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Default Game Rules for Civilization III Conquest
This Document Originally Created by Rob Shires (Skydivingcows)
November 2003
Modified by

THANK YOU FIRAXIS, INFOGRAMES, ATARI AND BREAKAWAY GAMES!

Congratulations to Sid Meier

You created another masterpiece

Good Luck on the high seas in 2004!!!

http://forums.civfanatics.com/showthread.php?s=&threadid=70722

All pictures were obtained in Civilopedia folders from Civ3 and Conquests

All data compiled from Civ3 Conquest Editor and Civilopedia in the game itself
	Rob Shires and

www.Civ3.com
	Civilization Conquest Abilities
	Unit Difference
	

	
	Agr
	Com
	Exp
	Ind
	Mil
	Rel
	Sci
	Sea
	Special Unit
	Replaces
	Attack/Defense/Movement
	Requires

	Rome
	
	
	X
	
	
	X
	
	
	
	Legionaries
	Swordsmen
	0/1/0
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	Egypt
	
	
	
	
	X
	
	X
	
	
	War Chariots
	Chariots
	1/0/0
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	Greece
	
	
	X
	
	
	
	
	X
	
	Hoplites
	Spearman
	0/1/0
	-

	Babylon
	
	
	
	
	
	
	X
	X
	
	Bowmen
	Archer
	0/1/0
	-

	Germany
	
	
	
	
	
	X
	
	X
	
	Panzers
	Tank
	0/0/1
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	Russia
	
	
	
	X
	
	
	
	X
	
	Cossacks 
	Cavalry
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+10
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	China
	
	
	
	
	X
	X
	
	
	
	Riders
	Knights
	0/0/1
	
[image: image9.png]
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	America
	
	
	
	X
	X
	
	
	
	
	F-15
	Jet Fighter
	B3 F1  € 
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	Japan
	
	
	
	
	
	Z
	X
	
	
	Samurai
	Knights
	0/1/0
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	France
	
	
	X
	
	X
	
	
	
	
	Musketeers 
	Musketman
	0/1/0 B2 F1 סּ
	
[image: image15.png]




	India
	
	
	X
	
	
	
	X
	
	
	War Elephants
	Knights
	‡
	-

	Persia
	
	
	
	
	X
	
	
	X
	
	Persian Immortals
	Swordsmen
	1/0/0
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	Aztecs
	
	X
	
	
	
	X
	
	
	
	Jaguar Warriors
	Warriors
	0/0/1 
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+5
	-

	Zululand
	
	
	
	X
	
	X
	
	
	
	Impi 
	Spearman
	0/0/1  Ω
	-

	Iroquois
	
	X
	X
	
	
	
	
	
	
	Mounted Warriors
	Horseman
	1/0/0
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	England
	
	
	X
	
	
	
	
	
	Z
	Men-O-War
	Frigates
	2/0/0 B1 
[image: image19.png]


+5   
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	Mongols
	
	
	
	X
	
	X
	
	
	
	Keshik 
	Knights
	0/-1/0 
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-10  ¢
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	Spain
	
	
	
	
	
	
	X
	
	X
	Conquistador
	Explorers
	3/2/0 
[image: image25.png]


+50
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	Scandinavia
	
	
	
	
	
	X
	
	
	X
	Berserkers 
	Longbowmen
	2/1/0 B-2F-1
[image: image27.png]


+30 ≈
	-

	Ottomans
	
	
	
	
	X
	
	
	X
	
	Sipahi
	Cavalry
	2/0/0 
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+20
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	Celts
	
	X
	
	
	
	
	X
	
	
	Gallic Swordsmen
	Swordsmen
	0/0/1 
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+10
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	Arabia
	
	
	
	X
	
	
	X
	
	
	Ansar Warriors
	Knights
	0/-1/1 
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-10
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	Carthage
	
	
	
	
	X
	
	
	
	X
	Numidian Mercenaries
	Spearman
	1/1/0 
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+10
	-

	Korea
	
	
	X
	
	
	
	
	X
	
	Hwach’a 
	Cannon
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	Sumeria
	
	X
	
	
	
	
	
	X
	
	Enkidu Warriors  
	Warriors
	0/1/0  ‡
	-

	Hittites
	
	
	X
	X
	
	
	
	
	
	Three-man Chariot
	Chariot
	1/1/0 
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+10
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	Netherlands
	
	X
	
	
	
	
	
	
	X
	Swiss Mercenaries
	Pikeman
	0/1/0
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	Portugal
	
	
	
	X
	
	
	
	
	X
	Carracks
	Caravels
	1/0/0  Ǿ
	-

	Byzantines
	
	
	
	
	
	
	
	X
	X
	Dromon 
	Galley
	1/0/0 B2 R1 F2 
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	-

	Inca
	
	X
	
	Z
	
	
	
	
	
	Chasqui Scout
	Scout
	1/1/0 
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+10
	-

	Maya
	
	X
	
	
	X
	
	
	
	
	Javelin Thrower 
	Archer
	0/1/0 B-1F-1
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+10 
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	-
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Blitzkrieg
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 Lethal Land Bombardment
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 Lethal Sea Bombardment
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 Enslavement 
	סּ  Bombardment
	
[image: image50.png]


 Shield cost
	Rate of Fire
	Range

	Ω Withdraw
	€ Stealth Attack, Precision Strike
	¢ Ignore Movement Cost
	Ǿ Ocean Traverse
	≈ Amphibious
	‡ Additional Hit Point 
	Bombard


Civilization Traits
	Trait
	Agricultural
	Commercial
	Expansionist
	Industry
	Militaristic
	Religious
	Scientific
	Seafaring

	Tech
	Pottery

	Alphabet
	Pottery
(X)

or Masonry

(Z)
	Masonry
	Warrior Code
(X)

or The Wheel

(Z)
	Ceremonial Burial
	Bronze Working
	Alphabet
(X)
or Pottery

(Z)

	Bonus
	Extra food in city center, irrigated deserts produce extra food
	Extra
Commerce
in city
center
	Better stuff from barbarian villages
	Extra production in city center
	Reduced military improvement costs
	Reduced cost for religious improvements
	Free random tech at beginning of each new era
	Reduced “water based” city improvements,
Cities built on coast receive extra commerce in city center 

	Bonus
	Reduced costs for aqueduct, Recycling and Solar Plants
	Lower corruption
	Civilization starts with scout
	Workers work faster
	Battlefield promotions more likely
	No Anarchy between Governments
	Reduced science improvement cost
	Ships move faster and have less of chance of sinking out at sea and in the ocean


Government Types

	Government
	Anarchy
	Despotism
	Monarchy
	Communism
	Republic
	Democracy
	Fascism
	Feudalism
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	Hurry Method
	-
	Forced
	Paid
	Forced
	Paid
	Paid
	Forced
	Forced

	Corruption
	Catastrophic
	Rampant
	Problematic
	Communal
	Nuisance
	Minimal
	Nuisance
	Problematic

	War Weariness
	-
	-
	-
	-
	Low
	High
	-
	Low

	Worker Rate
	50%
	100%
	100%
	100%
	100%
	150%
	200%
	100%

	Military Police
	0
	2
	3
	4
	0
	0
	4
	3

	Draft Limit
	0
	2
	2
	2
	1
	1
	2
	2

	Town
	0
	4
	2
	6
	1
	0
	4
	5

	City
	0
	4
	4
	6
	3
	0
	7
	2

	Metropolis
	0
	4
	8
	6
	4
	0
	10
	1

	Unit Cost
	1
	1
	1
	1
	2
	1
	1
	3

	
	-1 
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  or 
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 if tile produces 3 or more
	-1 
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  or 
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 if tile produces 3 or more
	
	Veteran Spy
	+1
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 in each
tile already

producing 
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	No Propaganda
+1
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 in each

tile already

producing 
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	Xenophobic

Forced

Resettlement
Veteran Spy
	


Resources
	
	Resource
	Type
	Prerequisite
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	D
	P
	G
	T
	Flood
	H
	Mou
	For
	J
	Mar
	C
	S
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	Horses
	Strategic
	The Wheel
	0
	0
	1
	
	X
	X
	
	
	X
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	Iron
	Strategic
	Iron Working
	0
	1
	0
	
	
	
	
	
	X
	X
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	Saltpeter
	Strategic
	Gunpowder
	0
	0
	1
	X
	
	
	
	
	X
	X
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	Coal
	Strategic
	Steam Power
	0
	2
	1
	
	
	
	
	
	X
	X
	
	X
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	Oil
	Strategic
	Refining
	0
	1
	2
	X
	
	
	X
	
	
	
	
	
	X
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	Rubber
	Strategic
	Replaceable Parts
	0
	0
	2
	
	
	
	
	
	
	
	X
	X
	X
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	Aluminum
	Strategic
	Rocketry
	0
	2
	0
	
	
	
	X
	
	X
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	Uranium
	Strategic
	Fission
	0
	2
	3
	
	
	
	
	
	
	X
	X
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	Wines
	Luxury
	-
	1
	0
	1
	
	X
	X
	
	
	X
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	Furs
	Luxury
	-
	0
	1
	1
	
	
	
	X
	
	
	
	X
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	Dyes
	Luxury
	-
	0
	0
	1
	
	
	
	
	
	
	
	X
	X
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	Incense
	Luxury
	-
	0
	0
	2
	X
	
	
	
	
	X
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	Spices
	Luxury
	-
	0
	0
	2
	
	
	
	
	
	
	
	X
	X
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	Ivory
	Luxury
	-
	0
	0
	2
	
	X
	
	
	
	
	
	X
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	Silks
	Luxury
	-
	0
	0
	3
	
	
	
	
	
	
	
	X
	X
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	Gems
	Luxury
	-
	0
	0
	4
	
	
	
	
	
	
	X
	
	X
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	Whales
	Bonus
	-
	1
	1
	2
	
	
	
	
	
	
	
	
	
	
	
	X
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	Game
	Bonus
	-
	2
	0
	0
	
	
	
	X
	
	
	
	X
	
	X
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	Fish
	Bonus
	-
	2
	0
	1
	
	
	
	
	
	
	
	
	
	X
	X
	X
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	Cattle
	Bonus
	-
	2
	1
	0
	
	X
	X
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	Wheat
	Bonus
	-
	2
	0
	0
	
	X
	X
	
	X
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	Gold
	Bonus
	-
	0
	0
	4
	
	
	
	
	
	X
	X
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	Sugar
	Bonus
	-
	1
	0
	1
	
	X
	
	
	
	X
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	Tropical Fruit
	Bonus
	-
	1
	0
	1
	
	
	
	
	
	
	
	
	X
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	Oasis
	Bonus
	-
	2
	0
	0
	X
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	Tobacco
	Bonus
	-
	0
	0
	1
	
	
	X
	
	
	X
	
	
	
	
	
	


Terrain
	Terrain
	Map
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	Irrigation
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	Mining
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	Road
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	Movement
	Defense
	Wheeled

Units
	Disease
	Resources

	Desert
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	0
	1
	0
	1
	1
	1
	1
	10
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	Plains
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	1
	1
	0
	1
	1
	1
	1
	10
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	Grassland
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	2
	0
	0
	1
	1
	1
	1
	10
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	Tundra
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	1
	0
	0
	0
	1
	1
	1
	10
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	Flood
Plain
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	3
	0
	0
	1
	0
	1
	1
	10
	
	Yes
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 Disease eliminated by Sanitation

	Hills
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	1
	1
	0
	0
	2
	1
	2
	50
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	Mountains
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	0
	1
	0
	0
	2
	1
	3
	100
	No
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	Forest
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	1
	2
	0
	0
	0
	1
	2
	25
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	Jungle
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	1
	0
	0
	0
	0
	1
	3
	25
	No
	Yes
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	Marsh
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	1
	0
	0
	0
	0
	1
	2
	20
	No
	Yes
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	Volcano
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	0
	3
	0
	0
	0
	0
	3
	80
	No
	
	-

	Coast
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	1
	0
	2
	0
	0
	0
	1
	10
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	Sea
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	1
	0
	1
	0
	0
	0
	1
	10
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	Ocean
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	0
	0
	0
	0
	0
	0
	1
	10
	
	
	-

	Bonus

Grassland
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	2
	1
	0
	1
	1
	1
	1
	10
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	River
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	1
	
	
	
	-
	When

Crossing

25
	
	
	Roads bridge after Engineering Tech
Allows Irrigation without Electricity

Allows city growth up to 12 

	Lake
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	2
	0
	2
	0
	0
	0
	1
	10
	
	
	Allows Irrigation without Electricity


Worker Jobs and Citizens
	Job
	
	Prerequisite
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[image: image183.png]
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	Turns
	Defense
	Lose
Worker
	

	Mine
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	1-2
	
	12
	
	
	2
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 if built on hills or mountains

	Irrigation
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	1
	
	
	8
	
	
	Electricity allows irrigation without fresh water 

	Fortress
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	Construction
	
	
	
	16
	50
	
	Zone of Control

	Road
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	1
	6
	
	
	Wheeled units travel more terrain, 1/3 Movement
over land terrain, Bridges after Engineering Tech

	Railroad
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	Steam Power
	→
	→
	
	12
	
	
	Requires 
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 to build, Zero movement cost
Adds 1
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 to irrigation or 1
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 to mine

	Plant
Forest
	
[image: image195.png]



	Engineering
	
	
	
	18
	
	
	Builds Forest in grasslands or plains 

	Clear
Forest
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	4
	
	
	Removes forest into grassland, plain or tundra
Returns 10
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 to nearest city

	Clear
Wetlands
	
[image: image198.png]



	
	
	
	
	16
	
	
	Removes jungle into grassland
Removes marsh into flood plain

	Clear
Damage
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	24
	
	
	Removes pollution, Removes volcanic fallout
Fills craters

	Airfield
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	Flight
	
	
	
	1
	
	Yes
	Base for air units, Build in neutral territory
Civilizations will take control if territory overlaps

	Radar
Tower
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	Radio
	
	
	
	1
	25
	Yes
	+25% offensive and defensive attacks within two tiles
No overlapping bonus, Destroyed by other Civ territory

	Outpost
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	Masonry
	
	
	
	1
	
	Yes
	Removes Fog of War by two tiles on flat land, three on 

hills, Four on mountains, Destroyed by other Civ territory

	Barricade
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	Construction
	
	
	
	16
	100
	
	Stops enemy movement one turn, Zone of Control

Only built on a tile containing a Fortress

	Colony
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	1
	
	Yes
	Built on top of resources outside city territory

Any city can use resource if connected to colony

	
	Laborer
	Entertainer
	Tax Collector
	Scientist
	Policeman
	Civil Engineer
	Movement Rate Along Roads  3

	Citizens
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	Golden Age  20 Turns

	
	
	
	
	
	
	
	Minimum Research Time  4 Turns

	Luxuries
	-
	1
	-
	-
	-
	-
	Maximum Research Time  50 Turns

	Research
	-
	-
	-
	3
	-
	-
	Draft and Sacrifice Citizen 20 Turns

	Taxes
	-
	-
	2
	-
	-
	-
	2 Food per Citizen

	Corruption
	-
	-
	-
	-
	1
	-
	4 Cities per Army

	Construction
	-
	-
	-
	-
	-
	2
	Cultural Level Multiplier  1000


Great Wonders
	
	Great

Wonders
	Required
	Cost
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	Culture
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	Tourist
Attraction
	Traits
	Obsolete
	♦   In every city
	☺ Doubles happiness of

	
	
	
	
	
	
	
	
	∆  In every city on continent
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	Pyramids
	Masonry
	400
	4
	X
	Ind, Rel, Agr
	
	∆  Granary
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	Hanging
Gardens
	Monarchy
	300
	4
	X
	Ind, Agr
	Steam Power
	3 
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 in city
♦ 1 
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 in all other cities
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	Colossus
	Bronze Working
	200
	3
	X
	Com, Exp, Sea
	Flight
	1 
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 in every tile already producing 
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	Great
Lighthouse
	Map Making
	300
	2
	X
	Com, Exp, Sea
	Magnetism
	Safe Sea Travel
 +1 Ship Movement
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	Great
Library
	Literature
	400
	6
	X
	Sci
	Education
	+2 Tech Advances gained by other Civ’s
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	Oracle
	Mysticism
	300
	4
	X
	Rel
	Theology
	☺ Temples
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	Great
Wall
	Construction
	300
	2
	X
	Rel, Mil
	Metallurgy
	∆ Walls

Doubles combat strength vs. barbarians
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	Sun Tzu’s 

Art of War
	Feudalism
	600
	2
	
	Mil
	
	∆  Barracks
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	Sistine

Chapel
	Theology
	600
	6
	X
	Rel,
	
	☺  Cathedral
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	Magellan’s

Voyage
	Navigation
	400
	3
	
	Com, Exp, Sea
	
	+1 Ship movement
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	Copernicus’

Observatory
	Astronomy
	400
	4
	X
	Exp
	
	Doubles research output
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	Shakespeare’s

Theatre
	Free Artistry
	450
	8
	X
	-
	
	8 
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 in city
Allows city growth greater than 12
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	Leonardo’s

Workshop
	Invention
	600
	2
	X
	Mil
	
	Halves unit upgrade cost
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	J.S. Bach’s

Cathedral
	Music Theory
	600
	6
	X
	Rel
	
	2 
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 in city

∆ 2 
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 in continental cities
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	Newton’s

University
	Theory of Gravity
	400
	6
	X
	Sci
	
	Doubles research output
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	Smith’s Trading

Company
	Economics
	600
	3
	
	Com, Sea
	
	Pays maintenance for trade installations
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	Universal

Suffrage
	Industrialization
	800
	4
	
	Agr
	
	♦ Reduce war weariness
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	Hoover

Dam
	Electronics
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