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District Reference v2.03
(Reflects Gathering Storm Expansion w/April 2019 update)
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Non 
District

Provides Positive Appeal
Provides Negative Appeal
+1 bonus for every 2 adjacent districts. 
+1 bonus for adjacent Government 
Plaza.
Provides district specific bonus
Provides Housing
Provides Amenities from 
entertainment
Provides Great Person Points
Provides a Trade Route
Trade Route yields (above name)
(Domestic / International)
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Aqueduct
+4/+3/+2

Encampment
Barracks

Stable
Armory
Military

Academy

`Spaceport

Must be adjacent to
City Center AND a 
source of fresh water.

Provides
+4/+3/+2 Housing
to a City Center with
No Water/Coastal 
Water/Fresh Water
for a total of 6/6/7 
Housing from water

Aerodrome
Hanger
Airport

Encampment
Basilikoi Paides

Stable
Armory
Military

Academy

Encampment
Barracks

Ordu
Armory
Military

Academy

Cannot be built adjacent to City Center
Once completed:
* Land military units spawn here
* City Center and Encampment can fire upon enemies at range
Citizen yield: +1 Production, +1 Culture

Provides a place for
Air units to spawn
Cannot be built on hills

Necessary for Science Victory

City Center receives 
settlement housing bonus
from either adjacent fresh or 
coastal water, not both
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Unlocks the Carnival project,
which grants an additional 
Amenity while underway and 
a variety of Great People 
points once complete
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Art & Archaeological 
Museums

Film Studio

+1 for each 
adjacent 
District or 
City Center 
rather than 
for every 2

Bath
+6/+5/+4

Must be adjacent to
City Center AND a 
source of fresh water.

Provides
+6/+5/+4 Housing
to a City Center with
No Water/Coastal 
Water/Fresh Water
for a total of 8/8/9 
Housing from water

River border
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zinga Edition

G
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Australia Edition

+3

Must be adjacent to
City Center AND a 
source of fresh water.

Provides
+4/+3/+2/+2 Housing
to a City Center with
No Water/Coastal 
Water/Fresh Water/
Both for a total of
6/9/7/10 Housing 
from water

Yields from Campus, Commercial 
Hub, Holy Site and Theater Square 
increased by +1(+3) if built on tile 
with Charming (Breathtaking) 
appeal.

Japan Edition

+1 bonus for each adjacent District.       
+1 bonus for adjacent Government 
Plaza

Poland/Jadw
iga Edition

City Center receives additional 
+3 settlement housing bonus
from coast (even if adjacent to 
fresh water), but gets the 
standard +1 from coast only if 
not also adjacent to fresh 
water.
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Indonesia/G
itarja Edition

Khm
er/Jayavarm

an VII Edition

+3 Faith & +1 Amenity from 
entertainment for each city with an 
Aqueduct.
+2 Food for Farms adjacent to 
Aqueduct.

/
City Center

Flood Barrier
Monument

Granary
Water Mill

Walls
Sewer

2

/
Government 

Plaza
Tier 1
Tier 2
Tier 3

/
Holy Site

Shrine
Temple
Worship 
Buildings

Industrial
Zone

Workshop
Factory

Power Plant

/

Harbor
Lighthouse
Shipyard
Seaport

/
Commercial

Hub
Market

Bank
Stock Exchange

/

Cothon
Lighthouse
Shipyard
Seaport

/
Holy Site

Shrine
Stave Church

Worship 
Buildings

/
Holy Site

Shrine
Prasat

Worship 
Buildings+1

Coastal
Resource

Water Park
Ferris Wheel

Aquarium
Aquatics Center

ReefShipwreck

Copacaban
Ferris Wheel

Aquarium
Aquatics Center

+1 +1

+1

`

/
Seowon

Library
University

Research Lab
+1

Mountain

+1

`Rainforest

Korea Edition

Ikanda
Barracks

Stable
Armory
Military

Academy

Cannot be built adjacent to City Center
Once completed:
* Land military units spawn here
* City Center and Ikanda can fire upon enemies at range
Citizen yield: +1 Production, +1 Culture
Once available, Corps and Armies can be built outright.

When lead by Mvemba a Nzinga:
Cannot build Holy site districts
Completing a M’Banza or Theater 
Square District grants an Apostle (of the 
majority religion of the city).

Zulu Edition

Must be placed on Coast (not Reef) adjacent to Land.
May not be built in a city with an Entertainment Complex.
Bonus Amenities from Aquarium and Aquatics Center reach cities within 9 
tiles. Each city benefits from at most one building of each type.
Aquarium adds +1 Science to adjacent Coastal Resource, Reef, Shipwreck.

May not be built in a city with a Water Park.
Bonus Amenities from Zoo and Stadium reaches 
cities within 6 tiles. Each city benefits from at 
most one building of each type.

Bonus Production from Factory and 
Power Plant reach cities within 6 
tiles. Each city benefits from at 
most one building of each type.

Bonus Production from Factory and 
Power Plant reach cities within 6 
tiles. Each city benefits from at 
most one building of each type.
No adjacency bonuses from 
Antiquity Site or Shipwreck

May not be built in a city with a Copacabana.
Bonus Amenities from Zoo and Stadium reaches 
cities within 6 tiles. Each city benefits from at 
most one building of each type.

Provides a place for Naval units to spawn 
if City Center is not on Coast.
Adjacency bonuses yield Gold
(+Production w/Shipyard)
Citizen yield: +2 Gold, +1 Science
Lighthouse/Seaport  give +1 Food/+2 Gold 
to Coast tiles.
(+Trade Route with Lighthouse only if no 
Commercial Hub w/Sukiennice)
Must be built on coast or lake (not reef) 
adjacent to land. Must be placed on Coast (not Reef) adjacent to Land.

May not be built in a city with a Street Carnival.
Bonus Amenities from Aquarium and Aquatics Center reach cities within 9 
tiles. Each city benefits from at most one building of each type.
Unlocks the Carnival project, which grants an additional Amenity while 
underway and a variety of Great People points once complete.
Aquarium adds +1 Science to adjacent Coastal Resource, Reef, Shipwreck.

/
City Center

Monument
Granary

Water Mill
Walls/Tsikhe

Sewer

2

Ri
ve

r b
or

de
r

River border

River border

+2

+2

+2

N
etherlands Edition

G
eorgia Edition

M
ongolia Edition

/
City Center

Monument
Granary

Water Mill
Walls/Tsikhe

Sewer

2

Hansa
Workshop

Factory
Power Plant

Industrial
Zone

Workshop
Electronics

Factory
Power Plant

+1

City Center receives 
settlement housing bonus
from either adjacent fresh or 
coastal water, not both.
+2 Faith to City Centers that 
are adjacent to Coast or Lake.

N
ubia/Am

anitore Edition

Nubian 
Pyramid

Nubian Pyramid gains adjacency bonus 
from surrounding districts:
+1 Food from City Center
+1 Gold from Commercial Hub and Harbor
+1 Science from Campus
+1 Faith from Holy Site
+1 Production from Industrial Zone
+1 Culture from Theater Square

City Center receives 
settlement housing bonus
from either adjacent fresh or 
coastal water, not both
+20% production bonus on all 
districts rises to +40% if there 
is a Nubian Pyramid adjacent 
to the City Center.

City Center receives 
settlement housing bonus
from either adjacent fresh or 
coastal water, not both.
Trajan’s cities start with an 
additional city center building.
(Monument in Ancient Era.)Entertainment

Complex
Arena

Thermal Bath
Stadium

May not be built in a city with a Water Park.
Bonus Amenities from Thermal Bath and 
Stadium reaches cities within 6 tiles. Each city 
benefits from at most one building of each type.
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Provides a place for Naval units to spawn 
if City Center is not on Coast.
Adjacency bonuses yield Gold
(+Production w/Shipyard)
Citizen yield: +2 Gold, +1 Science
Lighthouse/Seaport  give +1 Food/+2 Gold 
to Coast tiles.
(+Trade Route with Lighthouse only if no 
Commercial Hub w/Market)
Must be built on coast or lake (not reef) 
adjacent to land.

Provides a place for Naval units to spawn 
if City Center is not on Coast.
Adjacency bonuses yield Gold
(+Production w/Shipyard)
Citizen yield: +2 Gold, +1 Science
Lighthouse/Seaport  give +1 Food/+2 Gold 
to Coast tiles.
(+Trade Route with Lighthouse only if no 
Commercial Hub w/Market)
Must be built on coast or lake (not reef) 
adjacent to land.
Triggers Culture Bomb.

Provides a place for Naval units to spawn 
if City Center is not on Coast. Adjacency 
bonuses yield Gold
(+Production w/Shipyard)
Citizen yield: +2 Gold, +1 Science
Lighthouse/Seaport give +1 Food/+2 Gold 
to Coast tiles
(+Trade Route with Lighthouse only if no 
Commercial Hub w/Market)
Must be built on coast or lake (not reef) 
adjacent to land.
+2 Gold and +4 Loyalty when built on 
foreign continent
+1 Movement for all naval units built here

Citizen yield: +4 Gold
(+Trade Route w/Market only 
if no Royal Navy Dockyard w/
Lighthouse)
Max +2 from adjacent river(s).
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Mines receive -1 
Production and +4 
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Citizen yield: 4 Gold
(+Trade Route w/Market only 
if no Harbor w/Lighthouse)
Max +2 from adjacent river(s).
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Phoenicia Edition
Cothon replaces the Harbor District.
+50% Production toward naval units and 
Settlers in a City with a Cothon.
All wounded naval units in this City’s 
boarders heal immediately.
+1 Trade Route for the Government Plaza 
District and each building within the 
Government Plaza District

Citizen yield: 4 Gold
(+Trade Route w/Market only 
if no Cothon w/Lighthouse)
Max +2 from adjacent river(s).

Provides a place for Naval units to spawn 
if City Center is not on Coast.
Adjacency bonuses yield Gold
(+Production w/Shipyard)
Citizen yield: +2 Gold, +1 Science
Lighthouse/Seaport  give +1 Food/+2 Gold 
to Coast tiles.
(+Trade Route with Lighthouse only if no 
Commercial Hub w/Market)
Must be built on coast or lake (not reef) 
adjacent to land.
+50% Production toward naval units and 
Settlers in a City with a Cothon.

/
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Lighthouse
Shipyard
Seaport

+1

Film Studio replaces Broadcast Center in 
Theater Square District. Provides +100% 

Tourism pressure from this City in the 
Modern Era

Tlachtli replaces the Arena in the 
Entertainment Complex District.
Adds:
+2 Faith
+1 Great General ppt

Street Carnival and Copacabana replace 
Entertainment Complex and Water Park respectively.
Adds +1 Amenity and unlocks the Carnival Project.

Amazon rainforest 
provides adjacency 
bonuxs as shown.

+15% Production toward 
Districts and Wonders if placed 
next to a River.
Does not receive damage from 
Floods.

Royal Navy Docyard replaces the Harbor District.
Provides:
+1 Movement for units built here.
+2 Gold & +4 Loyalty when built on a foreign 
continent.
When lead by Victoria:
Building a RND grants a copy of the strongest 
naval unit you can build.

Tsikhe replaces 
Renaissance Walls 
in the City Center.
Provides +3 Faith

Hansa replaces the Industrial Zone District.
Provides:
+2 Production for each adjacent Commercial Hub
+1 Production for each adjacent Resource 
(replaces +1 for each adjacent Mine or Quarry)

Acropolis replaces the Theater Square District.
Provides:
+1 Culture from each adjacent District (instead 
of 1 for every 2)
+1 Envoy on completion
May only be built on hills.

+50% Production to Districts and Buildings 
constructed across a River from a City Center.

Thermal Bath replaces the Zoo in the Entertainment 
Complex District.
Provides:
+2 Amenities and +2 Production extending to cities 
within 6 tiles.
If there is at least one Geothermal Fissure in the City:
+2 Amenities
+3 Tourism

+1 adjacency bonus to Campus, Holy Site, Industrial Zone, 
and Theater Square for every 2 adjacent Coast or Lake..
Campus still receives +1 adjacency bonus for every 2 
Rainforest tiles (not shown).
+1 Amenity from Entertainment to each Entertainment 
Complex adjacent to a Coast or Lake tile.
When lead by Gitarja:
+2 Faith to City Centers adjacent to a Coast or Lake.

All districtes receive +1 adjacency bonus for each 
additional district (instead of every 2 adjacent districts)
The Electronics Factory replaces the Factory in the 
Industrial Zone District.
Provides:
Extra +1 Production to all Cities within 6 tiles
+4 Culture w/Electricity

+3 Faith and +1 Amenity from Entertainment to 
each City with an Aqueduct.
Farms provide +2 Food if adjacent to an Aqueduct.
When lead by Jayavaraman:
Holy Sites provide +2 Food and +1 Housing if 
placed on a River.
They also trigger a culture bomb.
Prasat replaces the Temple in the Holy Site District.
Has +1 relic Great Work slot and Missionaries get 
Martyr promotion

M’Banza replaces the Neighborhood District.
Must be built on Rainforest or Woods.
Grants:

+5 Housing (regardless of appeal)
+2 Food
+4 Gold

Seowon replaces the Campus District.
Must be built on Hills.
Provides +4 Science, reduced by -1 for each adjacent 
district!!
No Bonus for adjacent Geothermal Vents, Mountains, 
or Rainforest.
Mines receive +1 Science if adjacent to a Seowon.
Farms receive +1 Food if adjacent to a Seowon.

-1

-1

-1

The Basilikoi Paides replaces the Barracks Building in 
the Encampment District.
+25% Combat Experience for all melee, ranged and 
Hetairoi units trained in this City.
Gain Science equal to 25% of unit’s cost when a non-
civilian unit is created in this City.

City Centers receive +1 Faith and +1 Food from adjacent 
Desert and Desert Hills tiles.
Mines receive -1 Production and +4 Gold.
-30% Production toward Buildings and Units.
Suguba replaces the Commercial Hub District.
Units, Buildings, and Districts are 20% cheaper to 
purchase with Gold and Faith in a City with a Suguba.
Suguba district buildings may be purchased with Faith.
+2 Bonus for each adjacent Holy Site.

Desert or
Desert 

Hills

+1+1

+1 Production for unimproved Rainforest and Woods.
(+1 more w/Conservation)
+1 Food for Fishing Boats which also culture bomb.
Marae replaces the Amphitheater in the Theater Square District.
Provides:
+1 Culture to all the City’s tiles with a passible feature.
+1 Tourism to all the City’s tiles with a Feature (w/Flight)

The Ordu replaces the Stable in the Encampment District.
Provides:
+1 Movement to all Cavalry class units trained in a City 
with an Ordu.

Campus, Industrial Zone and Theater Square get +2 
Adjacency bonus if adjacent to a river.
Culture bomb on completion of a Harbor District.
+50% Production toward Dam District and Flood 
Barrier Building in City Center.

Stave Church replaces the Temple Building in the Holy 
Site District.
Transforms Holy Site adjacency bonus from +1 for every 
2 adjacent Woods to +1 for each adjacent Woods.
+1 Production to all Coastal Resources in the City.

+1

+1

The Grand Bazaar replaces the Bank in the Commercial Hub 
District.
Accumulates +1 Strategic Resource for every different type of 
Strategic Resource this City has improved.
+1 Amenity for every Luxury Resource this City has improved.

When lead by Jadwiga:
Holy Sites gains +1 Faith for each adjacent 
District instead of normal +1 for every 2 
adjacent districts.

Sukiennice replaces the Market in the 
Commercial Hub District.
International/Domestic Trade Routes 
from this City gain +2 Production/+4 
Gold, respectively.

The Bath replaces the Aqueduct District.
Provides:
+2 Housing more than Aqueduct.
+1 Amenity.

Lavre replaces the Holy Site District.
City border grows by 1 tile each time a Great 
Person is expended in this city.
Yields:
2 Great Prophet ppt,
1 ea Great Artist, Great Musician and Great 
Writer ppt

The Ikanda replaces Encampment District.
+1 Housing
Allows Corps and Armies to be built outright.

+1 Great Scientist ppt 

+1 Great Engineer ppt

Sw
eden Edition

Egypt Edition

Madrassa replaces University and gives 
bonus Faith equal to the adjacency 
bonus of the Campus district.

Provides a place for Naval units to spawn 
if City Center is not on Coast.
Adjacency bonuses yield Gold
(+Production w/Shipyard)
Citizen yield: +2 Gold, +1 Science
Lighthouse/Seaport  give +1 Food/+2 Gold 
to Coast tiles.
(+Trade Route with Lighthouse only if no 
Suguba w/Market)
Must be built on coast or lake (not reef) 
adjacent to land.
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