
 

Melee Units 

Quechua (Inca)   15 
2.1 +25%city  +100%  

Scout             15  
1.2  +100% animal 
Hunting 

Settler  / 100 
0.2 

Fast Worker  (India) / 60 
0.3 

Worker   / 60 
0.2 

Spearman    35  
4.1+100%   
[Copper or Iron] 
Hunting 

Phalanx (Greek)  35 
5.1 +100%  +25%hill 
[Copper or Iron] 
Hunting 

Axeman      35  
5.1 +50%   
[Copper or Iron] 
Bronze Working 

Swordsman  40 
6.1 +10%city att.  
[Iron] 
Iron Working 

Jaguar (Aztec)    35 
5.1 +10%city att. +25%jungle 
 
Iron Working

Praetorian (Roman)   45 
8.1 +10%city att.  
[Iron] 
Iron Working

Recon Units

Explorer         40  
4.2  ignores mov. cost 
Compass 

Pikeman       60 
6.1 +100%  
[Iron] 
Engineering 

Maceman     70  
8.1 +50%   
[Copper or Iron] 
Machinery, Civil Service 

Samurai (Japan)  70  
8.1 +50%  2  
[Iron] 
Machinery, Civil Service 

Gunpowder Units 

Musketman  80   
9.1  
Gunpowder 

Musketeer (French)  80  
9.2 
Gunpowder 

Grenadier  100 
12.1 +50% Rifleman 
Chemistry 

Rifleman   110 
14.1 +25%  
Rifling 

Redcoat (England)   110 
16.1 +25%  +25%  
Rifling 

Infantry  140  
20.1 +25%   
Assembly Line, Rifling 

Marine  160  
24.1  +50%  amph 
Industrialism, Rifling 

Navy SEAL (American)  160  
24.1 +50%   1-2  march amph 
Industrialism, Rifling 

Mechanized Infantry  200  
32.2 20% march  
Robotics, Rifling 

SAM Infantry  150   
18.1 40% +50  
Rocketry, Rifling 

Non-combat Units

Archer               25  
3.1 +50%city +25%hill  
Archery 

Archery Units 

Skirmisher (Mali)   25 
4.1 +50%city +25%hill 1-2  
Archery 

Longbowman  50 
6.1 +25%city,hill  
Feudalism, Archery 

Crossbowman  60  
6.1 +50%    
[Iron]  
Machinery, Archery 

Cho-Ku-Nu (Chinese)  60 
6.1 +50%  2   
[Iron]  
Machinery, Archery 

Chariot  25 
4.2 20%    
[Horses] 
The Wheel 

Warrior   15 
2.1 +25%city 

Mounted Units 

War Chariot (Egypt) 25  
5.2 20%      
[Horses] 
The Wheel 

Immortal (Persia) 25  
5.2  30%  +50%      
[Horses] 
The Wheel 

Horse Archer  50 
6.2 +50% Catapult   
[Horses] 
Horseback Riding, Archery 

Keshik (Mongol) 50 
6.2 +50% Catapult  
ignores mov. cost  
[Horses] 
Horseback Riding, Archery 

War Elephant  40  
8.1 +50%   
[Ivory] 
Construction 

Knight                 90 
10.2   
[Horses,Iron] 
Guilds, Horseback Riding

Camel Archer (Arabs) 90 
10.2 25%    
 
Guilds, Archery

Conquistador (Spanish) 90 
10.2 +50%     
[Horses,Iron] 
Guilds, Horseback Riding

Cavalry               120 
15.2 20%   +50% Cannon 
[Horses] 
Military Tradition, Gunpowder, 
Horseback Riding 

Cossack (Russian)            120  
18.2 30%  +50%  +50% Cannon  
[Horses] 
Military Tradition, Gunpowder, Horseback 
Riding 

Siege Units 

Catapult       40  
5.1 25%  -15%  
Construction 

Cannon         100 
12.1 25%   -20% 
[Iron] 
Steel 

Artillery  150 
18.1 25%  +50%   -25% 
Artillery 

Machine Gun  125  
18.1  +50%  (def only) 
Railroad 

Naval Units

Work Boat 30 
0.2 no ocean 
Fishing

Galley  50  
2.2-2  no ocean 
Sailing 

Caravel                  60 
3.3-1( ) can cross borders 
Optics 

Galleon  80 
4.4-3 
Astronomy 

Frigate       90 
8.4 -10% 
[Iron] 
Chemistry, Astronomy 

Transport  125 
16.5-4  
[Oil or Uranium] 
Combustion 

Destroyer                           200  
30.8  -15% 30% sees Submarines 
[Oil or Uranium] 
Combustion 

Submarine  150   
24.6-1( ) 50%   
[Oil or Uranium] 
Radio, Combustion 

Carrier  175  
16.5-3(Fighter)  
[Oil or Uranium] 
Flight 

Battleship  225  
40.6 -20%  
[Oil or Uranium] 
Industrialism 

Air Units

Fighter  100 
12.1.6 -5% 50%  
Flight 

Jet Fighter  150 
24.1.10 -10% 70%  
[Oil,Aluminium] 
Composites, Flight 

Stealth Bomber  200 
20.1.12 -50%  -20% 
50%evade  
[Oil, Aluminium] 
Composites, Flight, Robotics 

Gunship         160  
20.4 25%  +100%  
[Oil] 
Rocketry, Flight

ICBM        500 
[Uranium] 
Manhattan Project  
Rocketry, Fission, 

Armored Units 

Tank  180  
28.2   blitz  
[Oil] 
Industrialism, Rifling 

Panzer (German)  180  
28.2 +50%   blitz  
[Oil] 
Industrialism, Rifling 

Modern Armor  240  
40.2   blitz  
[Oil, Aluminium] 
Composites, Computers 
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Legend                         cost 
strength.movement[.range]-cargo 

 first strike  immune 
 withdraw 
intercept 
 collateral, fortification bombard 
 bonus against... 
 no attack 
 no defens. bonus 
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Bomber  140 
16.1.8 -15% -50%  
Flight, Radio 


