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Revision History

July 23rd, 2004 Changed prerequisites for 2 units gained by Wonders
Added missing upgrade cost for Guerilla to TOW
Added comprehensive worker rate info
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Nethog's Civ3 CONQUESTS Unit Summary

Worker 10 0 0 1 2 - - Costs 1 population; Terraform
Scout(see notes) 10 0 0 2 2 - - Expansionist civs only: Am, Zu, Ru ,Mo, Ar, Hi, Pt

Chasquis Scout(Ic) 20 1 1 2 5 - - Hills/Mountain movement cost=1
Warrior (Inc Az) 10 1 1 1 2 - -

Enkidu Warrior(Su) 10 1 2 1 2 -
Jaguar Warrior (Az) 15 1 1 2 3 Warrior Code -

Spearman (exc Su) 20 1 2 1 5 Bronze Working - Draft
Impi (Zu) 20 1 2 2 5 Bronze Working -
Hoplite (Gr) 20 1 3 1 5 Bronze Working -
Numidian Mercenary(Ca) 30 2 3 1 7 Bronze Working Draft

Archer 20 2 1 1 1 0 1 5 Warrior Code -
Bowman (Ba) 20 2 2 1 1 0 1 5 Warrior Code -
Javelin Thrower(Ma) 30 2 2 1 7 Warrior Code - Enslave Workers

Swordsman 30 3 2 1 7 Iron Working Iron
Legionary (Ro) 30 3 3 1 7 Iron Working Iron
Immortal (Pe) 30 4 2 1 7 Iron Working Iron
Gallic Swordsman(Ce) 40 3 2 2 10 Iron Working Iron

Chariot 20 1 1 2 5 The Wheel Horses No jungle/mountain/marsh/volcano
War Chariot (Eg) 20 2 1 2 5 The Wheel Horses No jungle/mountain/marsh/volcano
Three-Man Chariot(Hi) 30 2 2 2 7 The Wheel Horses No jungle/mountain/marsh/volcano

Horseman 30 2 1 2 7 Horseback Riding Horses
Mounted Warrior (Ir) 30 3 1 2 7 Horseback Riding Horses

Ancient Cavalry - 3 2 2 10 Statue of Zeuss Ivory +1HP; 1 every 5 turns from Statue of Zeus Wonder
Catapult 20 0 0 1 4 1 1 5 Mathematics - No jungle/mountain/marsh/volcano
Curragh 15 1 1 2 3 Alphabet - Sinks in sea/ocean
Galley 30 1 1 3 2 7 Map Making - Sinks in sea/ocean

Dromon(By) 30 2 1 3 2 1 2 2 7 Map Making Sinks in sea/ocean; Lethal sea bombardment
Middle Ages Cost A D M B R F T Db Req Tech/Won. Resources Notes
Explorer 20 0 0 2 5 Astronomy - Treats all terrain as roads

Conquistador(Sp) 70 3 2 2* 17 Astronomy Horses Treats all terrain as roads
Pikeman (exc. Gr,Ca) 30 1 3 1 7 Feudalism Iron Draft

Swiss Mercenary(Ne) 30 1 4 1 7 Feudalism Iron Draft
Medieval Infantry (exc. Pe) 40 4 2 1 10 Feudalism Iron Draft
Crusader - 5 3 1 17 Knight's Templar - Build fort; 1 every 5 turns from Knight's Templar
Longbowman 40 4 1 1 2 0 1 10 Invention -

Berserk(Vi) 70 6 2 1 17 Invention - Amphibous attack
Musketman 60 2 4 1 15 Gunpowder Saltpeter Draft

Musketeer (Fr) 60 2 5 1 2 0 1 15 Gunpowder Saltpeter
Knight 70 4 3 2 17 Chivalry Horses,Iron

Rider (Ch) 70 4 3 3 17 Chivalry Horses,Iron
War Elephant (In) 70 4 3 2 17 Chivalry -
Samarai (Ja) 70 4 4 2 17 Chivalry Iron Foot Unit
Ansar Warrior(Ar) 60 4 2 3 15 Chivalry Horses,Iron
Keshik(Mo) 60 4 2 2* 15 Chivalry Horses Hills/Mountain movement cost=1

Cavalry 80 6 3 3* 20 Military Tradition Horses,Saltpeter
Cossack (Ru) 90 6 3 3* 22 Military Tradition Horses,Saltpeter Blitz
Sipahi(Ot) 100 8 3 3* 25 Military Tradition Horses,Saltpeter

Trebuchet 30 0 0 1 6 1 1 7 Engineering - No jungle/mountain/marsh/volcano
Cannon 40 0 0 1 8 1 1 10 Metallurgy Iron,Saltpeter No jungle/mountain/marsh/volcano; Craters

Hwach'a(Ko) 40 0 0 1 8 1 1 10 Metallurgy Saltpeter No jungle/mountain/marsh/volcano;Craters;Lethal Land/Sea Bombard
Privateer 50 2 1 5 3 0 0 12 Magnetism Iron,Saltpeter Hidden nationality; Enslave Privateers
Frigate 60 2 2 5 3 1 2 15 Magnetism Iron,Saltpeter Craters

Man-O-War (Br) 65 4 2 5 4 1 2 16 Magnetism Iron,Saltpeter Enslave Man-O-Wars; Craters
Caravel 40 1 2 4 3 10 Astronomy - Sinks in ocean

Carrack(Pt) 40 2 2 4 3 10 Astronomy -
Galleon 50 1 2 4 4 12 Magnetism -
Industrial Ages Cost A D M B R F T Db Req Tech Resources Notes
Rifleman 80 4 6 1 20 Nationalism - Draft
Guerilla 90 6 6 1 3 0 1 22 Replaceable Parts - Draft
Infantry 90 6 10 1 22 Replaceable Parts Rubber Draft
Paratrooper 90 4 9 1* 22 Advanced Flight Oil,Rubber Airdrops 6 squares
Marines 120 12 6 1 30 Amphibious Warefare Rubber Amphibous attack

` Tank 100 16 8 2* 25 Motorized Transport Oil,Rubber Blitz
Panzer (Ge) 100 16 8 3* 25 Motorized Transport Oil,Rubber Blitz

Artillery 80 0 0 1 12 2 2 20 Replaceable Parts - Craters
Flak 70 1 6 1 17 Flight - AA2
Ironclad 90 5 6 3 6 1 2 22 Ironclads Coal,Iron Craters
Submarine 100 8 4 4 25 Mass Production Oil Sub;Sees subs; Stealth Att.
Destroyer 120 12 8 8 6 1 2 30 Combustion Oil AA1; See Subs; Craters
Cruiser 160 15 10 6 7 1 2 40 Combustion Oil AA1; Radar; Craters
Transport 100 1 2 6 6 25 Combustion Oil
Battleship 200 18 12 5 8 2 2 50 Mass Production Oil AA2; Craters
Carrier 180 1 8 7 4 45 Mass Production Oil AA1; Only carries air units;Radar
Fighter 80 4 2 6 3 0 1 20 Flight Oil Air Sup;Bomb(lethal sea);Recon;Re-base;Craters
Bomber 100 0 2 10 12 0 3 25 Flight Oil Bombing(lethal sea & land);Re-base;Craters
Helicopter 100 0 2 6 3 25 Advanced Flight Oil,Rubber Carries 3 foot units;Airdrop;Recon;Re-base
Modern Times Cost A D M B R F T Db Req Tech Resources Notes
Mech Infantry 110 12 18 2* 27 Computers Oil,Rubber Draft
TOW Infantry 120 12 14 1 6 0 1 30 Rocketry - Draft
Modern Paratrooper 110 6 11 1* 27 Synthetic Fibers Oil,Rubber Airdrop 8 Squares
Modern Armor 120 24 16 3* 30 Synthetic Fibers Oil,Rubber,Aluminum Blitz
Radar Artillery 120 0 0 2* 16 2 3 30 Robotics Aluminum Radar; Craters
Mobile SAM 100 1 6 2 25 Rocketry - AA4
Nuclear Submarine 140 8 4 5 1 35 Fission Uranium Sub;Sees subs;Carries 1 Tactical nuke; Stealth Att.
AEGIS Cruiser 160 15 10 7* 6 2 2 40 Robotics Aluminum,Uranium AA3;Radar;Sees subs;Create craters
Jet Fighter 100 8 4 9 3 0 1 25 Rocketry Oil,Aluminum Air Sup;Bomb(lethal sea);Recon;Re-base;Craters

F-15 (Am) 100 8 4 9 6 0 2 25 Rocketry Oil,Aluminum Air Sup;Prec Bomb;Bomb(lethal L&S);Recon;Re-base;Craters;Stealth Att.
Tactical Nuke 300 0 0 1 N 6 0 75 Space Flight Aluminum,Uranium Nuclear attack
Stealth Fighter 120 8 6 12 6 0 2 30 Stealth Oil,Aluminum P. Bomb;Bomb(lethal L&S);Recon;Re-base;Craters;Stealth Att.
Stealth Bomber 240 0 5 16 18 0 3 60 Stealth Oil,Aluminum P. Bomb;Bomb(lethal L&S);Rebase;Craters;Stealth Att.
ICBM 500 - - − N ∞ - 125 Satellites Aluminum,Uranium Nuclear attack;Global range
Cruise Missile 60 0 0 1 16 4 3 15 Rocketry Aluminum Lethal Land & Sea Bombardment; Craters
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Notes:
(1) "*" on movement factor signifies that the unit exerts a zone of control
(2) "Blitz" - unit can perform multiple attacks
(3) "radar" - unit can see two regardless of terrain
(4) Upgrades for special units same as generic equivalent unless otherwise indicated

Notes continued:
(5) Db=number of shields received if unit is disbanded
(6) Stealth Att. - attacker selects target
(7) P. Bomb = Precision Bombing - only city improvements targetted (then pop)
(8) AA# = Anti-air strength

Rev. 1.1                   C3C v1.22 July 23rd, 2004 http://home.comcast.net/~pmm1/games/games.html



Nethog's Civ3 CONQUESTS Unit Summary

Combat Modifiers:
Hills 50% Town 0% (50% with walls) Over River 25%
Mountains 100% City 50% Fortified 25%
Forest 25% Metropolis 100% Radar twr 25%(A/D)
Jungle 25% Walled Town 50% Civil Def 50%
Marsh 20% Fortress 50%
Volcano 80% Barricade 100%
Other 10%

Experience
Name HP
Conscript 2
Regular 3
Veteran 4
Elite 5

Worker Tasks Base Trns Worker Tasks Base Trns Modifiers
Build Mine 6 Plant Forest 9 Captured/Enslaved 2 X
Irrigate 4 Clear Forest 2 Replacable Parts 0.5 X
Build Fortress 8 Clear Jung/Marsh 8 Industrious 0.666 X
Road 3 Clear Damage 12 Anarchy 2 X
Railroad 6 Barricade 8 Democracy 0.666 X

Fascism 0.5 X
Build Air/Rdr/Out 1(always) Hills/Marsh/Forest 2 X

Mount/Jungle/Volcano 3 X
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