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Civilization

Free Techs Unique Unit

Uniq. Building Leaders

Philosophical, Charismatic

American Fishing Navy Seal Mall Lincoln : ‘
Embi Aaricult Mari S " Roosevelt Industrious, Organized
mpire griculture  (Marine) (Supermarket) Washington Expansive, Charismatic
Arabian Mysticism  Camel Archer  Madrassa ) » )
. . . Saladin Spiritual, Protective
Empire Wheel (Knight) (Library)
Aztec Mysticism  Jaguar Sacrificial Altar o
. . Montezuma Aggressive, Spiritual
Empire Hunting (Swordsman) (Courthouse)
Babylonian Wheel Bowman Garden
. . Hammurabi Aggressive, Organized
Empire Agriculture  (Archer) (Colosseum)
Byzantine Mysticism  Cataphract Hippodrome B 3 o
Empire Wheel (knight) (Theatre) Justinian | Spiritual, Imperialistic
Carthaginian  Fishing Numid. Cavalry Cothon ) o o
. .. Hannibal Financial, Charismatic
Empire Mining (Horse Archer) (Harbor)
Celtic MySti(ism GallicWarrior ~ Dun Boudica Aggressive, Charismatic
Empire Hunting (Swordsman) (Walls) Brennus Spiritual, Charismatic
Chinese Agriculture  Cho-Ko-Nu Pavilion Mao Zedong Expansive, Protective
Empire Mining (Crosshowman) ~ (Theatre) Qin ShiHuang  Industrious, Protective
Dutch Fishing East Indiaman  Dike ) ) o
. . Willem van Oranje ~ Creative, Financial
Empire Agriculture  (Galleon) (Levee)
Egyptian Wheel War Chariot  Obelisk Hatshepsut Spiritual, Creative
Empire Agriculture  (Chariot) (Monument) Ramesses Il Spiritual, Industrious
English Fishing Redcoat Stock Exchange  Churchil Charismatic, Protective
Embi Mini Rifl Bank Elizabeth Philosophical, Financial
mpire ining (Rifleman) (Bank) Victoria Financial, Imperialistic
Ethiopian Hunting Oromo Warrior Stele ) )
. .. ZaraYaqob (reative, Organized
Empire Mining (Musketman) (Monument)
French Wheel Musketeer Salon De Gaulle Industrious, Charismatic
Embi Aaricult Musk 0b Louis XIV Industrious, Creative
mpire griculture  (Musketman) (Observatory) Napoleon Organized, Charismatic
German Hunting Panzer Assembly Plant  Bismarck Expansive, Industrious
Empire Mining (Tank) (Factory) Frederick Philosophical, Organized
Greek Fishing Phalanx Odeon Alexander  Philosophical, Aggressive
Empire Hunting (Axeman) (Colosseum) Pericles Philosophical, Creative
HolyRoman  Mysticism  Landsknecht  Rathaus ) o
. . . Charlemagne  Protective, Imperialistic
Empire Hunting (Pikeman) (Courthouse)
Incan Mysticism  Quechua Terrace
. . . Huayna Capac  Industrious, Financial
Empire Agriculture  (Warrior) (Granary)




Civilization Free Techs Unique Unit Uniq. Building Leaders Traits-.,
Indian Mysticism  FastWorker ~ Mausoleum  Asoka Spiritual, Organized
Empire Mining (Worker) (Jail) Gandhi Philosophical, Spiritual
Japanese Fishing Samurai Shale Plant ) )
H . Tokugawa Aggressive, Protective
: Empire Wheel (Maceman) (Coal Plant)
Khmer Hunting  BallistaElephant Baray , ,
H ‘ . - Suryavarman|l  Expansive, Creative
: Empire Mining (War Elephant)  (Aqueduct)
Korean Mysticism  Hwacha Seowon o )
H . - L Wang Kon Financial, Protective
i Empire Mining (Catapult) (University)
. Malinese Wheel Skirmisher Mint o
e . - Mansa Musa Spiritual, Financial  :
: Empire Mining (Archer) (Forge) :
Maya Mysticism  Holkan Ball Court R
H . - Pacal ll Expansive, Financial
: Empire Mining (Spearman) (Colosseum) :
{ e Mongolian Wheel Keshik Ger Genghis Khan  Aggressive, Imperialistic
Empire Hunting (Horse Archer) ~ (Stable) Kublai Khan Aggressive, (reative
Native American Fishing Dog Soldier ~ Totem Pole o o )
: . . Sitting Bull  Philosophical, Protective
H Empire Agriculture  (Axeman) (Monument)
1. Ottoman Wheel Janissary Hammam Mehmed Il Expansive, Organized
« Empire Agriculture  (Musketman) (Aqueduct) Suleiman  Philosophical, Imperialistic
Persian Agriculture  Immortal Apothecary  qyrus Charismatic, Imperialistic
Empire Hunting (Chariot) (Grocer) Darius | Financial, Organized
Portuguese Fishing (arrack Feitoria ) o
. - Joaolll Expansive, Imperialistic
Empire Mining (Caravel) (Customs House)
Roman Fishing Praetorian Forum Augustus Caesar Industrious, Imperialistic
Empire Mining (Swordsman) (Market) Julius Caesar ~ Organized, Imperialistic
" Russian Hunting  Cossack Research Inst, ~ Catherine Creative, Imperialstic
Embire Minin (Cavaly) (Laboratory) Peter Philosophical, Expansive
P 9 avalry aboratory Stalin Aggressive, Industrious
Spanish Mysticism  Conquistador ~ Citadel y )
i . - e Isabella Spiritual, Expansive
- Empire Fishing (Cuirassier) (Castle)
b =4 Sumerian Wheel Vulture Ziggurat ) ) )
i . . Gilgamesh (reative, Protective
Empire Agriculture  (Axeman) (Courthouse)
Viking Fishing Berserker Trading Post
. . . Ragnar Aggressive, Financial
s’ Empire Hunting (Maceman) (Lighthouse)
‘' Zulu Agriculture  Impi Ikhanda hak Aaressive. Eoansi
Q Empire Hunting (Spearman) (Barracks) ol ggressive, Expansive
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Alexander

Greek Empire
Philosophical, Aggressive
fav. civic: Vassalage

fav. religion: none

Al behaviour®

favors: military, growth
builds wonders: sometimes
trains units: very often
aggression level: very high
espionage level: normal
tech trading: willing, 30%

base peace weight: 0

peace probability (%): 0/20/80/100
attack courage: very high

will raze city: never

refuses to talk delay: medium
warmonger respect: 2

Asoka

Indian Empire
Spiritual, Organized
fav. civic: Free Religion
fav. religion: Buddhism

favors: religion, science
builds wonders: very often
trains units: sometimes
aggression level: medium
espionage level: medium
tech trading: moderate, 20%

base peace weight: 8

peace probability (%): 20/70/100/100
attack courage: normal

will raze city: never

refuses to talk delay: moderate
warmonger respect: 0

Augustus Caesar
Roman Empire
Imperialistic, Industrious
fav. civic: Representation
fav. religion: none

favors: production, military
builds wonders: very often
trains units: moderate
aggression level: medium
espionage level: normal
tech trading: averse, 40%

base peace weight: 8

peace probability (%): 20/70/100/100
attack courage: normal

will raze city: never

refuses to talk delay: medium
warmonger respect: 1

Bismarck

German Empire
Expansive, Industrious
fav. civic: Nationhood
fav. religion: Christianity

favors: military

builds wonders: often
trains units: often
aggression level: medium
espionage level: high
tech trading: willing, 70%

base peace weight: 6

peace probability (%): 10/50/90/100
attack courage: normal

will raze city: never

refuses to talk delay: medium
warmonger respect: 1

Boudica

Celtic Empire

Charismatic, Aggressive

fav. civic: Universal Suffrage
fav. religion: none

favors: military, growth
builds wonders: very rarely
trains units: often
aggression level: very high
espionage level: low

tech trading: moderate, 30%

base peace weight: 2

peace probability (%): 0/40/100/100
attack courage: very high

will raze city: rarely

refuses to talk delay: long
warmonger respect: 1

Brennus

Celtic Empire

Spiritual, Charismatic

fav. civic: Organized Religion
fav. religion: none

favors: military, religion
builds wonders: very rarely
trains units: often
aggression level: high
espionage level: intensive
tech trading: willing, 40%

base peace weight: 0

peace probability (%): 20/70/100/100
attack courage: very high

will raze city: often

refuses to talk delay: long
warmonger respect: 2

Catherine

Russian Empire

(reative, Imperialistic
fav. civic: Hereditary Rule
fav. religion: Christianity

favors: culture, military
builds wonders: often
trains units: moderate
aggression level: high
espionage level: very high
tech trading: averse, 20%

base peace weight: 2

peace probability (%): 0/20/80/100
attack courage: high

will raze city: never

refuses to talk delay: moderate
warmonger respect: 2

All data based on XML code;

Build wonders refers to World Wonders (scale: extreme, very often, often, sometimes, rarely, very rarely, never);

Trains units refers to military unit training probability at peace (scale: extreme, very often, often, moderate, sometimes, rarely);
Aggression level refers to war planing probability (scale: very high, high, medium, low, quite low, very low);

Espionage level refers to espionage activity (scale: extreme, very high, high, intensive, normal, medium, moderate, low, very low, minimal);
Tech trading refers to technology trading behaviour (scale: very averse — requires higher Al attitude, averse, moderate, willing),
percentages refer to known technologies Al would want to trade (average);

Base peace weight (scale: 0 — most warlike, 10 — most peaceful);

Peace probability (percentages are for Annoyed / Cautious / Pleased / Friendly relations. Each round, every Al will run a Declaration  :
of War check against every other civilization. This check involves an evaluation of relative military strengths, defensive pacts, logistical
considerations (shared borders, ocean crossings), existing conflicts, etc. The Peace Probability percentages above indicate the :
likelihood that an Al will ignore a decision to declare war due to diplomatic factors. Note: While a decision to go to war isimmediate, ~ ;
the actual declaration may take a dozen turns or more); [thanks for the explanation to ori, CFC]
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base: 0, share war: +1 (max. +4)
favourite civic: +1 (max. +2)
same religion: +1 (max. +4)
different religion: -1

close cultural borders: max. —4
worse/better rank difference: —2/0

technology: annoyed
stategic bonus: cautious
happiness bonus: annoyed
health bonus: annoyed
maps: pleased

open borders: annoyed

declare war: annoyed, declare war on X: pleased
stop trading: cautious, stop trading with X: cautious
adopt civic: pleased, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 1, share war: +1 (max. +2)
favourite civic: +1 (max. +4)
same religion: +1 (max. +7)
different religion: 0

close cultural borders: max. -2
worse/better rank difference: 0/3

technology: annoyed
strategic bonus: annoyed
happiness bonus: furious
health bonus: furious
maps: annoyed

open borders: furious

declare war: cautious, declare war on X: cautious
stop trading: pleased, stop trading with X: annoyed
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: cautious

base: 0, share war: +1 (max. +3)
favourite civic: +1 (max. +4)

same religion: +1 (max. +3)
different religion: 0

close cultural borders: max. —4
worse/better rank difference: —1/+1

technology: annoyed
strategic bonus: annoyed
happiness bonus: furious
health bonus: furious
maps: annoyed

open borders: furious

declare war: pleased, declare war on X: cautious
stop trading: cautious, stop trading with X: annoyed
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 1, share war: +1 (max. +3)
favourite civic: +1 (max. +2)
same religion: +1 (max. +3)
different religion: 0

close cultural borders: max. —4
worse/better rank difference: —1/0

technology: annoyed
strategic bonus: cautious
happiness bonus: annoyed
health bonus: furious
maps: cautious

open borders: annoyed

declare war: cautious, declare war on X: pleased
stop trading: cautious, stop trading with X: annoyed
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 0, share war: +1 (max. +5)
favourite civic: +1 (max. +5)
same religion: +1 (max. +3)
different religion: -1

close cultural borders: max. -3
worse/better rank difference: —1/0

technology: annoyed
strategic bonus: cautious
happiness bonus: annoyed
health bonus: furious
maps: annoyed

open borders: annoyed

declare war: pleased, declare war on X: cautious
stop trading: pleased, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: cautious

permanent alliance: pleased

vassal state: pleased

base: —1, share war: +1 (max. +4)
favourite civic: +1 (max. +3)
same religion: +1 (max. +6)
different religion: -2

close cultural borders: max. -2
worse/better rank difference: —2/0

technology: annoyed
strategic bonus: cautious
happiness bonus: annoyed
health bonus: furious
maps: cautious

open borders: annoyed

declare war: annoyed, declare war on X: cautious
stop trading: annoyed, stop trading with X: cautious
adopt civic: cautious, convert religion: pleased
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 1, share war: +1 (max. +2)
favourite civic: +1 (max. +3)
same religion: +1 (max. +5)
different religion: —2

close cultural borders: max. —4
worse/better rank difference: —2/0

technology: none
strategic bonus: cautious
happiness bonus: annoyed
health bonus: furious
maps: pleased

open borders: furious

declare war: pleased, declare war on X: friendly
stop trading: annoyed, stop trading with X: annoyed
adopt civic: annoyed, convert religion: cautious
defensive pact: cautious

permanent alliance: pleased

vassal state: annoyed

Attack courage refers to Al combat odds (extreme — more Al attacks at lower combat odds, very high, high, normal);
Razing city probability (scale: never — 0%, almost never — 5%, very rarely — 10%, rarely — 20%, sometimes — 25%, often — 50%,

very often — 75%);

Refuses to talk delay (scale: short, moderate, medium, long, very long);
Warmonger respect refers to a bonus on relations between two leaders — the smaller of both values is the modifer (scale: 0-2).

Based on XML code; represents the diplomatic consequences of your religion and civics choices, as well as random events.

Base — attitude at first contact, modified by Difficulty Level (see: page 74);
Different religion — there are no limits for negative attitudes, in game time could be more than values given;
Other considerations (the same for all leaders): open borders, bonus trade, defensive pact: +2 each; lost war: -1

Based on XML code (scale: friendly, pleased, cautious, annoyed, furious).

Also (for all leaders) demand tribute or give help at or below cautious will be refused.

Diplomatic relationship at or below which trades will be refused***

Naemndar

k@A qustus{Caesarisokal

Bismat,

Boudica

Brennus

Grhafine
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Charlemagne
Holy Roman Empire
Imperialistic, Protective
fav. civic: Vassalage
fav. religion: Christianity

Al behaviour®

favors: military, religion
builds wonders: rarely
trains units: often
aggression level: high
espionage level: normal
tech trading: averse, 30%

base peace weight: 6

peace probability (%): 20/60/100/100
attack courage: normal

will raze city: never

refuses to talk delay: medium
warmonger respect: 1

Churchill

English Empire
Charismatic, Protective
fav. civic: Nationhood
fav. religion: Christianity

favors: military, gold
builds wonders: very rarely
trains units: moderate
aggression level: medium
espionage level: high

tech trading: averse, 30%

base peace weight: 6

peace probability (%): 20/70/100/100
attack courage: normal

will raze city: never

refuses to talk delay: medium
warmonger respect: 0

Cyrus

Persian Empire
Charismatic, Imperialistic
fav. civic: Vassalage

fav. religion: none

favors: military, growth
builds wonders: very often
trains units: often
aggression level: high
espionage level: normal
tech trading: moderate, 30%

base peace weight: 3

peace probability (%): 20/70/100/100
attack courage: high

will raze city: never

refuses to talk delay: medium
warmonger respect: 0

Darius |

Persian Empire
Organized, Financial
fav. civic: Free Religion
fav. religion: none

favors: gold, growth

builds wonders: very often
trains units: often
aggression level: medium
espionage level: normal
tech trading: moderate, 30%

base peace weight: 8

peace probability (%): 20/70/100/100
attack courage: normal

will raze city: never

refuses to talk delay: medium
warmonger respect: 0

De Gaulle

French Empire
Industrious, Charismatic
fav. civic: Nationhood
fav. religion: Christianity

favors: production, growth
builds wonders: very rarely
trains units: moderate
aggression level: high
espionage level: intensive
tech trading: moderate, 40%

base peace weight: 0

peace probability (%): 20/70/100/100
attack courage: normal

will raze city: never

refuses to talk delay: short
warmonger respect: 2

Elizabeth
English Empire
Philosophical, Financial

fav. civic: Free Religion
fav. religion: Christianity

favors: gold, culture

builds wonders: sometimes
trains units: sometimes
aggression level: quite low
espionage level: intensive
tech trading: averse, 40%

base peace weight: 9

peace probability (%): 10/50/90/100
attack courage: normal

will raze city: never

refuses to talk delay: medium
warmonger respect: 0

Frederick

German Empire
Philosophical, Organized
fav. civic: Universal Suffrage
fav. religion: Christianity

favors: production

builds wonders: sometimes
trains units: sometimes
aggression level: medium
espionage level: medium
tech trading: moderate, 30%

base peace weight: 8

peace probability (%): 20/70/100/100
attack courage: normal

will raze city: never

refuses to talk delay: moderate
warmonger respect: 0

Gandhi

Indian Empire

Spiritual, Philosophical

fav. civic: Universal Suffrage
fav. religion: Hinduism

favors: culture

builds wonders: very rarely
trains units: rarely
aggression level: very low
espionage level: minimal
tech trading: averse, 20%

base peace weight: 10

peace probability (%): 20/70/100/100
attack courage: normal

will raze city: never

refuses to talk delay: moderate
warmonger respect: 0

Genghis Khan
Mongolian Empire
Aggressive, Imperialistic
fav. civic: Police State
fav. religion: none

favors: military

builds wonders: very rarely
trains units: very often
aggression level: very high
espionage level: normal
tech trading: willing, 40%

base peace weight: 0

peace probability (%): 10/50/90/100
attack courage: very high

will raze city: very often

refuses to talk delay: long
warmonger respect: 2




base: 0, share war: +1 (max. +2)
favourite civic: +1 (max. +4)

same religion: +1 (max. 46)
different religion: -2

close cultural borders: max. -3
worse/better rank difference: —1/+1

Diplomatic relationship at or below which trades will be refused***

technology: annoyed
strategic bonus: annoyed
happiness bonus: furious
health bonus: furious
maps: cautious

open borders: annoyed

declare war: cautious, declare war on X: cautious
stop trading: cautious, stop trading with X: annoyed
adopt civic: cautious, convert religion: pleased
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 0, share war: +1 (max. +4)
favourite civic: +1 (max. +5)
same religion: +1 (max. +3)
different religion: —1

close cultural borders: max. -2
worse/better rank difference: 0/0

technology: annoyed
strategic bonus: annoyed
happiness bonus: furious
health bonus: furious
maps: cautious

open borders: annoyed

declare war: cautious, declare war on X: cautious
stop trading: cautious, stop trading with X: annoyed
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 1, share war: +1 (max. +3)
favourite civic: +1 (max. +2)
same religion: +1 (max. +4)
different religion: 0

close cultural borders: max. —2
worse/better rank difference: 0/2

technology: annoyed
strategic bonus: annoyed
happiness bonus: furious
health bonus: annoyed
maps: annoyed

open borders: furious

declare war: pleased, declare war on X: annoyed
stop trading: pleased, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: cautious

permanent alliance: pleased

vassal state: pleased

base: 1, share war: +1 (max. +3)
favourite civic: +1 (max. +2)

same religion: +1 (max. +4)
different religion: 0

close cultural borders: max. —2
worse/better rank difference: —1/+1

technology: annoyed
strategic bonus: annoyed
happiness bonus: furious
health bonus: annoyed
maps: annoyed

open borders: furious

declare war: pleased, declare war on X: annoyed
stop trading: pleased, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: cautious

permanent alliance: pleased

vassal state: pleased

base: —1, share war: +1 (max. +6)
favourite civic: +1 (max. +4)

same religion: +1 (max. +3)
different religion: 0

close cultural borders: max. -2
worse/better rank difference: —2/+2

technology: annoyed
strategic bonus: annoyed
happiness bonus: annoyed
health bonus: annoyed
maps: annoyed

open borders: annoyed

declare war: cautious, declare war on X: pleased
stop trading: annoyed, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: cautious

permanent alliance: cautious

vassal state: pleased

base: 1, share war: +1 (max. +2)
favourite civic: +1 (max. +4)
same religion: +1 (max. +4)
different religion: 0

close cultural borders: max. -3
worse/better rank difference: 0/+1

technology: furious
strategic bonus: cautious
happiness bonus: annoyed
health bonus: furious
maps: friendly

open borders: furious

declare war: pleased, declare war on X: cautious
stop trading: pleased, stop trading with X: annoyed
adopt civic: cautious, convert religion: annoyed
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 1, share war: +1 (max. +3)
favourite civic: +1 (max. +3)

same religion: +1 (max. +4)
different religion: —1

close cultural borders: max. -2
worse/better rank difference: 0/+2

technology: furious
strategic bonus: cautious
happiness bonus: furious
health bonus: annoyed
maps: cautious

open borders: furious

declare war: cautious, declare war on X: cautious
stop trading: cautious, stop trading with X: cautious
adopt civic: pleased, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: annoyed

base: 2, share war: +1 (max. +2)
favourite civic: +1 (max. +6)
same religion: +1 (max. +4)
different religion: -1

close cultural borders: max. —2
worse/better rank difference: 0/+1

technology: none
strategic bonus: annoyed
happiness bonus: none
health bonus: none
maps: none

open borders: none

declare war: pleased, declare war on X: annoyed
stop trading: pleased, stop trading with X: cautious
adopt civic: cautious, convert religion: annoyed
defensive pact: pleased

permanent alliance: pleased

vassal state: annoyed

base: —1, share war: +1 (max. +4)
favourite civic: +1 (max. +3)
same religion: +1 (max. +4)
different religion: 0

close cultural borders: max. —4

worse/better rank difference: —1/+2

technology: annoyed
strategic bonus: cautious
happiness bonus: annoyed
health bonus: annoyed
maps: pleased

open borders: annoyed

declare war: annoyed, declare war on X: pleased
stop trading: annoyed, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

DelGaullel Darius]l
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Gilgamesh
Sumerian Empire
Protective, Creative

fav. civic: Hereditary Rule
fav. religion: none

Al behaviour®

favors: military, culture
builds wonders: very often
trains units: often
aggression level: high
espionage level: normal
tech trading: averse, 20%

base peace weight: 2

peace probability (%): 10/60/90/100
attack courage: very high

will raze city: never

refuses to talk delay: medium
warmonger respect: 2

Hammurabi
Babylonian Empire
Organized, Aggressive

fav. civic: Bureaucracy
fav. religion: none

favors: culture

builds wonders: very often
trains units: often
aggression level: medium
espionage level: normal
tech trading: moderate, 40%

base peace weight: 8

peace probability (%): 20/70/100/100
attack courage: normal

will raze city: never

refuses to talk delay: long
warmonger respect: 1

Hannibal
Carthaginian Empire
Financial, Charismatic
fav. civic: Free Market
fav. religion: none

favors: military, gold

builds wonders: very rarely
trains units: often
aggression level: high
espionage level: normal
tech trading: moderate, 30%

base peace weight: 2

peace probability (%): 20/70/100/100
attack courage: very high

will raze city: very rarely

refuses to talk delay: medium
warmonger respect: 2

Hatshepsut

Egyptian Empire

Spiritual, Creative

fav. civic: Organized Religion
fav. religion: none

favors: culture, religion
builds wonders: very often
trains units: sometimes
aggression level: medium
espionage level: normal
tech trading: moderate, 30%

base peace weight: 9

peace probability (%): 20/70/100/100
attack courage: normal

will raze city: never

refuses to talk delay: moderate
warmonger respect: 0

Huayna Capac
Incan Empire

Industrious, Financial
fav. civic: Hereditary Rule
fav. religion: none

favors: gold, production
builds wonders: very often
trains units: moderate
aggression level: high
espionage level: medium
tech trading: willing, 30%

base peace weight: 2

peace probability (%): 10/50/90/100
attack courage: normal

will raze city: very rarely

refuses to talk delay: medium
warmonger respect: 2

Isabella

Spanish Empire
Spiritual, Expansive

fav. civic: Theocracy

fav. religion: Christianity

favors: religion

builds wonders: sometimes
trains units: moderate
aggression level: medium
espionage level: high

tech trading: willing, 60%

base peace weight: 6

peace probability (%): 10/50/90/100
attack courage: normal

will raze city: sometimes

refuses to talk delay: long
warmonger respect: 1

Joao Il

Portuguese Empire
Imperialistic, Expansive
fav. civic: Hereditary Rule
fav. religion: Christianity

favors: science, military
builds wonders: sometimes
trains units: moderate
aggression level: medium
espionage level: intensive
tech trading: averse, 40%

base peace weight: 6

peace probability (%): 20/70/100/100
attack courage: normal

will raze city: never

refuses to talk delay: medium
warmonger respect: 1

Julius Caesar
Roman Empire
Organized, Imperialistic
fav. civic: Representation
fav. religion: none

favors: military, production
builds wonders: sometimes
trains units: often
aggression level: high
espionage level: normal
tech trading: willing, 40%

base peace weight: 4

peace probability (%): 10/50/90/100
attack courage: high

will raze city: never

refuses to talk delay: medium
warmonger respect: 1

Justinian|
Byzantine Empire
Spiritual, Imperialistic
fav. civic: Theocracy

fav. religion: Christianity

favors: religion, military
builds wonders: often
trains units: very often
aggression level: high
espionage level: intensive
tech trading: averse, 30%

base peace weight: 4

peace probability (%): 30/80/100/100
attack courage: high

will raze city: never

refuses to talk delay: long

warmonger respect: 1




base: 0, share war: +1 (max. +3)
favourite civic: +1 (max. +4)
same religion: +1 (max. +4)
different religion: -1

close cultural borders: max. -3
worse/better rank difference: —2/0

technology: furious
strategic bonus: cautious
happiness bonus: annoyed
health bonus: annoyed
maps: annoyed

open borders: annoyed

declare war: pleased, declare war on X: cautious
stop trading: pleased, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 0, share war: +1 (max. +3)
favourite civic: +1 (max. +4)
same religion: +1 (max. +5)
different religion: —1

close cultural borders: max. -2
worse/better rank difference: 0/+1

technology: annoyed
strategic bonus: cautious
happiness bonus: annoyed
health bonus: annoyed
maps: annoyed

open borders: annoyed

declare war: cautious, declare war on X: annoyed
stop trading: pleased, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 0, share war: +1 (max. +3)
favourite civic: +1 (max. +2)
same religion: +1 (max. +4)
different religion: —1

close cultural borders: max. -3
worse/better rank difference: —1/0

technology: annoyed
strategic bonus: cautious
happiness bonus: annoyed
health bonus: furious
maps: annoyed

open borders: annoyed

declare war: cautious, declare war on X: cautious
stop trading: cautious, stop trading with X: annoyed
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 1, share war: +1 (max. +3)
favourite civic: +1 (max. +2)

same religion: +1 (max. +5)
different religion: —2

close cultural borders: max. —2
worse/better rank difference: —1/+2

technology: furious
strategic bonus: cautious
happiness bonus: furious
health bonus: furious
maps: furious

open borders: furious

declare war: cautious, declare war on X: cautious
stop trading: cautious, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: cautious

base: 0, share war: +1 (max. +3)
favourite civic: +1 (max. +4)

same religion: +1 (max. +5)
different religion: -2

close cultural borders: max. -3
worse/better rank difference: —1/+1

technology: annoyed
strategic bonus: cautious
happiness bonus: furious
health bonus: furious
maps: cautious

open borders: annoyed

declare war: pleased, declare war on X: cautious
stop trading: cautious, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: cautious

base: —1, share war: +1 (max. +2)
favourite civic: +1 (max. +3)

same religion: +1 (max. +6)
different religion: -2

close cultural borders: max. -3
worse/better rank difference: —1/+1

technology: annoyed
strategic bonus: cautious
happiness bonus: annoyed
health bonus: annoyed
maps: pleased

open borders: annoyed

declare war: cautious, declare war on X: pleased
stop trading: cautious, stop trading with X: cautious
adopt civic: cautious, convert religion: pleased
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 0, share war: +1 (max. +2)
favourite civic: +1 (max. +3)

same religion: +1 (max. +3)
different religion: —1

close cultural borders: max. -2
worse/better rank difference: 0/+2

technology: annoyed
strategic bonus: cautious
happiness bonus: annoyed
health bonus: annoyed
maps: pleased

open borders: annoyed

declare war: cautious, declare war on X: annoyed
stop trading: pleased, stop trading with X: annoyed
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: cautious

base: 0, share war: +1 (max. +3)
favourite civic: +1 (max. +3)
same religion: +1 (max. +3)
different religion: -1

close cultural borders: max. —4
worse/better rank difference: —1/0

technology: annoyed
strategic bonus: cautious
happiness bonus: furious
health bonus: annoyed
maps: pleased

open borders: annoyed

declare war: cautious, declare war on X: pleased
stop trading: cautious, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 1, share war: +1 (max. +3)
favourite civic: +1 (max. +4)
same religion: +1 (max. +6)
different religion: —2

close cultural borders: max. —2

worse/better rank difference: —2/0

technology: furious
strategic bonus: cautious
happiness bonus: furious
health bonus: furious
maps: annoyed

open borders: furious

declare war: pleased, declare war on X: cautious
stop trading: cautious, stop trading with X: annoyed
adopt civic: cautious, convert religion: friendly
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

Diplomatic relationship at or below which trades will be refused***
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Kublai Khan
Mongolian Empire
Aggressive, Creative
fav. civic: Bureaucracy
fav. religion: Buddhism

Al behaviour®

favors: military, culture
builds wonders: often

trains units: moderate
aggression level: high
espionage level: normal
tech trading: moderate, 30%

base peace weight: 1

peace probability (%): 10/50/90/100
attack courage: normal

will raze city: sometimes

refuses to talk delay: medium
warmonger respect: 2

Lincoln
American Empire
Philosophical, Charismatic

fav. civic: Emancipation
fav. religion: Christianity

favors: science, growth
builds wonders: often

trains units: moderate
aggression level: quite low
espionage level: intensive
tech trading: moderate, 30%

base peace weight: 9

peace probability (%): 40/80/100/100
attack courage: normal

will raze city: never

refuses to talk delay: moderate
warmonger respect: 0

Louis XIV

French Empire
Industrious, Creative

fav. civic: Hereditary Rule
fav. religion: Christianity

favors: culture, military
builds wonders: extremely
trains units: often
aggression level: medium
espionage level: high

tech trading: willing, 30%

base peace weight: 1

peace probability (%): 0/20/80/100
attack courage: high

will raze city: never

refuses to talk delay: moderate
warmonger respect: 2

Mansa Musa
Malinese Empire
Spiritual, Financial
fav. civic: Free Market
fav. religion: Islam

favors: gold, religion

builds wonders: sometimes
trains units: moderate
aggression level: very low
espionage level: very low
tech trading: very averse, 0%

base peace weight: 9

peace probability (%): 10/50/90/100
attack courage: normal

will raze city: never

refuses to talk delay: moderate
warmonger respect: 0

Mao Zedong
Chinese Empire
Expansive, Protective
fav. civic: State Property
fav. religion: none

favors: growth, production
builds wonders: very rarely
trains units: moderate
aggression level: medium
espionage level: very high
tech trading: willing, 50%

base peace weight: 1

peace probability (%): 0/30/80/100
attack courage: high

will raze city: never

refuses to talk delay: medium
warmonger respect: 2

Mehmed I
Ottoman Empire
Expansive, Organized
fav. civic: Vassalage
fav. religion: Islam

favors: military, culture
builds wonders: sometimes
trains units: extreme
aggression level: high
espionage level: intensive
tech trading: willing, 40%

base peace weight: 2

peace probability (%): 20/70/100/100
attack courage: high

will raze city: sometimes

refuses to talk delay: medium
warmonger respect: 1

Montezuma
Aztec Empire
Aggressive, Spiritual
fav. civic: Police State
fav. religion: none

favors: military, religion
builds wonders: never
trains units: very often
aggression level: very high
espionage level: moderate
tech trading: willing, 50%

base peace weight: 0

peace probability (%): 0/30/80/100
attack courage: very high

will raze city: often

refuses to talk delay: long
warmonger respect: 2

Napoleon

French Empire
Organized, Charismatic
fav. civic: Representation
fav. religion: Christianity

favors: military, gold

builds wonders: very rarely
trains units: extreme
aggression level: high
espionage level: normal
tech trading: moderate, 60%

base peace weight: 0

peace probability (%): 10/50/90/100
attack courage: extreme

will raze city: never

refuses to talk delay: long
warmonger respect: 2

Pacal Il

Maya Empire

Finandial, Expansive

fav. civic: Hereditary Rule
fav. religion: none

favors: culture, growth
builds wonders: very often
trains units: moderate
aggression level: quite low
espionage level: normal
tech trading: willing, 50%

base peace weight: 2

peace probability (%): 10/50/90/100
attack courage: normal

will raze city: very rarely

refuses to talk delay: moderate
warmonger respect: 0




base: 0, share war: +1 (max. +3)
favourite civic: +1 (max. +4)
same religion: +1 (max. +4)
different religion: 0
close cultural borders: max. -3
worse/better rank difference: 0/43

technology: furious
strategic bonus: annoyed
happiness bonus: annoyed
health bonus: annoyed
maps: cautious

open borders: annoyed

declare war: cautious, declare war on X: pleased
stop trading: cautious, stop trading with X: annoyed
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: cautious

base: 1, share war: +1 (max. +4)
favourite civic: +1 (max. +4)

same religion: +1 (max. +2)
different religion: 0

close cultural borders: max. -2
worse/better rank difference: —1/+1

technology: furious
strategic bonus: cautious
happiness bonus: annoyed
health bonus: annoyed
maps: annoyed

open borders: annoyed

declare war: pleased, declare war on X: annoyed
stop trading: cautious, stop trading with X: annoyed
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 0, share war: +1 (max. +2)
favourite civic: +1 (max. +3)

same religion: +1 (max. +4)
different religion: —2

close cultural borders: max. —4
worse/better rank difference: —2/+1

technology: annoyed
strategic bonus: cautious
happiness bonus: annoyed
health bonus: furious
maps: annoyed

open borders: annoyed

declare war: cautious, declare war on X: pleased
stop trading: cautious, stop trading with X: cautious
adopt civic: pleased, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: annoyed

base: 1, share war: +1 (max. +3)
favourite civic: +1 (max. +4)

same religion: +1 (max. +6)
different religion: —2

close cultural borders: max. —2
worse/better rank difference: 0/+4

technology: furious
strategic bonus: annoyed
happiness bonus: none
health bonus: none
maps: annoyed

open borders: none

declare war: annoyed, declare war on X: pleased
stop trading: pleased, stop trading with X: furious
adopt civic: annoyed, convert religion: annoyed
defensive pact: pleased

permanent alliance: pleased

vassal state: annoyed

base: 0, share war: +1 (max. +3)
favourite civic: +1 (max. +6)
same religion: +1 (max. +2)
different religion: 0

close cultural borders: max. -2
worse/better rank difference: 0/0

technology: annoyed
strategic bonus: cautious
happiness bonus: annoyed
health bonus: annoyed
maps: annoyed

open borders: annoyed

declare war: cautious, declare war on X: pleased
stop trading: annoyed, stop trading with X: cautious
adopt civic: pleased, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: —1, share war: +1 (max. +4)
favourite civic: +1 (max. +4)
same religion: +1 (max. +4)
different religion: -2

close cultural borders: max. -2
worse/better rank difference: 0/43

technology: annoyed
strategic bonus: cautious
happiness bonus: annoyed
health bonus: furious
maps: annoyed

open borders: annoyed

declare war: annoyed, declare war on X: cautious
stop trading: cautious, stop trading with X: annoyed
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: —1, share war: +1 (max. +4)
favourite civic: +1 (max. +2)
same religion: +1 (max. +2)
different religion: —2

close cultural borders: max. —4
worse/better rank difference: —3/0

technology: annoyed
strategic bonus: cautious
happiness bonus: annoyed
health bonus: annoyed
maps: pleased

open borders: annoyed

declare war: annoyed, declare war on X: pleased
stop trading: annoyed, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: —1, share war: +1 (max. +4)
favourite civic: +1 (max. +5)

same religion: +1 (max. +4)
different religion: 0

close cultural borders: max. -3
worse/better rank difference: —1/+1

technology: annoyed
strategic bonus: cautious
happiness bonus: annoyed
health bonus: annoyed
maps: pleased

open borders: annoyed

declare war: cautious, declare war on X: pleased
stop trading: annoyed, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 1, share war: +1 (max. +3)
favourite civic: +1 (max. +5)

same religion: +1 (max. +5)
different religion: —2

¢ close cultural borders: max. -2

i worse/better rank difference: —1/+2

technology: annoyed
strategic bonus: cautious
happiness bonus: furious
health bonus: furious

maps: cautious
open borders: annoyed

declare war: pleased, declare war on X: pleased
stop trading: pleased, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

Diplomatic relationship at or below which trades will be refused***
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~Leaders, Traits, and Favourites

Pericles

Greek Empire
Philosophical, Creative
fav. civic: Representation
fav. religion: none

Al behaviour®

favors: production, science
builds wonders: very often
trains units: moderate
aggression level: low
espionage level: normal
tech trading: averse, 10%

base peace weight: 6

peace probability (%): 20/70/100/100
attack courage: normal

will raze city: never

refuses to talk delay: medium
warmonger respect: 0

| ﬁ

Peter
Russian Empire
Philosophical, Expansive

fav. civic: Bureaucracy
fav. religion: Christianity

favors: science, growth
builds wonders: often
trains units: often
aggression level: high
espionage level: high
tech trading: averse, 10%

base peace weight: 1

peace probability (%): 10/50/90/100
attack courage: very high

will raze city: never

refuses to talk delay: medium
warmonger respect: 2

Qin Shi Huang
Chinese Empire
Industrious, Protective
fav. civic: Bureaucracy
fav. religion: Taoism

favors: production, growth
builds wonders: often
trains units: sometimes
aggression level: quite low
espionage level: medium
tech trading: willing, 30%

base peace weight: 2

peace probability (%): 0/30/80/100
attack courage: high

will raze city: never

refuses to talk delay: medium
warmonger respect: 2

Ragnar

Viking Empire

Financial, Aggressive

fav. civic: Hereditary Rule
fav. religion: none

favors: military

builds wonders: very rarely
trains units: extreme
aggression level: very high
espionage level: normal
tech trading: willing, 30%

base peace weight: 0

peace probability (%): 0/50/90/100
attack courage: extreme

will raze city: often

refuses to talk delay: long
warmonger respect: 2

Ramesses I

Egyptian Empire

Spiritual, Industrious

fav. civic: Organized Religion
fav. religion: none

favors: culture, production
builds wonders: extremely
trains units: sometimes
aggression level: medium
espionage level: normal
tech trading: averse, 60%

base peace weight: 6

peace probability (%): 20/70/100/100
attack courage: high

will raze city: never

refuses to talk delay: medium
warmonger respect: 0

Roosevelt
American Empire

Industrious, Organized
fav. civic: Mercantilism
fav. religion: Christianity

favors: production, gold
builds wonders: sometimes
trains units: sometimes
aggression level: quite low
espionage level: high

tech trading: averse, 30%

base peace weight: 8

peace probability (%): 10/50/90/100
attack courage: normal

will raze city: never

refuses to talk delay: long
warmonger respect: 0

Saladin

Arabian Empire
Protective, Spiritual
fav. civic: Theocracy
fav. religion: Islam

favors: military, religion
builds wonders: very rarely
trains units: often
aggression level: medium
espionage level: normal
tech trading: moderate, 40%

base peace weight: 4

peace probability (%): 20/70/100/100
attack courage: normal

will raze city: never

refuses to talk delay: medium
warmonger respect: 1

Shaka

Zulu Empire

~ Aggressive, Expansive

fav. civic: Police State
fav. religion: none

favors: military

builds wonders: very rarely
trains units: extreme
aggression level: very high
espionage level: normal
tech trading: willing, 50%

base peace weight: 2

peace probability (%): 0/40/90/100
attack courage: very high

will raze city: often

refuses to talk delay: long
warmonger respect: 2

Sitting Bull

Native American Empire
Philosophical, Protective
fav. civic: Environmentalism
fav. religion: none

favors: military, growth
builds wonders: never
trains units: very often
aggression level: medium
espionage level: high
tech trading: willing, 80%

base peace weight: 8

peace probability (%): 50/90/100/100
attack courage: very high

will raze city: rarely

refuses to talk delay: very long
warmonger respect: 0




base: 1, share war: +1 (max. +3)

favourite civic: +1 (max. +2)
same religion: +1 (max. +4)
different religion: -1

close cultural borders: max. -2
worse/better rank difference: 0/0

technology: furious
strategic bonus: cautious
happiness bonus: annoyed
health bonus: annoyed
maps: cautious

open borders: furious

declare war: pleased, declare war on X: annoyed
stop trading: pleased, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 0, share war: +1 (max. +2)

favourite civic: +1 (max. +2)
same religion: +1 (max. +4)
different religion: —1

close cultural borders: max. -3
worse/better rank difference: —2/+2

technology: furious
strategic bonus: cautious
happiness bonus: furious
health bonus: annoyed
maps: annoyed

open borders: annoyed

declare war: annoyed, declare war on X: pleased
stop trading: cautious, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: cautious

vassal state: pleased

base: 1, share war: +1 (max. +3)

favourite civic: +1 (max. +5)
same religion: +1 (max. +4)
different religion: —1

close cultural borders: max. —4
worse/better rank difference: —1/0

technology: annoyed
strategic bonus: cautious
happiness bonus: furious
health bonus: furious
maps: pleased

open borders: annoyed

declare war: cautious, declare war on X: pleased
stop trading: cautious, stop trading with X: annoyed
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: cautious

vassal state: pleased

base: —1, share war: +1 (max. +3)

favourite civic: +1 (max. +3)
same religion: +1 (max. +5)
different religion: 0

close cultural borders: max. —2
worse/better rank difference: —1/+2

technology: cautious
strategic bonus: pleased
happiness bonus: pleased
health bonus: annoyed
maps: pleased

open borders: furious

declare war: annoyed, declare war on X: cautious
stop trading: annoyed, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 0, share war: +1 (max. +3)

favourite civic: +1 (max. +4)
same religion: +1 (max. +6)
different religion: -1

close cultural borders: max. -2
worse/better rank difference: 0/42

technology: annoyed
strategic bonus: annoyed
happiness bonus: furious
health bonus: annoyed
maps: pleased

open borders: annoyed

declare war: cautious, declare war on X: cautious
stop trading: cautious, stop trading with X: annoyed
adopt civic: pleased, convert religion: pleased
defensive pact: pleased

permanent alliance: cautious

vassal state: pleased

base: 1, share war: +1 (max. +3)

favourite civic: +1 (max. +5)
same religion: +1 (max. +3)
different religion: 0

close cultural borders: max. -3
worse/better rank difference: —1/+2

technology: annoyed
strategic bonus: cautious
happiness bonus: furious
health bonus: furious
maps: annoyed

open borders: annoyed

declare war: cautious, declare war on X: cautious
stop trading: pleased, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: cautious

permanent alliance: pleased

vassal state: pleased

base: 0, share war: +1 (max. +4)

favourite civic: +1 (max. +1)
same religion: +1 (max. +5)
different religion: —2

close cultural borders: max. -3
worse/better rank difference: 0/+2

technology: annoyed
strategic bonus: cautious
happiness bonus: furious
health bonus: annoyed
maps: cautious

open borders: annoyed

declare war: cautious, declare war on X: annoyed
stop trading: pleased, stop trading with X: cautious
adopt civic: cautious, convert religion: pleased
defensive pact: cautious

permanent alliance: pleased

vassal state: cautious

base: —1, share war: +1 (max. +4)

favourite civic: +1 (max. +2)
same religion: +1 (max. +3)
different religion: 0

close cultural borders: max. —4
worse/better rank difference: —2/0

technology: cautious
strategic bonus: cautious
happiness bonus: annoyed
health bonus: furious
maps: annoyed

open borders: annoyed

declare war: annoyed, declare war on X: pleased
stop trading: annoyed, stop trading with X: cautious
adopt civic: cautious, convert religion: annoyed
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 0, share war: +1 (max. +4)

favourite civic: +1 (max. +2)
same religion: +1 (max. +2)
different religion: 0

¢ close cultural borders: max. —4
2 worse/better rank difference: 0/0

technology: annoyed
strategic bonus: annoyed
happiness bonus: furious
health bonus: furious
maps: furious

open borders: annoyed

declare war: pleased, declare war on X: annoyed
stop trading: cautious, stop trading with X: annoyed
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

Diplomatic relationship at or below which trades will be refused***
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Stalin

Russian Empire
Industrious, Aggressive
fav. civic: State Property
fav. religion: none

Al behaviour®

favors: military, production
builds wonders: often
trains units: often
aggression level: high
espionage level: extreme
tech trading: willing, 80%

base peace weight: 2

peace probability (%): 10/50/90/100
attack courage: high

will raze city: sometimes

refuses to talk delay: medium
warmonger respect: 1

Suleiman

Ottoman Empire
Imperialistic, Philosophical
fav. civic: Hereditary Rule
fav. religion: Islam

favors: culture, military
builds wonders: sometimes
trains units: often
aggression level: high
espionage level: medium
tech trading: moderate, 40%

base peace weight: 4

peace probability (%): 20/70/100/100
attack courage: high

will raze city: almost never

refuses to talk delay: medium
warmonger respect: 1

Suryavarman Il
Khmer Empire

Expansive, Creative

fav. civic: Organized Religion
fav. religion: Buddhism

favors: gold, culture

builds wonders: very often
trains units: often
aggression level: high
espionage level: normal
tech trading: moderate, 50%

base peace weight: 1

peace probability (%): 10/50/90/100
attack courage: normal

will raze city: sometimes

refuses to talk delay: medium
warmonger respect: 1

Tokugawa
Japanese Empire
Protective, Aggressive
fav. civic: Mercantilism
fav. religion: Buddhism

favors: science, military
builds wonders: sometimes
trains units: often
aggression level: high
espionage level: very low
tech trading: willing, 100%

base peace weight: 1

peace probability (%): 10/50/90/100
attack courage: normal

will raze city: sometimes

refuses to talk delay: long
warmonger respect: 2

Victoria

English Empire
Imperialistic, Financial
fav. civic: Representation
fav. religion: Christianity

favors: gold, growth

builds wonders: often

trains units: moderate
aggression level: medium
espionage level: intensive
tech trading: moderate, 30%

base peace weight: 8

peace probability (%): 0/20/80/100
attack courage: normal

will raze city: never

refuses to talk delay: long
warmonger respect: 0

Wang Kon

Korean Empire

Financial, Protective

fav. civic: Caste System
fav. religion: Confucianism

favors: gold, science

builds wonders: sometimes
trains units: moderate
aggression level: high
espionage level: intensive
tech trading: moderate, 20%

base peace weight: 8

peace probability (%): 20/70/100/100
attack courage: normal

will raze city: very rarely

refuses to talk delay: moderate
warmonger respect: 0

Washington
American Empire
Expansive, Charismatic
fav. civic: Free Speech
fav. religion: Christianity

favors: military, growth
builds wonders: sometimes
trains units: moderate
aggression level: medium
espionage level: high

tech trading: moderate, 30%

base peace weight: 8

peace probability (%): 20/70/100/100
attack courage: high

will raze city: never

refuses to talk delay: medium
warmonger respect: 0

Willem van Oranje
Dutch Empire

(reative, Financial

fav. civic: Free Religion
fav. religion: Christianity

favors: gold, science

builds wonders: sometimes
trains units: moderate
aggression level: high
espionage level: normal
tech trading: averse, 15%

base peace weight: 4

peace probability (%): 10/50/80/100
attack courage: high

will raze city: never

refuses to talk delay: medium
warmonger respect: 0

ZaraYaqob
Ethiopian Empire
(reative, Organized

fav. civic: Theocracy

fav. religion: Christianity

favors: growth, religion
builds wonders: sometimes
trains units: often
aggression level: medium
espionage level: normal
tech trading: moderate, 30%

base peace weight: 6

peace probability (%): 10/50/90/100
attack courage: high

will raze city: almost never

refuses to talk delay: medium
warmonger respect: 1




base: —1, share war: +1 (max. +3)
favourite civic: +1 (max. +6)
same religion: +1 (max. 42)
different religion: 0

close cultural borders: max. -2
worse/better rank difference: —3/0

technology: cautious
strategic bonus: cautious
happiness bonus: annoyed
health bonus: furious
maps: pleased

open borders: furious

declare war: cautious, declare war on X: pleased
stop trading: annoyed, stop trading with X: cautious
adopt civic: pleased, convert religion: annoyed
defensive pact: pleased

permanent alliance: pleased

vassal state: cautious

base: 0, share war: +1 (max. +5)
favourite civic: +1 (max. +3)

same religion: +1 (max. +2)
different religion: —1

close cultural borders: max. -2
worse/better rank difference: —1/+1

technology: annoyed
strategic bonus: annoyed
happiness bonus: furious
health bonus: furious
maps: annoyed

open borders: annoyed

declare war: annoyed, declare war on X: pleased
stop trading: pleased, stop trading with X: cautious
adopt civic: cautious, convert religion: annoyed
defensive pact: pleased

permanent alliance: pleased

vassal state: cautious

base: 0, share war: +1 (max. +3)
favourite civic: +1 (max. +4)
same religion: +1 (max. +5)
different religion: —2

close cultural borders: max. -3
worse/better rank difference: —2/0

technology: annoyed
strategic bonus: cautious
happiness bonus: annoyed
health bonus: furious
maps: cautious

open borders: annoyed

declare war: cautious, declare war on X: pleased
stop trading: pleased, stop trading with X: cautious
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: cautious

base: —1, share war: +1 (max. +4)
favourite civic: +1 (max. +5)
same religion: +1 (max. +3)
different religion: -1

close cultural borders: max. -3
worse/better rank difference: 0/+1

technology: cautious
strategic bonus: pleased
happiness bonus: cautious
health bonus: cautious
maps: friendly

open borders: cautious

declare war: cautious, declare war on X: pleased
stop trading: annoyed, stop trading with X: pleased
adopt civic: pleased, convert religion: pleased
defensive pact: cautious

permanent alliance: pleased

vassal state: cautious

base: 0, share war: +1 (max. +3)
favourite civic: +1 (max. +3)
same religion: +1 (max. +4)
different religion: 0

close cultural borders: max. -2
worse/better rank difference: —1/0

technology: annoyed
strategic bonus: annoyed
happiness bonus: furious
health bonus: furious
maps: annoyed

open borders: annoyed

declare war: cautious, declare war on X: pleased
stop trading: annoyed, stop trading with X: annoyed
adopt civic: pleased, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 0, share war: +1 (max. +3)
favourite civic: +1 (max. +4)
same religion: +1 (max. +3)
different religion: -1

close cultural borders: max. -2
worse/better rank difference: 0/43

technology: annoyed
strategic bonus: cautious
happiness bonus: annoyed
health bonus: furious
maps: annoyed

open borders: annoyed

declare war: cautious, declare war on X: cautious
stop trading: pleased, stop trading with X: annoyed
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: cautious

base: 0, share war: +1 (max. +3)
favourite civic: +1 (max. +4)
same religion: +1 (max. +5)
different religion: —1

close cultural borders: max. -2
worse/better rank difference: 0/+1

technology: annoyed
strategic bonus: cautious
happiness bonus: furious
health bonus: annoyed
maps: annoyed

open borders: annoyed

declare war: pleased, declare war on X: cautious
stop trading: cautious, stop trading with X: annoyed
adopt civic: cautious, convert religion: cautious
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 0, share war: +1 (max. +4)
favourite civic: +1 (max. +4)

same religion: +1 (max. +1)
different religion: 0

close cultural borders: max. —1
worse/better rank difference: +1/-1

technology: furious
strategic bonus: annoyed
happiness bonus: furious
health bonus: furious
maps: furious

open borders: annoyed

declare war: pleased, declare war on X: cautious
stop trading: pleased, stop trading with X: furious
adopt civic: cautious, convert religion: annoyed
defensive pact: pleased

permanent alliance: pleased

vassal state: pleased

base: 2, share war: +1 (max. +3)
favourite civic: +1 (max. +4)
same religion: +1 (max. +7)
different religion: —2

close cultural borders: max. —2

worse/better rank difference: —1/+2

technology: furious
strategic bonus: annoyed
happiness bonus: furious
health bonus: furious
maps: annoyed

open borders: annoyed

declare war: annoyed, declare war on X: pleased
stop trading: cautious, stop trading with X: cautious
adopt civic: annoyed, convert religion: pleased
defensive pact: pleased

permanent alliance: pleased

vassal state: cautious

Diplomatic relationship at or below which trades will be refused***

(=3
O]
)

fZaralYaqobJEWillemivanilWashing
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Traits and their effects Who has it?

Aggressive ;
H 99 ) Alexander +Ph Hammurab| o Shaka +Ex
: « free Combat | promotion for all Melee and ) Kublai Khan ~ +Cr )
. Boudica +(h Stalin +In
Gunpowder Units Genahis Kh I Montezuma ~ +$p Toki P
« double production speed of Barracks and Drydock enghis than - +im Ragnar +Fi okugawa T
Charismatic Bou o G m Lincl oh
« +1happy in all cities Bou 1@ +Sg Dy": " +;" choln +0
« —25% XP needed for unit promotions qr]enn:.s" +: He a:)le +£ Wap;eon +E’ :
« +1happy from Monument and Broadcast Tower urehi +r hanniba +h- Washington —+£x i
Creative heri Im  Kublai Kh A Il +E :
« 42 culturein all cities éalt enneh +;" Lu ‘a|X|Van +/g SWulrIyavarm(a)n .+;(. H
« double production speed of Library, Theatre, flgames H ou_'s c+in Wilem van Granje +F7
Hatshepsut ~ +Sp Pericles +Ph  ZaraYaqob +0r
and Colosseum
Expansive
P Bismarck +In Mao Zedong  +Pr Shaka +Ag

« +2healthin all cities Mehmed I +0r

« 25% faster production of Worker IJsabelllla +I5p Pacal Il +Fi ?Alljry;.varmanll +((/:
« double production speed of Granary and Harbor 030 +im Peter +Ph ashington -+
Financial baris | 0 Huayna Capac  +/n Victori ’
« +1 commerce on tiles with at least 2 commerce ?"us +or MansaMusa ~ +Sp Ictoria +im
Elizabeth +Ph pacall T Wang Kon +Pr
Hannibal +(h Willem van Oranje +Cr
Ragnar +Ag
Imperialistic Gyrus +h
« +100% Great General Emergence ?ug:]ust.us(aesawl(n Genghis Khan +Ag JSusltllnlanI +}sz
« 50% faster production of Settler atherine e Joao Il +Ex gem-]an * )
Charlemagne  +Pr Victoria +fi
Julius Caesar ~ +0r
Industrious A ; m H ; R " s
. +50% Wonder production B‘ugustui aesar+£n I-ua.yr;(alv.alpac +(I Ramesseis +0p
« double production speed of Forge Ismarc X (')ms ) Hr oo§evet o
De Gaulle +Ch QinShiHuang +Pr Stalin +Ag
Organized Asok Sp H bi Ag  Napol th
. —50% Civic upkeep so.a +p' ammura i +Ag Napoleon +
Darius | +Fi Julius Caesar  +Im  Roosevelt +In

« double production speed of Lighthouse, Factory, Frederick +Ph Mehmed Ex ZaraYagob G

and Courthouse
Philosophical Aecand 10 Gandhi 5 b f
+ +100% Great People Birth Rate .exan e + g ,an ! +p gt('er X
. R Elizabeth +fi Lincoln +(Ch Sitting Bull +Pr
« double production speed of University ) ) .
Frederick +0r Pericles +(Cr Suleiman +Im
Protective Churchill (h Mao Zed Fx Sitting Bull Ph
« free City Garrison | and Drill | promotions for all urchi + ‘ao e ong -+ itting Bu +
) Charlemagne  +/m Qin ShiHuang +/n Tokugawa +Ag
Archery and Gunpowder Units . X g
Gilgamesh +(Cr Saladin +Sp Wang Kon +fi

- double production speed of Walls and Castle

49
@
@
(3
Fi
Im|
In}
0
Ph
P
Sp)

Spiritual

P Asoka +0r Hatshepsut o Montezuma  +Ag
- noanarchy B “h Isabella +Ex R T
« double production speed of Temple Grendnhlfs oh Justinian | +Im Salm;-sses :
« double production speed of Cristo Redentor (W) andh + Mansa Musa ~ +Fi aladin +r

sjlel] Japea]

18




Terrain  Moving cost Production Other effects Resources possible ™.
Grassland 1 2fo0d Copper, Corn, Cow, Gems,
) - —_ Horse, Iron, Pig, Rice,
base terrain +1 commerce with river )
Sheep, Uranium
Plains 1 100 4,1 hammer Copper, Cow, Horse, Iron,
base terrain +1commerce withriver Iory, Marble, Sheep, Stone,
Uranium, Wheat, Wine
Desert 1 improvements take Copper, Incense, Iron, Oil,

base terrain

+1 commerce with river

+25% time to build

Stone, Uranium

- Tundra 1

base terrain

1food
+1 commerce with river

improvements take
+25% time to build

Copper, Deer, Fur, Horse,
Iron, Marble, Oil, Uranium

Snow 1
base terrain

improvements take
+50% time to build

Copper, Fur, Iron, Marble,
0il, Uranium

. Coast 1
~ base terrain

1food, 2 commerce

+10% defense

Clam, Crab, Fish

- Ocean 1
- base terrain

1food, 1 commerce

Fish, Oil, Whale

Fallout 2
terrain feature

=3all

+0.5 unhealthiness
in nearby cities
cannot build any improvements

~ Hill 1

XX

=

|

—1food, +1 hammer

Aluminum, Coal, Copper, Deer,

(Grass, Plains, Tundra, Snow feature

+0.5 healthy in nearby cities

| . L +25% defense Gold, Iron, Marble, Pig, Sheep,
land terrain feature +1 commerce with river ) . )
Silver, Stone, Uranium, Wine
Peak impassable
land terrain feature - - -
1 Jungle h) +50% defense Banana, Dye, Gems, Ivory,
. —1food +0.25 unhealthiness 0il, Rice, Spices, Sugar,
= (Grassland feature . " A
in nearby cities Uranium
Oasis 2 13fo0d source of fresh water .
Desert feature +2 commerce cannot build any improvements
Flood Plains 2 +0.4 unhealthiness
+3 food ) - —
Desert feature in nearby cities
Forest 2 1 hammer +509% defense Deer, Fur, Silk, Spices,

Uranium

Ice
water terrain feature

impassable
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| Camp

requires: Hunting

Deer +2F
Fur+3C
Ivory +1H,+1C

Other effects

pillaging yields 5 gold"

| Cottage +1C
requires: Pottery

becomes a Hamlet in 15 turns™
pillaging yields 10 gold

Farm +1F
requires: Agriculture

Corn, Wheat +2 F
Rice +1F

+1F with Irrigation
(Civil Service)
+1F with Biology

can only be built on flatlands
pillaging yields 5 gold

Fishing Boats
requires: Fishing

Clam, Crab +2 F

can only be built on water

upgrade from Cottage

Fish+3F pillaging yields 5 gold
. Forest Preserve +1 Cnexttoriver +1 happy
requires: +2 Cwith gives Forest / Jungle a higher
Scientific Method Environmentalism chance of spreading
Fort +25% tiI(? defense
3 s athemati acts as a city for combat purposes
requires: Mathematics an beused s a port by
Naval Units
Hamlet +2C

becomes a Village in 30 turns™
pillaging yields 15 gold

Lumbermill +1H
requires: Replaceable Parts

+1 Cnext to river
+1 H with Railroad

can only be built in Forest
pillaging yields 5 gold

. Mine +2H

| requires: Mining

Aluminum +3H, +1C
Coal, Copper, Iron +3 H
Uranium +3 €

Gems+1H,+5C
Gold+1H,+6C
Silver +1H, +4 C

+1H with Railroad
chance of discovering resources
pillaging yields 10 gold

Offshore Platform

requires: Plastics

Oil +2H,+1C

can only be built on water
pillaging yields 10 gold

Pasture

requires:
Animal Husbandry

Horse +2H, +1C
Cow+1F,+2H

Pig+3F
Sheep +2F,+1C

pillaging yields 5 gold

Plantation
oy requires: Calendar

Banana+2F
Dye +4C
Incense +5 C

Silk+3 €
Spices+1F, +2C
Sugar+1F, +1C

pillaging yields 5 gold




~Improvement  Base bonus Bonus with Resources, Techs and Civics ~ Other effects
uarr
¢ i y Marble +1H, +2€C +1 H with Railroad illaging yields 5 gold
requires: Masonry Stone+2H pillaging yi Y
. Railroad 0.1 movement point on any tile
L~ requires: Railroad, +1 H for Mines, Quarries,
e Coal, Iron and Lumbermills
Road
requires: The Wheel 0.5 movement point on any tile
Town +4C 1 Hwith
i Universal Suffrage illaging yields 25 gold
upgrade from Village +2 Cwith Free Speech pillaging yi Y
‘ +1 Cwith Printing Press
. Village  +3C , .
; def ) +1 Cwith Printing Press becomes a Town in 60 turns
upgrade from Hamlet 9 pillaging yields 20 gold
- Watermill +1H +1F with State Property  requires river
requires: Machinery +1H with Repl. Parts can only be built on flatlands
+2 Cwith Electricity pillaging yields 5 gold
= | Well
requires: Combustion Ol +2H,+1C pillaging yields 10 gold
Whaling Boat b be bt on vt
can only be built on water
requires: Optics Whale +1H,+2C y

pillaging yields 5 gold

Windmill
+1F,+1C

' requires: Machinery

+1H with Repl. Parts
+1 Cwith Electricity
+2 Cwith
Environmentalism

pillaging yields 5 gold

Wine +1F, +2C

pillaging yields 10 gold

| Workshop
-1F, +1H

requires: Metal Casting

F food H hammers C commerce
* Al pillage yields in this list represent averages.

+1F with State Property
+1Hwith Caste System
+1H with Guilds
+1Hwith Chemistry

can only be built on flatlands
pillaging yields 5 gold

** Assumes Normal Game Speed; number of turns varies with game length. Factors for other conditions are:
Quick x0.67, Epic x1.50, Marathon x3.00 (!). For example, at Quick speed a Village will become a Town in 40 turns rather than 60.
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Other changes

Terrain appearance

ﬁj Aluminum +1H revealed by Industrialism Plains, Desert, Tundra

H Mine +3H,+1C y (Hills only)

Ny Banana I Grocer / Apothecary” +1 health Grassland with Jungle only
ik Plantation +1health, +2F potheary (Flatlands only)

f Clam +1FHbCh'h|h ¢ I

. Fishing Boats +1health, +2 F arbor/ Cothon” +1 healt oastonly

Coal +1H revealed by Steam Power Grassland with Hills
‘ . Factory / Assembly Plant” +1 unhealthiness Jains with Hill

Mine +3H ndustrial Park +1 unhealthiness Plains with Hills

~  Copper +1H cevealed by Bronze Workin Grassland, Plains, Desert, Tundra,
m Mine +3H y 9 Snow (Flatlands and Hills)
. Corn +1F

Farm +1health +2F Granary / Terrace” +1 health Grassland without any features only
% Cow +1F Grassland and Plains
*m Pasture +1 health, +1F, +2H Supermarket / Mall” +1 health without any features
ﬁ(rab +1FHb/Ch'1hIh ( I

: t t t

: #/ Fishing Boats +1health, +2 F arbor/Cothon T hea oastonly

o, Deer +1F Tundra and Tundra with Forest
‘ﬁ Camp F1health, +2F UPermarket/Mall” 1 health (Flatlands and Hills)
N Dye +1¢ Grassland with Jun

: y - gle only
: Th Pavil 1h

* Plantation +1happy, +4¢ meatre/ Pavlion” +Thappy (Flatlands only)
gﬁ(FiSh +1FHbCh'1hIh Coastand 0

" Fishing Boats 1health, +3F arbor / Cothon +1 healt oastand Ocean

Fur +1C Market / Forum® +1 happy Tundra and Snow

Camp +1happy, +3 C obsolete with Plastics with any features
% Gems +1¢C Forge / Mint" +1 ha Grassland with Jungle
©OBEE Mine  +Thappy +1H,45C 9 ey (Flatlands and Hill)

i % Gold +1C . Plains with Hill
S‘)’ Mine  +1happy,+1H,+6¢ ¢/ Mint +Thappy Desert with Hill

"% Hit Movies +1ha

,@ PPy BMr:ﬁ.df:thT:;;’;rH happy generated by Hollywood
_ HitMusicals  +1ha

/E) PRy BMr:ﬁfif;th?;?rH happy generated by Broadway
HitSingles  +1ha

6 9 PRy BMr:;Ff;th?;;rH happy generated by Rock ' Roll
@ Horse +TH tevealed by Animal Husbandry Grassland, Plains, Tundra
" Pasture +2H,+1C Hippodrome® +1 happy (Flatlands only)




Resources Base & Improv. bonus Other changes Terrain appearance
Incense ¢ Il religion Cathedrals +1h Flatland D |
t t t
Plantation 1 happy, +5€ all religion Cathedrals +1 happy atland Desert only
Iron +1H revealed by ron Workin Grassland, Plains, Desert, Tundra,
Mine +3H y 9 Snow (Flatlands and Hills)
Ivory +TH  Market/ Forum +1 happy Grassland with Jungle, Plains
Camp +1happy, +1H,+1C obsolete with Industrialism (Flatlands only)
Marble +1H - Plains, Tundra, Snow
Quarry +1H,+2C (Flatlands and Hills)
; revealed by Scientific Method
Oi +1H IFaétory/lAEseIInb ?/ Plﬂnt|t+2 unhealthiness (Dvé;isf}:;ijTtuanr?;?égtnuor‘gs)
ndustrial Park +T unhealthiness h
Well, Offshore Platform +2H, +1¢ Public Transportation +1 health Ocean, Grassland with Jungle
Pig +1F Grassland and Grassland with Jungl
. gle
Pasture +1health, +3 F Supermarket /Mall” + health (Flatlands and Hills)
Rice +1F Grassland and Grassland with Jung]
. gle
Farm +1health, +1F Granary /Terrace” +1 health (Flatlands only)
Sheep +1F Grassland and Plains
Pasture +1health, +2F, +1C Supermarket/Mall” +1 health (Flatlands and Hills)
Silk +1C Grassland and Plains
Plantation 1happy, +3 ¢ Market/ Forum” -+ happy (Flatlands with Forest only)
Silver +1¢C Forge / Mint" +1 ha Tundra with Hills
Mine  +1happy, +1H,+4C PPy Snow with Hills
Spices +1C Grassland and Plains
Apoth " +1 health
Plantation +1happy, +2C Grocer / Apothecary” +1 healt (Flatlands with Forest or Jungle)
Stone +1H - Plains and Desert
Quarry +2H (Flatlands and Hills)
Sugar +1C Grassland with Jun
. gle only
Plantation ~ +1happy, +1F,+1C Grocer  Apothecary” +1 health (Flatlands only)
Uranium led by Physi Illand terrai
Mine 43¢ Tevealedby Physics all land terrain
Whale +1F Market/Forum™ +1 happy
Ocean only
Whaling Boats +1happy,+2H,+1C obsolete with Combustion
Wheat F G /T *+1health Flatland Plai |
Farm 1 health, +2F ranary / Terrace” +1 healt atland Plains only
Wine ¢ G Apothecary” +1 health Plains (Flatlands and Hill
Winery F1happy, +1F,+2¢ rocer / Apothecary” +1 healt ains (Flatlands and Hills)

F food H hammers

C commerce

: unique building
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iﬁ Airport

sbuipjing fa1)

N
S

Hammers® Prerequisites Effects
250 Flight +1 unhealthiness
+1Trade Route, +3 XP for new Air Units
+4 Air Unit capacity, can airlift 1 unit per turn
Apothecary 150 Guilds, Currency +2health, +25% gold

Persian unique (Grocer)

+1 health from Banana, Spices, Sugar, Wine
can turn 2 Citizens into Merchant

Aqueduct 100 Mathematics, Masonry
+2 health
Assembly Plant 250 Assembly Line +25% hammers (+50% with Power)
German unique (Factory) +1 unhealthiness, +2 unhealthiness from Oil, Coal
67% with Coal can turn 4 Citizens into Engineer
Ball Court 80 Construction +3 happy
Maya unique (Colosseum) +1 happy per 20% culture rate
Bank 200 Banking
+50% gold
Baray 100 Mathematics, Masonry 1 504
Khmer unique (Aqueduct) +2 health
Barracks 50 — +3 XP for new Land Units
+2 happy with Nationhood
Bomb Shelter 100 Electricity
. -509 i
Manhattan Project 50% damage from Tactical Nuke and [CBM
Broadcast Tower 175 Mass Media +50% culture, +1 happy per 10% culture, +1 happy
from Hit Musicals, Hit Singles, Hit Movies, +1 happy
with Charismatic trait, can turn 2 Citizens into Artist
Buddhist Monastery 60 Meditation, Buddhism o
obsolete with Scientific Method +10% science, +2 culture
Buddhist Stupa 300 Music, Buddhism +50% culture, +1 happy with Incense
. : e +2happy with Buddhism as a State Religion
50% with Copper Buddhist Temple @ can turn 2 Citizens into Priest
Buddhist Temple 80 Priesthood +1 culture, +1 happy
Buddhism can turn 1 Citizen into Priest
Bunker 100 Electricity
—50% damage from Air Units
Castle 100 Engineering, Walls +1 culture, +25% espionage, +1 Trade Route
) )
50% with Stone - obsolete with Economics ++50% defense (except Gunpovider Units)

—25% damage from bombard. (except Gunpowder Units)

Christian Cathedral 300
509% with Stone

Music, Christianity
Christian Temple (2)**

+50% culture, +1 happy with Incense
+2 happy with Christianity as a State Religion
can turn 2 Citizens into Priest




~Building Hammers® Prerequisites Effects

Christian Monastery 60 Meditation, Christianity

+10% science, +2 cultur
obsolete with Scientific Method 0% sdence, +2 culture

ﬁ ChristianTemple 80 Priesthood +1 culture, +1 happy

Christianity can turn 1 Citizen into Priest
. ; ; +1 culture, +25% espionage, +1 Trade Route
g'ta.dhel ique (Castle) 100 Englneerlng, Walls +50% defense (except Gunpowder Units)
panish unique 5&'050/9 ith St obsolete with Economics —25% damage from bombard. (except Gunpowder Units)
o yith Stone +5 XP for new Sieqe Weapons
Coal Plant 150 Assembly Line +2 unhealthiness
F Factory provides Power with Coal

T Colosseum 80 Construction +1happy
1 +1 happy per 20% culture rate

bra

Confucian Academy 300 Music, Confucianism +50% culture, +1 happy with Incense

. . e +2happy with Confucianism as a State Religion
50% with Copper Confucian Temple (2) @n turr? ; Citizens into Priest ’

Confucian Monastery 60 Meditation, Confucianism

o o
obsolete with Scientific Method +10% science, +2 culture

ConfucianTemple 80 Priesthood +1 culture, +1 happy
Confucianism cantum 1 Citizen into Priest

Cothon 100 Compass +1 health from Clam, Crab, Fish
Carthaginian unique (Harbor) +1Trade Route
can only be built in coastal city +50% commerce from Trade Routes
Courthouse 120 Code of Laws +2 espionage, ~50% maintenance

can turn 1 Citizen into Spy
Customs House 180 Economics +100% commerce from intercontinental foreign
can only be built in coastal ity Harbor Trade Routes
Dike 180 Steam Power +1hammer on river tiles

Dutch unique (Levee)

can only be builtin coastal or river city 1 hammer on water iles

Drydock 120 Steel +1 unhealthiness
+4 XP for new Naval Units

can only be built in coastal city +50% Naval Units production

ings

Dun 50 Masonry +50% defense (except Gunpowder Units)
Celtic unique (Walls) —50% damage from bombard. (except Gunpowder Units)

50% with Stone obsolete with Rifing Guerilla | promotion for new Land Units

Fa(tory 250 Assembly Line +25% hammers (+50% with Power)
+1 unhealthiness, +2 unhealthiness from 0il, Coal (each)
can turn 2 Citizens into Engineer

Feitoria 180 Economics +1 commerce on water tiles
Portuguese un. (Cust. House) Harbor +100% commerce from intercontinental foreign
can only be built in coastal city Trade Routes
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Hammers®
120

Prerequisites
Metal Casting

+1 happiness from Gems, Gold, Silver
+25% hammers, +1 unhealthiness
can turn 1 Citizen into Engineer

Forum 150 Currency +25% gold, +-25% Great People Birth Rate

R ique (Market) +1 happy from Fur, lvory, Silk, Whale
oman unique (larke can turn 2 Citizens into Merchant

Garden 80 Construction +2health, +1 happy

Babylonian unique (Colosseum) +1 happy per 20% culture rate

Ger 60 Horseback Riding

Mongolian unique (Stable)

obsolete with Advanced Flight

+4 XP for new Mounted Units

Granary 60 Pottery +1 health from Corn, Rice, Wheat
half the city’s food supply remains after population growth
Grocer 150 Guilds, Currency +25% gold

+1 health from Banana, Spices, Sugar, Wine
can turn 2 Citizens into Merchant

Hammam 100

Mathematics, Masonry

+2 health
Ottoman unique (Aqueduct) +2 happiness
Harbor 80 Compass +1 health from Clam, Crab, Fish

can only be built in coastal city

+50% commerce from Trade Routes

Hindu Mandir 300 Music, Hinduism +509% culture, +1 happy with Incense
50% with Marble Hindu Temple (2)** +2 happy with Hinduism as a State Religion
can turn 2 Citizens into Priest
Hindu Monastery 60 Meditation, Hinduism o
obsolete with Scientific Method +10% science, +2 culture
Hindu Temple 80 Priesthood +1 culture, +1 happy
Hinduism can turn 1 itizen into Priest
Hippodrome 50 Drama +1 happy, +1 happy per 5% culture rate
Byzantine unique (Theatre) +3 culture, +1 happy from Horse
Hospital 200 Medicine +3health
heals units +10% extra per turn
Hydro Plant 200 Plastics decp
can only be built in river city Factory provides Fower
Ikhanda 50 — +3 XP for new Land Units
Zulu unique (Barracks) —20% maintenance
uluunique (barracks +2 happy with Nationhood
Industrial Park 200 Factory +2 unhealthiness
Industrialism +1 unhealthiness from Coal, Oil (each)

1free Engineer, can turn 2 Citizens into Engineer




Communism

* Prerequisites

+38 espionage, +50% espionage
can turn 2 Citizens into Spy

Islamic Monastery 60

Meditation, Islam
obsolete with Scientific Method

+10% science, +2 culture

Islamic Mosque 300 Music, Islam +50% culture, +1happy with Incense
50% with Marble Islamic Temple (2)°* :;] 23?{% g'ttltelslsa::tzspiliite Religion
Islamic Temple 80 Priesthood +1 culture, +1 happy
Islam can turn 1 Citizen into Priest
Jail 120 Constitution +4 espionage, +50% espionage

—25% war weariness
can turn 2 Citizens into Spy

Jewish Monastery 60

Meditation, Judaism
obsolete with Scientific Method

+10% science, +2 culture

can only be built in river city

Jewish Synagogue 300 Music, Judaism +50% culture, +1 happy with Incense
50%with Stone  Jewish Temple (2)°* ;ﬁ 23% ‘é’l'ttg ej:sdfr:::'P?fei tState Religion
Jewish Temple 80 Priesthood +1 culture, +1 happy
Judaism can turn 1 itizen into Priest
Laboratory 250 Superconductors +25% science, +1 unhealthiness
Observatory Gt it
Levee 180 Steam Power

+1 hammer on river tiles

Library 90

Writing

+25% science, +2 culture
can turn 2 Citizens into Scientist

Lighthouse 60

can only be built in coastal city

Sailing

+1food on water tiles

ings

«ﬂ@

Madrassa 90 Writing +25% science, +4 culture
Arabi ique (Library) can turn 2 Citizens into Scientist

fabian unique {-ibrary can turn 2 Citizens into Priest
Mall 150 Refrigeration +1food, +20% gold

+1 health from Cow, Deer, Pig, Sheep

Indian unique (Jail)

-
L
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American unique (Supermarket) - Grocer +1 happy from Hit Musicals, Hit Singles, Hit Movies
Market 150 Currency +25% gold

+1 happy from Fur, lvory, Silk, Whale

can turn 2 Citizens into Merchant
Mausoleum 120 Constitution ++4 espionage, +50% espionage, +2 happy

—25% war weariness
can turn 2 Citizens into Spy

City Build
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‘Building Hammers® Prerequisites

Mint 120

Malinese unique (Forge)

Metal Casting

+1 happiness from Gems, Gold, Silver
+25% hammers, +10% gold, +1 unhealthiness
can turn 1 Citizen into Engineer

Monument 30 Mysticism 1 culture
obsolete with Astronomy +1 happy with Charismatic trait
Nudear Plant 250 Fission provides Power with Uranium
Factory small chance of nuclear meltdown
Obelisk 30 Mysticism +lalture

Egyptian unique (Monument)

obsolete with Astronomy

+1 happy with Charismatic trait
can turn 2 Citizens into Priest

Observatory 150

Astronomy

+25% science
can turn 1 Citizen into Scientist

Odeon 80

Greek unique (Colosseum)

Construction

+2 happy, +1 happy per 20% culture rate
+1 happy from Hit Singles, +3 culture
can turn 2 Citizens into Artist

. sbuipjing fan)

Qo

4 Pavilion 50 Drama +3 culture, +25% culture, +1 happy from Dye
) ) +1 happy per 10% culture rate

m Chinese unique (Theare) can turn 2 Citizens into Artist

i s "e Public Transportation ~ Combustion +1health, -+1 health from Oil

b - . . .

&' 150 +2 health with Environmentalism

i &  Rathaus 120 Code of Laws +2 espionage

Holv R ique (Courthouse) —75% maintenance

H LU 0ly Roman unique Lourthouse can turn 1 Citizen into Spy

Recycling Center 300 Ecology

eliminates pollution from city buildings

i = ResearchInstitute 250 Superconductors +§g§//° SCiencehr +1 Uf;healthiness

: Qﬁg —t . . +50% spaceship production

IW Russian unique (Laboratory) Observatory 2 free Scientists, can turn 1 Citizen into Scientist
Sacrificial Altar 90 Code of Laws +2 espionage, —50% maintenance

: £ ) —509% anger duration from sacrificing population
H ~  Aztecunique (Courthouse) e

= can turn 1 Citizen into Spy

Salon 150 Astronomy +25% science

-& French unique (Observatory) 1 free Artist, can turn 1 Citizen into Scientist
Security Bureau 220 Democracy +8 espionage, +50% espionage defense
@ can turn 2 Citizens into Spy

i helps thwart rival spies

i {¥%y Seowon 200 Education . |

Korean unique (University) Library +35%sdence, +3 lture

| _ Shale Plant 150 Facmry +10% hammers, +2 unhealthiness

i @5 Japanese unique (Coal Plant)  Assembly Line provides Power




Sumerian unique (Courthouse)

i * Assumes Normal Game Speed. Factors for other conditions are: Quick %0.67, Epic x1.50, Marathon %3.00 ()

example: Stable on Epic will cost 90 hammers instead of 60

** Assumes Duel and Tiny Map Sizes. Factors for other conditions are: Small x1.25, Standard x1.50, Large x1.75, Huge x2.00
example: Confucian Academy requires 3 Confucian Temples on Standard instead of 2

-50% maintenance
can turn 1 Citizen into Spy

~Building Hammers® Prerequisites Effects :
~ Stable 60 Horseback Riding f "
Lo obsolete with Advanced Flight F2RPfornew Hountec Units
jj Stele 30 Mysticism +1 culture, +25% culture
tali' Ethiopian unique (Monument)  obsolete with Astronomy +1 happy with Charismatic trait
i > StockExchange 200 Banking
: 3 0 H
¢ WIEET English unique (Bank) +65%gold
458 Supermarket 150 Refrigeration +1food
Grocer +1 health from Cow, Deer, Pig, Sheep
% Taoist Monastery 60 Meditation, Taoism
H % s :
= obsolete with ScentificMethod 100 SANC®: +2 clture
w Taoist Pagoda 300 Music, Taoism +50% culture, +1 happy with Incense
: < . . o +2 happy with Taoism as a State Religion
i - %o with Copper Taoist Temple (2) can turn 2 Citizens into Priest H
| 30 :
P K Taoist Temple 80 Priesthood +1 culture, +1 happy
r Taoism cantumn 1 Citizen into Priest
E Terrace 60 Pottery +1 health from Corn, Rice, Wheat
: ) +2 culture
& Incan unique (Granary) doubles city growth rate
‘&7 - Theatre 50 Drama +3 culture, +1 happy from Dye
+1 happy per 10% culture rate
can turn 2 Citizens into Artist
ﬁ Totem Pole 30 Mysticism +1 ;ulture o
- Native American unique . +1 happy with Charismatic trait
Z% (Monument) obsolete with Astronomy +3 XP for new Archery Units
A T,r_adin_g Pos_t 60 Sailing +1food on water tiles
'S ):I;I;’lr;g; Izgzz;ll%li?rhc;zos?;leziry Navigation | promotion for new Naval Units
- University 200 Education )
Library +25% science, +3 culture a
T Walls 50 Masomy +50% defense (except Gunpowder Units) Y
i 509 with Stone  obsolete with Rifling ~50% damage from bombard. (except Gunpowder Units)
Ziggurat 90 Priesthood +2 espionage

City Build
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Costin hammers® Prerequisities Effects

+8 commerce, +2 culture, +4 espionage, +1 happiness
makes host city the capital
reduces maintenance in nearby cities

Palace 160 4 cities™

Forbidden Palace 200 8 cities™ -+4 culture, +1 Great People Birth Rate (Great Spy)
Courthouse (4)" reduces maintenance in nearby cities

+6 culture, +1 Great People Birth Rate (Great Artist)
no unhappiness in this ity

Globe Theatre 300 Drama

Theatre (4)" can turn 3 Citizens into Artist
. Hermitage 300 Nationalism +100% culture
509% with Marble +1 Great People Birth Rate (Great Artist)
. Heroic Epic 200 Literature, Barracks +4 culture, +1 Great People Birth Rate (Great Artist)

50% with Marble one level 4 military unit +100% military unit production

+50% hammers with Iron, +50% hammers with Coal
| Ironworks 700 Steel . +1 Great People Birth Rate (Great Engineer)
Forge (4) -+2 unhealthiness, can tum 3 itizens into Engineer

Moai Statues 250 Sailing ++4 culture, +1 Great People Birth Rate (Great Prophet)
50% with Stone +1hammer on water tiles

Mt. Rushmore 500 Fascism +4 culture, +1 Great People Birth Rate (Great Artist)
509% with Stone —25% war weariness in all cities

. National Epic 250 Literature “+4 culture, +1 Great People Birth Rate (Great Artist)
. 50% with Marble Library +100% Great People Birth Rate

+3 culture, +1 Great People Birth Rate (Great Scientist)
removes access to Coal from the city, no unhealthiness
from population, 1free Specialist per Forest Preserve

8% National Park 300 Biology

. . : +100% science, +4 culture
Y Oxford Unlver5|fy 400 Edgcatl?n . +1 Great People Birth Rate (Great Scientist)
: o 50% with Stone ~ University (4) can turn 3 Citizens into Scientist

“ i\ Red Cross 600 Medicine +2 culture, +1 Great People Birth Rate (Great Scientist)

‘\E ‘ Hospital @ free Medic | promotion for all new units built in this city
WAL : : +100% gold
p Wall Street 600 (orporat!?n +1 Great People Birth Rate (Great Merchant)
m Bank (4) can tur 3 Citizens into Merchant

. ==

. West Point 800 Military Tradition +1Great People Birth Rate (Great Spy)

50%with Stone  one level 6 military unit +4XP forall new units

Assumes Normal Game Speed. See page 29 for more details.

** Assumes Duel and Tiny Map Sizes. See page 29 for more details.

H



Special Building Prerequisities Effects

Academy —

o
can only be built by Great Scientist +50% science, +4 culture

Military Academy Military Science

+3 culture
can only be built by Great General +50% military unit production
Scotland Yard - +100% espionage
can only be built by Great Spy increases a chance of Great Spy appearing

Project® Costin hammers*® Prerequisities  Effects

Apollo Program 1600 Rocketry

) ) ) allows Space Ship Parts production
Team Project 509 with Aluminum

Space Ship Casing 1200 Composites

} ) ) ) 1-5 required for Space Race Victory
Team Project 50% with Aluminum ~ Apollo Program

Space Ship Cockpit 1000 Fiber Optics

- 1 required for Space Race Victor
" Team Project 50% with Copper - Apollo Program ‘ P /

Space Ship Docking Bay 2000 Satellites

. . ) 1 required for Space Race Victory
Team Project 50% with Aluminum ~ Apollo Program

Space Ship Engine 1600 Fusion

1-2 required for Space Race Victor
 Team Project Apollo Program ¢ P /

Space Ship Life Support 1000 Ecology

) ) 1 required for Space Race Victory
Team Project 50% with Copper - Apollo Program

Space Ship Stasis Chamber 1200 Genetics

1 required for Space Race Victor
Team Project Apollo Program ‘ P y

Space Ship Thrusters 1200 Superconductors ) i
1-5 required for Space Race Victory

Team Project 50% with Aluminum ~ Apollo Program
Internet 2000 Computers grants all technologies possessed by any 2 or more
World Project 509 with Copper known civilizations
Manhattan Project 1500 Fission enables Nuclear Attacks (for all players)
- World Project 50% with Uranium enables Bomb Shelters (for all players)
SDI 1500 Laser +75% chance of intercepting

Team Project 50% with Aluminum  Manhattan Project  ICBM and Tactical Nuke

* With the exception of SDI, all Team Projects require that Space Race victories be enabled.
** Assumes Normal Game Speed. See page 29 for more details.
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Cost in hammers®

Angkor Wat 500

50% with Stone
+8 culture

Prerequisities

Philosophy

obsolete with Computers

Effects

+2 Great People Birth Rate (Great Prophet)
+1 hammer from Priest in all cities
can turn 3 Citizens into Priest

Apostolic Palace 400

+4 culture

Theology
State Religion in city
obsolete with Mass Media

+2 Great People Birth Rate (Great Prophet)
triggers Apostolic Palace Global Elections
guarantees eligibility for Diplomatic Votes
requires Diplomatic Victory enabled, 3+ teams

Broadway 800 Elecmdty +2 Great People Birth Rate (Great Artist)
+50% culture, +1 happy
provides 5 Hit Musicals
Chichen Itza 500 Code of Laws i
% with S bsolete with Rifl +2 Great People Birth Rate (Great Prophet)
50% with Stone - obsolete with Rifling +25% defense in all cities
+6 culture
Colossus 250 Bronze Working i
50% with Copper F +2 Great People Birth Rate (Great Merchant)
orge +1 commerce on water tiles in all cities

can only be built in coastal city
+6 culture

obsolete with Astronomy

Cristo Redentor 1000

Radio

+2 Great People Birth Rate (Great Engineer)
1 turn Anarchy between Civic or Religion changes

+5 culture double production speed for Spiritual leaders
Eiffel Tower 1250 Radio i

% with Forae +2 Great People Birth Rate (Great Merchant)

50% with lron 9 free Broadcast Tower in all cities
+6 culture
Great Library 350 Literature i o
) . +2 Great People Birth Rate (Great Scientist)
50% with Marble - Library 2free Scienticts

+8 culture obsolete with Scientific Method
Great Lighthouse 200 Sailing, Masonry

can only be built in coastal city
+6 culture

Lighthouse

obsolete with Corporation

+2 Great People Birth Rate (Great Merchant)
+2 Trade Routes in all coastal cities

+2 Great People Birth Rate (Great Spy)

Great Wall 150 Masonry i i
6 with St prevents Barbarians from entering borders
| 50% with Stone +100% Great General Emergence inside
+2 culture cultural borders
Hagia Sophia 500 Theology

+2 Great People Birth Rate (Great Engineer)

509 with Marble - obsolete with Steam Power Workers build improvements 50% faster
+8 culture
Hanging Gardens 300 Mathematics +2 Great People Birth Rate (Great Engineer)
50% with Stone  Aqueduct +1health in all cties

+6 culture

+1 population in all cities




Costin hammers® Prerequisities Effects
Hollywood 1000 Mass Media +2 Great People Birth Rate (Great Artist)
+50% culture, +1 happy
provides 5 Hit Movies
Kremlin 800 Communism +2 Great People Birth Rate (Great Spy)
509 with Stone  obsolete with Fiber Optics ~ —33% hurry production cost
can turn 2 Citizens into Spy
Mausoleum (alendar +2 Great People Birth Rate (Great At
reat People Birth Rate (Great Artis
of Maussollos 450 +50% Golden Age length
+10 culture 50% with Marble
Notre Dame 550 Engineering ) )
% with St +2 Great People Birth Rate (Great Artist)
50% with Stone +2 happy in all cities on the same continent
+10 culture
Oracle 150 Priesthood ]
o5 with Marbi +2 Great People Birth Rate (Great Prophet)
50% with Marble 1 free technology
+8 culture
Parthenon 400 Polytheism i )
o5 with Marble Aesthetics +2 Great People Birth Rate (Great Artist)
30% with Marble +509% Great People Birth Rate in all cities
+10 culture obsolete with Scientific Method
Pentagon 1250 Assembly Line i
+2 Great People Birth Rate (Great Spy)
+2 XP for all new units in all cities
Pyramids 500 Masonry i ,
% with St +2 Great People Birth Rate (Great Engineer)
50% with Stone enables all Government Civics
+6 culture
Rock ‘n’ Roll 800 Radio +2 Great People Birth Rate (Great Artist)
+50% culture
+1happy
provides 5 Hit Singles
Shwedagon Paya 450 Meditation !
oswith Gold Aesthetics +2 Great People Birth Rate (Great Prophet)
50% with Go enables all Religion Civics
+8 culture
Sistine Chapel 600 Music +2 Great People Birth Rate (Great Artist)
50% with Marble +2 culture per Specialist in all cities
+10 culture +5 culture from all State Religion buildings

Space Elevator 2000

509 with Aluminum

Satellites, Robotics

econo-print edition

+2 Great People Birth Rate (Great Scientist)
+50% spaceship production in all cities
requires Space Race Victory enabled

REFERENCE SHEET
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Cost in hammers®

Spiral Minaret 550

Prerequisities

Divine Right

+2 Great People Birth Rate (Great Prophet)

50% with Stone obsolete with Computers +2 gold from all State Religion buildings
+8 culture
Statue of Liberty 1500 Democracy )
% with G Forge +2 Great People Birth Rate (Great Merchant)
50% with Copper 9 1 free Specialist in all cities on continent
+6 culture
Statue of Zeus 300 Aesthetics ) ,
% with Monument (2)°* +2 Great People Birth Rate (Great Artist)
50% with lvory enemies suffer +100% war weariness
+10 culture
Stonehenge 120 Mysticism +2 Great People Birth Rate (Great Prophet)

of Sankore 550
+8 culture ~ 50% with Stone

obsolete with Computers

50% with Stone  obsolete with Astronomy ~ free Monumentin all cities
+8 culture centers World Map
Taj Mahal 700 Nationalism ) ,
o5 with Marb +2 Great People Birth Rate (Great Artist)
50% with Marble starts Golden Age
+10 culture
_ Temple of Artemis 350 Polytheism ++2 Great People Birth Rate (Great Merchant)
50% with Marble - obsolete with Scientific Method 1 free Priest
~ +8 culture Trade Route yields doubled in host city
Three GorgesDam  Plastics ) )
1750 +2 Great People Birth Rate (Great Engineer)
provides Power for all cities on continent
can only be built in river city
University Paper

+2 Great People Birth Rate (Great Scientist)
+2 beakers from all State Religion buildings

United Nations 1000

Mass Media

+2 Great People Birth Rate (Great Merchant)
triggers United Nations Global Elections
guarantees eligibility for Diplomatic Votes
requires Diplomatic Victory enabled, 3+ teams

Versailles 800

509 with Marble
+10 culture

Divine Right

+2 Great People Birth Rate (Great Merchant)
reduces maintenance in nearby cities

i " Assumes costs given apply only to a Normal Game Speed. See page 29 for more details.
** Assumes Duel and Tiny Map Sizes. See page 29 for more details.
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Religion

Buddhism
« founded by first to discover Meditation

Mahabodhi

Christianity
« founded by first to discover Theology
« 1free Christian Missionary

Church of the Nativity

Confucianism
« founded by first to discover Code of Laws
« 1free Confucian Missionary

Kong Miao

Hinduism
« founded by first to discover Polytheism

B Kashi Vishwanath
|

Islam
- founded by first to discover Divine Right
« 1free Islamic Missionary

ﬂ Masjid al-Haram

Judaism g . Temple of Solomon
- founded by first to discover Monotheism !i
Taoism Dai Miao

« founded by first to discover Philosophy
« 1free Taoist Missionary

Corporation”

Aluminum Co
can only be built by Great Scientist
requires: Corporation, Rocketry

Requirements and Production

consumes Coal
generates Aluminum
all cities: +3 beakers per resource consumed

All Shrines can only be
built by Great Prophets,
and only in the
respective Holy City.

All Religion Shrines:
+4 culture

+1 Great People Birth
Rate (Great Prophet)
+1 gold per city

with its Religion
spread its Religion
can turn 3 Citizen into
Priest

Competes with

Mining Inc

Cereal Mills
can only be built by Great Merchant

consumes: Wheat, Corn, Rice

Sid’s Sushi Co

) ’ L all cities: +0.75 food per resource consumed Standard Ethanol
requires: Corporation, Refrigeration
Civilized Jewelers Inc consumes: Gold, Silver, Gems
can only be built by Great Artist all cities: +1 gold and +4 culture Mining Inc
requires: Corporation, Mass Media per resource consumed
Creative Constructions consumes: lron, Copper, Marble, Stone, Aluminum
can only be built by Great Engineer all cities: +0.5 hammer and +3 culture Mining Inc
requires: Corporation, Combustion per resource consumed
Mining Inc . Creative Constructions

) ) consumes: Coal, Iron, Copper, Gold, Silver .

can only be built by Great Engineer Aluminum Co

requires: Corporation, Railroad

all cities: +1 hammer per resource consumed

Civilized Jewelers Inc

can only be built by Great Scientist
requires: Corporation, Plastics

generates Oil
all cities: +2 beakers per resource consumed

. Sid’s Sushi Co consumes: Crab, Clam, Fish, Rice Cereal Mils
can only be built by Great Merchant all cities: +0.5 food and +2 culture
. . o Standard Ethanol
requires: Corporation, Medicine per resource consumed
Standard Ethanol consumes: Corn, Sugar, Rice )
Cereal Mills

Sid's Sushi Co

Each Corporation HQ generates +2 culture, +1 Great People Birth Rate, and +4 gold per corporate branch office.
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~Unit Hammers® Str/Movement Prereq. Special abilities

2 s

: Rirship 4/TMp/8R Physics can see Submarines
Air Unit 80  +100% vs. Naval

P Alumco Exec. 0/2mp — can expand Aluminum Co
National Unit 100

| Anti-Tank 14/1wp Artillery starts with Ambush
Gunpowder Unit 120 +50% vs. Armored

1first strike

: Archer

Q che 3/1mp Archery +50% city defense
< Archery Unit 25 +25% hills defense

doesn't receive defensive bonuses
Artillery 18/1mp rillry max. 85% damage to enemy, causes collateral damage
Sieqe Wi 1 +50%vs. Si immune to collateral damage from Siege Weapons
1ege eapon 50 %vs. Siege can bombard city defenses (—16% per turn)

, Rocketry, Radio, 1 €argo space (Scouts, Explorers, Missionaries, Spies, GP)
Attack Submarine 30/7Mp W invisible for most units, can see Submarines H

l‘i

s;!un

can bombard city defenses (~12% per turn)

Combustion ) .
i ' Naval Unit 180 +50%vs. Sub . can move through impassable terrain
avartn! OV8- 2005 Yranium can explore rival teritory, 50% withdraw chance
i N = Axeman 5/TMp BronzeWorking
AT Melee Unit 35 +50%yvs. Melee ~ Copperorlron
Ballista Flephant 8/1mp Constructlo'n,' doesn't receive defensive bonuses
E Mounted Unit 60 0 Horsebadk Riding targets Mounted Units first in combat outside cities
" Khmer (War Elephant) +50%vs. Mounted Ivory g
- Battleship 40/6mp Industrialism  causes collateral damage
" Naval Unit 225 Oilor Uranium  can bombard city defenses (—20% per turn)
. . Berserker 8/1mp Gl SeIVIce, +10% city attack
El  Helee L 70 9 Machinery starts with Amphibious
Vlklng (Maceman) +50%vs. Melee Copper or Iron P
: SSCQ Bomber 16/T0P/8R Radioight 0% ‘t‘:”a‘;l’a::f'r“avgfn ;
- Air Unit 140 -50%vs. Water Ol canestioy T MPrvemerTs
: R ' can bombard city defenses (—16% per turn)
Bowman 3/1mp 1first strike
P Archery Unit 25 . Archery +50% city defense
Babylonian (Archer) +50%vs. Melee +25% hills defense
u Buddhist Missionary . :3:3::1“ 3 allowed"”
National Unit 40 Monastery can spread Buddhism
i =g Camel Archer ' immune to first strikes
- 1q Mounted U 90 10/2mp Guilds, Archery,  doesn't receive defensive bonuses
ounted Unit Horseback Riding ~ can withdraw from combat (15% chance)
Arabian (Knight) flank attack against Catapult and Trebuchet
doesn't receive defensive bonuses
Cannon 12/1mp Steel max. 80% damage to enemy, causes collateral damage
: Siege Weapon 100 Iron immune to collateral damage from Siege Weapons £




=
3.
~*

ﬁ

Hammers® Str./Movement

Prereq.

Special abilities

1 cargo space (Scouts, Explorers, Missionaries, Spies,

ravel
Carave 3/3Mmp Optics Great People)
Naval Unit 60 can explore rival territory
Carrack
) 2 cargo spaces
Naval Unit 60 3/3Mp  Optic cargospaces
Portugese (Caravel) can explore rival territory
Carrier Industrialism )
Naval Unit 175 16/5mp Oilor Uranium 3 €490 spaces (Fighters)
Cataphract Guilds, Archery, L i
) " doesn't receive defensive bonuses
Mounted Unit 90  12/2Mp  HorsebackRiding )
) . flank attack against Catapult and Trebuchet
Byzantine (Knight) Horse and Iron
Catap It doesn't receive defensive bonuses :
u . max. 75% damage to enemy, causes collateral damage :
50 /1w Construction immune to collateral damage from Siege Weapons
Siege Weapon -
can bombard city defenses (—8% per turn)
Cavalr 15/2 mp ¥iﬂ(i1',‘91 Military  doesn't receive defensive bonuses
y . 0 +50% attack Hrgrs:etll)glc]k Riding €21 Withdraw from combat (30% chance)
Mounted Unit vs. Cannon Horse flank attack against Cannon
Cereal Mills Exec.
National Unit 100 0/2mp — can expand Cereal Mills
ational Uni
Chariot ::)g tyz M " Wheel doesn't receive defensive bonuses
" Mounted Unit 30 +vs Axoeer]r:?nc Horse can withdraw from combat (10% chance)
Cho-Ko-Nu 6/1Mp Machinery, 2 first strikes
Archery Unit 60 0 Archery causes collateral damage
Chinese (Crossbowman) +50%s. Melee Iron 9
: Christian Missionary E::i;::”y 3allowed"”
} National Unit 40 Monastery can spread Christianity
Civ Jewels Exec.
National Unit 100 0/2mp — can expand Civilized Jewelers Inc
ational Uni
. Confucian Missionary Confucianistm 3 e
0/2mp Confucian o
5 Natlonal Unit 40 Monastery can spread Confucianism
Conquistador 12/2 Gunpowder,  jmmune to first strikes
MP il iti
Mounted Unit 100 500// el m;“rggbwalfg:gﬁ\g can withdraw from combat (15% chance)
+50% vs. Melee

" Spanish (Cuirassier)

Horse and Iron

flank attack against Cannon

15/2mp
+50%att. vs. Cannon
+50% vs. Mounted

Cossack
Mounted Unit
Russian (Cavalry)

120

Rifling, Military
Tradition,
Horseback Riding
Horse

doesn't receive defensive bonuses
can withdraw from combat (30% chance)
flank attack against Cannon

CreateCon Exec.
National Unit

100 0/2mp

can expand Creative Constructions

!

FERENCE SHEET

econo-print edition

Units

39



syuq

N
=)

Hammers® Str/Movement Prereq. Special abilities
' Crosshowman 6/1mp  Machinery, ,
Archery 1first strike
-~ Archery Unit 60  +50%vs. Melee |0
. . Gunpowder, immune to first strikes
Culrassmr 12/2mp Military Tradition, - doesn't receive defensive bonuses
Mounted Unit 100 Horseback Riding  can withdraw from combat (15% chance)
Horseand Iron  flank attack against Cannon
Submarines
Destroyer i cansee
y 30/8Mp (c)?ln;:’lljjsrgmm can intercept aircraft (30% chance)
Naval Unit 200 can bombard city defenses (—16% per turn)
' Dog Soldier 4/1
MP
| Melee Unit 35 . Bronze Working —
Native American (Axeman) +100% vs. Melee
East Indiaman 4 cargo spaces
Naval Unit 80 6/4Mp Astronomy can explore rival territory
Dutch (Galleon) bombardment ignores Walls and Castles
Explorer better results from Tribal Villages
can only defend
Recon Unit 40 4/2mp Compass ignores terrain movement costs
starts with Guerilla | and Woodsman |
r?jst V{INor:(er 60 0/3Mp . can build tile improvements
ndian (Worker) ) +25% production speed for Expansive Leaders
with food
. . can intercept aircraft (100% chance)
Fighter 12/1wp/6R Flight can destroy tile improvements
Air Unit 100 0il can bombard city defenses (~8% per turn)
no XP for shooting down units that cannot defend
Frigate 8/ 4P g:r':;tg’ can bombard city defenses (~8% per turn)
Naval Unit 90 Iron y bombardment ignores Walls and Castles
Galleon
4/4mp Astronom 3 cargo spaces
Naval Unit 80 y s
Galley 2 cargo spaces
i
Naval Unit 50 2/2wp Sailing cannot enter Ocean
Ga"": Warrior IronWorking ~ +109% city attack
| Melee Unit 40 6/1Mmp i i
Copperorlron  starts with Guerilla |
Celtic (Swordsman)
can start a Golden Age, can discover a Technology
= Great Artist 0/2Mp o can create a Great Work (+4000 culture)"**
Great Person can join city as Great Artist
can construct Civilized Jewelers Inc
. can start a Golden Age, can discover a Technology
Great Engineer 0/ — can hurry production
Great Person can join city as Great Engineer
can construct Creative Constructions and Mining Inc
can provide 20 XP to units in the same tile
 Great General 0/2mp o can attach to unit and allows free upgrades

Great Person

can join city as Great Military Instructor
can construct Military Academy
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Hammers® Str./Movement

Prereq.

Special abilities
can start a Golden Age, can discover a Technology

Great Merchant 0/2Mp . can conduct a trade mission, can explore rival teritory
Great Person can join city as Great Merchant
can construct Cereal Mills and Sid’s Sushi Co
can start a Golden Age, can discover a Technology
t!‘»' Great Prophet 0/2Mp . can join city as Great Prophet, can construct Church
Great Person of the Nativity, Dai Miao, Kashi Vishwanath, Kong Miao,
Mahabodhi, Masjid al-Haram, Temple of Solomon
.. can start a Golden Age, can discover a Technology
Great Scientist 0/ 2w — can join city as Great Scientist
Great Person can construct Academy, Aluminum Co and Standard
Ethanol
can start a Golden Age, invisible to all units
Great Spy 0/2Mp o can infiltrate another player’s city (+3000 espionage)™**
Great Person can join city as Great Spy
can construct Scotland Yard
Grenadier 12/1 e S
) 100 +50%attack ~ Military Science —
Gunpowder Unit vs. Rifleman
Guided Missile can evade interception (100% chance)
o 40/TMP/4R Rocketry, Radio  can destroy tile improvements
Missile 60 can bombard city defenses (~16% per turn)
. _ cannot capture enemy cities or units, doesn't receive
- Gunship 24/4MP Advanced Flight ~defensive bonuses, ignores terrain movement costs
: . %vs. A 0il can withdraw from combat (25% chance)
Helicopter Unit 160" --50% v, Amored flank attack against Artillery and Mobile Artillery
Hindu Missionary 0/2p Hinduism 3 allowed™
National Unit 40 Hindu Monastery ~ can spread Hinduism
HOIkan_ 4/1mp Bronze Working, . )
Melee Unit . 4 Hunting immune to first strikes
Maya (Spearman) +50% vs. Mounte
2 MP Horseback immune to first strikes
Horse Archer 5; // v Riding. Archer doesn't receive defensive bonuses
Mounted Unit 5o HOwatackys. 9 Y can withdraw from combat (20% chance)
(atapult, Trebuchet Horse flank attack against Catapult and Trebuchet
Hwacha doesn't receive defensive bonuses
Siege W 5/1wmp Construction max. 75% damage to enemy, causes collateral damage
lege Weapon +50% vs. Melee immune to collateral damage from Siege Weapons
Korean (Catapult) ) can bombard city defenses (—8% per turn)
ICBM Fission, Rocketry
globalrange  Uranium can nuke enemy lands
Nuclear Missil 500
uclear fissiie Manhattan Proj.
Immortal 4/2mpP
) Wheel )
Mounted Unit 30 +100%att.vs. Axeman Horse can withdraw from combat (10% chance)
Persian (Chariot) +50% vs. Archery
Impi )
4/2mp
Melee Unit / Hunting starts with Mobility

Zulu (Spearman) +50% vs. Mounted

Copper or Iron

20/1mp
140 +25%vs. Gunpowder

~ Infantry
Gunpowder Unit

Assembly Line,
Rifling

i
gl
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Hammers® Str/Movement Prereq. Special abilities
Ironclad 12/2w 2:::Im POWEL,  annotenter Ocean
. i —129

Naval Unit 100 ronandCoal @M bombard city defenses (—12% per turn)
Islamic Missionary flam 3allowed"™

i i 0/2mp lslamic can spread Islam
National Unit 40 Monastery p
Jaguar )

. +10% city attack
Melee Unit 35 5/1mp Iron Working odly
starts with Woodsman |

Aztec (Swordsman)
Janissary 9/1mp
Gunpowder Unit 80 +25%vs. Archery, Gunpowder —

Ottoman (Musketman)

Mounted, Melee

Jet Fighter

Advanced Flight

can intercept aircraft (100% chance)
can destroy tile improvements

Air Unit 150 24/Tmp/10R AIumi.num can bombard city defenses (—12% per turn)
and 0il no XP for shooting down units that cannot defend
Jewish Missionary Judasm 3allowed™
0/2Mp  lewish )
National Unit 40 Monastery can spread Judaism
Keshik 6/2MP Horseback ;iofesr:’t:g;eiye defentsive bonuses ot
. irst strike, ignores terrain movement costs
Mounted Unit 50 +50%attackvs.  Riding, Archery can withdraw from combat (20% chance)
Mongolian (Horse Archer)  Catapult, Trebuchet Horse flank attack against Catapult and Trebuchet
Knight Guilds, Archery,  immune to first strikes
10/2mp Horseback Riding  doesn't receive defensive bonuses
Mounted Unit %0 Horseand Iron  flank attack against Catapult and Trebuchet
Landsknecht 6/TMP e
ngineering
Melee Unit 60 +100%vs. Mounted Iron
Holy Roman (Pikeman) +100% vs. Melee
1first strike
Longbowman i
J ) 50 6/1Mp x:::rhsm +25% city defense
Archery Unit y +25% hills defense
* Maceman g/1wp  CilSenice
. Machinery —
Melee Unit 70 +50%vs. Melee Copper or lron
Machine Gun 18/1Mp , can only defend
Railroad 1first strike
Gunpowder Unit 125 +50%vs. Gunpovider immune to collateral damage from Siege Weapons
Marine 24/ 7w Industrialism, ) L
160 +509% attack vs. Rifling starts with Amphibious
Gunpovider Unit Machine Gun, Artillery
Mech. Infantr
y 32/2Mp Robotics, Rifling ~ starts with March
Gunpowder Unit 200
Mining Inc Exec.
9 0/2mp — can expand Mining Inc
National Unit 100
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Hammers® Str/Movement Prereq.

Special abilities

4 cargo spaces (Missiles)

 Missile Cruiser Robotics
40/7 mp Oilor Uranium ~ €2USeS collateral damage
| Naval Uni 260 can bombard city defenses (~20% per turn)
doesn't receive defensive bonuses
Mobile Artillery 26/2MP  Laser, Artillery  max. 85% damage to enemy, causes collateral damage
" Siege Weapon 200 +50%vs. Siege il immune to collateral damage from Siege Weapons

can bombard city defenses (—16% per turn)

Mobile SAM 22/2MP/ 1R

Laser

can intercept aircraft (50% chance)

~ Gunpowder Unit 220 +50%vs. Helicopter Ol
Computers, i

Modern Armor Composites ! ﬁrSt’Stnke. .

) 40/2MP  jiminum doesn't receive defensive bonuses
Armored Unit 240 and Oil starts with Blitz
- Musketeer
~ Gunpowder Unit 80 9/2mp Gunpowder ~ —
French (Musketman)
Musketman

9/1Mmp Gunpowder  —
* Gunpowder Unit 80
Navy SEAL 24/ wp Industrialism, 12 first strikes
~ GunpowderUnit 160 +50%attackvs. .. . -
) . Rifling starts with Amphibious and March
America (Marine) Machine Gun, Artillery
Numidian Cavalry 5/2MpP Horseback immune to first strikes, doesn't r%ceive defensive bonuses
o 50, SO ang oy SIS st kv
atapult, Trebuchet ' ank attack against Catapult and Trebuche
Carthaginian (Horse Archer)  +50%vs. Melee  Horse starts with Flanking |
Oromo Warrior 1first strike
Gunpowder Unit 80 9/1mp Gunpowder immune to first strikes
Ethiopian (Musketman) starts with Drill | and Drill Il
| jali

Panzer ) 28/ 2 mp n'dystrla B doesn't receive defensive bonuses
Armored Unit 180 Rifling

+50% vs. Armored 0i

German (Tank)

starts with Blitz

Paratrooper 24/ 1M Fascism, Rifling, can perform paradrops (5 range)
Gunpowder Unit 160 Flight can evade interception (25% chance)
Phalan,x 5/ TMp Bronze Working
Melee Unit 35 +509%vs. Melee G —
~ CopperorIron
Greek (Axeman) +100% def. vs. Chariot
Pikeman 6/1Mmp Engineering
_ Melee Unit 60 -+100%vs. Mounted Iron
Praetorian o Working
. Melee Unit 45 8/1mp ron
Roman (Swordsman)
: ) hidden nationality
Privateer h
Naval Unit 80 6/4Mp /C\steri:r:i)tg)’( can attack / blockade without declaring war
aval Uni

starts with Sentry
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~Unit Hammers® Str./Movement Prereq.

£ . Quechua 2/1mp
Melee Unit 15 . o
| Incan (Warrior) +100% vs. Archery

Special abilities

+25% city defense
starts with Combat |

% Redcoat 14/1mp
Gunpowder Unit 110 +25% vs. Mounted Rifling
\"“ English (Rifleman) +25%Vs. Gunpowder

Rifleman 14/1wp Rifing
Gunpowder Unit 110 +25% vs. Mounted

o

SAM Infantry 18/1Mp/1R Rocketry can intercept aircraft (40% chance)

“ GunpowderUnit 150 +75%vs. Helicopter

v Samurai 8/1mp Civil S.erVIce, 2 first strikes

Melee Unit 70 ; I Machinery tarts with Dril

Japanese (Maceman) +50%vs. Melee Iron

P ¢ Scout 1/2mp Hunting better results from Tribal Villages

Recon Unit 15 +100% vs. Animals can only defend

Settler can found a new city

100 0/2wmp — +50% production speed for Imperialistic Leaders
| with food (hammers only)

 Ship of the Line 8/3mp asi:irg:on;zi’en(e can bombard city defenses (~12% per turn)
| Naval Unit 120 +50% vs. Frigate Iron y bombardment ignores Walls and Castles
E Sid's Sushi Exec, 0/2mp  — can expand Sid's Sushi Co

: National Unit 100

Skirmisher 1-2 first trikes

5 Archery Unit 25 4/TMp  Archery 509% city defense

Malinese (Archer) 25% hills defense

 Spearman 4/TMP Hunting _

Melee Unit 35 -++100%vs. Mounted Copperorlron

sp invisible to all units, can explore rival territory
P £ Py 0/1mp Alphabet helps thwart rival spies

40 starts with Commando

: Std Ethanol Exec. 0/2mp — can expand Standard Ethanol

i Q National Unit 100

Stealth Bomber  20/1mp/12up 22/t Robotics

can evade interception (50% chance)
causes collateral damage

can destroy tile improvements

can bombard city defenses (—20% per turn)

= Aluminum
= & Air Unit 200 -50%vs.Naval 54 0
H_. "‘ Stealth Destroyer 30/gyp  Stelth Robotics

Naval Unit 250 0il or Uranium
w

N
o

invisible to most units

can see stealth ships

can intercept aircraft (50% chance)

can bombard city defenses (~16% per turn)




~Unit Hammers® Str/Movement Prereq.

Submarine Radio
g Naval Unit 150 2476 Oilor Uranium

Special abilities

3 cargo spaces (Missiles), can explore rival territory
invisible to most units, can see submarines

can move through impassable terrain

can withdraw from combat (50% chance)

i Swordsman i

: 6/1Mp tonWorking 1905 city attack

Melee Unit 40 Iron

: Tactical Nuke Flsspn, Rodketry can nuke enemy lands

l issi 250 0/Tmp /4R Uranium can evade interception (50% chance)
Missile Manhattan Proj. p

7 . Tank 28/2Wp Lr::?:trlallsm, doesn't receive defensive bonuses

H Armored Unit 180 oil ¢ starts with Blitz

Taoist Missionary 0/2up M 3allowed™

r National Unit 40 Taoist Monastery ~ can spread Taoism

1 Transport 16/5mp e
Naval Unit 125 Oil or Uranium

4 cargo spaces

doesn't receive defensive bonuses

Trebuchet 4/1mp Engineering max. 75% damage to enemy, causes collateral damage
Siege W 80 +100% city attack immune to collateral damage from Siege Weapons
1ege teapon odtyattac can bombard city defenses (—16% per turn)
Trireme 2/2MP  Metal Casting,
" cannot enter Ocean
Naval Unit 50  +50%vs. Galley Sailing
4 Vulture 6/1wmp Bronze Working
Melee Unit 3% 0 | Copper or Iron -
Sumerian (Axeman) +25%vs. Melee
War Chariot 5/2mp Wheel immune to first strikes
Mounted Unit 30 +100% attack Horse doesn't receive defensive bonuses
¥ Egyptian (Chariot) vs. Axeman can withdraw from combat (10% chance)
Construction

War Elephant 8/1mp !

P / Horseback Riding ~ doesn't receive defensive bonuses
Mounted Unit 60 +50%vs. Mounted |

Warrior

Melee Unit 15 2/ o

+25% city defense

cannot enter neutral Ocean tiles until Astronomy

MP movement points R operational range

Work Boat
0/2mp Fishing can create Fishing Boats, Whaling Boats and Offshore
30 Platform
Worker can build tile improvements
60 0/2mp — ++25% production speed for Expansive Leaders
with food (hammers only)

* Assumes Normal Game Speed. Factors for other conditions are: Quick x0.67, Epic x1.50, Marathon x3.00 ()

example: Longbowman on Epic will cost 75 hammers instead of 50

“" number depends on mapsize " bonus depends on map size and game length
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Melee Units Iron Working k|
Iron (90)
Swordsman
Iron Working
Iron

Jagar'

Praetorian® GaII|cWarr|or

Iron Working
D EEEEEE——

Iron Working
Copper or Iron

zmn

Maceman Berserker® :

165
| Civil Service,
. Bronze Working _ ¢ ! Machinery
' Copper or Iron
Dog Soldier®
Bronze p i - .
Quechua orkln % m @ Civil Service, Machinery
: Iron
Copper 4 )
orlron  Axeman Phalanx® Vulture®

Hunting
(opper orlron

e B, W

Spearman  Impi® Engineering Pikeman
Hunting,

@

Samurai®

@

Warrior Bronze Working :
e
Holkan® Landsknecht®
(29
Archery Units Military o
g Science Rifling
Archery @_ Military
3 Machlnery, Saence
H Archer Archery Cho-Ko- Nu
- Iron Grenadler
M % - W Rifling
Skirmisher® Crosshowman
) Feudalism,
Archery | N Archery Rifling
o, [l Ty
Bowman® Longbowman
unique unit

leleman Redcoat




@ Helicopter Units Mounted Units @
Horseback .
o W e
! Ah y k
= | Horseback 120 e, A

Wheel - Chariot War Chariot® | Riding__ ~ Numidian Cavalry® Horse, Iron ™ ynight Cataphract®

Horse. je Horse ﬁ @ Horseback Riding, (& A
& ; Guilds, Archery
)
Immortal® Horse Archer Keshik® Camel Archer®
Military Tradition,
Advanced Horseback Riding, Military Tradition,
Horseback Riding,

Gunpowder
Horse, Iron

Ilght. Rifling
& 0il Horse D CU|ra55|er
Cossack’ (avalry

Gunshlp

Advanced Flight
ol <}Conqmstador
i | 1
Construction, Horseback Riding ﬁ ‘
Ivory = War  Ballista

Elephant Elephant®

Siege Weapons ﬂ
Construction "ﬁ )
- 5 o= ) J teel Art|IIery,

Iron Artiller i Laser
Catapult Hwacha ﬂ-.—l -.—>
P 0il

L teel Cannon Artillery Mobile
Engineering Iron Artillery
Trebuchet
Recon Units
Hunting @ Compass m
Scout Explorer

Upgrade cost (gold). Assumes Normal Game Speed. Factors for other conditions are: Quick <0.67, Epic x1.50, Marathon x2.00.
: For calculating long-path upgrades just add all specified values.
Also, at the end of calculations you must add an additional upgrade cost which is 20 gold per unit (all Game Speeds).
Example 1: Upgrading 2 Warriors to 2 Spearmans on Epic cost 220 gold — 2 units X (20+(60x1.50)) = 2 units x 110 =220.
Example 2: Upgrading 3 Horse Archers to 3 Cuirassiers on Marathon cost 960 gold — 3 units X (20+((120+30)x2.00) = 960.

Units Upgrade Paths (Land units)
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W Gunpowder Units
2 S Ll
Gunpowder m w Gunpowder

Musketman Janissary®

Gunpowder m u{ Gunpowder
_— | —

Musketeer® Oromo
Warrior*

=
o, R
—_— X 4
s £ g
Anti-Tank Rifleman Redcoat’
) g
£
—
o =£
— &=
g =
2 2 H
= i
£
=
o«

Rifling, Robotics @w .Eocketry \@ . Lz(x\)s”er U

Infantry SAM Infantry Mobile SAM

% Rifling, Robotics OJ 0
o < 150
Mechanized Infantry !

Military

Science w Railroad m Rocketry

Grenadier Machine Gun

~ ;\4‘ Armored Units

Industrialism, Rifling - i % Composites, Computers ﬁ
il g ‘ ® Of, Aluminum

Tank  Panzer Modern
Armor

> {) <
o .y
‘l, .




°'3"5 . Naval Units

~— Combustion, Rocketry, Radio = .
LR =1
, 1 Combustion e

Caravel Carrack® 0il or Uranium AttackSubmarine%
Astronomy, — . H
%’_ (hemlstry Combustion R;:otmg, St?alth
& Oor @ il or Uranium
: Privateer U/2MIUM Robotics, :
‘ “ Astronomy, . @ Stealth -
¢ Sailing i @ Combustion g .0|IorUran|um ! H
‘ Iron = Oil or
Trireme Frigate Uranium  Destroyer Stealth
Destroyer
Astronomy, MllltarySqence Q’ Combustion
@—1. - £
Iron Oil or Uranium gl 2
Ship of the Line g2
£ s
Steam Power, Steel ﬁ D Combustion S
Iron, Coal Oil or Uranium
Ironclad . —
Industrialism % . Robotics d
0|IorUran|um ¢ Oil or Uranium
Battleship Missile Cruiser
. 3 q;- RS 7
Sailing Q . Astronomy 5 @ : Combustion s
Oil or Uranium "%
Galley Galleon East Indiaman* Transport

Physics \' . Flight &, Advanced Flight %\
- oil AIumlnum and Oil

Airship Fighter Jet Fighter
Fllght Radlo ﬁ Stealth, Robotics é
0|I and Uranium
Bomber Stealth Bomber

Units Upgrade Paths (Naval and Air Units)
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Warrior Quechua Pikeman Landsknecht ~ Worker Fast Worker

Native -3 "
American V/k/ng <
‘—> / 5 Malmese

Dog Soldier ! Berserker :
9 ; ‘ Sk|rm|sher
Maceman —2221€¢ o i
Q Greek m Archer Babylonian, i
Axeman Phalanx Samura|
h Bowman
7 v
Sumerian Aztec @ =
Vulture | Jaquar & _Cinese | ° :
g Crosshowman Cho-Ko-Nu

(elt/c -.‘
Zulu y g
Impi Swordsman GaII|cWarr|or @ Korean .

! —

Y & | . ‘ Catapult Hwacha
oman

Holkan Praetorian

Byzantine “
\ ’ AT
gt @ L

Mongolia \
War Chariot ﬁ > Keshik Knight _Aebion o

| “v
Charlot Persian | Horse Carthaglnmg i M
Archer w

Russian w

Immortal Numidian
Cavalry @
* Khmer ‘ ‘ x .
War Ballista ﬁ Spanish o YRET
Elephant Elephant  Cuirassier Conquistador i
German
French m
| Musketeer w @
m Fthiopian * English g Portuguese
Rifleman Redcoat ravel Carrack
' 5?-

Dutch ‘

Musketman Oromo Warrior @ Y
& ; - American ‘
‘—»0“"’"“" Marine Navy SEAL Fast

Janissary Indiaman
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Promotion Eligible Units Effects
Accuracy Siege Weapons +89% city bombard damage
requires: City Raider | or Barrage |
Ace

Air +25% evasion chance
requires: Combat Ill
Ambush Siege, Gunpowder, Air,

requires: Combat Il

Helicopter, Armored

+25% vs. Armored Units

requires: Barrage |

Amphibious Recon, Archery, Melee,  no combat penalty for attacking from sea
requires: Combat Il Mounted, Gunpowder  no combat penalty for crossing river
Barrage |

9 Siege, Armored, Naval  +20% collateral damage
Barrage ll +30% collateral damage

Siege, Armored, Naval

+10% vs. Melee Units

requires: Combat Ill, Military Science

Barrage Il Siege. Amored. Naval +50% collateral damage
requires: Barrage Il 9 ' +10% vs. Gunpowder Units
Blitz Mounted, Armored,

Helicopter, Naval

can attack multiple times per turn

Charge

requires: Combat |

Mounted, Melee,
Armored, Helicopter

+25% vs. Siege Weapons

City Garrison |

Archery, Gunpowder ~ +20% city defense

City Garrison Il

y Archery, Gunpowder  +25% city defense
requires: City Garrison |
City Garrison Ill 9% i

y Archery, Gunpowder +3Of city defense )
requires: City Garrison Il +10%vs. Melee Units
City Raider |

y Melee, Siege, Armored ~ +20% city attack
City Raider Il

y Melee, Siege, Armored ~ +25% city attack
requires: City Raider |
City Raider Ill % i

y Melee, Siege, Armored +3Of) ity attack )
requires: City Raider Il +10% vs. Gunpowder Units
Combat| all +10% strength
Combat I all +10% strength
requires: Combat |
Combat Il

all +10% strength

~
gl

requires: Combat Il
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Promotion Eligible Units Effects
Combat IV al +10% strength
requires: Combat 1l heals extra 10% damage per turn in neutral lands
CombatV al +10% strength
requires: Combat 1V heals extra 10% damage per turn in enemy lands
Combat VI
all +25% strength
requires: Combat V, Great General
Commando Recon, Archery, Melee,
Mounted, Gunpowder,  can use enemy Roads and Railroads
requires: Combat IV, Military Science Armored
ver
Cove Archery, Melee, +25% vs. Archery Units
requires: Combat  or Drill | Gunpowder
Drill | Archery, Siege,
Gunpowder, Armored,  +1 first strike chance
Helicopter, Naval
Drill I Archery Siege, Melee, gyt e
Gunpowder, Armored, .
requires: Drill | Helicopter, Naval suffers —20% collateral damage
Drill Nl éﬂﬁ?ﬁéﬁlﬁgﬂm&'ﬁﬁ’ +2fist srike chances
requires: Drill Il Helicopter, Naval  Suffers—20% collateral damage
Drill IV Archery, Siege, Melee,  +2 first strikes
) ) Gunpowder, Armored,  suffers —20% collateral damage
requires: Drill Il Helicopter, Naval +10% vs. Mounted Units
Flanking |
9 m;)l:l(r:)t:ttrAl:r:erIEd' +10% withdrawal chance
Flanking Il Mounted, Armored, immune to first strikes
requires: Flanking | Helicopter, Naval +20% withdrawal chance
Formation
Archery, Mounted, +25% vs. Mounted Units
requires: Combat Il or Drill I Melee, Gunpowder
Guerillal
Ezzopn(;vc;g:ery’ +20% hills defense
Guerilla ll Recon, Archery, Melee,  double movement in hills
requires: Guerilla | Gunpowder +30% hills defense
Guerilla 111 Archery, Melee, +25% hills attack
requires: Guerilla Il Gunpowder +50% withdrawal chance
Interception |
P Gunpowder, Air +10% interception chance
Interception Il
P Gunpowder, Air +20% interception chance
requires: Interception |
Leadershi
P all except Air gains +100% experience from combat

requires: Great General



Promotion Eligible Units Effects

March Recon, Archery, Melee,

: Mounted, Siege, can heal while moving

i requires: Combat lll or Medic | Gunpowder

Medicl Recon, Archery, Melee,

Mounted, Siege, heals units in the same tile extra 10% damage per turn
requires: Combat | Gunpowder, Naval

Medicll Recon, Archery, Melee,

G Mounted, Siege, heals units in adjacent tiles extra 10% damage per turn
requires: Medic | Gunpowder, Naval

Mediclll Recon, Archery, Melee, s units in the same tile extra 15% damage per turn
H Mounted, Siege,

requires: Medic Il, Great General Gunpowtier, Naval heals units in adjacent tiles extra 15% damage per turn
Mobilit

- y Mounted, Armored —1terrain movement cost

v requires: Flanking Il

{ = Morale _

: @9 ) all except Air +1 movement range

requires: Great General

Navigation |

: Naval +1 movement range

requires: Flanking |

Navigation Il

: Naval +1 movement range

“¢ requires: Flanking I, Navigation |

Pinch

H & Mounted, Gur.lpowder,. +25% vs. Gunpowder Units

requires: Combat [ or Drill |, Gunpowder -Armored, Helicopter, Air

Rangel

: 9 Air +1 operational range

s requires: Combat Il

Range Il . ‘

: Air +1 operational range

requires: Range |

Sentry Recon, Mounted, _—

: ) +1 visibility range

requires: Flanking | or Combat Ill Helicopter, Naval

i

: Shock

P :\f@ Archery,M ounted, +25% vs. Melee Units

requires: Combat | or Drill | Meleg, Siege

Tactics

: all except Air +30% withdrawal chance

requires: Great General

Woodsman |

: Recon, Melee, +20% jungle and forest defense
Gunpowder

Woodsmanl I Recon, Melee, double movement in jungle and forest
requires: Woodsman | Gunpowder +30% jungle and forest defense
w°odsman 111 +2 first strikes

: Melee, Gunpowder heals units in the same tile extra 15% damage per turn
< requires: Woodsman Il +50% jungle and forest attack
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Beakers** Prereq.Techs Can build Effects
Advanced Flight o ) )
Modern Era 5000 Satellites, Flight ~ Gunship, Jet Fighter obsoletes Stable
Aesthetics Witin Parthenon (W), Statue of Zeus (W),
Classical Era 300 g Shwedagon Paya (W)
Agriculture
Ancient Era 60 farm -
Alphabet i
' Witing Spy enables tec'hnology.tradlng
Classical Era 300 enables a city to build Research
Animal Husbandry  jynting
Ancient Era 100 or Agriculture Pasture reveals orse
Archery Archer, Skirmisher, Bowman, Longbowman”,
Andient Era 60 Hunting (rossbowman®, Cho-Ko-Nu®, Horse Archer®, —
Numidian Cavalry®, Keshik’, Camel Archer”
Artillery Physics, Steel, ) ) .
Industrial ra 4000 Rifing Anti-Tank, Artillery, Mobile Artillery —
Assembly Line ; Infantry*
Industrial Era 5000 g?ersr(:af’txér Factory, Assembly Plant, Coal Plant, -
Shale Plant, Pentagon (W)
Astronomy Galleon, East Indiaman, Privateer®, enables trade on Ocean
(alendar, Optics ~ Frigate”, Ship of the Line” obsoletes Monument,

" Renaissance Era 2000

Observatory, Salon

Stonehenge (W), Colossus (W)

Banking ] -
Medieval Era 700 Currency, Guilds ~ Bank, Stock Exchange enables Mercantilism
Biology Scientific Method, ) can build Farm without irrigation
Industrial Era 3600 Chemistry National Park (NW) +1food from Farm
Bronze Working Minin Axeman, Phalanx, Vulture, Dog Soldier, :::e;lllsogodovev: aForest
Ancientfra 120 "9 Holkan® PP
enables Slavery
Calendar Sailing, Plantation
Classical Era 350 Mathematics Mausoleum of Maussollos (W) centers World Map
Chemistry Engineering, e
' Renaissance Era 1800 Gunpowder Privateer®, Frigate +1hammer from Workshop
Civil Service Code of L?WS . . . Farms spread irrigation
. or Feudalism, Maceman®, Samurai®, Berserker
Medieval Era 800 ) enables Bureaucracy
Mathematics
Code of Laws Priesthood Courthouse, Sacrificial Altar, Rathaus, enables Faste system
) or Currency, ) first to discover founds
Classical Era 350 Chichen Itza (W) o
Writing Confucianism




~Tech Beakers®*

Prereq. Techs Can build

n Electricity
b Industrial Era

REFERENCE SHEET
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Combustion Railroad Well b Submarine® obsoletes Whal
.
i Industrial Era 3600 ailroa Tran.sport, estm)./er, Attac. u manne. obsoletes Whale
Public Transportation, Creative Constr. (C)
: Communisin Sdentific Method, Intelligence Agency, Kremlin (W) fetlsatbtl(;:j IS::r‘:lzrrlree;:;VITisaﬁ«r::tspy
Industrial Era 2800 Liberalism 9 gena. P
Hs enables State Property
4 ) Compass Iron Working, Explorer .
v (lassical Era 400 Sailing Harbor, Cothon
\ (omposies Satele, Plastcs Ao —
Modern Era 7500 ’ Space Ship Casing
Computers ‘ . Modern Armor® ob.solete.s Angkor Wat (W),
5‘“ Modern Era 6500 Plastics, Radio Internet (WP) Spiral Minaret (W),
u'ciQ University of Sankore (W)
_ Constitution Code of Laws
A Renaissance Era 2000 Nationalism, Jail, Mausoleum enables Representation
P . Construction Mathematics, War Elephant’, Ballsta Elephant’ crossing rivers no longer slows
H ~ (lassical Era 350  Masonr Catapult, Hwacha unit movement
S y Colosseum, Odeon, Ball Court, Garden
J Corporation Constitution +1Trade Route per i
: | 2 - per city
m RenaissanceEra 1600 Economy Wall Street (NW), all Corporations obsoletes Great Lighthouse (W)
?‘Si Currency Mathematis ) oA Trade Route per ity
: N ) Market, Forum, Grocer®, Apothecary’ enables gold trade via diplomacy
: At.* (lassical Era 400 or Alphabet ) .
IS ame L enables a city to build Wealth
: Democracy Printing Press, . . enables Universal Suffrage,
: L/ Renaissance Era 2800 Constitution Security Bureau, Statue of Liberty (W) Emancipation
_ Divine Right Theology, ) .. )
Medieval Era 1200 Monarchy Versailles (W), Spiral Minaret (W) first to discover founds Islam
] Drama Aesthetics Theatre, Pavlion, Hippodrome, can adjust culture rate
¥ Cassialfra 300 Globe Theatre (NW) )
« - Ecology Plastics or Fission, ~ Recycling Center, Space Ship
*.@ Modern Era 5500 Biology Life Support can scrub fallout
. " Economics Education first to discover receives Great Merchant
il y . L Customs House, Feitoria enables Free Market :
: Renaissance Era 1400 Banking
L obsoletes Castle
i .| Education Paper University, Seowon, .
' RenaissanceEra 1800 ' Oxford University (NW)
. +1 commerce from Windmill
4500 Physics Bunker, Bomb Shelters, Broadway (W) +2 commerce from Watermill
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Beakers** Prereq.Techs Can build Effects

Engineering Machinery, Pikeman, Landsknecht, Trebuchet +1 road movement ‘
- Medieval Era 1000 Construction Castle, Citadel, Notre Dame (W) H

first to discover receives Great General }
enables permanent alliances
enables Police State

 Fascism Nationalism, Paratrooper”
' Industrial Era 2400 Assembly Plant ~ Mt. Rushmore (NW)

Feudalism Writing, Monarchy  Longbowman® enables vassal states
Medieval Era 700 9 y 9 enables Vassalage, Serfdom

Fiber Optics Computers

Modern Era 7500 o Laser Space Ship Cockpit obsoletes Kremlin (W)

 Fishing — Fishing Boat can work water tiles
Ancient Era 40 Work Boat

g @
@ Fission Tactical Nuke®, ICBM®

‘ e Industrial Era 5500 Electriity Nuclear Plant, Manhattan Project (WP)

;‘ Flight Physics, Paratrooper®, Carrier, Fighter, Bomber”

‘@ Modem Era 5000 Combustion Airport

4 @ Fusion Fiber Optics, Space Ship Endine first to discover receives

Future Era 8000 Fission p PENg Great Engineer

Future Tech Stealth, multiple future techs +1 health in all cities

’ . FutureEra 10000 Genetics may be researched +1happy in all cities

. Genetics Medicine, e -

ﬁ Future ra 7000 Superconductors Space Ship Stasis Chamber +3 health in all cities
Guilds Feudalism, Knight®, Camel Archer*, Cataphract”

MedievalEra 1000 Machinery Grocer®, Apothecary” +1hammerfrom Workshop

’

Musketman, Musketeer, Janissary,

‘S i& Gunpowder i

i | ) Educapon Oromo Warrior, Conquistador®, enables Pinch
: % / Renaissance Era 1200  or Guilds e

: -’ Cuirassier

Horse Archer”, Numidian Cav.", Keshik®, Knight®, Camel Archer”, Cataphract”,

Horseback Riding :
Animal Husbandry - Conquistador”, Cuirassier”, Cavalry®, Cossack”, War Elephant”, Ballista Elephant™

Classical Era 250

Stable, Ger
Hunting Camp
Ancient Era 40 Scout, Spearman, Impi, Holkan

jouypay

Marine”, Navy SEAL’, Tank", Panzer®,
Battleship
Industrial Park

Industrialism lectricity,
Industrial Era 6500  Assembly Plant

reveals Aluminum
obsoletes lvory

Iron Working Swordsman, Jaguar, Gallic Warrior, can remove Jungle
Praetorian reveals Iron

Classical Era 200 Bronze Working

s31bo




Prereq. Techs Can build

Laser
Modern Era

Beakers™*

7000

Plastics, Satellites

Mobile SAM, Mobile Artillery*
SDI(TP)

Liberalism

first to discover receives a free

Philosophy, — technology
Renaissance ra 1400 Education enables Free Speech, Free Religion
Literature Polytheism, Heroic Epic (NW), National Epic (NW),
Classical Era 200 Aesthetics Great Library (W)

Windmill, Watermill

- /) _ Machinery ) ; ' .

S Medieval Era 700 Metal Casting Maceman ,Sa.mural ,Berse.rker, —

‘. Crossbowman®, Cho-Ko-Nu

. © Masonry Mysticism Quarry, W?IIs, Dun., Aquedyct,

H - Andient Fra 80 or Minin Hammam’ Baray”, Pyramids (W), -

i 9 Great Lighthouse (W)", Great Wall (W)

Mass Media Broadcast Tower, Hollywood (W),

; Modern ra 3600 Radio U‘nl.t‘ed Nations (W), ) obsoletes Apostolic Palace (W)
Civilized Jewelers Inc (C)

. Mathematics Fort 0 i
: | ) Writing Aqueduct”, Hammam’, Baray", o50% hammers from chopping
: Classical Era 250 ) Forest

: Hanging Gardens (W)

Medicine . Hospital, Red Cross (NW) ) )
m Industrial Era 4500 Optics, Biology Sid's Sushi Co (O enables Environmentalism
be_ge Buddhist Monastery, Christian Monastery,

: Meditation

: . Confucian Monastery, Hindu Monastery, : .
& Andient Era 80 Mysticism Islamic Monastery, Jewish Monastery, first to discover founds Buddhism
Uk Taoist Monastery

i A & Metal Casting Pottery, Trireme*

(lassical Era 450 Bronze,Workin Workshop -

: 9 Forge, Mint, Colossus (W)

. Military Science . Grenadier, Ship of the Line” )

wﬂ Renaissance Era 2000 Chemistry Military Academy enables Bitz, Commando

H v

Conquistador®, Cuirassier’,

REFERENCE SHEET
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Military Tradition i
A MUS.IC, ) Cavalry*, Cossack” enables Defensive Pacts m
Renaissance Era 2000 Nationalism West Point (NW) w
Mining ' © =
Ancient Era 50 Mine - a
Monarchy Priesthood i ) [r—
(lassical Era 300 or Monotheism Winery enables Hereditary Rule °
Monotheism Masonry, B enables Organized Religion =
Ancient Era 120 Polytheism first to discover founds Judaism =
Music Literature Buddhist Stupa, Christian Cathedral, first to discover receives U
or Drama Confucian Academy, Hindu Mandir, Great Artist : w
Medieval Era 600 § Islamic Mosque, Jewish Synagcwue H
Mathematics Taoist Pagoda, Sistine Chapel (W) enables a city to build Culture H h

Al
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Beakers** Prereq.Techs Can build Effects
Mysticism . Monument, Obelisk, Stele, Totem Pole,
Ancient Era 50 Stonehenge (W)
Nationalism Divine Right
Renaissance Era 1800 or Philosophy, Hermitage (NW), Taj Mahal (W) enables Nationhood
Civil Service
Optics Machinery, Caravel, Carrack 1 siaht actoss water
Medieval Era 600 Compass Whaling Boat 9
Paper il Servi
Medieval Fra 600 E:VTILZ:Z;; University of Sankore (W) enables Map Trading
Philosophy E‘r)giaor:\gaws Angkor Wat (W) enables Pacifism
Medieval Era 800 Ve ditatio’n 9 first to discover founds Taoism
Physics Astronomy, first to discover receives
Industrial Era 4000 Scientific Method irship preat Saentl'st
reveals Uranium
Plastics ) Offshore Platform
(ombustlfm, Hydro Plant, Three Gorges Dam (W), obsoletes Fur

Modern Era 7000  Industrialism .

Standard Ethanol (C)
Polytheism
Ancient Fra 100 Mysticism Parthenon (W), Temple of Artemis (W) ~ first to discover founds Hinduism
Ancient Era 80 Wheel Granary, Terrace

: _ Buddhist Temple, Christian Temple,

Priesthood Meditation Confucian Temple, Hindu Temple, .
Ancient Era 60 or Polytheism Islamic Temrle, JewishTemple,

Taoist Temple, Ziggurat, Oracle (W)
Printing Press Machinery, - +1 commerce from Hamlet
Renaissance Era 1600 Alphabet, Paper +1 commerce from Town

. Submarine, Attack Submarine®,

Radio Hectiicit Bomber', Guided Missile” -
Modern Era 6000 y Eiffel Tower (W), Rock '’ Roll (W),

(risto Redentor (W)

: Machine Gun

Railroad Steam Power, Railroad .
Industrial E 4500
ndustrial Era Steel Mining Inc (0)
Refrigeration i
Modern Era 4000 EII:cI(tJ::Zilty Supermarket, Mall, Cereal Mills (C)° +1 move for Water Units
Replaceable Parts Banking, Lumbermill +1 hammer from Windmill
Renaissance Era 1800 Printing Press +1hammer from Watermill
Rifling Gunpowder Rifleman, Redcoat, Infantry®, Marine”,
Renaissance Era 2400 Replz (eablel Parts Navy SEAL®, Paratrooper”, Tank", Panzer”, obsoletes Walls, Chichen Itza (W)

Mechanized Infantry*, Cavalry®, Cossack®




~Tech Beakers™ Prereq.Techs Can build Effects '
{ Mechanized Infantry®, Missile Cruiser,

Computers Stealth Destroyer®, Stealth Bomber” —

Space Elevator (W)

SAM Infantry, Attack Submarine”,

Guided Missile®, Tactical Nuke®, I(BM®  —

Aluminum Co (C)°, Apollo Program (TP)

A
a Sailing Galley, Trireme enables trade on coast

Robotics
' Modern Era 8000

Rocketry Artillery or Flight,
Modern Era 5000 Rifling

) Fishing Lighthouse, Trading Post, Great )
Ancient E 100
ncient Era Lighthouse (W)", Moai Statues (W) enables trade on rivers

Satellites S i i

. ’ pace Ship Docking Bay,

S | Modern Era 6000 Rocketry, Radio Space Elevator (W)’ reveals World Map

w 4 ScientificMethod  Astronomy reveals 1l

= ) or Chemistry, Forest Preserve gbsoIeLt%s Mon\%tepes h W

: ﬁ‘ s IndustrialEra 2400 _ " reat Library (W), Parthenon (W),

N Printing Press Temple of Artemis (W)

Stealth Composites, . .

& Future Era 8000 Advanced Flight Stealth Destroyer®, Stealth Bomber —

Steam Power ) . reveals Coal :
: ) Chernistr, Ironclad‘ Workers build improv. +50% faster
: Industrial Era 3200 Replaceable Parts ~ Levee, Dike ) )

i obsoletes Hagia Sophia (W)

Steel Iron Working, Cannon, Ironclad® o

Industrial Era 2800 Chemistry Drydock, Ironworks (NW)

' Superconductors Refrigeration Laboratory, Research Institute, .

i Modern Era 6500 or Computers Space Ship Thrusters

: =\,

: ~ Theology Writing, enables Theocracy

Hagia Sophia (W), Apostolic Palace (W)

Medieval Era 500 Monotheism first to discover founds (hnsnamty

- =

Wheel - Road o
* Ancient Era 60 Chariot, War Chariot, Immortal
LS Writing Animal Husbandry
: ‘ﬁi Ancient Era 120 or Priesthood Library, Madrassa enables Open Borders
or Pottery

W —World Wonder ~ NW — National Wonder ~ C— Corporation ~ WP —World Project TP —Team Project
other tech(s) also required

Assumes Duel Map Size, Noble Difficulty Level, and Normal Game Speed. Factors for other conditions are:

—Map Size: Tiny x1.10, Small x1.20, Standard x1.30, Large x1.40, Huge x1.50

- Difficulty Level: Settler <0.60, Chieftain x<0.75, Warlord 0.90, Prince x1.10, Monarch x1.15, Emperor x1.20,
Immortal x1.25, Deity x1.30

— Game Speed: Quick %0.67, Epic x1.50, Marathon x3.00 (!)

example: Wheel on Huge/Emperor/Marathon will cost 324 beakers (60%1.50%1.20x3.00) instead of 60
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Fishing Sailing

2 Lig
| —>
—

TheWheeI Pottery Wfiting

AgricuIAt'ure Anlmal Husbandry ‘ ! Mathematics

., Horseback Riding
- N B

Aesthetics

Hunting Archery Alphabet
Medi |tat|on Priesthood

\A/

m ‘ Monarchy
AR
Mysticism Polytheism Monotheism “

Metal Casting
i A +Pottery
: Masoﬁry } -
Mining Bronze Working Iron Working Cbmpass

+Sailing

334] 3

E * green paths mean that only one of these prerequisite techs is required
“paths marked as black and techs marked as red are obligatory
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Literature
+Polytheism

—

Calendar
+Sailing

Construction
+Masonry

F

W
b

(urrency

Y

Drama

Engineering
+Machinery

i

-2,

Y

Music
+Mathematics

Y

Philosophy

+Meditation

_ 5 i
=8N

A\ A

Code of Laws

Civil Service
+Mathematics

B-

Divine Right
+Monarchy

Feudalism
+Writing

Théology
+Writing

uonNISUO)  uomipel] AIeNjI  wsijesaqr]

Nationalism

Printing Press
+Alphabet
+Machinery

sIed a|qeade|day

wsijesaqy]

—

$lwou0dx3

Education

Machinery

Guilds

Y
Japmoduni

Banking

+Currency

s1eq 3|qeadejday
SIWOU0]
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Tech Tree
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\

Music
Nationalism

Military Tradition

— Artillefy
Rifling +Steel
+Gunpowder +Physics
->

Replaceable Parts

Banking
Printing Press

| W
e .9//!

Code of Laws
Nationalism

{

Constitution Derﬁocracy

+Printing Press Steam Power Assembly L|ne
- +Chemistry
w’

Economics Corporation >

Fascism
+Nationalism

Banking
Education
ﬁ‘

=c - Communism
S.2 L
g8 |
e
=2 :
. Liberalism ; '
—y
=8 ' - —>
o

Astronomy Scientific Method Physics Electrlaty

-+Printing Press +Astronomy
? ‘m é w

kS | T o
5 Py - . Biology Medicine
g ° ‘ — ‘ +0ptics
< Gunpowder Chemistry Military Science

+Engineering

Steel Rallroad Combustion
+Iron Working +Steam Power




FI@H Advanced F Flight Stealth

+Combustion +Composites

+Physics

Rocketry Satellites Laser
+Radio +Plastics

_aale

Industrialism Plastics Composites
+Electricity +Combustion

e = ks
—>

Fission Ecology
T~
Fiber Optics Fusion
> w > t +Fission

Radio Mass Media

Computers Robotics
+Plastics

.
—>§ :ﬁ 5
‘ A

Refrigeration Superconductors Genetics Future Tech
+Medicine +Stealth

REFERENCE SHEET
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Civics Upkeep Effects Who likes it?
Despotism

low -
Hereditary Rule (atherine, Gilgamesh,

req. Monarchy low +1 happy per military unit stationed in a city

Huayna Capac, Joao ll,
Louis XIV, Pacal Il, Ragnar,
Suleiman

req. Gl Service high Capital city produces +50% hammers and gold

Representation « +3 science per Specialist j\;?ullsszlisef::slj;)oleon
req. Constitution medium . i ities” ! !
q. +3 happy in 5 largest ities Pericls, Victoria
! Police State « +25% military unit production Genghis Khan,
| req. Fascism high + —509% war weariness Montezuma, Shaka
Universal Suffrage « +1hammer from Town Eroel:jdelriik
req. Democracy  medium . can spend gold to finish production in a city Gandhi '
Barbarism
low -
Vassalage . :r;fr:(:s“e()srtahllezz\:’nz:lrti)funits not requiring support Alexander, Charlemagne,
req. Feudalism high ) quiring supp Cyrus, Mehmed |1
costs (number depends on map size)
Bureaucracy Hammurabi, Kublai Khan,

Peter, Qin Shi Huang

req. Bronze Working ~ medium can sacrifice population to finish production in a city

Nationhood - can draft 3 units (1 per city) per turn Bismarck,
req. Nationalism none +25% espionage in all cities Churchill,

« +2 happy from Barracks De Gaulle
Free Speech « +100% culture in all cities Washingt
reg. Liberalism low + +2 commerce from Town ashington
Tribalism

low —
" Slavery

Serfdom

req. Feudalism ow Workers build Improvements 50% faster

Goiaiiait ey e

....'..'...............................

Leigal Gies o

s G




+10% science in all cities

Civics Upkeep Effects Who likes it?
[ i Caste SVStem « unlimited Artists, Scientists, and Merchants Wana Kon
(2 | req.Codeoflaws  medium  « -1 hammer from Workshop 9
S
=~
[=]
= Emancipation « +100% growth for Cottage, Village, and Hamlet
bt req. Democracy ow unhappiness penalty for civilizations without Lincoln
L ' Emancipation
Decentralisation
low o
: Mercantilism -1 frfee S_peC}ah;t r;er ctlty Roosevelt,
r req. Banking medium " "0 (.)relgn @ e' outes Tokugawa
1 - foreign Corporations have no effect
g
g Free Market « —25% maintenance cost for Corporations Hannibal,
= req. Economy medium . +1Trade Route per ity Mansa Musa
=
~
o State P t « no maintenance cost from distance to Palace
il ate Froperty + Corporations have no effect Mao Zedong,
req. Communism low -« +10% hammersin all cities Stalin
« +1food from Workshop and Watermill
Envi tali - +25% maintenance cost for Corporations
nvironmentatism « +6 healthinall cities Sitting Bull
req. Medicine medium - +2 commerce from Windmill and Forest Preserve 9
H « +2 health from Public Transportation
Paganism
Religion Civic low o
i iqi « can build Missionaries without Monastery Brennus, Hatshepsut,
: Organized Religion
1eq. Monotheism high +25% building production in cities with State Ramesses I,
i ’ Religion Suryavarman |l
=
=3
% | Theocracy « 42 XP for all new units in cities with State Religion  Isabella, Justinian |,
3 req. Theology medium . no spread of non-State Religions Saladin, Zara Yaqob
&
H Pacifism « +100% Great People Birth Rate in cities with State
: req. Philosophy none Religion . . B
+ +1 commerce support cost per military unit
Free Rehglon . :"15’;‘:& Rehe?;r;n-State Religion in cit; Asoka, Darius |, Elzabeth,
req. Liberalism low PPy P 9 y Willem van Oranje

* for Small and Standard map, number depends on map size (see: page 75, “Base features” column — target cities)
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Specialists and Bonuses

Relevant Buildings

Artist -

1 beaker 44l free: Salon® (1)
+1beaker, +4 cu Fure Theatre / Pavilion” (2), 0deon® (2), Broadcast Tower (2), Globe Theatre (3)
+3 Great People Birth Rate
Engineer free: Industrial Park (1)
+2 hammers Forge / Mint™ (1), Factory (2), Assembly Plant” (4), Industrial Park (2),
+3 Great People Birth Rate Ironworks (3)

” Merchant
+3 gold Grocer / Apothecary” (2), Market / Forum® (2), Wall Street (3)
+3 Great People Birth Rate
Priest free: Temple of Artemis (1)

h 1qold Buddhist Stupa (2), Christian Cathedral (2), Confucian Academy (2), Hindu
+1hammer, + g? Mandir (2), Islamic Mosque (2), Jewish Synagogue (2), Taoist Pagoda (2),
+3 Great People Birth Rate Madrassa® (2), Obelisk” (2), all Temples (1), Angkor Wat (3), all Shrines (3)
Scientist free: Research Institute” (2), Great Library (2)
+3 beakers Library / Madrassa® (2), Observatory / Salon® (1), Laboratory / Research

4 | +3Great People Birth Rate Institute” (1), National Park (1 per Forest Preserve), Oxford University (3)
Spy ) Courthouse / Rathaus" / Sacrificial Altar* / Ziggurat” (1), Jail / Mausoleum® (2),
+1 beaker, +4 espionage Intelligence Agency (2), Security Bureau (2), Kremlin (2) i
+3 Great People Birth Rate A y '
Citizen
+1hammer —

can be turned into non-Great Specialist

Great Artist
+3 gold, +12 culture
Great Artist settled in a city

free: first to discover Music (1)

toincrease Great Artist probability, build: Broadway, Globe Theatre, Hermitage,
Heroic Epic, Hollywood, Mausoleum of Maussollos, Mt. Rushmore, National Epic,
Notre Dame, Parthenon, Rock n’Roll, Sistine Chapel, Statue of Zeus, Taj Mahal

Great Engineer
+3 hammers, +3 beakers
Great Engineer settled in a city

free: first to discover Fusion (1)
to increase Great Engineer probability, build: Cristo Redentor, Hagia Sophia,
Hanging Gardens, Ironworks, Pyramids, Three Gorges Dam

Great Merchant
+1food, +6 gold
Great Merchant settled in a city

free: first to discover Economics (1)

to increase Great Merchant probability, build: Colossus, Eiffel Tower,
Great Lighthouse, Statue of Liberty, Temple of Artemis, United Nations,
Versailles, Wall Street

Great Military Instructor
+2 XP for all new military units
Great General settled in a city

free: first to discover Fascism (1), combat victories

Great Prophet
+2 hammers, +5 gold
Great Prophet settled in a city

to increase Great Prophet probability, build: Angkor Wat, Apostolic Palace,
Chichen Itza, Moai Statues, Oracle, Shwedagon Paya, Spiral Minaret,
Stonehenge

Great Scientist
+1 hammer, +6 beakers
| Great Scientist settled in a city

free: first to discover Physics (1)
to increase Great Scientist probability, build: Great Library, Red Cross,
Space Elevator, University of Sankore, National Park, Oxford University

Great Spy
+3 beakers, +12 espionage
“ Great Spy settled in a city

*2 unique building

free: first to discover Communism (1)
to increase Great Spy probability, build: Forbidden Palace, Great Wall,
Kremlin, Pentagon, Scotland Yard, West Point




\ *\ Health
¢ Resources
« access to Banana, Clam, Corn, Cow, Crab, Deer, Fish, Pig, Rice,

: Sheep, Wheat each +1 health
¢ Buildings

i« Hospital +3 health
i« Aqueduct/Baray" / Hammam® +2 health
i« Garden' +2 health
i+ Apothecary® +2 health

i« Granary/Terrace” with Corn, Rice, Wheat each +1 health
i+ Grocer / Apothecary”

: with Banana, Spices, Sugar, Wine each +1 health
i« Supermarket / Mall* with Cow, Deer, Pig, Sheep each +1 health

« Harbor / Cothon® with Clam, Crab, Fish each +1 health

« Public Transportation +1 health
with Oil extra +1 health
with Environmentalism extra +2 health

« Recycling Center no unhealthiness from city buildings
i« Airport, Drydock, Forge / Mint", Laboratory / Research Institute”
i each +1 unhealthiness
+1 unhealthiness

addtl. (each) +2 unhealthiness
+2 unhealthiness

+2 unhealthiness

each extra +1 unhealthiness

i« Factory / Assembly Plant”
¢ with Oil and Coal
i« Coal Plant/ Shale Plant"
i« Industrial Park

with Oil and Coal

¢ Wonders
« Hanging Gardens each city +1 health
i« National Park  removes Coal, no unhealthiness from population

« Ironworks +2 unhealthiness
i Technologies
i+ Genetics +3 health
i« FutureTech each +1 health
« Ecology can scrub Fallout
: « Iron Working can remove Jungle
¢ Civics
i« Environmentalism +6 health
i Leader traits
+2 health

i« Expansive trait

unique building
** for standard map, number depends on map size

REFERENCE SHEET
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Happiness
g
Resources
« access to Dye, Fur, Gems, Gold, Hit Movies, Hit Musicals, Hit Singles,

Incense, Ivory, Silk, Silver, Spices, Sugar, Whale, Wine each +1 happy

Buildings

« allTemples

+1happy

« Buddhist Stupa / Christian Cathedral / Confucian Academy / Hindu

Mandir / Islamic Mosque / Jewish Synagogue / Taoist Pagoda

when its Religion is a State Religion +2 happy
with Incense extra +1 happy

« Colosseum / Ball Court” / Garden" +1 happy
per 20% culture rate extra +1 happy
Ball Court” addtl. bonus: +2 happy

« Odeon’ +2 happy :
per 20% culture rate extra +1 happy
with Hit Singles extra +1 happy

« Theatre / Pavilion” per 10% culture rate +1happy :
with Dye extra +1 happy

« Hippodrome” +1happy :
per 5% culture rate extra+1 happy :
with Horse extra +1 happy

Forge / Mint" with Gems, Gold, Silver
Market / Forum® with Fur, Ivory, Silk, Whale

each +1happy
each+1happy :
Mall* with Hit Movies, Hit Musicals, Hit Singles ~ each +1 happy
Broadcast Tower with Hit Movies, Hit Musicals, Hit Singles +1 happy

per 10% culture rate extra +1 happy
« Hammam® +2 happy
« Mausoleum’ +2happy i
« Jail / Mausoleum* —25% war weariness
« Sacrificial Altar® ~50% anger duration

Wonders

« Globe Theatre
« Notre Dame
« Broadway, Hollywood, Rockn"Roll

Technologies

« FutureTech

Civics

« Representation

« Hereditary Rule

« Free Religion

« Nationhood: Barracks / Ikhanda®

« Police State

Leader traits

« Charismatic trait

« Charismatic trait: Broadcast Tower
Monument / Obelisk” / Stele* / Totem Pole*

from sacrificing population

no unhappiness
all cities on that continent +2 happy
each+1happy :
« Mt. Rushmore all cities on that continent ~25% war weariness

each +1 happy

in 5 largest cities™ +3 happy

per Military Unit in city 4+1 happy
per religion in city +1 happy :
+2 happy

~50% war weariness

all cities +1 happy
+1happy
+1happy :

City management
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Production

¢ Resources and Improvements

i« Aluminum, Coal, Copper, Iron

Lo

each +1 hammer
with Mine extra +3 hammers

+1 hammer

: with Well / Offshore Platform extra +2 hammers
« Horse +1 hammer, with Pasture extra +2 hammers
i« Stone +1 hammer, with Quarry extra +2 hammers
i« Marble +1 hammer, with Quarry extra +1 hammer
« lvory +1 hammer, with Camp extra +1 hammer
i+ Whale with Whaling Boat +2 hammers
with Pasture +2 hammers

ie Cow

i« Gems, Gold, Silver

¢« Mine without resources
« Lumbermill, Watermill, Workshop
i« Lumbermill, Mine, Quarry

with Mine +1 hammer
+2 hammers

each +1 hammer

with Railroad extra +1 hammer

¢ Buildings

i« Forge /Mint® +25% hammers
+ Factory / Assembly Plant” +25% hammers
¢ with Power +50% hammers
¢« Coal Plant/ Hydro Plant / Nuclear Plant provides Power

i« Shale Plant"
i« Levee/Dike

+ Drydock

provides Power, +10% hammers
river tiles +1 hammer
Dike" unique bonus: also water tiles +1 hammer

+50% Water Units production

i « Laboratory / Research Institute®  +50% spaceship production
i Wonders

with Coal +50% hammers

¢« lronworks

Juawabeuey £11)
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« Three Gorges Dam
« Angkor Wat (until Computers) all cities every Priest +1 hammer
i« Moai Statues

i« Stonehenge (until Astronomy)
i+ Mausoleum of Maussollos

i« State Property
¢+ Bureaucracy
L. (aste System

with Iron +50% hammers
provides Power for all cities on continent

water tiles +1 hammer

¢« Heroic Epic +100% military unit production
« Space Elevator +50% spaceship production
: « Eiffel Tower all cities free Broadcast Tower

all cities free Monument
+50% Golden Age length

« Taj Mahal starts Golden Age
¢ Corporations
i« MiningInc  every Copper, Coal, Iron, Gold, Silver +1 hammer

i+ (reative Constructions

every Aluminum, Copper, Iron, Marble, Stone +0.5 hammer

i Technologies
i« Mathematics
i« Chemistry, Guilds
i« Replaceable Parts
i« Bronze Working

i Civics

Forest chops yield +50% hammers
each tech Workshop +1 hammer
Windmill, Watermill +1 hammer

enables Forest choping

all cities +10% hammers
the Capital +50% hammers
Workshop +1 hammer

« Universal Suffrage Town +1 hammer :
can spend gold to finish production
« Organized Religion H

all cities with State Religion +25% building production
« Police State +25% military unit production :

« Slavery can sacrifice population to finish production

Leader traits :
« Aggressive trait +100% Barracks and Drydock production
« Creative trait +100% Library, Theatre, and Colosseum production :
« Expansive trait +100% Granary and Harbor production :
+25% Worker production (hammers only)
+50% Settler production (hammers only) :
+100% Forge production :

+50% Wonder production

+100% Courthouse, Factory, :

and Lighthouse production :

+100% University production

+100% Walls and Castle production :
+100% Temple production

+100% Cristo Redentor production :

« Imperialistic trait
« Industrious trait

« Organized trait
« Philosophical trait

« Protective trait
« Spiritual trait

Science et

U

Buildings :
« Academy +50% science :
- Laboratory / Research Institute®, Library / Madrassa®,

Observatory / Salon”, University each +25%science :
- Seowon® +35% science
« Monasteries (until Scientific Method) +10% science :
Wonders H
« Internet grants all techs possessed by 2+ known civs :

« Oxford University
« University of Sankore (until Computers) ;
all State Religion buildings per turn +2 beakers :

+100% science :

« Oracle Tfreetech
Corporations H
« Aluminium Co every consumed Coal per turn +3 beakers

« Standard Ethanol every consumed Corn, Rice, Sugar :

per turn +2 beakers :

Technologies :
enables technology trading

« Alphabet

can build Research :
« Liberalism 1 free technology for first to discover :
Civics H

all cities +10% science ‘
all cities per Specialist +3 beakers ;

« Free Religion
« Representation




Wealth
(commerce, gold and maintenance)

gs

¢ Resources and Improvements

i e Gold +1 commerce, with Mine extra +6 commerce
« Gems +1 commerce, with Mine extra +5 commerce
« Incense  +1 commerce, with Plantation extra +5 commerce
i Silver +1 commerce, with Mine extra +4 commerce
« Dye +1 commerce, with Plantation extra +4 commerce
i Silk +1 commerce, with Plantation extra +3 commerce
i Fur +1 commerce, with Camp extra +3 commerce
« Spices +1 commerce, with Plantation extra +2 commerce
i e Wine +1 commerce, with Winery extra +2 commerce
« Uranium with Mine +3 commerce
i Sugar +1 commerce, with Plantation extra +1 commerce
i« Marble with Quarry +2 commerce
« Horse, Sheep each with Pasture +1 commerce
i 0l with Well / Offshore Platform +1 commerce
e lvory with Camp +1 commerce
+ Whale with Whaling Boat +1 commerce
i« Aluminum with Mine +1 commerce
i« (ottage, Hamlet, Village, Town +1,+2, +3, +4 commerce
i« Windmil +1 commerce
i Buildings
i« Bank +50% gold
i« Stock Exchange® +65% gold
« Grocer / Apothecary®, Market / Forum” each +25% gold
i e Mall® +20% gold
i e Mint® +10% gold
i« Feitoria” water tiles +1 commerce
i« Courthouse / Sacrificial Altar” / Ziggurat”  —50% maintenance
i« Rathaus’ —75% maintenance
i« Ikhanda® —20% maintenance
i Wonders
¢« Colossus (until Astronomy)  all cities water tiles +1 commerce
» Wall Street +100% gold
« Spiral Minaret (until Computers)  each State Religion building
: +2 gold

i« all Corporation HQs ~ each city with corp. branch office +4 gold
« all Religion Shrines each city with State Religion +1 gold
i« Forbidden Palace, Versailles
H reduces maintenance in nearby cities
—33% hurry production cost

+50% Golden Age length

starts Golden Age

« Kremlin (until Fiber Optics)
« Mausoleum of Maussollos
i+ TajMahal

i Corporations

: « Civilized Jewelers Inc

i Technologies

i o Electricity

every Gems, Gold, Silver +1 gold

Windmill +1 commerce
Watermill +2 commerce
Hamlet, Town +1 commerce
enables gold trade via diplomacy
can build Wealth

« Printing Press
i« (urrency
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enables trade on coast and rivers

« Sailing
« Astronomy enables trade on Ocean :
Civics H

« Free Speech
« Environmentalism

Town +2 commerce :
Windmill, Forest Preserve +2 commerce :

also causes +25% Corporations maintenance cost

« Bureaucracy

« Emancipation
« State Property
« Vassalage

« Free Market
Leader traits

the Capital +50% gold :
Cottage, Village, Hamlet +-100% growth
no maintenance cost from distance to Palace :

increases the number of units not requiring support costs
—25% Corporations maintenance cost :

« Financial trait all plots with at least 2 commerce +1 commerce :

« Organized trait

Food and Growth

Resources and Improvements

~50% Civic upkeep

+1 food, with Pasture extra +3 food

« Pig

« Fish +1food, with Fishing Boat extra +3 food :
« (lam, Crab each +1 food, with Fishing Boat extra +2 food :
« Sheep +1food, with Pasture extra +2 food :
« Banana +1food, with Plantation extra +2 food
« Corn, Wheat each +1 food, with Farm extra +2 food :
« Rice +1 food, with Farm extra +1 food
« Deer +1 food, with Camp extra +2 food :
- Whale +1food :
« Wine with Winery +1 food
« Farm without resources +1 food, with irrigation extra +1 food :
« Windmill +1food :
Buildings :

« Lighthouse / Trading Post”
« Supermarket / Mall®

« Baray” pertum +1food :
« Granary /Terrace® doubles city growth rate :
Wonders H
« Hanging Gardens all cities +1 population :
Corporations
« Cereal Mills every Corn, Rice, Wheat +0.75 food :

« Sid’s Sushi Co
Technologies

« Biology
« Civil Service Farms spread irrigation :
Civics :

« State Property

on every water tile +1 food
per turn +1food :

every Clam, Crab, Fish, Rice +0.5 food

can build Farm without irrigation, Farm +1 food

Workshop, Watermill +1 food ‘

~ City management
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i+ Harbor/ Cothon®
i« Customs House / Feitoria”

i« Free Market
i« Mercantilism

+ Bomb Shelter

i« Statue of Zeus

i Technologies

¢« Communism, Fascism
i« Military Tradition

Trade Routes
Buildings
i« Airport +1Trade Route
H Castle (until Economics) +1Trade Route
i« Cothon® also +1Trade Route

+50% Trade Route commerce
+100% commerce
from intercontinental foreign Trade Routes

Wonders
« Great Lighthouse (until Corporation)

all coastal cities +2 Trade Routes

« Temple of Artemis (until Scientific Method)

+100% Trade Route commerce in host city

Technologies

i« Currency all cities +1 Trade Route
: » Corporation all cities +1 Trade Route
i Civics

all cities +1 Trade Route
no foreign Trade Routes

a City Defense

g5
¢ Buildings
i« Walls/Dun’ +50% city defense
: also —50% bombardment damage, except Gunpowder Units
i« Castle/ Citadel” +50% city defense

also —25% bombardment damage, except Gunpowder Units
—50% damage from Nukes

i« Bunker -50% damage from Air Units
« Hospital heals units +10% extra per turn
: Wonders

« Chichen Itza (until Rifling) in all cities +25% city defense
i SDI in all cities +75% chance of intercepting Nukes
i+ GreatWall prevents Barbarians from entering borders

enemies suffer +100% War Weariness

enables Permanent Alliances
enables Defensive Pacts

Military Experience

Buildings

« Barracks / Ikhanda®

« Stable (until Advanced Flight)
« Ger" (until Advanced Flight)

« Drydock new Naval Units +4 XP
« Airport new Air Units +3 XP }
« (itadel as unique bonus new Siege Weapons +5 XP
- Totem Pole" as unique bonus new Archery Units +3 XP

« Dun" as unique bonus

Wonders i
« West Point all new units +4 XP
« Red Cross all new units free Medic| :
« Great Wall

Technologies
« Gunpowder

« Military Science
« Refrigeration
Civics

« Vassalage

« Theocracy

« Nationhood

Leader traits
« Aggressive trait
« Charismatic trait
« Imperialistic trait
« Protective trait

all Archery and Gunpowder Units free City Garrison | and Drill |

Espionage L ﬁ

Buildings

« Scotland Yard

« Intelligence Agency
« Security Bureau

« Jail / Mausoleum*
« (astle (until Economics)
« Courthouse / Rathaus" / Sacrificial Altar” / Ziggurat”

per turn +2 espionage

Civics
« Nationhood

new Land Units +3 XP
new Mounted Units +2 XP :
new Mounted Units +4 XP

new Land Units free Guerilla| :
+ Trading Post" as unique bonus new Naval Units free Navigation |

inside borders +100% Great General Emergence

enables Pinch
enables Blitz, Commando :
+1 move for Naval Units

all new units +2 XP
all cities with State Religion all new units +2 XP
can draft up to 3 units per turn :

all Melee and Gunpowder Units free Combat |
~25% XP needed for unit promotions
+100% Great General Emergence

+100% espionage :

+50% and per turn +8 espionage
+8 espionage :

also +50% defense against espionage, helps thwart rival spies :
+50% and per turn +4 espionage
+25% espionage :

3

all cities +25% espionage :



Culture

¢ Buildings

i« Broadcast Tower +50% culture
¢« Buddhist Stupa / Christian Cathedral / Confucian Academy / Hindu
Mandir / Islamic Mosque / Jewish Synagogue / Taoist Pagoda
when its Religion is a State Religion +50% culture

- Stele” +25% culture
i« Pavilion® +25% culture
i« Academy +4 culture
i+ Madrassa® +4 culture
« Military Academy +3 culture
« Theatre / Pavilion® +3 culture
i« University / Seowon® +3 culture
« Library +2 culture
« Monasteries (until Scientific Method) +2 culture
i« Temples +1 culture
i Castle +1 culture
« Monument/ Obelisk” / Totem Pole* / Stele” (until Astronomy)
: +1 culture
« Hippodrome® / Odeon® +3 culture
i Terrace” +2 culture
i Wonders
i+ Hermitage +100% culture
« Broadway, Hollywood, Rock n"Roll each +50% culture
+10 culture

i« Sistine Chapel
H per Specialist extra +2 culture
: each State Religion building extra +5 culture
« Mausoleum of Maussollos, Notre Dame, Parthenon,

i Statue of Zeus, Taj Mahal, Versailles each +10 culture

/5~ Great People Birth Rate
-

Buildings

« Forum” as unique bonus +25% GP points
i Wonders

i« Parthenon (until Scientific Method)  all cities +50% GP points
¢+ National Epic -+100% GP paints
« any World Wonder +2 GP points
i« any National Wonder +1GP point
i« all Religion Shrines +1GP point
« all Corporation HQs +1 GP point

i Technologies
i e Music
« Fusion

free Great Artist for first to discover
free Great Engineer for first to discover

REFERENCE SHEET
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« Angkor Wat, Great Library, Hagia Sophia, Oracle,

Shwedagon Paya, Spiral Minaret, Stonehenge, Temple

of Artemis, University of Sankore each +8 culture
« Chichen Itza, Colossus, Eiffel Tower, Globe Theatre,

Great Lighthouse, Hanging Gardens, Pyramids,

Statue of Liberty each +6 culture
« (risto Redentor +5 culture
« Apostolic Palace, Forbidden Palace, Heroic Epic, Moai Statues,

Mt. Rushmore, National Epic, Oxford University

each +4 culture
« all Religion Shrines +4 culture
« National Park +3 culture
« Great Wall, Red Cross each +2 culture
« all Corporation HQs +2 culture

Corporations

« (Civilized Jewelers Inc

« (Creative Constructions
every Aluminum, Copper, Iron, Marble, Stone +3 culture

« Sid's Sushi Co every Clam, Crab, Fish, Rice +2 culture

Technologies

every Gems, Gold, Silver +4 culture

« Drama can adjust culture rate
« Music can build Culture
Civics

« Free Speech all cities +100% culture
Leader traits

« Creative trait all cities +2 culture
Others

« Buildings older than 1000 years will generate double culture

« Fascism free Great General for first to discover
« Economics free Great Merchant for first to discover
« Physics free Great Scientist for first to discover
« Communism free Great Spy for first to discover
Wonders

« Statueof Liberty all cities on that continent 1 free Specialist
Civics

« Pacifism all cities with State Religion +100% GP points

unlimited Artists, Merchants, Scientists
all cities 1 free Specialist

« (aste System
« Mercantilism
Leader traits
« Philosophical trait

all cities +100% GP points

“ (City management
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" Base bonuses Tribal Village Results® Modifiers Others
+4 health research %0.60 ) .
+6 happy 20% technology, high gold unit cost %0.20 gﬂ:mglssgé?]ttagta_(goy
24 free units 10% Settler, Worker, Warrior distance maint. x0.45 barbarians ingSOIturns’q'
+2 Al attitude 5% Scout, experience, healing, maps  civicupkeep  x0.50 S free wins vs. barbarians
3 free techs: no barbarians inflation x0.60 barbarian strén th: —409%
Wheel, Agriculture, Mining Al costs™ x1.60 gth: 0
+4 health 20% high gold research X0.75 0 i -
+6 happy 15% technology unit cost %0.30 ggiﬁlgmrtr::rl]attthéckg(;g/babll|ty
18 free units 10% Settler, Worker, Warrior distance maint. x0.55 barbarians ing45.turns'q'
+1Al attitude 5% Scout, experience civicupkeep  x<0.60 4 free wins vs. barbarians
2 free techs: 5% healing, maps inflation x0.70 barbarian strén th: ~30%
Wheel, Agriculture 5% barbarians (only weak) Al costs x%1.30 gth: 0
15% gold (high or low) research x0.90 ) .
+3 health 15% technology unit cost %0.40 gﬂﬁ:?;ﬁ:#atﬁcﬁ&@bab"'ty
+5 happy 10% Warrior, maps distance maint. x0.65 barbarians ing40.turns'q'
12 free units 5% Settler, Worker, Scout civicupkeep  %0.70 3 free wins vs. harbarians
1 free tech: Wheel 5% experience, healing inflation %0.80 barbarian strenath: —20%
5% barbarians (strong or weak) Al costs x1.10 gth: 0
20% low gold research %1.00 - -
+3 health 15% high gold unit cost %0.50 Zﬁ.{;g{‘;ﬁiaiﬂ f(;g/bab'“ty
+5 happy 10% Warrior, technology, exp., maps  distance maint. x<0.75 barbarians ing35'turns°q'
8 free units 5% Scout, healing civicupkeep  x0.80 2 free wins vs. barbarians
-1 Al attitude 5%  strong barbarians inflation x0.90 barbarian strén th: —10%
10% weak barbarians Al costs x1.00 gth: 0
20% low gold research x1.10 O ani -
LZ‘ Egalth 10% Warrior, technology, experience, unit cost x0.60 ggil/;glr];rtrrl:rl]atttha.cg)(;;babll|ty
6 free Emlts high gold, maps distance maint. X085 oo in930. turns‘q'
: 5% Scout, healing cvicupkeep  x<0.90 ’ ]
—1Alattitude 0 d S 1 free win vs. barbarians
Al: extra Scout 5% strong harbarians inflation 0.9 barbarian strength: 5%
: ’ 15% weak barbarians Al costs x0.95 ’
+2 health 20% low gold research x1.15
= +4happy 10% Warrior, technology, unit cost %0.70 0 i -
-fg 4free units experience, maps distance maint. x0.90 gglﬁl :F;rtr:srllatttha'cg(;g/babﬂny
§§ —1Alattitude 5% Scout, healing, high gold cvicupkeep  %0.95 barbarians in925.turns'q'
i3 Al:extraWorker and 10% strong barbarians inflation %1.00
: 1 def. unit, 1free tech 15% weak barbarians Al costs x0.90
c +1 health 25% low gold research x1.20
(I 3 happy 10% technology, maps unit cost %0.80 ) -
iy -5 3 free units 5% Warrior, Scout, experience, distance maint. x0.95 2§Z‘;}:F;ﬂ:#at§$c§ﬁ;&bab"Ity
* IR —1Alattitude healing, high gold cvicupkeep  x1.00 barbarians ingzolturns'q'
* §2 Al: extra Scout, 2Workers, ~ 15% weak barbarians inflation x1.00
e 2 def. units, 2 free techs 15% strong barbarians Al costs %0.85
~ _ +1health 25% low gold research x1.25
i3 +3happy 10% technology, maps unit cost %0.90 0 i -
= i3 2free units 5% Warrior, Scout, experience, distance maint. x1.00 9% an|ma|atta.ck porobab|llty
BN S 1 Alattitude healin civic upk 100 2nimalstrength: —5%
i 9 preep X barbarians in 15 tums™*
H :&  Al:extraScout, 2Workers,  15% weak barbarians inflation x1.00
< 3 def. units, 3 free techs 20% strong barbarians Al costs x0.80
i +1health 25% low gold research %130
F : +3 happy 10% technology unit cost x1.00
m gg 1 free unit 5%  Warrior, Scout, experience, distance maint. x1.00  animals always attack
i@ -1Alattitude healing, maps cvicupkeep  x1.00  barbariansin 10 turns™*
< H Al: extra Scout, 2Workers,  10% weak barbarians inflation x1.00
m H 4 def. units, 4 free techs 30% strong barbarians Al costs x0.60
. ..
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Based on XML code; represents probabilities of results from Tribal Villages.

Based on XML code; represents Al cost modifiers for: growth rate, unit training, ity production (Wonders never less than x1.00).

*** The first barbarian city is founded five turns after they first appear.




T oee

World Size Base features® Some modifiers

g e . distance maint. ~ x0.50

Due|. 2 players default ~ Preres. buildings™ x1.00  war weariness  X1.50 no. cities maint.  0.45

960 tiles 4 taret cities research cost x1.00  candraft up to 2 units colony maint %0.67
It . :

24Hx 40W 9 trade profit X080 pertum corporation maint. %<4.00

i - . distance maint. ~ <0.60

Tiny . 3 players default ~ prereq. buildings x1.00  warweariness ~ x1.30 | St S

1664 tiles 4 tardet cities research cost %110 can draft up to 3 units colony maint %0.60
It . :

32Hx52W 9 trade profit X070 pertum corporation maint. %2.00

- . distance maint.  x0.70

SmaII. 5 players default ~ prereg. buildings x1.25  warweariness X110 “aniemaine 035

2560 tiles 5 target cities research cost %120 can draft up to 4 units colony maint %052
1T . §

40H x 64W 9 trade profit X060 pertum corporation maint. x1.50

- . distance maint. ~ <0.80

Stand.ard 7 players default ~ prereq. buildings x1.50  warweariness X090 | "iiecmaint %030

4368 tiles 5 target cities research cost %130 candraftup to 5 units colony maint <045
1T . :

52Hx84W 9 trade profit X050 pertum corporation maint. %<1.00

- . distance maint. ~ <0.90

I-arge. 9 players default ~ prereq. buildings x1.75  warweariness ~ x0.70 | “eeoie oo

6656 tiles 6 taraet cities research cost x1.40  can draft up to 6 units colony maint %037
It . g

64 Hx104W 9 trade profit X040 pertum corporation maint. <0.75

- . distance maint. ~ x1.00

Huge . 11 players default ~ prereq. buildings x2.00  warweariness ~ x0.50 | Fioc e S

10,240 tiles 6 target cities research cost <150  can draft up to 7 units colonymaint, X030
It . .

80H X 128W 9 trade profit X030  pertum corporation maint. %<0.50

Based on XML code; more players possible in Custom Games; target cities determines how many “largest cities” get the happiness
bonus from Representation civic and how far apart the map generator tries to set start positions.

* Some Buildings and National Wonders require specific number of other buildings to be built (see: pages 24-29, 32).

Game Length  Multiplier"  Other modifiers
Marathon Anarchylength - x2.00 Hurry effect %033 Inflation %0.10
x3.00°* Golden Age length x2.00 y : , :
1500 turns Barbariar?s 9 %400 Hurry anger length %3.00  Victory delay %3.00
Epic Anarchy length X150 1 effecy x0.66  Inflation %0.20
x1.50 Golden Age length x1.25 y : ! -
750 turns Barbarians %150 Hurry anger length x1.50  Victory delay x1.50
Normal Anarchy length X100 offey x1.00  Inflation %030
x1.00 Golden Age length x1.00 y : h :
500 turns Barbarians %1.00 Hurry anger length x1.00  Victory delay x1.00
ick Anarchy length  x0.67 .
o x0.67 Golden Age length 0.80 :W :Efeztr length i:)gg U;thiz)trl‘)l:iela igg
330 turns Barbarians x0.67 yangeriength 0. y aelay :

Based on XML code; affects the following: city growth rate (food), unit training (hammers), building, wonder, and project construction

(hammers), tech research (beakers); building improvements (turns), improvement upgrades (turns), city culture points, Great People

Birth Rate points, and Great Work effects.

except for unit training cost (2.00).
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Game Lengths and World Sizes
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F10 Capital City screen Ctrl B Toggle bare map
F11 Toggle Globe View screen Alt1 Remove interface

Shift W Winery, Windmill,
Watermill, Whaling Boat

F12 Civilopedia screen Ctrl 1 Minimize interface Del Delete unit Shift F Forest Preserve
CtrlE Espionage screen P Ping the map LMB  Select unit Ctrl F Fort
CtrlW Access Worldbuilder AltS Marktile AltLMB Select all units on tile AltC Clear Forest/Jungle
Ctrl 0 Options Menu Prt Scr Take screenshot Ctrl LMB Select same type units on tile N Trade Network (auto)
LMB +city bar: select city Ctrl C Activate all same type units ~ Shift Ctrl C Improve nearest city
CITY SCREEN Shift LMB -+city bar: select multiple cities CtrlA Force all units with

CAMERA
PgUp/PgDn Zoom in/out
MW Zoom in/out
Shift & = Rotate
Ctrl < Lock 45° clockwise
Ctrl=> Lock 45° counterclockwise
AltF Satellite view
CtrlF Flying mode®
Alt0 Change perspective

AItLMB ity bar: select all cities
Ctrl LMB ity bar: select all cities
on the same continent
AItLMB +item: produce indefinitely ~ Shift RMB ity bar: set Rally Point
CtrlLMB +item: add to begin. of queue ~ LMB RMB drag map
Shift LMB -+item: add to end of queue LMB -+opponent name: diplomacy
Enter Exit city screen AItLMB +opponent name: declare war
MMB  Exit city screen Ctrl LMB +opponent name: trade

queued orders to move
NumPad 5 Center on unit
NumPad Move unit
RMB Move unit to selected tile
AltRMB  Set Rally Point
, ~orMW  Cycle unitsin the same tile
\ Cycle to prev. selected unit
/ Cycle through active workers
AltMO -+enemy unit: combat odds

Insert Open nearest friendly city
& = (yde cities
MW Cycle cities

MO mouseover

MW mouse wheel “ must be enabled in INI ﬁl_e"'

“LMB  left mouse button MMB middle mouse button  RMB  right mouse button
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