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TERRAIN 
Base    Mov Def Build Feature    Mov  Def 
Coast 1  2 1 +10%  Fallout -3 -3 -3 2 -0.5  
Desert    1  +25% Flood Plain +3    -0.4  

Grassland 2   1   Forest  +1  2 +0.4 +50% 
Snow    1  +50% Ice    ¥    
Ocean 1  1 1   Jungle -1   2 -0.25 +50% 
Peak    ¥    Hill -1 +1    +25% 

Plains 1 1  1   Oasis +3  +2 2 water  
Tundra 1   1   River   +1  +2 +10% 

CITY SPECIALISTS 
Kind Regular  Super 
Citizen +1   
Artist +1 +4 +3  +3 +12  
Engineer +2 +3  +3 +3  
Merchant +3 +3  +1 +6  
Priest +1 +1 +3  +2 +5  
Scientist +3 +3  +1 +6  

TERRAIN IMPROVEMENTS 
Improvement Effect Enabled by Remark 
Cottage +1  Pottery grows to Hamlet in 10 turns 
Hamlet +2   grows to Village in 20 turns 
Village +3   grows to Town in 40 turns 
Town +4   +1  [Printing Press] 

+1  [Universal Suffrage] 
+2  [Free Speech] 

Farm +1  Agriculture [fresh water  
or other farm+Civil Service] 

+1  [Biology] 

Fort  Construction +25% defense 
Lumbermill +1  Replaceable Parts +1  [river] 
Mine +2  Mining [hill]  
Watermill +1  Machinery [river, non-hill] +1  [Electricity] 

+1  [Replaceable Parts]  
+1  [State Property] 

Windmill +1 +1  Machinery [hill] +1  [Electricity] 
+1  [Replaceable Parts]  

Workshop -1 +1  Metal Casting [non-hill] +1  [Guilds] 
+1  [Chemistry] 

LUXURY RESOURCES 
Resource Effect Improvement Enables (Obsolete) 
Dye +1  Plantation +4 +1  Calendar 
Fur +1  Camp +3 +1  Hunting (Plastics) 
Gems +1  Mine +1 +5 +1  Mining 
Gold +1  Mine +1 +6 +1  Mining 
Incense +1  Plantation +5 +1  Calendar 
Silk +1  Plantation +3 +1  Calendar 
Silver +1  Mine +1 +4 +1  Mining 
Spices +1  Plantation +1  +2 +1  Calendar 
Sugar +1  Plantation +1  +1 +1  Calendar 
Wine +1  Winery +1  +2 +1  Monarchy 

FOOD RESOURCES 
Resource Effect Improvement Enables (Obsolete) 
Banana +1  Plantation +2  Calendar 
Clam +1  Fishing Boat +2 +1  Fishing 
Corn +1  Farm +2 +1  Agriculture 
Cow +1  Pasture +2 +2 +1  Animal Husbandry 
Crab +1  Fishing Boat +2 +1  Fishing 
Deer +1  Camp +2 +1  Hunting 
Fish +1  Fishing Boat +3 +1  Fishing 
Pig +1  Pasture +3  +1  Animal Husbandry 
Rice +1  Farm +1 +1  Agriculture 
Sheep +1  Pasture +2 +1 +1  Animal Husbandry 
Whale +1  Whaling Boat +1 +2  +1  Optics (Combustion) 
Wheat +1  Farm +2 +1  Agriculture 

STRATEGIC RESOURCES 
Resource Effect Technology Reveals/Enables Improvement 
Aluminium +1  Industrialism/Mining Mine +3 +1  
Coal +1  Steam Power/Mining Mine +3  
Copper +1  Bronze Working/Mining Mine +3  
Horses +1  -/Animal Husbandry Pasture +2 +1  
Iron +1  Iron Working/Mining Mine +3  
Ivory +1  -/Hunting (obs. Industrialism) Camp +1 +1 +1  
Marble +1  -/Masonry Quarry +1 +2  
Oil +1  Scientific Method/Combustion Well/O.Platform +2 +1  
Stone +1  -/Masonry Quarry +2  
Uranium  Physics/Mining Mine +3  
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