Rai |

road Tycoon 3 - Trai nmaster
Mlitary Conpl ex

There are five different types of mlitary establishnents in

Trai nmast er. They canno

di scour aged, however,

desi gns.

t be purchased, nor built by the player, and nust
be pl aced on the map during creation, or by event. Spawning is

Ar moury

The pl ace where reservists (part-tinme soldiers) go to train.

pl aced in towns or cities.

Pr oduces:
Denands:

0.5 Troops +

0.5 Textiles
0.5 Weapons
1 Anmuni tion

0.5 Mail per Year

MIlitary Qutpost

Smal ler than a fort,

i sol at ed.
Pr oduces:
Demands:

1 Troops + O.

5 Mail per Year

1 each: Food/ Gol d/ Al cohol / Weapons/ Anmruni ti on
0.5 El ectronics

Fort

In the 1800s, the Fort

Denands:
1800

1920

- 1920

1 each: Col d/
2 each: Medic
3

each: Goods/ Ammuni ti on/ Weapons/ Expl osi ves/ Food/

t hat depends on the scenario witer and their

Shoul d be

this is where the poor sods on the front line are

is the base mlitary establishnment where troops
are housed, and recruits are trained. In 1920 the Fort wl|
mlitary function, and
year overlap for the transition.

it will becone a tourist attraction.

Lunmber/ Pr oduce/ St eel
i ne/ Textil es

Gr ai n/ Li vest ock/ Al cohol

0.5 Troops =>
1 Troops =>
0.5 Mnil =>
->

0.2 Paper

2 Goods

0.5 Troops =>
0.5 Troops =>

0.5 Passengers
1 Troops
0.5 Mnil

0.5 Troops
0.5 Passengers

cease its
There is a 1



Mlitary Base

This supplants the Fort in 1920, but is available in 1890, and perforns
the sane function, but in a nore nodern sense.

Pr oduces:
0.5 Passengers + 1 Mail + 1 Troops per Year
1 Waste

Demands:
1 each: ol d/ Lunber/ Produce/ Meat/ El ectroni cs/ Aut onobi | es (1890-1939)
2 each: Medicine/Textiles/Gain (until 1946)/ Aut onobil es (1940->)
3 each: Paper/ Goods/ Ammuni ti on/ Weapons/ M ssi | es
/ Expl osi ves/ Pet rol eunt Al cohol / Li vestock (until 1946)
0.5 Troops => 0.5 Passengers

Mlitary Headquarters

The source of general stupidity. For security reasons the Mlitary HQis
vi sual 'y indistinguishable from|arge conmmercial buildings.

Produces: 0.5 Passengers + 2 Mail + 1 Troops per Year

Demands:
1800 -> 0.5 Furniture
1 each: Goods/ Gol d/ El ectronics/ Textiles
1800 - 1919: 2 Paper => 1 Waste
1920 -> 4 Paper => 2 Waste



