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AIR UNITS

HORSE: From great steeds fo Z COAL: A dirty, black rock that BIPLANE = MONOPLANE FIGHTER =% AMERICANS
THE CULTURE THAT UNLOCKS THE UNIT (OPTIONAL) THE UNIT’S SPECIAL ABILITY (OPTIONAL) plough horses, this majestic animal burns like logs, coal is the engine LIGHTNING
A // ‘@' MILITIA UNIT: Spawned by the defender strengthens all man's endeavours. of industry. & X2 8 X2 & x1 & X31 G X3
BABYI.ON'ANS , e during essuls o s nd e COPPER: Gatekeeper to the bronze 6 OIL: From transport to industry, STRATEGIC BOMBER l? 4 MULTIROLE FIGHTER 2>
THE NAME CEUNRSICLASS age, copper finds uses in weaponry, black gold powers the world. & X1 & X2
OF THE UNIT coinage, medicine, and decoration.

ALUMINIUM: Light yet strong,
~ RESOURCES REQUIRED T0 CIVILIZATION-SPECIFIC UNITS ﬁb SIEGE UNIT: Spawned by the affacker IRON: Only the hottest fires can and resistant to corrosion, aluminium
BUILD THE UNIT (OPTIONAL) HAVE A DARK OUTLINE Qe during assaulfs on cifies and sorfies. free this metal, but iron transforms surpasses many exisfing materials.
the tools of indusiry - and war. CRUISE MISSILE ‘ STEALTHY
@,8 URANIUM: Fueling nudlear plants 3| OPERATIVE MISSILE

Replaces common unit if unlocked through

eccccccecsssscccccssssse .) rechnol P o SALPETER: The mother of @  and weapons, enriched uranium is
echnology and hoice o cvilization. LANDING TRANSPORT UNIT: Temporarily replaces gunpowder, and an inestimable a powerful force. NUCLEAR MISSILE % N
} Upgrades fo unit if unlocked through (RAF" land units which embark to cross an ocean. treasure of leaders. &3 B X3 % x2 =
technology and choice of civilization.

THERMONUCLEAR
MISSILE I

& X3 B X3]%* X3

UNIT CLASSES UNIT SPECIALITIES

ANIMAL: Behaves errafically in batile. MELEE: Close-combat unit. NAVAL TRANSPORT: Replaces land units FIGHTER AIRCRAFT: Air unit which LIGHT: Destroyed if too much AA MOUNTAINEER: Can cross STUNNING CHARGE: When /) SUPPRESSION: Next turn, removes & IMMOBILE: Cannot move once EL DORADO: Generates addifional m ELEPHANT PLATFORM: Ignores & _ GUERRILLA TACTICS: Cannot be ANTI-ARMOUR: Stronger when ) PRACTISED PILLAGE: Stronger 0 MOUNTED: Moves faster, becomes DEMOLITION: Cannot attack
Can be hunted for food by certain units. which embark to travel across ocean files. can patrol and perform weak air-strikes. damage is taken af once. mountains and ridges. moving to attack the target cannot all Movement Points of the target deployed. gold from battles, pillaging and penalties from fighting in melee. seen except by adjacent units even attacking Armoured Vehicles and # " hen ransacking and fighting on 6 weak vs anti-cavalry. Cannot cross units, only fortified files.

GUNNER: Ranged unit which is stronger retaliate. unit and applies a strength malus. when attacking. Armoured Vessels. enemy exfensions. fortifications.
NOMADS: Special unit which can gather when atfacking adjacent enemies. Can digin.  _ GUN PLATFORM: Ranged naval unit that BOMBER: Air unit which can perform MOVE AFTER ATTACKING: UNSTOPPABLE: Stronger when ” ! NAVIGATOR: Damaged rather than NUCLEAR DEVICE: Explodes when ! ! INDIRECT FIRE: Can attack

food to create more unifs of the same type. "/ can attack fortifications. effective air-strikes. Can move after making an attack. attacking units with a higher combat ALL-TERRAIN: Ignores all terrain POISON: Applies a poisoned status 't being destroyed by deep water. DISCOVERER: Generates gold used, creating nuclear fallout. X AERIAL STEALTH: Cannot be PHALANX: Additional strength for 1 ANTI-AIR: Provides anti-air power ANTI-CAVALRY: Bonus strength targefs it can't see with reduced
SIEGE WEAPON: Special unit created by strength. movement penalfies. to the farget, which reduces range X when collecting curiosities. identified when performing air strikes. each adjacent ally of the same type. equal fo the unit’s strength. Bonus when fighting mounted units. effectiveness.

RANGED: Ranged unit that is weaker besieging forces to damage fortifications. TORPEDO VESSEL: Naval unit. Ignores GUNSHIP: Ignores terrain penalties FREE RIDER: Can adt o second SKILLED NAVIGATOR: Receives DAMAGE FORTIFICATION: strength against Gunships.

less damage from consecutive turns PILLAGER: Generates additional Attacks can target on forfifications i TACTICAL SUPERIORITY: ?./% FERVOR: No sirength penalty

ransacking.

d t speed.
against close-ranged attacks. zones of control. No clear line of fire and is immune to melee attacks. fime after atfacking. ANTI-COLONIALISM: Alled units PATHFINDER: Ignores movement (A metEett pee AMBUSH: Stronger on difficult INDIRECT DAMAGE: Combines

HEAVY WEAPON: Ranged unit which needed. BOMBARD: Can damage are sfronger when attacking units penalties from forests. EXPEDITION: Regenerates hit in deep water. gold when destroying an outpost. and remove the “dug-in” stafe. N, Stronger when an ally is adjacent from damage. a2 GUARDIAN: Stronger when terrain files. Indirect fire and Damage

ANTI-CAVALRY: Close-combat unit, cannot fire after moving, but can dig in. BALLISTIC MISSILE: Can perform a single forffication ond use the bombard sironger than them. INFILTRATOR: Invisible and points when not in your territory. CONSTAL SHIP: Destroyed by = RAMMING: Increased speed STEALTH: Cannot be seen except fo the target. COASTAL DOMINATION: Much standing on a friendly extension. fortifications abilifies.

sironger against mounted enemies. ARMOURED VESSEL: Ranged naval unit .. missile-strike action which destroys the unit. , e , ) . ) . " " N o IMPROVEDIAMBLSH: (.ur!not
ARMOURED VEHICLE: Ranged unit whih s immune fo suppression. acfion. Removes “dug in”. IMPROVED CHARGE: Receives ignores hostile zones of control g EXCEPTIONAL ACCURACY: deep water. in battle and has bonus strength by adjacent units. w  TRAMPLE: Stronger when stronger when in coastal waters. “ BASTION: Stronger when fighting be seen, and stronger on difficult ADVANCED COLONY: Create

CAVALRY: Fost mounted unit which ignores with fast movement which is immune MULTIROLE AIRCRAFT: Air unit which MULTI-BOMBARD: Can use the double the charge bonus when Can shoot above obstacles aguinst adjacent fargets. SIEGE CRAFT: Sranger vhen attacking weaker unifs. ZEALOTRY: Sronge agaist from high ground and forfified terrain files. a city with 3 population.

) AMPHIBIAN: Can embark and - ; HOME GUARD: Appears -
i . it whi i fo attack. thout Ifies. itions.
STy AL el iDSTIGET, W CA.Rme B i 0D «an I“!Lh potrol and perform effetive bombard action twice per turn. Gtk disembark without penalty. MG automatically to defend your cities. CONVEYOR: Increased speed participating in an assault or sorfie. PEACE PROTECTOR: Bonus enemies with a different state religion. Rosiions = 4 ENFORCER: Drains addifional MODERN CITY: Create a city with
D e G QUSies l’ MOVE OR FIRE: Can only move H'&  stability per turn from enemies 3 population and advanced starfing

HEAVY CAVALRY: Fast, hard-hitting BOARDING VESSEL: Close-ranged naval CHAMPION: Stronger wh EXPERT CHARGE: Receives friple HONOUR CODE: The unif MANDATE OF HEAVEN: Stronger . & when starting ifs furn in a region ) . sirength per ongoing war declared o
g 5 ger when y 2 The unit's arm: . e e GRAPPLER: Has a larger zone . . PIERCING: Stronger when aftacking. N 5 FIELD REPAIRS: Regains some . L o
mounted unit able fo charge enemies. unit. s farget takes damage if it moves. attacking during he it round. the charge bonus when moving Y when empire stability is high. @ with an allied harbour. g 9 against their owner. health af he end of o hatlle. or fire, not both. during sieges. buildings.

cannot refreat from battle. of control which cannot be ignored.

to attack.
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