The Global Defense Initiative 

Construction Yard + Power Plant 

Sandbags

Cost: 25

Sandbags are cheap, crushable and easily destroyed by explosive weapons.  However, they are still useful for slowing infantry attacks.

Light Post

Cost: 10

These mundane little lights can be used to illuminate your base.  They come in white, red, blue, yellow, green, purple and orange colors.  

Light Tower

Cost: 100

The searchlight-equipped tower from the single-player night missions is now buildable.  Its spotlight will search for and track enemy units in the immediate area.

Sentry Tower

Cost: 200

The Sentry Tower is similar to the Light Tower, but is has slightly more armor and is equipped with a light machine gun.

Construction Yard + GDI Barracks

Training Center

Cost: 300

GDI’s Training Center is used to give troops more training, raising them to veteran status immediately.

Construction Yard + Component Tower

CIWS Upgrade

Cost: 600

The CIWS (Close-In Weapon System) is a highly effective medium-range base defense built around the rapid-fire M61 20mm cannon.  This highly versatile weapon is capable of destroying both air and ground units with high-explosive cannon shells. 

Flame Projector Upgrade

Cost: 200

The short-range Flame Projector is highly effective against infantry, but doesn’t work very well on armored tanks.

Construction Yard + Tech Center

GDI Kodiak

Cost: 1000

The Kodiak is McNeil’s command ship; once it is constructed, McNeil opens lines of communication with the Forgotten and they become available to GDI.

Sonic Cannon

Cost: 2000

The Sonic Cannon is a base defense armed with a long range sonic wave cannon like that of the Disruptor.  There is a minor glitch with this.  Since I used an Upgrade Center plug‑in graphic, the structure appears in front of where you build it.  The sonic beam fires from the square you built on, where the Upgrade Center should be.  You also have to click in the “virtual upgrade center” to select the structure. 

Cruise Missile Upgrade

Cost: 3000

The Cruise Missile Launcher is an extremely long range base defense which fires high-powered cruise missiles.  Only one Cruise Missile Launcher can be built, and it has a slow reload time.  
Construction Yard + Upgrade Center

Threat Rating Node

Cost: 500

The Threat Rating Node upgrades the targeting systems of GDI base defenses, giving them smarter targeting.

Fusion Power Plug

Cost: 2250

The Fusion Power Plug contains a high‑output nuclear reactor which generates a large amount of power.

GDI Barracks

Shotgun Infantry

Cost: 200

GDI’s Shotgun Infantry carry a short-range combat shotgun that is extremely powerful against infantry, but is ineffective against armored targets. 

Machine Gunner

Cost: 250

Equipped with SAW (Squad Automatic Weapon) light machine guns, GDI Machine Gunners have longer range and greater hitting power than standard infantry.  

Demolitions Engineer

Cost: 500

GDI's demolitions engineers are expert in the use of C4 explosives and can quickly destroy any building.  

Mafia Assassin

Cost: 200

GDI has quite a few hushed-up links with underworld bosses – opponents of GDI have a strange tendency to disappear in mysterious circumstances.  The Mafia Assassin is cheap and carries both a sniper pistol and sabotage explosives.  But when the going gets rough, it’s every terrorist for himself – the Assassin unit is unreliable in the face of fire.  When veteran, he finally gets enough discipline to quit running.

GDI Barracks + GDI Tech Center

Sonic Trooper 

Cost: 650 

Sonic Troopers carry a miniaturized, shorter-range version of the Disruptor's harmonic resonance weapon.  While their special anti-vibration armor protects them from their own weapons, their sonic blasts will destroy any other units in the beam path.  A further limitation is that they cannot fire on the move, due to the weight and bulk of the power supplies required by their weapons.  

Secret Agent

Cost: 1000

Graphic: Chameleon Spy

GDI’s Secret Agent is similar to Nod’s Chameleon Spy in that he is an unarmed agent that can infiltrate enemy buildings to gain intelligence data.  However, the Secret Agent is disguised as an enemy light infantry instead of cloaked.

GDI Barracks + GDI Radar

Rocketeer Commando

Cost: 1000 

Rocketeer Commandos are GDI's airborne elite troops, armed with .50 cal heavy sniper rifles that are capable of destroying both infantry and armored units.  

GDI Barracks + GDI Kodiak:

Mutant Infantry

Cost: 200

The basic Mutant Infantry unit carries the same machine gun as the Machine Gunner but travels slowly and heals in Tiberium.  As the Forgotten are limited in number, build limit is 20.

Mutant Commander

Cost: 300

Mutant Commanders carry heavy sniper rifles like GDI Rocketeers.  Like all mutant troops, they travel slowly but can heal in Tiberium.  Build limit is 10.

Umagon

Cost: 400

Umagon is one of the Forgotten’s best warriors.  She is faster than normal mutants and carries a quick‑shooting anti‑infantry rifle.  Build limit is 1.

Ghost Stalker

Cost: 1500

Ghost Stalker is the other elite Forgotten commando.  He carries a devastating railgun which can blast heavy vehicles or shoot through a whole line of infantry at once.  Build limit is 1. 

Tiberian Fiend

Cost: 500

The mutated animal life forms known as Fiends are friendly to the Forgotten and no one else.  These creatures are powerful and fast, and they heal in Tiberium. 

GDI War Factory

Humvee

Cost: 500

The Humvee is a fast scout/reconnaissance vehicle armed with a .50 caliber heavy machine gun and a medium-range BGM-71 TOW  antitank missile launcher.  While TOW (tube-launched, optically-sighted, wire‑guided) missiles are slow moving, they are powerful, battle‑proven tank busters.  The Humvee can also carry a single infantry unit.

F.I.S.T. Defender

Cost: 800

GDI’s F.I.S.T. Defender is a moderately armored high-speed tank chassis mounted with a powerful medium-range 60mm auto-load mortar.  Designed to provide fire support to GDI forces, the Defender can rapidly respond to any threat with a precision barrage of HE shells. 

Timberwolf Artillery

Cost: 950

The Timberwolf Artillery unit is a saturation bombardment weapon.  It is inaccurate and has slightly shorter range than Nod’s Artillery, but its high rate of fire and powerful cluster shells allow it to pound enemy bases.

Flare Truck

Cost: 100

The Flare Truck deploys into a flare building.  Its purpose is base expansion – other structures can be built around the deployed flare.  The Flare Truck is a one-time deployer.

GDI War Factory + GDI Tech Center

M2 Bradley IFV

Cost: 1000 

A heavily armored amphibious troop carrier fitted with a powerful Bushmaster 25mm chain gun (electrically operated high-rate-of-fire automatic cannon), the Bradley is an Infantry Fighting Vehicle rather than a mere Armored Personnel Carrier.  It is designed to provide heavy anti-infantry firepower as well as carry up to 6 infantry units.

M1A3 Abrams MBT

Cost: 1500

GDI’s M1A3 Abrams is the latest in conventional tank technology.  Capable of moving over land and water, the sixth member of the Abrams tank series (M1, IPM1, M1A1, M1A2 (HE), M1A2) packs a powerful rapid-fire 120mm cannon.  Like Israel’s Merkava tank, the Abrams can carry a small squad of infantry (2).

Mammoth Tank

Cost: 1700

This upgraded version of the Mammoth Tank you remember from Red Alert or Tiberian Dawn packs double medium railguns and good old Mammoth Tusk Missiles, making it a powerful all‑purpose weapons platform.  

Mammoth Mark 2

Cost: 3000 

The full production version of the Mammoth Mark 2 is now available to GDI commanders.  Hence, there is no longer a build limit on these vehicles. 

EMP Tank

Cost: 2000

The EMP Tank is a lightly armored tank equipped with a medium range electromagnetic pulse projector.  This makes it an ideal unit for stopping an enemy tank rush or escorting an infantry attack force.  Warning: Do not force‑fire this unit onto empty space.  If you do, it will might get stuck in an infinite loop (if it disables itself).

Patriot

Cost: 1100 

The Patriot is a mobile battlefield SAM system designed to defend GDI forces from aerial attack.  Its powerful long-range missiles can inflict heavy damage on any enemy aircraft in the area.

Hover Harvester

Cost: 1500

GDI’s new Hover Harvester is faster than the standard Harvester and carries a much larger load of Tiberium.  As a hover unit, it is much more mobile and can cross open water to get at previously inaccessible Tiberium fields.

GDI Helipad

Scout Chopper

Cost: 900

An unarmed high-speed reconnaissance helicopter, the Scout has a sophisticated long range radar scanner that allows it to land safely in shrouded areas.

Strike ORCA

Cost: 2000

The Strike ORCA is an attack transport designed to drop off a squad of 10 infantry in a combat area.  Its machine gun is useful for clearing the drop zone of enemy infantry or even supplying air support in a pinch.

GDI Helipad + GDI Tech Center

Advanced ORCA Fighter

Cost: 1100

An improved version of the ORCA Fighter, the Advanced ORCA Fighter is faster, more maneuverable and carries a larger supply of ammunition.

Advanced ORCA Bomber

Cost: 1500

The Advanced Bomber flies at high altitude and carries a pair of long range laser-guided BLU-109B penetrating glide bombs capable of causing massive damage to buildings.  Their narrow, highly focused blast warheads are ineffective on infantry or vehicles, though. (works well only on wood or concrete)

