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Units

Name Prerequisite Resources Cost [Nation [Upgrade [A|D [M|B |R|F|T|O[Notes

AEGIS cruiser Robotics Aluminium, uranium 160 121 10] 5] 4] 2] 2 Radar, sees subs, ZoC
Ansar Warrior Chivalry Horses, iron 60|Arabia 41 2| 3 Fast

Archer Warrior code 20 Longbowman 2] 11 1

Army 400 0] O 1 3 Battles use all units, only carries ground units
Atrtillery Replaceable parts 80 Radar artillery 0] O] 1]112| 2| 2

Battleship Mass production Qil 200 18] 12| 5| 8| 2| 2

Berserk Invention 70|Scand. 6] 2| 1 Amphibious attack

Bomber Flight Ol 100 o] 21 -1 8f-|3 6|Bombing and re-base only
Bowman Warrior code 20|Babylon |Longbowman 2] 2| 1

Cannon Metallurgy Iron, saltpeter 40 Artillery o] o 11 8| 1| 1 Wheeled

Caravel Astronomy 40 Galleon 1 2| 3 3 Sinks in ocean

Carrier Mass production Oil 180 1 8| 4 4 Radar, only carries air units
Catapult Mathematics 20 Cannon of of 1] 4] 111 Wheeled

Cavalry Military tradition Horses, saltpeter 80 6] 3| 3 Fast, ZoC

Chariot The wheel Horses 20 Horseman 1 1| 2 Wheeled, fast

Conquistador Navigation Horses 70|Spain 3] 2| 2 All terain as roads, ZoC
Cossack Military tradition Horses, saltpeter 80|Russia 6] 4] 3 Fast, ZoC

Cruise missile Rocketry Aluminium 60 16] 2| 3

Destroyer Combustion Oil 120 12| 8| 5| 6| 1] 2

Explorer Navigation 20 of o 2 All terain as roads

F-15 Rocketry Qil, aluminium 100|America 8| 4| - 41 -1 2 6| All air missions, radar
Fighter Flight Ol 80 Jet fighter 41 21 -] 2]1-|1 4|No precision strikes

Frigate Magnetism Iron, saltpeter 60 2 2 4] 2] 1] 2

Galleon Magnetism 60 Transport 1 2| 4 4

Galley Map making 30 Caravel 1 1| 3 2 Sinks in sea

Gallic sword. Iron working Iron 50|Celts 3] 2| 2

Guerilla Replaceable parts 90 6] 6] 1

Helicopter Advanced flight Oil, rubber 100 0 21 -] O] - 0| 1] 6|Only carries foot units, airdrop
Hoplite Bronze working 20|Greece |Musketman 1] 3| 1 Draft

Horseman Horseback riding Horses 30 Knight 21 11 2 Fast

Hwach'a Metallurgy Saltpeter 40|Korea o] O 1112| 1| 1 Wheeled

ICBM Satellites Aluminium, uranium 500 g

Immortals Iron working Iron 30|Persia 4] 2| 1

Impi Bronze working 20|Zululand |Musketman 1 2| 2 Draft

Infantry Replaceable parts Rubber 90 Mech infantry 6| 10 1 Draft

Ironclad Steam power Coal, Iron 80 41 4] 4| 4| 1] 2

Jaguar warrior 10|Aztec Swordsman 1 1] 2

Jet fighter Rocketry Qil, aluminium 100 8| 4] -1 2|-|1 6|No precision strikes

Keshik Chivalry Horses 60|Mong. 4] 2| 2 Ignores mountain movement penalty, ZoC
King 11 1| 2 If eliminated, you lose
Knight Chivalry Horses, iron 70 Cavalry 41 3| 2 Fast

Leader 0l 0] 3 Hurries production, builds army
Legionary Iron working Iron 30|Rome 3] 3| 1

Longbowman Invention 40 41 4| 1

Man-o-war Magnetism Iron, saltpeter 60|England 3| 2 4] 3] 1] 2

Marine Amphibious warfare |Rubber 100 8] 6] 1 Amphibious attack, ZoC
Mech infantry Computers Qil, rubber 110 12| 18| 2 Fast, ZoC, draft

Medieval inf. Feudalism Iron 40 Guerilla 41 2| 1 Draft

Modern armor Synthetic fibres Qil, rubber, aluminium 120 24| 16| 3 Fast, ZoC, blitz

Mounted warrior |Horseback riding Horses 30|Iroquois  |Knight 3] 1] 2 Fast

Musketeer Gunpowder Saltpeter 60|France |Rifleman 3| 4] 1 Draft

Musketman Gunpowder Saltpeter 60 Rifleman 2| 41 1 Draft

Nuclear sub Fission Uranium 140 8| 4| 4 1 Only carries t. nukes, invisible, radar, sees subs
Numidian merc. |Bronze working 30| Carthage |Pikeman 2] 3|1 1 Draft

Panzer Motorized transport |Qil, rubber 100|Germany [Modern armor |16] 8| 3 Fast, ZoC, blitz

Paratrooper Advanced flight Qil, rubber 100 6] 8| 1 Airdrops, ZoC

Pikeman Feudalism Iron 30 Musketman 1] 3| 1 Draft

Privateer Magnetism Iron, saltpeter 60 2] 1] 3 Hidden nationality

Radar artillery Robotics Aluminium 120 o o 1]16] 2| 2 Radar, ZoC

Rider Chivalry Horses, iron 70|China Cavalry 41 3| 3 Fast

Rifleman Nationalism 80 Infantry 4] 6| 1 Draft

Samurai Chivalry Iron 70|Japan Cavalry 41 4| 2

Scout 10|Exp. civs |Explorer 0] 0] 2 Applicable civs start with one
Settler 30 of of 1 Costs 2 population

Sipahi Military tradition Horses, saltpeter 100|Ottom. 8l 31 3 Fast, ZoC

Spearman Bronze working 20 Pikeman 1 2| 1 Draft

Stealth bomber Stealth Qil, aluminium 240 0l Of - 8l -]3 12|No air sup. or recon, lower detection chance
Stealth fighter Stealth Qil, aluminium 120 0l Of - 41 -1 2 8|No air sup., lower detection chance
Submarine Mass production Oil 100 8| 4| 3 Invisible, sees subs
Swordsman Iron working Iron 30 Medieval inf. 3] 2| 1

Tactical nuke Space flight Aluminium, uranium 300 6

Tank Motorized transport  |Qil, rubber 100 Modern armor | 16| 8| 2 Fast, ZoC, blitz

Transport Combustion Oil 100 1 4| 5 8

War chariot The wheel Horses 20|Egypt Knight 2] 1] 2 Wheeled

War elephant Chivalry India Cavalry 4] 3| 2 Fast

Warrior 10 Swordsman 11 1| 1

Worker 10 o] O] 1 Costs 1 population

* 4 with pentagon




Buildings

City Improvements

Name Prerequisite |[Requirements Cost |Upkeep |Culture |Poll. |Effect
Airport Flight 160 2 0 1| Veteran air units, air trade
Aqueduct Construction 100 1 0 O|Allows city, not needed if fresh water is in radius
Bank Banking Marketplace 160 1 0 0| +50% tax
Barracks 40 1 0 0|Veteran ground units
Cathedral Monotheism Temple 160 2 3 0|3 content citizens
City walls Masonry 20 0 0 0| +50% defence, 8 bombard defence, towns only
Civil defence Radio Baracks 120 1 0 0| +50% defence
Coal plant Industrialization Factory, coal 160 3 0 2| +50% production, replaces other plants
Coastal fortress Metallurgy Iron, saltpeter 40 0 0 0|8 naval defence / bombard defence, attacks ships
Colosseum Construction 120 2 2 0|2 content citizens
Commercial dock Mass production |Harbour 160 2 0 1] +1 trade from water
Courthouse Code of laws 80 1 0 0|Increases propaganda resistance, lowers corruption
Factory Industrialization Iron 240 3 0 2| +50% production
Granary Pottery 60 1 0 0|Doubles city growth rate
Harbour Map making 80 1 0 0| Veteran naval units, water trade, +1 food from water
Hospital Sanitation 160 2 0 0|Allows metro
Hydro plant Electronics Factory, river in radius 240 3 0 0| +50% production, replaces other plants
Library Literature 80 1 3 0| +50% research
Manufacturing plant Robotics Factory 320 3 0 2| +50% production
Marketplace Currency 100 1 0 0| +50% tax, increases luxury bonuses
Mass transit system Ecology Rubber 200 2 0 0|Removes population pollution
Nuclear plant Nuclear power Factory, uranium, fresh water 240 3 0 0] +150% production, chance of meltdown
Offshore platform Miniaturization 240 3 0 2| +1 shield from water
Palace Masonry Varies 0 1 0|Centre of empire
Police station Communism 160 2 0 0|Reduces corruption and war weariness
Recycling plant Recycling 200 2 0 0|Reduces production pollution
Research lab Computers University 200 2 2 1| +50% research
SAM missle battery Rocketry Aluminium 80 2 0 0|8 air defence
Solar plant Ecology Factory 320 3 0 0| +50% production
Stock exchange The corporation Bank 200 3 0 0] +50% tax
Temple Ceremonial burial 60 1 1 0|1 content citizen
University Eduction Library 200 2 4 0| +50% research
Great Wonders
Name Prerequisite |Characteristics Cost |Culture |Obsolete |Effect
Colossus Bronze working Expansionist, religious 200 3|Flight +1 commerce In any square already producing commerce
Copernicus' observatory  |Astronomy Expansionist 400 4 Doubles science output of city
Cure for cancer Genetics Scientific 1000 3 1 content citizen in every city
Great Library Literature Scientific 400 6|Education Gives advance any other 2 known civs have
Great Lighthouse Map making Expansionist, commercial 300 2|Magnetism  |Galleys safe in sea, +1 naval movement
Great Wall Construction Militaristic, industrious 200 2|Metallurgy Doubles strength vs. barbarians, doubles city wall effect
Hanging gardens Monarchy Industrious 300 4|Steam power |3 content citizens in city, 1 content citizen in other cities
Hoover dam Electronics Industrious 800 2 Hydro plant in every city on continent
Internet Miniaturization All 1000 4 Research lab in every city on continent
J.S. bach's cathedral Music theory Religious 600 6 2 content citizens in every city on continent
Leonardo's workshop Invention Militaristic 600 2 Halves unit upgrade costs
Longevity Genetics Scientific 1000 3 Cities grow by 2 when food box fills
Magellan's voyage Navigation Expansionist, commercial 400 3 +1 naval movement
Manhattan project* Fission Militaristic, industrious 800 2 Allows nuclear weapons for all civs
Newton's university Theory of gravity |Scientific 400 6 Doubles science output of city
Oracle Mysticism Religious 300 4|Theology Doubles temple effect
Pyramids Masonry Industrious, religious 400 4 Granary in every city on continent
SETI programme Computers Expansionist 1000 3 Doubles science output of city
Shakespeare's theatre Free artistry 400 8 8 content citizens in city
Sistine chapel Theology Religious 600 6 Doubles cathedral effect
Smith's trading company |Economics Commercial 600 3 Pays upkeep for harbours, marketplaces, banks and airports
Sun tzu's art of war Feudalism Militaristic 600 2 Barracks in every city on continent
Theory of evolution Scientific method |Scientific 600 3 2 free advances
United nations Fission Commercial 1000 4 Allows diplomatic victory
Universal suffrage Industrialization Militaristic 800 4 Reduces war weariness in all cities
Small Wonders
Name Requirement Cost |Culture |Effect
Apollo programme Space mght, aluminium 500 2|Allows spaceship construction
Battlefield medicine 5 hospitals 500 1]Units can heal in enemy territory
Forbidden palace 8 cities*™ 200 2|Acts as a second capital
Heroic epic Victorious army 200 4|Increases chance of leader appearing
Intelligence agency Espionage 400 1]|Allows spy missions
Iron works Coal & iron in city radius 300 2|Doubles city production
Military academy Victorious army 400 1|City can build armies
Pentagon 3 armies 400 1]Armies can contain 4 units
Strategic missile defence |5 SAM missle batteries 500 1|75% of intercepting ICBMs
Wall street 5 stock exchanges 300 2|Earns 5% interest on treasury per turn (max. 50 gold per turn)

* Requires uranium

**For standard map, varies for other sizes




Miscellaneous

Terrain
Name Moving [Defence [F (I) |S (M)|C (R) Resources
Coast 1 T0[1 (+0) |0 (+0) [2 (¥0) Fish
Desert 1 10]0 (+1) |1 (+1) [0 (+1) Incense, saltpeter, oil
Flood plain 1 10]3 (+1) [0 (+0) [0 (+1) Wheat
Forest 2 25|1 (+0) |2 (+0) |0 (+1) Game, furs, dyes, spice, ivory, silk, uranium, rubber
Grassland 1 10)2 (+1) [0* (+1) |O (+1) Cattle, wheat, wine, horses
Hills 2 50(1 (+0) [1 (+2) |0 (+1) Gold, wine, incense, horses, iron, saltpeter, coal, aluminium
Jungle & 25|1 (+0) [0 (+0) |0 (+1) Dyes, spice, silk, gems, coal, rubber
Lake 1 10|2 (+0) |0 (+0) |2 (+0)
Mountains & 10010 (+1) |1 (+2) |0 (+1) Gold, gems, iron, saltpeter, coal, uranium
Ocean 1 10]0 (+0) |0 (+0) |0 (+0)
Plains 1 10(1 (+1) |1 (+1) [O (+1) Cattle, wheat, wine, ivory, horses
Sea 1 10[1 (+0) |0 (+0) |1 (+0) Whales, fish
Tundra 1 10|1 (+0) |O (+1) [O (+1) Game, furs, oil, aluminium
Strategic Resources
Name Prerequisite F S C Terrain
Aluminium Rocketry +0 +2 +0 Hills, tundra
Coal Steam power +0 +2 +1 Hills, jungle, mountains
Horses The wheel +0 +0 +1 Grassland, hills, plains
Iron Iron working +0 +1 +0 Hills, mountains
Oil Refining +0 +1 +2 Desert, tundra
Rubber Replaceable parts +0 +0 +2 Forest, jungle
Saltpeter Gunpowder +0 +0 +1 Desert, hills, mountains
Uranium Fission +0 +2 +3 Forest, mountains
Luxury Resources Bonus Resources
Name F S C Terrain Name|F [S |C [Terrain
Dyes +0 +0 +1 Forest, jungle Cattle [ +2] +1 | +0O |Grassland, plains
Furs +0 +1 +1 Forest, tundra Fish +2| +0 | +1 |Coast, lake, ocean, sea
Gems +0 +0 +4 Jungle, mountains Game | +2]|+0 | +O |Forest, tundra
Incense +0 +0 +1 Desert, hills Gold +0| +0 | +4 [Hills, mountains
Ivory +0 +0 +2 Forest, plains Whales | +1| +1 | +2 |Sea
Silk +0 +0 +3 Forest, jungle Wheat | +2| +0 | +0 |Flood plain, grassland, plain
Spice +0 +0 +2 Forest, jungle
Wine +1 +0 +1 Grassland, hills, plains
Governments
Name Workers [Hurrying [Corruption |Draft Police [Support |[Notes
Anarchy 50%|[None Catastrophic 0 M E No upkeep, production or research, tile penalty
Communism 100% |Labour Communal 2 412.4.8 Veteran spies
Democracy 150% |Paid Minimal 1 0{0.0.0 Immune to prop., trade & shield bonus, high weariness
Despotism 100%|Labour Rampant 2 2|4.44 Tile penalty
Monarchy 100%|Paid Problematic 2 3|2.4.8
Republic 100%|Paid Nuisance 1 0{0.0.0 Trade bonus, low war weariness
Civs
Name Characteristics Start Techs Unique Unit Replaces
Arabia EXpansionist, religious Ceremonial burial, potery Ansar warrior Rnignt
America Expansionist, industrious |Pottery, masonry F-15 Jet fighter
Aztec Religious, militaristic Warrior code, ceremonial burial Jaguar warrior Warrior
Babylon Scientific, religious Bronze working, ceremonial burial Bowman Archer
Carthage Commercial, industrious  |Alphabet, masonry Numidian mercenary |Spearman
Celts Religious, militaristic Warrior code, ceremonial burial Gallic swordsman Swordsman
China Militaristic, industrious Warrior code, masonry Rider Knight
Egypt Industrious, religious Ceremonial burial, masonry War chariot Chariot
England Expansionist, commercial |Alphabet, pottery Man-o-war Frigate
France Commercial, industrious Alphabet, masonry Musketeer Musketman
Germany Militaristic, scientific Warrior code, bronze working Panzer Tank
Greece Scientific, commercial Alphabet, bronze working Hoplite Spearman
India Commercial, religious Ceremonial burial, alphabet War elephant Knight
Iroquois Expansionist, religious Ceremonial burial, pottery Mounted warrior Horseman
Japan Religious, militaristic Ceremonial burrial, the wheel Samurai Knight
Korea Scientific, commercial Alphabet, bronze working Hwach'a Cannon
Mongolia Expansionist, militaristic Warrior code, pottery Keshik Knight
Ottomans Industrious, scientific Masonry, bronze working Sipahi Cavalry
Persia Industrious, scientific Masonry, bronze working Immortals Swordsman
Rome Militaristic, commercial Warrior code, alphabet Legionary Swordsman
Russia Expansionist, scientific Pottery, bronze working Cossack Cavalry
Scandinavia |Expansionist, militaristic Warrior code, pottery Berserk Longbowman
Spain Commercial, religious Ceremonial burial, alphabet Conquistador Explorer
Zululand Expansionist, militaristic Warrior code, pottery Impi Spearman

*Sometimes 1




Research (Early)

Ancient Times

Bronze Working Iron Working Construction
Spearman B P»1Swordsman B > Aqueduct
Colossus »]Colosseum
Great wall
Masonry »|Mathematics Fortress
Palace »|Catapult |Philosophy
City walls »ICurrency
Pyramids »|Code Of Laws Marketplace
Outpost Writing Courthouse
{The Republic |
[Aiphabet F—» [ iiferatore. =7 7 1o
Wibrary 1 TTTTTmTT T T
Pottery toreatioar_____|
Granary
»|Map Making
The Wheel »|Galley
Chariot Harbour
Great lighthouse
Warrior Code
Archer »IHorseback Riding
»IHorseman T :-M_on_aEhT - .:
Ceremonial Burial =|Hanging gardens |
Temple »|Mysticism —>|Polytheism —>1vionarchy |
Oracle T T T T
| Middle Ages
Monotheism _|Theology —’E?EnEnE E’e:ss_ : :l _

[Free Artistry

Cathedral - Sistine chapel -|
Iﬁer_n&:acv I_ﬂShakespeare's theatre |
___ — __ fey 1 =
—!Chivalry | !Music Theory '! T ,rEconomics '!
—>Knight iJ.Sﬁa&h‘s_caﬁweireL j Banking _ViSmith's trading company i
_T Bank |Wealth effect doubled |
v
Feudalism Education Astronomy I‘N;vi_gﬁio_n_ - -|
Pikeman University Caravel ‘ _ﬂEprorer |
Medieval infantry »1Copernicus' observatory IMageIIan's voyage |
Sun tzu's art of war * I_________JI
»|Invention |Chemistry IPhysics I »|Magnetism
Longbowman Galleon
»|Leonado's workshop Theory Of Gravity Privateer
Newton's university Frigate
[Gunpowder 4
Engineering »|Musketman Metallurgy
Forest Cannon
Coastal fortress »|Military Tradition
Cavalry
Key Military academy
Unit Worker job
City improvement
Wonder Government



Research (Late)

Industrial Ages

Nationalism | _Communism ____: [Flight
[Rifleman I " Police station | [Fionter »rAdvanced Flight |
II\/IPPS and embargos I |2mlnﬁlﬂ1_ I | Bombing IParatrooper B I
IDraft I — Airport Il-l(ﬂc%tti_ I |
[Viobilize _|—"|Espionage ¥
_—T T T P Ilteﬂgﬂciag_erﬂ/_ - Airfield
y
Industrialization Refining [Amphibious War |
Factory o | IMarine |
Coal plant 4 . Y
Universal suffrage Combustion
Transport
Steam power »|The Corporation Destroyer Mass Production
Ironclad Stock exchange Submarine
Carrier
ISteeI I Battleship
Railroad Replaceable Parts »lCommercial dock
v Infantry v
Electricity Pl Artillery Motorized Transport |—
Irrigate without water Geurilla Tank
v
[Medicine | Scientific method Worker speed doubles
Theory of evolution Elecronics »|Radio
ISanitation 1 —>|Atomic Theory —>{Hydro plant Civil defence
II_-kﬁpit_al_ 1 Hoover dam Radar tower
| Modern Times |
Ecology »{Synthetic Fibres »|Stealth
Mass transit system »IRecycling Modern armor Stealth bomber
Solar plant W Stealth fighter
Space Flight
Rocketry »|Tactical nuke
Jet fighter Apollo programme
Cruise missile
SAM missle battery »|Superconductor
v
Fission »ISatellites Integrated Defense
Nuclear sub ICBM P1Strategic missle defense
Manhattan project Nuclear Power
United nations »|Nuclear plant
v v
The Laser »ISmart Weapons
_I—P Precision bombing
Computers
Mech infantry Miniturization »|Robotics
Research lab »-]Offshore platform — »1AEGIS cruiser
SETI programme Internet " |Genetics Radar artillery
Cure for cancer Manufacturing plant
Key Longevity
Unit Worker job
City improvement Other ability
Wonder Government




