
Infantery - 
Second Class

Range: +1
Accurancy: +5%
W: 1500   Time:1:00 min.

GAZ-N21Gagarin
Excellent off-road
combat vehicle, weak

armor modular armament.
Ground & Air
W: 3000   Time:2:00 min.

Ares with UWB
Heavy fighter craft
designed to destroy

ground targets.
W: 3000            C: 3000
Time: 2:00 min.

Pluto
Its Basic task is to
destroy enemy

ground installations.
W: 3000            C: 3000
Time: 2:00 min.

Athena
“Little cloud” is a
light air interception

unit. Ground only.

W: 3000   Time:2:00 min.

Sonic Wave
Generator
Weapon upgrade

Effective against ground units
and infantry.
W: 3000    Time:2:00 min.

EMI-Emitter
Destroys all electric
systems in enemy

vehicles, extremly effective
against UCS ground robots
W: 3000    Time:2:00 min.

Mercury
Fast and agile fighter
jet; requires a 

Fighterstation.
W: 3000            C: 3000
Time: 2:00 min.

Atlas
Heavy bomber plane,
designed to destroy 

structures. Requires a Fighter-
station. Only ground targets.
W: 3000    Time: 2:00 min.

Ripper
Independent battle
unit, camouflaged as

segment of the ultimate battle
module. Ground only.
W: 1500   Time: 2:00 min.

Ultimate Ripper
Upgraded Ripper,
camouflaged as seg-

ment of the ultimate battle
module. Ground only.
W: 2000    Time: 1:00 min.

Hacker
Hacking into most
enemy security

systems. Hacking range: 14
W: 3000            C: 3000
Time: 2:00 min.

Jammer
Distortion of enemy
communication fre-

quencies.
Effective against UCS & LC.
W: 5000  Time: 3:00 min.

Earthquake
Technology
Delayed detonation

time after impact.
Ground only.
W: 1500   Time: 1:00 min.

Explosive
Technology
Enables access to

the ED rocket infantry, 
applying to all ED - forces.
W: 1500 Time: 1:00 min.

Chemical
Technology
Very effective 

against infantry and armored
targets.
W: 3000 Time: 2:00 min.

Ion Blaster
Distortion of enemy
vehicle electronics.

Effective against UCS robots

W: 3000   Time: 2:00 min.

Advanced Laser
Technology lev.1
Access to laser-

blaster which can be mounted
on light vehicles.  
W: 3000 Time: 2:00 min.

Reflective Armor
First - generation
reflective shields

against eenergy weapons.

W: 3000   Time: 2:00 min.

Mobile 
Doppler Radar
Elimination of enemy

forces camouflage systems.
Effective against UCS robots.
W: 5000   Time: 3:00 min.

T-850 Rasputin
Sensible compromise
between high mobility,

armor & firepower.
Ground only.
W: 5000   Time: 4:00 min.

T-926 Kirov
Slow, but very well
armored vehicle.

Ground only.
W: 3000             M: 3000
Time: 2:00 min.

T-930 Moscow
Weaker armor, but
additional weapons

possible. Ground only.
W: 3000             M: 3000
Time: 2:00 min.

KV-4X Aurora
Self-propelled 
balistic missile laun-

cher. Ground only.
W: 3000           M: 3000
Time: 2:00 min.

AN-85 Infantry
Transporter 
No armament, only

for unit transport.
W: 3000           M: 1500
Time: 2:00 min.

KA-78 Gruz
Repair unit, can be
mounted on the

majority of all other units
W: 3000    M: 3000
Time: 2:00 min.

KA-74 Amursk
Multifunctional air-
craft used for recon-

naissance purposes. Weak
armor.
W: 3000   Time: 2:00 min.

KA-95 Orsk
Flying battle platform
for long-range 

missiles. Ground only.
W: 3000            M: 3000
Time: 2:00 min.

KA-82B Kahn
M e d i u m - r a n g e  
assault aircraft. 

Airfield required.
W: 3000            M: 3000
Time: 2:00 min.

Chaos Device
Upgraded jamming
system, identifies

also friend-or-foe signatures.

W: 5000   Time: 3:00 min.

Doppler 
monitoring module
Independent module,

detects signs of air movement
over an unlimited area.
W: 5000   Time: 3:00 min.

Twin Tower
Independent, remotely-
powered battle module

equipped with two modular
battle platforms.
W: 3000  Time: 2:00 min.

Battle Module
Standard triple battle
module, equipped

with three electric guns. Can be
placed on MCM.
W: 3000   Time:2:00 min.

Phobos
Universal battle 
vehicle, well armored

and armed. Ground only.
W: 3000  C: 3000
Time:3:00 min.

Deimos
Heavy Tank Destroyer;
effective against

infantry and vehicle pilots.
Ground only.
W: 3000    Time:2:00 min.

Charon
A mobile arsenal,
perfect support for

armored units. Ground only.
W: 3000       C: 3000
Time:2:00 min.

Crion
Anti-gravity platform,
equipped with a plasma

beam cannon. Only ground
targets.         Time: 2:00 min
W: 3000            C: 3000

AA Magneto
Missile Launcher
Weapon upgrade,

extremy effective against air-
craft.
W: 3000    Time:2:00 min.

Anti-Missile
Defense System
Shoots down every 

incoming rocket and ballistic
missile.
W: 3000    Time:2:00 min.

Subfrequency
Antenna
Detects the presence

of vehicles and craft using
camouflaging.
W: 5000   Time: 3:00 min.

Crypto Communi-
cation Device
Eliminates all signals 

of unknown signature.Counters
the effects of the Jammer.
W:5000   Time: 3:00 min.

Movement
Detection Module
System built into the 

MCM,displays all moving ground
vehicles (max. 4 modules)
W: 5000   Time: 3:00 min.

Regenerator
Can deliver really
high energy levels to

a weakened energy shield &
integrated repair systems.
W: 5000   Time: 3:00 min.

Speed Engine
MK I

Increases the vehicle speed
by 5%.
W: 3000  Time:2:00 min.

Powerful Engine 
MK I 
Directs surplus

energy to the faster regene-
ration of the energy shield.
W: 3000  Time: 2:00 min.

Powerful Engine  MK II
Energy shield reg. speed:+20%
W: 1500    Time:1:00 min.

Hacker Second Class
Range: 15   Speed: +20%
W:1500 C:2000 T:1:00 m.

Freezer MKII
Immobilize Time: +3 sec.
Immobilize Area: +1

Freezer MKIII
Immobilize Time: +6 sec.
Immobilize Area: +2

Master-Hacker
Range.: 16   Speed: +50%
W:1500 C:2000 T:1:00 m.

Repair Device MKII
Faster damage repair, upgrade
possibility for further units

Repair Device MKIII
Most efficient device 
W: 2000     Time: 1:00 min.

Enhanced Earthquake-Techn.
Range: +2
Damage: +20%

Advanced Earthquake-Techn.
Range: +4
Damage: +50%

Enhanced Chemical Techn.
Range of acid stream: +1
Damage: +20%

Advanced Chemical Techn.
Range of acid stream: +2
Damage: +50%

Speed Engine MK II
Vehicle Speed: +10%
W: 1500    Time:1:00 min.

Plasma Beam Cannon MKII
Range: +1  Accuracy: +5%
W: 1500   Time:1:00 min.

Sniper Rifle 
MKII
Range: +1  
Accuracy: +20%

Sniper Rifle 
Beam Level 2
Damage: +20%

Sniper Rifle 
MKIII
Range: +2  

Sniper Rifle 
Beam Level 3
Damage: +50%

Ultrasonic Wave
Blaster MKII
Reload time:-15% 

Ultrasonic 
Wave Intensifier
Damage: +20%  

Ultrasonic Wave
Blaster MKIII
Reload time:-30% 

Sonic Wave
Generator MKII
Reload time:-10%  

Sonic Wave
Generator MKIII
Reload time:-20%  

Sonic Wave
Level 2
Damage: +20%  

Sonic Wave
Level 3
Damage: +40%  

Ultrasonic 
Wave Heavy
Intensifier
Damage: +50%

Electric Cannon
MKII
Range: +1  

Electric Voltage
Level 2
Damage:+20% 
Up to 3 targets

Electric Cannon
MKIII
Range: +2 

Electric Voltage
Level 3
Damage:+50% 
Up to 5 targets

AA Magneto M.
Launcher MKII
Accuracy:+10% 
Range:+1 

AA Magneto
Missile Level 2
Damage:+20% 

AA Magneto M.
Launcher MKIII
Accuracy:+20% 
Range:+2

AA Magneto
Missile Level 3
Damage:+50% 

Long range
Plasna Cannon
MKII
Range:+1

Long-Range 
Plasma Level 2 
Damage:+30% 

Long range
Plasna Cannon
MKIII
Range:+2

Long-Range 
Plasma Level 3 
Damage:+60% 

Magneto 
Piercing
Weapon MKII
Range: +1 

Magneto
Piercing
Ammo Level 2
Damage: +20%

Magneto 
Piercing
Weapon MKIII
Range: +2 

Magneto
Piercing
Ammo Level 2
Damage: +50%

PSI-Ray Cannon
MKII
Reload time:-10% 

PSI-Ray Power
Level 2
Damage:+20%  
Chance: +20%

PSI-Ray Cannon
MKIII
Reload time:-20% 

PSI-Ray Power
Level 3
Damage:+50%  
Chance: +30%

Heavy Plasma
Beam Level 2
Damage:+20%  

Heavy Plasma
Beam Level 3
Damage:+50%  

Plasma Cannon
MKII
Range: +1 

Plasma Load
Level 2
Damage: +20%

Plasma Cannon
MKIII
Reload time: -25%
Range: +2  

Plasma Load
Level 3
Damage: +50%

Electromagnetic
Impulse Emitter
MK II
Reload time:-20%  

Electromagnetic
Impulse Level 2
Damage: +20%  

Electromagnetic
Impulse Emitter
MK II
Reload time:-40%  

Electromagnetic
Impulse Level 3
Damage: +50%  

Freezer
All movement of
units on a perimeter

covered with this polymer
becomes impossible.
W: 3000   Time: 2:00 min.

Energy Weapon
Disperser
Absorption  field;

weakens hostile energy fire in
the area by 80%.
W: 5000   Time: 3:00 min.

GM Grenade
Launcher MKII
Range:+1
Accuracy: +20%

Magneto   
Grenade Level 2
Damage: +20%

Heavy Bomb
Technology
Damage:
+20%

Enhanced  
Explosive Techn.
Damage: +20%
cannons/rockets

Enhanced 
Heavy Bomb
Technology
Damage: +50%

Advanced  
Explosive Techn.
Damage: +50%
cannons/rockets

Ion Blaster MKII
Range: +1
Damage: +20%

Ion Blaster MKIII
Range: +2
Damage: +50%

Reflective Armor MKII
Protection efficiency: +20%

Reflective Armor MKIII
Protection efficiency: +50%

Energy Shield
Generator MKII
Shield strength:
+20%

Energy Shield
Generator MKII
Shield strength:
+50%

Laser Beam
Power Level 1
Damage: +20%

Advanced Laser
Technology lev 2
Laser Fire 
Range: +1

Flare
Against rockets, in
order to lure them

away from the target. Only
suitable for Rasputin tanks.
W: 3000   Time: 2:00 min.

Rocket
Technology 
Mounted on vehicles

the technology can be used
against air and ground targets
W: 3000 Time: 2:00 min.

Flare MKII
Each flare can catch up to 2
incoming missiles.

Flare MKIII
Each flare can catch up to 3
incoming missiles.

Enhanced 
Rocket Techn.
Rockets range:+1

Advanced 
Rocket Techn.
Rockets range:+2

Armor Piercing
Cannon
Upgrade for vehicles

and wall cannons. 
Ground only.
W: 1500  Time: 1:00 min.

Armor Piercing
Cannon MKII
Range: +1
Accuracy: +20%

Armor Piercing
Cannon MKIII
Range: +2
Accuracy: +50%

Ballistic Missile
Technology
Immobile module,

requires own, special 
rockets.
W: 3000   Time: 2:00 min.

Advanced Ball.
Missile Techn.
Damage: +160%
Speed:   +50%

Enhanced Ball.
Missile Techn.
Damage: +100%
Speed:   +20%

Classic Armor

Thick layers of durable
metal alloys provide 

protection against classic
kinetic missiles 
W: 3000   Time: 2:00 min.

Classic 
Armor MKII
Protection 
efficiency: +20%

Classic 
Armor MKIII
Protection 
efficiency: +50%

Speed Engine

Increases the speed
of vehicles.
Vehicle speed: +5%
W: 3000  Time: 2:00 min.

Speed Engine
MKII
Vehicle Speed: 
+10%

Speed Engine
MKIII
Vehicle Speed: 
+15%

Vampire Energy
Shield Revindicator
A weapon used for

destroying enemy shield while
replenishing the own.
W: 5000  Time: 3:00 min.

Vampire Energy
Shield Rev. MKII
Range: +1
Efficiency: +20%

Vampire Energy
Shield Rev. MKIII
Range: +2
Efficiency: +50%

Advanced
Shield Generator
Mounted on tanks

and buildings due to higher
energy intake.
W: 1500   Time: 1:00 min.

Advanced Shield
Generator MKII
Shield strength: 
+20%

Advanced Shield
Generator MKIII
Shield strength: 
+50%

Anti-Chemical
Armor
Effective against

chemical weapons (especially
LC and Aliens)
W: 3000 Time: 2:00 min.

Anti-Chemical
Armor MKII
Protection:
+20%

Anti-Chemical
Armor MKIII
Protection:
+50%

Energy Shield 
Generator
Automatic shield 

regeneration; mounted on 
smaller vehicles and craft
W: 5000 Time: 3:00 min.

Powerful Engine

Directs surplus
energy to battle and defense
systems.
W: 3000  Time: 2:00 min.

Powerful Engine
MKII
Energy shield
recharge: +20%

Powerful Engine
MKIII
Energy shield
recharge: +50%

Laser Beam
Power Level 2
Damage: +50%

Advanced Laser
Technology lev 3
Laser Fire 
Range: +2

GM Grenade
Launcher MKIII
Range:+2
Accuracy: +40%

Magneto   
Grenade Level 3
Damage: +50%

Plasma Beam Cannon MKIII
Range: +2  Accuracy: +10%
W: 2000   Time:1:00 min.

Plasma Beam Level 2
Damage: +20%
W:1500   Time:1:00 min.

Plasma Beam Level 3
Damage: +50%
W:2000   Time:1:00 min.

Powerful Engine MK III
Energy shield reg. speed:+50%
W: 2000    Time:1:00 Min.

Speed Engine MK III
Vehicle Speed: +20%
W: 2000    Time:1:00 min.

Shield Generator MK II
Shield strength: +20%
W: 1500    Time:1:00 min.

Advanced Shield Gen. MK II
Shield strength: +50%
W: 2000    Time:1:00 min.

Shield Generator MK III
Shield strength: +50%
W: 2000    Time:1:00 min.

Advanced Shield Gen. MKIII
Shield strength: +50%
W: 3000    Time:1:00 min.

Advanced  Shield
Generator MK I
Suitable as upgrade

mounted on buildings.

W: 1500   Time: 1:00 min.

Shield Generator
Self - regenerating
energy protective

shield generator.
W: 3000            C: 3000
Time: 3:00 min.

Reflective Armor MKII
Protection: +20%
W: 1500    Time:1:00 min.

Anti-Chemical Armor MK II
Protection: +20%
W: 1500    Time:1:00 min.

Reflective Armor MKIII
Protection: +50%
W: 2000    Time:1:00 min.

Anti-Chemical Armor MKIII
Protection: +50%
W: 2000    Time:1:00 min.

Anti-Chemical
Armor MK I
Very effective pro-

tection from Aliens and the
chemical weapons of ED.
W: 3000  Time: 2:00 min.

Reflective Armor
MKI
E x t r a o r d i n a r i l y

effective against beam and
impulse energy weapons.
W:3000  Time: 2:00 min.

Classic Armor MKII
Protection: +20%
W: 1500    Time:1:00 min.

Classic Armor MKIII
Protection: +50%
W: 2000    Time:1:00 min.

Classic Armor
MKI
Titanium composite,

very effective against ED
units and structures.
W: 3000  Time:2:00 min.

Ground Magneto
Grenade Launcher
Very effective against

hostile ground targets.

W: 3000    Time:2:00 min.
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Main researches
Chassis research 
Weapons & technologies research

Weapon upgrades & technologies
Armor research
Armor upgrades

Engine research & other technologies
Engine upgrades & other technologies
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Droserian Nest

Arachnian
Exterminator

Arachnian
Demolisher

Mantian Lady

Replicatorus
(Crystal)

Gryllopian 
Brainer

Coleopian
Tank

Oryctian
Tank

Mantian Lady

Orchidian Nest

Mantian
Princess

Formidian
Trooper

Cactacian Nest

Droserian Lair

Cactacian Lair
Morforatorus

(Metal)

Postomer Fighter

Morphorator Light
Cruiser (Crystal)

Postomer Destroyer

Postomor Heavy
Fighter

Formidian
Guardian

Hermipterian
Defender

Hermipterian
Grenadier

Mantian 
Queen
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Kazuar
Basic battle mech;
simple, but versa-

tile. Double chaingun.
C:1500 M: 2000
Time: 2:00 min.

Scarab
The only aircraft
against air and

ground targets; by default
armed with Chaingun.
M:3000 Time:2:00 min.

Long Distance
Teleportation
Used for telepor-

ting units, needs receiving
station.
C:5000 Time:3:00 min.

Unit Teleport
Facility
Can be installed

as independent transpor-
ting station.
C:2000       M:1500

Bomb Teleport
Facility
Plasma bomb

launcher using molecular
spatial transmitters.
C:3000   Time:2:00 min.

Shield 
Disperser
Used for destabilizing

the performance of enemy
force field generators.
C:5000   Time:3:00 min.

Fast Engine 

A series of plasma
generators often used in
recon units.
C:3000  Time:2:00 Min.

Classic Armor
Standard compo-
site titanium alloy,

very effective against ED
projectiles.
M:3000 Time: 2:00min.

Heavy Bomb
Hold
Modular structure

bomb launcher.

M:3000  Time:2:00 min.

Shuriken 
Grenade Launcher
Special grenade-

like missile launcher; 
splinters when bouncing
M:3000   Time:2:00 min.

Flamethrower
Enables the up-
grade from Silver 

One to Silver P.

M:3000 Time:2:00min.

Chaingun MKII

Range: +1
Accuracy: +15%

M:1500  Time:1:00 min.

X-Ray Gun
Used for elimina-
ting biological tar-

gets (infantry, vehicle and
craft personnel)
C:3000  Time:2:00 min.

Plasma Grenade
Launcher
Successfully used 

against enemy fortifications.
Ground targets only.
M:3000  Time:2:00 min.

Rocket
Launcher
Standard equipment

of the majority of UCS
mechs.
M: 3000 Time: 2:00 min.

Anti-Missile
Defense System
It can seek and 

destroy targets that move
on extraordinary trajectories.
C: 3000 Time: 2:00 min.

Communication
Array
Introduced to counter 

the dynamic development of
enemy jamming systems.
C:5000 Time:3:00 min.

Jaguar
Larger and more
heavily armed as 

the Kazuar units.
Ground only
M: 5000    Time:3:00 min.

Lion
The heaviest UCS
battle mech, hea-

vily armored, only against
ground targets.
M: 3000  Time:2:00 min.

Gaussian Beam
Molecular blaster
mounted on the 

heaviest UCS-Mechs. 
Only against ground targets
M:3000 Time: 2:00 min.

Scorpion
Tactical assistance
mech. 

Mobile artillery, only
against ground targets.
M:3000 Time:2:00 min.

Shadow
Generator
OC-21 “Shadow”.

Optical camouflaging
system.
C:5000 Time:3:00 min.

Silver One MKII
Upgrade of 
Silver One 

HP: +25%,     Range: +1
Accuracy:+2%
M:5000 Time:1:00 min.

Decker
Dedicated to
hacking security

programs of hostile units.

C:3000 Time:2:00 min.

Infrared 
Search Device
Infrared detector

of targets that use optical
camouflage (LC, ED).
C:5000  Time: 3:00 min.

Beetle
Tactical bomber;
requires a Bomber 

Wharf. Only against 
ground targets.
M: 3000  Time: 3:00 min.

Condor
Flying unit may
also be used as

flying heavy artillery. Useful
against structures. 
C: 1500         M: 2000

Decker MKII
Hacking Speed: +20%
Hacking Range: +1

Decker MKIII
Hacking Speed: +50%
Hacking Range: +2

Silver One MKIII
HP: +50%
Accuracy: +5%

Rockets MKIII
Damage: +50%
Increased flying
speed

Rockets MKII
Damage: +20%
Increased flying
speed

Rocket 
Launcher MKII
Accuracy: +40%
Range: +2

Rocket 
Launcher MKII
Accuracy: +20%
Range: +1

Plasma Bomb II
Damage1: 20%
Damage2: 20%
Range: +1

Plasma Bomb III
Damage1: 50%
Damage2: 50%
Range: +2

Heavy Bomb II
Damage1: +20%
Damage2: +20%
Range: +1

Heavy Bomb III
Damage1: +40%
Damage2: +50%
Range: +2

Shuriken
Launcher MK II
Accuracy: +15%
Range: +1

Shuriken Balde 
MK II
Piercing 
damage: +40%

Shuriken
Launcher MK III
Accuracy: +30%
Range: +2

Shuriken Balde 
MK III
Piercing 
damage: +80%

SG Launcher
MK II
Accuracy: +20%
Range: +1

Shuriken
Grenade MK II
Damage: +20%
Range: +1

SG Launcher
MK III
Accuracy: +40%
Range: +2

Shuriken
Grenade MK III
Damage: +50%
Range: +2

Mayhem MKII
Rocket Launcher
Range: +1

Mayhem MKII
Rockets
Piercing 
damage: +20%

High Explosive
Device MK II
Damage:+100%
Range: +1

High Explosive
Device MK III
Damage:+150%
Range: +2

Fast Engine
MK II
Increased unit
speed level 2

Fast Engine
MK III
Increased unit
speed level 3

Classic 
Armor MK II
Protection:
+20%

Classic 
Armor MK III
Protection:
+50%

Powerful Engine
Transmitts surplus
energy to unit’s 

defence and battle
systems.
C: 3000 Time:2:00 min.

Reflective
Armor
Effective against

energy beam and energy
impulse weapons.
C:3000 Time:2:00 min.

Powerful
Engine MK II
Energy Shield
Reg.:+20%

Powerful
Engine MK III
Energy Shield
Reg.:+50%

Internal Rep.
Robot MK II
Repairing
Speed:+50%

Internal Rep.
Robot MK III
Repairing
Speed:+100%

Chaingun
MK III
Accuracy:
+30%

Chaingun
Bullets MK II
Piercing 
damage:+20%

X-Ray Gun
MK II
Accuracy:+10%
Range: +1 

X-Rays
MK II
Psychological
damage:+20%

PG Launcher
MK II
Accuracy:+20%
Range: +1 

Plasma
Grenade MKII
Damage:+20%
Range: +2

Flamethrower
MK II
Accuracy:
+10%

Flamethrower
Load MK II
Chemical 
Dam.: +20%

Shield Disp.
MK II
Shield 
damage:+30%

Shield Disp.
MK III
Shield 
damage:+60%

Chaingun
Bullets MK III
Piercing 
damage:+40%

X-Ray Gun
MK III
Accuracy:+25%
Range: +2 

X-Rays
MK III
Psychological
damage:+50%

PG Launcher
MK II
Accuracy:+40%
Range: +2 

Plasma
Grenade MKIII
Damage:+50%

Flamethrower
MK III
Accuracy:
+15%

Flamethrower
Load MK III
Chemical 
Dam.: +50%

Reflective 
Armor MK II
Protection:
+20%

Reflective 
Armor MK III
Protection:
+50%

Doubling Unit
Production Count
Allows the assem-

bling of two units at the
same time.
C:3000 Time:2:00 min.

Internal Repair
Robot
Can be mounted

on every UCS mech and
aircraft.
C: 3000 Time:2:00min.

Triplicate Unit
Production Count
3 instead of 2

units can be produced at
the same time.
C: 3000  Time:2:00 min.

Anti-Chemical
Armor
Enables the unit

to operate in an actively
contaminated territory.
M:3000 Time:2:00min.

Anti-Chemical
Armor MKIII
Protection: 
+20%

Anti-Chemical
Armor MKIII
Protection: 
+50%

Advanced
Mirror Shield
Generator

Upgraded version, more
effective.
C:1500 Time: 1:00 min.

Adv. Mirror
Shield Gen. 2 
Shield
strength:+20%

Adv. Mirror
Shield Gen. 3 
Shield
strength:+20%

Mirror Shield 
Generator
Reflects the energy

beam back to its original
source.
C:5000 Time:2:00 min.

Mirror Shield
Generator 2
Shield
strength:+20%

Mirror Shield
Generator 2
Shield
strength:+50%

Mayhem MKIII
Rocket Launcher
Firing sp.: +40%
Range: +1

Mayhem MKIII
Rockets
Piercing 
damage: +50%

Gaussian 
Beam MKII
Range: +1
Accuracy: +15%

Power Lev. 2
Damage: +20%
Ricochet hits: +1
Mult. targets:+1

Gaussian 
Beam MKIII
Range: +2
Accuracy: +30%

Power Lev. 3
Damage: +50%
Ricochet hits: +2
Mult. targets:+2

Plasma Blaster
MKII
Range: +1
Accuracy:+20%

Plasma Blaster
Power Level 2
Energy 
damage:+20%

Plasma Blaster
MKIII
Range: +2
Accuracy:+30%

Plasma Blaster
Power Level 3
Energy 
damage:+20%

Plasma Cannon
MK II
Range: +1

Plasma Blast
Power Lev.2
Damage: +20%
Range: +1

Plasma Cannon
MK III
Range: +2
Firing speed:60%

Plasma Blast
Power Lev.2
Damage: +50%
Range: +2

Main researches
Chassis research 
Weapons & technologies research

Weapon upgrades & technologies
Armor research
Armor upgrades

Engine research & other technologies
Engine upgrades & other technologies

Unit cloning
Possibility of transformation
Final creature

Ground units Water HP Air Ground
Mantian Lady 200 100 No No
Formidian Trooper 300 150 No Yes
Formidian Guardian 0 300 No Yes
Mantian Princess 300 250 No No
Mantian Queen 500 400 No No
Hermipterian Grenadier 0 200 No Yes
Hermipterian Defender 0 200 Yes Yes
Coleopian Tank 500 1.200 No Yes
Oryctian Tank 0 1.700 No Yes
Gryllopian Brainer 0 1.500 No No
Aranchnian Exterminator 500 500 No Yes
Arachnican Demolisher 0 500 No Yes
Structures Water HP Air Ground
Orchidian Nest 0 2.000 No Yes
Cactacian Nest 0 5.000 No Yes
Cactacian Lair 0 6.000 Yes No
Droserian Nest 0 3.000 Yes No
Droserian Lair 0 4.000 No Yes
Air units Crystal Metal HP Air Ground
Replicatorus 200 0 500 No No
Morforatorus 0 4.000 800 No No
Postomor Fighter 0 0 1.000 Yes Yes
Morphorator Light Cruiser 5.000 0 2.000 Yes Yes
Postomor Destroyer 0 0 4.000 Yes Yes
Postomor Heavy Cruiser 0 0 2.500 No Yes

W: Water, C: KCrystal, M: Metal, T:Time

ALIEN AIR-UNITS
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