Worksheet 4B: Unit Attributes & Combat Logic
Team Members: ___________________________________________________________
Combat in Civilization 1 isn't random; it is a math problem calculated by comparing a unit's attack value against an opponent's defense value. Open your build menus or the Civilopedia to inventory these early game pieces.
1. Unit Stat Inventory
	Unit Name
	Attack Stat
	Defense Stat
	Movement Points
	Production Cost (Shields)

	Militia
	
	
	
	

	Phalanx
	
	
	
	

	Legion
	
	
	
	

	Chariot
	
	
	
	


2. Analyzing the Balance
· Design Trade-Offs: Compare the Phalanx and the Legion. They cost different amounts of production. Why did the designer make the attacking unit more expensive? What strategy does this force the player to use?
__________________________________________________________________________
· Mobility vs. Power: Look at the Chariot. It has a high attack value and high movement, but its defense is incredibly low. As a designer, what role or playstyle were you creating when you engineered this unit?
__________________________________________________________________________

