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2. THE STAT SHEET 
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Table 2-1. Technology Levels 

TechLevel Culture Types 
001 Pre-Columbian / Seafaring 
002 Pre-Columbian / Barbarian / Nomadic / Seafaring 
003 Civilized / Pre-Columbian / Barbarian / Nomadic / 

Seafaring 
004 Civilized / Barbarian / Nomadic / Seafaring 
005 – 007 Civilized / Seafaring 
008 – 011 The Renaissance 
012 – 015 Industrial Stage One 
016 – 019 Industrial Stage Two 
020 – 022 Industrial Stage Three 
�
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Table 2-2. National Culture Modifiers 

Cultural Type Modifier 
Industrial Four 1.4 
Industrial Three 1.3 
Industrial Two 1.2 
Industrial One 1.1 
Renaissance 1.0 
Seafaring 0.9 
Civilized 0.8 
Barbarian 0.7 
Nomadic 0.6 
Pre-Columbian 0.5 

�
Example: The Frankish Commonwealth has a port city, Marseilles, 
which is worth 8 GPv. It is in an allied province, which is cultivated. 
The Commonwealth is Renaissance. The CTV of Marseilles, then, 
would be (8/3) = 2.6 × 1.5 × 1.0 × 1.0 × 1.0 = 3.9, rounded up to 4. 
�
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Table 2-3. Terrain Type Tax Multiples 

Terrain Culture 
 I1 R C B N S P 

c2 1.0 1.0 1.0 1.5 2.0 1.0 1.0 
C 1.0 1.0 1.0 1.0 1.5 1.0 1.0 
W 0.5 0.5 0.5 1.0 0.3 0.5 1.0 
M 0.5 0.3 0.3 0.5 0.2 0.2 0.5 
S 0.5 0.3 0.3 0.2 1.0 0.0 0.2 
D 0.2 0.2 0.2 0.2 0.5 0.0 0.2 
T 0.2 0.2 0.2 0.3 0.0 0.0 0.2 
I 0.5 1.0 1.0 1.0 1.0 1.5 1.0 
j 0.2 0.3 0.3 0.5 0.2 1.0 1.0 
o 0.0 0.0 0.0 0.0 0.0 0.0 0.0 
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Table 2-4. Army Status Troop Support Modifiers 

Status Description Modifier 
A Administering 1.0 
B Being Besieged 2.0 
C On Campaign 2.0 
E Sneaking Around... 0.0 
G In Garrison 1.5 
M Mutinious! 0.0 
N Normal 1.0 
P Prisoner 0.0 
R Ruling 1.0 
S Besieging A City 2.0 
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Table 2-5. Terrain Troop Support Modifiers 

Terr. I1 R C B N S P 
M 1.5 1.75 2.0 1.0 2.0 2.0 1.5 
S 2.0 1.5 2.0 1.5 0.0 2.0 1.5 
T 2.0 2.0 2.0 1.5 2.0 2.0 1.0 
D 2.0 1.75 1.5 1.5 1.0 1.5 1.5 
J 1.5 1.5 1.5 1.0 1.5 1.0 1.0 
W 1.25 1.0 1.5 1.0 1.5 1.5 1.0 
C 1.0 1.0 1.0 1.0 0.1 1.0 1.0 

C2 1.0 1.0 1.0 0.5 0.1 1.0 1.0 
I 1.0 1.0 1.0 1.0 1.0 0.5 1.0 
O 2.0 2.0 2.0 2.0 1.0 2.0 1.5 
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Table 2-6. Garrison Terrain Modifiers 

Culture c c2 w s j i d m t o 
PreColumbian 1 1 1 2c 1 1 2c 1 2 1 
Seafaring 1 1 2 2c 2 1 2c 2 2 1 
Civilized 1 1 2 2c 2 1 2c 2 2 1 
Barbarian 2 2 1 2c 1 1 2c 1 2 2 
Nomadic 1 2 2 1c 2 1 1c 2 2 1 
Rena./Indust1  1 1 2 2c 1 1 1.5c 1 2 1 
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Table 2-7. Maximum Region Status by Religion 

National RS Regional Religion. 
 Same Tolerant Hostile 

1 F F A 
2-3 F F EA 
4-5 F A EA 
6-7 F EA T 
8-9 F EA NT 
10 F T P/PT 

Table 2-8. Maximum Region Status by Terrain 

Regional Controlling Culture. 
Terrain R / 

I1 
C B N S P 

C2 (Intns Cult.) Hm Hm Hm Hm F Hm 
C (Cultivated) Hm Hm Hm Hm F Hm 
W (Wilderness) F F Hm EA FA Hm 
M (Mountain) EA FA F T EA FA 
S (Steppe) EA FA T F NT FA 
D (Desert) EA FA T F NT EA 
T (Tundra) F F F NT T F 
I (Island) Hm F F T Hm F 
J (Jungle) F F EA NT EA F 
O (Oasis) EA T NT A NT NT 
�
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Table 2-9. Years per Turn 

Year Range Years per Turn Base Tax Rate 
1000-1399 5 100% 
1400-1499 4 80% 
1500-1599 3 60% 
1600-1800 2 40% 
1801-1850 1 20% 
1851-1900 6 months 10% 
1901-1950 3 months 6% 

1951+ 1 month 2% 
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Table 2-10. Sea Ratings Maximum Values 

Rating Maximum Value 
Navigation Tech Level / 2 
Trade Range Tech Level – 2 
Conduit Limit Tech Level / 2 
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Table 2-9. Ship Movement Rates 

Culture Actions per Year 
Renaissance 7 + Nav. Rating + other AP 

modifiers 
Industrial 

One 
8 + Nav. Rating + other AP 

modifiers 
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Table 2-11. New Trade Ranges 

Original Culture Type New Trade Range 
Civilized 4 
Seafaring 5 
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Example 
 The sea zones off the western coast of Africa were historically 
some of the worst in the world in terms of ships swallowed by 

dangerous seas. The Gambian Sea therefore, is a Hostile Sea Zone. 
Until your pilots have mapped it, you cannot trace trade through it. 
Similarly the Cape of Good Hope is prey to ferocious Antarctic 
storms that litter the beaches of Cape province with smashed ships. 
 Worse, the borders of Grand Bassam / Bight of Benin, Bight of 
Benin / Kongo Sea, and Cape Fria / Nambian Sea have directional 
arrows, pointing north. When trade is being traced across these sea 
zone borders, each one counts as 2 SZ for trade range purposes. 
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Example: 
 The English control the port city of London and a port city at 
Gibraltar. They have a Trade Range of 4, allowing them to form a 
Conduit between London, via English Channel, Bay of Biscay, Sea 
of Portugal, Gates of Hercules (4 Sea Zones) to Gibraltar. This is 
one (1) Conduit. 
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Table 2-12. Conduit City Minimum Status 

Nation Type Minimum Status for Conduit City 
Open Nation Tributary 
Religious Primacy Holy City or Tributary 
Merchant Combine Branch Office or Tributary 
Religious Order Order Fortress or Tributary 
�
Example 
 The Swedish player has a Renaissance nation with a Capital 
(Stockholm) in Uppsala.  Sweden’s Trade Range is 5 and its Conduit 
Limit is 3. Assume that Sweden possesses the region of Norway and 
has a port city (Oslo) therein.  Since Oslo is connected to Uppsala 
by Swedish controlled regions, it can be used for Inter-Nation Trade.  
Oslo, therefore, is the first ‘anchor’ in the Conduit chain. Sweden can 
trace a Trade Conduit through the sea zones of Skaggerak, Viking 
Bank, North Sea, English Channel, and Bay of Biscay to Gascony 
where it controls the port city of Bordeaux. (as a Tributary). 
 Bordeaux is the second 'anchor' and allows the Swedes to 
establish a Trade Conduit between Oslo and Bordeaux. The second 
Trade Conduit can be traced a further five sea zones (through the 
Bay of Biscay, Sea of Portugal, Gates of Hercules, Sea of Dogs, and 
Ifriqan Coast) to Gambia.  Here, the Swedes control a friendly port 
city (Sunderholm) to serve as an ‘anchor’, this is the second Trade 
Conduit of their maximum of 3 in this particular direction. 
 Unlike Bordeaux, Sunderholm straddles both Sea Zones. So 
the third, and final, Trade Conduit can be traced through the sea 
zones of Gambian Sea, Grand Bassam, and into the Bight of Benin. 
 Note that the Arrow Sea Zone Border between Bight of Benin 
and Grand Bassam costs TWO Trade Range points to traverse. 
 Assuming that the Swedes have a Port City in a coastal region 
adjoining the Bight of Benin, say in Teke, the ‘anchor’ of the third 
Trade Conduit is established.  Then, from this final Conduit ‘anchor’, 
the Swedes can trade normally with any nation within 2 sea zones 
(their Trade Range from a region on Bight of Benin considering that 
there are Arrow Sea Zone borders on both exits from the Zone), 
which is this case could be as far south as the region of Ovambo on 
the coast of the Nambian Sea. 
 Effectively then, the Swedes have a Trade Range of 15 Sea 
Zones, from Oslo to Ovambo. 
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Example 
 Ming China’s first trade conduit can reach to Mallaca Strait, 
where they control Kadaram (in Perak) as the ‘anchor’ city. Kadaram 
borders only one Sea Zone. When counting the second trade 
conduit, Mallaca Strait is counted as that conduit’s first Sea Zone. 

 Which is one reason why cities straddling Sea Zones are so 
valuable. 
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Example 
 The Rajputate of Mandalam is trying to acquire an entré into 
the lucrative Mediterranean trade.  Unfortunately, there are no 
regions on the Red Sea (the limit of their access) that are ‘available’ 
to have Mandalemi trade cities built in them.  The Mandalam 
approach the Sultantate of Syria, then, and arrange to ‘share’ the 
port city of Akaba in the region of Petra.  Akaba is a 3 Gpv city and 
under the terms of the arrangement, the Mandalam get half of the 
city as a Tributary.  This gives them a basing capacity of ( 1.5 × 20 = 
30 ) MSP in Akaba. 
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Example 
 The Nisei have acquired ‘anchor’ cities in the Great Lakes area 
and on Newfoundland, Greenland and the Shetland Islands.  These 
cities form a set of Trade Conduits reaching from the Nisei heartland 
in the American North-West and Great Plains to Europe.  From their 
final ‘anchor’ city of Ukiuo-ye on the Shetlands, the Nisei merchants 
can reach England, the Netherlands, Sweden, Russia and many 
more nations.  Due to the progression of events, however, none of 
the European nations have Trade Conduits in place to return the 
favor.  Since none of the Europeans could theoretically open a Sea 
Trade Route to the Nisei realm, none of them are allowed to allocate 
Merchant Shipping to the Sea Trade Routes opened by the Nisei. 
 Effectively, the Nisei control all of the trade between 
themselves and the Europeans and will make the lion’s share of 
profits from the routes.  The Nisei are happy.  The Europeans are 
sad. 
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3. THE ORDER FORM 
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Table 3-1. Max. QRs per Culture and Tech Level 

������5���
Tech Cavalry Infantry Warship Siege Artillery 

3 5 5 4 5 -- 
4 7 6 5 7 -- 
5 8 7 6 8 -- 
6 9 8 7 10 -- 
7 10 10 10 12 4 
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Tech Level Cavalry Infantry Warship Siege 
1 0 3 4 2 
2 1 4 6 4 
3 3 5 6 5 
4 5 6 7 7 
5 6 7 8 8 
6 7 8 9 10 
7 8 10 12 12 

�
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Tech Level Cavalry Infantry Warship Siege 
2 3 4 4 4 
3 5 5 4 5 
4 7 6 5 7 

�
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Tech Level Cavalry Infantry Warship Siege 
2 5 3 2 2 
3 7 4 3 3 
4 9 5 4 5 

�
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Tech Level Cavalry Infantry Warship Siege 
1 0 (1) 3 2 2 
2 0 (2) 4 4 4 
3 0 (3) 5 4 5 
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Tech Cavalry Infantry Warship Siege Artillery 
8 11 12 12 15 6 
9 11 14 15 17 9 

10 12 15 17 20 11 
11 13 16 20 23 13 

�
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Tech Cav Inf War Siege Art Mech Air Subs 

12 14 18 27 26 20 -- -- 3 
13 14 20 30 29 22 5 5 6 
14 14 22 34 32 24 10 10 10 
15 15 24 37 35 26 15 15 15 

�

�
���%�������B��
Tech Cav Inf War Siege Mech Art Air Subs 

16 15 26 40 38 20 30 20 20 
17 15 28 42 41 25 32 25 25 
18 15 30 46 44 30 35 30 30 
19 15 32 48 47 35 40 35 35 

�
���%�����������
Tech Cav Inf War Siege Art Mech Air Subs 

20 15 34 50 50 42 40 40 40 
21 15 40 54 53 45 45 45 45 
22 15 50 57 57 50 50 50 50 
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Example 
 The Danish Imperial Navy is operating a steamship squadron 
off the coast of India against Mussulman pirates. Denmark’s Tech 
Level is 12, giving them an operating range of (12-10 = 2 AP). Their 
nearest controlled port (for fueling and repairs) is at Mansura in 
Egypt. From Krak-de-Chevaliers in Mansura (Which is on the Nile), 
they can operate normally in seas as far away as the Red Sea (from 
Krak, 1 AP into the Nile, 1 AP into Red Sea). Beyond the Red Sea, 
they will suffer attrition. The acquisition of a port on the Bab-al-
Mandab, then, would be of great strategic use. 
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Example 
 The Imperial Aztec Navy is operating a diesel-powered cruiser 
squadron off the coast of Australia against Javan pirates. The Aztec 
Tech Level is 14, giving them an operating range of (14/3 = 5 AP). 
Their nearest controlled port (for fueling and repairs) is at Majuro on 
the Marshall Islands. From the Marshalls they can operate normally 
in waters as far away as the Coral Sea (from the Marshalls, 1 AP 
into hex 45K, 1 AP into hex 44K, 1 AP into hex 43L, 1 AP into 
Solomon Sea, and 1 AP into Coral Sea). Beyond the Coral Sea, they 
will suffer attrition. The acquisition of a port in Arukun or Papua, 
then, would be of great strategic use. 
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Table 3-2. Flying Machine Unit Types 

Type Biplane Monowing Jet 
Fighter bif af jf 
Bomber bib ab jb 
Hvy Bomber -- ahb jhb 
Transport bit at jt 
Carrier Fighter -- cvf jcf 
Carrier Bomber -- cvb jcb 
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Table 3-3. Costs to Build as Reserves 

Unit GP (R / I1) NFP 
Cavalry 2.5 / 4.0 1 
Inexperienced Cavalry 1.25 / NA 1 
Light Cavalry 2.0 / 3.5 1 
Light Inexperienced Cav. 0.75 / NA 1 
Heavy Cavalry 3.0 / 4.5 1 
Infantry 1.5 1 
Inexperienced Infantry 0.75 1 
Light Infantry 1.0 1 
Light Inexperienced Inf. 0.25 1 
Heavy Infantry 2.0 1 
Artillery 2.5 1 
Light Artillery 2.0 1 
Heavy Artillery 3.0 1 
Siege Engineer 2.0 1 
Warships 2.0 1 
Light Warship 1.5 1 
Heavy Warship 2.5 1 
Transport 1.5 1 
Light Transport 1.0 1 
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Unit GP (R / I1) NFP 
Heavy Transport 2.0 1 
Steam Transport NA / 5.0 1 
Steam Cruiser NA / 7.5 2 
Steam Battleship NA / 12.5 5 
Steam Dreadnought NA / 25.0 10 
Steam Aircraft Carrier NA / 15.0 8 
Scout Airship NA / 4.0 1 
Regular Airship NA / 7.5 2 
Heavy Airship NA / 10.0 3 
Transport Airship NA / 5.0 2 
Submarine NA / 5.0 1 
Advanced Submarine NA / 12.5 3 

One value under GP column applies to both 
Renaissance and Industrial nations 

NA: Not allowed for that nation. 
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Table 3-4. Activate from Reserve 

Unit GP (R / I1) NFP 
Cavalry 3.5 / 5.0 0 
Inexperienced Cavalry 2.25 / NA 0 
Light Cavalry 3.0 / 4.5 0 
Light Inexperienced Cav. 1.75 / NA 0 
Heavy Cavalry 4.0 / 5.5 0 
Infantry 2.5 0 
Inexperienced Infantry 1.75 0 
Light Infantry 2.0 0 
Light Inexperienced Inf. 1.25 0 
Heavy Infantry 3.0 0 
Artillery 3.5 0 
Light Artillery 3.0 0 
Heavy Artillery 4.0 0 
Siege Engineer 3.0 0 
Warships 3.0 0 
Light Warship 2.5 0 
Heavy Warship 3.5 0 
Transport 2.5 0 
Light Transport 2.0 0 
Heavy Transport 3.0 0 
Steam Transport NA / 6.0 0 
Steam Cruiser NA / 8.5 0 
Steam Battleship NA / 13.5 0 
Steam Dreadnought NA / 26.0 0 
Steam Aircraft Carrier NA / 16.0 0 
Scout Airship NA / 5.0 0 
Regular Airship NA / 8.5 0 
Heavy Airship NA / 11.0 0 
Transport Airship NA / 6.0 0 
Submarine NA / 6.0 0 
Advanced Submarine NA / 13.5 0 

One value under GP column applies to both 
Renaissance and Industrial nations 

NA: Not allowed for that nation. 
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Example: 
 The Maori Imperium controlled a wide swathe of the Pacific and 
Australasia before it dissolved into civil war and three successor 
states; Austral, Java and the Maori Seahold. Before the civil war, the 
Maori controlled fifteen friendly cities and they had 56 regular 
infantry, 20 regular artillery and 115 regular warships in reserve. 
Now, Austral has eight of those cities, Java three and the Seahold 
four. This gives the Austral a (8 ÷ 15 = 53%) share of the reserves, 
the Javanese a (3 ÷ 15 = 20%) share, and the Seahold a (4 ÷ 15 = 
27%) share. 
 In terms of units the Austral get (56 × 0.53 = 29) regular 
infantry, (20 × 0.53 = 10) regular artillery and (115 × 0.53 = 60) 
regular warships in reserve. In the same manner the Javanese get 
11 regular infantry, 4 regular artillery and 23 regular warships. The 
Maori Seahold gets 15 regular infantry, 5 regular artillery and 31 
regular warships in reserve. 
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Table 3-5. Maximum City Size by Terrain 

Region Terrain Maximum GPv 
C2 20 

C / I 15 
W 10 

M / J 8 
S / D 6 

T 5 
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Table 3-6. Maximum Public Works for TL 12 

Region Terrain Maximum PWB 
C2 GPv × 30 
C GPv × 20 

Other Terrains No Change 
Cities GPv × 15 
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1 See http://members.cox.net/cruenti/lote/lote.html for a copy of the 
Base Maps. Thanks, Tyler! 
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Table 3-7. City Build/Status Increase 

Starting GPv Status Increase 
1 +4 
2 +3 
3 +2 

4 or more +1 
�

Table 3-8. Pre-Existing Status Levels 

Status Level MH PRA RO 
0 None None None 
1 MA CH OH 
2 MF AB OO 
3 BO MN OP 
4 CI CA OE 
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Example 
 Adding a GPv to a 1 GPv city with no pre-existing status results 
in a 2 GPv city with CI/CA/OE status. Adding 1 GPv to a 9 GPv city 
containing a Church results in a 10 GPv city with a (1+1 = Level 2, or 
Abbey) status. 
�
� ��	����&���
	��������'���	��%����(�����"�(� �����%�
��	��	(�'�

	
�)��"���	���������������%���������'�)����'�
&	�����	�	��	
�������-	���5�
���
	��/	����	���������	�
�����6������#����	��	(�)����������

	
�5�
���	��	(�������
#��	
6���������	�	����	�����������
"�
� ��	����'��	�������	��(���#�$�����*���	�����������"�����
�����%���	������!���	�

���)����������'��	�
������%�	
�
&'���8�	��$��������	����'��	��������%�	
������	�8�	��
$����"�
� ���	���	��,�
�
9" ��	����&���
	���������	��	���������%������	��(���#�

�����������	������	�&���
"�
�" ��	����'������&	��%���	����&���
	�*���	��#���"�
I" ��	����&���
	�������
	���	����	�$B�C)�������	���������

���	%%	�����	�&���
"�?����'�������	1���	����	
	��5�
�
�	����������6�������	�%������	����&���
	�*��!��	�
8%%��	C!��'����'C8�
	��B����	��"�!�(	�	����%���	����
&���
	������������������������	����'��
���	����'����
(��������	����&���
	�*����������>	&����	����'�	4�������
���&	�����	�	��	
�(�����������#�������	���	�
$B�C)�������	����'�
��	���'"�

P" ��	����&���
	�*�����������������	����
�	�����������
	�
(������	�����������*���(��&���
���	���"��$���	����'�
��������������('����/	���������'���	���'����&���
�"�

�" ��	����'����1�	���������(��������	����&���
	�*���������
��#	��%���	4�����#����	
��C8�
	������	C���	����'�
�����	�!��'����'C8�
	��B����	��C!��	�8%%��	"�

Q" ��������'�

�����������������������	���	����������	�
�	#����������

��#�����'��	�	��5����	�	������������%�L9�
)����	��������	�����'6"��$����'��4��������'�5��
��
�%�	
�&'��	�������
��	����	�	�6�&	�	4�		
	
"�



The Order Form Lords of the Earth: The Modern Era 

Page 14  Version 3.3.0  

�

9#: ��"���6����".����������(��G
����

9#:#& ,%����������������
� 7�
�������$���������	����	�	��9�������#�	�����&���
��
�	(��'�	��%�$���������-	��,���	������
�5��6"����/	����'��
��
��������
����&�����&	�(		����	��	��	���%���������	�
5����#�������'������	
��������'6��
���	��	��	���%���

-�	����������	"����/	���'����
��	�������	#�	���5���
�	�	���%������'6������	�	��8�	����-	���(�����&�	�������%�
� #���
����%�"��?���/	����	�����-	�����	�������	#�	�������
������9 ����'�5#	�	���6�'�
������'�������"6"�
� �������
��	#�	���������'�&	�&����������������	�
��������#��B��	�
�'����'��������(��������	�!0@�����%�����
�������	���	
'���������#�������
��	#�	��������������������
����	��	
�����B��	�
�'����'�(��������	�!0@"��������
�
�	#�	��������	����	�������	��������%������'"�
� �����
��&��������+	�	��������	��	��������	���������


�������� J���	���'����	����
�%�	��������	��	#�������
�������������������
�	������	��	�	����'��������������&	�"�
� �������#�������������	
��	��	���%������
��	#�	�����	�
���	
��2�������	3"�
� 7%�������
��	#�	������������������	����5�	(6�0��
#	�
�����&	�&�������	��%����'�������'���	������
"�B���������	���%�
/		���#���	�)��%����#���#�����	�����'���	�0��
#	�����	1���	
�
�	�����	���������#���	#�
�	����%���	����&	���%������
��	�	���
&	�(		����	��(���	#����"��		�0�	����	&��/��	������F�"O"9 H�
%���
	����"��������
��������������B	��'������"�
�

9#:#* '������6�������������
� �����	�	���%������
�������'�9 ���#����������%�������
�	������������������
��	�����"�����������	����������'��%������
���	"��������	��	�	����%�����&	�(		���������	��	���	�����(����	�
��#�����	
������	�
��	������������%�����������	���

��	�����"�
�
Example 
 The RSA has built a rail line from their capital at Great 
Zimbabwe up to Iesuwayo in Mbundu. Each segment has 2 capacity 
levels (two tracks, essentially). This means the RSA could move (2 × 
10 = 20 cargo) points of units from Great Zimbabwe to Iesuwayo in 1 
AP, or 10 cargo in both directions at the same time. 
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Example 
 The RSA Second Army needs to move up to Iesuwayo in 
preparation for loading onto an invasion fleet. The total cargo cost of 
the army is 160 points. With the aforementioned double-track rail 
line (with a one-way capacity of 20 cargo per AP), this would take 
(160 / 20 = 8 AP) to effect. 
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Example 
 A Danish railroad passes through the city of Venice in northern 
Italy, the Imperial capital. As a result, the Danish HBZ (with a range 
of 4) may extend along the rail-line up to (4 × 4 = 16 AP) to the north 
or east. 
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Example 
 The Norsktrad merchant house secures a contract to build a 
railway in Persia, from Tehran to Ormuz in Bandar province. A 
mighty undertaking indeed! To begin, the Norsktrad will have to 
acquire Cartel City status in either Tehran or Ormuz, than build at 
least one Merchant Factory to begin providing “generic” Yard 
Capacity. Once they have an operating Factory, they may begin 
railway construction. 
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Example: Ming China is Imperial Size 13. Implementing a Universal 
Weights and Measures Project would cost them (13 x 100gp, 13 x 
10nfp and 13 x 2 years) 1,300gp, 130nfp and will take at least 26 
years. 
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Table 3-9. Intrinsic Yard Capacity 

Source Capacity Notes 
Trade Center 5 Usable only by Nomads or Barbarians 

for the construction of Heavy units 
(including ships, if in a coastal region). 

City GPv × 5 Usable for the construction of Heavy 
land units and projects. 

Port City GPv × 5 Usable for the construction of Heavy 
ships, units and projects. 
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Airship Factory (City) (5.0), Finished: Project No. 00138 
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2 Merchant House construction using Merchant Factory capacity is 
not limited to the Merchant Houses’ Homeland Build Zone. But it is 
restricted to Cartel City status cities. 
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Table 3-10. Maximum Factory Construction 

Location Max YC Notes 
City GPv × 3 This total includes all Factories and 

Yards located at the city. 
C/C2 region GPv This total includes all Factories and 

Yards located in the province. 
Steamship and Submarine Yards may 
only be built in coastal provinces. 

W/I/J region GPv / 2 This total includes all Factories and 
Yards located in the province. 
Steamship and Submarine Yards may 
only be built in a coastal province. 

Other 
terrains 

None  
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Example 
 Sussex is a 3 GPv C province and contains London, a 10 GPv 
city. The rural areas could contain as many as 3 Airship Factories 
(or Steamship/Submarine Yards), while the city could contain up to 
(10 × 3 = 30) Factories and Yards. 
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Table 3-5. Factory/Yard Construction Costs 

Type Location GPc NFPc Time 
Airship Factory City 25.0 5 2 
 Region 50.0 8 4 
Shipyard Port City 50.0 5 2 
 Coastal Region 100.0 10 4 
Submarine Yard Port City 30.0 5 2 
 Coastal Region 50.0 8 4 
Mercantile Industry City 5 1 2 
Aircraft Factory City 50 5 2 
 Region 75 8 4 
Hidden or 
Underground 

Appropriate 
Region (only) 

×2 ×2 ×2 
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Table 3-12. Factory/Yard Defense Strengths 

Factory or Yard Type Siege Strength 
Airship and Aircraft Factories, Mercantile 
Industry  

10 

Steamship or Submarine Yard 20 
City “generic” Yard 15 
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3 And it’s up to the GM to say whether a location is captured by 
surprise or not. In general, however, if a Combat roll is involved, then 
it’s not a surprise capture. 
4 Except some meddling kids and that damned orange dog! 
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4. RESEARCH AND DEVELOPMENT 
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Example 
 The Pacific Mercenary and Trust Company is attempting to 
develop an improved Ithaqua-Sanrio kerosene engine (via the 
Internal Combustion Engine project). This project is a level 6 
project. PM&T invests 300gp and 4 NFP into the project. The 
current turn length is 2 years per turn. 
 The first turn (assuming all supplementary modifiers cancel 
out), their chances of gaining an advance are (300 + (4 × 5) + (2 
× 0)= 320 / 7 = 45%. If they are successful in gaining an 
Advance, the next turn they will start with 0 GP, 4 NFP and 2 
years invested. 
 While only 4 NFP remain invested in the project, they cannot 
gain more than 4 Advances, so at some point they will have to 
commit another 2 NFP to the endeavor. 
 Note the project, with an Advance requirement of 6 will take 
(at optimum speed) at least three 2-year turns to complete and 
more likely six 2-year turns (or more, if the team runs into some 
obstacle delaying their progress.) 
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5. LEADERS AND ARMY ACTIONS 
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Table 5-1. Months Per Year Available For Actions 

Culture # of Months 
Civilized 6 
Seafaring 7 
Barbarian 8 
Nomadic 8 
Pre-Columbian 5 
Renaissance Land Units 8 
Renaissance Ships 7 + Nav 
Industrial One non-Steam 
Ships 

8 + Nav 

Industrial One Steamships See build chart 
Industrial One Land Units 9 
Industrial Two Land Units 10 

�

Table 5-2. Unit Type Modifiers 

Unit Type Modifier 
Leader +2 
Cavalry +1 
Infantry +0 
Siege +0 
Artillery -1 
Tribe Points -1 

�

Table 5-3. Equipment Type Modifiers 

Equipment Modifier 
Heavy -1 
Medium +0 
Light +1 

�

Table 5-4. Unit Training Modifiers 

Training Modifier 
Elite +1 
Regular +0 
Inexperienced -1 

�
�

Table 5-5. Leader Combat Rating Modifiers 

Combat Leadership Modifier 
1 – 4 -1 
5 – 8 +0 

9 – 11 +1 
�
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Example 
 Lord Captain Jehanli Drake, commanding the Marôcain 
pirate fleet in the Caribbean, is a L97A leader and he commands 
a fleet of twelve elite heavy warships. The Marôcain Navigation 
rating is currently two (2). Drake’s fleet gets 7 actions base 
(Renaissance culture), plus two for the Navigation rating, plus 
one for Drake being a swell guy, plus one for being elite crews, 
minus one for the heavy class ships = 10 actions per year. Quite 
enough to raise the very devil on the coast of Azteca and fill the 
Marôcain coffers with heavy red gold and their decks with coffles 
of slaves... 
�

Table 5-6. Regional Terrain Action Modifiers 

 Regional Terrain Type 
Culture Type c/c2/i w m d/s t j 
Civilized +0 +1 +2 +1 +2 +2 
Seafaring +0 +1 +2 +2 +2 +2 
Barbarian +0 +0 +1 +1 +1 +1 
Nomadic +0 +1 +2 +0 +2 +2 
pre-Columbian +0 +0 +1 +1 +1 +0 
Renaissance +0 +0 +1 +1 +2 +1 
Industrial 1/2 +0 +0 +1 +1 +2 +1 
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Example 
 Ten inexperienced Nisei infantry (10ii) can be converted into 
five regular infantry (5i) if they expend 8 Leader Actions at a city 
within the Nisei homeland. If the units were attacked while 
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retraining then they would fight as 10ii and the action would be 
aborted. 
�
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Table 5-7. Operational Ranges for Aircraft 

Aircraft Type Biplane Monowing Jet 
Carrier Fighter -- 1 3 
Fighter / Carrier Bomber 1 2 5 
Bomber / Cargo Plane 1 4 8 
Heavy Bomber 2 6 12 
�
� �	�@��	���
�!	4	��������������#	���������	��<��	�
����	4"�������	�����������	��B�#��	���������'����
����
��	������������	�������	����	�!	4����@��	"�
� ���	4�	������������������	�!	4C@��	����&��������
(���������	��/	��������4���	�'���	�!	4"��4���	���%�
������	,�!	4��I���
�0��!��/�	���!	4�P9!��
�(	��	������
�
������"�7���������	���	�@��	����9���#	��
���	�!	4����9�
��#	"�
�

;#9#* �� ������������� �����
� 7��&���	��'����'�
��	���'��������%����������������$�����!�
	�##	��������#�����%������(�������	���	���	����&��
(����&	�%��#���5&	%��	��'�#����
�����������	#	�
	�##	�	���6����
	�	����	�������	������'"�7%�'���
���������

��	���'����������������	'�(����%�#���������-��������(����'����
#����
��
C�������%���	�"�
� 0��������
�)�������0��������'�	������%��������'�	�##	�
������&��(�������	�������%���
���������"�
� /��������
�)�������/����������	�##	������
����&���
��	#	����
�����������"�
� &���!�/����������	�##	������	#	����
����&���
�
	����&��&�
�	����&����	��������������'���	%���#�����
�������������"�
� �����%��	�##	
�������&��(�������������#����
��&�������&����������	������&�������"�
�

;#9#9 ���'��������
� �������������5������6�����	�	��	
������#����	���	��%�
������8�	���������������	��
	%�������&������#��%�
%��	�5�6"���������&������#����&	�����	�	
�&'����#���#�
����8��0�����������������	��������"�
� ��	���������&	���%�����8��0������������(��������&	�
���#�	
�������������������&	�#�	�	��������	������%��
A���%���	���������	�����#���	��������"�
� �����%����/	
����������������������8�	�������
������������'����
��������1&2���������/���%�"������%��
&	��#������
	
�&'���	
	�����(	�	���������
������
��'�����������������������	��	
	������������'�%��"�

�
;#9#9#& �� �������������1��,2�
� �	
	�����������������"�
� �����%�����������������U����	�%������	���������	
�
���'����B����	����������	����������	
����'����B����	���U�
(�������#	��%��(��	���	���8�	���������#	"�
�
;#9#9#* ������� �,����������1��,2�
� �	
	�����������������"�
� �����%��(���������������#��%���	�596�������	��'�&	�

��	��	
�������/�	4�����#�%������	��5��������E�
���
��&����	�E�
����	������	�7�
����'����	������E�
�6����
���-	����5�����
����	���0��
#	����'���
���	��"6������	#����
(��������	���8�	���������#	"�+�#	����
��	�����	�����%�
)�C$B�C���	��	1���	
�����	������	�
�#	���%���	�%�����'�
�������
	����'	
������#��"�
� ��	��%�������������'�&	�
	%	�
	
�#�����	����
&��&�
�	���&'�S���5���#���6��!���5���/	�������	�'6����
�������#�����%���
���������������&�����������"�
�
;#9#9#9 ����������(�����1��(2�
� �	
	����������������	�������"�
� ������������������	����#�	
����
	%	�
����	��%���
�	#������	�@��	����!	4�(��������	���8�	���������#	�
#�����������	�������/�"���'��������������	�����%�		���
(��������	��	#������	�@��	����!	4��	�����	��	
�&'������
�����"�>���	�%�'&�	�5��
	����'	
����
�#	
6�����%��
�	��������	
������	������������	'����
	%	�
�#�����
�������	����/�"�
� ��	�'������������������#������#����	�����	��	
��	�
(���������/	����&��(������	������������"�
�
;#9#9#: ��%����%//���1��2�
� �	
	����������������	�������"�
� �������������#����
����������	�����	
�����%��	�
�'�
���'��
����/��������	���(����������'�%�����	�
�������
�%���	������5	�	������	����'����	�6��(���	���	����'����
(��������	���	���������#	��%���	�����%��0�	"�
� "���V��������������������#������'�%�#����#������	�
#����
�������'�

���	#	����	�#������������������	���%��%�
��	�&�	���'����	�#��"�
�
;#9#9#; ������������� -�1���2�
� �	
	����������������	���I���"�
� ������������/	
������B������������	�
��	��	
�#�����
�#��	���	�@��	����!	4�(�	�	�	�	�'�%�		�������	������
�������#��	�����	
"���'�������	�B�		���(�����	��	����	��	�
@��	����!	4��	����/	
��(���	���	�	��	���
�#	
��
��
	����'	
�����%�������������	��������"�
�
;#9#9#= ������ �����1�"�2�
� �	
	���������������������&�	���"�
� ������������/	
������7$�����������	�
��	��	
�#�����
�#��	���	#���"���	�'����	��	��	���#���	��	#������	�������
�'�

����������������
����������������	��	#�����&�	
����
��	�����	����%���	�7��	�
�������	%%�������	����&	���%�����%��
�����	����������	��"�



Lords of the Earth: The Modern Era Leaders and Army Actions 

 Version 3.3.0  Page 27 

�

;#: �6,��(
�����"��

� ��&�	���&�	��
���&����	�5��&6������������	����
��������	���	��&'�&	��#������
	
�&'���	
	�����������#��
��	���	��%����&�8�	������������"�
� ��&����
	����	����������%���	
	��������	#����B�		��
�����������#����	'����������	4	���	������	
������/�
����#�
B�		����"�B�		�����&�"�
� ��&����������5������6�����	�	��	
������#����	���	��%�
���&�8�	���������������	��
	%�������&������#��%�%��	�
5�6"���������&������#����&	�����	�	
�&'����#���#���&�
8��0�����������������	��������"�
� ��	���������&	���%���&�8��0������������(��������
&	����#�	
�������������������&	�#�	�	��������	�
��&����	�A���%���	���������	�����#���	��������"�
� ��&���������/	
�������������������&�8�	�������
������������'����
��������1&2���������/���%�"���&��
&	��#������
	
�&'���	
	�����(	�	���������
������
��'�����������������������	��	
	������������'�%��"�
� ��$����*����&������������	��%���0�	��	����	
���
:(��%���/*"���(��%���/��'���
	��/	��������	����������

����#�����������	�����	��5��&�8��������������	
	�����
�
��&������6����("�
�

;#:#& �%��,�����
� ��&����	������	��	�%�����������
�������'�	�##	����
��������5��������6�(��������	���8�	���������	����%���	�
&�	"�
� ��&�����&	�&�	
�������&	��	#	
����&���/
	
������
���'���������B����	�����������	
������&���'����&	��	���
(��������&�	�������	�������#������	��	���%���������	
���
�
�	#�������
C����	�@��	�C!	4	��&�/�����%��	�
�'��
��������	
����'������	�!��	��
�0���
�@��	��%���	����������
1�	�����"�
� ��&�����������	
���������'���������B����	���������
��
	��/	��'���&�8�	�������5(�������(���������	
	�6"�
� ��	���	���������#	��%��#��	��(��%��/��������	
�
�%���&����	����������
	�	����	
�&'���	�%����(��#�%�����"�
�

��&�8�	���������#	�M�5���U�9�6�K�I�
�

Table 5-8. Submarine Operations Range 

Tech Operations Range 
13 3 
14 6 
15 9 
16 12 
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Table 6-1. CCR Costs Supplement 

Border / Region Type CCR Cost 
Controlled land border along a Royal or Postal 
Road segment 

× ½  

Unsettled (empty, Barbarian / Pre-Columbian / 
Nomadic) regions 

+1 

Any kind of region within the tsetse Fly zone +1 
‘Anchored’ Trade Conduit 1 

�
Example 
 The Nisei realm has established control of various colonies in 
Scandinavia. To support control of these regions, the Shogunate 
possesses controlled port cities in the intervening area. At the end of 
the given turn, a Nisei general has completed the conquest of the 
province of Norway. The Game Master, checking the CCR, observes 
that the Nisei capital is in the province of Gosiute on the Great 
Inland Sea in the New World. The Nisei BL is 8, and their current 
Shogun has an Administration of 4 and is, in fact, ruling this turn. 
 This set of circumstances gives the Nisei a CCR of (8 + 4 = 
12ap). From Gosiute an Imperial Highway runs through the 
provinces of Bohogue, Lemhi, Shoshone, Crow, Teton, Okoboji, 
Minnewaska, Yankotnai and into Chippewa. The CCR cost for this 
section is seven due to the Road. The base would be fourteen (9 for 
nine controlled regions, plus 5 for two Type-2 and one Type-1 
mountain range in the way), divided by two for the Royal Road 

passing through all of the involved provinces. 
 From Chippewa the Nisei have a set of Trade Conduits 
anchored on the cities of Joetsu in Chippewa, Achi in Sokoki, Nuri in 
Naskapi, and Ukio-ye in the Shetlands. This adds three more to the 
cost of the CCR (1 CCR for the Trade Conduit between Joetsu and 
Achi, 1 CCR for the Trade Conduit between Achi and Nuri, and 1 
CCR for the Trade Conduit between Nuri and Ukio-ye) bringing it to 
10 of its 12 points. Since the city of Bergen in Hordaland is still 
under siege by Nisei and Dakotan troops, it cannot serve as an 
‘anchor’ city. The last section must be traced sea zone by sea zone 
then, which adds another 3 to the total CCR cost (1 CCR for Viking 
Bank, 1 CCR for the Skaggerak and 1 CCR for the region of 
Norway) bringing it to 13. 
 Well, this is one more than the Nisei can support with their 
CCR of 12, so the army in Norway will be checked for revolt at the 
end of the turn. Should they pass the check and move out of the 
province, then the province will be checked for revolt each turn 
following while it remains out of the CCR. 
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Example 
 Florence has a Loan Capacity of 450gp. Charles the Bold of 
Burgundy wants to borrow 200gp to finance a war against the Swiss 
cantons. The Florentine internal rate is at 25% (due to internal stock 
manipulations and excessive government intervention in the 
Florentine banking houses) and the external is 43%. Charles will 
have to pay back (200 × 1.43 = 286gp) to the Florentines. When 
(and if) he does so, the Florentine bank will get 36gp in cold hard 
cash, which will be invested, raising the base value of the Bank by 
(36 / 10 = 3.6) GP.  
�

=#*#= ���������%����
� >�	�����������������/	����������������(�����#����
��&�	�����	�'���	���������������
����	�	��������	�&	#�����#�
�%���	�����
�������������������������
	�	
������	�
	%���	
����
��	����"���	�&�/������
	���	�������
���	�������������	�
&�/��	��
	��������%%	������&	���%�
	�	�	������	%%	���"�
�

♦ B��������	�
	%�����#�������5�	#�
�	����%���	��'�	��%�
$�����;�$�������	��#�������	������!���	��������	���
���V6����	�����	4�	����&����(��#�������	#	���������&�/��#�
�'��	���������
��#���	������*���(����������������	�����	�
�	���'��'�	�������
	"�

♦ �	���
����	�&�/�
	%���	
�#��������	�����������'�
	1��������	��������%���	�%��%	��	
�����5������#�(����
�'�7��	���	����
�����		
��#������	�0�	������'�
��	�	%�	�6"�7%���	�&�/������'�����	
��	
����<	�������	���
��	����	�0�/����������	
"�

♦ ����
����	��4���	��%���	�������(�����&�/����������	����
�	
��	
�&'���	���	�������������%���	�&�/��#������'�
����(�������%�����	�%����(��#�����"���	��������	�	%�	��
��	��4���	�����	
��	
�&'���%��%������������������
���	�
����
������&'���	�1���	���%���	�����������"�8����	�%������
�������	��������	#��������%�����4���	"�

�
� ��'�����	���)��	���	���7��	���	�������	
��	
�5(��	
�
���6�&'�
	%���	
�����"�7%���	�&�	������'�����	
��	
�����
�	���	���
����#���	�������������	��4���	�����	
��	
"�+����#�
������	���
�������'�������&	��/	������&'����(	
�����	��5����
����$8������	�(���
	%���	
6������	��4������%���	��	
��	
�
�����'"�7%���	�&�/�������	�����(	�	�������������'�&	�
�/	��������������	�&�/��	#��������%���������'�5��������%����
��������	�6"�
�
Example 
 Charles the Bold of Burgundy, having previously borrowed 
200gp from the Florentine banks, launches his campaign against the 
Swiss and the southern German cities and is utterly trounced at the 
battle of Nancy. So crushing is his defeat that he is forced to default 
on a large number of loans, including the one to the Florentine 
banks. 
 So. The initial Florentine capacity was 450gp, and Charles 
borrowed 200gp. He, then, has defaulted on 44% of the Florentine 
capacity. This means that the next turn, the Florentine Tax Rate 
(normally, say, 100%) will be reduced by 44%, to 56%. Needless to 
say, this will not please the Florentine government (and in fact will 
lead to the collapse of the Florentine merchant republic and lead to 
the foundation of the first of a series of tyrannies and eventually the 
establishment of a Dukedom and autocratic rule). The second turn 
following, the base Tax Rate (again, say its 100%) will be reduced 
by half of the forfeited percentage, or 22% to 78%. The third and 
final turn of the process the Florentine Tax Rate will be 89%, as the 
reduction will be 11%. 
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7. THE MERCHANT HOUSE 
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Note! This means that if you’re looking to improve your NMV, you 
want monopolies from multiple nations. 
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Example 
 The Khemer East Africa company has its eye on the trade in 
slaves and gold coming out of the Ethiopian highlands, an area that 
is controlled by the Lion Kingdom of Judah. The Khemer, however, 
are a Renaissance nation and the Judah are only Civilized. Why, 
they barely have gunpowder — foolish savages! 
 So the Khemer approach the Judah king and offer him several 
shiploads of cannons and powder in exchange for monopolies on 
gold and slaves. The Judah nation has a Trade Value of 16, so 
there are (16 ^½ = 4) possible monopolies to be acquired. The 
Judah, desiring the guns, agree and fork over 2 monopolies (and 
two of their own trade value points) to the KEAC. The KEAC trade 
value is increased by two as a result, and the Judah trade value is 
reduced to 14. For the moment, anyway, both sides are satisfied. 
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Example 
 The Khemer East Africa Company decides that it wants to 
expand into new, raw material rich, areas in South Africa. The 
present culture in that area is Pre-Columbian, so even though there 
are populated regions along the coast the KEAC can settle the 
regions directly. A leader, Lord Prahvarata, is sent with a small fleet 
down into the region of Transkei off of the Cape Francis sea zone. 
He lands and attempts an Establish Colony action. By good luck, 
this succeeds. He has brought 15 NFP and 15 GP with him on his 
fleet, so this converts one of the two GPv of the province. 
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Example:  
 The AEIC wants to establish cartel trade between Arnor (from 
Schwarzkastel) to Ethiopia (to Gozer). The AEIC must have a 
Branch Office or better in both Schwarzkastel and in Gozer. Note 
the MSP for this route may be based at any AEIC port with 
capacity. 
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Table 7-1. Merchant House Control Statuses 

Control 
Status 

Code Taxe
s 

Agro NFP? Trade
? 

Base
? 

Merchant 
Agent 

ma 0.10 0.00 No Yes Yes 

Merchant 
Factory 

mf 0.20 0.10 No Yes Yes 

Branch 
Office 

bo 0.30 0.20 No Yes Yes 

Cartel City ci 0.40 0.30 Yes Yes Yes 
Home Office ho 0.50 0.40 Yes Yes Yes 
Merchant 
Colony 

mcl 1.00 0.00 Yes Yes Yes 
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Table 7-2. Merchant House Actions Table 

Action (Code) Applicable Intel Costs 
Acquire Agent (aa) Support 

Diplomacy 
2 AP and 3 GP 

Establish Factory (emf) Support 
Diplomacy 

3 AP and 5 GP 

Open Branch Office 
(obo) 

Support 
Diplomacy 

6 AP and 10 GP 

Acquire Monopoly 
(amn) 

Support 
Diplomacy 

8 AP and 25 GP 

Found Cartel City (fct) Support 
Diplomacy 

8 AP and 25 GP 

Establish Mercantile 
Colony (ecl) 

Battle Assistance 8 AP and 25GP / 
year 

Gain Preferential 
Treatment (gpt) 

Support 
Diplomacy 

3 AP and 25 GP 

Discredit Competitor 
(dcm) 

Support 
Diplomacy 

6 AP and 25 GP 

Seize Location (zl) Battle Assistance 5 AP and 10 GP 
Establish Mercenary 
Brokerage (emb) 

Support 
Diplomacy 

12 AP and 25 GP 

Destroy Location (dl) Battle Assistance 3 AP and 5 GP 
�
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Example 
 The Pacific Mercenary and Trust company builds 10 Heavy 
Artillery units for export to Prester John. These units would be listed 
on the PM&T stat sheet like so: 10(ha). 
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Table 7-3. Export Unit Conversion(s) 

Export Unit Turns… …Into 
(hi) i or ei hi or hei 
(hc) c or ec hc or hec 
(hw) w hw 
(ht) t ht 
(xa) xi, xei or xc, xec xa or xea 
(a) i, c or ei, ec a or ea 
(ha) i, c or ei, ec ha or hea 
(st) t st 
(ca), (bb), (dn) w (nfp equivalent) ca, bb, dn 
(zs), (z), (zh), (zt) c (or d) zs, z, zh, zt 
(ss), (sn) w ss, sn 
(m) w m 
(af), (ab) ei af, ab 
(ti), (mi) 2 i ti, mi 
(ta), (ma) 2 a ta, ma 
(lsh), (afx), (afv), (afh) c lsh, afx, afv, afh 
�



The Merchant House Lords of the Earth: The Modern Era 

Page 38  Version 3.3.0  

"���� $��������������#�
	
�&'���	�
	���	�'��%�	4�����
�����������	����%�#���(������	�A����'�����#��%���	�
������	����'��#���	�"�

"���� >�	����	(��#�?�����(�������������	�����9�$B���
'������������	�����$B��	1����	������&	���%�
:	1���&�	*������������	�$B��&���
�������%���	�
��#�
	
�����"�

�

>#= '
���"���
���"���6����"�

� > ������	������
��������%�B�����	���
�E�
��5�%����
/��
�6����	��	������!���	�#������	���&����'����&���
�

�%%	�	���/��
���%��������������	�������
	���	������	
��	�
!��	��
�0���
�@��	"�
� "���.�����������	4�	�����������	������E�
��
�B����'�
���	���
����������	������	������!���	�������������"�
� ���	������!���	��'�&���
��'�/��
��%������%���(�����
��	'���	���	��	������#'��#��
��$B���
�'�
������'�����	���
!��	�8%%��	"�7��

���������	'��'�&���
��'�/��
��%������
5������#���	'���	���	�'�
������'6����'�$���	��!����'�
(��������	���!��	��
�0���
�@��	"�
� ���	������	��5&����(�������
�(���������	�!0@6�
��������#���	������	�7�
����'����	�5������	��%����'����'�
6�
�'�&	���	
����&���
,�
�
� ?������%���	��'�	����������	
�&'���	���	��%���E�
����

B����'�5������������	����������&����	�6"�
� �4���������������5#����������	�'�������6�����#���	�

2#	�	���3�E�
������'��%��'��	������	�7�
����'�
���������	�	��������	����	�����'"�

� �����
������#���	�2#	�	���3�E�
������'��%��'�
�	������	�7�
����'����������	�	��������	����	�����'"�

�
� �	#����������5�����
��#�������%�����	�&'���	��	������
!���	����	�%6�������&	����������	
�(������	�!��	��
�0���
�
@��	�5�
��������/	�'�����	�!��	�8%%��	6"�
�
�



Lords of the Earth: The Modern Era Charts and Tables 

 Version 3.3.0  Page 39 

8. CHARTS AND TABLES 

?#& �	
�������	

��

Table 2-1. Technology Levels 

TechLevel Culture Types 
001 Pre-Columbian / Seafaring 
002 Pre-Columbian / Barbarian / Nomadic / Seafaring 
003 Civilized / Pre-Columbian / Barbarian / Nomadic / 

Seafaring 
004 Civilized / Barbarian / Nomadic / Seafaring 
005 – 007 Civilized / Seafaring 
008 – 011 The Renaissance 
012 – 015 Industrial Stage One 
016 – 019 Industrial Stage Two 
020 – 022 Industrial Stage Three 
�

Table 2-2. National Culture Modifiers 

Cultural Type Modifier 
Industrial Four 1.4 
Industrial Three 1.3 
Industrial Two 1.2 
Industrial One 1.1 
Renaissance 1.0 
Seafaring 0.9 
Civilized 0.8 
Barbarian 0.7 
Nomadic 0.6 
Pre-Columbian 0.5 

�

Table 2-3. Terrain Type Tax Multiples 

Terrain Culture 
 I1 R C B N S P 

c2 1.0 1.0 1.0 1.5 2.0 1.0 1.0 
C 1.0 1.0 1.0 1.0 1.5 1.0 1.0 
W 0.5 0.5 0.5 1.0 0.3 0.5 1.0 
M 0.5 0.3 0.3 0.5 0.2 0.2 0.5 
S 0.5 0.3 0.3 0.2 1.0 0.0 0.2 
D 0.2 0.2 0.2 0.2 0.5 0.0 0.2 
T 0.2 0.2 0.2 0.3 0.0 0.0 0.2 
I 0.5 1.0 1.0 1.0 1.0 1.5 1.0 
j 0.2 0.3 0.3 0.5 0.2 1.0 1.0 
o 0.0 0.0 0.0 0.0 0.0 0.0 0.0 

�

Table 2-4. Army Status Troop Support Modifiers 

Status Description Modifier 
A Administering 1.0 
B Being Besieged 2.0 
C On Campaign 2.0 
E Sneaking Around... 0.0 
G In Garrison 1.5 
M Mutinious! 0.0 
N Normal 1.0 
P Prisoner 0.0 
R Ruling 1.0 
S Besieging A City 2.0 

�

�

Table 2-5. Terrain Troop Support Modifiers 

Terr. I1 R C B N S P 
M 1.5 1.75 2.0 1.0 2.0 2.0 1.5 
S 2.0 1.5 2.0 1.5 0.0 2.0 1.5 
T 2.0 2.0 2.0 1.5 2.0 2.0 1.0 
D 2.0 1.75 1.5 1.5 1.0 1.5 1.5 
J 1.5 1.5 1.5 1.0 1.5 1.0 1.0 
W 1.25 1.0 1.5 1.0 1.5 1.5 1.0 
C 1.0 1.0 1.0 1.0 0.1 1.0 1.0 

C2 1.0 1.0 1.0 0.5 0.1 1.0 1.0 
I 1.0 1.0 1.0 1.0 1.0 0.5 1.0 
O 2.0 2.0 2.0 2.0 1.0 2.0 1.5 

�

Table 2-6. Garrison Terrain Modifiers 

Culture c c2 w s j i d m t o 
PreColumbian 1 1 1 2c 1 1 2c 1 2 1 
Seafaring 1 1 2 2c 2 1 2c 2 2 1 
Civilized 1 1 2 2c 2 1 2c 2 2 1 
Barbarian 2 2 1 2c 1 1 2c 1 2 2 
Nomadic 1 2 2 1c 2 1 1c 2 2 1 
Rena./Indust1  1 1 2 2c 1 1 1.5c 1 2 1 
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Table 2-7. Maximum Region Status by Religion 

National RS Regional Religion. 
 Same Tolerant Hostile 

1 F F A 
2-3 F F EA 
4-5 F A EA 
6-7 F EA T 
8-9 F EA NT 
10 F T P/PT 

�

Table 2-8. Maximum Region Status by Terrain 

Regional Controlling Culture. 
Terrain R / 

I1 
C B N S P 

C2 (Intns Cult.) Hm Hm Hm Hm F Hm 
C (Cultivated) Hm Hm Hm Hm F Hm 
W (Wilderness) F F Hm EA FA Hm 
M (Mountain) EA FA F T EA FA 
S (Steppe) EA FA T F NT FA 
D (Desert) EA FA T F NT EA 
T (Tundra) F F F NT T F 
I (Island) Hm F F T Hm F 
J (Jungle) F F EA NT EA F 
O (Oasis) EA T NT A NT NT 
�
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Table 2-9. Years per Turn 

Year Range Years per Turn Base Tax Rate 
1000-1399 5 100% 
1400-1499 4 80% 
1500-1599 3 60% 
1600-1800 2 40% 
1801-1850 1 20% 
1851-1900 6 months 10% 
1901-1950 3 months 6% 

1951+ 1 month 2% 
�

Table 2-10. Sea Ratings Maximum Values 

Rating Maximum Value 
Navigation Tech Level / 2 
Trade Range Tech Level – 2 
Conduit Limit Tech Level / 2 

�

Table 2-9. Ship Movement Rates 

Culture Actions per Year 
Renaissance 7 + Nav. Rating + other AP 

modifiers 
Industrial 

One 
8 + Nav. Rating + other AP 

modifiers 
�
�

Table 2-11. New Trade Ranges 

Original Culture Type New Trade Range 
Civilized 4 
Seafaring 5 

�

Table 2-12. Conduit City Minimum Status 

Nation Type Minimum Status for Conduit City 
Open Nation Tributary 
Religious Primacy Holy City or Tributary 
Merchant Combine Branch Office or Tributary 
Religious Order Order Fortress or Tributary 
�
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Table 3-1. Max. QRs per Culture and Tech Level 

������5���
Tech Cavalry Infantry Warship Siege Artillery 

3 5 5 4 5 -- 
4 7 6 5 7 -- 
5 8 7 6 8 -- 
6 9 8 7 10 -- 
7 10 10 10 12 4 
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Tech Level Cavalry Infantry Warship Siege 
1 0 3 4 2 
2 1 4 6 4 
3 3 5 6 5 
4 5 6 7 7 
5 6 7 8 8 
6 7 8 9 10 

7 8 10 12 12 

�
,�������

Tech Level Cavalry Infantry Warship Siege 
2 3 4 4 4 
3 5 5 4 5 
4 7 6 5 7 

�
"����� �

Tech Level Cavalry Infantry Warship Siege 
2 5 3 2 2 
3 7 4 3 3 
4 9 5 4 5 

�
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Tech Level Cavalry Infantry Warship Siege 
1 0 (1) 3 2 2 
2 0 (2) 4 4 4 
3 0 (3) 5 4 5 
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Tech Cavalry Infantry Warship Siege Artillery 
8 11 12 12 15 6 
9 11 14 15 17 9 

10 12 15 17 20 11 
11 13 16 20 23 13 

�
���%����������
Tech Cav Inf War Siege Art Mech Air Subs 

12 14 18 27 26 20 -- -- 3 
13 14 20 30 29 22 5 5 6 
14 14 22 34 32 24 10 10 10 
15 15 24 37 35 26 15 15 15 

�
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Tech Cav Inf War Siege Mech Art Air Subs 

16 15 26 40 38 20 30 20 20 
17 15 28 42 41 25 32 25 25 
18 15 30 46 44 30 35 30 30 
19 15 32 48 47 35 40 35 35 

�
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Tech Cav Inf War Siege Art Mech Air Subs 

20 15 34 50 50 42 40 40 40 
21 15 40 54 53 45 45 45 45 
22 15 50 57 57 50 50 50 50 
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Table 3-2. Flying Machine Unit Types 

Type Biplane Monowing Jet 
Fighter bif af jf 
Bomber bib ab jb 
Hvy Bomber -- ahb jhb 
Transport bit at jt 
Carrier Fighter -- cvf jcf 
Carrier Bomber -- cvb jcb 
�
�

Table 5-7. Operational Ranges for Aircraft 

Aircraft Type Biplane Monowing Jet 
Carrier Fighter -- 1 3 
Fighter / Carrier Bomber 1 2 5 
Bomber / Cargo Plane 1 4 8 
Heavy Bomber 2 6 12 
�

Table 5-8. Submarine Operations Range 

Tech Operations Range 
13 3 
14 6 
15 9 
16 12 
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Table 5-1. Months Per Year Available For Actions 

Culture # of Months 
Civilized 6 
Seafaring 7 
Barbarian 8 
Nomadic 8 
Pre-Columbian 5 
Renaissance Land Units 8 
Renaissance Ships 7 + Nav 
Industrial One non-Steam 
Ships 

8 + Nav 

Industrial One Steamships See build chart 
Industrial One Land Units 9 
Industrial Two Land Units 10 

�

Table 5-2. Unit Type Modifiers 

Unit Type Modifier 
Leader +2 
Cavalry +1 
Infantry +0 
Siege +0 
Artillery -1 
Tribe Points -1 

�

Table 5-3. Equipment Type Modifiers 

Equipment Modifier 
Heavy -1 
Medium +0 
Light +1 

�

Table 5-4. Unit Training Modifiers 

Training Modifier 
Elite +1 
Regular +0 
Inexperienced -1 

�
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Table 5-5. Leader Combat Rating Modifiers 

Combat Leadership Modifier 
1 – 4 -1 
5 – 8 +0 

9 – 11 +1 
�

Table 5-6. Regional Terrain Action Modifiers 

 Regional Terrain Type 
Culture Type c/c2/i w m d/s t j 
Civilized +0 +1 +2 +1 +2 +2 
Seafaring +0 +1 +2 +2 +2 +2 
Barbarian +0 +0 +1 +1 +1 +1 
Nomadic +0 +1 +2 +0 +2 +2 
pre-Columbian +0 +0 +1 +1 +1 +0 
Renaissance +0 +0 +1 +1 +2 +1 
Industrial 1/2 +0 +0 +1 +1 +2 +1 
�
�
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Table 6-1. CCR Costs Supplement 

Border / Region Type CCR Cost 
Controlled land border along a Royal or Postal 
Road segment 

× ½  

Unsettled (empty, Barbarian / Pre-Columbian / 
Nomadic) regions 

+1 

Any kind of region within the tsetse Fly zone +1 
‘Anchored’ Trade Conduit 1 
�
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Table 7-1. Merchant House Control Statuses 

Control 
Status 

Code Taxe
s 

Agro NFP? Trade
? 

Base
? 

Merchant 
Agent 

ma 0.10 0.00 No Yes Yes 

Merchant 
Factory 

mf 0.20 0.10 No Yes Yes 

Branch 
Office 

bo 0.30 0.20 No Yes Yes 

Cartel City ci 0.40 0.30 Yes Yes Yes 
Home Office ho 0.50 0.40 Yes Yes Yes 
Merchant 
Colony 

mcl 1.00 0.00 Yes Yes Yes 

�
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Table 7-2. Merchant House Actions Table 

Action (Code) Applicable Intel Costs 
Acquire Agent (aa) Support 

Diplomacy 
2 AP and 3 GP 

Establish Factory (emf) Support 
Diplomacy 

3 AP and 5 GP 

Open Branch Office 
(obo) 

Support 
Diplomacy 

6 AP and 10 GP 

Acquire Monopoly 
(amn) 

Support 
Diplomacy 

8 AP and 25 GP 

Found Cartel City (fct) Support 
Diplomacy 

8 AP and 25 GP 

Establish Mercantile 
Colony (ecl) 

Battle Assistance 8 AP and 25GP / 
year 

Gain Preferential 
Treatment (gpt) 

Support 
Diplomacy 

3 AP and 25 GP 

Discredit Competitor 
(dcm) 

Support 
Diplomacy 

6 AP and 25 GP 

Seize Location (zl) Battle Assistance 5 AP and 10 GP 
Establish Mercenary 
Brokerage (emb) 

Support 
Diplomacy 

12 AP and 25 GP 

Destroy Location (dl) Battle Assistance 3 AP and 5 GP 
�

Table 7-3. Export Unit Conversion(s) 

Export Unit Turns… …Into 
(hi) i or ei hi or hei 
(hc) c or ec hc or hec 
(hw) w hw 
(ht) t ht 
(xa) xi, xei or xc, xec xa or xea 
(a) i, c or ei, ec a or ea 
(ha) i, c or ei, ec ha or hea 
(st) t st 
(ca), (bb), (dn) w (nfp equivalent) ca, bb, dn 
(zs), (z), (zh), (zt) c (or d) zs, z, zh, zt 
(ss), (sn) w ss, sn 
(m) w m 
(af), (ab) ei af, ab 
(ti), (mi) 2 i ti, mi 
(ta), (ma) 2 a ta, ma 
(lsh), (afx), (afv), (afh) c lsh, afx, afv, afh 
�
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Table 8-1. Research & Development Project Summary 

Name Pre-requisites Advances Results 
Tech Level 11    

Submersible None 2 Can build Submersible (sub) units. Can build 
Submarine Yards. 

Steam Transports None 5 Can build Steam Transport (st) units. Can 
build Steamship Yards 

Steam Cruiser Steamships, 1 Shipyard 2 Can build Steam Cruiser (sca) units 
Tech Level 12    

Steam Battleship Steam Cruiser, 3 Shipyards 3 Can build Steam Battleship (sbb) units 
Super-Heavy Artillery None 4 Can build Super-Heavy Artillery (sha) units. 
Steam Dreadnaught Steam Battleship, Super-Heavy 

Artillery, 6 Shipyards 
4 Can build Steam Dreadnaught (sdn) units 

Tech Level 13    
Internal Combustion Engine None 6 Allows many subsequent projects. 

Submarine Submersible, Internal Combustion 
Engine, 4 Submarine Yards 

3 Can build SUB units. 

Motorized Transport Internal Combustion Engine 3 Can build Motorized Infantry (ti) and Artillery 
(ta). 

Landships Internal Combustion Engine, 
Motorized Transport 

5 Can build Landship (lsh) units. 

Scout Airships Internal Combustion Engine 2 Can build Airship Yards. 
Standard Airships Airships, 2 Airship Yards 2 Can build Z units. 

Heavy Airships Standard Airships, 4 Airship Yards 3 Can build ZH units. 
Transport Airships Standard Airships, 2 Airship Yards 1 Can build ZT units. 

Steam Airship Carrier Steam Battleship, Airships, 6 
Steamship Yards 

3 Can build CV units 

Tech Level 14    
Diesel Ship Engines Internal Combustion, Steamships, 5 

Shipyards 
6 Switches XEW, XW,W and HW unit types to 

Torpedo Boat, Frigate, Destroyer and Light 
Cruiser types. 

Diesel Transport Diesel Ship Engines, 2 Shipyards or 
Steam Transport 

0 or 5 Can build DT units. 

Diesel Cruiser Diesel Ship Engines, 4 Shipyards or 
Steam Cruiser 

0 or 2 Can build CA units. 

Diesel Battleship Diesel Ship Engines, 6 Shipyards or 
Steam Battleship 

0 or 3 Can build BB units. 

Diesel Dreadnaught Diesel Ship Engines, 12 Shipyards or 
Steam Dreadnaught 

0 or 4 Can build DN units. 

Light Tank Internal Combustion, Landship 4 Can build Light Tank (afx) units. 
Biplane Fighter Internal Combustion, Airships (if 

used), 2 Airship Yards (if used) 
3 Can build Fighter Aircraft (bif) units. Can build 

Aircraft Factories. 
Flying Machines: Biplane Bomber Fighter, 5 Aircraft Factories 4 Can build Bomber (bib) units. 

Flying Machines: Biplane Cargo 
Transport 

Bomber, 5 Aircraft Factories 1 Can build Cargo Plane (bit) units. 

Parachute Infantry Cargo Plane, 10 Aircraft Factories 2 Can build Parachute Infantry (pi) units. 
Tech Level 15    

Flying Machines: Fighter Biplane Fighter 3 Can build Fighter Aircraft (af) units 
Flying Machines: Bomber Fighter, 10 Aircraft Factories 4 Can build Bomber (ab) units. 

Flying Machines: Cargo Transport Bomber, 10 Aircraft Factories 1 Can build Cargo Plane (act) units. 
Diesel Aircraft Carrier Battleship, Carrier Fighter (*), 6 

Shipyards 
5 Can build Aircraft Carrier (cv) units. 

Flying Machines: Carrier Fighter Fighter, Aircraft Carrier (*), 10 Aircraft 
Factories 

4 Can build Carrier Fighter (cvf) units. 

Flying Machines: Carrier Bomber Carrier Fighter, Aircraft Carrier, 10 
Aircraft Factories 

4 Can build Carrier Bomber (cvb) units. 

Mechanized Troops Light Tank 3 Can build Mechanized versions of Infantry (mi) 
and Artillery (ma). 

Armored Fighting Vehicle: Medium 
Tank 

Light Tank 4 Can build Medium Tank (afm) units. 

Flying Machines: Heavy Bomber Bomber, 10 Aircraft Factories 6 Can build Heavy Bomber (ahb) units. 
Armored Fighting Vehicle: Heavy 

Tank 
Medium Tank 3 Can build Heavy Tank (afh) units. 

Radio Internal Combustion 3 Combat bonus 
Radar Radio 5 Combat and Intercept bonus 

Tech Level 16    
Flying Machines: Jet Fighter Fighter, 10 Aircraft Factories 3 Can build Jet Fighters (jf) units 

Flying Machines: Jet Bomber Fighter, 20 Aircraft Factories 4 Can build Jet Bomber (jb) units. 
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Name Pre-requisites Advances Results 
Flying Machines: Jet Cargo 

Transport 
Bomber, 20 Aircraft Factories 1 Can build Jet Cargo Transport (jct) units. 

Helicopters Fighter, 10 Aircraft Factories 5 Can build Airmobile Infantry (ami). 
�

Table 8-2. Renaissance Unit Construction Chart 

Unit Name Code GPc NFPc AP Cargo Combat Siege Support Build At… 
Cavalry          

Cavalry C 5.0 1 9 3 1.5 0.5 0.5 Hm,Fc 
Elite Cavalry EC 10.0 2 10 3 2.3 0.8 1.0 Fc 

Heavy Cavalry HC 6.0 1 8 4 2.3 0.8 0.6 Fc 
Heavy Elite Cavalry HEC 11.0 2 9. 4 3.4 1.1 1.1 Fc 

Inexperienced Cavalry IC 2.5 1 8 3 0.8 0.3 0.25 Hm,Fc 
Light Cavalry XC 4.0 1 10 2 0.8 0.3 0.4 Hm,Fc,Csr 

Light Elite Cavalry XEC 9.0 2 11 2 1.1 0.4 0.9 Fc 
Light Inexperienced Cavalry XIC 1.5 1 9 2 0.4 0.1 0.15 Hm,Fc,Csr 

Artillery          
Artillery A 5.0 1 7 2 2.0 2.0 0.5 Fc 

Elite Artillery EA 10.0 2 8 2 3.0 3.0 1.0 Fc 
Heavy Artillery HA 6.0 1 6 3 3.0 3.0 0.6 Fc 

Heavy Elite Artillery HEA 11.0 2 7 3 4.5 4.5 1.1 Fc 
Light Artillery XA 4.0 1 8 1 1.0 1.0 0.4 Fc 

Light Elite Artillery XEA 9.0 2 9 1 1.5 1.5 0.9 Fc 
Infantry          

Elite Infantry EI 6.0 2 9 2 1.5 2.3 0.6 Fc 
Heavy Elite Infantry HEI 7.0 2 8 3 2.3 3.4 0.7 Fc 

Heavy Infantry HI 4.0 1 7 3 1.5 2.3 0.4 Fc 
Infantry I 3.0 1 8 2 1.0 1.5 0.3 Hm,Fc 

Inexperienced Infantry II 1.5 1 7 2 0.5 0.8 0.15 Hm,Fc 
Light Elite Infantry XEI 5.0 2 10 1 0.8 1.1 0.5 Fc 

Light Infantry XI 2.0 1 9 1 0.5 0.8 0.2 Hm,Fc,Crh 
Light Inexperienced Infantry XII 0.5 1 8 1 0.3 0.4 0.05 Hm,Fc,Crh 

Forts and Engineers          
Field Fort F 3.0 1 -- -- 5.0 -- 0.3 Cr 

Siege Engineers S 4.0 1 8 2 0.5 4.0 0.4 Fc 
Wall Point WP 5.0 1 -- -- -- 10.0 0.5 Cc 

Warships          
Elite Warship EW 8.0 2 9+Nav (1) 1.5 1.5 0.8 Pc 

Heavy Elite Warship HEW 9.0 2 8+Nav (2) 2.3 2.3 0.9 Pc 
Heavy Transport HT 4.0 1 7+Nav (4) 0.8 -- 0.4 Pc 
Heavy Warship HW 5.0 1 7+Nav (2) 1.5 1.5 0.5 Pc 

Light Elite Warship LEW 7.0 2 10+Nav (0) 0.8 0.8 0.7 Pc 
Light Transport XT 2.0 1 9+Nav (2) 0.3 -- 0.2 Pa 
Light Warship XW 3.0 1 9+Nav (0) 0.5 0.5 0.3 Pc 

Transport T 3.0 1 8+Nav (3) 0.5 -- 0.3 Pa 
Warship W 4.0 1 8+Nav (1) 1.0 1.0 0.4 Pc 

�

Table 8-3. Industrial Build Chart 

Unit Name Code GPc NFPc YardC AP Cargo Support Combat Siege Build At… 
Airships           

Airship Z 15.0 2 2 5 0 3.0 3.0 6.0 Airship Yard 
Heavy Airship ZH 20.0 3 4 5 0 5.0 6.0 9.0 Airship Yard 
Scout Airship ZS 8.0 1 1 7 0 2.0 1.0 1.0 Airship Yard 

Transport Airship ZT 10.0 2 2 7 (1) 2.0 1.0 - Airship Yard 
Cavalry           

Cavalry C 8.0 1 - 10 3 0.5 1.5 0.5 Hm,Fc 
Elite Cavalry EC 16.0 2 - 11 3 1.0 2.3 0.8 Fc 

Heavy Cavalry HC 9.0 1 1 9 4 0.6 2.3 0.8 Fc 
Heavy Elite Cavalry HEC 17.0 2 1 10 4 1.1 3.4 1.1 Fc 

Light Cavalry XC 7.0 1 - 11 2 0.4 0.8 0.3 Hm,Fc,Csr 
Light Elite Cavalry XEC 15.0 2 - 12 2 0.9 1.1 0.4 Fc 

Artillery           
Artillery A 5.0 1 1 8 2 0.5 2.0 2.0 Fc 

Elite Artillery EA 10.0 2 1 9 2 1.0 3.0 3.0 Fc 
Heavy Artillery HA 6.0 1 2 7 3 0.6 3.0 3.0 Fc 

Heavy Elite Artillery HEA 11.0 2 2 8 3 1.1 4.5 4.5 Fc 
Light Artillery XA 4.0 1 1 9 1 0.4 1.0 1.0 Fc 

Light Elite Artillery XEA 9.0 2 1 10 1 0.9 1.5 1.5 Fc 
Super-Heavy Artillery SHA 25.0 2 5 -- 10 2.5 (10.0) 10.0 Fc 

Motorized Artillery TA 15.0 2 4 14 5 2.0 4.0 3.0 Fc 
Mechanized Artilery MA 20.0 2 5 18 6 4.0 5.0 4.0 Fc 

Infantry           
Elite Infantry EI 6.0 2 - 10 2 0.6 1.5 2.3 Fc 

Heavy Elite Infantry HEI 7.0 2 1 9 3 0.7 2.3 3.4 Fc 
Heavy Infantry HI 4.0 1 1 8 3 0.4 1.5 2.3 Fc 

Infantry I 3.0 1 - 9 2 0.3 1.0 1.5 Hm,Fc 
Inexperienced Infantry II 1.5 1 - 8 2 0.15 0.5 0.8 Hm,Fc 

Motorized Infantry TI 9.0 2 3 15 4 1.2 2.0 2.3 Fc 



Lords of the Earth: The Modern Era Charts and Tables 

 Version 3.3.0  Page 45 

Unit Name Code GPc NFPc YardC AP Cargo Support Combat Siege Build At… 
Mechanized Infantry MI 12.0 2 4 20 5 2.4 4.0 2.5 Fc 

Light Elite Infantry XEI 5.0 2 - 11 1 0.5 0.8 1.1 Fc 
Light Infantry XI 2.0 1 - 10 1 0.2 0.5 0.8 Hm,Fc,Crh 

Light Inexp. Infantry XII 0.5 1 - 9 1 0.05 0.3 0.4 Hm,Fc,Crh 
Airmobile Infantry AMI 15.0 2 3g / 2a 25 5 3.0 5.0 2.0 Fc + Aircraft Factory 

Civilians           
Force Point (Colonists) NFP N/A N/A - 8 2 1.0 6.0 - Fr 
Refugees (Tribal) Point TBL N/A N/A - 9 10 9.0 5.0 - Cannot be built. 

Forts and Engineers           
Field Fort F 3.0 1 - - - 0.3 5.0 5.0 Cr 

Siege Engineers S 4.0 1 - 9 2 0.4 0.5 4.0 Fc 
Wall Point WP 5.0 1 - - - 0.5 - 10.0 Cc 

Mechanized           
Landship LSH 5.0 1 2 -- 3 1.0 S/A S/A Fc 

Light Tank AFX 8.0 1 3 9 3 1.6 2.0 0.5 Fc 
Medium Tank AFV 12.0 1 4 9 4 2.4 4.0 1.0 Fc 

Heavy Tank AFH 15.0 1 5 9 5 3.0 8.0 1.5 Fc 
Steamships           

Steam Transport ST 10.0 1 1 7+Nav (5) 2.0 2.0 - Shipyard 
Steam Battleship SBB 25.0 4 3 6+Nav - 2.5 10.0 4.0 Shipyard 

Steam Cruiser SCA 15.0 3 1 6+Nav - 1.5 6.0 2.0 Shipyard 
Steam Airship Carrier SCV 40.0 7 6 6+Nav 2 zs 3.0 3.0 - Shipyard 

Steam Dreadnought SDN 50.0 5 6 6+Nav - 5.0 15.0 8.0 Shipyard 
Sailing Ships           

Light Transport XT 2.0 1 1 11+Nav (2) 0.2 (0.3) - HBZ Port City 
Transport T 3.0 1 1 10+Nav (3) 0.3 (0.5) - HBZ Port City 

Heavy Transport HT 4.0 1 2 9+Nav (4) 0.4 (0.8) - HBZ Port City 
Light Warship XW 3.0 1 1 11+Nav - 0.3 0.5 0.5 HBZ Port City 

Light Elite Warship XEW 7.0 2 1 12+Nav - 0.7 0.8 0.8 HBZ Port City 
Warship W 4.0 1 1 10+Nav (1) 0.4 1.0 1.0 HBZ Port City 

Elite Warship EW 8.0 2 1 11+Nav (1) 0.8 1.5 1.5 HBZ Port City 
Heavy Elite Warship HEW 9.0 2 2 10+Nav (2) 0.9 2.3 2.3 HBZ Port City 

Heavy Warship HW 5.0 1 2 9+Nav (2) 0.5 1.5 1.5 HBZ Port City 
Clipper-ship M 8.0 1 3 11+Nav (4) 0.6 0.5 0.5 HBZ Port City 

Subs           
Submersible SM 5.0 1 1 3 - 1.0 1.0 (*) - Submarine Yard 

Submarine SS 10.0 1 2 6+Nav - 2.0 5.0(*) - Submarine Yard 
Diesel Ships           

Transport DT 6.0 1 1 10+Nav (6) 1.2 (1.0) - Shipyard 
Heavy Transport DHT 8.0 1 2 10+Nav (9) 1.6 (1.5) - Shipyard 

Torpedo Boat Flotilla TB 5.0 1 1/2  9+Nav - 1.0 Torpedo - Shipyard 
Frigate FF 8.0 1 1 12+Nav - 0.8 2.0 - Shipyard 

Destroyer DD 10.0 2 1 12+Nav - 2.0 4.0 - Shipyard 
Light Cruiser CL 12.0 3 1 12+Nav - 2.4 6.0 - Shipyard 

Cruiser CA 15.0 6 2 10+Nav - 3.0 8.0 1.0 Shipyard 
Battleship BB 25.0 8 3 10+Nav - 5.0 10.0 2.0 Shipyard 

Aircraft Carrier CV 50.0 15 6 10+Nav 4 aircraft 10.0 (10.0) - Shipyard 
Escort Carrier CVL 25.0 7 3 12+Nav 2 aircraft 5.0 (4.0) - Shipyard 
Dreadnought DN 50.0 10 6 10+Nav - 10.0 15.0 4.0 Shipyard 

Aircraft           
Biplane Fighter BIF 5.0 1 1 Range 1 2 1.0 1.0 - Aircraft Factory 

Biplane Bomber BIB 8.0 1 2 Range 1 4 1.6 (1.0) 1.5 Aircraft Factory 
Biplane Cargo Transport ACT 6.0 1 1 Range 1 2 or (1) 1.2 (1.0) - Aircraft Factory 

Biplane Carrier Fighter BCF 6.0 1 2 Range 0 2 1.2 1.0 - Aircraft Factory 
Biplane Carrier Bomber BCB 9.0 1 3 Range 1 4 1.8 (1.0) 1.0 Aircraft Factory 

Fighter AF 5.0 1 2 Range 2 2 1.0 2.0 1.0 Aircraft Factory 
Bomber AB 8.0 1 4 Range 4 4 1.6 (2.0) 3.0 Aircraft Factory 

Cargo Transport ACT 6.0 1 2 Range 4 2 or (1) 1.2 (1.0) - Aircraft Factory 
Carrier Fighter CVF 6.0 1 2 Range 1 2 1.2 1.5 - Aircraft Factory 

Carrier Bomber CVB 9.0 1 3 Range 2 4 1.8 (1.5) 2.0 Aircraft Factory 
Heavy Bomber AHB 12.0 1 8 Range 6 6 2.4 (3.0) 6.0 Aircraft Factory 

Jet Fighter JAF 5.0 1 2 Range 5 2 1.0 4.0 1.0 Aircraft Factory 
Jet Bomber JAB 8.0 1 4 Range 8 4 1.6 (4.0) 5.0 Aircraft Factory 

Jet Cargo Transport JCT 6.0 1 4 Range 8 2 or (1) 1.2 (2.0) -- Aircraft Factory 
Jet Carrier Fighter JCF 6.0 1 3 Range 3 2 1.2 3.0 1.0 Aircraft Factory 

Jet Carrier Bomber JCB 9.0 1 4 Range 5 4 1.8 (3.0) 4.0 Aircraft Factory 
Jet Heavy Bomber JHB 12.0 1 16 R.12 6 2.4 (6.0) 10.0 Aircraft Factory 

�
"�����
♦ 	'�,�?�������&	�&����������	�!��	��
��%���	�$�������	#�
�	����%�(	��	����	�	��������'���	�	�������"�

♦ ���.�?�������&	�&��������B��	�
�'����'�(��������	�!��	��
�0���
�@��	��%���	������"�

♦ ����.�?�����'�	����&	�&����������������	
���	��	��	#����(��������	������"�������	#����
�	��������	����&	�(��������	�!��	��
�0���
�@��	��%���	�
�����"�

♦ L�"����M�,�?����������&	�&�����&'��������	����&�����	������	������%�!��'�>����
�����
	�"�

♦ ��	�,�?�������&	�&�����������������	
��	#����(��������	�!��	��
�0���
�@��	��%���	������"�

♦ (��,�?�����'�	����&	�&����������������	�(��������	�!��	��
�0���
�@��	��%���	������"�

♦ (��,�?�����'�	����&	�&����������������'�(��������	�!��	��
�0���
�@��	��%���	������"�

♦ ���,�?�����'�	����&	�&����������������	
�B	��'�����("�

�



Charts and Tables Lords of the Earth: The Modern Era 

Page 46  Version 3.3.0  

Yard Cost Type Source of Capacity 
Airship Airship Factories 
Steamship or Diesel Ship Shipyard 
Submarine or Submersible Submarine Yard 
Ship Port City generic Yard 
Heavy Unit Friendly City generic Yard 
Railroad Train Friendly City generic Yard 
Artillery Friendly City generic Yard 
Mechanized, Motorized and AFV Friendly City generic Yard 
Aircraft Aircraft Factories 
�
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Table 8-4. Renaissance Action Chart 

AP J  F  M  A  M  J  J  A  S  O  N  D  
1             X            
2           X  X            
3         X  X  X            
4         X  X  X  X          
5       X  X  X  X  X          
6       X  X  X  X  X  X        
7     X  X  X  X  X  X  X        
8     X  X  X  X  X  X  X  X      
9     X  X  X  X  X  X  X  X  X    
10   X  X  X  X  X  X  X  X  X  X    
11   X  X  X  X  X  X  X  X  X  X  X  
12 X  X  X  X  X  X  X  X  X  X  X  X  
13 X  X  X  X  X  X X X  X  X  X  X  X  
14 X  X  X  X  X X X X X  X  X  X  X  X  
15 X  X  X  X  X X X X X X X  X  X  X  X  
16 X  X  X  X X X X X X X X X  X  X  X  X  
17 X  X  X  X X X X X X X X X X X  X  X  X  
18 X  X  X X X X X X X X X X X X X  X  X  X  
19 X  X  X X X X X X X X X X X X X X X  X  X  
20 X  X X X X X X X X X X X X X X X X X  X  X  
21 X  X X X X X X X X X X X X X X X X X X X  X  
22 X X X X X X X X X X X X X X X X X X X X X  X  
23 X X X X X X X X X X X X X X X X X X X X X X X  
24 X X X X X X X X X X X X X X X X X X X X X X X X 
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(end of c:\projects\lords\rules\version_5_9\lote_mod_3_2_0.doc) 


