	TERRAIN
	Topic
	Feature
	I.e.

	CTP 1&2
	Multilayered Map
	-coastal layer;

-sea layer;

-ocean layer;

-sky layer,

-impassable layer
	Shallow;

Deep Sea;

Rift Bottom;

Aerial, 

Massive Mountain Chains/ Bottom Rift*

	CIV 2 & TOT
	Connectable Map


	-on-map connection points as linkage points between maps
	Links to Earth Core, Planets, Distant Colonies, Inner City (bonus production)

	CIV 3
	Land Borders


	-Culture/Influence based
	Expand with cumulative culture

	SMAC
	Sea Borders


	-Military/Commerce based
	Expand with cumulative m/c tile improvements

	M. OF ORION 2
	Disputed Borders


	-Grey-Zone Borders
	Allow partial overlaping of Civs' Borders to create Disputed Areas**

	IMPERIALISM 1&2
	Upgrade of Terrain Improvements
	-Resource output may be doubled- and offered for trade, to the UN/World Market, or turned into cash
	As all terrain improvement upgrades will require maintenance and can be destroyed !

	
	Storage of resources in Terrain Improvements
	-Reserve Depots for resources; build tanks in times lacking oil, with as much reserves you gathered
	As all terrain improvement upgrades will require maintenance and can be destroyed !

	MISC
	Terrain Buildable Options


	Terraforming, etc
	-Canals; (SMAC)

-Bridges; (CTP)

-Underwater Cities/Structures; (CTP)

-Tunnels*;

-Oil Rigs; (SMAC)

-Coastal Installations, Ports/Lighthouse/Guns;

-Border Installations;
(see Tot; CTP)

	DIPLOMACY
	Topic
	Feature
	I.e.

	SMAC
	Forum Diplomacy
	UN-style Umbrella Forum for all Member-Civs to:

-decide upon Allowance/Ban of = 

-decide upon Increase/Reduce of =
	=Membership status of Individual Civs (Veto Power; Full Member; Member, Non-Member**)

=Disputed Weapons (i.e. Nukes/Nerve Gas)

= Disputed Resources (i.e. Uranium/Opium)

=Improvements (Nuclear Plants; etc)

= Trade of Select Technologies

= Slavery

= Trade Taxation

= Pollution Emissions

= Intervention Fond (NEW IDEA) ***


	
	Multilateral Agreements
	-Use of Allies Cities; Transports; Terrain Improvements 

-Vow for peace for Allies/Trade Partners at their enemy's
	Allows also formation of Pact Blocks within or outside of UN policy and unilateral contracts between two Civs

	MOO2 & MISC
	Intervention Fond
	-UN Members to issue $$$ according to their UN Membership Status** to upkeep a global UN-Council-lead reaction force (which may also turn against themselves if acting against UN. 
	Full members need to have a 2/3 majority to overcome eventual Veto of two largest UN-Members (UN Gnrl. Secretary holds exclusive Veto)

	MOO2
	Economic & Scientific Trade
	Cumulating 5%, 10% and 20% between 2 Civs’ Economic and/or Scientific output 
	Synergy increases both Civs’ output by %, both share Tech Advance and/or $$$ Bonus

	
	Vote on Troop deployment in: Border Disputes ***
	 (UN Troops placed in disputed area after positive council vote on Member request). 

Securing of Strategic Resources/Strongpoint in rogue Civ's territory after repeated non-compliance.
	Full members may increase payment to UN or supply own troops (to secure temporary and partial command over force). In all other cases the General Secretary in power has high command.

	CIV2, TOT & SMAC
	Trade of Military units
	Selling, Buying, Trading, Lending of Military Units
	Allows weapon deals (secret deals may underpass UN boycotts)- also gives Civs Opportunity to directly aid UN

	MINOR CIVS
	Topic
	Feature
	I.e.

	MOO2 & IMPERIALISM 1&2
	Lesser Civs

(Departing from 62 Civs:)
	Placement of Non-Expanding yet Diplomatically active Civs. Sign trade treaties with these to get to their resources, make military pacts to mutual aid, sign protection pacts to secure your borders with buffer zones against Great Civs. Offer them UN membership to convert them into Great Civs…
	Minor Civs to hold special EXCLUSIVE resources, boni, technology, etc. They can be temporarily conquered or become vassals of Great Civilisations- yet may always seek for own independence (after independence these cannot become vassals  by diplomacy anymore). Use their ports if allied ;)

	MISC
	Topic
	Feature
	I.e.

	CTP 1&2, CIV 3, M. OF ORION 2
	Improved GRADUAL Mobilization (to work step by step)
	Merge CTP cost levels according to army readiness (hit points) with Civ3 Bonus System during Mobilization (add intermediates levels “Alert” and “Partial Mobilization”
	Gives Civs a better way to simulate real life preparations/readiness for war- reducing army readiness below Normalcy in peacetime generates extra happiness and luxuries- the opposite increases war weariness. When you see (you may need a spy) neighbouring Civs gradually stepping up mobilization this gives you a short window of opportunity to prepare for attack or defence- surprise attacks would need to be concealed by stepping up costly counter espionage.

	SMAC
	Found and/or Liberate new States


	Additionally to “Conquer and Abandon/Raze City” options this gives you the choice of allowing conquered, vasalled, or distant (as well as disgruntled) cities within your Empire to get their independence as a free Minor Civ, or as an autonomous region within your empire.
	Self explanatory ;)

	UNITS
	Topic
	Feature
	I.e.

	
	Modular Unit components
	3D Based Modules stripping a unit down to components allowing combinations/new colours: allows equipping a unit with alternate modules: easy modding & creatin of new interchangeable combinations
	Infantry with different attacheable weapons, heads, headsets, uniforms, boots, backpacks. Tanks, ships, etc with different turrets, etc.

	
	3d Converter
	Import other formats into Game: FLCs, GIFs, 3DS Max, GMAX, FSDS, etc
	Incorporate previous creations into the game- after hundreds of Civ3 units have been made, many better than- or altogether different from the Firaxian approach one would hate to see these vanish before a new game of the same series.


