
ACHAEMENID PERSIANS
IMMORTALS

EDO JAPANESE
NAGINATA SAMURAI

GREAT SWORDSMEN

ANIMAL: Behaves erratically in battle.  
Can be hunted for food by certain units.

NOMADS: Special unit which can gather 
food to create more units of the same type.

RANGED: Ranged unit that is weaker 
against close-ranged attacks.

ANTI-CAVALRY: Close-combat unit, 
stronger against mounted enemies.

CAVALRY: Fast mounted unit which ignores 
enemy zones of control.

HEAVY CAVALRY: Fast, hard-hitting 
mounted unit able to charge enemies.

MELEE: Close-combat unit.

GUNNER: Ranged unit which is stronger 
when attacking adjacent enemies. Can dig in.

SIEGE WEAPON: Special unit created by 
besieging forces to damage fortifications.

HEAVY WEAPON: Ranged unit which 
cannot fire after moving, but can dig in.

ARMOURED VEHICLE: Ranged unit  
with fast movement which is immune  
to suppression.

BOARDING VESSEL: Close-ranged naval 
unit. Its target takes damage if it moves.

NAVAL TRANSPORT: Replaces land units 
which embark to travel across ocean tiles.

GUN PLATFORM: Ranged naval unit that 
can attack fortifications. 

TORPEDO VESSEL:  Naval unit. Ignores 
zones of control. No clear line of fire 
needed.

ARMOURED VESSEL: Ranged naval unit 
which is immune to suppression.

AIRCRAFT CARRIER: Naval unit which 
can transport aircraft. 

 

FIGHTER AIRCRAFT: Air unit which  
can patrol and perform weak air-strikes.

BOMBER: Air unit which can perform 
effective air-strikes.

GUNSHIP: Ignores terrain penalties  
and is immune to melee attacks. 

BALLISTIC MISSILE: Can perform a single 
missile-strike action which destroys the unit. 

MULTIROLE AIRCRAFT: Air unit which 
can both patrol and perform effective 
air-strikes.

HORSE: From great steeds to 
plough horses, this majestic animal 
strengthens all man’s endeavours.

COPPER: Gatekeeper to the bronze 
age, copper finds uses in weaponry, 
coinage, medicine, and decoration.

IRON: Only the hottest fires can  
free this metal, but iron transforms 
the tools of industry - and war.

SALPETER: The mother of 
gunpowder, and an inestimable 
treasure of leaders.

COAL: A dirty, black rock that 
burns like logs, coal is the engine 
of industry.

OIL: From transport to industry,  
black gold powers the world.

ALUMINIUM: Light yet strong,  
and resistant to corrosion, aluminium 
surpasses many existing materials.

URANIUM: Fueling nuclear plants 
and weapons, enriched uranium is  
a powerful force.
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TRIBE

LIGHT: Destroyed if too much 
damage is taken at once.

MOVE AFTER ATTACKING:  
Can move after making an attack.

FREE RIDER: Can act a second  
time after attacking.

BOMBARD: Can damage 
fortification and use the bombard 
action. Removes “dug in”.

MULTI-BOMBARD: Can use the 
bombard action twice per turn.

CHAMPION: Stronger when 
attacking during the first round.

 
 

MOUNTAINEER: Can cross 
mountains and ridges.

UNSTOPPABLE: Stronger when 
attacking units with a higher combat 
strength.

ANTI-COLONIALISM: Allied units 
are stronger when attacking units 
stronger than them. 

IMPROVED CHARGE: Receives 
double the charge bonus when 
moving to attack.

EXPERT CHARGE: Receives triple 
the charge bonus when moving 
to attack.

 

STUNNING CHARGE: When 
moving to attack the target cannot 
retaliate.

ALL-TERRAIN: Ignores all terrain 
movement penalties.

PATHFINDER: Ignores movement 
penalties from forests.

INFILTRATOR: Invisible and  
ignores hostile zones of control

AMPHIBIAN: Can embark and 
disembark without penalty.

HONOUR CODE: The unit’s army 
cannot retreat from battle. 

SUPPRESSION: Next turn, removes 
all Movement Points of the target 
unit and applies a strength malus.

POISON: Applies a poisoned status 
to the target, which reduces range 
and movement speed.

EXPEDITION: Regenerates hit 
points when not in your territory.

EXCEPTIONAL ACCURACY:  
Can shoot above obstacles  
without penalties.

MANDATE OF HEAVEN: Stronger 
when empire stability is high. 
 
 
 

IMMOBILE: Cannot move once 
deployed.

NAVIGATOR: Damaged rather than 
being destroyed by deep water.

SKILLED NAVIGATOR: Receives 
less damage from consecutive turns 
in deep water.

COASTAL SHIP: Destroyed by 
deep water.

HOME GUARD: Appears 
automatically to defend your cities.

GRAPPLER: Has a larger zone  
of control which cannot be ignored.

 
 

EL DORADO: Generates additional 
gold from battles, pillaging and 
ransacking.

DISCOVERER: Generates gold  
when collecting curiosities.

PILLAGER: Generates additional 
gold when destroying an outpost.

RAMMING: Increased speed  
in battle and has bonus strength  
against adjacent targets.

CONVEYOR: Increased speed  
when starting its turn in a region 
with an allied harbour. 
 

ELEPHANT PLATFORM: Ignores 
penalties from fighting in melee.

NUCLEAR DEVICE: Explodes when 
used, creating nuclear fallout.

DAMAGE FORTIFICATION:  
Attacks can target on fortifications 
and remove the “dug-in” state.

STEALTH: Cannot be seen except  
by adjacent units.

SIEGE CRAFT: Stronger when 
participating in an assault or sortie.

PIERCING: Stronger when attacking. 
 
 
 

GUERRILLA TACTICS: Cannot be 
seen except by adjacent units even 
when attacking.

AERIAL STEALTH: Cannot be 
identified when performing air strikes.

TACTICAL SUPERIORITY:  
Stronger when an ally is adjacent 
to the target.

TRAMPLE: Stronger when  
attacking weaker units.

PEACE PROTECTOR: Bonus 
strength per ongoing war declared 
against their owner. 
 
 

ANTI-ARMOUR: Stronger when 
attacking Armoured Vehicles and 
Armoured Vessels.

PHALANX: Additional strength for 
each adjacent ally of the same type.

FERVOR: No strength penalty  
from damage.

COASTAL DOMINATION: Much 
stronger when in coastal waters.

ZEALOTRY: Stronger against 
enemies with a different state religion.

FIELD REPAIRS: Regains some 
health at the end of a battle. 

 

PRACTISED PILLAGE: Stronger 
when ransacking and fighting on 
enemy extensions.

ANTI-AIR: Provides anti-air power 
equal to the unit’s strength. Bonus 
strength against Gunships.

GUARDIAN: Stronger when 
standing on a friendly extension.

BASTION: Stronger when fighting 
from high ground and fortified 
positions.

MOVE OR FIRE: Can only move  
or fire, not both. 

 

MOUNTED: Moves faster, becomes 
weak vs anti-cavalry. Cannot cross 
fortifications.

ANTI-CAVALRY: Bonus strength 
when fighting mounted units.

AMBUSH: Stronger on difficult 
terrain tiles.

IMPROVED AMBUSH: Cannot 
be seen, and stronger on difficult 
terrain tiles.

ENFORCER: Drains additional 
stability per turn from enemies 
during sieges.

 
 

DEMOLITION: Cannot attack  
units, only fortified tiles.

INDIRECT FIRE: Can attack 
targets it can’t see with reduced 
effectiveness.

INDIRECT DAMAGE: Combines 
Indirect fire and Damage 
fortifications abilities.

ADVANCED COLONY: Create  
a city with 3 population.

MODERN CITY: Create a city with 
3 population and advanced starting 
buildings.

AIR UNITS

Replaces common unit if unlocked through 
technology and choice of civilization.

Upgrades to unit if unlocked through  
technology and choice of civilization.

WARRIORS

NUBIANS
TA-SETI ARCHERS

MYCENAEANS
PROMACHOI

ARCHERS

HARAPPANS
RUNNERS

OLMECS
JAVELIN THROWERS

SPEARMEN

SCOUT RIDERS

ASSYRIANS
ASSYRIAN RAIDERS

CHARIOT

BATTERING  
RAM

PENTEKONTER

BABYLONIANS
SĀBU ŠA QAŠTI

X1

X1

X1

X1

EGYPTIANS
MARKABATA

X1

ZHOU
ZHÀNCHE

X1 X1

X1 X1

HITTITES
GIGIR

X1 X1

PHOENICIANS
BIREME

SWORDSMEN
X1

AKSUMITES
SHOTELAI

X1

CELTS
GAESATI

GREEKS
HOPLITES

X1

MAYA
NOBLE JAVELINEERS

TRANSPORT
GALLEY

GOTHS
GOTHIC CAVALRY

HUNS
HUNNIC HORDE

X1 X1

CARTHAGINIANS
WAR ELEPHANT

X1

HORSEMEN
X1

ROMANS
PRAETORIAN GUARDS

X1

BALLISTA

QUADRIREME

PIKEMEN

CROSSBOWMEN

ENGLISH
LONGBOWMEN

X2

BYZANTINES
VARANGIAN GUARDS

X2

AZTECS
JAGUAR WARRIORS

FRANKS
FRANCI MILITES

X2 X1

KNIGHTS
X2 X1

TEUTONS 
TEUTONIC KNIGHTS

X2 X1

UMAYYADS
HARAS

X2

GHANAIANS
MEHARISTS

TREBUCHET

NORSEMEN
LANGSKIP

COG

SABOTEUR HAUDENOSAUNEE
ROTISKENRAKEHTE

HALBERDIERS

OTTOMANS
JANISSARIES

X1 X1

ARQUEBUSIERS
X1 X1

SETTLERS

CARAVEL

DUTCH
FLUYT

CARRACK
X1

VENETIANS
GALLEASS

X2 X2

JOSEON
GEOBUKSEON

X2 X2

POLES
WINGED HUSSARS

X2 X2

MING
ROCKET CART

X3

MUGHALS
GAJNAL

X2 X2

MORTAR
X2 X2

MUSKETEERS
X2 X2

MAN O’ WAR
X3 X2

AUSTRO-HUNGARIANS
EVIDENZBUREAU AGENTS

MEXICANS
SOLDADERAS

PARTISANS

ZULU
IMPI

PERSIANS
JAZAYERCHIS

DRAGOONS
X3 X1

RUSSIANS
COSSACKS

X3 X1

ITALIANS
ALPINI

BRITISH
REDCOATS

FRENCH
CUIRASSIERS

X3 X2

LINE INFANTRY

STEAM FRIGATE
X2 X2

IRONCLAD
X3 X3

HEAVY
MACHINE GUN

SIEGE ARTILLERY
X1 X2

TORPEDO BOAT
X2 X1

GERMANS
U-BOAT

X2 X1

BIPLANE
X2

RIFLES

ANTI-AIRCRAFT  
GUN

X1 X1

MEDIUM TANK
X2 X2

SOVIETS
RED ARMY TANK

X2 X2

ANTI-TANK GUN
X2

CONSTRUCTION 
TEAM

LANDING
CRAFT

AIRCRAFT
CARRIER

X3 X2 X1

BATTLESHIP
X3 X2

JAPANESE
REISEN

X2 X1

STRATEGIC BOMBER
X1 X2

MONOPLANE FIGHTER
X2 X1

EGYPTIANS
FREE OFFICERS

INDIANS
PEACEKEEPERS

CHINESE
GUARDIANS

X2 X1 X2

SWEDES
STEALTH CORVETTE

MISSILE  
CRUISER

X3 X3 X2

NUCLEAR
SUBMARINE

X3 X2

CRUISE MISSILE
X1 X3 X1

NUCLEAR MISSILE
X3 X3 X2

COMMANDOS

BRAZILIANS
JUNGLE BRIGADES

MAIN  
BATTLE TANK

AMERICANS
LIGHTNING

X3 X3 X1

MULTIROLE FIGHTER
X3 X3 X1

TURKS
STEALTHY  
OPERATIVE MISSILE

THERMONUCLEAR
MISSILE

X3 X3 X3

X1

SPANISH
CONQUISTADORES

X1 X1

FIELD GUN
X3 X3

ARMORED  
PERSONNEL CARRIER

AUSTRALIANS
ALL TERRAIN PMV

X2 X3

X2 X3

HELICOPTER
GUNSHIP

X2 X3

X2 X3 X2

SIEGE UNIT: Spawned by the attacker  
during assaults on cities and sorties.TREBUCHET

TRANSPORT UNIT: Temporarily replaces  
land units which embark to cross an ocean.

LANDING
CRAFT

CITIZENS DRAFTEESPEASANTS CONSCRIPTS

MILITIA UNIT: Spawned by the defender  
during assaults on cities and sorties.CITIZENS

SCOUTS

IRREGULARS

MONGOLS
MONGOL HORDE

X1

SIAMESE
GATLING ELEPHANT

MAURYANS
SAMNĀHYA

KHMER
DHANVĪ-GAJA

X1 X2

BABYLONIANS
SĀBU ŠA QAŠTI

X1

THE NAME  
OF THE UNIT

CIVILIZATION-SPECIFIC UNITS 
HAVE A DARK OUTLINE

THE UNIT’S SPECIAL ABILITY (OPTIONAL)THE CULTURE THAT UNLOCKS THE UNIT (OPTIONAL)

RESOURCES REQUIRED TO 
BUILD THE UNIT (OPTIONAL)

THE UNIT’S CLASS

X1



URANIUM  
RADIOISOTOPES

NUCLEAR 
SUBMARINE

NUCLEAR PLANT

CONSTRUCTION 
TEAM

ACADEMY

WATCHTOWER

LEGEND

EARLY MODERN ERA INDUSTRIAL ERA CONTEMPORARY ERAMEDIEVAL ERACLASSICAL ERAANCIENT ERA

TECH TREETECH TREETECH TREE TECH TREE TECH TREETECH TREE

CLEAR FORESTS

ARCHERS

LUMBER YARD

CARPENTRY

ARTISANS 
QUARTER

GRANARY

CALENDAR

HORSES

ANIMAL BARNS

DOMESTICATION

PALISADES

WARRIORS

CITY DEFENSE

SCOUT RIDERS

FORCED LABOR

STONEWORKS

POTTERY  
WORKSHOP

MASONRY

FLOOD IRRIGATION

PUBLIC FOUNTAIN

IRRIGATION

HARBOR

FISHERY

FISHING

COPPER

FORGE

GARRISON

SPEARMEN

BRONZE-WORKING

LAWS

FOOD MARKET

MARKET QUARTER

HOUSE OF SCRIBES

WRITING

ROADS

CHARIOT

WHEEL

FISHMONGER

PENTEKONTER

SAILING

USE  
REINFORCEMENTS

BATTERING RAM

BARRACKS

ORGANIZED WARFARE

ERUDITE  
ADMINISTRATOR

SCHOOL

RESEARCH  
QUARTER

PHILOSOPHY

ARTIFICIAL 
RESERVOIRS

AQUEDUCT

WATERMILL

HYDROLOGY

MILITARY CAMPS

CITIZENS

STONE WALLS

FORTIFICATIONS

IRON

SWORDSMEN

CITY WATCH

STANDING ARMY

LEVY  
ADMINISTRATION
TRANSPORT  
GALLEY

TRADE EXPEDITIONS

THEATER

HOLY DAY

LIBRARY

RHETORIC

OUTPOST 
ASSIMILATION

GAMES

CONQUEST

NIGHT RAIDS

HORSEMEN

PARADE

MOUNTED WARFARE

CHARCOAL KILN

ARTISAN  
WORKSHOP

CRAFTSMANSHIP

ARMY HIERARCHY

BALLISTA

SIEGE TACTICS

INTERPRETERS

QUADRIREME

PROVINCIAL 
ADMINISTRATOR

FOREIGN OUTPOSTS

RELOCATE CAPITAL

CUSTOMS FARM

COMMONS  
QUARTER

IMPERIAL POWER

THEOLOGICAL 
ADMINISTRATOR

FESTIVAL

MANUSCRIPT 
ATELIER

THEOLOGY

CROP ROTATION

PEASANTS

COLONY MODEL

FEUDALISM

PIKEMEN

CROSSBOWMEN

WAR SUMMONS

HAMLET

KNIGHTS

TOURNEY FIELDS

CHIVALRY

GREAT  
FISHMARKET

COG

SEAFARING MASTERY

ABSORB CITY

TREBUCHET

FORT

MILITARY ARCHITECTURE

ARMY LOGISTICS

GREAT  
SWORDSMEN

HEAVY INFANTRY

APOTHECARY

ALCHEMIST’S 
WORKSHOP

ALCHEMY

TRADE INSURANCE

COMMODITY 
MARKET

FOREST

SABOTEUR

GUILDS

HIGH FURNACE

ARMORY

FURNACE STEEL

TAXATION OFFICE

DRAFTEES

HALBERDIERS

CENTRALIZED POWER

SALTPETRE

ARQUEBUSIERS

GUNPOWDER WARFARE

ARMY DEFENSES

CARRACK

NAVAL ARTILLERY

NAVAL  
ADMINISTRATOR

SETTLERS

COLONY PLAN

CARAVEL

THREE-MASTED SHIP

UNIVERSITY

PRINTING HOUSE

MOVABLE TYPEFACE

BARRACK SERVICES

STOCK EXCHANGE

BANK

CABINET OF 
CURIOSITIES

CHARTERED COMPANIES

LUXURY  
MANUFACTORY

INVENTOR’S 
WORKSHOP

PLAYHOUSE

PATRONAGE

SUPPLIES 
ADMINISTRATOR

GRAIN SILOS

THOROUGHFARES

SUPPLY LINES

CLANDESTINE 
SCOUTING

MORTAR

SIEGE CANNONS

COMMERCIAL 
ADMINISTRATOR

TRADE FAIR

MANUFACTORY

MERCANTILISM

BASTIONS

MAN O’ WAR

MUSKETEERS

FLINTLOCK

MILITARY SCHOOL

HOWITZER

MILITARY COORDINATION

RAIL-ASSISTED 
CONSTRUCTION

COLONY  
BLUEPRINT

COAL

TRAIN STATION

STEAM ENGINE

PRECEDENTS

LABOR CHARTER

ENCYCLOPEDIA

DRAGOONS

CARBINE

STANDARDIZED 
UNITS

SYMPOSIUM

FERTILIZER PLANT

SCIENTIFIC METHOD

ARMY HOSPITAL

LINE INFANTRY

ENTRENCHING  
TOOL

LINE FORMATION

NATURE RESERVE

CUSTOMS AGENCY

CONSCRIPTION 
CENTRE

CONSCRIPTS

NATIONHOOD

WHALE FISHING

STEAM FRIGATE

SEAFOOD  
WHOLESALERS

IRONCLAD

PROPELLER

MASS PRODUCTION

SAWMILL

INDUSTRIAL SILOS

FACTORY

MECHANIZATION

WIRED VAULTS

COAL PLANT

COAL GENERATORS

ELECTRICITY

OIL

TORPEDO BOAT

COMBUSTION ENGINE

SOIL PREPARATION

MASS VACCINATION

PASTEURIZATION

HOSPITAL

MICROBIOLOGY

PUBLIC  
INFRASTRUCTURE

POLICE FORCE

URBAN  
ADMINISTRATOR

URBAN PLANNING

WARFARE 
SCAVENGING

PARTISANS

UNDERGROUND 
RESISTANCE

GUERILLA WARFARE

UNDERGROUND 
BASES

SIEGE ARTILLERY

HEAVY  
MACHINE GUN

TRENCH WARFARE

VILLAGE DETECTOR

RADIO  
BROADCASTING

WIRELESS TELEGRAPHY

AERODROME

BIPLANE

AERONAUTICS

THEORY OF 
RELATIVITY

RESEARCH INSTITUTE

LONG-SPAN  
BRIDGES

COLONY GRID

CIVIL ENGINEERING

ALUMINIUM 
SMELTING
HYDROELECTRIC 
DAM

POWER LINES

ALUMINIUM

MONOPLANE 
FIGHTER

AIRPORT

STRATEGIC  
BOMBER

AERIAL WARFARE

BUNKER

LANDING CRAFT

RIFLES

AMPHIBIOUS WARFARE

SCIENTIFIC  
PRESTIGE

URANIUM

URANIUM ENRICHMENT

ANTI-TANK GUN

MEDIUM TANK

CONTINUOUS TRACK

ANTI-AIR 
SURVEILLANCE
ANTI-AIRCRAFT  
GUN

RADAR

WORLDWIDE 
EXCHANGES
FINANCIAL  
DISTRICT

FREE TRADE AGREEMENT

CONTAINER 
SHIPPING

BATTLESHIP

AIRCRAFT CARRIER

NAVAL AIR STRATEGY

SPACE STATION

CRUISE MISSILE

MISSILE SILO

ROCKET SCIENCE

VOLUNTEER 
COMPUTING

MISSLE CRUISER

SUPERCOMPUTER 
LAB

COMPUTING

HIGH DENSITY 
HABITATION
SEWAGE  
TREATMENT PLANT

SOCIAL HOUSING

PLASTICS

BOMB SHELTERS

RESIDENTIAL 
HOUSING

FOOD PLAZA

SUBURBS

NUCLEAR FISSION

FACTORY FARMING

QUARRYING 
MACHINERY

PISCICULTURE

VIDEO GAMES

MUSEUM

CINEMA

MASS ENTERTAINMENT

HELICOPTER 
GUNSHIP

IRREGULARS

INSURRECTION THEORY

SAM

MULTIROLE  
FIGHTER

FIGHTER JETS

COMMUNICATION 
SATELLITES

SOLAR FARM

WIND FARM

RENEWABLE ENERGY

DRONE-ASSISTED 
FERTILIZER PLANT
AUTOMATED 
FACTORY

AUTOMATION

MAIN BATTLE TANK

ARMORED  
PERSONNEL 
CARRIER

COMPOSITE ARMOR

CONTENT  
CREATION

INTERNET  
RESELLING

ONLINE  
ENCYCLOPEDIA

WORLD-WIDE WEB

COMMAND 
COMPOUND

COMMANDOS

COVERT OPS

SUPER HERO  
CAMEO

EXOSUIT

LEADING FROM  
THE STARS

SPACE ORBITAL

SPACE WEAPON

MILITARY LASER

PSYCHIC POWERS

NEURAL IMPLANT

GLOBAL MESSIAH

FUSION REACTOR

MECHANIZED  
HARVESTING

CLEAR FORESTS

ARCHERS

LUMBER YARD

CARPENTRY

UNIT
FOOD SCIENCE INDUSTRY AND 

STRATEGIC RESOURCES
MONEY AND  

LUXURY RESOURCES

STABILITY EMPIRE 
MANAGEMENT

MILITARY FAITH AND 
INFLUENCE

INFRASTRUCTUREDISTRICTEMPIRE WIDE

TECHNOLOGY NAMEUNLOCK TYPE UNLOCK TYPE: UNLOCK CATEGORY:

UNLOCK 
NAME

UNLOCK CATEGORY

Enables research of technology 
the arrow is pointing to.
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