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EPN - Norial FifepoWes Rasing, Basic attick strength of the regiment, e
FPM - Melee Attack Rating used only when the attacker is adjacent to the target. - 3
RNG - Range is the maximum number of tiles the unit may fire. # Siad SV Rt ) ‘”‘ [@W ‘%" ’&

DEF - The number reflects a regiment’s ability to withstand enemy fire.

MVR - The number of tiles a regiment can move on the tactical battlefield in one turn.
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Bring up game control dialog

Help Briefing
(Game Information Panel on
Terrain Map screen)

Quick Save
Quick Load
Preferences
Game Status
Turn Summary
Battle Reports
Deal and Market Book
Terrain Book
Army Book
(Fi1) Naw Book
Civilian Book

2

Hot Keys

Show Transport Screen

Show Industry Screen
Show Trade Screen

Show Diplomacy Screen
Show Technology Screen
Wake all Civilian Units
@ Find a Sea Zone

[__P_] Find a Province

. Wake all Army Units

. Ht‘]p (Game Information
on Terrain Map Screen)

Zoom in or Zoom out

Center map on your country
Center map on selected unit

Wake all Naval Units
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Naval Units

Trader

FRP - Firepower establishes the strength of the ship’s attack.
RNG - In naval combat range is the most important ability of the your ships.

ARM - Armor determines the ship’s likelihood of taking

damage.
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HLL - The size of the ship determines how long it will take to sink it once the armor is penetrated.
MV - Movement judges the speed in battle and the number of sea zones that can be covered in a turn.

CH - Cargo holds

Civilian Units —

| Builder

Merchant
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Uncovers previously unexplored
terrain and searches terrain for

resources.

Builds developments on eligible
terrain tiles and upgrades towns.

Purchases land in Minor Nations
and Tribes. Once bought, land can
only be developed by Civilian units
from your country.

Scouts the strength of enemy gar
risons. Spies in other Great Nations
to steal technology. Engages in
counter-espionage to ploicct your
own land from ¢

Huiids railroa
already contains a road. Railroads
cannot be built on some terrain
until certain technologies are
discovered.
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Technology Tree
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