recycles water). Construction costs are also very low. I always use the largest dome available, so then I can set up 6 colleges, and have each one train the
students in a specific job area. Sedond Set of Colonists: 9 scientists, 3 unspecialized. 1 oxygen and 1 water upkeep is a very low price to pay. 1 for the old polymer factory, and 9 for the new assembler. Open third shift in the research lab and the polymer factory. Open the third shift in your mine. There are actually two different technologies that the
player can research repeatedly if they want to earn money quickly and easily. Third dome placement varies a bit. Anyway, I usually first start with what I call a "Founder's Dome," a small dome that you can get if you include "Prefab Colony" with your game rules (I highly recommend it) It'll be able to hold the minimum required items you'll need for
the first 12 people you bring from Earth for the first 10 days before you can get moving onto the next builds. I don’t personally value the extra colonist on a rocket techs very much. Not an easy task on a strange new planet. Unless it’s for the martian university a security or offficer works just as well as an unspecialized colonist. Add more of the
existing buildings as desired to get more science. The polymer factory only needs 1 shift open for now. Preventing a colony from completing failing though is by no means an easy feat for players to accomplish. I built this guide using the default maximum load of twelve colonists on a rocket. High priority the farm Open the third shift on the clinic,
close the second slot for each shift, and set it to high priority. - Build 1 living quarters (apartment if available), preferably 1 farm (1 hydroponics if it isn't), 1 grocer, 1 infirmary, 1 diner, and a single ... Pick the international mars missions as your sponsor, go with the default loaded rocket, and choose a colony site that has low hazard ratings and high
mineral/water ratings. Things are much easier in the long run if the player hand selects everything about where they will start out. Set this dome'’s filter to desire scientists. Build domes and infrastructure, research new possibilities and utilize drones to unlock more elaborate ways to shape and expand your settlement. Second Set of Colonists: 12
Unspecialized. Trying to add more resource-producing buildings to the colony when others are at half capacity just means that the new building won't have anyone to work it. If you can’t bring enough of the desired colonist specializations bring security, officers, or unspecialized. Beginner players for sure though are going to need all of the help that
they can get, so this guide shows players some tips for keeping their colonies alive. Pick whatever founder ... Surviving Mars is a sci-fi settlement builder all about colonizing Mars and surviving the process. There is no penalty for an offspecialization working in a diner or grocer. Build another apartment. Dome #4's Future: Add more of the existing
buildings as required. Again, this doesn’t matter since we don’t want them around. Cave domes are still a challenge for me right now. Build a research lab and open all 3 shifts. I don’t often get access to the medium dome by time I want my third dome so I don’t account for having it. Open the third shift on the electronics factory. Second Set of
Colonists: 9 Geologists, 3 unspecialized Build a mine, high priority all 3 slots open. High priority the farm Open the third shift on the clinic, close the second slot for each shift, and set it to high priority. Money can be used to purchase buildings to help the player keep their colony alive for a longer period of time. Buildings: 2 apartments, 1 farm, 1
diner, 1 grocer, 1 infirmary, 1 one hex park. Set this dome to desire children and unspecialized colonists. Dome #3’s Future: Get three more medics into the infirmary. I intially started as SpaceY and as Rocket scientist and even bulid two domes but strugled to get meta and water?Now i started as Amercan(NASA?) and astrogeologist had metal and
water but problem with cement and only 3 rockets :-( Note: This is ONLY to be used to report spam, advertising, and problematic (harassment, fighting, or rude) posts. Additionally, if the player finds that they have a surplus of rare items they can actually export them back home to their sponsor to earn some cash as well. The thing to keep in mind
with sponsors is that depending on which one the player chooses the difficulty of the game will change radically. Build an apartment if you didn’t build one for the first set of colonists. The Network Spire really helps with research too. Build 1 living quarters or apartment for now, you can build more later on as necesary. Second Set of Colonists: 5
Geologists, 6 engineers, and 1 unspecialized. Just like most strategy games, Surviving Mars has a sizable learning curve for its players to get used to. I haven’t had it happen to me yet. Only build apartments and maybe an arcology here. Build an arcology. Related: What Civilization 6 Is Like With All-New Frontier Game Modes Enabled The biggest
difficulty for players to overcome is the fact that Surviving Mars has a large number of moving parts, and even its in-depth tutorial is incapable of covering everything that is going on. Do not build a universal/food stockpile beside the dome unless they manage to starve to death. Eventually you want 3 farms in this dome, 2 isn’t quite enough for a
medium dome to sustain itself. This is a good thing when it’s a senior. Mars is waiting for you. Build a research station. Open the third shift in the infirmary. With these hazards, the player will just need to prepare themselves for their arrival and hope that they survive. Build 2 nurseries, 1 playground, and 1 school. Third Set of Colonists: 12 Scientists.
Those who just jump right in without checking out the tutorial first will more than likely find themselves incredibly lost. Keep Buildings Fully Staffed A great tip for keeping things as efficient as possible is to make sure that all of the buildings are at full capacity before constructing more. The issue with this though is that it can be a little frustrating to
move away from a current base to start up a new one all over again, so many players may try to cut down on their work and just generate extra resources and connect their old base to the new one using pipes and cables. Players should also avoid using the Easy Start mechanic as this basically just randomizes everything about the start, which in all
actuality can make things much more difficult. Open the third shift in the machine parts factory. Tips: Best Setup for Domes After playing this game for a while, I've figured out several things that are essential for all colonies. Build a second hydroponics if you can’t yet. If you have it, great, but it’s not worth the additional time waiting in my opinion. I
usually build the Polymer Factories right outside so the workers can take a short walk from the airlock to the factory. Set your mine to the first 2 shifts with all 8 slots open and high priority once the colonists arrive. - Build your first basic dome beside a source of rare metals. Start building your second basic dome. Seniors and idiots. Even if they hang
around and go renegade I've only ever had renegades hit the dome they live in. Dome #2 is tough, because you have to import a lot of goods from earth in order to set it up, and don't have Dome #3 yet (which I'll explain in a moment). The player can actually survey the region and then select where they would rather the rocket land instead. Doing so
ensures that there is always a backup and the player won't lose everything at once. Walking distance is nice to other domes, but not necessary as shuttle hubs are generally available soon after you get this one started. Build your third apartment and add a second diner. First Set of Colonists: 6 Botanists, 3 medics, 3 unspecialized. Dome #1 - The
Beginning Dome #1 Summary Colonists: 6 botanists, 6 medics, 9 scientists, 12 geologists, 17 engineers, 10 unspecialized. There are times where the first starting spot won't have easy access to any resource deposits, so by manipulating this the player can gather some more important resources early on in the game. These are the Martian Patents and
Martian Copyrights technologies, which will both grant the player more money from their sponsor. Explore The Area Before Setting Up Shop Another great thing for the player to remember before landing their very first rocket on Mars is that they aren't locked into the area that the game chooses for them. First Set of Colonists: 6 Botanists, 3 medics,
3 unspecialized. This one is specifically designed to be your major producer of materials your colony needs, such as Machine Parts and Electronics. Build your first basic dome beside a source of rare metals. You may require another apartment very soon depending on birthrates. Dome #5 is one of my favorites. Start building a medium dome. I often
build them with tunnels, but that can get tricky at times, despite the desire to have a safe way for colonists to go from one dome to another without needing an environmental suit, or to visit other domes comfortably. Third Set of Colonists: 10 Engineers, 2 Unspecialized. Open up the second shift in your polymer factory. Consider telling all other
domes to make scientists undesirable. Third Set of Colonists: 6 Scientists, 4 geologists, and 2 unspecialized. For factories that are inside the domes, I usually put the electronics and machine parts on opposite sides of the dome, and put their respective storage facilities next to the nearest airlock to the factories. There will be challenges to overcome.
This can be a huge issue if this area contained all of the buildings that generate power or water for the player's colony, and then the entire supply chain gets shut down at once. Before adding new buildings the player should take a look at their colony to determine why they aren't operating at full capacity. General Info Open the third shift on the
infirmary. Surviving Mars: Tips For Keeping A Colony Alive Play Tutorial and Avoid Easy Start Even players who have a lot of experience with similar strategy titles should not skip the tutorial before jumping into a real game. Look Out For Hazards Probably the biggest threat to survival on Mars is all of the different hazards that threaten to wipe out
all of the colonists who decided to live there. Build your first martian university, open all slots. Important Buildings Should Be Separated This ties back into the issues with hazards in the game because if a meteor hits an area it can wipe out an entire group of buildings if the player isn't careful. Open third clinic shift as per usual. Build another
apartment. They seem to turn into regular colonists if the comfort is high enough in the dome they’re visiting. Dome #4 is your Science Dome. Low comfort makes them Earthsick so they’ll leave on the next rocket that lands. To avoid a huge problem like this the player should instead keep their important buildings separate from each other to avoid
everything going down simultaneously. This tutorial shows the player everything from the basics of how to set up a colony on Mars to more complicated mechanics like managing the happiness and health of colonists. Working with a group like Russia will make things vastly more difficult. Dome #5’s Future: For a spire you want the network node.
Cultivate your own food, mine minerals or just relax by the bar after a hard day’s work. Seniors can’t work in any buildings and you don’t want valuable memebers of society living here to operate them. Dome #3 is your Engineering Dome. Next: Civilization 6: 10 Best World Wonders To Build Surviving Mars can be played on PlayStation 4, Xbox One,
and PC. Surviving Mars > General Discussions > Topic Details What is best startup strategy for Mars Colony? Seniors are useless and take up housing space. Buildings: 2 apartments, 1 farm, 1 diner, 1 grocer, 1 infirmary, 1 1 hex parks, 1 mine, 1 machine parts factory. Sponsor and Commander Perks List. In general this will increase your colonies
birthrate a lot. Build a 3 hex park, and a single hex park. Players should make these decisions based on what they wish to focus on. Set the infirmary and diner to only have 1 colonist per shift. Buildings: 3 apartments, 1 farm, 2 diners, 1 grocer, 1 research lab, 1 infirmary, 2 one hex parks, 1 three hex park, 1 mine, 1 polymer factory. It doesn't require
the same amount of stuff as Domes 2 & 3, so you can use a smaller one. Meteor Strikes on the other hand occur fairly regularly and can destroy buildings if they come in contact with them. Why? Gear Gameplay Style to Sponsor and Commander Profile A really important thing for players to do is gear their playstyle to the sponsor and commander
profile that they chose at the beginning of the game. Dome #1’s Future: When you can make the drone assembler add that and bring in 10 more engineers. Close the second slots in the diner. Later on when you run low on actual useful colonists you can start to bring tourists. Build an apartment and a science institute. Build a machine parts factory
and open two shifts. It's important, because if you build Dome #3 first, your people will be starving before you can properly start producing materials you need. First Set of Colonists: 6 Botanists, 3 medics, 3 geologists. Dome #4 - School Dome #4 Summary Colonists: 6 botanists, 3 medics, and 15 unspecialized. Sand Storms, for example, will almost
completely block out the sun in the area and shut down several different buildings. First Set of Colonists: For your first 12 colonists bring 6 botanists, 3 medics, and 3 geologists. Increase Funding To Help Expand One of the biggest barriers to expanding the Mars base considerably is the amount of money that the player currently has in their bank.
Open the second slots in the diner. two shifts open, high priority. Avoid Connecting Far Away Bases Together As the player expands their influence across Mars they will need to construct several different bases in order to acquire more resources and keep their colonists satisfied. This includes Dome #1, in which case you could dismantle the research
lab there and rebuild it here. Set it to not want every other specilization except botanists and medics. I send all the kids there too, and have 3 large nurseries built for them, as well as a school spire. Maybe the planet needs more colonists on it or maybe the buildings themselves need more specialize workers to fill their positions. Build an apartment,
clinic, grocer, diner, single hex park, and a farm. How to Manage Drones (Easy Way). Set this dome’s filter to refuse all age groups except seniors, set you first dome and any future domes you build to refuse seniors. Occasionally running out of food encourages them to leave faster. Choose a space agency for resources and financial support before
determining a location for your colony. Are you ready? Set every other dome to not want children. Other Surviving Mars Guides: Starting Checklist (Tips for Beginners). You need a minimum of 5 domes to make everything work comfortably. Ship rare metal out and import the polymer, machine parts, and electronics that you need until you get
factories for them. Once you unlock the tech for mass storage, I recommend you set up storage facilities right outside the dome for the 3 different types of factories. This dome will actively lower their comfort and morale. Choose a space agency for resources and financial support before determining a location for ... Build an apartment, grocer, diner,
clinic, one hex park, and a high priority farm. Fourth Set of Colonists: 11 Engineers, 1 unspecialized. Sixth Set of Colonists: 12 Engineers. Players can actually earn cash from their sponsor by doing some special things in the game. Dome #2 is your Farming Dome, the place where you'll be producing food. The dome's ultimate goal is to be a learning
center, as well as a place to dump adult colonists with no specialization for a while. Most important of all, though, is keeping your colonists alive. Buildings: 2 apartments, 1 farm, 1 diner, 1 grocer, 1 research lab, 1 infirmary, 1 one hex park, 1 science institute. The biggest issue though is that solar panels will find it more difficult to create power.
Essentially, it's where you set up a place for your scientists to research stuff, and I always build 3 Hawking Institutes in there, along with the essentials. Execute your strategy and improve your colony’s chances of survival while unlocking the mysteries of this alien world. During the course of the game, players will be stuck on Mars as they attempt to
settle the planet and keep their colonists from dying in this hostile environment. I'll typically set up storage for Fuel and Polymers next to the Polymer factories (so the drones don't have to go far, and the fuel storage can take up excess that your fuel refineries make); storage for metals and machine parts near the Machine Parts factories; and storage
for rare metals and electronics near the Electronics factories. Commander profiles however affect the kinds of technology that the player starts with and is proficient with. Build 1 living quarters (apartment if available), preferably 1 farm (1 hydroponics if it isn’t), 1 grocer, 1 infirmary, 1 diner, and a single hex park for inbetween the small buildings. I
love the colleges because they can tell you how many of each type of worker you need, and if none are needed in some profession, you can turn the corresponding college off so you don't have any unemployed, skilled workers floating around. Surviving Mars isn't easy to dive into, but once you do it's a satisfying struggle to balance your supply chain
as though your citizens' lives depend on it.Read ReviewSurviving Mars News1:37Load More Welcome Home!The time has come to stake your claim on the Red Planet and build the first functioning human colonies on Mars! All you need are supplies, oxygen, decades of training, experience with sandstorms, and a can-do attitude to discover the
purpose of those weird black cubes that appeared out of nowhere. Every other flaw is passable after your first 2-3 loads of colonists. Preferably place it within range of at least 1 new metal/rare metal mine and within walking distance of the old folks home. You need a second apartment, if you had a living quarters consider salvaging it and replacing it
with an apartment. It keeps the comfort minimum for children at 55, this helps you have your first martianborn sooner so you can skip the 10 sol delay until your second load of colonists. Same goes for Biorobots.You can build other domes, or maybe duplicate domes, should some of them get over-crowded, but ultimately, your colony does best with
these 5 basic domes. There’s only two colonist types you should never ever bring on your rocket. Fourth Set of Colonists: 6 engineers, 6 unspecialized. This only applies to domes up on the surface. There are several environmental hazards that the player needs to have an eye out for or risk losing their entire colony before they have even truly begun
playing. Dome #5 - Research Dome #5 Summary Colonists: 6 botanists, 3 medics, 21+ scientists, 6 unspecialized. For example, the International Mars Mission group will make things much easier on the player because they won't have to worry about colonists becoming homesick, and fuel will rarely be an issue. Basic Startup Guide to Self-Sufficiency.
Set the farm and clinic to high priority. Fifth Set of Colonists: 3 scientists, 3 medics, 1 unspecialized, 5 engineers. Build your mine and polymer factory while the rocket brings the new colonists. With a bit of sprucing up, this place is going to be awesome! Surviving Mars is a sci-fi city builder all about colonizing Mars and surviving the process. Build
an electronics factory, keep two shifts open. Dome #3 - Machine Parts & Electronics Dome #3 Summary Colonists: 6 botanists, 3 medics, 12 geologists, 45 engineers, 6 unspecialized. Avoid this hassle and just create new buildings to add resources to the new base. to a single hazard. If you don’t have the tech yet hold off on this set of colonists as you
only need 6 of them with the current buildings. Either way, the player should solve these issues before adding new buildings. Start building your third basic dome. How I learned to stop worrying and love the colonists...except for seniors. I call it the "College Dome," where you send all your untrained workers. Doing so is a recipe for disaster though
because inevitably these constructions will break down and the new base will be cut off from these important resources. Even then use the shipments to bolster stockpiles that you’'re low on. In order to succeed players must manage all of these different mechanics, and also develop some specific strategies for their colony depending on where they are
located or what is currently happening. Allow the second work slots in the diner. Fifth Set of Colonists: 12 Engineers. Dome #2 - Home for the Undesirables Dome #2 Summary Colonists: Senior citizens and only senior citizens Buildings: Apartments or living quarters, eventually an arcology Permanently deal with the seniors problem: Build a basic
dome within walking distance to your first and future third dome. Switch to a farm asap if you don’t already have one.
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