Reference Charts from Arvcran for Beyond the Sword

(This colour indicates changes/additions from Warlords)

Please email errata, comments, and suggestions to mailto:Arvcran@aol.com
Unique Buildings become useful and available in certain Eras and after in the following order:

A-Ancient, C-Classical, V-Medieval, R-Renaissance, I-Industrial, M-Modern, F-Future

Unit’s usefulness between the Eras listed above in an inclusive range

Civilization
Leaders
Unique Unit (UU)
Unique Building (UB)

America
Roosevelt, 

Washington,

Abraham Lincoln
Marine (Navy Seal 1-2 first strikes, starts with march) M
Supermarket (Mall +20% Money, +1 happy from Hit Musicals/Singles/Movies) M

Arabia
Saladin
Knight (Camel Archer 15% withdrawal, does not need horse or iron to build) V-R
Library (Madrassa can turn 2 citizens into Priest) A

Aztec
Montezuma
Sword (Jaguar -1 strength, does not need Iron to build, starts with woodsman I) A-V
Courthouse (Sacrificial Altar –50% Anger Duration from Sacrificing Population) C

Babylonian
Hammurabi
Archer (Bowman 50% vs melee) A-V
Colosseum (Garden +2 health) V

Byzantine
Justinian I
Knight (Cataphract strength+2, not immune to first strikes) V-R
Theatre (Hippodrome +1 happy, +1 happy per 5% culture rate instead of per 10%, +1 happy from horse not dye, no artists citizens) V

Carthage
Hannibal
Horse Archer (Numidian Cavalry 50% vs melee) A-V
Harbor (Cothon +1 Trade Routes) V

Celts
Brennus,

Boudica
Sword (Gallic Warrior, starts with Guerilla I and access to Guerilla II & III, can be built with copper as well) A-V
Walls (Dun free Guerilla I promotion for units built) A

China
Mao Ze dong,

Quin Shi Huang
Crossbowman (Cho-Ko-Nu 1 extra 1st strike, causes collateral Damage) V-R
Theatre (Pavilion +25% culture) V

Dutch
Willem van Oranje
Galleon (East Indiaman strength +2, cargo space +1, can explore rival territory) R-I
Levee (Dike +1 Hammer for Water Tiles) I/M

Egypt
Hatshepsut, Ramesses II
Chariot (War Chariot +1 strength, immune to 1st strikes) A-V
Monument (Obelisk, +2 Citizen Priest Potential) A

England
Churchill, Elizabeth,

Victoria
Rifleman (Red Coat, +25% vs gunpowder units) R-I
Bank (Stock exchange extra 15% money) R

Ethiopian
Zara Yaqob
Musketman (Oromo Warrior 1 first strike, immune to 1st strikes, starts with Drill I & II) V-R
Monument (Stele, +25% culture) A

France
Louis XIV, Napoleon,

De Gaulle
Musket (Musketeer +1 movement) V-R
Observatory (Salon +1 free Artist) R/A

Germania
Frederick, Bismarck
Tank (Panzer +50% vs armoured units) I-M
Factory (Assembly plant +2 citizen Engineer potential, builds 50% Faster with coal) I/M

Greece
Alexander, Pericles
Spear Axeman (Phalanx +100% defence vs chariot) A-V
Colosseum (Odeon +3 culture, +1 happy, +2 citizen Artist potential, +1 happy from Hit Singles) A/C/V






Civilization
Leader(s)
Unique Unit (UU)
Unique Building (UB)

Holy Roman
Charlemagne
Pike (Landsknecht +100% vs melee) V-R
Courthouse (Rathaus an extra –25% Maintenance) C

Incas
Huayna Capac
Warrior (Quechua +100% vs archery, starts with combat I) A
Granary (Terrace +2 culture) A

India
Asoka, Gandhi
Worker (Fast Worker +1 movement) A-F!
Jail (Mausoleum +2 happy) R/I

Japan
Tokugawa
Maceman (Samurai 2 first strikes, starts with drill I) V-R
Coal Plant (Shale Plant +10% hammers) I/M

Khmer
Suryavarnan II
War Elephant (Ballista Elephant targets mounted units 1st in combat outside cities) A-R
Aqueduct (Baray +1 food!)  A/C

Korea
Wang Kong
Catapult (Hwacha +50% vs melee) A-R/I
University (Seowon an extra 10% science) R

Malia
Mansa Musa
Archer (Skirmisher +1 strength, +1 first strike chance) A-V
Forge (Mint +10% money) C/V

Mongolia
Genghis Khan, Kublai Khan
Horse Archer (Keshik 1 first strike, ignore terrain movement costs) A-V/R
Stable (Ger +2 extra Experience points for mounted units) A/C



Maya
Pacal II
Spear (Holkan immune to 1st strikes) A-V/R
Colosseum (Ball Court +2 happy) A/C/V

Native Amer
Sitting Bull
Axeman (Dog Soldier –1 strength +50% vs melee) A-V
Monument (Totem Pole New archery units Receive +3 Experience Points) A

Ottomans
Mehmed II, Suleiman
Musket (Janissary +25% vs Archery/mounted/melee units) V-R gunpowder
Aqueduct (Hammam +2 happy) A/C

Persia
Cyrus,

Darius I
Chariot (Immortal +50% vs archery, receives defensive bonuses) A-V/R
Grocer (Apothecary +2 health) V/R

Portuguese
Joao II
Caravel (Carrack, cargo space of 2 units) V-R
Customs House (Feitoria +1 commerce on water tiles) R/I

Rome
Augustus Caesar, Julius Caesar
Sword (Praetorian +2 strength, +1/8th more hammers, no 10% city attack bonus) A-V/R
Market  (Forum +25% Great person Rate) C/V

Russia
Catherine,

Peter,

Stalin
Cavalry (Cossack +50% vs mounted units) R-M
Laboratory (Research Institute +2 free Scientists) M/F

Spain
Isabella
Knight Cuirassier (Conquistador: 50% vs melee, immune to 1st strikes, receives defensive bonuses) V-I
Castle (Citadel +5 Experience points to Siege Weapons built!)V/R

Sumerian
Gilgamesh
Axeman (Vulture +1 strength) A-V
Courthouse (Ziggurat ¾ cost to build) C

Vikings
Ragnar
Maceman (Berserker +10% city attack, starts with Amphibious) V-R
Lighthouse (Trading Post Free Navigation I promotion for units built) A/C

Zululand
Shaka
Spear (Impi +1 movement, starts with mobility) A-R (moves well and can pillage!)
Barracks (Ikhanda +10 hammers to build, -20% Maintenance) A

Civilizations vs Starting Technologies table (Ancient)

Also doubles as Era centric (emphasis on UU) CIV table
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India is great for any era as it’s UU is a worker unit

Leader Traits Advantages

Key advantage areas:
C-Combat Superiority,





A-Attack,





D-Defence,

B-Borders/City Protection,

P-Production/Turn adv. (short term)

M-Commerce/Science adv.

V-Productivity/Turn adv. (long term)

(Subtle or indirect influence when pale)

It is difficult to measure the importance of advantages without the context of the situation. Era, Map style, length of game, and victory conditions all affect the emphasis the advantages have.  Some advantages are inter-related such as M affecting C since superior science yields superior units; but they require game time to be realized. Similarly P and V allow for more potential units, which yields a CAD advantage.  Other require the player to “take advantage” of the benefits in order for them to be realized like Philosophical that does not get specialists or an Industrious who does not build wonders.

Aggressive (Agg)
- [C A D] Free combat I promotion for melee and gunpowder units, 

- [P] Double production speed of Barracks and Drydock

Charismatic (Char)
- [V(M)]+1 Happy,

- [C (A D)] -25% XP per promotion level,

- [V(M)] +1 Happy from Monument and Broadcast tower

Creative (Cre)
- [B] 2 culture per turn in city extra,

-  [P] Double production speed of Theatre and Colosseum

Expansive (Exp)
- [V(M)]+3 health,

- [P] Double production speed of Granary and Harbour,

- [P] 50% 25% faster production of Worker

Financial (Fin)

- [M(V)] +1 commerce on plot with 2 or more commerce

Imperialistic (Imp)
- [C (V)]+100% Great General Emergence,

- [P] 50% faster production of Settler

Industrious (Ind)
- [P(CADBMV)] +50% Wonder production,

- [P] Double production speed of Forge

Philosophical (Phil)
- [(CADBPMV)]+100% Great People Birth rate,

- [P] Double production speed of University

Protective (Prot)
- [C D(BA)] Free promotions: City Garrison I & Drill I for Archery and Gunpowder units

Organized (Org)
- [M(C)] -50% Civic Upkeep,

- [P] Double production speed of Lighthouse and Courthouse

Spiritual (Spir)
- [P(MV)] No Anarchy,


- [P] Double production speed of Temple

Traits combo Leader finder

Also doubles as Era centric (emphasis on UU) CIV table 

Key:





Pastel colours are Beyond the Sword Additions


Agg
Char
Cre
Exp
Fin
Imp
Ind
Phil
Prot
Org
Spir

Agg

Boudica
Kublai Khan
Shaka
Ragnar
Genghis Khan
Stalin
Alexander
Tokugawa
Hammu-rabi
Montezuma

Char
Boudica


Washington
Hannibal
Cyrus
De Gaulle
Abraham Lincoln
Churchill
Napoleon
Brennus

Cre
Kublai Khan


Surya-varman II
Willem Van Oranje
Catherine
Louis XIV
Pericles
Gilgamesh
Zara Yaqob
Hatshepsut

Exp
Shaka
Washington
Surya-varman II

Pascal II
Joao II
Bismarck
Peter
Mao Zedong
Mehmed II
Isabella

Fin
Ragnar
Hannibal
Willem Van Oranje
Pascal II

Victoria
Hayuna Capac
Elizabeth
Wang Kong
Darius I
Mansa Musa

Imp
Genghis Khan
Cyrus
Catherine
Joao II
Victoria

Augustus Caesar
Suleiman
Charlemagne
Julius Caesar
Justinian I

Ind
Stalin
De Gaulle
Louis XIV
Bismark
Hayuna Capac
Augustus Caesar


Quin Shi Huang
Roose-velt
Ramesses II

Phil
Alexander
Abraham Lincoln
Pericles
Peter
Elizabeth
Suleiman


Sitting Bull
Frederick
Gandhi

Prot
Tokugawa
Churchill
Gilgamesh
Mao Zedong
Wang Kong
Charlemagne
Quin Shi Huang
Sitting Bull


Saladin

Org
Hammurabi
Napoleon
Zara Yaqob
Mehmed II
Darius I
Julius Caesar
Roose-velt
Frederick


Asoka

Spir
Montezuma
Brennus
Hatshepsut
Isabella
Mansa Musa
Justinian I
Ramesses II
Gandhi
Saladin
Asoka


Notice that there is a one and only one correspondence between leader and traits combo
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