Units, Leaders, Upgrades, Equipment and Naval Components

UNITS


An individual unit in Cast Iron Life represents a regiment of infantry, artillery, cavalry or armor.  It can also represent a flotilla of small ships or a single large capital ship.  Units are only individually manipulated in combat.

How to read a unit statistics:

Cost

The cost, in production points, to purchase this unit.

Anti-Personnel Attack

A unit’s attack value when attacking infantry, cavalry or artillery.  The value in parentheses is the base attack, this is multiplied by the unit’s current strength.  Any additions are on top of this.  If a unit is rated with an artillery value, this is the unit’s attack value when attacking infantry, cavalry or artillery when the attack occurs from the reserve, long range artillery or naval artillery slot.

Example

Heavy Artillery 2 (4.7” Converted Naval Gun)
Anti-Personnel Attack: (14) +1   Artillery (8)

Strength: 2/2

When used in a direct attack, this gun has an attack of 27.  When used as artillery, it has an attack of 16.  If it took a hit and was reduced to Strength 1/2, then these values would be 15 and 8, respectively.

Anti-Tank Attack

Anti-Naval Attack

Anti-Air Attack

Anti-Submarine Attack

A unit’s attack value when attacking, respectively, armor, naval, air or submarine units, following the same rules as those for anti-personnel attacks.

Defense

A unit’s defense value when subjected to a hit.  Defense is explained in the rules on combat.  The notations used for defense are the same as those used for attack, meaning base defense in parentheses plus a static addition.

Avoidance

This value represents a unit’s ability to avoid combat or the destructive effects thereof, as explained in the rules for combat.  The notations used for avoidance are the same as those used for attack; base avoidance plus a static addition.

Move

The maximum number of hexes this unit can move during a turn.  When part of an army or fleet, the lowest move determines the maximum distance that army or fleet can move in one turn.

Strength

The current cohesion of a unit.  A unit’s strength determines its base attack, as explained above.  Each time a unit takes a hit in combat, they lose a point of strength.  If a unit is reduced to 0 strength, it is removed from the game.

Maintenance Cost
The amount of Gear, Machine Parts, Oil, Ammo and Food necessary for this unit per turn.

Effectiveness

A percentage value representing the unit’s current supply status, morale and rest.  All of the attributes listed above are multiplied by the unit’s effectiveness.  For example, if a unit’s Attack is (8) +1, strength 2/2 and effectiveness 80%, then its Attack is 14.  

Effectiveness for all units is 25% Morale, the remaining amount is determined by unit type:

Effectiveness for Infantry and Cavalry:
-25% Ammo
-20% Rest
-15% Oil, Machine Parts and Gear
-15% Food
Effectiveness for Artillery

-40% Ammo

-10% Rest

-20% Oil, Machine Parts and Gear

-5% Food

Effectiveness for Armor:
-25% Ammo
-20% Rest
-20% Oil, Machine Parts and Gear
-10% Food
Effectiveness for Naval:
-30% Ammo
-10% Rest
-30% Oil, Machine Parts and Gear
-5% Food
Effectiveness for Aircraft:
-30% Ammo
-5% Rest
-35% Oil, Machine Parts and Gear
-5% Food

Effectiveness for Submarine

-25% Ammo

-25% Food

-25% Oil, Machine Parts and Gear

Gun Type

This determines a unit’s attack resolution priority.  Extreme Range guns (XR, X1, X2, X3) fire and cause casualties first, then Long Range (LR), Medium Range (MR), Short Range (SR) and Point Blank (PB).

LEADERS


Leaders resemble units in all aspects except that they provide for bonuses in battle.  The two types of leaders, Generals and Commanders act differently.  Three Generals are required for each army and they provide morale bonuses on the section of the army in which they are located.  There is no limit to the number of Commanders in an army and they provide combat bonuses to any units which are used to attack, if they are also included in the attack.


General and Commander units are considered Infantry for the purposes of combat resolution and effectiveness.  They have an Attack equal to the most advanced Infantry unit available to the player.  General units have a Strength of 2/2 and commander units have a strength of 1/1.  They have a move of 15 before Motorization and 20 after motorization, a Defense of 1 and an Avoidance of 1.  Finally, they are rated additionally as follows:

Generals

Morale Bonus

The bonus to the morale, and hence effectiveness, of units in the same combat location as the General.  When not in combat, the highest bonus is used for any morale consideration of the army.

Move Bonus

The bonus to move of units in the same combat location as the General.  When not in combat, the highest bonus is used for any move consideration of the army.

Commanders

Attack Bonus
Assault Bonus

Probe Bonus

Dig In Bonus

Respectively, the bonus to the units which attack with this commander during combat.

These attributes can be negative, representing a poor commander.  The player is not shown these attributes.

UPGRADES


Upgrades represent the small arms or vehicles necessary to equip a regiment of infantry or the equivalent.  If upgrades are applied to a unit, they change that unit to a new type.  Because upgrades represent vehicles and arms, they can be passed between nations in trade.

EQUIPMENT


Equipment represents additional support for a unit, such as special ammunition or attachments.  Equipment, also, can be exchanged between nations.

NAVAL COMPONENTS


Because of the scale of large capital ships, naval components represent various parts to that ship.  A Naval Component is applied to an eligible Naval unit like Equipment is applied to other units.  Naval Components, however are rated in Strength, Defense and Attack.  These units appear in combat with the Naval Unit they are attached to and can be destroyed like any unit and attack like any unit.  They move, however, with their parent unit.

