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Dedication 

This book is dedicated to TJ’s Grandfather, Grandmother, and the billions of 

people who wake up every day and smile, love, cherish, laugh, race cars, play 

baseball, dance, smile, strive, fail, try again, help someone, tell jokes, 

ride roller coasters (even when they are scared), visit friends 

(even when they are tired), and love their parents (even when it’s hard). 

People are good. If you don’t believe that, you need to wake up, smell the coffee, 
turn off the news (who needs it?), and go out and play. 

It’s OK. Really. 

Mark H. Walker 
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Pree ete eee tere rete ee ete tree teee eter erect etter terete rete ereretttr ert tetret etter eertr er errr trererrerer rer errrrererrrerer > 

A couple of years ago, Microsoft released the critically acclaimed Age of Em- 

pires. Intelligent, innovative, but most of all, fun, the game went on to sell over 

two million copies. Age of Empires naturally struck a chord with gamers, mak- 

ing it one of the most successful real-time strategy games of all time. Microsoft 
had uniquely intertwined the saga of ancient world history with a vast array of 
different units and buildings. Accordingly, each civilization exuded distinct 

characteristics—from various architectural designs to each empire’s own text- 

book strategic strengths and weaknesses. The result was spectacular. 

Empire builders could not get enough. Gamers came out in droves for the 

Age of Empires expansion pack, The Rise of Rome. Obviously, the kingdom of 

Caesar was a suitable addition to other classic empires, such as Egypt, Persia, 

and Greece. But history doesn’t stop there, nor does humankind’s love of con- 

quests. Therefore, it’s time to brace yourself for yet another momentous histori- 

cal event, the much-anticipated sequel and heir to the Age of Empires throne: 

Age of Empires II: The Age of Kings. This time Rome has been squashed and the 
world is in the middle of a great and long cultural upheaval. It’s up to you to 

build an empire out of this newly sprung chaos. 

Setting the Stage: 
The Premise of Age of Kings 
Microsoft Age of Empires II: The Age of Kings covers the Middle Ages 

(500-1500 AD). Much has changed since invaders crashed the Romans’ toga 
party. Christianity and Islam have risen into prominence, and barbaric tribes 

are struggling for control of a fallen empire. The sequel takes us from there 

through a period of feudalism and chivalry to a world of castles, universities, 

and other seeds of pre-Renaissance study and technology (shown in Figure I-1). 
Like its predecessor, Age of Empires IT covers four ages of cultural, military, and 

economic development. This time, though, there are no togas. 
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Figure l-1 The king's Castle towers over his village. 

Figure l-2 The Persian War Elephants return for another romp. 

What’s New in 
Age of Kings 
Expanding on the 

epic scope of the 

original, Microsoft 
has added a horde of 

new features to Age 

of Empires II. First, 12 

new civilizations 

make their debut. 

These include a wide 

range of both Eastern 
and Western civiliza- 

tions, from the Brit- 

ons and Vikings to 

the Chinese and 

Turks. The only em- 

pire to return from 

the series’ first install- 

ment is the Persian 

Empire (as shown in 

Figure I-2). For all 13 
civilizations, new and 

unique forms of 
architecture and 

technology evolve 

from the Dark Age 
through the Imperial 

Age. 

Microsoft has also 
added more realism 

to their sequel. The 

game now features an improved economic base and female peasants help their 

male counterparts gather resources. Each civilization also includes unique units, 

such as the Japanese Samurai and the Saracen Mameluke. Furthermore, gamers 

can participate in historical events like the Crusades and the Hundred Years’ 

War. You even have the ability to guide Genghis Khan’s great Mongolian army 

or ride with Joan of Arc into the Battle of Orleans (as shown in Figure 1-3). 
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But the fun 
doesn’t stop there. 

Age of Kings brings 
more insight and tech- 

nology to the battle- 
field than the original 
Age of Empires. Among 

some of the practical 

improvements are 

customizable hotkeys 

and a new interface. 

For example, an inter- 

esting addition to the 

interface is the Idle Figure l-3 Joan of Arc leads a caravan of supplies and troops to 
Villager button, which Orleans. 

readily reveals Villag- 
ers who have finished 
tasks and need reassignment. A Set Gather Point button allows you to direct 

units in production to a specific spot. Such features help the gamer save time 

and use resources more efficiently. Other exciting features include new maps 
and a campaign editor, which allows gamers to design their own missions. 

o select this military unites 

Who This Book Is For 
This strategy guide is designed for both hardcore and casual gamers. Novices 
will learn some new tactical maneuvers, while experienced players can add to 

their repertoire of advanced economic and military strategies. Learn which civi- 
lizations are best suited for each map and the strategies that work best against 
certain unique units. If you’re looking for campaign walkthroughs, every mis- 
sion is covered in detail. Perhaps you want to impress your long-distance bud- 

dies on the MSN Gaming Zone. Well, you’ve come to the right place. As your 
official strategy guide, everything you ever wanted to know about Age of Em- 

pires IT is here. 

How the Book Is Organized 
Before starting, here’s a brief summary of how the book is laid out. The first 

two sections deal with the basic components of the game. Part One is dedi- 

cated to the different Age of Empires II civilizations. Chapters 1 through 13 
cover each civilization, along with their strengths and weaknesses. Included 

exii" 
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are introductory back- 

ground information 

and detailed strate- 

gies for all four ages. 
Part Two (Chapters 

14 and 15) discusses 
specific tactics and 
tips for all units and 

technologies, accom- 

panied by several 

pages discussing gen- 

eral combat strate- 
gies. (See Figure I-4.) 

Figure l-4 This is one way to thin out a crowd. The third section 
takes you through 

single-player and 

multiplayer scenarios. In short, Part Three (Chapters 16 through 18) is the 
“final word” on mounting successful conquests. Chapter 16 details campaign 
walk-throughs for four medieval heroes: Joan of Arc, Frederick Barbarossa, 

Genghis Khan, and Saladin. Chapter 17 provides in-depth strategies for Ran- 

dom Map, Regicide, and Death Match scenarios. Chapter 18, a guide for beat- 

ing flesh-and-blood opponents, covers multiplayer empires. 

The Last Word 
Now that you understand how the book is organized, it’s time to read it. So 

turn the page, and enter the Age of Kings. 



Civilization-Specific 
Strategies and 
Backgrounds for 
The Age of Kings 
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Microsoft Age of Empires ll: The Age of Kings picks up where 
the first game’s expansion pack left off. Rome has fallen, 
marking the beginning of the Middle Ages. The result is a 
group of warring tribes and civilizations striving to build an 
empire of their own. Some of the more notable kingdoms 
include those of Genghis Khan’s Mongols, Justinian’s 
Byzantines, Sultan Osman’s Turks, and the Chinese T’ang 
Dynasty. Overall, 13 different civilizations are featured: 

e Britons e Mongols 

e Byzantines e Persians 

e Celts e Saracens 

e Chinese e Teutons 

e Franks e Turks 

e Goths e Vikings 

e Japanese 

Each civilization uses similar weaponry; however, available 
technologies and units depend on each empire’s unique 
history. For example, Persians have a strong cavalry of War 

Elephants, Vikings sail in Longboats, and the Japanese 
commission their famed Samurai warriors for battle. Other 
historical characteristics taken into account include China’s 
large population and the Ottoman Empire’s (Turks’) heavy use 
of gunpowder units. To better acquaint you with these diverse 
features, the following chapters contain strategies and 
information for all 13 civilizations. 



Chapter One 
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Like much of Europe during the early Middle Ages, Britain was besieged with 
countless invasions and battles. In fact, Attila’s Huns were driving through the 

continental mainland at about the same time that Germanic and Danish tribes 

migrated to the British Isles. By the ninth century, Britain was composed pri- 

marily of Angles, Saxons, Jutes, and Celts. The southern part of Britain, settled 

by Anglo-Saxons, came to be called “Angle Land” (or England), while the 

northern part of the island was named after the Scotti, a Celtic tribe inhabiting 

the area. A distinct culture with its roots in the north soon emerged in southern 

Britain—the Britons. As missionaries brought Christianity to many of these new 

inhabitants, others entertained themselves with stories of adventure and valor, 

primarily in the form of the Arthurian legends and Beowulf tales. 

Britain itself offered plenty of sword-wielding adventures in the latter part 
of the Middle Ages. Vikings began attacking the coast in the ninth century. 

Nearly 200 years later, William the Conqueror and the Normans captured the 

crown of England. The Crusades followed some time later, with Britain’s own 

Richard the Lionhearted demonstrating his bravery and strength in the Holy 

Land. The Hundred Years War then ensued in France. The advent of the English 

Longbow contributed to major victories in the early stages of the war. Inevita- 
bly, though, the Franks (with the inspiration of Joan of Arc) were able to beat 

back the Britons from France. 

Maximizing Strengths 
and Minimizing Weaknesses 
At first glance, it might seem that the Britons should be the offensive power- 
house of Age of Empires II (as shown in Figure 1-1). Such a notion is to be ex- 

pected since England is the “land of kings,” known worldwide for its royalty 



Figure 1-1 

and castles. No 
doubt, the Britons 

are a strong civiliza- 

tion; however, they 

lack some of the 
more decisive abili- 

ties and heavy hitting 

units offered to other 
civilizations. For in- 

stance, British Monks 

do not have the abil- 

ity to convert build- 

ings or other Monks. 

The Britons harbor a classic hack-and-fling army. The English also lack 
gunpowder-based 

units; in fact, they are 

the only civilization that doesn’t use the Cannon Galleon. The unavailability of 
certain Imperial Age siege weapons, too, can create problems late in a game. 

Despite such deficiencies in technology, the Britons, needless to say, 

still field quite an army and have many other strengths. For starters, the English 
put lots of emphasis on using archery in combat. When the Britons are engaged 

in team play, their Archery Ranges train 

Archers faster than any other in the game. 
Tip: Create more than one Archery Furthermore, the Blacksmith upgrades 
Range on a map to use all of your 
archery advantages to the fullest. Use 
the foot Archers for defense and offense. 

and increased range advantages in the 

Castle and Imperial Ages encourage you 

Place them on hilltops to attack enemy to continue creating Crossbowmen and 
Villagers parading by. Arbalests. (See Figure 1-2.) Their superi- 

ority to rival Archers is obvious. 

Additionally, the Briton’s special unit 

is the Longbowmen, who are foot archers with extended range—think Robin 
Hood on steroids. These guys were especially influential in battles against the 

Franks and Celts. Stationed behind a line of melee units, Longbowmen can do 

serious damage to an opponent’s Knights and Cavaliers. I recommend using 
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them in all of your 

land attacks. Their 

range and attack 

strength are un- 
matched by any other 

medieval Archer. 

The Infantry and 

Cavalry are no 

slouches either. They 

do not have special 

skills, but the 

plentitude of units 

and technologies 

available makes them Figure 1-2 British Arbalests hone their skills at the Archery Range. 
formidable comple- 

ments to the Long- 

bowmen. They are especially great at injuring an opponent during 
the Castle Age—before any of your foes have a chance to use gunpowder 

technology. 

How Changes Through 
the Ages Affect Tactics 
The Britons are a strong civilization in any age, whether it’s Dark or Imperial. 

They do, however, change form as they march through time. The following 
sections will show how to make the best of the metamorphosis and march 

them to victory. 

Dark Age 
At the beginning of the Dark Age, your Town Center should produce 10 to 20 
Villagers, and the first ones should build Houses. Meanwhile, send your Scout 

Cavalry over the terrain to search for resources and the enemy’s location. Keep 



_ AGE 
EMPIRES JI 

an eye out for Sheep. For each herd of Sheep you find, send a Villager to that 

area to shepherd them back to the Town Center. Have your Villagers collect 

Wood as well. 

Send some Militia in to battle enemy 

Villagers. If you can, destroy their Barracks 
Note: Conserving resources is important, first. Disrupt the enemy’s economic 
especially in the beginning of the Dark progress, military progress, or both as 

Age. British Shep herds WO k faster than much as possible. However, don’t 
those from other civilizations, so it’s iess 4 ee Il 
advantageous to keep Sheep for food. TRERICSSEY SEO YORE UNISIGA Wel- 
Besides, whereas Farms require a Mill _—defended village to be massacred. After 
and Wood to keep them running, all, “discretion is the better part of valor,” 

resources such as Sheep and Deer only as Shakespeare once wrote. Build a Mill 
need a Villager to look after them. and some Farms to stockpile enough food 

for progression into the next Age. Upgrade 
to the next level as soon as possible. 

Feudal Age 
Build a Blacksmith and then an Archery Range while upgrading your Militia to 
Men-at-Arms. Send some Archers and Skirmishers to guard Gold and Stone 

sites near the enemy settlement. While they're protecting the sites, order several 

Villagers to mine the area. Construct some Watch Towers nearby if you encoun- 

ter frequent opposition. 

Invest in the up- 

grades provided at 

the Blacksmith. Next, 

send some Men-at- 
Arms and Archers to 

destroy enemy sites 

such as Mining 

Camps. If you are 
playing on a map 

with a significant 

amount of water, 

send Galleys to attack 

enemy Fishing Ships 

(as shown in Figure 

Figure 1-3 Coordinate Galley attacks upon enemy Fishing Ships to 1-3). Place Stone 
cripple the opponent's economy in seafaring missions. Walls around your 
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island or location. These structures will 

buy you time if enemy Transport Ships try 

to establish a beachhead near your settle- 
ment. If you find enemy excursions a 
problem, just wait until the next Age 

when you can direct Heated Shots from 

your Towers at the ships. 

Castle Age 

Tip: Construct a Market if you are playing 
on a map with limited resources. In those 
cases, buying and selling goods is the 
quickest way to advance to the next Age. 

This is the period of the game where things usually get interesting. Not only do 

you have more resources, but you also have a greater and more diverse num- 

ber of units at your disposal. In general, these two advantages can require or 

lead to two things: research and battles. Don’t skimp on either; otherwise, 

you'll be out of the picture by the time you enter the Imperial Age. 

Continue with upgrades at the Mill and Blacksmith. Erect a University, Stable, 

and Siege Workshop. Produce a group of Light Cavalry and Crossbowmen. Next, 

build a Castle and Town Center near the enemy’s settlement, using the Light 

Cavalry and Crossbowmen to defend the builders. Train some Longbowmen at 

the Castle. It’s time to begin your attack 
on the enemy’s village. 

Set up a group of Longbowmen and 

Knights, place them in Flank Formation, 
and send them into the opponent’s camp. 
Attacking the same target from different 

directions “sandwiches” enemy units, en- 

abling you to effectively thin out enemy 
units. While enemy mobile units are dis- 

tracted, concentrate Mangonel firepower 
upon your foe’s Castle Age buildings, in 

particular the University. 

Tip: Build a University. Although 
Chemistry isn’t much help at this point, 
Ballistics can improve the accuracy of 
your Archers—another step toward 
creating the perfect warrior. Unfortunately, 
many enemies can use Chemisiry 
research to create gunpowder units in 
the next Age. That’s why you need to 
destroy as many enemy Universities as 
possible. 
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Imperial Age 
The Britons are not as well equipped for battle in this Age as in previous ones. 
They lack the big guns—the Cannon Galleon and Bombard Cannon—that me- 

dieval enemies such 

as the Franks and 

Saracens have. The 
key to taking down 

civilizations with such 
technology is either 
to prevent them from 

building a University 

or to utilize your 

strength in numbers 

by executing lots of 

attacks with Cavaliers 

and Longbowmen (as 

shown in Figure 1-4). 

Figure 1-4 Continue to emphasize your strength in numbers in the Fortunately for 
final stages of a game. the Britons, other 

enemies—such as the 

Celts and Vikings— 
lack Bombard Cannons and Bombard Towers. The Vikings, however, do have 

a strong navy capable of building Cannon Galleons. When playing against the 

Vikings in seafaring 

battles, concentrate in 

the Feudal and Castle 
Ages on dominating 

the water with many 

War Galleys and Fire 

Ships. Because of 
their firing speed and 

maneuverability, Fire 

Ships are also the best 
British naval vessel 

for battling enemy 

Cannon Galleons. 

(See Figure 1-5.) 
` Figure 1-5 Fire Ships are best suited for sinking Cannon Galleons. 
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U ni q ue U n it Ta cti cs: Note: The Longbowman’s range is longer 
than that of the typical Archer, while still 

Lo n g bowman yielding about the same attack points as 
the Man-at-Arms. 

British Longbowmen are perhaps one of 

the best unique units in the game, as they 

can shoot farther than any archery unit in Age of Empires II. With that advan- 
tage, they can stand far away from the battle, sparing them from enemy 
Crossbowmen’s fire. Using them in Flank Formation (as shown in Figure 1-6) 

allows gamers to surround enemy units with a barrage of firepower, improving 

accuracy and decreasing the damage done to the melee units. 

Stationing a horde of Longbowmen on ledges or hills gives them free reign 
to attack unsuspecting enemies while awarding them the game’s height bonus. 

Just make sure that 

you place them in 

Stand Ground mode 
so that they do not 

rush into a situation 

they cannot handle. 

For protection, use a 

couple of melee units 

to guard the Long- 
bowmen. You can 

also garrison several 

Longbowmen in one 

of your Towers to in- 

crease the structure’s 
attack points. Figure 1-6 Placing Longbowmen in Flank Formation has obvious 

advantages. 
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The Byzantine Empire was one of the richest and longest-standing empires 

of the Middle Ages. When the Roman Empire fell, the eastern section of that 

dominion, known as the Byzantine Empire, remained strong for nearly a thou- 
sand years. The Byzantine Empire was able to survive due to its strategic loca- 

tion on the Aegean and Black Seas. Maritime trade and accessibility to the 

East established the Byzantines as an intellectual and economic powerhouse. 

In addition, along with Ireland, Byzantine civilization played a pivotal role in 
the propagation and development of Christianity during the first few centuries 
following Rome’s fall. Ample evidence testifies to this fact, including the famous 

Hagia Sophia, or Church of the Holy Wisdom, in present-day Istanbul. 

The heart of the Byzantine Empire included the Balkan Peninsula and parts 
of Asia Minor. Although the kingdom’s location was indeed essential to its suc- 

cess, it also led ultimately to the empire’s destruction. In the beginning, enemies 
consisted primarily of Persians and numerous migrating Gothic tribes. How- 

ever, with the rise of Islam, Byzantine later became a battlefield for holy wars 

with the Saracens and Turks. By the twelfth century, the once flourishing em- 

pire was experiencing a period of decline that ultimately led to its demise just 

three centuries later. 

Maximizing Strengths 
and Minimizing Weaknesses 
In Microsoft Age of Empires II, the Byzantines are a defensive civilization; 

however, the civilization harbors numerous advantages that are beneficial for 

offensive tacticians. First, the Byzantines have one of the best navies of all the 

civilizations offered in Age of Empires I. Unlike other maritime powerhouses 

such as the Vikings, Japanese, and Chinese, the Byzantines have access to all 



Tip: The Byzantine Fire Ship is inferior to 
enemy vessels like the Galleon and War 
Galley; however, it can be effective in 
battle with these ships if it is used 
properly. Here’s how to win with this ship: 
Group about four Fire Ships together and 
attack a single War Galley or Galleon. 
Once the enemy ship is surrounded, it is 
vulnerable to hits from all sides. Also 
keep in mind that the Fire Ship has a 
more rapid rate of fire and moves faster 
than most Galleons. This combination 
makes it a dangerous adversary in close 
combat. 

Figure 2-1 A group of Fast Fire Ships can easily take down an enemy 

Galleon. 

ü a T II 

seafaring technology. Furthermore, their 
Fire Ships have more attack points than 
most other civilizations’ Fire Ships. (See 
Figure 2-1.) And the Fire Ships in Age of 
Empires II are historically accurate as well; 

the Byzantines actually used a fire spray 

in naval battles against the Arabs. 

When you are playing as the Byzan- 

tines, you cannot research Masonry and 

Architecture during the game. This may 

at first appear to be a weakness, but it’s 

not. The Byzantines already have sturdy 

walls and structures; their buildings begin 
with more hit points than equivalent 

structures in any 

other civilization. 

With this advantage, 

you can concentrate 
on other technologies 
such as those involv- 

ing gathering and 
production. You'll 

need these technolo- 
gies to stay competi- 

tive in the early 

stages of battle, espe- 
cially when you are 

fighting against civili- 

zations that have ad- 

vantages collecting 

resources, such as the 
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Teutons, Franks, and Vikings. Because the 

Byzantine buildings are stout, they don’t 

need to rely on Watch Towers to the 
extent that other civilizations do. 

Of all 13 civilizations, the Byzantines 
offer access to the most military units. If 

the civilization has a weakness, it involves 

a lack of significant Imperial Age siege 

technology. For instance, Byzantines can- 

not build Heavy Scorpions or Siege Onag- 

ers. They also cannot research Siege 

Engineers at the University, something 

that prevents their siege weaponry from 

attaining attack point 
upgrades. With such 

technological dearth, 

the Byzantines must 

rely on the Trebuchet 

more than any other 

civilization. A strong 

navy of Cannon Galle- 

ons and Fast Fire 

Ships is also important 

for combating this de- 
ficiency of long-range, 

building-busting fire- 

power in seafaring 

scenarios. 

Tip: The Byzantines, having no early 
gathering and production advantages, 
are relatively inefficient when it comes to 
collecting resources. There are three 
strategies you can use to counter this 
disadvantage. First, always build camps 
near resources; this will cut down on the 
travel time of your Villagers. Research 
early economic technologies, such as the 
Wheelbarrow and Horse Collar, and build 
a Market for trade. (See Figure 2-2.) 

Figure 2-2 A Market is often an important structure for obtaining 
resources in the early stages of Byzantine play. 
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How Changes Through 
the Ages Affect Tactics 
As weaponry evolved, tactics changed. Simple bands of Militia and Archers 

could raze Feudal Age villages, but it took Cannons, Trebuchets, and thou- 
sands of warriors to level the Castles of later eras. The following section walks 

through the Ages and discusses the changing tactics that will aid in your search 
for victory. 

Dark Age 

Glick a villager to gather gold from this mine. 

Figure 2-3 Use the Scout Cavalry to quickly find resources. 

Tip: Build a Barracks, and then create 
several units of Militia. Use these soldiers 
to protect any known resources. Although 
you might lack efficient methods of 
hunting and farming, cutting off your 
enemies’ resources is a great way to 
even things out. 

Use your Scout Cav- 

alry not only to scout 

the map for enemies 
but also to find re- 

sources. (See Figure 

2-3.) Once you have 

located resources, 

send your Villagers 

to those sites. Place 

Mills in areas with 
high amounts of 

Sheep, Deer, and For- 

age Bushes. Don’t be 

afraid to spread your- 
self out. Remember: 

Byzantine structures 

are less prone to destruction due to their 

higher level of hit points. If you are on a 

river or sea, build a Dock, and then con- 

struct some Fishing Ships to scour the 

water for food. You must take advantage 
of all available resources early in the 
game to get the Byzantines off on the 
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right foot. Remember to escort the Villagers with Militia. Wolves generally wait 

30 to 40 tiles from most settlements, and they can be pretty aggressive toward 

unguarded Villagers. 

Feudal Age 
You still have to focus on resources at this stage of the game—but not entirely. 

Erect an Archery Range as one of your first Feudal Age buildings. Skirmishers, 
a product of the Archery Range, cost less than they do in other civilizations. So 

produce several, and direct them to as- 
sault the enemy. Target Villagers and eco- 

nomic sites such as Markets, Mining 

Camps, and Town Centers. You will not 
likely defeat the enemy at this time, but 
you can disrupt their production level. 
Meanwhile, build a Market if you find your- 
self running low on resources. Don’t forget 

to research Wheelbarrow, Loom, and 

Horse Collar technologies at the Mill and 

Town Center. 

Castle Age 

Note: Although Byzantine buildings are 
sturdy, some of their classic opponents 
still have ways of destroying them. In 
Team play, Saracen foot Archers have an 
additional attack point when they attack 
buildings. Saracen Cavalry Archers are 
also more damaging when they battle 
buildings, regardless of who owns those 
buildings—allies or enemies. 

Two Byzantine Castle Age units—the Pikeman and the Camel—require fewer 

resources for production than they do when other civilizations build them. You 

should direct hordes of Pikeman and Camel units to take out chief enemy struc- 

tures—in particular, those buildings with 

unparalleled strengths. For example, 

Saracen and Briton Archers can be ex- 

tremely damaging against the Byzantines, 

so you'll want to besiege their Archery 

Ranges to prevent production of new Ar- 

chers. Persian Docks work faster than 

those in other civilizations, so destroying 

them will keep the Persian navy from 

becoming too powerful. But Byzantine 

Note: Camels are slow Cavalry units. 
When using them in battle, be sure to 
research Husbandry at the Stable. This 
increases their speed. In addition, 
keeping Byzantine Monks—which have 
excellent healing powers—nearby 
restores wounded units, allowing them to 
enter battle again quickly. 
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Pikemen and Camels aren’t just effective against buildings; they work well 

together against most enemy Knights. 

In the Castle Age, the Byzantines 

Note: Cataphracts provide a hefty have access to their special unit, the 

advantage in combat. In some scenarios, Cataphract. Think of these cavalry units 
you can even get by without a Stable! as an intermediate figure between the 

Knight and the Cavalier. They are fairly 

strong, providing 

more hit and attack 

points than the 

Mameluke (as shown 
in Figure 2-4), the 

unique figure of the 
Byzantines’ arch- 

nemesis, the Saracens. 

Combine Cataphracts 
with your Pikemen, 

Camels, and Onagers, 

and then watch some 
enemy structures fall. 

Bring a slew of 

Figure 2-4 Cataphracts are ideal opponents when you are fighting Monks behind your 
Mamelukes. troops for healing 

purposes. Just make 

sure, though, that you 

place some Guard Towers near your encampments; otherwise, the same fate 

you are imposing upon your enemies might befall you. 

Imperial Age 
If the Byzantines have one military weakness, it’s the shortage of siege weapons 
offered in the Imperial Age. Enemies like the Teutons, who have strong towers, 

and the Turks, who have fast Bombard Towers, only exacerbate the problem. 

What can the Byzantines do to thwart such attacks and conquer their foes? 

First, destroy key enemy structures such as Universities and Siege Work- 

shops. These are the prime providers of ballistic warfare. Next, create several 
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Trebuchets. (See Figure 2-5.) These ballis- 

= a i A ‘ ee ng ranges, E offensive and defensive strategies. For 
ing theni eal Or CEP INE Wwe an instance, place them just inside your 
siege weapons. Distracting your opponent walls to prevent enemy forces from 

Tip: Trebuchets come in handy for both 

with attacking melee units is a great way setting up siege equipment. Also, 

to buy time for obliterating more of their bombard enemy settlements from afar, 

buildings, such as Archery Ranges and leaving Cataphracts and Cavaliers to 

Stables. guard the Trebuchets. 

In seafaring battles, use Fire Ships and 

Galleons to put a strain on enemy islands. 

Send Fire Ships to 

attack enemy ships, 

while your Cannon 

Galleons shell the 

enemy Docks. Next, 

concentrate your fire 

on their military build- 
ings and economic 
structures. To produce 

ships faster, remember 
to research the Ship- 
wright technology. 

This is an absolute 

necessity when fight- 

ing an efficient ship- Figure 2-5 The Trebuchet is one siege weapon from which the 
building civilization Byzantines are not barred access. 
such as the Vikings. 

Unique Unit Tactics: Cataphract 
Although weaker than most Imperial Age melee Cavalry units, Cataphracts are 

still effective armored combat figures. Naturally, they shine in the Castle Age— 

before the appearance of heavy hitters like the Paladin and Heavy Camel. They 

are also superior to a lot of other Age of Empires II unique units. In conjunction 



Tip: You need to put your Cataphracts to 
good use during the Castle Age. Just 
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with Pikemen, Crossbowmen, or both, 

Cataphracts are successful in taking out 

make sure that your enemy is not an Age Longbowmen (Britons), Throwing Axemen 
ahead of you. Otherwise, heavier units (Franks), and Chu Ko Nus (Chinese). They 
may slaughter your troops. also have far more hit points than unique 

enemy units such as the Janissary (Turks) 

and Mameluke (Saracen)—an advantage 

in reenactments of the European’s crusades against the Muslims. 

Use the Cataphract in raids upon enemy structures. While the Pikemen, 

Skirmishers, and Camels distract your opponent's forces, sneak the Cataphracts 
in to eradicate Mills, Monasteries, Blacksmiths, and other enemy structures. 

Cataphracts also come in handy for guarding structures and resources. For ex- 

ample, you can place them near Gold and Stone Mines to restrict enemy Villag- 
ers from gathering resources. Whatever you do, though, these units should 

play a large part in your military strategy. Use them wisely. 
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Celtic tribes roamed Northern Europe for centuries before they were driven 

back to what is known today as Ireland, Scotland, and Wales. Numerous mega- 

lithic rock structures, most notably Stonehenge, were built by these ancient 

peoples. One of the earliest accounts we have of the Celts comes from Julius 
Caesar, who battled these tribes during the Romans’ conquest of Gaul (present- 

day France). Understandably, interest in the Celts has ascended from Roman 

times into modern-day pop culture. Today, discussions range from Celtic nature 

worship and Druidic practices to the great heroes of the Celtic Scotti tribe, 

William “Braveheart” Wallace and Robert the Bruce. 

Despite the aura of mystery commonly associated with the Celts, they were 

in fact one of the most influential cultures in Europe during the early Middle 
Ages. Much like Constantinople and Rome, Irish settlements—with their nu- 

merous monasteries—became popular centers for learning. During the few 

centuries when most of Europe was embroiled in Gothic invasions and politi- 
cal instability, Ireland and Scotland remained free from turmoil. But this peace 
was not permanent. Vikings raided their coasts during the ninth century. Two 

centuries later, the Scotti battled the Britons for control of Scotland—an event 

immortalized recently in an Oscar-winning film. 

Maximizing Strengths 
and Minimizing Weaknesses 
The Celts are best played by Microsoft Age of Empires II veterans. The Celts re- 

quire efficiency and aggressive attacks. Because the Celts lack most of the 

usual Imperial Age technology, playing with this tribe demands early and con- 



_ AGE 
EMPIRES JI 

Figure 3-1 

Note: Celtic Monks do not have access to 
upgrades common in both the Castle and 
Imperial Ages. For example, Celtic Monks 
lack—among other things—the ability to 
research Atonement, used to convert 
enemy Monks, and Block Printing, used to 
increase the conversion range. 

Celtic Militia units attack a British settlement. 

stant sieges upon the 
enemy. The only way 

to win without an 

ally is to pound away 

at your opponent 
and prevent him 

from reaching the 

final Age (as shown 

in Figure 3-1). 

Victories are rare 

when your opponent 

has graduated to the 
Imperial Age, be- 

cause of the difficul- 
ties that can arise in 

this later stage. Al- 

though the Celts have rapid-firing siege 
equipment, they lack gunpowder-based 

land units such as the Bombard Tower, 

Bombard Cannon, and Hand Cannon- 

eer. To compound matters, Blacksmiths 

cannot research Imperial Age upgrades 

that affect Celtic archery and cavalry 

units. Production technology such as the 
Two-Man Saw and Crop Rotation are absent in this period as well. With so 

many deficiencies, it’s almost impossible to defeat the enemy once they’ve pro- 

gressed to the Imperial Age and their level of technology surpasses your own. 

The strengths of the Celts are few but can still be adequate, especially in 

the first two Ages. Celtic infantry units are quicker than those in other civiliza- 

tions—even after opponents have researched Squires in the Castle Age! An- 
other advantage lies in the Celts’ siege equipment; it fires faster than units used 
by other civilizations. If you are to win, you must use these two advantages as 

early and often as possible. 
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Celtic infantry units offer many different strategies for the user. For starters, 

infantry units are instrumental in baiting enemy figures into combat. Because 

they are so quick, they can lead enemy Archers and foot soldiers into ambushes 

without suffering serious injuries themselves. They can also act as bait to lure 
the enemy out of a fortress while you direct other units to rush in and destroy 

their buildings. These nimble-footed infantry are useful in their own attacks 
upon enemy buildings as well. Their speed enables them to pull out of danger- 
ous situations, leaving the enemy far behind. Although it may seem trite, harass- 

ing your opponent can disturb them 

enough to deter their progress. 

By the Castle Age, you should bring 
Tip: /f you reach the Imperial Age and 
haven't won yet, don't despair. Upgrade 

in the rapid-firing siege weapons for the your siege weapons. To increase their 
coup de grace. Set them up on hills range and the degree of damage they 
(where they receive an attack bonus) near inflict, research Siege Engineers at the 
enemy settlements, and then rain destruc- University. This adds +1 (tile) to your 
tion upon your opponent's units and siege weapons’ range and increases the 

buildings. Place Knights around the damage they inflict by 20 percent. 

Mangonels (as shown 

in Figure 3-2), using 

the Stand Ground and 
Guard buttons. Em- 

ploy Woad Raiders to 

intercept any Cavalry 

or foot Archers that 
approach the siege 

equipment. The goal 

is to sack the oppo- 
nent before they can 

acquire any gunpow- 

der units—otherwise 

your tribe might just 

go up in smoke. Figure 3-2 This is an effective formation for your siege weapons. 
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How Changes Through 
the Ages Affect Tactics 
The Celts are a powerful civilization, but even the most fearsome warriors re- 

quire leaders. On the other hand, leadership is based on knowledge; you can’t 
lead what you don’t understand. So read on, Celtic leader, and glean the knowl- 

edge needed to lead your tribesmen (and women) to victory. 

Dark Age 
At the beginning of the Dark Age, set up a Barracks while your Villagers gather 
resources such as Forage Bushes, Sheep, and Deer (shown in Figure 3-3). Cre- 

ate several units of Militia, sending them out to harass the enemy village. Next 

attack the Town Center and Barracks. Taking down the Town Center severely 

handicaps the opponent economically, while destroying the Barracks prevents 

the enemy from counterattacking. It is important that you continue to harass 
the enemy throughout the Dark Age—never stop. 

If you are on a map with large bodies of water (for example the Archi- 
pelago, Baltic, or Islands maps), set up a Dock and some Fishing Ships. The 

Celts have a good 

navy, lacking only 

the Fast Fire Ship and 

Elite Cannon Galleon. 
Creating a Dock will 

begin to put the civi- 

lization in position to 

use this advantage. 

This is especially im- 

portant when you are 

fighting against the 
Britons, the only civi- 

lization that lacks the 

capacity to build the 

Figure 3-3 Send Shepherds to gather Sheep before wasting Wood Cannon Galleon. 
for planting Farms. 
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Feudal Age 
The Celts are not one of the most efficient groups offered in the game; they 
need lots of technology and research to keep up with opponents. The Wheel- 
barrow and Horse Collar are necessities, and investing in Mining Camp tech- 

nology such as Gold Mining and Stone Mining are good ideas, too, especially 

in maps with few resources. Nevertheless, often the Celts have to rely on the 

Market for economic support. If you haven't used the Market much before now, 
this civilization will soon make you an expert on trading. 

Construct a Blacksmith, investing in 

Forging and Scale Mail Armor for your 

infantry. Fletching improves tower range 

and attack points. Upgrade the Militia into 

Men-at-Arms and research Tracking for 

improved line of sight. Meanwhile, order 

some of your Villagers to erect Watch Tow- 

ers near the enemy settlement. With tow- 

ers and infantry invasions, your opponent 

should have a difficult time erecting struc- 

tures and collecting resources—which is 

exactly what you want. 

Castle Age 
In the Castle Age, you should continue 

your assaults upon enemy settlements and 

attempt to obliterate them. Upgrade your 

infantry into Long Swordsmen and 

Pikemen, shown in Figure 3-4. Build a 
University and research the Guard Tower 

and Murder Holes to improve your tow- 
ers’ efficiency. Place a Castle, Stable, and 

Siege Workshop near the towers, and pre- 

pare some Woad Raiders, Knights, and 

Mangonels for an all-out attack upon the 

Tip: Markets are valuable structures and 
the great Age of Empires || economic 
equalizer. For example, civilizations poor 
in Stone, but rich in Wood (such as the 
Celts), might trade their bulging wagons 
of Wood for Gold and subsequently buy 
all the Stone they need. In addition, after 
erecting a Market, you can send the 
Market’s Trade Cart to trade with 
friendlies, thus pumping up your Gold 
income. 

Tip: Although Celtic Monks are weak, 
they are effective healers. To increase 
the number of times you can attack your 
foe, pull your wounded infantry out of 
battle every now and then to be 
resuscitated by your Monks. This is much 
quicker and easier than producing new 
troops after your old troops die. Don’t 
forget, Monks also work well in the 
center of a Box formation, where they 
can heal themselves and the soldiers 
surrounding them at the same time. 



enemy. If you have 

the time, create some 

Archers and Cross- 

bowmen and add 

them to the battle as 

well. 

Imperial Age 
Relatively speaking, 

the Celts are at their 
weakest during this 

time of the game— 

Figure 3-4 Upgrade your infantry for more assaults against the enemy, Unless they happen 
to be in control of 

the map and an Age 
or two ahead of their enemy. Continue assaulting the enemy, and use the Castle 

as a strategic production unit to create Trebuchets and Elite Woad Raiders. Be- 

fore you do any of this, though, research Conscription; this will increase pro- 

duction speed at the Barracks, Stable, Archery Range, and Castle—making your 

attacks almost nonstop. 

In seafaring missions, research Chem- 
Note: As in the previous Ages, a constant istry at the University and build Cannon 
barrage of force is needed to defeat the Galleons for island sieges. Use them to 

Pra obliterate Castles or other Imperial Age 
structures. Don’t forget to research Dry 

Dock and Shipwright technology, espe- 

cially when you are up against naval powerhouses such as the Vikings, Byzan- 

tines, and Japanese. Continue to haul infantry in Transport Ships for use in 
infiltrating enemy settlements. If you employ these strategies, before you know 

it, the white flag will be waving. 
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Unique Unit Tactics: Woad Raider 
Like other Celtic infantry, the Woad Raider is fast. The Woad Raider is basically 

a quick melee unit with a sturdy attack force. He combines speed, with a greater 
number of attack and hit points than typical Age of Empires II infantry. In this 

way, the Woad Raider is very similar to the Japanese Samurai, a powerful me- 

lee foot soldier that 

can pounce on his 

opponent like a lung- 

ing tiger. Consequently, 

the Woad Raider is 

most effective when 

used in combination 

with Long Swordsmen 

and Pikemen (see 

Figure 3-5). Such 
swarming attacks are 

essential for Celtic 

victory. 

The Elite Woad 

Raider is an even 

more terrifying killing 

machine. He carries 

over 60 percent more 
attack points than are afforded the typical 

Woad Raider. These are numbers compa- 

Figure 3-5 A horde of Woad Raiders and other Castle Age infantry 
swarm into enemy territory. 

Note: The Woad Raiders’ rapid attack 
speed doesn’t allow enemy Archers 
many shots at them. Even when backing 

rable to powerful cavalry units such as up, Archers have little time to aim and 
the Paladin and Cavalier. Elite Woad Raid- shoot before being run down by the 

ers are excellent in attacks against all types nimble Woad Raiders. 

of units. Because of their speed, they can 
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handle special units like the Briton Longbowmen and the French Throwing 
Axemen with ease (see Figure 3-6). Furthermore, because of lower resource 

requirements, a 

horde of Woad Raid- 
ers is much more 

expendable in battle 

against a Saracen 

Mameluke than a 
group of cavalry units 

is—and the Woad 
Raiders are just as 
effective. They really 

are one of the tough- 
est and most valuable 
of all the special 
units. 

Figure 3-6 These Elite Woad Raiders would have made “Braveheart” 
proud. 
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Chinese civilization developed along the Yellow River thousands of years ago. 

During this period, the area quickly blossomed into one of the wealthiest and 

most influential parts of Asia. China continued to play a dominant role in the 
Far East for much of the Middle Ages. Despite periods of political disarray, the 
Chinese remained strong enough to thwart most enemy attacks. The exception 

came in the thirteenth century when Kubla Khan and the Mongols successfully 

annexed China to their empire. A century later, though, Chinese rebels were 
able to overthrow Mongol rule, establishing the Ming Dynasty. 

Throughout much of the medieval period, China was a fertile ground for 
both intellectual and mercantile trade. Inhabitants practiced a variety of reli- 

gions, such as Buddhism, Taoism, and Confucianism. Some of the most notable 

Chinese inventions of the Middle Ages included fireworks, the compass, and 

movable type printing. The Chinese also discovered gunpowder in the elev- 

enth century—but rarely used it for weaponry. Two centuries later, Marco Polo 

traveled to China. His tales about the Orient fascinated Europeans, opening the 
portal for a number of trade routes between the East and West. 

Maximizing Strengths 
and Minimizing Weaknesses 
In the fourth century BCE, Sun Tzu wrote The Art of War, the oldest existing 

military strategy guide. Fortunately, you won't need to rely on Tzu’s manual to 

command the Chinese in Microsoft Age of Empires IT. They are one of the stron- 

gest and best all-around kingdoms in the game, having more access to tech- 

nologies and units than most other civilizations do. In fact, if the Chinese have 

a true weakness, it’s their lack of high-powered Imperial Age units such as the 
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Hand Cannoneer, Bombard Cannon, and Paladin. But such deficiencies are far 

from being a problem, especially when you consider all of the kingdom’s 

strengths. 

The Chinese begin the game with three more Villagers than other civiliza- 

tions—a game feature representative of China’s huge population in the Middle 

Ages. Use this advantage to find and gather as many resources as possible. If 

the map you're on offers little food, there’s no need to panic. Chinese Farms 

Chinese Farms provide more food than the average civili- 
zation does. 

produce more 

food than farms in 

other civilizations. 

Construct a Mill, 

and then sow a 

few fields as 

shown in Fig- 
ure 4-1. Your food 

supply will quickly 

soar. 

When you 

reach the Feudal 

Age, direct several 

attacks on the op- 

ponent. Although 

this is not always 

necessary, its not 

a bad idea to wear 

Tip: To increase your Farm’s production, down the foe. This also en- 
research the Horse Collar and Wheel- sures that the enemy civiliza- 
barrow in the Feudal Age and the Heavy tion doesn’t gain the advantage 
Plow and Hand Cart in the Castle Age. in siege and melee units in the 

Imperial Age. Of course, 
cheaper technology costs for 

the Chinese easily prevent this from happening. Though it is nothing special 
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in relation to other civilizations, the navy is also an effective means for keeping 

the enemy—excuse the pun—at bay. Chinese research speeds are quickened 

because they have lower technology costs than most other civilizations. This 
feature along with the availability of almost all Infantry, Cavalry, and Archery 

units—as well as a formidable navy—should create a force great enough for 

even the most amateur gamer to match “fists” with his or her enemy. 

If they are used properly, Chinese forces should be able to defeat most op- 

ponents before the opponent can advance very far into the Imperial Age. The 
Chinese special unit, the Chu Ko Nu, carries rapid-fire crossbows that can pick 

apart an Opponent’s 

infantry in no time. 

Demolition Ships, 

shown in Figure 

4-2, are also much 

sturdier than other 

civilizations’ coun- 

terparts, so it’s 

highly unlikely that 

the enemy will de- 

stroy them before 

they hit their target. 

The Chu Ko Nu 

and Demolition 

Ships complement 

a variety of other 

Chinese units and 

strategies. If you 

Figure 4-2 Demolition Ships are sturdier than other civilizations 
counterparts, allowing for more hits. 

add all this to an aggressive attack plan in the Castle Age, the Chinese should 

be well on their way to victory. 

J 
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How Changes Through 
the Ages Affect Tactics 
The Chinese are quite a force to be reckoned with. For instance, Chinese 

Farms produce more food and their technological upgrades cost less than they 
do for other civilizations. Furthermore, the Chinese have one of the best all- 

around armies and navies. Their primary weakness lies in a lack of land-based 
gunpowder and siege units. Nevertheless, the Chinese usually hold their own 
against most opponents. 

Dark Age 

Glick to select this building: 

Figure 4-3 The Chinese begin with three additional Villagers. 

As mentioned ear- 

lier, the Chinese 

begin with three 
additional Villagers 

in the Dark Age 

(as shown in Fig- 
ure 4-3); however, 

they have a lower 

stockpile of food 

than other civiliza- 

tions at this time. 
Luckily, the extra 

Villagers come in 

handy for gather- 
ing more food. 

Since the Chinese 

Note: A Farm battle occurs when both have Farming enhancements, 
sides use their Farms to try to produce ~ search the map for non-farm- 
more food resources than their opponent. related food supplies. This is 
To win a battle like this, you usually have advantageous because gather- 

to play as either the Franks or the Chinese. 
These two civilizations have the efficiency 
and technology to excel at such tasks. 

ing “free” food is still quicker 
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and more cost effective than an efficient Farm. Second, using as many Sheep, 

Deer, and Boars as you can forces the enemy into a Farm battle—one that 
you're almost guaranteed to win. 

Feudal Age 
This Age inaugurates your technology advantages. For the Chinese, technolo- 

gies cost 10 percent less during this stage of the game. For each Age that fol- 
lows the Feudal Age, technologies cost 5 percent less than they did in the 

previous period. Because you have such great technology advantages, you 

should research as many enhancements as you can at the Blacksmith, Mill, 

and Town Center. Produce some Men-at-Arms and Archers, and place them 

near the enemy encampment. Make sure they are in Stand Ground mode, so 

they can prevent the expansion of the enemy’s dominion. You also want to 

construct some Watch Towers; these are helpful in preventing enemy expan- 

sion as well. Continue creating 

Farms for food. If you haven't 

done so already, collect some Tip: Remember that Japanese fishing 
Gold and Stone, and build a techniques are quite advanced. If you 
Market for trade. These will are playing against that civilization, send 
come in handy if you find that Galleys out to destroy their Docks, Fishing 

Ships, and Fish Traps. In the Castle Age, 
use your Demolition Ships for this 

_ purpose as well. 

your colony is lacking the re- 

sources needed to upgrade to 

the next Age. 

Castle Age 
During this Age, you get the chance to use some more Chinese strengths— 

Monk powers and the Chu Ko Nu. Along with the Byzantines, Japanese, 

Saracens, and Teutons, the Chinese have some of the most able Monks in the 

business. However, with the low technology costs, researching all of the 
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Figure 4-4 With Monks in this formation, healing units or converting 
enemies is much easier. 

available powers is 
less of a hassle 

than it can be in 

other civilizations. 

A favorite trick of 

mine involves us- 

ing the Monks 
with the Chu Ko 

Nu and Cavalry in 

a Box Formation. 

(See Figure 4-4.) 
With the Monks 

sandwiched in the 

middle, they are 

free to convert en- 

emy Monks and 

heal wounded sol- 

diers, as they aren’t within striking distance of enemy Infantry and Cavalry. 

From a Box Formation, I especially like to use the Monk’s Redemption fea- 

ture to convert enemy buildings into my camp. 

Tip: Because the Chinese have 
advantages both in the firepower of the 
Chu Ko Nu and in strong Monks, the 
Castle Age is ideal for winning a 
Standard game by Relics. After all, the 
additional Monk powers make the clerics’ 
travels safer. In addition, use the Chu Ko 
Nu in combination with your Cavalry and 
siege weapons for defense. 

Imperial Age 
The Chinese lack a number of 

gunpowder units and siege 
technologies that other civili- 
zations can gain through re- 

search. To keep the enemy in 

check, do not let them build a 

University. If they already 

have, send troops in to de- 
stroy it. Consequently, be- 

cause they can no longer 
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research Chemistry and Siege Engineers, the opponents are restricted to much 

of the same ballistic weaponry offered to the Chinese. Meanwhile, research 
Conscription at the Castle so that the Chinese can produce hordes of Elite Chu 
Ko Nu and Trebuchets. Com- 

bine these units with Cavaliers 

and Two-Handed Swords- 

men. Swarm into the enemy Paladins. Therefore, the two Lime - 
settlement using the Flank For- enemies of the Chinese cannot gain the 
mation. The speed and num- upper hand with their Cavalry units. 
ber of your attacks will 

devastate the enemy. 

Unique Unit Tactics: Chu Ko Nu 
The Chu Ko Nu is named after the improved crossbow that the Chinese archery 

units carried in the Middle Ages. Unlike other archers, this unit provides quicker 

firepower and dam- 
age at the expense 

of a slightly shorter 

range. Nestled be- 

hind a frontline of 
Cavalry melee 

units, as shown in 

Figure 4-5, the Chu 

Ko Nu is deadly. 
With protection, 

they provide a de- 
cisive edge in both 

defensive and of- 
fensive operations. 

If you thought the 
British Longbow- Figure 4-5 The Chu Ko Nu flail nonstop at the enemy. 

men were bad 

news, wait until you get your hands on the Chu Ko Nu. 
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Note: The Chu Ko Nu are not ideal for 
destroying buildings of any type. 
However, they are useful in some 
circumstances for demolishing ships, 
such as a Galley or War Galley. In fact, a 
_group of Chu Ko Nu can sink these ships 
easily. Of course, they also work well 
against infantry units like Skirmishers, 
Pikemen, and Swordsmen. 

In one-on-one combat, the Elite Chu 

Ko Nu can take down a Cavalry Archer. 

Keep this in mind when fighting against 
the Mongols, whose Cavalry Archers fire 
faster than their counterparts in other civil- 

izations. In fact, the Mongolian Mangudai, 

a unique Cavalry unit, has only a few more 

hit points than the Chu Ko Nu. This is 
quite rare considering that foot Archers 

are significantly less durable than their 

Cavalry Archers. What’s more, the Chu 

Ko Nu offer range and attack points like the Mangudai. Overall, taking on the 

Mongolian Cavalry Archers is easy as long as the Chu Ko Nu are on the battle- 
field. Without them, though, the Chinese don’t have a chance against the 

Mongols. 

Like most ballistic units, the Chu Ko Nu unit works really well when set up 
on hills. To wreak havoc on enemy infantry and Villagers, sprinkle several Chu 

Ko Nu on elevated areas. Accordingly, use a group of Knights to guard the 

Figure 4-6 Chu Ko Nu battle opponents from a hilltop. 

unique units from 

attackers. Open 

fire on unsuspect- 

ing Opponents 

passing by (as 

shown in Figure 
4-6). This is an 
excellent way to 
get rid of several 

enemy Villagers at 

once. You should 

also use the Chu 
Ko Nu for guarding 

critical buildings 

within your camp. 
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Enemies that infiltrate the area will not have a chance to destroy your Stables 

or Monasteries. Whether they are used in defensive or offensive tactics, the 

Chu Ko Nu’s rapid-firing techniques make them essential elements in nearly all 

land battles. 
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The Franks were one of the many Germanic tribes to migrate south during the 

early half of the first millennium. The invasions that accompanied this migra- 

tion ultimately led to the fall of the Roman Empire. By the sixth century, under 

the leadership of the great chieftain Clovis, the Franks had successfully gained 
control of the Rhine River Valley. Boasting of such heroes as Charles the Ham- 
mer, Charlemagne, and Joan of Arc, the Franks continued to play a major role 

in the development of Western civilization for the next thousand years—includ- 
ing the preservation of Christianity and the establishment of the université. 

The Islamic Saracens and Moors, Goths, Vikings, and Britons were France’s 

primary enemies during medieval times. During the late fifth century, the 

Franks pushed the Visigoths west of the Pyrenees. In 732, the Franks pre- 
vented Muslims from progressing any farther into Western Europe than Spain. 

Later, in the ninth century, the Vikings invaded France several times, contribut- 

ing to the country’s economic and political disarray. From 1337 to 1453, Britain 

battled France in the Hundred Years’ War. With Joan of Arc’s help, the French 

were able to turn the tide of the campaign and ultimately win the war. 

Maximizing Strengths 
and Minimizing Weaknesses 
In Microsoft Age of Empires II, the Franks have a number of advantages in the 

early stages of battle. For starters, in scenarios where you have a low number 

of dietary resources (such as Sheep, Fish, or Forage Bushes), building a Mill 

can give you a leg up on your enemy in a hurry. (See Figure 5-1.) For example, 

farming upgrades are free when a Mill is in place. Free farming upgrades are a 

great advantage, as they allow the speedy growth and collection of garden 



Mini-map 

Figure 5-1 

foods to be at- 

tained without re- 

search. In addition, 

technologies such 
as the Horse Col- 

lar, the Heavy 

Plow, and Crop 

Rotation increase 

the amount of 

food that can be 

harvested from 

the fields. Such 

strategies, need- 

The Mill is an early advantage for French Farm production. less to say, save 
time and re- 

sources—allowing 

you to concentrate more on building an army of appropriate structures. 

Other opponents with early benefits in food resource and gathering tech- 
nology include the Persians and Vikings. However, only the Franks and 

Tip: Always erect a Mill and Barracks (in 
that order) as your first two structures 
when you're playing as the Franks. The 
Mill will allow your Villagers to grow and 
gather food more quickly on the Farms. 
The Barracks allows you to progress to 
the Feudal Age. At that stage, you can 
build the Stable and then the Knights. 

Teutons have advantages in 

farming, which means that 

they have no problems pro- 

ducing food even in a dry, de- 

pleted desert. For this reason, 

maps with low food resources 
are almost always to the 

Franks’ advantage. 

Knights are another 
French advantage. The French 

units have more hit points 

than Knights within the other civilizations. This makes them an effective melee 
weapon in Castle Age assaults, especially when the enemy civilization is an 

Age behind. When this is the case, use the Knights to disrupt the enemy 
village, taking control of the game by forcing your opponents into a defensive 

state. You don’t have to conquer the area; just try to knock off a few Villagers, 

Farms, and Lumber Camps, as shown in Figure 5-2. 
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How Changes Tip: /f there are numerous dietary 
resources on the map, your goal is to 

Through the deny the enemy’s access to them. Place 
Watch Towers or Palisade Walls near 

Ages Affect Forage Bushes, Sheep, and Deer to keep 
enemy Villagers away. This forces the 

Tactics enemy to build Farms, placing the 
advantage in your hands. Farms cost 

The Franks fought off numer- Wood, unlike other food resources, which 
ous attacks from enemy civili- are free. Why waste resources when you 
zations, including the Moors, don’t have to? 

Vikings, and Brit- 

ons. With advan- 

tages throughout 
the first three Ages, 

the Franks have the 

ability to strike 

early and garner © 
more than their 

share of resources. 

With such benefits, 

it's no wonder that 

this French civiliza- 

tion was able to 

thwart enemy as- 

saults for over a 

thousand years. Figure 5-2 French Knights wreak havoc upon an enemy settlement. 

Dark Age 
As discussed earlier in the chapter, you can build a Mill in this Age to allow the 

Franks to use free farming upgrades such as the Horse Collar and Heavy Plow. 

This provides quicker access to food, which, in turn, allows you to more 

quickly churn out Villagers to take control of the map’s other resources. 

Always build some Farms, but try to keep “free” food such as Forage Bushes 
and Deer away from the enemy. 
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To be successful in the early stages of the game, you need to progress to 
the next Age as soon as possible. Civilizations that advance early always have 

the upper hand. You need to erect at least two Dark Age buildings to advance 
to the next Age: one should be the Mill, and the other should be the Barracks. 

Once you complete the Barracks, you can begin constructing the Stable. The 
Stable, in turn, produces two important units: the Knight and the Scout Cavalry. 

Make sure the Knight escorts the Scout Cavalry; this will provide ample protec- 

tion for your reconnaissance group. 

Tip: Two Scout Cavalry units also Feudal Age 
combine to make a good reconnaissance While your Scout Cavalry ex- 
group. They are fast, they see well, and plores the map, build a Black- 

the unit duplicity usually ensures that at- 
least one will escape from any trouble 
encountered. 

smith shop. Various Blacksmith 
technologies such as Forging 

and Scale Barding Armor help 

attack) (Food: 4 

Figure 5-3 To improve your Knights, invest in Blacksmith technologies. 

Castle Age 

improve the 
Knights’ skills. (See 

Figure 5-3.) More 

technology is of- 
fered in the next 

two Ages, which 
provide enhance- 

ments for cavalry 

and infantry troops. 

Be sure to invest in 

Blacksmith tech- 

nologies through- 

out the game, 

especially when 
you're involved 
with more than 

one enemy. 

The building materials used to construct French Castles cost 25 percent less 

than those used in most other civilizations. If you have a stockpile of Stones, it 
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is worth your while to build 

one or two Castles for defen- 

sive purposes. A Castle has the 

same range as a Watch Tower, 
but it can deliver twice the 
damage. A Castle also makes 

taking down a fortress of 

walls difficult or even impos- 

sible for an enemy without 

ballistic units. 

The Castle is not just for 
defensive purposes, though. 

These structures produce the 

Franks’ unique unit, the 
Throwing Axeman. These 

troops throw axes at the en- 

emy; think of them as Archers 

with lots of bite. They have 

more stamina than the 

Crossbowman but are still eas- 

esssesssesscesoossosecsocsoscessoessosssssossesosssoseessseosse > 

_ Tip: Use the Knights to disrupt the 
enemy, forcing them onto the defensive. 
_ If you are playing against the Britons, 
_ taking out their Archery Ranges is not a 
_ bad idea. These British buildings take 20 
percent less time to build than those of 

_ the Franks. Archery is also a strength of 
_ the Britons, so crippling the enemy in this 
Area is aka good practice. 

Tip: Don't forget to build a Siege 
Workshop when your objectives involve 

__ taking down enemy fortifications. Only 
units produced there, such as the 
-Mangonel and Battering Ram, are 
powerful enough to get the job done right. 

ily taken out by heftier units. They can be upgraded to Elite Throwing Axeman 

in the Imperial Age. Stationing them on hills is advantageous for taking out 
enemy Villagers parading about the map. 

Imperial Age 
One of the primary goals in Age of Empires II involves ascending to the Impe- 

rial Age while preventing your enemies from doing so. (Naturally, you always 

want to keep the upper hand.) Many of the chief upgrades attained via the 
Stable and Siege Workshop can make a decisive difference in a long, hard 

battle. Technologies such as Blast Furnace and Plate Barding will help com- 
pensate the Franks’ Cavalry, which does not have a Paladin in its arsenal. Be 

sure to use other technologies at your disposal. For instance, you need to re- 
search Chemistry at the University before you can produce gunpowder units. 

Consider using the Elite Throwing Axeman for long-range attacks on 

enemy Cavalry and Archery units. This special unit has the same range as the 
Crossbowman, but it is more stout and provides a little more damage, as shown 

in Figure 5-4. Use the Elite Throwing Axeman in conjunction with heavy-hitting 

ballistic units that lack lots of hit points, such as the Bombard Cannon and 



Hand Cannoneer. 

Place the Axemen 

in a Box formation 

around the less 

durable gunpow- 

der units. The spe- 
cial units can fend 

off opponents, 

preventing enemy 

melee and Archery 

units from easily 

attacking your 

Bombard Cannons 

Figure 5-4 Think of the Elite Throwing Axeman as a stout Cross- and Hand 
bowman. Cannoneers. 

Tips for the Conqueror 
or Heroine: Joan of Arc 
Joan of Arc is an excellent warrior, with a stamina and vigor similar to the 

French Knight. Although she is one hardy lady, and quite an inspiration to the 

French cause, she’s unfortunately not immortal. And because Joan’s life is inte- 

gral to the campaign’s success, you don’t want to risk it unnecessarily. That’s 

why it’s best to keep her out of the fray unless she is assisted by a horde of 

melee units. 
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Joan the Defender 
One of the most 
common uses for a 

unit of Joan’s status 

is as prime de- 
fender. Use Joan to 

guard vulnerable 

ballistic units such 

as the Mangonel 

and the Bombard 
Cannon, as shown 

in Figure 5-5. This 

is safe use for Joan 

because such units 

are usually some 
distance from the Figure 5-5 Joan of Arc defends a Mangonel. 

trenches. In addi- 
tion, Joan can com- 

pensate for those units’ lack of hit points with her own when things get 
dangerous. Just make sure that some Crossbowmen or Cavalry Archers guard 
her back in case she gets more than she bargained for. 

A Heroine’s Grace 
Managing Joan of Arc is a balancing act. She is tougher than most French in- 

fantry—an aspect that makes her useful in many combat situations. However, 
because of her importance to the campaign, Joan cannot be thrown recklessly 

into every battle. Mediating these two positions is the key to effectively win- 

ning the missions. It can be difficult, but there is a way to do this. 



Figure 5-6 Place Joan in the Box Formation for extra protection. 

First, place 

Joan into a forma- 

tion, as shown in 

Figure 5-6. I prefer 
to use the Box 

Formation. This 

allows Joan to 

march into battle 

with various units 

surrounding her 

for protection. She 
can then mix it up 

on the battlefield, 

but once she’s “in 

the red,” you must 

pull her out. The 

accompanying formation will guard her as she retreats from the fray. Next, 

have a Monk nearby heal the French heroine. Once she and her troops are 

ready, send her back in to fight. 

Tip: Pulling Joan out of a skirmish, 
healing her, and then sending her back 
into battle is an important element in 
winning the Hundred Years’ War. Such 
measures protect Joan while still making 
the most of her strengths. 

Unique Unit 
Tactics: 
Throwing 
Axeman 
The Throwing Axeman, as 

mentioned earlier, is sort of like an Archer on steroids. Place these units in 

front of or beside ballistic units such as the Crossbowmen or Arbalests. This 
way, they can protect the weaker figures from melee attacks while obtaining 

help from them in a skirmish. Just make sure that you place a formation of 

Knights or Cavaliers in the front line to protect the Axemen and Archers. Be- 
cause of Axemen’s attack bonus against buildings, sending them to flail away 

at enemy structures is often a good idea. 
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Throwing Axemen are 

good for thinning out danger- 

ous areas with few enemies. 

Tip: With their range and attack points, 
the Throwing Axeman is useful for taking 
out the Samurai. When you're attacking, 

For instance, a mix of Knights though, always fire at the enemy while 
and Throwing Axemen can backing up. Keep your distance; you don’t 
take out a band of Highway- want to get too close to this fast-swinging 

men with ease. I especially fellow. 

like to take Wolves down with 

Throwing Axemen. Before 

having time to bite, the Wolf is out cold. One Wolf usually takes about four 
blows with the flying hatchets before succumbing to death. Little Red Riding 

Hood would be proud! 
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The Goths, originally from Scandinavia, migrated to the Black Sea region in the 
third and fourth centuries. Unable to stop the Huns’ march into Eurasia, these 

Germanic tribes had been slowly driven into Europe. At first, the Goths de- 
scended onto the Baltic peninsula. However, continual advances by the Huns 
forced the tribes to move westward. By 410 CE, the Goths had done what no 

other civilization had been able to do—they sacked the city of Rome. Eventu- 

ally, these barbaric conquests resulted in the Roman Empire’s total collapse, 
marking the end of the Classical Age and the beginning of the Medieval Period. 

As the Goths migrated through Europe, they splintered into two groups— 

the Ostrogoths and the Visigoths. After battling the Huns, the Ostrogoths swept 

into Italy in the sixth century, where they battled the Byzantines. The Visigoths, 

however, had already pushed into southern Gaul and Spain by 480 CE. There 

they struggled in numerous battles with the Franks. The Visigoths were able to 

maintain their station there, though, until the Muslim conquest of Spain in the 

eighth century. Most eyewitnesses give historical accounts involving the Goths 

in terms of their courage and physical fortitude. These tribes obviously glorified 
these attributes in their folklore—all that now remains of this civilization. Con- 
sequently, a great deal of Western Medieval mythology derives from the Gothic 

tradition, most notably tales involving dragon-slaying exploits. 

Maximizing Strengths 
and Minimizing Weaknesses 
The Goths are one of the weaker civilizations in Microsoft Age of Empires II. 

Although they have numerous strengths, some significant weaknesses remain a 

hindrance in the later Ages. For instance, after the Dark Age, Goths cannot 

build any defensive structures except the Watch Tower. The limitation of Monk 
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powers hampers Castle Age strategy, and the Imperial Age cavalry and avail- 
able siege technology are nothing to brag about. These flaws put a damper on 
both defensive and offensive strategies, especially in multiplayer scenarios. 

But a civilization that conquered Rome surely has to have some bite to it— 
and the Goths, indeed, display some key advantages. For example, infantry 

Figure 6-1 Goth infantry carry attack point bonuses against buildings. 

Note: Gothic military strengths include a 
strong infantry (during the Feudal, Castle, 
and Imperial Ages) and a diverse fleet of 

_ naval weaponry. 

are a bright spot 
throughout the 
game. Not only do 

they cost less than 

foot soldiers in 

other civilizations, 

but they also inflict 

more damage 
upon buildings 
than other infantry 

(see Figure 6-1). 
Furthermore, 

Gothic Villagers 
earn attack bo- 

nuses when bat- 
tling against Wild 
Boars. Finally, with 

perhaps the most ample eco- 

nomic technology availabilities 

of any civilization, the Goths 
generally provide a strong 

start that invites gamers to ex- 

plore early offensive tactics. 
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Unfortunately, the infantry do not have the support that other civilizations 

have. Gothic cavalry units are some of the weakest in the game, similar to 

those in the Viking and Japanese camps. Monks cannot convert buildings, and 
second-tier siege weapons in the Imperial Age (for example the Siege Onager 
and Siege Ram) are absent. The Goths, luckily, have a strong navy capable of 

producing Fire Ships and Cannon Galleons. In fact, the civilization is usually 
competitive throughout all seafaring missions, whereas other missions often 

require the Goths to come out firing almost immediately. 

How Changes Through 
the Ages Affect Tactics 
Of all the civilizations in Microsoft Age of Empires II, the Goths rarely stayed in 
one place over a long period of time. Accordingly, they lack a lot of buildings, 

especially structures such as Stone Walls and Guard Towers. But who needs 
defenses when you're always on the attack? The Goths have some of the tough- 

est and most brutal sword-wielding infantry in this period. 

Dark Age 
Although they lack any farming or timber enhancements, the Goths have a ma- 
jor advantage in attack points against Wild Boars. As a result, only one Hunter 

is required to take a Wild 
Boar, instead of the usual two, 
which spares additional Villag- Note: Wild Boars, shown in Figure 6-2, 

rovide more food points than any other 
ars for erecting Houses. Pur anima In fact, one Wild Boar contains 
thermore, gather as many food over three times the points of a Sheep 
resources as possible before and nearly twice those of a Deer. 
planting Farms. Remember, 

nearly all civilizations began 

as hunting and gathering na- 

tions before converting to agriculture. 
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Figure 6-2 Gothic Villagers should gather as many Wild Boars as 
possible since they can inflict extra damage points against the swine. 

Build a Bar- 

racks and produce 

several rounds of 

Militia. Although 
you do not need 

to send them out 

into battle just yet, 
try to “stockpile” 

as many of these 
soldiers as you 

can. You want to 

be thinking ahead 

to the Feudal Age 
technologies that 

will become avail- 

able. At that time, 

all infantry units 

can be upgraded appropriately by simply researching Men-at-War, and they also 

deliver additional attack points against buildings. The more units you have to 
upgrade, the stronger your army will be. 

Note: /f you are playing on a team, Goth Feudal Age 
Barracks create units significantly faster 
than if you're playing alone. You might In most scenarios, it’s best for 
even want to build more than one. Then the Goths to attack their en- 
you'll be able to create twice as many emies during this stage of the 
foot soldiers in half the time. game. First, place a Watch 

Tower or two inside your vil- 

lage; the Watch Tower is one 

of the few static weapons Goths have for defense (as shown in Figure 6-3). 
Next, invest in infantry weapon or armor technologies, such as Fletching or 
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Scale Mail Armor, 

at the Blacksmith. 

Generate some Ar- 

chers at the Ar- 

chery Range. 
Spend time later 
on the archery 

weapon or armor 

upgrades. 

Send the Men- 

at-Arms to hack 

away at peripheral 

enemy buildings, 

being careful not Figure 6-3 Unfortunately, Watch Towers are the best defensive struc- 
to attack a well- tures the Goths can muster. 

defended Town 

Center. Place the 

Archers in another group, and have them follow the infantry, thus providing 
backup in tough situations. Attack as many buildings as possible, but pull out 
when too many enemy soldiers confront you. In some cases, your men will 

not be able to run from faster 

units such as the Celtic infan- 
try. That’s why additional Tip: Placing the infantry in Flank 

Formation allows your soldiers to 
surround a building. When units are not 
so close together, they have room to 

Arms busy. take more shots at the structure. 

Scout Cavalry are necessary 
for keeping Celtic Men-at- 

Castle Age 
As a result of the lack of Gothic defensive structures and tough melee cavalry 

units in the Imperial Age, you must quickly solidify an offensive front during 
this period. Of course, if you are playing on a map with a significant amount of 

water, your navy can sustain the Goths well into the next era. At this point, you 
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should construct 

some War Galleys 

and Fire Ships to 

raid enemy ships 

(see Figure 6-4). 
Start your building 

process with the 
Fishing Ships, and 

then move up to 

the fighting ships. 

Erect a Stable 

and University. 

Train several 

Figure 6-4 A Goth Fire Ship sends an enemy Fishing Ship up in rounds of Knights, 
smoke. and continue 

weapon and armor 

upgrades at the 

Blacksmith. Research Ballistics at the University to improve the accuracy of 

your Crossbowmen. Send the Knights and Crossbowmen close to the enemy 

site to defend a nearby location where you'll build a Castle. Next create some 
Huskarls. These are represen- 

tatives of an armored warrior 

Tip: Placing a Castle near the enemy class—the Goths’ unique in- 
settlement allows the structure to fantry unit. Meanwhile, build 
eliminate enemy Villagers searching the a Siege Workshop and several 

area for resources. Mangonels and Scorpions. 

Direct three groups 

against the enemy settlement. 

The first group should be 

made up of Knights, Archers, 

Tip: /f your enemy is stationed inside 
fortified Walls, you cannot attack the 
Walls with your infantry. Enemy Towers 
and Archers can easily make mincemeat and Scorpions. Order them. to 
of your men. Instead, use Trebuchets to take out the opponent’s 
put a gaping hole in enemy defenses. troops. Place the Huskarls and 

some Long Swordsmen in the 

second group, using them to 

battle the buildings. Include the Mangonels and the rest of the Long Swords- 

men in the third group to attack any other buildings. 
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Imperial Age 
The beginning of 

this period brings 
you ten additional 

Villagers. Have 

them build military 

structures, repair 

damaged buildings, 
or both. Place more 
Watch Towers near 

your Village (as 
demonstrated in 
Figure 6-5) if you've 
been inundated 
with attackers. Re- 

search Heated Shot 
to provide additional attack points against enemy warships. You'll also need to 

research Chemistry, which is necessary for building the Cannon Galleon, a ship 

that provides plenty of defen- 
sive and offensive firepower. : — 

Gontinné the maida-npen Tip: Research Conscription at the Castle. 
This helps you quickly generate decisive 

the enemy compound. In land-based units such as the Huskarl, 
those seafaring missions, dont Hand Cannoneer, and Cavalier. — 
hesitate to bombard settle- 

ments with your Cannon Gal- 

leon. Use Fire Ships to guard the Cannon Galleons. Send a Transport Ship full of 

infantry to destroy enemy buildings, too. Before you know it, the opponent will 

be turned into rubble. 

Figure 6-5 Construct more Watch Towers around your village to 
thwart attackers. 

Unique Unit Tactics: Huskarl 
The Huskarl, shown in Figure 6-6, was a zealous warrior class that helped the 
Goths plunder and attack settlements within other civilizations. They were in- 

strumental in the Goths’ success against the Romans. In Age of Empires II, 

Huskarls carry a large amount of Pierce Armor. This, needless to say, makes 



them quite effective 
in combat. Normally 

a melee infantry is 

hit by both enemy 

melee and archery 

units. Such situations 

create a sort of 

double-whammy 

effect. The Huskarl 

doesn’t have to 
worry about this. His 
Pierce Armor shields 

against most arrows, 

Figure 6-6 The Huskarl is a human wrecking ball. enabling him to de- 
feat melee oppo- 
nents and Archers. 

Because of the increased number of attack points Gothic infantry have 

when battling against buildings in the Feudal, Castle, and Imperial Ages, the 

Huskarl is a potent warrior. 
Send him in with other melee 

foot soldiers to eradicate en- Note: Huskarls maich up well against 
most infantry, cavalry, and archery units. emy structures. The Huskarl, 
They are very effective against special ; meine f 
archery or ballistic units such as the in conjunction with Mangonels 
British Longbowmen, the Chinese Chu and Trebuchets, leaves little 
Ko Nu, and the Turkish Janissary. question as to how Rome fell 

fifteen hundred years ago. 
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In addition to the Chinese and Mongols, the Japanese were one of the most 
important Far Eastern civilizations of the Medieval Period. Like much of West- 
ern Europe, Japanese history in the Middle Ages was punctuated by warring 

clans. These clans, called “uji,” constantly struggled for a basic, but rare, com- 

modity—suitable farming land. The owners of fertile terrain were the most 
powerful of the uji. Many of these powerful owners parlayed their control of 

Japan’s rice agriculture and fishing trade into political and economic dominance. 

By the latter Middle Ages, ceaseless clan skirmishes had bred a military gov- 
ernment and a warrior class called the Samurai. The Samurai dedicated their 
lives to honing their warrior skills, and they often pledged loyalty to a clan lord 

or landowner in return for room, board, and instruction. The warriors’ self- 

discipline, courage, and fearlessness were known throughout the land. They 
were perhaps the best-trained medieval combatants in the world, responsible 

for spearheading the defeat of two Mongol attacks in the thirteenth century. 

Maximizing Strengths 
and Minimizing Weaknesses 
The Japanese are the dominant seagoing civilization in the game; don’t fight 

against them (unless you are commanding another nautical power such as the 
Vikings) on the Archipelago, Coastal, or Islands maps. This Oriental kingdom 

has too many maritime advantages, both economic and military, to defeat them 



m hea 
on the “water” 

maps. For ex- 

ample, their Fish- 

ing Ships, shown 

in Figure 7-1, are 

the most efficient 

and sturdy of any 

Microsoft Age of 

Empires IT civiliza- 

tion. Furthermore, 

Japanese Docks 

can construct all 

vessels except the 

Figure 7-1 Nothing gets in the way of a Japanese Fishing Ship and Heavy Demolition 
its catch. Ship. Simply put, 

the nation wields 

an impressive 

armada. 

On land maps, the Japa- 
Note: The Japanese Monk (as shown in nese don’t fare quite as well. 
Figure 7-2) is one of the most powerful Although the Japanese field a 
clerics in the game. In fact, these Monks stout army, it lacks the brawn 
belong to one of only four civilizations Ethe Persi dB ü 
capable of using all Monastery research. DTO P EDIADS AN DY ZA NUNES: 
(The other three civilizations are the For instance, the Japanese 
Byzantines, Saracens, and Teutons.) can't create siege heavies such 

as the Bombard Cannon, Siege 

Ram, and Siege Onager. Addi- 

tionally, Japan’s Cavalry is not quite as good as those of their Fastern rivals, 

China and Mongolia. 
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Healthy Ar- 

chers and infantry, 

however, compen- 

sate for the lack of 
siege and Cavalry 

muscle. Every 

Stable and Archery 

Range unit and 

technology is 

available. Japanese 

Monks are also 
very powerful, ca- 

pable of helping 

out with an assort- 
ment of tasks, from 

standard healing to 

Figure 7-2 This Monk hauls a Relic to his Monastery. 

several conversion options. But the Samurai is Japan’s greatest advantage. This 

figure delivers fast, hard-hitting attacks. If you can employ these warriors 

adeptly, you will be able to slay even the most brawny of enemies. 

How Changes Through 
the Ages Affect Tactics 
Make no mistake, the Japanese are dominant in any age. Nevertheless, under- 

standing how best to employ their units can even further strengthen their posi- 

tion. Follow along to see how the Japanese can bring the other civilizations to 

their knees. 



Dark Age 

7 a II 

Economic forces dictate the early stages of the game. As usual, your strategy 

for gathering resources depends on the map and its raw materials. On a map 

Note: Japanese Builders can construct 
Mills, Lumber Camps, and Mining 
Camps with fewer materials than most 
civilizations need for the same task. 
Accordingly, it’s a good idea to scatter 
two or three of these buildings near the 
various raw material sources. 

Feudal Age 

dominated by water, build a Dock or two, 

and then create 7 to 12 Fishing Ships. 
On maps with little water, construct a Mill 

near whatever food source you are gath- 
ering, and direct a band of Militia to at- 

tack enemy Villagers as they search for 

food. Remember, hunting and gathering 

is a zero-sum game—whatever food the 
enemy wins is your loss. 

Now is the time to extend your military boundaries and enhance your eco- 

nomic status. This expansion is especially important on land maps, where the 

Tip: In some seafaring missions, Wood is 
scarce. You may, however, trade your 
surplus of Fish for Gold and then buy 
Wood with the Gold. 

Note: Japanese Fishing Ships have twice 
as many hit points as other civilizations’ 
Fishing Ships. Although Japanese Fishers 
don’t require as much protection as other 
ships, it's a good idea to patrol your 
fishing area with a Galley or two. This way 
if the opponents attack, the Galleys can 
respond while the Fishing Ships run. 

Japanese cannot invoke their maritime 

dominance and will need all the land 
they can control in order to harvest 

enough resources to expand their em- 

pire. On these maps, send Miners to as 
many different Gold and Stone sites as 

possible. Research economic technology 

such as the Double-Bit Axe. You will 

probably have to build a Market and use 
the buying and selling options to collect 

the right resources to build units and up- 

grade to the Castle Age. 

If you are playing on a large lake or 

sea, continue scouring the area for Fish. 
Build Fish Traps to increase your catch. 
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Construct a few Gal- 

leys from your 

Docks. Have some of 

the Galleys escort 
your Fishing Ships 

while the others de- 

stroy enemy ships. 

Build a Blacksmith 

and an Archery 

Range. Next, pack 

some Men-at-Arms, 

Scout Cavalry, and 

Archers into a Trans- 

port Ship (as shown Figure 7-3 Send some troops by way of Transport Ships to the 
in Figure 7-3), and enemy's island. 
raid any known en- 

emy locations. Kill 

enemy Villagers and peripheral buildings. Once your raiders begin taking 

losses, drag them back onto the Transport Ship. 

Right-click to:board this Tra 

Castle Age 
Intensify your attacks on enemy settlements. These attacks are crucial when 

you are competing on land-based maps. It’s important to win before the en- 

emy constructs its hefty Imperial Age melee Cavalry and siege equipment. 

Here’s how to do it: Erect a Castle and Stable near the enemy camp. Build an 

army of Samurai, Knights, Long Swordsmen, and Crossbowmen, and move 

them into the opponent's village. Meanwhile, don’t forget to erect a Monastery 

and University. 
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Tip: Monks are invaluable combatants. 
Place them inside a Box Formation of 
Knights and Samurai. Use them to 
convert enemy buildings—especially 
Mining Camps, Lumber Camps, and 
Town Centers—and at the same time, 
heal the warriors protecting them. 

Figure 7-4 A fleet of Demolition Ships is an ideal form of nautical 
defense. 

Note: Keep in mind that Japanese 
infantry attacks more rapidly than other 
civilizations’ infantry can. The Cavalry 
receives no such bonus, so use infantry 
whenever possible. 

EMPIRES J] 

If the enemy is stationed across the 

ocean, establish a beachhead on the 

island’s coast. Erect a Castle and Stable 
there. Produce Samurai and Knights, 

while sending other troops via Transport 

Ship to attack the enemy by land. Mean- 

while, order fleets of Fire Ships and War 
Galleys to assault enemy vessels and 

Docks. Leave 
Demolition Ships 

at your Docks for 

protection, as 

shown in 

Figure 7-4. 

Imperial Age 
Again, the type of 

map you're play- 

ing on dictates 

your strategy in 

this Age. When 

you're on land, 

direct Samurai, 

Cavaliers, Champi- 

ons, and Hand 

Cannoneers to at- 

tack the enemy village. Don’t, however, 

forget the Trebuchets. They are handy for 

demolishing enemy Walls and Castles. 

Use the Monks for converting enemy 
economic buildings (Mills, Lumber 

Camps, and so forth) and important units 

(such as unique units). Researching Block 
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Printing increases the conversion range. 

Illumination will also help Monks regain 
their faith faster. 

Sea maps enhance your maritime 

dominance. Send a flotilla of Elite Cannon 

Galleons to bombard enemy military and 

economic structures from afar. Aim for 

buildings such as Docks, Stables, and 

Castles first; these provide the greatest 

threat to your as- 

sault. Once they’re 

out of the way, con- 

tinue pounding. You 

may have to send in 

a Transport Ship of 

troops to finish off 

those structures un- 

reachable by the 

Galleon guns. 

Unique Unit 
Tactics: 

Samurai 
Without a doubt, the 

Samurai are the best 

infantry units in Age 

of Empires II. Their quick attack and fast 

movement make them formidable oppo- 
nents for enemy melee Cavalry and most 
other unique units. However, the Chinese 

Chu Ko Nu, with their fast attack, can be 

a problem. Overall, though, the Samurai is 

an awesome killing machine. 

Elephant. 

Tip: Send a group of Monks into battle, 
flanked by several Cavaliers. While the 
melee Cavalry are mixing it up with the 
enemy, have each Monk convert a key 
enemy unit (as shown in Figure 7-5). The 
Monks are excellent for turning Persian 
War Elephants, Byzantine Cataphracts, 
and Mongolian Mangudai to your side. 

Right-click to heal this unit to its full bit points. 

Figure 7-5 A group of protected Monks converts a Persian War 

Tip: /n hard-fought struggles against 
other maritime powers, you'll need to 
research Dry Dock and Shipwright 
technologies to improve your warship 
performance. In these close contests, 
any little advantage can make the 
difference between victory and defeat. 



Note: Although he dishes out about the 
same amount of damage per strike as 
the Goth Huskarl and the Celtic Woad 
Raider, the Samurai’s attack speed 
allows him to make more strikes in less 
time than these enemy units (as shown 
in Figure 7-6). 

Warning you are being att 

Figure 7-6 The Samurai’s quick jabs can finish off tough opponents 
like the Huskarl in seconds. 

a ne II 

Samurai are particularly devastating 
against enemy buildings and unique units. 

Direct your melee Cavalry and infantry to 

occupy the opponent's troops while your 
Samurai sneak in to attack their structures. 

Demolish military buildings such as Stables, 

Guard Towers, and Castles. The Samurai’s 

speed and high amount of damage points 

are guaranteed to deliver quite a blow to 
the enemy. 

Because Samurai 

are both inexpensive 

and lethal, they are 

effective melee Cav- 
alry unit killers. Addi- 

tionally, researching 

Conscription enables 

you to create enough 

Samurai to waste a 

few on suicide 

attacks. Have the 
Samurai thin out the 

more brawny enemy 

units, and then send 

your melee Cavalry 

and infantry in to 

finish off the enemy 

village. 
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Genghis Khan and his Mongol horde struck fear into the hearts of Europe and 
Asia during the twelfth through fifteenth centuries. From the vast rich Empire 
of China to the heart of Eastern Europe, they were unstoppable—conquering 

all that stood before them. In Eastern Europe, they became known as “the 

Devil’s horsemen.” 

The Mongols were fierce warriors, living on a vast plateau with few 

resources. They fought each other for centuries until a man named Temujin 

(later renamed Genghis Khan, meaning Great King) united them, and together 
they invaded and pillaged neighboring civilizations to slake their unending 
bloodthirst and hunger. Despite their renowned cruelty and apparent primitive 

beginnings, their empire stretched across much of two continents and lasted 

for 300 years. 

Genghis began his conquest with 25,000 warriors. Yet this relatively small 

“war band” slew over 300,000 Chinese men, women, and children when Khan 

swept through northern China and sacked the capital city of Beijing in 1215 
—a mere four years after consolidating his power. The Mongols believed in 

terror and subjugation, razing buildings, burning crops, and slaying innocent 

noncombatants and soldiers with equal brutality. The mighty Temujin died in 

1227, yet upon his deathbed he made his son Ogedai promise to continue the 

conquest. 

Ogedai completed the conquest of northern China and then invaded 

Europe. He sacked Kiev in European Russia in 1240 and then invaded 



_ AGE 
EMPIRES J] 

Hungary. He followed his father’s tactic of brutally sacking one city so that 

the others would surrender without a costly fight. When Ogedai died while on 
campaign in 1241, the entire army withdrew to Mongolia and squabbled over 

who was to succeed him. 

Hulagu was the next Khan, and, to Europe’s relief, the Mongols concen- 

trated on Asia Minor and the Middle East. In 1258 they took Baghdad, slaying 

some 100,000 citizens. But it was only two years later that Egyptian Mamelukes 

(a warrior-slave caste) defeated the army in what is now Israel. This ended the 
Mongol threat to the Holy Land and lands east. 

Another grandson of Genghis, Kublai Khan, succeeded the throne, and he 

is best known for hosting Italian explorer Marco Polo. During his reign, he 

completely conquered China and established the Yuan Dynasty in 1279. 

They might have begun their Empire as murderous barbarians, but the 

Mongols quickly assimilated the ways and science of the cultures they con- 

quered. It is said that at the height of the Empire, a single woman, traveling 
alone with a bag of gold, could walk the entire Silk Route trade route (between 

China and the Middle East) safely. 

Maximizing Strengths 
and Minimizing Weaknesses 
The Mongols are horsemen, pure and simple. They are extremely powerful in 

Feudal and Castle Ages, but it is also easy to amass large Cavalry formations 
and destroy enemies in the early centuries of play. They are best played with 

an aggressive style and unrelenting attack pattern. Build up small armies and 
pillage and burn enemy settlements to the ground, all the while gathering and 

building your next force of attackers. If your enemy survives and makes it to 

the later ages, you must continue to harass them, with an eye on advancing 
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and defending your- 
self. Upgrade Cav- 

alry units first, and 

use them in hit and 
run attacks, mainly 

to slay Villagers, ruin 

Town Centers, and 

hamper enemy re- 

source gathering. 

In the Feudal Age, 

simple Scout Cav- 

alry can be used to 

great effect, as 
shown in Figure 8-1. 
Just as when you 

play using the Celts, 

distracting your enemy as you advance in technology can be a very effec- 

tive tactic. 

Figure 8-1 A group of Scout Cavalry hack away at an enemy Mill. 

How Changes Through 
the Ages Affect Tactics 
The Mongols are a powerful civilization—a powerful and, due to their Cavalry, 
fast-moving civilization. Nevertheless, brute force alone does not win many 

games in Age of Empires I. You must employ the brute force intelligently to 

triumph. Read along and see how to tame the Mongol hordes and use them 

most effectively through the Ages. 
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Dark Age 
As usual, you want to build a Barracks, a few Houses, and several Villag- 

ers. Send the Villagers to gather all the basic resources, herd Sheep if you 
can, and build a Dock to fish if you’re 

Note: The Mongols are 50 percent faster 
than other civilizations when they are 
used for hunting. Use your opening Scout 

near water. Try to advance to the Feu- 
dal Age as soon as you can; you want 

Cavalry to check for any nearby herds of to build a Stable quickly. 
Deer (as shown in Figure 8-2). 

Figure 8-2 With your Scout Cavalry unit flushing out prey, the 
efficiency of your hunters can help you gain an early advantage. 

Feudal Age 
The Mongols excel in 

this Age and in the 

Castle Age. Build a 

Stable and start pro- 

ducing Scout Cavalry. 

While you build a 

sufficient attack force 

of about 10 units, use 

your available Scout 

Cavalry to check out 

the enemy position. 
Pay close attention to 

the location of their 

Town Center and any 

concentration of en- 

emy Villagers. 

Building a Black- 

smith and researching any advance that aids in Cavalry should be a priority. 
You should also construct an Archery Range to produce Cavalry Archers, 
which fire 20 percent faster than regular Archers, for your second wave. 
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Once you have that initial force of 

Scout Cavalry, produce more of them for 

backup, and include Cavalry Archers in 

Tip: If the enemy has already advanced 
to the Castle Age, abort any attack on 
their base. Instead, concentrate on 

this allotment as well. But don’t build too reaching the Castle Age yourself, 

many; by now your enemy might be on upgrading your troops with the 
his way to the Castle Age, and you need Blacksmith, gathering resources, and so 

to strike fast. Take your initial wave of forth. 

Scout Cavalry and attack the enemy Town 

Center. Be sure to set 

your gather points 

within the enemy en- 

campment so that 

your attack continues 

as troops are built. 

This first wave 

might be enough to 

destroy the Town Cen- 

ter and a handful of 

Villagers, as shown in 

Figure 8-3. The addi- 

tional troops will keep 
the pressure on while i : a 

you gather enough Figure 8-3 The initial force of Scout Cavalry burns the rival Town 

resources to advance Center to the ground. 
to the next Age. Your 

goal here is to employ 

fast, devastating attacks as quickly as you can. With any luck, the enemy 

won't know what hit him and will fall under your assault. 
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Castle Age 
Your first actions in the Castle Age should be to further upgrade your Cavalry 

units and build a Castle, Siege Workshop, and Monastery. While the Mongols 
are still effective in 
the Imperial Age, 

they truly rise in 

power over other 

civilizations in the 
Castle Age. Now 
is the time to 

gather a great 
horde, as shown 

in Figure 8-4. 

Your Monks 

lack the ability to 

convert enemy 
buildings or siege 

Figure 8-4 A good mix of horsemen makes for a swift, terrifying equipment (the 
assault. Mongols lack the 

Redemption up- 

grade), but you 

Tip: Do some scouting before you build will still need them to convert enemy 
more weapons. If the enemy hasn't built a troops and Villagers and to heal your 
Castle or walls around his village, you own horsemen. Concentrate on building 
shouldn't bother constructing slow-moving an army of pure speed and power, avoid- 

siege equipment. ing ground troops, as they will slow you 
down. The army should include Knights, 

Camels, Cavalry Archers, and the fabled 
Mangudai Cavalry Archers (the Mongol special unit). Trade to gain the Gold, 

Food, or Wood you need. 

Assign some troops to form a Box Formation around your Monks, and 

send them after your swifter horde. Don’t create too many Monks; the Mongols 
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are not the religious 

type. In fact, 
Mongolian Monks 
are some of the 
weakest in the 

game. Attack the en- 
emy in force and 

cripple him. Focus 

on destroying Villag- 

ers, the Town Center, 

and other unit-pro- 
ducing buildings, 

and then go for the Click a villager tozathre mol trom ths tree À - 

Houses (as shown Figure 8-5 /f you have a horde of Cavalry, the hapless enemy Villag- 
in Figure 8-5). Keep ers, buildings, and troops will fall before you. 

the pressure on— 

do not relent. If the 
enemy proceeds to the Imperial Age, keep raiding their resources, but you 

need to advance as well. With any luck, you can end the battle in this Age. 

Imperial Age 
While the Mongols are still strong in the Imperial Age, this Age is not their best. 

Their navies have access to all upgrades (except the Dry Dock), but their 

Monks lack crucial advances such as Block Printing (+3 Conversion range) and 

Illumination (which regains faith at a faster rate), and their defenses are not as 
strong (they have no Keep or Bombard Towers) as those of their opponents. 

Worse still, their vaunted Cavalry doesn’t include Paladins, Plate Barding 

Armor (horse armor), and Ring Archer Armor. At this point in the game, you'll 

need to start using infantry if you want to even the odds. Still, a strong, swift 
Cavalry unit is useful in conducting raids and hit-and-run attacks, and in harass- 

ing the enemy to hamper his power. 
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It is very useful to research your way 

Tip: Do not rely on Monks, except for to gunpowder units, to build defenses, and 
healing and for converting those who 
might be assaulting your walls. Lacking to continue your assaults. Once you have a 
the extra hit points, conversion range, and sufficient force, backed this time by siege 
the ability to convert enemy buildings is a equipment, you can end the fight once 
severe handicap for Mongolian Monks. and for all. 

Unique Unit Tactics: Mangudai 
The Mongols specialized in firing arrows from horseback, and the best Cavalry 
Archers were known as Mangudai. They were known for their speed and 

strength, often leading enemy troops into ambushes. They were equally 

adept at hit-and-fade tactics. 

The best way to use these powerful troops, and the more powerful Elite 

version, is to support them with Knights, Light Cavalry, and infantry. They are 

best suited to destroy 

siege weapons from 

afar, attack buildings 

from a safe distance, 

and slay Monks and 
Swordsmen. They are 

less effective against 

Archers, Skirmishers, 

and Light Cavalry. 

An excellent tac- 
tic is to swarm in- 

coming sieges with 
Mangudai, as shown 

in Figure 8-6, but 

Figure 8-6 A horde of Mangudai can slay almost any attacker before 
they get too close. 
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make sure that you support them with Knights or infantry. Avoid using them 

against specialized Archery units like the Britons’ Longbowmen. Since they are 

fairly cheap to build in relation to other advanced units, they can make up the 
bulk of your army. 
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The Persian Empire was one of the ancient world’s great empires. Boasting 

such famous rulers as Cyrus the Great, Darius I, and Xerxes, the kingdom be- 

came a land of extensive wealth and influence. By the fourth century BCE, 

however, Alexander the Great and the Hellenes had put an end to Persia’s hey- 
day. But shortly after Alexander's death, the Persians were able to regain much 

of their kingdom. Although the empire never matched its past glories, it re- 

mained a major power until the seventh century. 

The medieval Persian Empire stretched from the Euphrates River to modern- 

day Afghanistan. Persia fought the Roman Empire during the third and fourth 

centuries; a peace treaty ended the war in 364 CE. Two centuries later, after 

Rome’s fall, Persia battled the Byzantines for control of Palestine, Arabia, and 

the Anatolian peninsula. A truce ended the seesaw battle in 628 CE, but a couple 
of years later, Muslim invaders assailed Persia’s weakened kingdom. By 651 CE, 

the Persian Empire had fallen to the Saracens. 

Maximizing Strengths 
and Minimizing Weaknesses 
If you like brute strength, you'll like the Persians. They have the most powerful 

melee Cavalry (Persian Paladin) in Microsoft Age of Empires II (as shown in 
Figure 9-1) and the toughest Cavalry unit—the War Elephant. Their naval and 

archery units are nothing to laugh about either. Additionally, the Persian Town 

Center and Docks boast twice as many hit points as their counterparts in other 

civilizations, and to top it off, the Persians also have access to a wide range of 

economic technologies. 



Figure 9-1 
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Their weak- 

nesses aren’t glar- 

ing, but they can 
handicap them 

against the 

Byzantines, 

Mongols, and 

Turks—in other 

words, civilizations 

with powerful 

Cavalry or siege 

weapons. Unfortu- 

nately for the Per- 

The Persian Paladin is a powerful melee unit. sians, they lack 
some key defen- 

sive structures, 

such as the Fortified Wall and the Keep, and speed enhancements, like the 
Shipwright and the Treadmill Crane. Although these are not always critical 

factors, they sometimes play key roles in a civilization’s development against 

hard-hitting opponents. 

The Persians also have some more serious flaws: their Monk technologies 

are feeble, and they lack the ability to convert buildings or other clerics; and 
Persian defense and building technologies aren’t up to par (reference the previ- 

ous comment on the Fortified Wall and the Keep). Nevertheless, a brawny Cav- 
alry, a capable navy, and an efficient economy—if used properly—can, more 

often than not, lead the Iranians’ ancestors to victory. 

How Changes Through 
the Ages Affect Tactics 
The Persians are, in one way, identical to the 12 other civilizations in Age of 

Empires IF—as the Ages change, so do they. Tactics that work in the Dark Age 
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may not work in the Castle Age. Nevertheless, there are some constants in the 

Persian camp. They have a strong Cavalry and navy, along with access to most 

economic technologies. Reading the following primer will prepare you to lead 

these men in any Age, regardless of the civilization’s pros and cons. 

Dark Age 
The Persians lack the gathering and production efficiencies of the Chinese and 

Frankish civilizations. Although they begin missions with an additional amount 

of Food and Wood, it’s not significant. Therefore, you must create more Villag- 

ers in order to keep up with other civilizations. To speed up the collection 

process, send your Scout Cavalry unit to scope the land for enemies and raw 

materials. 

At this stage of the game, very little sets the Persians apart from the typical 
Age of Empires IT civilization. One chief difference, however, is the quicker 
production rates of 

the Town Center 

and Docks. If you 

are on a map with 

lots of water, use 

the Dock produc- 
tion advantage to 

create a fleet of 
Fishing Ships (as 

shown in Figure 

9-2). With plenty of 
Fishing Ships, you'll 

Figure 9-2 Persian Docks’ high work rates are ideal for creating lots 
of Fishing Ships. 



Figure 9-3 
defenses. 

j A II 

have dominion over Fish Farms in the Dark Age. Don’t forget to construct a 
Mill and Barracks, too. Create some Militia to protect your Villagers from invad- 

ers, and raid your enemy’s resources. 

Feudal Age 
Raise a serious army in this Age. Begin by constructing a Blacksmith and in- 

vesting in all of the technologies there. This research will improve the weapons 
and armor of your soldiers. Build an Archery Range, and send a group of Ar- 

chers and Men-at-Arms to attack enemy economic structures. Build some 

Watch Towers near your settlement. Place a few nearby the enemy site as well. 
This will prevent opponents from penetrating your village. 

Castle Age 
Castle Age research is a critical element of victory. Upgrade your soldiers’ ar- 

mor and weap- 

onry at the 

Blacksmith. At- 

tempt to compen- 
sate for your weak 

static defenses— 

the lack of a Forti- 
fied Wall or 

Keep—with Uni- 

versity studies. 

(See Figure 9-3.) 

Research the 

University research can help strengthen feeble Persian 
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Guard Tower, Murder Holes, and Masonry. Also, continue researching eco- 

nomic technologies like the Heavy Plow, Hand Cart, and Bow Saw. 

Use your efficient Docks and ships, upgraded with Careening, to contest 

control of the seas. War Galleys and Fire Ships are instrumental in eradicating 

the enemy’s fishing trade. 
Build a Castle. Create War 
Elephants, Knights, and Tip: The Vikings have a critical 

Crossbowmen, and send weakness; they cannot build Fire Ships. 
Using your Fire Ships, sink their War 

Ser aur narra ie Galleys. Without Fire Ships of their own, 
they will be hard pressed to defend their 

buildings. The Knights and ‘big guns.” P 

Crossbowmen are more effi- 
cient for slaying enemy sol- 

diers. Mangonels and Battering Rams are useful for crumbling enemy Walls. 

Imperial Age 
Upgrade your soldiers and equipment for the last stages of battle. Use your 

strong Cavalry to exploit the 

opponent’s weaknesses. The 

Saracen and Turkish cavalries Tip: The Byzantine Empire was known for 
are no match for an army of its Fortified Walls and numerous Towers, 
Paladins, Heavy Camels, and but it was far from invincible—the Turks 

proved that. A mix of Elite War Elephants, 
soldiers in with the toughest Trebuchets, and Bombard Cannons can 

í i bring the walls crumbling down in no 
siege equipment you have to time. Persia may have failed to capture 
offer: Onagers, Bombard Can- Constantinople, but you won't. 
nons, and Heavy Scorpions. 
Archery units like the Hand 

Cannoneer and Heavy Cavalry Archer are helpful, too. Don’t forget to make 

use of an army of reserves and Guard Towers for defense. 

Elite War Elephants. Mix these 



Note: The Persians often need new 
economic technologies to stay 
competitive with the enemy and to build 
units such as War Elephants. Invest in 
Stone Shaft Mining, Gold Shaft Mining, 
the Heavy Plow, and Crop Rotation. 
These will increase your resources, 
helping you quickly train military units. 

Glick to select this ship. 

Figure 9-4 Use your strong navy to bombard enemy vessels. 
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Direct Cannon Galleons 

and Fast Fire Ships to eliminate 

the enemy navy, as demon- 
strated in Figure 9-4. In tough 

maritime battles with the Japa- 

nese and Vikings, you will 

need all the extra edges you 

can get. Don’t forget to re- 

search Dry Dock; 

this helps your 
ships move faster. 

Unique 
Unit 
Tactics: 
War 
Elephant 
There are three 

points you need to 

remember when 

using the War 

Elephant. First of all, these units are very powerful. A couple of swings from 

these trunked juggernauts put most enemies out of commission. Unfortunately, 

all that power comes with two critical liabilities—War Elephants are ex- 

tremely slow (in relation to the other Cavalry units), and lots of food is 

required to create them. 
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Although they 

can trample over 

most competition, 

their sluggish 

speed prevents 

them from catching 

other “hit-and-run” 
Cavalry units. It’s 

that inability to 

deal with enemy 

Cavalry (and the 

pachyderm’s high 

cost) that greatly 

reduces the War Figure 9-5 War Elephants excel at escorting siege weaponry. 
Elephant’s role. Al- 

though they are 

useful for the defense of your base, they are quite instrumental in protecting 
more vulnerable units engaged in battle. For example, placing Onagers, 

Trebuchets, and Archery Range units within a Box formation of War Elephants 
enables them to attack for longer periods of time. (See Figure 9-5.) It’s tough 

for any unit to penetrate that Wall—as a bodyguard, the War Elephant has no 

parallel! 

When attacking enemy villages, send the other Cavalry units to fight the 

enemy units. Use the War Fl- 

ephant to help destroy build- 
i = This se is eekly Note: To improve the speed of the War 
Ne Elephant, research Husbandry at the 

beneficial in the Castle Stable. The War Elephant won't travel as 
Age—before the Trebuchet fast as the Camels and Horses; however, 
makes its appearance. every little bit helps. 
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Figure 9-6 Elite War Elephants destroy a Town Center. 
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Frequently en- 

emy units will try 

to prevent destruc- 

tion of their homes 
by attacking the 

War Elephant. (See 

Figure 9-6.) This is, 

however, an attack 

you should wel- 

come. When they 

are placed toe-to- 

hoof with the op- 

ponent, War 

Elephants can 

obliterate the en- 

emy Cavalry with- 

out even chasing them. The Persians, undoubtedly, knew that Hannibal was on 

to something years ago! 
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The prophet Mohammed began preaching in 613 AD. Just a few decades later, 

the religion of Islam swept over the Arabian peninsula. As part of the Jihad— 

following Mohammed's death in 632—the Saracens conquered Egypt, Pales- 

tine, and Syria. (Although the name Saracen specifically referred to a nomadic 
tribe in Saudi Arabia, it was used by medieval Christians to designate all Ar- 

abs.) By the eighth century, Persia, North Africa, Anatolia, and Spain had fallen 
into Muslim hands. At its height, the Islamic Empire included territories on three 

continents: Europe, Asia, and Africa. Chief enemies of the Saracens included the 

Byzantines, the Turks, and European crusaders (for example, the Franks, 

Teutons, and Britons). 

Islamic nations were some of the most prosperous kingdoms of the Middle 

Ages, providing cultural centers often unmatched by any other civilization in 

the world. Early leaders set the groundwork for success. Caliph Al-Mamum, for 

example, founded one of the first academies in Baghdad, opening the doors 

for intellectual study. From the ninth to the twelfth centuries, the Saracens spear- 

headed monumental achievements in fields such as astronomy and mathematics. 

Unfortunately, toward the end of the medieval period, these Islamic nations fell 

into economic decline. 

Maximizing Strengths 
and Minimizing Weaknesses 
The Saracens form a powerful and diverse kingdom. Granted, they lack the 

brute Cavalry strength of the Persians and Byzantines and the maritime domi- 

nance of the Vikings or Japanese; however, the Saracens are still formidable op- 
ponents. If they truly have a weakness, it’s their lack of quick Imperial Age melee 

Cavalry (for example, Paladin or Cavalier). Therefore, their strongest melee 



Figure 10-1 
Camel. 

Figure 10-2 
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Cavalry unit is the slow Heavy Camel (as shown in Figure 10-1). All their other 

warriors, however, can match whatever their opponents throw at them. 

This Arabic civilization has several strong suits. For starters, Saracens can 

access all archery and infantry units and technology. Additionally, their Archers 

The strongest Saracen melee Cavalry unit is the Heavy 

These Monks have the power. 

inflict more damage 

on buildings than 

other civilizations’ 

Archers. What really 

makes the Saracens 

special, though, are 

their Monks (pictured 
in Figure 10-2). Be- 
cause of their Islamic 
zeal, these guys have 

every power and 
ability afforded 

Microsoft Age of 

Empires II clerics. 

Only two other civili- 

zations wield this 

fully loaded archer/ 

infantry/monk combi- 

nation—the Byzan- 

tines and the 

Japanese. What sets 

the Saracens apart 
from those two civili- 

zations, though, is 

their hefty allotment 

of siege equipment. 

With such a diverse 
arsenal, this civiliza- 

tion gives gamers a 

number of strategic 
options. 
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How Changes Through 
the Ages Affect Tactics 
Lacking any dominant advantages in the Dark Age, the Saracens start slowly. 

However, they come on strong in the Feudal and Castle Ages. Make no mis- 

take, the civilization isn’t an economic powerhouse (they have no production 

or gathering advantages), but the Saracens have strong military capabilities. Be- 

cause of this military 
strength, they match 
up well against all civi- 

lizations in Age of Em- 

pires II. They have 

enough nautical fire- 

power to compete 
with the Japanese (see 

Figure 10-3) as well as 

an abundant supply 
of siege weapons to 
help them take down 

the Walls of the 

Byzantines. 

Sheep Found 

--Sheep Found 

Figure 10-3 A fast-attacking Saracen Galley sinks its Japanese 
counterpart. 

Dark Age 
Unlike civilizations such as the Franks, Britons, and Chinese, the Saracens do 

not have significant advantages in the opening stages of the game. Work rates 

are not enhanced as with the Britons (faster shepherds) and the Japanese 

(faster Fishing Boats), and resource stockpiles consist of the standard fare. The 

goal of any Saracen Dark Age strategy is twofold. First, establish a firm eco- 
nomic system—in other words produce 8 to 12 Villagers to gather Food and 

Wood. Second, set up a Barracks. If you’re on a seafaring map, erect a Dock or 

two. These will come in handy throughout the game. (Several of the Saracens’ 
advantages, such as quicker Galleys and tougher Transport Ships, come from 

their maritime strengths.) 
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Feudal Age 
This Age is one of the Saracens’ best. A number of the civilization’s strengths 
surface here, including their Market, Transport Ships, and Galleys advantages. 

If you’re having problems establishing 

resources, build a Market; Saracens have 
Note: Because the Saracens have no 

resource advantages, you have to 
research production technologies such 
as the Horse Collar, Wheelbarrow, and 

reduced trading costs. Transport Ships 

have twice the normal amount of hit 

points and cargo space. And their Gal- 

Double-Bit Axe to keep up with your leys can also attack faster than the 

enemies. usual fare. 

Before attacking, however, research 

Fletching and Padded Archer Armor at the Blacksmith. Next dispatch your 

Men-at-Arms and Archers to assault structures. Attack enemy Mining Camps, 

Lumber Camps, and Markets and sanction their Villagers. This will strain your 
enemy’s economy, prana their progression into the next Age more difficult. If 

E this Transport Ship. 

Figure 10-4 Saracen Transport Ships haul quite a number of warriors. 

you're on a water 
map, send the Men- 

at-Arms and Archers 

abroad using your 

Transport Ships (as 

shown in Figure 

10-4). Use the Gal- 

leys to destroy en- 

emy Fishing Ships 

and Docks. Don’t 

forget to erect a few 
Watch Towers to pro- 
tect your village and 

resources. 
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Castle Age 
When you reach the Castle Age, a surplus of technologies and a new arsenal of 
weapons enhance your civilization. Build a Monastery and a University, a re- 

search Sanctity for your Monks (50 percent increase in hit points), and a Tread- 
mill Crane (20 percent increase in Villager build speed). Have your Blacksmith 

research Bodkin Arrow while you're at it. This will enhance your Archers’ at- 

tack points and range. Keep working to enhance your strong suit at this stage; 

in this case, it’s the Archers. 

A Siege Workshop will help you prepare for a solid attack. Produce some 
Cavalry Archers, Mamelukes, and Monks—make sure you put the Monks in the 

center of a Box Formation—to accompany your melee infantry, Cavalry, and 

siege units. With a band of new troops, continue to assault the enemy. Use the 

Monks to heal wounded soldiers and convert enemy structures. 

If applicable, send troops aboard Transport Ships to attack the enemy. Es- 

tablish a beachhead if possible, erecting a Town Center and perhaps a Castle. 
Send War Galleys and Fire Ships to attack enemy vessels and Docks. Plan on 

creating additional fleets when playing 

civilizations such as the Vikings, Japanese, Tip: Saracen Cavalry Archers are 

Byzantines, and Persians. In addition, sta- excellent tools for assailing buildings. 
tion a couple of War Galleys near your They deliver as many attack points as the 
Docks. Because the Saracens don’t have standard Long Swordsman—a powerful 
Heated Shot technology, they must rely unit in his own right. Using some Knights 
on Ships instead of Towers for coastal for guards, set the Cavalry Archers and 

protection. Demolition Ships are ideal for Mangonels to wipe oul &nemy structures. 

this task. 

Imperial Age 
Some of the Saracens’ weaknesses show during this period. The most notice- 
able, of course, is the lack of fast, hard-hitting melee Cavalry units. This is es- 

pecially obvious against enemies such as the Byzantines and Persians, who 



Tip: A group of Knights and Mamelukes 
can’t hold back a horde of Paladins 
forever. This is where the Monks can help 
out tremendously. Place them behind 
your Cavalry units (as shown in Figure 
10-5). While they're busy protecting the 
Monks and siege equipment from 
attackers, instruct your clerics to convert 
enemy Paladins into your camp. This is 
one way to bring more diversity to your 
side! 

Figure 10-5 Use Monks to convert enemy Paladins into the Saracen 
army. 
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have access to three different Imperial 
Age Stable units. The Saracens, though, 

have a hefty advantage in siege weapon 

technology. Build two or three Siege 
Workshops, producing the best equip- 

ment money can buy—Siege Onagers, 

Siege Rams, and Bombard Cannons. Us- 

ing your Knights and Elite Mamelukes to 

guard these weapons, fire away at enemy 

Cavalry units and whatever else your 

heart desires. 

Civilizations with 

more efficient pro- 

duction capabilities 
and strong navies (for 
example, the Japa- 

nese and Vikings) 

may give you a hard 
time in this Age. To 

defend your villages, 

set up several Tre- 
buchets along the 
coast. Their range 

exceeds that of the 
Cannon Galleon and 

Elite Cannon Galle- 
ons. Use an assort- 

ment of Imperial Age 

vessels to defend the 

Trebuchets. This will prevent the enemy from sacking your kingdom. Mean- 
while, send Transport Ships full of soldiers to the opponent's town. Force the 
enemy into a defensive stance—and ultimately into surrender. 
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Unique Unit Tactics: Mameluke 
Mamelukes were slaves trained for battle. In Age of Empires II, these soldiers 
ride upon their camels, flinging machetes at their foes. They work well against 
all Stable units, including Cavalry Archers. 

When in large numbers, they’re ideal for 

assaulting Persian War Elephants and Byz- Note: The Mameluke should not attack all 
antine Cataphracts. Most of the time, how- unique units. For instance, the Mongolian 
ever, you'll keep the Mamelukes behind Mangudai offers similar attack points with 
your melee Cavalry units, where they're further range. The Japanese Samurai 

most effective in helping your Knights and 
Camels against heavier Stable figures. 

must attack at close range. However, due 
to a high number of attack points and 
short intervals between strikes, he often 

Although they lack a substantial bests the Saracens’ special figure. 
amount of armor, Mamelukes can be 

instrumental in defen- 

sive situations. Place 

them on both edges 

of a pass—especially 

one with thick brush 

and trees as in the 

Black Forest—and 

direct them to sling 

away at any unknow- 

ing intruder (as shown 

in Figure 10-6). When 

used with Knights or 

Heavy Camels (or 

both), the Mameluke 

will help guard Trade 
Carts, Trebuchets, 

and airborne siege 

equipment. 

Figure 10-6 A popular Mameluke ploy: striking down enemies from a 
pass. 
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The Teutons, a people from the area we now call Denmark, invaded the Roman 

region of Gaul in the first century BCE. They were repulsed, but it was then that 

their name came to stand for all Germanic peoples. 

When the Roman emperor Charlemagne died, the Holy Roman Empire 

split in two and one portion went to each of his sons. The western portion com- 

prised modern-day France and part of Italy. The eastern portion included Ger- 

many, Austria, and northern Italy. Although the western kingdom retained the 
name Holy Roman Empire, neither side could carry that distinction with the 

pope’s blessing. 

In the late twelfth century, the German ruler Frederick I, “Barbarossa,” 

united Germany’s duchies and warring factions into what he called the Holy 
Roman Empire. 

Barbarossa was in many ways a military leader but is best known for his 

ambition, audacity, and political acumen. After uniting Germany’s fertile lands, 

he set his sights on Rome and Italy. Because the pope wouldn’t support him, 
Barbarossa defied the pontiff and declared himself pope. The two promptly 

excommunicated each other, setting the stage for the Teutonic invasion of Italy. 

Barbarossa sacked Milan first and then dealt a crushing blow to the remain- 
ing Italian city-states (the Lombard League). When they surrendered, Barbarossa 
crowned himself the new Holy Roman Emperor—with the pope’s blessing. 

Having chosen to participate in the Third Crusade, Barbarossa promised to 

meet the other crusaders in Jerusalem (the all-important Holy Land). His army 
of 30,000 knights was far too large to travel over water, so he marched them 

overland to the goal. His joy at reaching the Middle East proved his undoing as 
he drowned while leaping into the water in full armor. His death marked the 

end of his empire, but the benefits to Germany in the form of Italian philoso- 

phy, science, and art had a lasting influence. 



Figure 11-1 
defenses. 
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Maximizing Strengths 
and Minimizing Weaknesses 
In Microsoft Age of Empires II, the Teutons are Farm-building, defensive, and 

religious powerhouses during all ages of the game. Although their best units 

are slow and plod- 

ding, they pack a ter- 

rific punch and are 

virtually impossible 

to defeat using the 

common “rush” tech- 
nique in early ages. 
This is the result of 

some important pro- 

duction and defen- 
sive bonuses that are 
available to the 
Teutons without re- 

search or construc- 

Farms are cheap for the Teutons. Use them to feed your set = Figure 

The Teutonic 

Town Center enjoys- 

bonuses to attack damage (+2) and range (+5). Garrisoned Teutonic Towers 

hold twice as many units and fire twice as fast as normal. As they proceed 

through the ages, they enjoy strong Farm-building bonuses (Teuton Farms re- 
quire only two-thirds the amount of Wood that other civilizations use), power- 
ful religious units, and unerring defensive structures. 

In short, this is a perfect Wonder-building civilization. But don’t count them 
out of pitched battles or conquests. Teutonic Knights are among the game’s most 

devastating infantry, their Monks enjoy advantages in healing range and have 

access to all upgrades, and they can generate units at a frenetic rate. Plus, the 

Imperial Age is technologically kind to them. 

It may take a while for their troops to arrive at the battle, but once they do, 

they conquer. 
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How Changes Through 
the Ages Affect Tactics 
Despite having some of the weakest Archers and Cavalry in the game, the 

Teutons are still strong enough to take care of business—if the business is 

taken care of early enough. They have numerous economic advantages, includ- 
ing inexpensive Farming costs. Of course, the Teutons are known for their 

defenses, with Towers and Town Centers armed to the teeth. But don’t forget 

about the Monks’ extraordinary healing range. If used wisely, these clerics can 

compensate quite a bit for the weak archers and cavalry. 

Dark Age 
Given the Teutons’ defensive power, you should concentrate on building Vil- 

lagers and Houses and on gathering resources to advance. Normally you don’t 

need to maintain a defensive army early on; a small group of garrisoned Villag- 

ers can wipe out attackers from a very long range even as you gather resources. 

(See Figure 11-2.) 

Concentrate on 

Food and Wood pro- 

duction, build a Dock 

so you can fish, and 
set your sights on 

Stone and Gold: you'll 
need them later. Build 

a Barracks, but don’t 

bother with infantry 

unless you need to 
fend off a persistent 
early attack. Remem- 

ber, your goal is to 

advance through the Figure 11-2 The attackers come in a large wave but are cut down 
ages as quickly as one by one. 

you can. 
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Feudal Age 
Build a Stable and produce some Scout Cavalry. Explore, and keep an eye out 

for enemy positions, local resources, and a good perimeter for a stout Stone 

Wall. Make sure there are ample resources within this perimeter; you'll be hid- 

ing there for some time. 

Build more Villag- 

ers and mine all the 

Stone you think you'll 

need. As soon as you 

can, build that wall 

around your camp, 

placing gates in stra- 

tegic places. Position 

Guard Towers to 

discourage enemy 

attacks (shown in 
Figure 11-3), lock 

Click to select this iailitary unit: yaad ee oaao eooo your gates, and set 
your Villagers to 

Figure 11-3 Place extra Towers to defend your walls. amassing a great 

stockpile of re- 

sources, especially 
Gold and Stone. Begin researching advancements in your Blacksmith, Univer- 

sity, and offensive buildings. However, focus more on defensive advancements 

than offensive. Upgrade your Walls and Towers at your first opportunity. 

Position Archers, Cavalry, and infantry near vulnerable areas. As the battle 

rages, have your Villagers repair Walls. Now isn’t the time to build a lot of units, 

launch attacks, or conduct hampering raids on the enemy. Your advantage lies 

in defense and research. 

Castle Age 
Build a Castle as quickly as you can, preferably near your most vulnerable wall 

(as shown in Figure 11-4). Have some Villagers create more Farms. Your lower 

Wood cost allows you to trade Wood in your Market (Gold and Stone are 
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important Teutonic 

commodities) and 

build more ships, 
Archers, and other 

Wood-based units. 

After you have your 

Castle, research Con- 

scription and look 

toward advancing to 

the Imperial Age. 

Don't forget to build a 

Monastery. Accord- 

ingly, if enemy forces 

breach your Walls and Figure 11-4 Placing your Castle near a potential siege point puts 
engage your units, take its defensive and unit-generating capabilities where you need them 

full advantage of the the most. 
Teutonic Monks’ ad- 

vanced healing range. 

Imperial Age 
Research the Elite Teutonic Knight and start researching infantry, gunpowder, 

and defensive upgrades. Use research to make your Monks stronger, faster, and 
more powerful. Teutonic Monks are some of the most effective clerics in the 

game, right up there with those of the Byzantines, Japanese, and Saracens. Be 
sure to give them every advantage possible. While doing all this, do not neglect 

your resources. For instance, use extra Wood to upgrade your navy and build a 
fleet to defend Fishing Ships (on sea-based maps). Upgrade to gunpowder 

and all advancements that aid your combat units and defensive structures. Step 
up your Gold-gathering efforts; the Elite Teutonic Knight is quite expensive, 
and you'll need as many of them as you can get. 

Determine your ultimate goal. The Teutonic special units are ill-suited for 

raiding Relics, so consider the Wonder or Conquest victory. Now build a mas- 

sive army and pursue your goal. 
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To build the Wonder (shown in Figure 11-5), invest in numerous Guard 

Towers to protect it. If invasion is your goal, build a good mix of Elite Teutonic 
Knights, Paladins, 

Hand Cannoneers, 

Monks, and Cross- 

bowmen. Take along 

a few Onagers, Bat- 

tering Rams, and a 

Trebuchet or two. 

Because you've built 

a stout wall and 

Guard Towers (and 

perhaps Bombard 
Towers) already, you'll 

find that the Teutonic 

civilization has an 

Figure 11-5 The Teutonic people are natural defenders, making a Won- easier time defending 
der victory an easy option. the Wonder than the 

game’s other civiliza- 

tions would. 

Keep your Villagers gathering resources as you attack the enemy. Order as 

many units as possible from all offensive structures, and set their gather points 

to the heart of enemy fortifications. That way, once you reach your unit limit, 

new units will replace your dead ones and continue marching on the enemy as 

soon as they are created. 

Your Teutonic Knights can take a lot of punishment, so often you'll find 

that many new units will reach the fight before all the old units are wiped out. 

This keeps the pressure on as powerful attackers fall, only to be replaced with 
more. 

Unique Unit Tactics: Teutonic Knight 
The Teutonic Knight is the game’s most expensive—and powerful—infantry 

unit. (See Figure 11-6.) His plodding speed and high overall cost offset his large 
number of hit points and strong armor, however. 
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Deploy your Teutonic Knights against Siege Engines, enemy infantry, and 

buildings. Because they’re too slow to pursue a crafty retreating enemy, it’s easy 

for enemy Cavalry 

and missile units to 
trample or pincushion 

them. Overall, it’s best 

to use them as engi- 
neers for dismantling 

enemy buildings. 

With Cavalry and 

missile unit support, 

the Teutonic Knight 

can return to his task 
of dismantling enemy 
fortifications with ab- 

solute precision. Elite 

Teutonic Knights 
should make up the 

bulk of your assault, 

backed up by Monks, 

Siege Engines, Cav- 

alry, and Hand Can- 

noneers (Skirmishers 
or Crossbowmen) to 
ensure everyone’s pro- 
tection (as shown in 
Figure 11-7). The 

Monks’ range allows 

them to heal your units 
during the battle! 

Figure 11-6 A good troop of hardy Elite Teutonic Knights makes for a 
powerful offense and a stout defense. 

Figure 11-7 With Teutonic Knights in the lead and Monks, Siege En- 
gines, Cavalry, and Hand Cannoneers close behind, this assault can’t 
be withstood. 
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Not one, but two medieval dynasties were produced by this civilization: the 
Seljuk and Ottoman Empires. Although the Turks began their reign in the late 
Middle Ages, they remained a world power until World War I. The civilization 

began as a nomadic people in central Asia, converting to Islam in the tenth cen- 

tury. During this time, a substantial number of Seljuks became mercenaries for 
Baghdad’s army. By the twelfth century, the Turks had extended their bound- 
aries from the Persian Gulf into the Middle East and Anatolia (the Asian part of 

Turkey). Their success, however, prompted assaults from two fronts—the Chris- 
tian Europeans and the Mongols. Weakened by the Crusades, the Seljuk Empire 

inevitably crumbled to Genghis Khan’s troops in the mid-thirteenth century. 

The Ottoman Empire lasted much longer—almost six hundred years to be 

exact. Sultan Osman I united the Islamic peoples of Anatolia during the four- 

teenth century in a jihad against the Byzantines. In 1453 AD, Sultan Mehmed 

captured Constantinople, renaming the city Istanbul. The great Turkish archi- 

tect Sinan built the famous Suleimaniye Mosque there around this time. Although 

besieged by Mongol assaults, the Ottomans did not succumb to the same fate 

as the Seljuks. By the seventeenth century, the empire included Arabia, Asia 

Minor, Egypt, North Africa, and parts of the Balkan Peninsula. 

Maximizing Strengths 
and Minimizing Weaknesses 
The Turks emphasize the use of gunpowder and firearms more than any other 

civilization. They are also strong architecturally and defensively. Furthermore, 

the Turks field an impressive Cavalry (even though they lack the Paladin) and 

have a number of economic technologies at their disposal. Of course, all this 

comes with a few drawbacks. Turkish Monks do not possess important Imperial 

Age techniques such as Block Printing and Illumination, and the civilization 

also lacks a diverse arsenal of siege equipment. 



Note: The Turks are the only civilization 
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Overall, though, the Turks easily over- 

with access to all static defensive corn ety de neseticies they snight have. 
structures and technologies. These For example, the enity of a gunpowder 
features come in handy when dealing unit, the Janissary, in the Castle Age more 
with siege weapon powerhouses such than compensates for the lack of units 
as the Saracens and Mongols. like the Pikeman and the Elite Skirmisher 

in that same period. Additionally, the 

Bombard Cannons fill the siege weapon 

holes left by the 

Onager’s absence. In 

fact, since Turkish 

gunpowder units 

also have more hit 

points than those in 

other civilizations, the 

Turks are always a 

threat on the sea and 

on land (as shown in 
Figure 12-1). In 

short, the Turks are 

a blast for anyone 

who longs to mix 

Figure 12-1 The Turks’ Janissaries are only one example of the civ- _‘!ts of gunfire with 
ilization’s powerful gunpowder units. sword-wielding fun. 

How Changes Through 
the Ages Affect Tactics 
No other civilization can train their gunpowder units as fast as the Turks. Addi- 
tionally, the Turks are the only civilization with a gunpowder unit in the Castle 
Age. With these advantages, it’s easy to overlook the general power of the Turk 

civilization. Overall, the Turks are one of the most well-rounded civilizations in 

Microsoft Age of Empires I, ideal for single or multiplayer matches. 
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Dark Age 
The Turks do not have any ready-made enhancements for gathering or pro- 

ducing food. Their only strength in the first two Ages lies with the collection of 
Gold. Turkish Gold miners work significantly faster than miners in other civili- 
zations. On maps low in resources this is quite an advantage. In those situa- 

tions, send out two 

Villagers to mine from 

Gold sites (as pictured 

in Figure 12-2). Be sure 

to escort them with a 
Militia unit or two. 

This mining gives you 

an economic advan- 

tage over the compe- 
tition. Always keep 

in mind the “golden 

rule’—those with the 
Gold make the rules. 
After all, a hefty Gold 

supply is key to build- 
ing troops. 

Figure 12-2 Turkish Gold miners give new meaning to “Gold Rush.” 

Feudal Age 
After you advance as quickly as possible to the Feudal Age, you should im- 
prove production and gathering techniques by researching staples like the 
Wheelbarrow, Horse Collar, and Double-Bit Axe. Meanwhile, build a Black- 

smith, and then research Fletching there. Continue mining Gold, not only filling 

your coffers, but also keeping the shiny stuff out of the enemy’s hands. To sum 
up all of this in five simple words: research, mine Gold, and research. 

Research, though, is not enough to win; other aspects are intrinsic to vic- 

tory on the battlefield. Your basic goals in this period are to attack the enemy’s 

economic structures and Villagers and to advance to the next Age quickly, 

but not before the appropriate technologies are researched. Dispatch 



Note: Place Watch Towers near Gold 
sites. They are the best guards in the 
business and can easily shoot down 
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Men-at-Arms and Archers to attack en- 

emy Villagers. Destroy peripheral build- 

ings like Mining Camps, Lumber Camps, 

enemy Villagers seeking riches to plunder, and Markets. Although this may not seem 
like much, little things like these are 

crucial to hindering the enemy’s 

progress—even militarily. 

Castle Age 
The Turks have one major advantage on their side Jeng this period—the 

Janissary. This unit is the only gunpowder unit in Age of Empires II available 

this early in the game. The Janissary packs quite a punch and has the longest 
range of nonelite Imperial Age archery units. Used wisely, this unique unit is 

effective against some of the most deadly of forces, including the Japanese 

Samurai and Celtic Woad Raider. Yes, it requires nearly 150 percent more re- 

sources than the Crossbowman does, but it inflicts three times the damage. 

The ideal goal is to keep opponents from acquiring gunpowder technology 

as long as possible. You can do so by hindering the enemy’s economic progres- 

sion. Basically, you want to accentuate your strengths as much as possible, while 
distancing those same traits from the enemy. For example, if you can fight a war 

with Elite Janissaries and Bombard Cannons while your opponent only has 

Crossbowmen, your 

enemy won't be 

standing for very long 
(as shown in Figure 
12-3). Use your 

Janissaries, Monks, 

Knights, and Long 

Swordsmen to initiate 

the beginning of the 

end. 

Figure 12-3 Which would you rather fire with—bullets or arrows? 

‘tl: 
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Imperial Age 
This is do-or-die time. What you have to 

do, of course, is keep producing gunpow- 

der units. In themselves, though, they are 

not enough. Elite Janissaries, Hand Can- 

noneers, and Bombard Cannons need 

protection. Champions and Cavaliers 

should be guarding them at all times. A 

good force mix is the key. Yes, 
Janissaries are powerful, but they are also 

expensive. Unless you have control of the 

seas, your Elite Cannon Galleons will re- 

quire some support. 

Have Fire Ships ac- 

company each vessel 

just in case a Demoli- 
tion Ship scurries 

nearby (as shown in Villager Created 
Figure 12-4). Protect 

your “guns” from 
pesky units, as you 

have bigger game— 

Town Centers, Castles, 

Docks, and Won- 

ders—to worry about. 

Note: Use the free Light Cavalry upgrade 
to send troops quickly into enemy 
territory. These troops are great for 
demolishing buildings or Villagers—or 
just disrupting the enemy’s concentration. 

Note: Don’t forget the basics. Continue 
researching technologies at the 
University, Monastery, and Blacksmith. 
These will be crucial if the enemy 
happens to be aggressive and relentless. 

Figure 12-4 A Fire Ship chases down a Teutonic Heavy Demolition 
Ship. 



Tip: When playing enemies like the 
Saracens, send a special fleet of Cannon 
Galleons to search for and destroy all 
Transport Ships—a key strength of the 
Arabic civilization. Research the Dry 
Dock and Shipwright to help in nautical 
efficiency. 

Note: Don’t forget the cardinal rules at 
this stage of the game. First, hamper the 
enemy from progressing to the next Age. 
Next, concentrate on damaging the 
enemy's resource gathering and 
production efficiency. Finally, constantly 
assault the enemy, never giving them 
time to rest or build up forces. 
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Due to the siege weaponry strengths 

of some rivals (for example, the Mongols, 
Saracens, and Teutons), the building of 

Walls and Keeps may be necessary to 

thwart the enemy’s offensive progress. 

Stationing Trebuchets inside your for- 

tress provides additional help. Just re- 
member, though, not to concentrate too 

much on defending your territory. It’s 

been said many times but always bears 

repeating—the best defense is a good 

offense. When the enemy begins pound- 

ing at your fortress, attack their village 

with more force. Something has to give; 

just don’t let it be you. 

Unique Unit Tactics: Janissary 

Note: The Elite Janissary’s range 
equals that of the Siege Onager and is 
the farthest of all the unique units. 
Furthermore, the Elite Janissary delivers 
more attack points than any other unique 
unit, with the exception of the Persian 
Elite War Elephant. 

Tip: Although Janissaries are weak, 
various improvements at the Blacksmith 
such as Padded Archer Armor, Leather 
Archer Armor, and Ring Archer Armor will 
keep them alive a bit longer. 

Janissaries (pictured in Figure 12-5) were 

slaves used by Turkish leaders for com- 

bat and were known for their training 

and devotion to the Ottoman cause. In 

fact, a horde of over 10,000 Janissaries 

was responsible for the fall of Con- 

stantinople in 1453 AD. They are quite 
effective against all types of units, but 

they are especially so in battles against 

standard infantry and Monks. When they 

are standing behind a line of melee Cav- 
alry units, they can even take down Ber- 

serks, Teutonic Knights, and Samurai. 
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Providing ample 
protection for your 

Janissary is the key to 

using this unique unit 

effectively. Janissaries 

are as weak as any 
foot Archer, and as a 

result, they are always 

in need of defense. 
An ideal formation 

consists of positioning 

some Janissaries— 

with a couple of 
Monks by their 

sides—behind a 

group of Heavy Cam- 
els (as shown in Fig- 
ure 12-6). Since the 
Heavy Camels are just 
guards and provide 
the same number of 

hit points as Cavaliers, 

there’s no need to 
squander extra re- 
sources on a horse- 
man. Besides, the 

Monks can continu- 

ally heal wounded 
Camels while engaged 

in battle. Before you 
know it, you'll be re- 
enacting the siege on 

Constantinople. 

Figure 12-5 Several Janissaries guard a Gold site. 

Figure 12-6 A winning combination: Monks, Janissaries, and Heavy 
Camels are a tough group to beat. 
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Nordic settlements existed over several hundred years BCE; however, it wasn’t 

until the late eighth century that this civilization became a major player in 

world history. Their cousins, the Lombards and Goths, had already made their 

presence known with the fall of the Roman Empire. The Vikings, though, un- 

like their Germanic brethren, were not restrained to just land raids. They in- 

vaded a variety of territories, including Iceland, England, Normandy, Russia, 

and Palestine. For nearly two centuries, tales of plundered coastal villages and 

images of dragon-headed Longboats had struck terror into Europe. All of this 
would change, though, with the Vikings’ religious conversion. 

The Norsemen had a habit of adopting the customs and beliefs of the cul- 

tures in which they settled. Consequently, by the eleventh century, Christianity 

had reached Denmark, Sweden, and Norway—the lands from which these 

peoples had originated. Deterred by the new faith and the establishment of 
larger kingdoms, Viking barbarism soon ended. Nevertheless, ideas from this 

northern civilization remained. This is true today not only of Scandinavia, but 

also of Slavic, German, French, and English-speaking cultures. Some of the 

most obvious influences include the names for several days of the week, which 

were derived from the titles of Norse deities. 

Maximizing Strengths 
and Minimizing Weaknesses 
Generally speaking, the Vikings are the weakest civilization in the game. De- 

spite harboring a strong navy, a significant deficiency of technology and units 

in the Castle and Imperial Ages hinders these people in land battles. For in- 

stance, the Vikings’ Cavalry (pictured in Figure 13-1) is the most ineffective of 

any within Microsoft Age of Empires II. This is exacerbated by the Norsemen’s 
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inability to produce 
land-based gunpow- 

der units (for ex- 
ample, the Bombard 

Cannon and Hand 

Cannoneer). And 
don’t look for spiri- 

tual guidance from 
the Viking Monks; 

their abilities pale in 
comparison with 

those of the Saracens 

and Byzantines. 

Figure 13-1 The Cavalier is the only Imperial Age Cavalry unit in the Nevertheless, 

Viking arsenal. winning in situations 
where your navy can- 

not strut—or sail—its 

stuff is not impossible, just difficult. The Nordic civilization has some advan- 
tages worth considering, though. For instance, the Vikings are the only civiliza- 
tion with two unique units: the Longboat and the Berserk. The latter complements 
the durable infantry, which has over 25 hit points, while the Longboat tech- 

nology assists the Vi- 
kings with cheap, 

durable ships. This 
reduced cost allows 

the Vikings to build 

plenty. 

The Vikings have 

to act early—if not, 

they won't last long. 

Use your infantry to 
constantly target en- 

emy structures and 

Villagers (as shown 
in Figure 13-2). Try 

Figure 13-2 A group of Long Swordsmen battle an enemy Archery to keep your oppo- 
Range. nent at least an Age 

behind you. If the 
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enemy is able to research and construct 

Hand Cannoneers and Paladins, you’re 

going to have your hands full. 

How Changes Through 
the Ages Affect Tactics 

Note: The Vikings are the only civilization 
incapable of producing a Fire Ship. Of 
course, the more powerful Longboat 
makes up for this deficiency. 

Some civilizations, such as the Japanese and Byzantines, are well equipped 

for battle on land or sea. Others are not. The Vikings fit the latter category. 

They have a formidable navy but their army lacks important technologies 

and sophistication. The Vikings’ only chance of winning a land-based con- 

test is to attack and destroy the enemy early. 

Dark Age 
You have three basic objectives in this pe- 
riod. First, explore as much of the map as 
possible. Use your Scout Cavalry on land 

and a fleet of Fishing Ships to search the 
sea. Next, fulfill the requirements for ad- 

Note: When you're playing as the Vikings, 
try to ally with another civilization. You'll 
want to do this because the Vikings can 
use the help, and because during team 
play, Viking Docks require significantly 
fewer resources to construct. 

vancing to the Feudal Age. Generate sev- 

eral Villagers for building two Dark Age 

structures and collecting Wood and Food. Finally—if possible at this time—dis- 

patch a group of Militia to destroy enemy buildings and Villagers. 

Feudal Age 
The Feudal Age marks the emergence of the Vikings’ special attributes. Infantry 

units now have additional hit points, and the Vikings have access to their in- 

expensive warships. The Vikings also receive free Wheelbarrow technology, 
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something that greatly improves gathering efficiency. Such enhancements 
make resource management easier while allowing the Vikings to mount early 

attacks. 

Click a Fishing Ship to gather food from these fish, or click a villager if the fish 
are near the shore. 

Figure 13-3 Viking Galleys cost less than their opponents’ coun- 
terparts. 

Continue attack- 

ing the enemy, using 

Men-at-Arms to de- 

molish economic 

structures and Ar- 

chers for handling 

Villagers. Build Gal- 

leys to seize control 

of the sea (as pic- 
tured in Figure 

13-3). The earlier 

you dominate the 

waterways, the more 

smoothly the game 

will run. Meanwhile, 

research Fletching at 

the Blacksmith, and 

add Gold and Stone to your must-haves list. Trade for the appropriate re- 
sources at the Market, and upgrade quickly to the Castle Age. 

Note: As with the other twelve 
civilizations, you can only produce 
unique units once a Castle has been 
constructed. This applies to the Vikings 
and their two different unique units 
produced at two different sites. ` 
Therefore, although the Berserk is 
produced at the Castle and the 
Longboat is constructed at the Dock, 
both require you to build a Castle first. 

Castle Age 
This is perhaps the strongest period for 

the Vikings. They have more warships 

available in their arsenal than in the pre- 
vious Age, and infantry come with a 

greater number of hit points than similar 
units in other civilizations. Not one—but 

two—unique units make appearances. 

And although Castle Age Stables do not 
have access to Husbandry or Camels, the 

degree of difference here between the 

Vikings’ Cavalry units and those of other 
civilizations is minimal. Needless to say, your main goal in the Castle Age is to 
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attack the enemy unrelentingly. Just don’t forget to build a Monastery, Univer- 

sity, and Siege Workshop. Equipment from the Siege Workshop will make the 

infantry’s job a lot easier. 

Imperial Age 
Naturally, you should try to reach this Age as quickly as possible, but you never 

want to see your opponents get here. It’s extremely difficult to defeat the en- 
emy once they attain a hefty Cavalry, powerful Monks, and various gunpowder 
units in their arsenal. Therefore, land-based battles against civilizations like the 
Byzantines, Chinese, and Saracens in their Imperial Age are rarely pretty. The 

only way you can win is to accentuate your strengths in infantry and siege 
weaponry. The building of additional Siege Workshops and Barracks helps you 

do just that. 

The Vikings are more suited for sea battles. Although they lack Fire Ships, 

they have Demolition Ships, Cannon Galleons, and the famous Longboats. 
With reduced costs for warships, the Vikings can produce killer boats in a lot 

less time than the en- 

emy. Only the navies 

of the Byzantines, 

Japanese, and Turks 

compare in strength 

and efficiency. To use 

the ships to your ad- 
vantage, have the 

Demolition Ships de- 

fend your coastline 

against enemy vessels. 
Then use the Elite 

Longboats to sink the 
opposition’s Transport 

Ships and Fishing Figure 13-4 A fleet of Elite Longboats sinks an enemy Transport Ship. 
Ships (as shown in 

Figure 13-4), and use 

the Cannon Galleons 

to bombard enemy buildings and armies. 
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Unique Unit Tactics: Longboat 
Longboats are the most famous symbol of Nordic civilization. These sturdy 

ships, carved with monstrosities upon the bow, were responsible for making 

the Vikings some of the best pirates in history. Manned by oarsmen, the 
Longboat was capable of traversing shallow river basins and landing on nearly 

Figure 13-5 A Viking Longboat navigates through shallows. 

all types of coastlines. 

Likewise, the game’s 

Longboats can make 
their way through 

shallows and tight 

spots (as shown in 
Figure 13-5). 

Think of the 
Longboat as a War 

Galley capable of 
flinging multiple ar- 

rows. The Elite Long- 

boat's features are 
comparable to those 
of the Galleon. Both 
ships are more aptly 

suited for taking 

down Demolition Ships than the Fire 
: Ship is. In fact, a group of Longboats can 

Note: Technologies that are useful for extinguish a Fire Ship quite easily. Most 
improving Longboats include Fletching, 
Bodkin Arrow, Bracer, and Ballistics. 

of the time, they should be used to pro- 

tect Cannon Galleons and to scourge the 

seas of enemy Transport Ships and Fish- 

ing Ships. 

Unique Unit Tactics: Berserk 
Like a warrior ravaged with fits of madness, the Viking Berserk of Age of Em- 

pires II terrorizes settlements with his brute strength and ferocity. Berserks are 

known for two distinct characteristics—their high number of attack points and 
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the ability to heal themselves. The latter 

ay rs ee A ponadennp The as many attack points as the Teutonic 
mAP AOD dun TE Vne CAN: Knight. Unfortunately, the Berserk’s 

One of the primary ways to use the armor, unlike that of the Teutons’ unique 
Berserks’ self-healing powers involves ro- unit, is roughly the equivalent of tinfoil. 
tating the unit as follows: Form two groups 

of Berserks. Send one 

group to fight while 

the other rests (see 

Figure 13-6). Pull the 
wounded soldiers out 

to heal while rotating 

the others into the 

fray. Continue the ro- 

tation as needed. This 

method saves time 

and resources in cre- 
ating new Berserks. 

Furthermore, the 

enemy never gets a 

chance to rest. Figure 13-6 A group of Berserks heal themselves. 

Note: The Elite Berserk dishes out almost 
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Warriors do not march into battle without their weapons, 
armor, and food. Neither should gamers attempt to play 
without the equipment they need to win. But in this case the 
equipment is not weapons, armor, and food; it’s knowledge, 

experience, and statistics. 

Think of these next two chapters as your rucksack, holding 
your war-fighting tools. Its here that you’ll not only learn the 

basic tactics that lead to victory but also glean the information 
you need to properly employ those tactics. 
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Many strategy guides provide a laundry list of game units, buildings, and other 

assorted features. Many games, however, don’t have the high-quality user 

manual that Microsoft Age of Empires II: The Age of Kings has. The user guide 
contains numerous pullout cards, manual pages, and game screens that are 

devoted to describing and categorizing. I won't try to duplicate the manual’s 
cut on each unit here. Instead, I'll lay down some unit-specific strategies for 

your gaming perusal. 

Infantry 
If it walks on foot and 

doesn’t fire arrows, 

it’s infantry. At least 

according to Age of 

Empires II, and hey, if 

it’s good enough for 
this game’s designers, 
it’s good enough for 
me. Infantry includes 

three subcategories: 

the melee units 

(shown in Figure Figure 14-1 A group of melee units. 
14-1), the Pikeman- 

types, and the unique 

units. Let’s look at each. 

Tit 



Mameluke Created 
Warning you are 
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Melee Units 
Melee units, as shown in Figure 14-1, are your basic infantry. Their cost remains 

constant throughout the Ages, making them a better buy as time goes on. These 

units excel in two areas: razing enemy buildings and protecting your own 

vulnerable units. All infantry receive an attack bonus when they battle build- 

ings, so they are a logical choice to send into these types of battles. They also 
work well in the front line of an Archer-backed Line Formation, or as the box 

around two or three Monks. Archers are some of the toughest rivals for the 

infantry, as are the heavier Cavalry units. 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Militia 60F, 20G 40 4 0/0 0 Slow 

Man-at-Arms 60F, 20G 45 6 0/0 0 Medium 

Long 
Swordsman 60F, 20G 55 9 0/0 0 Medium 

Two-Handed 
Swordsman 60F, 20G 60 11 0/0 0 Slow 

Champion 60F, 20G 70 13 1/0 0 Slow 

Spearman, Pikeman 
These are the ultimate “Cavalry-away” unit, as shown in Figure 14-2. They are 
death to ponies, Camels, and Elephants alike. Note that they are best used in a 

formation with melee- 
type units such as 

Militia and Swords- 

man. If they are 

grouped with melee 

i units in a Line Forma- 
tion, the game will 
alternate columns of 

Pikeman-type units 
with columns of me- 

lee units. As a result, 

your melee units will 

be protected from 

both melee units and 
Figure 14-2 Pikemen are bad news for Cavalry. Cavalry. 
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Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Spearman 35F, 25W 45 3 0/0 0 Medium 

Pikeman 35F, 25W 55 4 0/0 0 Slow 

Infantry 
Unique Units 
These are the toughest 
foot soldiers in the 

game. If you need a 

building taken down, 
an enemy formation 

decimated, or a build- 

ing guarded, these 

will often be your 

first choice. (See 

Figure 14-3.) 

Figure 14-3 A group of infantry unique units on a coffee break. 
Berserk 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Berserk 65F, 25G 48 9 0/0 0 Slow 

Elite Berserk 65F, 25G 60 14 2/0 0 Slow 

Berserks are the only self-healing units in the game. Use this ability wisely. 
They are also the weakest unique unit. They work best when they are able 
to rotate to the rear to heal themselves. They also work well protecting your 
ranged units and assaulting buildings. 

Samurai 

Hit Attack Armor/ 
Name Cost Points Points Pierce Armor Range Speed 

Samurai 60F, 30G 60 8 1/0 0 Slow 

Elite 
Samurai 60F, 30G 80 12 1/0 0 Slow 
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The Samurai are the consummate unique-unit killer. This unit not only inflicts a 

significant number of hit points with each swing of the sword, but it swings 

that sword more quickly than any other infantry unique unit. Use the Samurai 

to actively seek out and destroy enemy unique infantry—unless it is the Woad 

Raider. They have no problem fighting this Celt, but they may be too slow to 
catch him. Of course, Samurai are not weaklings in their own right and work 

well in a Line Formation or destroying buildings. However, they are also more 

expensive to produce than other Castle Age infantry. 

Teutonic Knight 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Teutonic Knight 85F, 40G 70 12 5/2 0 Slow 

Elite 
Teutonic Knight 85F, 40G 100 17 10/2 0 Slow 

The Teutonic Knight is a tank on legs. Easily the toughest foot soldier in the 

game, a handful of these can wreak havoc on numerous Two-Handed Swords- 

men. Unfortunately for those playing as the Teutons, this quality has a price. 
The Teutonic Knights are also the most costly foot soldiers in the game. It’s best 
to sprinkle these lightly in your melee unit formations, or send them on raids 

against enemy economic structures. 

Throwing Axeman 

Hit Attack Armor/ 
Name Cost Points Points Pierce Armor Range Speed 

Throwing 
Axeman 55F, 25G 50 7 0/0 3 Slow 

Elite 
Throwing 
Axeman 55F, 256 60 8 1/0 4 Slow 

Throwing Axeman are an anomaly—a melee unit with a ranged attack. These 

guys have the added ability to battle buildings and the range to do it from a 

couple of tiles’ distance. Make no mistake, however—they are not Teutonic 

Knights. Although stronger than typical Archer-ranged attack units, they are no 
match for a Two-Handed Swordsman in a toe-to-toe confrontation. On the plus 

side, Throwing Axemen are the cheapest of all unique units, making them 

somewhat dispensable. 
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Woad Raider 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Woad Raider 65F, 25G 65 8 0/0 0 Medium 

Elite 
Woad Raider 65F, 25G 80 13 0/0 0 Medium 

The Woad Raiders’ unique attribute is speed. Yes, they are stout fighters, but 

they are the only infantry unit with a Medium speed rating. This makes them 
ideal Villager hunters. The Villagers, who crawl about the map (their game speed 

is set to Slow), cannot avoid the Woad Raiders’ swords and will fall within two 

whacks of an Elite Woad Raider. Use Woad Raiders to form elite economic 

raiding parties focused on the enemy Villagers. 

Huskarl 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Huskarl 80F, 40G 60 10 0/4 0 Slow 

Elite Huskarl 80F, 40G 70 12 0/6 0 Slow 

The Huskarl is resistant to Archers’ arrows. Its unique (at least for an infantry 
unit), piercing armor enables it to close in on and destroy enemy Archers be- 

fore the arrow slingers can pincushion their bodies. 

Archers 
Archers are your ba- 

sic foot- and hoof- 

propelled ranged 
weapon units, shown 

in Figure 14-4. They 
come in four varieties: 

foot Archers (including 

the Hand Cannoneer), 

horse Archers, Skir- 

mishers, and Archer 

unique units. 

Figure 14-4 A smorgasbord of Archer types battle some approaching 
infantry. 
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Foot Archers 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Archer 25W, 45G 30 4 0/0 4 Medium 

Crossbowman 25W, 45G 35 5 0/0 5 Medium 

Arbalest 25W, 45G 40 6 0/0 5 Medium 

Hand Cannoneer 45F, 50G 35 17 1/0 7 Medium 

When used properly, these fighters are a huge force multiplier. String several 
Archers behind a line of melee infantry, plop the whole formation on high 
ground, and you have a heck of a defense. 

Archers also make great interdiction units. Send small bands of them to the 

fringes of the enemy’s camp and attack Villagers as they transit to the woods, 

Farms, or Mines. Remember that crippling an enemy’s economy is the most 

effective way to bring him to his knees. 

Cavalry Archer 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Cavalry Archer 40W, 70G 50 6 0/0 3 Fast 

Heavy 
Cavalry Archer 40W, 70G 60 7 1/0 4 Fast 

Cavalry Archers are best used as fast Archers. They often serve the same pur- 

pose in a Line Formation with Heavy Cavalry as foot Archers do in a similar 

Line Formation with melee infantry. Obviously, Cavalry Archers are great for 

raiding parties and super for wiping out Villagers. However, avoid foot Archers 

and enemy Heavy Cavalry like the plague. 

Skirmisher 

Hit Attack Armor/ 
Name Cost Points Points Pierce Armor Range Speed 

Skirmisher 25F, 35W 30 2 0/3 4 Medium 

Elite Skirmisher 25F, 35W 35 3 0/4 5 Medium 

Skirmishers are to Archers as Pikemen are to the Cavalry. Use these folks to 
take out enemy projectile pushers. They have the piercing armor to take a few 
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Archer hits and keep on ticking, and they receive a bonus when attacking 

Archers. Pure and simple, these folks were made for tromping Archers. 

Archer Unique Units 
Archer unique units are a devastating force. Each of these units has specific 

bonuses that make them a fearsome enemy. Some, like the Chu Ko Nu, fire 

much more rapidly than typical Archers, while others, like the Long Bowman, 

have a long reach. Whatever their specialty, these are some of the most useful 
warriors in the game. 

Chu Ko Nu 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Chu Ko Nu 40W, 35G 45 8 0/0 4 Medium 

Elite Chu Ko Nu 40W, 35G 50 8 0/0 4 Medium 

Although the Chu Ko Nu’s mediocre attack and range would seem to make 
them a weak unit, they have an attribute that makes them quite strong 

indeed—they fire much more rapidly than the Archers in other civilizations. 

Their rapid-fire capability not only makes them devastating but also makes 
them a good value. Five Chu Ko Nu can lay down as much feather as twice 

the number of Arbalests. 

Janissary 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Janissary 60F, 55G 35 15 1/0 8 Medium 

Elite Janissary 60F, 55G 40 18 2/0 8 Medium 

A darn fine “Archer,” the Janissary has two drawbacks: it’s expensive—one 

of the most expensive unique units—and its accuracy decreases with range. 

Nevertheless, its crushing attack and excellent range make it a natural back-line 

inhabitant, and a not-too-shabby building breaker. 

Longbowman 

The Longbowman is an excellent unit. It’s inexpensive and has the longest 

range of any Archer not powered by gunpowder. The unit’s drawback is its 
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attack, which at a meager five to six points is the same as a Crossbowman or 
an Arbalest. Even so, the Crossbowman and Arbalest can’t damage what they 

can’t reach, and the Elite Longbowman has the reach on both units. 

Name Cost 

Longbowman 35W, 40G 

Elite Longbowman 35W, 40G 

Mangudai 

Name Cost 

Mangudai 55W, 65G 

Elite Mangudai 55W, 65G 

Hit 
Points 

35 

40 

Hit 

Points 

60 

60 

Attack 

Points 

6 

i 

Attack 

Points 

6 

8 

Armor/ 
Pierce Armor Range Speed 

0/0 

Armor/ 

5 Medium 

6 Medium 

Pierce Armor Range Speed 

0/0 4 Fast 

4 Fast 

The Mangudai are the bane of enemy siege weapons. Not only do the Mangudai 
have the speed to sweep around the enemy flanks, but they also have the 

power, range, and bonus to destroy the siege weapons once they arrive in their 

location. When they are not busy destroying Onagers, the Mangudai make great 

Figure 14-5 A tired Villager and pious Monk confer on what tragedy 
might befall them next. 

WU 

units to harass and 

kill enemy Villagers. 

Miscella- 

neous Foot 
Folk 
The Villager and 

Monk, shown in 

Figure 14-5, don’t fit 

into a convenient 

category. Accordingly, 
we gave them their 

own. 



Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Monk 100G 30 0 0/0 9 Slow 

Monks are insidiously valuable. As I’ve said before, their conversion ability is 

alluring, but they are often more useful in the center of a Box Formation heal- 
ing the warriors that surround them. 

Villager 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Villager 50F 25 3 0/0 0 Slow 

Create lots of Villagers and protect them. Provide every technical upgrade 
available for them. The Villagers are the weakest units in the game, but the 
resources they gather are the key to your success. 

Cavalry 
Cavalry (as shown in 

Figure 14-6) are the 
mobile warriors of 

medieval times. They 

may be used for any- 

thing from shock 

troops to light, fast 
raiders. In this section, 

we'll discuss three 
types: horse Cavalry, 

Camels, and unique 

units. Figure 14-6 A reunion of famous Cavalry folks. 
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Horse Cavalry 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Scout Cavalry 80F 45 3 0/2 0 Medium 

Light Cavalry 80F 78 a 0/2 0 Fast 

Knight 60F, 75G 100 10 2/2 0 Fast 

Cavalier 60F, 75G 120 12 2/2 0 Fast 

Paladin 60F, 75G 160 14 2/3 0 Fast 

The horses are a disparate lot. Light Cavalry and Scout Cavalry are great at 

galloping around the enemy flanks and falling on the opposing Archers or 

siege engines in the rear areas. Heavy Cavalry, such as Knights, Paladins, and 

Cavaliers, are great for annihilating enemy foot soldiers. The Paladin and Cavalier 

are successful at destroying buildings. They don’t receive any bonuses for this, 

but their 14-point attack is significantly better than most infantry’s attack rating. 

But don’t forget, the horses hate Pikemen. 

Camel 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Camel 55F, 60G 100 5 0/0 0 Fast 

Heavy Camel 55F, 60G 120 7 0/0 0 Fast 

Camels are good for one thing—killing Cavalry. Their attack is weak against 
buildings, and their lack of armor makes them vulnerable to infantry and 

Archers. They can, however, severely injure a horse. 

Cavalry Unique Units 
Obviously the most powerful Cavalry available, these unique units are a benefit 

to any army. Read on to learn some tips for employing them. 

Cataphract 

Hit Attack Armor/ 
Name Cost Points Points Pierce Armor Range Speed 

Cataphract 70F, 75G 110 9 2/1 0 Fast 

Elite Cataphract 70F, 75G 150 2 2/1 0 Fast 



Cataphracts are perhaps the best infantry killers in the game, aside from area 

effect siege weapons. They are fast, so they close in quickly before the enemy 

can run away, and they can easily escape when the need arises. On the down- 

side, they are very expensive. Form small raiding parties (for example, five to 
six Cataphracts) of these units to descend on unsuspecting bands of enemy 

soldiers. 

War Elephant 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

War Elephant 200F, 75G 450 15 1/2 0 Slow 

Elite War Elephant 200F, 75G 600 20 1/3 0 Slow 

The War Elephant is the ultimate armored building demolition machine. 

Elephants don’t inflict as much damage as siege engines, but they are much 
tougher. They are also a heck of a lot more expensive. In all, they are one of 

the weakest “buck per bash” unique units in the game. 

Mameluke 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Mameluke 55F, 85G 65 7 0/0 3 Fast 

Elite Mameluke  55F, 85G 80 10 1/0 3 Fast 

I love these guys. Think of them as Throwing Axemen on Camels. They are 

lethal to enemy Cavalry and work best when placed behind a line of Heavy 

Camels. 

Siege Weapons 
Siege engines are the artillery and heavy weapons of medieval times. I divide 

them into two types: area effect weapons, which launch ammunition that affects 
a wide area on impact, and anti-building, siege engines that are best used against 

enemy fortifications (as shown in Figure 14-7). 
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Area Effect Weapons 

Name Cost 

Scorpion 75W, 75G 

Heavy Scorpion 75W, 75G 

Mangonel 160W, 135G 

Onager 160W, 135G 

Siege Onager 160W, 135G 

Hit 
Points 

40 

50 

50 

60 

70 

Attack 

Points 

12 

16 

40 

50 

75 

7 a ee II 

Armor/ 
Pierce Armor Range Speed 

0/6 5 Slow 

0/7 5 Slow 

0/6 7 Slow 

0/7 8 Slow 

0/8 8 Slow 

Area effect weapons are most successful against enemy foot soldiers and 

Archers. These machines destroy anything you can catch in the open. They are 

not so impressive when fighting the faster enemies in the game, although re- 

Figure 14-7 A Trebuchet launches on an enemy fortification. 

Anti-Building Weapons 

Name Cost 

Bombard 
Cannon 225W, 225G 

Battering Ram 160W, 75G 

Capped Ram 160W, 75G 

Siege Ram 160W, 75G 

Hit 

Points 

50 

175 

200 

270 

Ith 

40 

2 

3 

4 

Attack 

Points 

searching Ballistics 

improves this capa- 
bility. They perform 

well when placed 

behind your lines in 

support of a fixed 
defense, but remem- 

ber—friendly fire isn’t 

friendly. A burst from 

an Onager is so strong 

that it will kill friend 

as well as foe, so it’s 

best to target the 
enemy Archer in his 

rear areas to avoid 
accidentally killing 
your own troops. 

Armor/ 
Pierce Armor Range Speed 

2/5 12 Slow 

0/180 0 Slow 

0/190 0 Slow 

0/195 0 Slow 
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Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Trebuchet 
(packed) 200W, 200G 150 0 2/8 0 Slow 

Trebuchet 
(unpacked) 200W, 200G 150 200 1/150 16 Slow 

Obviously, these units are meant for destroying buildings. Protect the Ram types 

with infantry or Cavalry, as they are sure to draw a crowd. Try to employ the 

others—especially the Trebuchet—at range. A single Trebuchet, used wisely, 

can dismantle an entire camp. By the way, if you are on the receiving end of 

one of these siege weapon’s attentions, the best way to escape is to quickly 

send out some of your Cavalry to destroy them. 

Ships 
Ships, shown in Fig- 

ure 14-8, serve several 

useful functions in 

Age of Empires I. 

They fish and protect 

ships that fish, they 

transport troops, and 

they bombard shore 

facilities. There are 

four categories of 

ships: Miscellaneous, 

Galleys and Galleons, 

Fire Ships and Demo- 

lition Ships, and Figure 14-8 A fleet is an impressive weapon. 
unique units. 

Miscellaneous Ships 

Hit Attack Armor/ 
Name Cost Points Points Pierce Armor Range Speed 

Fishing Ship 75W 60 0 0/4 0 Medium 

Trade Cog 100W, 50G 80 0 0/6 0 Fast 

Transport Ship 125W 100 0 4/8 0 Fast 
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These ships need to be protected, as each ship has an important mission in the 

game. And of course, it’s important to protect the Fishermen and the food they 

reap. The Trade Cogs, on the other hand, are basically Trade Carts with sails. 

The farther they travel, the more money they make. Unfortunately, distant 

travel is fraught with danger. Make sure you escort them with Fire Ships and 

Galleys. 

Galleys and Galleons 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Galley 90W, 30G 120 6 0/6 5 Fast 

War Galley 90W, 30G 135 7 0/6 6 Fast 

Galleon 90W, 30G 165 8 0/8 7 Fast 

Cannon 
Galleon 200W, 150G 120 35 0/6 13 Medium 

Elite Cannon 
Galleon 200W, 150G 150 45 0/8 15 Medium 

The Galleys and Galleons are sea attack units with the most extensive ranges. 

Yes, Fire Ships can shoot a couple of tiles, but that is puny compared to the 
Elite Cannon Galleon’s 15-tile range. Use the Cannon boats to demolish shore 

facilities, and use the Galleys for sea control. Make sure that you escort both 

with Fire Ships. 

Fire Ships and Demolition Ships 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Fire Ship 75W, 45G 100 2 0/6 2 Fast 

Fast Fire Ship 75W, 45G 120 3 0/8 2 Fast 

Demolition 
Shi 70W, 50G 50 110 0/3 0 Fast 

Heavy 
Demolition Ship 70W, 50G 60 140 0/5 0 Fast 

These are anti-ship ships. Both are too fast for Galley and Galleons’ weapons 

to track them with any accuracy. They are great for sneaking up on those pow- 

erful ships and bringing them down. The Demolition Ships are also devastating 

weapons against Docks. And you can get all of this damage for about a third 

of the cost of a Cannon Galleon. What a deal! 
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Unique Units 

Hit Attack Armor/ 

Name Cost Points Points Pierce Armor Range Speed 

Longboat 100W, 50G 130 if 0/6 6 Fast 

Elite 
Longboat 100W, 50G 160 8 0/8 7 Fast 

These Ships are an excellent choice if you want to control the sea. They are 

relatively inexpensive, so Vikings can field a formidable fleet of these quick 
and capable Ships. Equally adept at both anti-ship and anti-shore combat, 

Longboats are a valuable addition to the fleet. 

Buildings 
All immobile units—from Walls and Fish Traps to Monasteries and Wonders— 

are buildings. Microsoft divides the buildings in Age of Empires II into two 

categories: economic structures and military structures. The first category com- 

prises resource-related facilities and advanced technology and cultural centers. 
Military structures consist of everything else—defenses and military unit pro- 
duction facilities. For your convenience, the following buildings are grouped 

under four subcategories. 

Resource-Related Facilities 

Hit Attack 

Name Age Cost Points Points Garrison Range 

Town Center Il 275W 2400 5 15 6 

House | 30W 900 0 0 0 

Mill | 100W 1000 0 0 0 

Mining Camp | 100W 1000 0 0 0 

Lumber Camp | 100W 1000 0 0 0 

Dock l 150W 1800 0 0 0 

Farm | 60W 480 0 0 0 

Fish Trap I 100W 50 0 0 0 

Market II 175W 2100 0 0 0 
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You might be the best general in the world, but without resources you're not 

going to make it very far. Consider two things in regard to these buildings (as 
shown in Figure 14-9): proximity and basic technologies. To reduce the travel 

time of your Villagers from distant Gold, Stone, and Lumber sources to the 
Town Center, build Stone Camps and Lumber Camps near those sites. Plant 

Farms near the Mill 
and Town Center. As 

far as your most basic 

technologies—those 

that affect gathering 

abilities at the Mill 
and Town Center— 

are concerned, re- 

search as many of 

these as possible. 

Tools like the Wheel- 
barrow, Horse Collar, 

and Trade Cart will 
quicken the collec- 

Figure 14-9 An economic stronghold of Imperial quality. tion process greatly. 

Advanced Technology and Cultural Centers 
Once a hefty stockpile of resources and an efficient production system are in 

place, it’s time to worry about the advanced technology and cultural centers. 

Blacksmiths and Universities are important for researching weapon upgrades— 

always a must for victory. Because of their value, it’s best to situate these build- 

ings next to armed structures such as Towers, Castles, and Town Centers. 

These will provide adequate protection from invaders. 

Technology and Cultural Centers 

Hit Attack 

Name Age Cost Points Points Garrison Range 

Blacksmith Il 150W 2100 0 0 0 

Monastery Il 175W 2100 0 10 0 

University IIl 200W 2100 0 0 0 

Wonder IV 1000W, 1000S, 4800 0 0 0 
1000G 
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Defenses 
Defenses are probably the least important subcategory. Aggressive play is often 

more important to winning than building a fortress is. However, rather than 

wasting resources on such defenses as Walls, it’s better to invest in constructing 
Towers near the outer edge of your town. You should also place them at Gold 
sites and near enemy territory. You’d be surprised how many enemy Villagers 

can be slain this way. 

Defenses 

Name Age 

Palisade Wall | 

Gate Il 

Stone Wall Il 

Fortified Wall III 

Outpost | 

Watch Tower Il 

Guard Tower III 

Keep IV 

Bombard Tower IV 

Cost 

2W 

30S 

5S 

5S 

25W, 25S 

1255, 25W 

1258, 25W 

1255, 25W 

125S, 100G 

Hit 
Points 

250 

2750 

1800 

3000 

500 

1020 

1500 

2250 

2220 

Attack 

Points 

Military Unit Production Facilities 
These buildings 
(shown in Figure 14-10) 

are in charge of pro- 

ducing warriors. The 
only structure capable 

of defending itself, 

though, is the Castle. 

Protect the other 

buildings not by erect- 
ing Towers, but by 

garrisoning infantry 

inside each of these 
structures. When a 

horde of enemies ap- 

proaches, dispatch Figure 14-10 These buildings are responsible for creating your army. 
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your units to clean up the ruckus. Note that troops cannot be garrisoned in the 

Barracks, Stable, Archery Range, and Siege Workshop unless a Gather Point is 

set on these buildings while the units are being created. 

Military Production Facilities 

Hit Attack 

Name Age Cost Points Points Garrison Range 

Barracks l 175W 1200 0 10 0 

Stable II 175W 1500 0 10 0 

Archery Range II 175W 1500 0 10 0 

Castle III 650S 4800 11 20 8 

Siege Workshop III 200W 2100 0 0 0 

Technologies 
Many of us today can’t imagine life without technology. Well, medieval people 
did not have our technological conveniences, but they knew what it took to 

win a war. And you'd better believe—just like today—technology was the bot- 

tom line in staging successful campaigns. So get your Blacksmith hammering, 
your Monks converting, and your eyeballs scanning if you’re planning on be- 

coming the next Charlemagne. 

Building Technologies 

Name Age Cost Notes 

Town Watch II 75F +4 building LOS 

Town Patrol IIl 300F, 200G +4 building LOS 

Masonry ll 175W, 150S Increases building HPs/armor 

Architecture IV 200W, 300S Increases building HPs/armor 

Treadmill Crane III 200W, 300S +20% Villager build speed 

Hoardings IV 400W, 400S +1000 Castle HPs 

Building technologies have three functions: expand a structure’s line of sight, 
make edifices sturdier, or increase Villager building speeds. Although many 

contests can be won without these aids, they do make things a lot easier. 



Against tough, aggres- 

sive opponents, in- 

vestment in Masonry 

and Architecture at 

the University (shown 

in Figure 14-11) is not 

a bad idea. Hoardings 

is essential in Regicide 

matches, when the 

King is protected by 

being stashed inside 

his Castle. 

Economy and Trade Figure 14-11 Research building technologies at the University to 
Technologies make structures sturdier. 

Name Age Cost Notes 

Loom | 50G +15 Villager HPs; +1/+1P armor 

Wheelbarrow Il 175F, 50W +10%Villager speed; 
+25% Villager capacity 

Hand Cart ll 300F, 200W +10% Villager speed; 
+50% Villager capacity 

Gold Mining II 100F, 75W +15% gold-mining speed 

Gold Shaft Mining ll 200F, 150W +15% gold-mining speed 

Stone Mining Il 100F, 75W +15% stone-mining speed 

Stone Shaft Mining Ill 200F, 150W +15% stone-mining speed 

Double-Bit Axe II 100F, 50W +20% wood-chopping speed 

Bow Saw III 150F, 100W +20% wood-chopping speed 

Two-Man Saw IV 300F, 200W +10% wood-chopping speed 

Horse Collar II 75F, 75W Farm +75 food 

Heavy Plow II 125F, 125W Farm +125 food; 
+1 Villager food capacity 

Crop Rotation IV 250F, 250W Farm +175 food 

Coinage II 150F, 50G Decreases tribute fee to 20% 

Banking III 200F, 100G No tribute fee 

Guilds IV 300F, 200G Decreases trading fee to 15% 

Cartography II 100F, 100G See ally LOS and exploration 

Conscription IV 150F, 150G +33% unit creation speed at Barracks, 
Stable, Archery Range, and Castle 

Spies/Treason IV 200G per enemy Villager/ See enemy LOS and exploration/ 
400G per use see enemy King’s locations 

Sappers IV 400F, 200G Villagers +15 attack vs. buildings 
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All resource gathering and production technologies are a must. Don’t expect to 

win a single mission without economic and trade technologies like the Wheel- 

barrow, Hand Cart, and Gold Mining. Trading technologies are not as impor- 
tant for civilizations with built-in resource enhancements as for those without. 

However, they come 

in extremely handy 

for those situations in 

which you find your- 

self with an imbal- 

ance of goods. 
Trading for Gold at 

the Market (shown in 

Figure 14-12) is often 

necessary in Death 

Matches. Spies/Trea- 

son is an indispens- 

able technology 

when playing Regi- 
Figure 14-12 Trade technologies at the Market can increase your cide matches. 
Gold. 

Monk Technologies 

Name Age Cost Notes 

Fervor ll 140G +15% Monk speed 

Sanctity IIl 120G +50% Monk HPs 

Redemption II 475G Convert buildings (except Walls, Gates, Town 
Centers, Monasteries, Castles, Farms, Fish Traps, 
Wonders), all siege units 

Atonement Ill 325G Convert other Monks 

Illumination IV 120G +50% Monk rejuvenation speed 

Faith IV 750F, 1000G +50% conversion resistance 

Block Printing IV 200G +3 conversion range 



Not all civilizations 
have access to these 
technologies. In fact, 

only the Byzantines, 

Japanese, Saracens, 

and Teutons can use 

all seven of these 

abilities. Try to re- 
search as many of 

these technologies as 

possible. Because of 
the Monk’s slow 

speed, Fervor and 

Sanctity gained at the Figure 14-13 Research Fervor at the Monastery to jump-start your 
Monastery (shown in slowpoke Monks. 

Figure 14-13) are al- 
ways wise choices. 

Conversion aids, such 

as Redemption and 
Block Printing, are 

ideal for special operations. 

Infantry Technologies 

Name Age Cost Notes 

Tracking II 75F +2 infantry LOS 

Squires III 200F +10% infantry speed 

Scale Mail Armor Il 100F +1/+1P infantry armor 

Chain Mail Armor III 200F, 100G +1/+1P infantry armor 

Plate Mail Armor IV 300F, 150G +1/+2P infantry armor 

Forging Il 150F +1 infantry/Cavalry attack 

Iron Casting Ill 220F, 120G +1 infantry/Cavalry attack 

Blast Furnace IV 275F, 225G +2 infantry/Cavalry attack 
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Infantry technologies are important but not critical advancements. Certainly, if 

you have enough time, you'll want to research every technology available to 

your civilization, in- 

cluding the infantry 

technologies at the 
Blacksmith (shown in 

Figure 14-14). On the 

other hand, you 

should concentrate 
your research first on 

economics and sec- 

ond on technologies 

that enhance the 

most units. 

Figure 14-14 Researching infantry technologies at the Blacksmith 
can help these folks fight better. 

Missile/Siege Technologies 

Name 

Fletching 

Bodkin Arrow 

Bracer 

Padded Archer Armor 

Leather Archer Armor 

Ring Archer Armor 

Ballistics 

Murder Holes 

Heated Shot 

Chemistry 

Siege Engineers 

Age 

ll 

Cost 

100F, 50G 

200F, 100G 

300F, 200G 

100F 

150F, 150G 

250F, 250G 

300W, 175G 

200F, 200S 

350F, 100G 

300F, 200G 

500F, 600W 
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Notes 

+1 attack/range for Archers, Cavalry Ar- 
chers, Galleys, Longboats, Town Centers, 
Castles, Towers 

+1 attack/range for Archers, Cavalry Ar- 
chers, Galleys, Longboats, Town Centers, 
Castles, Towers 

+1 attack/range for Archers, Cavalry Ar- 
chers, Galleys, Longboats, Town Centers, 
Castles, Towers 

+1/+1P Archer and Cavalry Archer armor 

+1/+1P Archer and Cavalry Archer armor 

+1/+2P Archer and Cavalry Archer armor 

Track moving units 

No minimum Tower/Castle range (except 
Bombard Towers) 

+50% Tower attack vs. Ships 

+1 missile attack (except gunpowder 
units); enables gunpowder units to be 
researched 

+1 siege range (except Rams); +20% siege 
unit attack vs. buildings 



Missile and siege 

weapon technologies 
are second only to 

economic technolo- 

gies. Many of the mis- 

sile technologies 

offered at the Archery 

Range (shown in Fig- 

ure 14-15) affect mul- 

tiple units and 

multiple types of 
units, making it sig- 

nificant research. The 

four most important Figure 14-15 Upgrades at the Archery Range not only help 
are Fletching, Bodkin Longbowmen, but they aid Galleys as well. 

Arrow, Bracer, and 

Ballistics. 

Cavalry Technologies 

Name Age Cost Notes 

Husbandry III 250F +10% Cavalry speed 

Scale Barding Armor II 150F +1/+1P Cavalry armor 

Chain Barding Armor III 250F, 150G +1/+1P Cavalry armor 

Plate Barding Armor IV 350F, 200G +1/+2P Cavalry armor 

Cavalry technologies 

fall into the same 
category as the infan- 

try technologies—they 
are nice to have but 

not critical. Perhaps 

the most important is 

Husbandry, which is 
available at the Stable 
(shown in Figure 

14-16). The Cavalry’s 
strength is speed, so 

Figure 14-16 Speed upgrades found at the Stable are the best for 
Cavalry. 
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Figure 14-17 Building a fleet of Ships is cheaper after researching 
Shipwright at the Dock. 

j es ee II 

anything that enhances that is useful. There is nothing better than a horde of 

fast Cavalry. 

Ship Technologies 

Name 

Careening 

Dry Dock 

Shipwright 

Cost 

250F, 150G 

600F, 400G 

1000F, 300G 

The Final Upgrade 
Okay, that’s it—the quick tips on the people, places, and things of Age of Em- 
pires II: The Age of Kings. Continue reading to learn how to put all of this infor- 

mation to use in a game of Age of Empires II. 

+1P armor; +5 Transport Ship capacity 

eee speed; +10 Transport Ship 

-20% Wood to build Ships 

Ship technologies are 
more important for 

seafaring civilizations 
such as the Japanese 

than they are for 
other civilizations. 

Shipwright—available 

at the Dock (shown 

in Figure 14-17)}—is 

the most significant 

Ship technology to 

invest in. It allows 
you to save money 
on Ships, which in 

turn allows you to 

build more. 
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Microsoft Age of Empires II is a tough game, but that’s what makes it so darn 

addictive. Simple games come and go, but it’s the challenging games that stay 

on hard drives month after month. To play well, you need more than a walk- 

through that shows where to position yur troops and in what order to con- 

quer your enemies. You need a strong grasp of the basic techniques necessary 

to prosper and succeed in the Age of Kings. 

That’s what this chapter is all about. In previous chapters, I have often told 

you when and where to attack a Castle, formation, or other enemy objects, 

but—ainless it was a unique situation—I haven't said how. Well, this is where I 
say how. So come along; it’s time to learn how to win the battles you need to 

fight and build the buildings you need to win. 

Economics and Technology 
It’s strange that a game 

about military con- 

quest often hinges on 
economics and tech- 

nological research. 

Ignoring the economic 

facets of life in Age of 
Empires II will lead to 

defeat as surely as 

attacking a horde of 

Pikemen with Heavy 

Camels will. Here are 

a couple of tips to 

keep those proverbial 

Pikemen at bay and 

your city booming (as 

shown in Figure 15-1). 

Figure 15-1 A booming economy is the key to victory. 
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Villagers Rule 
Villagers are the most important units in the game. Without them, nothing can 
be built, farmed, or repaired. That may seem obvious, but nevertheless, one of 

Note: So, how many Villagers is enough? 
Unfortunately, it varies depending on the 
type of mission and the Age. The more 
sophisticated the Age, the more 
expensive the units, and hence more 
Villagers are required. While there is no 
rule written in Stone—Stone is too 
expensive to write on—a little bit of 
common sense goes a long way. If you 
are drumming your fingers on the 
keyboard, washing your monitor, or falling 
asleep while you are waiting for enough 
resources to be gathered in order to build 
your next unit, you need to have more 
Villagers (as shown in Figure 15-2) 
collecting those resources. 

the most common mistakes real-time 

strategy neophytes commit is not produc- 

ing enough Villagers. To put it simply, 

don’t scrimp. When you're playing a mis- 

sion that requires unit production, sum- 

mon enough Villagers to rapidly grow 

your economy. 

The following list gives you basic 

guidelines as to how many Villagers 
you'll need to support a medium to 
large economy: 

Dark Age 8 Villagers 

Feudal Age 13 Villagers 

Castle Age 19 Villagers 

Imperial Age 25 Villagers 

Certainly, it’s possible—depending 
on the particular mission, resources, and civilization—to succeed with less or to 

require more Villagers, but the above numbers are good baseline figures. 

Now that you 

know how many Vil- 
lagers to produce, 

what should they be 

doing once you have 

them? In general, 40 

percent of the Villag- 
ers should be gather- 

ing Food, and the 

rest should be equally 
distributed between 

collecting Gold, 
Wood, and Stone. 

These percentages 

will change Figure 15-2 It takes quite a few Villagers to support an economy. 
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depending upon the Age, the mission, 

and your own troop preferences. For ex- 
ample, seafaring missions require more 

Wood, and Imperial Age missions require 
more Stone. Melee units, such as the Long 

Swordsman, Man-at-Arms, Two-Handed 

Swordsman, Champion, Knight, Pikeman, 

Spearman, and Skirmisher, all require 

Food, as shown in Figure 15-3. 
Archers—and their many subcate- 

gories—do not. Nei- 

ther do the multiple 
types of siege engines. 

Food is used for 

more research and 

unit-building than any 

other type of resource, 
so it’s critical to keep 

a steady supply flow- 

ing into your Mills. 
Don’t, however, un- 

derestimate the power 
of Gold. By trading in 

the Market, you can 

turn a healthy supply 

of Gold into any com- 
modity that you desire. 

Click to select 

Figure 15-3 

And Buildings Are 
Their Weapon of Choice 
A significant factor in an empire’s economy 

is the placement of buildings. How quickly 

Note: You should also avoid scrimping on 
the Villager-related research. That 
research, like the Villagers it enhances, is 

the most important research in the game. 
Research the Loom as soon as you begin 
the game. By the same token, the 
Wheelbarrow and Horse Collar should be 
the first technologies your scientists study 
upon entering the Feudal Age. 

It takes a lot of chow to keep the troops going. 

Tip: Gold is a valuable resource. It is, 
however, difficult to make it the mainstay 
of your existence. It’s best to use Gold to 
buy the extra materials needed for 
research or for advancing to the next Age. 

Villagers move, chop, dig, and hunt is governed by their civilizations and their 

upgrades, but how far they have to move is governed by their master—in other 

words, you. 

Place destination buildings adjacent to their raw resources. Mining Camps 
should touch the Gold or Stone supplying them, Mills should be plopped in 
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Tip: Don’t forget the Markets. Not only do 
they allow you to buy and sell 
commodities, but they also generate 
income through trade routes. 
Unfortunately, it doesn’t really help to 
build your Market adjacent to an ally’s 
Market. Yes, the Trade Cart will make 
more trips between the two Markets, but 
it will also generate less income per trip. 
The Market's best location, as shown in 
Figure 15-4, is close to your Gate (if you 
have one) but not so close as to draw the 
fire of unfriendly siege weapons. 

Figure 15-4 Place Markets close to your Gates, but not too close. 

Tip: The more Villagers you have 
constructing a building, the faster it will be 
erected. Each Villager cuts the build time 
by 33 percent, so although using more 
Villagers always helps, you will reach a 
practical point of diminishing returns 
where additional Villagers could be better 
employed elsewhere. Three Villagers is 
sufficient for most jobs. Double that 
number if you’re building a Wonder. 
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the middle of the Farms and herds, and 

Lumber Camps work best when they are 

adjacent to the forests from which they 
gather Wood. 

What to Do, What to Do 
Well, you know where to put your build- 

ings, but which buildings should you 
place first? As with everything else in Age 

of Empires II, there is no simple answer, 

but there are some sound rules to follow. 

Build your economy first. Don’t worry 

about erecting a Bar- 
racks until you have 

the buildings needed 

to run the economy. 

If your Town Center 

is located adjacent to 

all the resources, you 

won't need to build 

anything—at least not 
at first. On the other 

hand, the closest for- 

est might be quite a 
few tiles away from 

you. In that case, 

building a Lumber 

Camp adjacent to 

those woods should 
be the first order of 
the day. 

Once the economy is working well, 

construct a Barracks, Archery Range, and 

Stable. With these basic buildings, you'll 

be ready to explore the map and begin 
your first forays into enemy territories. 
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What to Research, What to Research 
In Age of Empires II, there are almost as many research paths as there are play- 

ers. What you research can often be a matter of personal preference. Neverthe- 

less, there are some important research points to remember. 

As I said before, general economic upgrades are the most important items 

to research in the early game. Anything that speeds production—across the 

board—is an important technology. In missions where you begin with few re- 

sources other than Villagers, research Wheelbarrow and, once the Mill is built, 

Horse Collar technologies. By the same token, study Hand Cart, Heavy Plow, 

and Crop Rotation when available. Food is a nearly universal need, so any 

technology that increases its availability is valuable. 

Perhaps the next most important research topic is Gold Mining and Gold 

Shaft Mining. Gaining this technology enhances access to material that helps 

you in every facet of your civilization. Gold is the universal product; increasing 
its availability helps universally. 

If playing with allies, the most important Feudal Age technology is Cartog- 

raphy. Knowledge is a weapon, and knowledge of the map’s layout is a valu- 
able weapon indeed. If you have no allies, the most valuable Feudal technology 

is Fletching. I’m not saying this just because I have a weakness for Archers—al- 
though, when they are properly guarded, they are an excellent Feudal unit—but 

rather because the Fletching technology affects the most units. In the Feudal 

Age, Fletching enhances Archers, Watch Towers, and Town Centers. Upgrading 

to the Castle Age adds the Cavalry Archer and War Galley to the list (for appli- 

cable civilizations). Similarly, Ballistics is the crucial topic of study during the 
Castle Age. Ballistics research allows all units—Crossbowmen, Cavalry Archers, 

Mangonels, Scorpions, War Galleys, Fire Ships, and the plethora of ranged at- 

tack unique units—to more accurately target moving units. 

Moving into the Imperial Age, players should target their Universities at 

Chemistry research. No, it doesn’t affect the most units—that award goes to 
Bracer technology—but Chemistry is the research basis for three of the most 

virulent weapons in all of Age of Empires II: the Bombard Tower, the Elite Can- 

non Galleon, and the Bombard Cannon. 

Fighting the Good Fight: Combat 
Sooner or later you are going to fight. To win the game, you must force your 

will on the other player, and to do that, you must fight. Although the tactics in 

Age of Empires II are as varied as the units and terrain they fight on, there are 

nonetheless some basic tenets of combat. 
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Know Your Civilization 
All Age of Empires IT civilizations are created equally. They are not, however, 

created identically. That makes the game fun, but it also makes it a challenge. 

To be successful, you must know the civilization you lead. For example, En- 

glish Longbowmen have an awesome range, yet Saracen Archers—due to the 
civilization’s advantage—inflict more damage on buildings. Byzantines, with 
their buildings’ hit point advantage, appear to be strictly defensive. Their Monks, 

however, heal their targets faster than Monks of any other civilization, making 
their charges harder to kill. 

The advantages of battle do not end when the arrows stop flying. You need 

to plan how best to use a civilization’s advantages. Asking the Mongols to farm 
for their Food is inefficient; their Villagers are much better at hunting (as 

shown in Figure 

15-5). The Japanese 
are similar; their 

Fishing Ships collect 

Food quickly, so it 

would be wasteful to 

attempt to feed the 
Japanese population 

with farm produce. 

Spend some time 

with the game’s ex- 

cellent user manual, 

and study the civili- 

zation you intend to 

Figure 15-5 The Mongols are hunters—not farmers. play. 

Know Your Troops 
Not only is it important to know your civilization, but you must know your 

troops. This includes both the troops specific to your chosen civilization and 

the generic soldiers to which each civilization has access. The game comes 

with an excellent reference card that gives you a great deal of information. 

Again, unlike many first-generation real-time strategy games, Age of Em- 

pires II: The Age of Kings doesn’t lend itself to mindless horde attacks. Twenty 

Swordsmen inflict less damage on a troop of mounted Knights than 10 Pikemen 
do. Conversely, those Pikemen are little more than targets for a handful of Men- 
at-Arms backed by a few Archers. 

Af. 



Rules of Thumb for Ground Units 
It’s confusing, but here are some simplified rules of thumb to help you use the 
right unit for the right job. 

e Sword swingers, who include Militia and all their upgrades, are good 

for destroying buildings, slaying Cavalry, and protecting your ranged 

units. With the notable exception of the Samurai, Huskarl, and Woad 

Raider, they are pretty lame Archer killers. There are more special units 
in this category than in any other. Samurai attack more frequently than 

any other infantry unit and are 

death to other unique units. On the : : 
other hand, the Teutonic Knights Tip: Don’t underestimate or ignore the 

i Berserk’s healing ability. Two formations 
of Berserks are a formidable opponent to 
any enemy. One formation fights while 

have a slower attack that causes 

greater damage to the unlucky 

recipient. The Franks’ Throwing the other heals. When the first formation 
Axeman is the only infantry unit gets injured, you can direct it to retreat 
with a ranged attack, making it and bring forward the formation that was 

effective against Archers and healing itself. 

Swordsmen alike, while the Viking’s 

Berserk heals itself. 

Spear wielders, who include Spearmen and Pikemen, are top-notch 

against Cavalry (as shown in Figure 15-6) but weak against most other 

units. They work well on the outside of an Archer-centered Box Forma- 

tion, where 

they can keep 
Cavalry units 

at bay while 
the Archers 

stuff the en- 

emy horses 

with arrows. 

Skirmishers 

are one of the 

best units to 

take down Ar- 

chers. Don’t 

forget, how- 

ever, that bet- Figure 15-6 A line of Pikemen is a formidable opponent for any Cav- 

ter Archers are alry unit. 

-Warning you are being attacked!!! 

‘Ih 
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also a smart way to slay enemy arrow slingers. If your Archers have a 
range advantage over the opposition’s Archers, you can eliminate them 
with relative impunity. 

Archers, including Chu Ko Nu, are good against most anything that 

their arrows can touch. They are especially successful when they are bat- 

tling against foot soldiers (Skirmishers excepted). A good anti-Archer tac- 

tic is to engage the bowmen in combat with your infantry and Archers, 

and then sweep around the enemy’s flank with your Cavalry and fall on 
the enemy Archers. No Archer lasts long against melee-type Cavalry. 

Cavalry are a disparate lot. Cavalry Archers, Mangudai, and to a large 

extent Mamelukes, can best be described as speedy Archers, while other 
Cavalry forces have a variety of roles. Light Cavalry are the bane of Ar- 
chers, Monks, and siege weapons. The Light Cavalry’s speed enables 

them to ride around the opposing army’s flanks and swoop down on 

the hapless rear echelon units (such as Archers, Monks, and siege 
engines). Heavy Cavalry, such as the Knight, Cavalier, Paladin, and 

Cataphract, are great against non-Pikeman infantry and other Cavalry. 

The heavy units are super for crushing Archer formations—they can 
close in rapidly and are poison to the Archers once they are adjacent to 
them. Finally, use Camels against European Knights. 

Elephants are a unique breed. They are lethal to tightly packed forma- 
tions of infantry. On the other hand, they suffer the same disadvantages 

as most mounted units when they are squaring off against Pikemen. 

Use them to lead an assault, but only when no Pikemen are present. 

e Siege engines come in two distinct va- 

rieties: those that are good against flesh 

Tip: The only defense against area — and those that are good against Wood 
effect siege weapons is Cavalry, (and Stone). The Scorpions, Mangonels, 
especially Mangudai. If the Scorpion 
family of weapons is ravaging your 
formations, you must flank the enemy 
lines with Cavalry and then hack the 
enemy siege engine to bits. 

and Onagers are examples of the 
former. Keep them behind your front 

lines and use them to bombard dense 
formations of enemy troops. These war 

machines can decimate 30-man Box 
Formations in little more than a couple 

of shots. 

e Rams, Bombard Cannons, and Trebuchets are examples of the Stone 

killers. Use these weapons to take down the opponent's town. The 

Trebuchet should be kept well back and used to eliminate Bombard 

Towers. Bombard Cannons are great against Keeps and Guard Towers 

‘lh: 
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(as shown in Figure 15-7), while the Rams—which must be escorted to 
prevent their destruction—must directly ram the Walls they are to destroy. 

e Monks and Hand Cannoneers (including Janissaries) are the odd men 

out in this unit categorization. Monks are a valuable and often under- 

utilized unit. When converting, attempt to convert the most powerful 

enemy unit in your range. I call this getting your money’s worth. Al- 

though the conversion feature is seductive, it is not the Monks’ only 

power. 

Monks automatically heal any 
nearby friendly units that are in- 

jured. In fact, allied Monks even 

heal nearby allies, which is one of 
the only ways that computer allies 

can directly support your forces. 

Place Monks in the center of Box 
Formations, and they will do their 

level best to keep the rest of the 

formation—including each other— 
in fighting trim. A Berserk box 

filled with Monks is a scary sight. 

Hand Cannoneers are powerful, 

Tip: Villagers also make good Monks, in 
the sense that they can “heal” buildings. 
Frequently the bad guys will focus their 
attack on one side of a large building. 
Meanwhile, on the far side of the building, 
a couple of friendly Villagers with repair 
orders can fix up the structure as fast as 
the enemy tears it down, making the 
building invincible and wasting the 
enemy’s time while you garner a force to 
destroy him or her. 

and while they are inaccurate at longer ranges (greater than five tiles), 

they kick kilt in the range of two to three tiles. Janissaries are somewhat 

more accurate, 

but they share 

the same basic 

properties as 

the Hand 

Cannoneers. 

Sprinkle both 

in your forma- 

tion to destroy 

melee units, 

such as 

Swordsmen, 

before they 

get too close 
to your Archers. Figure 15-7 

er, wood from this tree- 

Several Bombard Cannons can rapidly level a Keep. 

Hi: 
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Nautical Notes 

Taming the seas is crucial for the Japanese, but it is also extremely important to 

any of the other folks in Age of Empires II. The seas produce food, the seas al- 

low trade, and the seas provide a route to outmaneuver your opponent. The 

fighting is similar to land battle, with a few notable differences. Let’s take a look 

at the combatants. 

Note: Unlike Villagers, who stand idly on 
barren Farms, Fishing Boats will flee an 
empty Fishing Trap and seek a new trap 
from which to harvest food. 

Tip: When you are exploring, whether 
with Ships or Cavalry, it’s a great time to 
use the Patrol feature in Age of Empires Il. 
Select the two explorers, click the Patrol 
button, and hold down the Shift key while 
right-clicking several areas in the mini- 
map. Release the Shift key and right-click 
in your camp. Your scouts will not only 
explore the area, but they will also 
continue to Patrol the countryside, 
providing advance warning of enemy 
incursions. 

Tip: Always seek a manner of attacking 
your opponent to which he or she cannot 
respond. If enemy Cavalry is wasting 
your Bombard Cannons, try attacking the 
enemy's Keeps from the sea. Cannon 
Galleons have a longer range and are 
very resistant to Cavalry attack...unless 
the enemy ponies learn to swim. 

‘Id 

e Fishing Ships do just what their name 

indicates. On predominantly water 

maps, such as the Archipelago, their 

contribution to the economy is crucial. 

The Fish Traps they build provide 

much more Food than Farms, and their 

tenders, for example Fishing Boats, 

take no Food to produce. Of course, 

they can also fish without traps. 

Galleys are scouts and should be used 

as such. Whenever possible send them 
exploring in pairs. One is just too easy 

a target. 

Fire Ships and Demolition Ships are the 

formation-busters of the sea. Both are 
faster than the Galleons they face. And 

although they are at a distinct disad- 

vantage when the Galleons can engage 

them in battle from afar, they are 

trouble for the Galleons at a close 

range. Accompany your Galleons with 

at least a couple of Fire Ships. 

War Galleys and Galleons are the bread 

and butter of naval warfare, and the 

heart of any fleet. War Galleys have 

good range, Galleons have darn good 

range, and the versions equipped with 

Cannons—especially the Elite Cannon 

Galleons—have nearly the best range in 

the game, second only to the Trebuchet. 

Although the Cannon Galleons are not 

the best ships for gaining control of the 
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sea—the Fire 

Ships close in 

and destroy un- 

accompanied 

Galleons— 

Once the seas 

are yours (as 

shown in 

Figure 15-8), 

the Cannon 

Galleons are 

the best shore- 

bombardment 

platforms Figure 15-8 A powerful fleet is an awesome weapon. 
available. 

Know Your Battles 
You have to know how to gather resources, you need to know the best tech- 

nologies to research, and you need to understand the civilization and troops 

you are gaming. Nevertheless, when all is said and done, you need to know 

how to win battles. Here are some tips to keep you on the winning side. 

Might Is Right 
Don’t mess around with onesies and twosies, at least not when it comes to the 

smaller units such as Cavalry, Archers, and melee units. For example, if you 

stand a Knight in open terrain and attack him with a single Archer, the Archer 
might wound the Knight, but the Knight will definitely kill the Archer. Let’s say 

you then bring up another Archer to battle the Knight—you'll get the same re- 
sult. At about the fifth Archer, you'll slay 

the Knight. Score: Knight 4, Archers 1. Note: Attacking in mass is not always the 
The way to negotiate this battle is to best way to fight, however. Attacking a 

take the five Archers it took to eliminate Keep in mass is not a good idea when 

the Knight and attack him with all five at you have a single Trebuchet that can take 

once. Chances are that their combined it out from a distance. 
might will level the Knight before he can 

kill the first Archer. The point is simple: 

attack in mass whenever possible. 

W 
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I don’t know about you, but the computer can select and move its units much 
faster than I can select and move mine. Accordingly, I try to avoid situations 

where both the computer and I are simultaneously moving and clicking units, 
as the computer often wins. It’s always a good idea to use your troops as a single 

sledgehammer rather than as many ball-peen hammers. You do, however, want 
to avoid those chaotic situations in which the entire battlefield is in turmoil. 

Note: Don’t expect your opponents— 
whether human or computer—to sit by idly 
while your Trebuchet dismaniles their Keep. 
Smart players will rush you with whatever 
they have. It’s important to have a 
staggered line of Swordsmen-types, 
Archers, and Pikemen ready to repel any 
counterattack. 

Figure 15-9 Trebuchets are the best long-range weapons in the game. 

Ambushes 

One method to avoid those chaotic 
situations is to employ weapons with 

greater range than those the enemy 

employs. If the folks in black hats have 

a Guard Tower, destroy it with a Bom- 

bard Cannon. If the enemy has a Keep, 
eliminate it with a Trebuchet (as shown 
in Figure 15-9) or Elite Cannon Galleon. 
Whenever you can keep your troops 

out of harm’s way, you should do so. 

You should set ambushes whenever possible. I did this several times to con- 

quer the sixth mission in the Joan of Arc campaign. Here’s how: Form a group 

‘hl: 

consisting of what- 

ever Swordsman- 

types, Archer-types, 

and Pikeman-types 

you have available. 

Place several Monks 
behind them (if they 

are available). If you 

have Scorpions or the 
like, place them a bit 

farther back in your 
group. Cavalry should 

be held in reserve as 

a counterattack force. 



Now send some bait to the enemy. 

Light Cavalry works well for this purpose. 

ETN a neo DOE ants Ne formation to a patch of woods. This 
them chase you. Lead hem back to your protects the anchored side and reduces 
waiting troops, and they'll bash their un- the area that the enemy can attack. 
prepared selves against your wall of hu- 

manity. Always strive to lead the enemy 

into your waiting swords rather than run- 

ning into theirs. 

Hit Them Where They Aren’t 
Frequently—especially in the scripted missions—you'll be confronted with a 
seemingly unassailable position. Don’t panic. Use scouts to gather information 

about the enemy position. Most fortresses have a weakness, which is an area 
where clever employment of ranged weapons can open a hole in a fortress 

that might allow your troops to swamp the enemy’s defenses. 

Remember, you rarely have to kill all your opponents to win a game. The 

smart warrior is not the one who crushes enemies and captures objectives, but 

the warrior who avoids enemies and still captures objectives. 

Tip: /f possible, anchor one side of the 

Diversionary Attacks 
Both computer and human opponents alike react to attacks. Hey, if someone 
yells at you, you yell back. This is no different in Age of Empires II. If a base is 

assaulted, the defend- 

ers respond. You can 
use this to your 

advantage. 
Farm Built: 

More often than Warning you are being attac 

Warning you are being a 

not, a small attack Warning youre bee 

(from 10 to 15 units) a 

draws all a base’s de- 

fenders to the site of 

the attack (as shown 

in Figure 15-10). If 
you then swarm the 

opposite side of the 

base, you can catch 
the defenders in the Figure 15-10 Defenders have no way of knowing whether attacks are 
jaws of a pincer and real or a diversion. 

destroy them. 

Nl 
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Conversely, you can mount a major attack on one side of the base and trot to 
the other and snatch a Relic or whatever prize you are after. 

Form It Up! 
Formations are a human’s great advantage against the computer. You'll rarely 

see a computer opponent employ them as well as humans do. Let’s take a 

look at the different formations and when to best use them. 

e Line: The Line Formation is the classic medieval formation. Age of Em- 

pires II intelligently places units in their appropriate places in the line. 
This is an excellent formation for protecting ranged units such as Ar- 
chers from their nemesis, the Skirmisher. Line Formations place the me- 

lee units, such as Men-at-Arms, in front and the Archers to the rear. 

e Staggered: A Staggered Formation is a Line Formation that has been 

slightly spread. It’s good for blocking a slightly wider piece of land than 

a similar Line Formation. It also limits casualties from area effect weap- 

ons such as the Scorpion. 

e Box: The Box Formation is great for protecting weaker units such as 

Monks, Bombard Cannons, or Trebuchets. Place a variety of units, such 

as Pikemen, Swordsmen, and Archers, in the formation in addition to 

the units you are protecting. 

e Flank: The Flank Formation splits the grouped units into two smaller 

formations. It’s a good formation for catching enemy units in the crossfire 
between two factions of Archers. It can also be useful for melee units 

to avoid the enemy’s front line units and instead attack the Archers in 

their rear ranks. 

The Final Tip 
Those are the basics. The final tip is to practice using them. And what better 
place to start than the campaigns. So grab a sword, turn the page, and let’s go! 
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The Game of Kings— 
Final Walkthroughs 

and Strategies 
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lf Part Il was the potatoes of this book, this part is the meat. 
The main course of any strategy guide is the mission 
walkthroughs and specific game strategies. The following 
chapters are a gourmet’s dream. They include step-by-step 

campaign walkthroughs, strategies for Random Map, Regicide, 
and Death Match games, and serious multiplayer tips. 

If you don’t have game, this is the place to get it. When you’re 
finished reading these walkthroughs, you'll be a Saladin or a 
Joan of Arc in your own right. 
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Microsoft Age of Empires II is more than just another real-time strategy game. 

Not only are the graphics, artificial intelligence, and tactical options top notch, 

but the game is also a bit of a history lesson. Nowhere is this more evident 
than in its masterfully constructed campaigns. Each campaign tells a story, 

teaches some history, and provides a fine set of missions. But no one said that 

having fun would be easy. Some of these scenarios are tough nuts to crack, 

but you have the right tool in your hands, so read on. 

The Joan of Arc Campaigns 
It is a war that has lasted for one hundred years, and the French 

have lost nearly every battle. Soon the English and their allies in Bur- 

gundy will conquer all of France. The heir to the French monarchy is 

too cowardly to ascend to the throne. The French army is wounded 

and tired and has given up all hope. But in the darkest hour, a young 

peasant girl declares that she intends to save France. 

Mission One: An Unlikely Messiah 

Objectives: 

e Escort Joan from the camp at Vaucouleurs to the Chateau of Chinon. 

e Ensure that Joan survives. 

Hints: 

e France’s enemies are Britain and Burgundy. Be on the lookout for their 

forces. 

e Do not expect much assistance from the demoralized Army of France, 

but be alert for any soldiers who might be inspired to join your ranks. 

e Protect your two Knights. They are your best fighters and know the lay 
of the land. 



— 
Walkthrough: 
Joan, a nineteen-year-old peasant girl, has received visions from patron saints 

for several years. She has announced her divine mission to the weary French 

soldiers—to rescue the war-torn land from England and its ally, the forces of 
Burgundy. First, though, this young lady and soon-to-be heroine must be es- 
corted from the Vaucouleurs camp to the Dauphin’s station in Chinon. 

Chinon lies directly west of the encampment. The two Knights are Joan’s 

primary protection. 

Have them lead her 
through Vaucouleurs, 

finding soldiers inter- 

ested in her cause. 

Not everyone will 

join. For instance, 

the Spearmen guard- 
ing the Pavilions 

show no desire 
whatsoever to help. 
However, four Men- 

at-Arms and four 

Crossbowmen enthu- 

siastically join the 

mademoiselle’s en- 
tourage (as shown in 

Figure 16-1). 

Place the soldiers in a Defensive Stance before venturing from the base. 

Situate the Men-at-Arms in the front with the Crossbowmen slightly behind. 

Keep the Knights and Joan at the end of 

the train. The road forks northwest 

(around Vaucouleurs) and southeast. A 

Scout Cavalry warns you of a nest of 
Burgundians to the northwest. Unfortu- 

nately, he will not aid your cause any 

further. 

A pair of Wolves lie near the south- 
east trail. If you stray too close, the Wolves will attack, so be prepared to slay 
the beasts. Just south of this spot, a battle is in progress—but not for long. The 

English have wiped out some more French troops. Wait in the pass until the 

enemy troops retreat to the east. Once they are gone, continue south past the 

French Outpost. 

Figure 16-1 Joan and her entourage leave the Vaucouleurs camp. 

Tip: Walk up to every French soldier. 
Often your party has to be within 
relatively close range to “inspire” others 
to fight for your cause. 



The trail curls northwest. Just past 

the destroyed bridge, at a fork in the trail, 

a band of Highwaymen await you. Slay 
them, and then head along the left branch 

of the trail, leading north. 

A Burgundy base is ahead. Send 

everyone but the Knights and Joan to 
attack the entrance gate. A few enemy 

infantry units will come out to attack. Slay 

them and continue hacking down the 

gate. Head through the base until you 

reach the shallows west of the base. You’re 
not out of the woods yet. You need a 

ship, and some more Burgundians are 

patrolling the area 

ahead. 

Send a diversion 

west, following the 
trail, to occupy the 

enemy’s attention. 

Meanwhile, move the 

Knights and Joan 

south along the coast 

to the Dock that lies 

just ahead. Load them 

into the Transport Ship 
and sail southeast. 
When you reach the 

fork in the river, navi- 

gate the ship south 

(as shown in Fig- 
ure 16-2), past the cliffs. Unload the pas- 

sengers at the French settlement. Some 

Crossbowmen and Scorpions will join 

you there. Use them to attack the enemy 

War Galley. 

Head across the shallows and onto 
the path. Send everyone except the Knights 

and Joan to take down the scattered 

Tip: It's a good idea to place the 
Crossbowmen and Men-at-Arms in 
Aggressive mode again. Keep the 
Knights and Joan as a separate group, in 
a Defensive Stance and in Box 
Formation. They do not need to fight 
unless it’s absolutely necessary. 

Note: The only way to cross into the 
Chinon region is through the Burgundy 
fortress. The river and surrounding forests 
make travel into the area impossible 
except by ship. 

Figure 16-2 Transport Ships head for the Chinon Chateau. 

Tip: There’s usually more than one way 
to skin a cat. For instance, you can also 
lure the War Galley down the other river 
fork using an empty Transport Ship. This 
decoy distracts the enemy vessel, while 
your other Transport Ships pass by. 

hl 
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enemies. Once the enemies have been cleared away, have the group follow 
the path to where it is decorated with banners. Cross the bridge and enter the 

Dauphin’s palace. He will be enthralled by the courage and patriotism of this 

young peasant girl named Joan. 

Mission Two: The Maid of Orléans 

Objectives: 

e Joan must survive. 

e The Cathedral in Orléans must remain standing. 

e Escort Joan to Blois so that she can command the French army. 

Hints: 

e Hurry to Orléans before the English can cause much damage. Be wary 
of British forces south of the river, but don’t forget to rendezvous with 

your army in Blois. 

e Once the supplies arrive in Orléans, you will be able to build up your 
forces. Frankish Knights are useful for taking care of British Long- 

bowmen and siege weapons. Frankish Castles are inexpensive and pro- 

vide an excellent defense. 

e Use your Market to trade for resources until you can venture outside 

the city. 

British Castles have large garrisons. It is best to assemble a large attack 

force before attempting to storm them. 

e Farms in Orléans are located west of the city, but as they are outside 

the city Walls, they are vulnerable. 

Walkthrough: 
Joan, fitted in armor and carrying Charlemagne’s sword, rides on horseback. 
She is accompanied by the Duke D’Alencon, four Knights, two Two-Handed 

Swordsmen, and a Scout Cavalry. Place the soldiers in two groups. The four 

Knights and both Two-Handed Swordsmen should lead. Place Joan, the Duke, 

and the Scout Cavalry behind this group. Head northwest on the trail leading 

out of the base camp. 

Challenge the Burgundy Light Cavalry and Knights up ahead—one at a 

time. Keep Jeanne d’Arc (as the French call her) out of the fray by placing her 

in a Defensive Stance. The first group should be able to take out the enemy 

“lil 



with few or no casualties. Pick up your 
army and supplies up ahead, in Blois (as 

shown in Figure 16-3). If your men need 
healing, seek the Chinon Monk, who re- 

sides just beyond the base camp. 

Head out of the northeast Gate of 
Blois; go toward Orléans. Northeast of 

Blois is a Dock that is 

off the beaten path, 

just above the Gold 

site. Load the Trade 

Carts, D’Alencon, and 

Joan onto the two 

Transport Ships. Just 

north of the Dock lies 

Orléans on the oppo- 

site shore. When you 

reach Orléans, unload 

the troops and cargo, 

and then take them 
inside the city. 

Orléans is equip- 

ped with a Mill, a Mar- 

ket, two Stables, a 

Barracks, a Blacksmith, and several 

Watch Towers. From the Orléans Town 
Center, progress to the Castle Age. Mean- 

while, have the Blacksmith research 

Fletching, a technology that will improve 
the attack points and range of your tow- 

ers. Send several Knights and Cross- 

bowmen from Blois to guard the Dock. 

Although the city just received fresh 

supplies from Blois, Orléans is still run- 
ning low on Food. Go to the Market, 

trade some of your Gold for Food, and 

then trade some of your Wood for Gold. 

This will suffice until you gain access to 

the Farms west of Orléans. Next, create 

Note: The Chinon Monk outside the 
Monastery only wishes you luck at first. 
However, he comes in handy later. In 
fact, to completely heal your Knights, 
direct them back to the cleric for healing. 
Sometimes he even follows your soldiers 
up the trail. 

Figure 16-3 The Wagons in Blois need to be shipped to Orléans. 

Note: Orléans only accepts the Trade 
Carts once they are steered to the Town 
Center. This will give the base 1000 
points in Food and 1500 points in both 
Wood and Gold. 

Note: This scenario gives you plenty of 
Market experience. It’s kind of a juggling 
act that varies with the building process. 
For instance, you may trade Gold for 
Food, only later to sell Wood for Gold 
because your Gold stockpiles are low. 

“Tit 



Figure 16-4 Use the Farms to the west of Orléans for Food. 

Tip: Once the Walls of the British 
fortresses are knocked down, send the 
Battering Rams to attack the Guard 

three Knights from 

each of your two 

Stables. Order the 
three Villagers to 
build a Siege Work- 

shop. 

Send the Orléans 

Knights to destroy 

the British Outpost 

that is northwest of 
the city. Have them 

guard the pass so 
that you can send 

Villagers to cultivate 

the western Farms 

just below the pass 

(as shown in Figure 
16-4). Produce more 

Villagers to cultivate the Farms. Research 
the Wheelbarrow and Hand Cart at the 

Towers. Next, destroy the Town Center Mill to help out with gathering efficiency, 
and military structures. Finally, with the As you accumulate Villagers, distrib- 
help of your Knights, crush the Castles. ute them throughout the area west of 

Orléans, and construct a Mining Camp 
and a Lumber Camp. Meanwhile, have 

the Siege Workshop create several Battering Rams. Send the Knights to battle 
the British Longbowmen stationed toward the north of the city. Next, use the 

Battering Rams to attack the northern British fortresses. A couple of Knights are 

able to defeat any infantry that might give you problems. Orléans will soon be 

saved. 

Mission Three: The Cleansing of the Loire 

Objectives: 

e Destroy at least three British Castles. 

e Ensure that Joan survives. 
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Hints: 

e Make sure you have enough siege weapons before assaulting the En- 

glish Castles. 

e The area across the river and to the east should have ample resources 

to begin your town. 

Walkthrough: 
Load your crew into the two Transport Ships and steer them down the river 

until you come to the fork. Head slightly north, and then disembark on the 
lower eastern shore. This will take a 

couple of trips. While shipping the others, 

have the Villagers build Farms, Houses, 

and a Town Center. Gather as many sup- 

plies as possible, stressing Food and 

Wood at the beginning. 

Erect a Dock near the coast, but don’t 

waste time building combat vessels. Just 
create a couple of Fishing Ships and have 

them plant Fish Traps throughout the river. 
Use the other Villagers to build Farms and 

herd Sheep. Once you have sufficient re- 

sources, erect a Blacksmith and a Stable. 

Next, upgrade to the Castle Age. Some 

Burgundians might try to infiltrate your 

area through the shallows. Use the Demo- 

Note: The southeast is full of resources, 
including Fish, Gold, Stones, and Sheep. 
And best of all, there are no enemy 
compounds in this area. 

Tip: /f you do not order the giant La Hire 
and some Knights to take down 
Burgundy’s Watch Tower (the only enemy 
structure in the southeastern corner), 
your Builders won’t get much building 
done. The Tower's fire will kill the Builders 
before they have time to erect a structure. 

lition Ships to kill them while they are still crossing the shallows. 

Train some Cavaliers at the Stable and send about ten or twelve of them 

into the Burgundy village directly north- 

west of your camp. Accompany the Cava- 
liers with several Crossbowmen to assist 

them. Demolish the Guard Towers first, 

since they propose the biggest threat. Next, 

reduce all of their other buildings to 

rubble. Meanwhile, place the Crossbow- 

men on top of a hill to kill any British or 
Burgundy Villagers parading about. 

Note: The Burgundy site is not well 
guarded, as there are no fortress Walls. 
You will encounter few combatants, and 
overall, the attack should be easy, with 
few or no casualties on your side. If your 
soldiers suffer some wounds, heal them 
in a newly built Castle. 

Hl: 
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Once the area is clear, have your Villagers construct a Castle on the site 
where the Burgundy village once stood. Next, add a Siege Workshop and a Uni- 

versity. Research appropriate ballistic technologies. Building a Stable is not 

always necessary; 
however, I recom- 

mend it here for 

training additional 

Cavaliers that are of- 
ten needed to lay 

siege to enemy Castles 
(as shown in Figure 
16-5). After construc- 
tion on the Siege 

Workshop is com- 

plete, order it to 

construct several 

Mangonels. It’s time 
Figure 16-5 Use Cavaliers or Knights to destroy British Castles. to take down the en- 

emy fortresses. 

The basic strategy for sacking all three Castles in this mission goes as follows: 

e Attack the Guard Towers and Castle Gates with Mangonels. They offer 

much more firepower than the Cavaliers. 

e Use the Cavaliers or Battering Rams to hack away at the Castle—the 

structure has no close-range defenses; however, its long-range defenses 

allow it to fire away freely at attacking Mangonels. 

When invading each of the 
Tip: Mangonels do not have enough hit Castles, some enemy soldiers 
points to take on a Guard Tower without 
repairs (as shown in Figure 16-6). When 
the siege weapon is around 30 percent, 

may rush out to attack. Use the 

Cavaliers to defeat them. A line 

pull it out of battle and have a Villager of Crossbowmen is ideal for 
repair it. In a few seconds, the Mangonel backup in those situations. 
will be like brand-new. Just make sure that you don’t 

forget to protect the siege 
equipment. 

Invade the Castles, starting with the one the farthest northwest and moving 

southeast. You want to keep your distance from Fastolfs Army as long as pos- 

sible. Of course, this won't be long enough. After your troops destroy the first 

British Castle, Fastolf and his men march to the area to handle the chaos. For 
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the most part, his army consists of Cavaliers. Luckily for you, they have some 
distance to travel before they confront your men. 

Escort all of your Mangonels within the Walls of the fortress you’ve just 

taken. Station some Cavaliers where the Gate used to be. This will prevent 
Fastolf from destroying your siege equipment. Next, station another group of 
Cavaliers outside the Castle with a line of Crossbowmen on a hill behind them. 

Use the Mangonels to put as many Britons to rest as possible. The Cavaliers 
and Crossbowmen 

can take care of the 
remaining British 

troops. 

Once Fastolf and 
his army have been 

defeated, continue 

sacking the British 

Castles in the same 

manner as you did 

with the previous one. 

Before you know, it 

the Loire will have 
three fewer British 
settlements, and Joan Figure 16-6 Be prepared to repair your Mangonels when bombarding 
will be on her way Guard Towers. 

into French legend. 

Warning you are being attacked!!! 

Right click to attack this uniti — 

Mission Four: The Rising 

Objectives: 

e Travel west to help reinforce the French town. Be wary of opposition 

along the way. 

e Ensure that Joan survives. 

Hints: 

e Gaining control of the river might be a good strategy, but do not squan- 

der your resources needlessly on ships. 

e Chalon is the closest and most vulnerable of the three English-occupied 

villages. Making an example of them early could help even the odds 

for you in the long run. 
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e Remember your objectives. It is not necessary to level the cities; you 

only need to force the English to withdraw. 

e Wall off all shallows to slow enemy invaders. 

Walkthrough: 
Joan is accompanied by Monks, Scout Cavalry, Knights, Crossbowmen, and 

Men-at-Arms. Your destination is on the trail. Unfortunately, a band of British 

troops is up ahead, too. South of the trail are several Chalon Guard Towers, 
which contain French forces allied with the Britons. Since these will be easier 
to defeat than the British troops, you must find these first—and avoid the Brit- 
ish at all costs. 

First, place all of your Knights in one group. Order everybody else into a 

group with Joan. Send the Knights forward, and have them head south along the 

Right-click to'attack this unit! 

Figure 16-7 The Franks hack away at a Chalon Guard Tower. 

forking trail. Direct 
them to level a nearby 

Guard Tower (as 

shown in Figure 16-7) 
and continue west. 

Another Guard Tower 

is stationed just below 

a patch of trees. De- 

molish that Guard 

Tower, and then con- 

tinue west, deviating 

off the beaten path. 

When you spot the 
next enemy tower, 
you know what to do. 

Proceed north 

along the path near where the last tower 

: : once stood. Turn right at the crossroads. 
Tip: Garrison the Crossbowmen inside When the road forks again, head north 
the Town Center. Place your melee units 
a short distance south of your Town 

and dismantle the final Chalon Guard 

Center. That way the Britons will attack Tower. After destruction of the towers is 
the Town Center, and your men can complete, head to the nearest Town Cen- 

ambush them from behind. ter. You can slay the band of British guards 
that attacks you from the east with your 
Knights and Men-at-Arms. 
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Once you've cleared out the Britons, order the Monks to heal your wounded 

soldiers. Produce Villagers from the Town Center, and have them gather Food, 

Wood, Gold, and Stone. Direct Builders to erect a Dock, Stable, Siege Work- 

shop, and University. Produce a couple of Knights at the Stable and then have 

them destroy any remaining British Scout Cavalry to the west. Build some 
Mangonels at the Siege Workshop. Now the territory south of the river is 

cleansed of enemy infestation, and you can advance to the Imperial Age. 

Have some Villagers construct three Guard Towers near the shallows. Build 

a Galleon and attack the Chalon Knights from the river, careful to avoid the four 

rushing enemy Scorpions. Try to trick the enemy into advancing close to your 

newly built Guard Towers and Mangonels, where they will soon fall. Next, send 

about ten Cavaliers into the Chalon area. Destroy the buildings and the remain- 

ing Crossbowmen. When British Knights and Longbowmen begin to descend 

from the north, tackle each one at a time, and they will be history. 

Bring in a Builder 

to construct a Castle 

in the region just 

above the shallows. 
Next, order the Monks 

to enter this area and 

heal the Cavaliers. 

Once their strength is 

replenished, send the 

Cavaliers east to de- 

feat the British sol- 

diers and demolish 
any buildings in the 
area. Create a 

Trebuchet to take care 
of the Castle (as shown 

in Figure 16-8). 

You've done a nice job, but the Brit- 

ons aren’t budging. The only thing to do 

is eradicate their northern fortress. Use 

Figure 16-8 The Trebuchet can really do some damage to the Castle. 

Tip: Scour the wilderness for enemy 
Longbowmen and Knights, who are 
scattered about in insignificant numbers. 
Next take down any structures you find; 

Mangonels—in a Box Formation with this part of the mission culminates in the 
Knights—to crush the enemy Keeps. When destruction of the Town Center and 
Britons begin to swarm outside the gate, Castle. 

‘i 
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use your 10 Cavaliers to stop them. Next, set up the Trebuchets, and devastate 
the Town Center and Castle. Once you sack the Cathedral, the British will wave 

the white flag. 

Mission Five: The Siege of Paris 

Objectives: 

e Ensure that Joan survives. 

e Refugee Villagers in Paris are attempting to escape English tyranny. 

Rescue at least six of the refugees and escort them to the Chateau of 

Compiègne (the square between the flags). 

e Rendezvous with the King’s reinforcements in Paris, just south of the 
river bridge. 

Hints: 

e Don’t try to defeat every British unit. Focus on your objectives. 

e Guard your siege weapons. Towers will be a big problem if you don’t. 

e If you are faced with overwhelming opposition, run away! 

Walkthrough: 
Joan and her new companions Lord de Graville and Jean de Lorrain have a siz- 

able army at their disposal. And they will need it, as this mission is not going 
to be easy. The very first move you make in this mission can get you into some 
serious trouble. You can follow the trail into the Castle entrance, but that’s not 

the best idea. It’s heavily fortified with two Gates and several Keeps. Besides, 
two enemy Monks and some Elite Longbowmen and Onagers will harass your 

soldiers if you pursue that plan. 

Don’t knock on the front door; this is like announcing that you’ve come to 
crash their party. Surprise them by entering Paris off the beaten path. Head 
northwest along the edge of the map. You will not encounter any opposition 

here, just some Farms, Houses, and wilderness. Place a Trebuchet toward the 

middle of this section to take down the Wall (as shown in Figure 16-9). Use a 

group of Pikemen and Crossbowmen for defense, but bring everybody else 

nearby. 

As soon as you put a gaping hole in the fortress, some enemy troops will 

sneak out and attack. Bombard the Mangonels with your Trebuchet. French 

Pikemen and Crossbowmen can take out the other enemy units. At this point, 

‘lib’ 



have all your forces 
infiltrate the Walls. 
Some enemy units 

are stationed to the 
right of your entry. 

Use the Bombard 
Cannons to crush the 
enemy Cavaliers and 

Crossbowmen. 

Navigating 

through the defended 

streets can be tricky, 
and avoiding enemy 

Towers is almost im- 

possible. Since protect- 

ing Joan is vital to the 

operation, have the 

Paladins surround her, her companions, 
and the Trebuchet. To be extra careful, di- 

rect the group into a Box Formation with 

everyone guarding Joan. 

Order the Pikemen and Crossbow- 

men into another group. They will be in 

charge of protecting the refugees. Once 

they have liberated the French prisoners, 
hurry out of the area. British Galleons pa- 
trol the river and aren’t hesitant about 
shooting. Rendezvous with the King’s re- 

inforcements at the Monastery just south 

of the bridge. 

Hurry both groups across the river, 

keeping everyone in No Attack Stance. If 

you continue east, near the Cathedral you 

will find some Franks eager to join your 

party. Use the band of Militia and Throw- 

ing Axeman, along with the Heavy Scorpi- 

ons to thwart the charging Britons from 

the northwest. Meanwhile, erect a 

Figure 16-9 Set up a Trebuchet to create a hole in the northwestern Wall. 

Tip: Place all of your units in No Attack 
Stance. This will prevent them from 
wasting time trying to destroy British 
Guard Towers. 

Tip: Although you have to stay relatively 
close to the river, you also need to keep 
out of harm’s way. Choose the paths 
between the Houses on your route to the 
bridge. Unfortunately, the King’s ship 
you're about to rendezvous with has 
brought only two soldiers from a lower 
age to help you. Rotten scoundrel! 

Tip: You have to be careful here. Lots of 
open areas around the city end up being 
blocked in by forests. The safest bet is to 
knock down a section of Wall near the 
Gold. This will allow a successful exodus. 

‘Il 
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Trebuchet to put a hole in the Wall through which your troops can escape (as 

shown in Figure 16-10). 

Head southeast down the trail. Compiègne lies ahead on the first left. Un- 
fortunately, Burgundy forces are waiting to attack on both sides of this road. 
Before continuing, reorganize your party. Distribute the remaining Paladins, 

Crossbowmen, Pike- 

men, and Militia into 

two groups, placing 

them in Aggressive 

Stance. Send one 
group to the right and 

the other to the left. 
While they’re busy 
battling the Burgun- 

dians, send Joan, her 

companions, and the 

Refugees straight down 
the middle of the road 
into the Gate. Victory 

is yours. Figure 16-10 Joan leads the exodus out of Paris. 

Mission Six: A Perfect Martyr 

Objectives: 

e Ensure that the Trade Cart carrying the French flag survives. 

e Plant the French flag doaded in a Trade Cart) on the hill in Castillon 

that is already covered with flags. 

e Rendezvous with the French artillery, commanded by Jean Bureau. 

e Rendezvous with the French army, commanded by Constable 

Richmont. 

Hints: 

e Most of the land here is occupied. You have to displace Burgundy in 

order to build a town. Don’t knock down all of Burgundy’s Walls—you 

can use them for your own defense. 

e Longbowmen are powerful, but Bombard Cannons are better! 



Walkthrough: 
You begin in a small 

clearing in the north- 

east section of the 
map, with a Trade 

Cart escorted by Guy 

Josselyne. Head south- 

east, and go around 
the trees and across a 

small creek. You are 
greeted by Constable 
Richmont and his siz- 

able entourage (as 
shown in Figure 16-11). 

Cross the river at the Figure 16-11 Meeting Constable Richmont and his entourage. 
shallows and you'll 

find Jean Bureau and 

the French artillery awaiting you. 

Take a few moments to place your troops into manageable “war parties.” 

Group the foot soldiers—Arbalests, Champions, and half of the Hand Cannon- 

eers—together. Place them into a Line Formation and give them Stand Ground 
orders. Put the Bombard Cannons and the other Hand Cannoneers in another 

group. Make a third group consisting of the Light Cavalry and another contain- 
ing all but two of the Paladins. Put the Trebuchets, Trade Cart, Villagers, Con- 

stable Richmont, Jean Bureau, and the remaining Paladins into a Box Formation. 
Now you're ready to rock. 

Place your formations south of the Burgundy fortress. Take out the enemy 

Guard Towers and Trebuchet with your Trebuchets and Bombard Cannons. 

Protect the Bombard Cannons and Trebuchets with the Arbalests, Champions, 
and Hand Cannoneers. Continue your attack on the Burgundy fortress until you 

destroy the Town Hall. Once you have the resources found in the Town Hall 

you can proceed to the next phase of our plan. 

Move the foot soldier group so that the trees south of the Burgundy for- 

tress secure the formation’s southern flank. Move the Bombard Cannon forma- 

tion behind them. Place both Cavalry groups in the general area—just south of 

the Burgundy fortress Walls—and keep the Trade Cart group behind them all 

(as shown in Figure 16-12). 

Send the Light Cavalry to the river crossing directly west of your position. 

Fly into the British troops and obliterate any ranged-attack siege engines you 

‘Ii 



Figure 16-12 This is how the French should look shortly before they 
ambush the British. 

Note: We are going to ignore some of the 
game's hints for this mission. It is no 
doubt solid advice that might lead to 
victory, but | believe victory can be bought 
at a much cheaper price. We will, for all 
intents and purposes, ignore the 

Tip: Take your time and make sure you 
keep the foot soldier formation in front of 
the Bombard Cannons. Place the 
Cavalry in reserve and use them to 
sweep behind enemy lines and attack 
any siege engine units. 

Tip: Be careful, these Burgundy troops 
are often accompanying some powerful 
siege engines. Use your Cavalry to 
destroy the siege machines. 

il 

find. Run back to 

your lines. The Brits 

will normally follow 

you and battle your 

foot soldiers. This will 
be their last mistake. 
The combination of 

the foot soldiers’ 

swords, guns, and 

arrows, mated with 

the Bombard Can- 

non’s balls devastates 

their attack. Once the 
attack has failed, 

creep northeast along 

the river until your 

Bombard Cannons 
can eradicate the Keeps guarding the 

river crossing. 

After the river crossing Keeps are 

eliminated, station the foot soldiers north 

of the crossing, facing north. There is 
usually a Burgundy detachment north of 
the crossing, and you want to be ready 

when they come out of the Woods. 

Once the Burgundy troops are down, 

cross the river, unpack the Trebuchets, 
and take out the two. Bombard Towers 

west of the crossing. Repeat this proce- 

dure with the next Bombard Tower that 
is north of the first two. Now move all of 
your folks to the middle of the northwest 

edge of the map. Use your Trebuchets to 

take out the Castle and the Guard Towers 
that you find there. 

Build a small village with the re- 

sources plundered from Burgundy. You'll 

need a Town Center, Market, Mining 

Camp, and a Barracks. Have the Villagers 
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mine under the watchful eyes of your remaining Cavalry. Advance the 

Trebuchets, foot soldiers, Bombard Cannons, Trade Cart, and one Light Cavalry 

(to increase the line of sight for siege weapons fire) toward the British fortress 

southwest of your position. You'll see a tan path of barren earth that leads to it. 

Demolish the fortress’s Bombard Towers with the Trebuchet, and punch a 
hole in the Wall with your Bombard Cannons. If you’re running short on sol- 

diers, have your Barracks create Pikemen and Long Swordsmen. Escort the 
Trade Cart with your foot soldiers onto the hill with the flags, and the mission 
will finally come to an end. France is saved! 

The Barbarossa Campaign 
Can the will of one man forge an empire? Frederick Barbarossa at- 

tempts to force the squabbling German fiefdoms into his Holy Roman 

Empire, which he then must defend from the machinations of the Ital- 

ian city states and the Pope in Rome. And should he accomplish all of 

those feats, there is always the third Crusade to wage. 

Mission One: Holy Roman Emperor 

Objectives: 

e Capture four Relics from the six German duchies. 

Hints: 

e Because the Empire faces so many enemies, it would be wise to dis- 

pose of one or two early, before they become a real threat. 

e Remember, only Monks can transport and garrison Relics. 

e Take care to have a Monk nearby to transport the Relics you locate. 

e You can tell if an enemy Monastery has a Relic garrisoned inside if the 

Monastery has a flag perched on top of it. The only way to recover Rel- 

ics inside an enemy Monastery is to destroy the Monastery. 

Walkthrough: 
Frederick Barbarossa must unite the German nations if he is to have any hope 

of becoming Emperor of the Holy Roman Empire. The easiest way for him to 

do this is to lead a large army into these kingdoms and take their Relics. Once 

four Relics are taken, the fiefdoms will fall into line behind the new Emperor. 

‘ll 



Tip: Completely defeating each kingdom 
in turn is time-consuming, requires 
multiple attacks, and is inefficient. You 
should destroy only Swabia entirely, as 
the Swabians will impede your progress 
when attacking Saxony. Conduct swift 
raids, aim for Monasteries, and steal the 
Relics with single-minded efficiency. 
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It is not important how much damage 

you do, how many resources you gather, 
or how many enemy nations you force to 
submit; victory rests upon the four Relics. 

The scenario begins with Barbarossa in 
possession of a Castle, a Monastery, a 

handful of Villagers, and a small group of 

fighting units. Create a few Monks, and set 
the rest of your Villagers to resource gath- 

ering and House building. 

The minute you have your first Monk, have your attackers escort him west 

and then south into the camp of Burgundy (as shown in Figure 16-13). Destroy 

Figure 16-13 Barbarossa's stalwart guards escort the Monk toward 
the unprotected borders of Burgundy. 

Tip: Since you only need four Relics to be 
victorious, do not waste your time fighting 
the tougher groups, like the Austrians and 
Bavarians. Just place Guard Towers near 
those settlements to keep the enemies 
from becoming pests when you are 
fighting the other groups. For example, 
build Guard Towers on the river shallows 
between you and Bavaria. These frustrate 
the attacks of that prolific nation. 

Mle: 

any opposition, steal 

the Relic, and return 

home. Replace your 

losses by generating 

more attackers. 

As soon as you 

have a decent-sized 

force (ten or so Cav- 

alry units, ten or more 

Infantry, and several 

siege units), head 

northwest to demol- 
ish the Swabian 

temple and steal their 

Relic. Be careful, 

though, as they pos- 

sess a few Monks. 

Once you have the 
Relic, bring it back and build a Wall with 

a gate between the forests north of your 

village. Use Monks to convert all north- 

ern attackers, and be aware of siege- 

equipped Bavarian troops assaulting your 

Castle from the south. Your Castle should 
be able to defend itself against all attacks, 
although a Guard Tower or two wouldn’t 

hurt. Gather resources until you have a 



grand army with more than a few : 
Tip: A good general strategy is to attack Mangonels, Scorpions, and Battering ; 

Rams Head northwest ardimand oblite a main structure, such as a Castle, to 
i 8 distract enemy troops once a Relic is 

ate Swabia completely. Continue traveling stolen from a Monastery. 

northwest until you reach the Walls of 

Saxony. Destroy these Walls, steal the 

Relic just north of the 
Saxons’ Town Center, 

and return home. 

After that, raid and 

take the Relic of the 

Bohemians (shown in 

Figure 16-14), who 

also lack a Wall and 

are located between 

the Saxons and the 

Austrians (northeast 

edge of the map). 
Once you have four 

of the Relics in your 

possession, the en- Figure 16-14 As his troops distract the hapless Bohemians, Barba- 
tirety of Germany is rossa’s Monk steals the Relic. 
yours to command. 

Mission Two: Henry the Lion 

Objectives: 

e Defeat Poland. 

Hints: 

e The German states of Bavaria and Saxony are “feeding” the armies of 

Barbarossa and Henry the Lion. Defend these helpless states at all costs. 

Walkthrough: 
You begin this scenario with three allies, one enemy, a built-up camp, some 

resources, a small army, and no Villagers. You are dependent upon Saxony and 

Bavaria and must guard their unprotected Villagers from the Polish threat. Be 

Th 
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careful, though; the Lion is preparing to pounce upon you. Begin creating 
troops and send them to the two allies. Make sure you build a few siege weap- 
ons and send them away as well. Leave your troops within the towns of your 

two allies. When your army is large, and you've accepted the “gifts” of your 

allies, send your troops north toward the Polish lands, but keep an eye on 

them and be quick to react, as Henry the Lion will soon betray you. 

Once you destroy the first Polish Castle, Henry announces his ambitious 

intentions—to be- 

come emperor him- 

self. Pull all your men 
back and crush the 
cowardly Lion as 

quickly as you can, 

destroying all his 

troops. A Walled area 

in the extreme west 
guards a Relic and a 
group of captive Vil- 

lagers. (See Figure 

16-15.) Carefully ap- 
proach the area and 

Figure 16-15 Barbarossa wreaks vengeance upon the treacherous knock a hole in its 

Henry the Lion. defense. Use a Monk 
to take the Relic 

therein, and use 

those freed Villagers 

to good advantage. 

Now begin gath- 

ering resources in ear- 

nest, building siege 
equipment, and send- 
ing scouts to find the 

Polish positions. You 

need to destroy two 

or more Castles and 
various Polish units 

and buildings (as 

Figure 16-16 Barbarossa’s men destroy the hapless Polish Castles shown in Figure 16-16). 
with impunity. 

i4 
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Mission Three: Pope and Anti-Pope 

Objectives: 

e Convert the Cathedral in Milan. 

Hints: 

e You are going to need Villagers to provide a suitable offensive. 

e The town of Crema is providing Milan with supplies. Perhaps you should 
take care of them early. 

Walkthrough: 
This mission places you in yet another precarious position, but you have the 

tools needed to survive and Milan and her allies aren’t in an attacking mood 

yet. Build some Fishing Ships, start fishing, 
and then build some more Villagers and 

gather resources. Take your combat units Tip: Use your Monks to convert the 
and a couple of Monks southeast, and Villagers of Crema and use other attackers 

: to steal their Sheep. punish the Cremians for supplying Milan. 

Begin researching and preparing for a 

sea assault. Advance to the Imperial Age and research all technologies relating 

to gunpowder. Once you have a large and advanced force, build some Cannon 

Galleons and as many 

Transport Ships as you 

think you'll need to 

transfer your army. 

You should also con- 
struct some Fire Ships 

for defense of the 
fleet. Use the Cannon 

Galleons to knock 

down the Wall directly 
across from your al- 

lies. Break down the 
Wall (as shown in Fig- 

ure 16-17), and send 

your ships back to es- Figure 16-17 Breach the Wall to soften defenses and make the inva- 
cort the transport fleet sion a safer proposition. 
to that beachhead. 
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Land your troops, defending the boats from enemy ship assaults, and take 
out the Frankish installation on that peninsula. Unload some Villagers and build 

a Barracks, Archery Range, Stable, Siege Workshop, Monastery, and perhaps a 

Castle there. Produce an army and several Monks, and then attack Milan (south- 

west of your current 

position) in force. 

Target and destroy all 

troop buildings, Town 

Centers, and Guard 

Towers. However, 

keep an eye on your 

men; do not let them 

destroy the Cathedral. 

Send your Monks 

over to the Cathedral 
and convert it. Once 

it is yours, Milan falls 

before you (as shown 
Figure 16-18 The devout Monks of Barbarossa convince the Monks iy Figure 16-18) 
of the Great Cathedral that Barbarossa is indeed the Holy Roman 
Emperor. 

Mission Four: The Lombard League 

Objectives: 

e Construct a Wonder within the city Walls of Padua, Venice, or Verona. 

Hints: 

e The Lombards have a head start on you, so build defensive structures 
until you can train an army. 

Walkthrough: 
The scenario opens with a massive sea and land assault on your Town Center 

and your Walls in the south; a short distance east of your city, you have a fleet 
of Fishing Ships, Fire Ships, War Galleys, and troop-laden Transport Ships wait- 

ing to join you. Sail one of your Transport Ships from your Dock and rendez- 

vous with the rest of your fleet. Take the fleet south, but avoid the fighting. Aim 

Th 
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for that island con- 

nected by shallows to 

your besieged base. 
Unload your troops, 
build a new Town 

Center, and start gath- 
ering resources. Use 

your combat vessels 

to guard your Fishing 

Ships, as shown in 

Figure 16-19. Once 
you've collected 
enough resources, 

build some Walls or 
Guard Towers to block 

both of the river's 

shallows. 

Warning: You are being attacked by Venice!!! 

Figure 16-19 Protect your fishing ships from seaborne assault, for the 
enemy is tenacious. 

Once you've established your defenses, build a massive army. At around 

this time, Henry the Lion will betray you once again (some people never learn). 

When your army is ready, destroy him. 

Advance your troops northward and begin creating as many Villagers as 

you can. Attack 

Verona, which is 

situated northeast of 

Henry’s former base. 

Once you are inside 

their Walls, send for 

your Villagers, amass 

resources, and build 

your Wonder. Before 

you build the Wonder, 

make sure your site is 

defended by as many 

Guard Towers as you 

can afford (as shown 

in Figure 16-20). Let 
the Wonder stand for 

the allotted time and 

you win. 

Figure 16-20 Guard Towers and troops protect your workers as they 
work wonders on enemy soil. 
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Mission Five: Barbarossa’s March 

Objectives: 

e At least ten troops must survive to reach the Hospitaller camp. 

Hints: 

e There are few safe places to land along the Anatolian peninsula. Di- 

rectly across from Constantinople is one of the safest landings. 

e Do not destroy enemy ships you might use—you are not going to be 

able to build your own in this mission. 

Walkthrough: 
Should you travel south to Gallipoli or south and west to Constantinople? If 

you opt for Gallipoli (as shown in Figure 16-21), you'll find the going easy, but 

once you arrive you'll be attacked by a 

massive fleet of Saracen ships. It is likely 
Tip: There are two paths you might take that all of your transports will be sunk 
to commandeer some ships. One before you can even load them! 
involves the guarded port of I d d h f 
Constantinople, and the other passes nistead; proceed: Tto Tie: gates 0 
through the peaceful village of Gallipoli. ~ 2 Constantinople, but hang back, set up 
Gallipoli (to the south) is much harder. your Trebuchets, and then take one Knight 

and approach the gate. The Byzantines 

will refuse to aid you, 

so you must force 

them by threatening 
the Hagia Sophia 

Wonder by stationing 

troops next to it. _ 

Once you've bro- 
ken a hole in the 

defense, send your 
troops directly to the 

Hagia Sophia Wonder 

within the city. Its 

leaders will relent, and 

you'll have a shiny 
new navy. Quickly 

move every available 
Figure 16-21 Gallipoli is a small town with danger lurking by its coast. 



troop onboard the Transport Ships, and leave your Trebuchets behind to distract 

the marauding enemy that sometimes storms the gates at the last minute. 

Sail quickly, using your attack ships to 
defend the transports, but not to pursue 

or engage the enemy. Find the cliffs to the 

east, and hug them as you continue south- 

ward until you find the beach. Unload 

quickly, keeping to the eastern cliffs, and 
move your men northeast as fast as you 

can, letting the empty ships occupy the 

attacking navy. 

Move your troops northeast around 

the cliffs, then southwest, skirting the 

Woods, and crush the Seljukian enemies 

you find there. Now head due south, 

looking for a Wooded passage to the top 

of the cliff. You know 

Tip: Use your Trebuchets to knock out all 
the Bombard Towers; this will save your 
men’s lives. Destroying the Castle from a 
distance is also prudent. Do not attack 
the Dock yet, as you need those ships for 
your own army! 

Tip: Future events will be much easier to 
handle if you have at least one of your 
Onagers intact. In fact, without that unit, 
the scenario that follows is almost 
impossible. 

you've found it when 

a soldier mutters, “If 

only we had a way to 

knock down those 
trees.” There is. Use 

that Onager to attack 

the ground there (as 
shown in Figure 16-22). 
If you cannot go this 

way, because you 

have no Onager, you'll 

have to hug the cliff 
and proceed south, 
but that’s a tougher 

route. 

After you punch 

your way through the 

trees, climb to the top of the cliff and then 

head straight south until you reach the 

edge of the map. Keep going southwest 

along the edge of the map, hopefully with 

at least ten men in tow, until you reach 

the Hospitaller camp. 

Figure 16-22 The plucky siege tool saved the day by making a path 
where there was none before. 

Note: /f you do try to go through Gallipoli 
and you survive, you'll find some 
marooned Frankish Crusaders and a 
Trebuchet waiting to be picked up on an 
island between you and the mainland. Go 
ahead and add them to your army. 

lh 
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Mission Six: The Emperor Sleeping 

Objectives: 

e Do not allow the Dome of the Rock to be destroyed. 

e Deliver the body of Barbarossa to the Dome of the Rock in Jerusalem. 

Hints: 

e Use your available time (10 minutes) to orchestrate an efficient attack. 

Position your Pikemen around War Elephants and your Paladins around 
siege weapons. 

e You can pass through the Saracen and Persian gates as long as you are 
allied with them. 

e Invest heavily in siege weapons—particularly Capped Rams. 

e Convert Persian War Elephants to gain valuable assault units. 

Walkthrough: 
It is best to fight defensively for the first stretch of this arduous scenario. Gen- 
erate Villagers, chop down the forest separating you from the water to the 

north, mine Gold and Stone, and build buildings. As soon as the 10-minute 

countdown is close to an end, build a Wall that stretches from the forest in the 

east to the cliffs in 

the west. Then start 
building many Guard 
Towers. Send out 

your Paladins, 

Pikemen, and quite a 
few Monks, and scat- 

ter them among the 
Tower defense (as 
shown in Figure 16- 
23). Use your Monks 
to convert enemy 
siege equipment and, 

most important, the 
Figure 16-23 With this many Guard Towers, a stout Wall, and Monks massive Elephants. 
to rob the enemy of its best soldiers, you cannot lose. 

‘Till: 



Pur ill Chapter Sixteen: Single-Player Empires 

O h the Sheep, build 
ghee Note: Richard the Lionhearted’s assault 

Pania; a Dock, and some Pishing Ships is pathetic, but it serves as a diversion if 
(use Fish Traps as well). Build your army, you then attack the single Wall to the 
and then send them and the wagon bear- south of his attack. 

ing the Emperor southwest to meet up 

with Richard the Lionhearted. Bust a hole 

in the Walls outside Jerusalem, south of 

where the hapless and 

foolish Richard attacks. 

Break into Jerusalem, 

and carefully elimi- 

nate all Bombard 

Towers and troops 

that might be nearby. 

Carefully escort your 

wagon, and the pick- 

led Emperor (as shown 

in Figure 16-24), to 
the holy Dome of the 

Rock in the south cor- 

ner of the city. The 

Empire may soon fall, Figure 16-24 Frederick Barbarossa’s men keep his honor intact by 
but Barbarossa fulfills escorting him to the end of the third Crusade. 

his promise! Victory is 

yours. 

The Genghis Khan Campaign 
The nomadic tribes of the Asian steppes spent centuries entangled in 
their own petty feuds until united under Genghis Khan. Within years, 

a highly disciplined army pours out of. Mongolia to embark on a cam- 

paign of world conquest. But how can a tribe of horse Archers possi- 

bly overcome the military might of Persia and Eastern Europe, let 

alone the technologically advanced empires in China? 



Note: Your overall objective is to get four 

en » areas Ti II 

Mission One: Crucible 

Objectives: 

e Wait for instructions from Genghis Khan. 

e Ride forth to each of the Mongol tribes 
and convince them to join the Khan’s 

_ tribes to ally with Khan. To gain the army: 
allegiance of a tribe, you have to meet e Make an example of any tribes that 
the conditions set by that tribe. openly war against you by destroying 

them. 

Hints: 

e You can change Diplomacy settings whenever you want, but don’t be 

surprised if the other tribes respond to your actions. 

e Only Monks are able to transport Relics. 

e The Kereyids are known as the most religious of the tribes, and they 
may have a few Monks near their camp. 

e Use the Objectives button to keep track of new objectives or those that 
have changed. 

Walkthrough: 
Genghis Khan has sent you forth to gain the allegiance of as many tribes as 

you can and to pulverize those who are disloyal. If you check your Diplomacy 

settings, you will see that you are allied with all of the tribes but the Kara- 

Khitai, who feign neutrality until you come within range. 

To begin the round of negotiations, send your troops northwest along the 
river to the Ungirrads’ camp. The Ungirrads tell you that their price for allegiance 

is a Relic. 

Swing west toward the Tayichi’uds, and parlay with them as well. You 

learn that they are at war with the Naiman and will join you only if the Naiman 

are destroyed. 

Now head east a short distance and then north to the Kereyids, and speak 
with them. Because the cold has hurt their food supply, their price for allying 
with Genghis Khan is twenty Sheep. Although there are Sheep all around the 

map in small groups, fortunately the Kara-Khitai have a pen full of Sheep just 

to the northeast, and you have the muscle to steal their flock. 

W 
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Once you kill the three guards on Tip: When the Sheep are accepted by 
duty, round up the nine Sheep in the pen, the Kereyids, their collars will turn blue. If 
and send them to the Kereyids’ camp. the Kereyids don’t swear allegiance, 
Send your troops there as well, but fan check for any Sheep that have not moved 

them out on the way back, picking up the to the camp. If there are Sheep in the 

other eleven required Sheep from the camp whose collars haven't changed, 
N move them directly beside the Kereyids’ 

small groups to the southeast and south Sheep and they should change color. 

west of the pen. 

When the Kerey- 

ids have their twenty 

Sheep, you'll gain 

some troops and two 

Monks (as shown in 

Figure 16-25). Use the 
Monks to heal all your 

units to full strength, 

and then give them a 
few Light Cavalry as 

guards and move 

them out of harm’s 

way. 

Send the bulk of 
your forces east across Figure 16-25 Those Monks make this mission a whole lot easier. 

the river and then 
north to the Naiman 
camp (as shown in 
Figure 16-26). Along 
the way, when you 

see a group of two 
Kara-Khitai, destroy 

them and wait: a Mang- 

onel will arrive shortly. 

It’s important to clear 

this path so you won't 

lose your Monks when 

they follow. Also, 

watch out for the three 

Kara-Khitai Watch Tow- Figure 16-26 Parlaying with the Naiman. 
ers near the center of 

the map. 
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In the Naiman camp, you learn that they have an equal hatred for the 
Tayichi’uds, and that the Naiman’s condition for joining Khan’s horde is the 

same: the utter destruction of their hated 

enemy. Although the Naiman are a bit 
Tip: Don’t overlook the Naiman unit to stronger than the Tayichi’uds, neither 
the north when you attack, or you'll have 
to come back to finish him off. 

force can hope to stop you, so save your- 
self some travel time, and wipe out the 

Naiman clan. 

When the Naiman have been dispatched, bring your Monks over with their 
guard. Have the Monks heal your main force, and then march everybody to 

the southeast. Move past the box canyon with the Sheep, and enter the gap in 

the trees just beyond. There you find a Relic guarded by three Wolves. Turn 

them into pelts and grab the Relic with one of your Monks. 

Next, send everybody over to talk with the Uighurs just to the southeast. 

You find that their price for joining the alliance involves killing a powerful Wolf 
named Ornlu who lives on the plateau to the east. As a veteran Wolf fighter, 
this will prove a simple task. When you’re done you'll gain the allegiance of 
the Uighurs, five Camels, and a gift of fire arrows. 

Send the Camels and the rest of your forces to the south along the south- 

east side of the map, toward your original starting position. Once there, send 
half your forces and the Monk with the Relic to the Ungirrads’ camp, and the 

other half to the Tayichi’uds’ settlement. You will gain the allegiance of each, 
and victory will be at hand. 

Mission Two: A Life of Revenge 

Objectives: 

e Prevent the tent of Genghis Khan from being destroyed. 

e Kill the traitor Kushluk. 

Hints: 

e To persuade the Tayichi’ud Villagers to join you, kill all of their soldiers. 

e The Mongols do not yet know how to make siege weapons. 

Walkthrough: 
After you’ve completed the first mission, wait a few seconds for your men 

to regroup, and then follow the advice of the Horseman who found the 

“Tid: 



Tayichi’uds. Kill all 
Tayichi’ud soldiers but 

spare their buildings, 
as soon they will all 

be yours (as shown in 
Figure 16-27). Create 
Villagers and start 

hunting, chopping 

Wood, and building a 
Palisade Wall to pro- 

tect your Town Cen- 

ter. This Palisade Wall 
should buy you some 
time if and when your Figure 16-27 Attack and slay all military units to convert the Tayichi’uds 

to your cause! enemy mounts an at- 
tack. They will usually 
try to attack the Town Center first and : : 
then the tent of Genghis Khan. Tip: There is a huge herd of Deer in the 

: southeast corner. Carefully guide as many 
Be sure to hunt at every opportunity; Villagers as you can spare all the way 

the Mongols are good at it. Scout out the there and gorge yourself upon the meat. 
enemy position and find herds of Deer. 

Gather resources, advance as far and fast 

as possible, and then 
mount an attack into 

enemy territory. 

Once you are 

ready to attack, pro- 
ceed into the enemy 
camp and destroy the 

Walls, replace or heal 
the wounded, and 

strike deep into the 

southwest. Kushluk 
himself will lead the 

attack; slay him and 

the uprising will end 

(as shown in Figure Figure 16-28 There is the cowardly Kushluk—pursue him and slay 
16-28). him! 
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Mission Three: Into China 

Objectives: 

e Conquer the Tanguts, Hsi Hsia, Jin, and Sung. 

Hints: 

e The Great Wall will give you trouble without siege equipment. Fortu- 
nately you can capture some northeast of the wall. 

e Your initial base can defend you for a short time, but soon you have to 
push into China to find resources. 

e The Chinese nations will put aside their differences to fight a common 
enemy. You must fight all four at once, lest one gain the upper hand. 

Walkthrough: 
Lasso your troops (shown in Figure 16-29) and move them to the east. Con- 

tinue until you find a river fork and launch an attack against the Villagers mill- 

Figure 16-29 
efits. 

Use these men wisely, for they will reap large initial ben- 

ing about. When you 

reach the eastern part 

of the village, some 
Villagers, a Battering 

Ram, and a Mangonel 
join you. Build your 

own Town Center 

and important build- 
ings, and start gather- 

ing resources. 

Advance your tech- 

nology as far as pos- 
sible and move near 
the northwestern 
edge of the Great 

Wall (shown in Fig- 

ure 16-30). Build a 
Castle, Barracks, 



Stable, Siege Workshop, and Archery Range there, and begin producing troops. 
Use Trebuchets and siege equipment to shatter the wall when ready. After a 

hole is made, move 

through and go south- 
west until you come 

across some Bombard 
Cannons that defect to 
your side. Wreak 

havoc on the enemy 

where you find them. 

A coordinated as- 

sault against all your 

enemies isn’t 

necessary—provided 

you have momentum 

and are ready to 

board transports to Figure 16-30 They don’t call this the Great Wall of China for nothing! 
take out the Jin on 

their island (to the far 
east). Also, farming and fishing should 
keep the resources on your side of the 

wall plentiful for quite some time. 

Click*to selectsthis. 

Tip: Trebuchets are the best way to attack 
the Great Wall out of reach of those pesky 
Keeps that line it. 

Mission Four: The Horde Rides West 

Objectives: 

e Defeat the Khwarazm Empire. 

e Defeat the Russians. 

e Set the two Trade Carts containing assassins close enough to the 

Khwarazm Shah to strike. 

Hints: 

e Your two armies are divided and will not be able to meet until they 

reach Samarkand. 

H 
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don’t forget to plan for an onrushing herd 
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e If your assassination attempt fails, the leadership of the Shah will guar- 

antee that the Persians are a much more deadly enemy. 

e The Persians are expecting their gift. If they do not receive it soon, they 
may eventually declare war on you. 

Walkthrough: 
You are charged with assassinating the Shah of the Khwarazm Empire, and the 

deed itself is simple. The timing, however, is critical. 

You start with two Town Centers: one to the north and one to the south- 

east. Your assassins wait near the southeastern Town Center. Though your 

treacherous attack will spring from there, the southeastern village is ill suited 

for defense and will soon run short of Wood. Use it instead as a resource en- 

gine, gathering all the Gold, Wood, Stone, and animal foods that you can, but 

do not build any buildings other than mines. You'll be abandoning the town 

later, and there’s no sense wasting time and Gold on urban renewal. 

In the north, scout out the area—especially west—and find the gaps and 

cuts in the woods that you can later fill in with Stone Walls to keep your main 

town free from interference. As you scout, keep in mind these three objectives: 

protecting your growing settlement, keeping the Russians from nosing around, 

and funneling an enraged Persian army into the teeth of your future defenses. 

While you’re scouting the west, destroy the two Merkid horsemen and 
make sure their village is clear. They have a good deal of Gold, and that may 

come in handy later. Additionally, some of their buildings might be of use 
when you develop Monks who can convert them. 

Also keep an eye out for trails that the Russian Villagers are using. If you 

find one, place a few units on it and slaughter the Villagers as they come by. 

There is no sense in letting the Russians get any stronger than necessary. 

When the production rate of your 

Stone Mine in the southeast is strong, 

start blocking off the paths to your north- 

of bloodthirsty War Elephants. They're not ©™ town, adding towers if you can 
going to stop until you make them. afford it. The key is to make sure you 

leave one small path toward your village, 

which can accommodate a bristling army 

of defenders at its far end. 

Keep gathering resources in the southeast as fast as you can, and generate 

units, buildings, and technological advances in your fortification to the north. 
Advance to the Imperial Age when it is possible. When you have your town 
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sealed off—with the exception of one entrance—build a Castle at the end of 
the only remaining entrance. Leave plenty of room to move troops and Siege 
Engines past. Build a force of Mangudai and Trebuchets, and throw in a few 

upgraded Guard Towers while you're at it. 

The key is to have your northern defenses in place before the southeastern 

area has been picked clean. Once the southeastern area is clean, send the 

Trade Carts on their mission to the Shah, 

and start building a fast-moving attack 
force backed up by Trebuchets in your 

northern town. You'll want to be ready to 

attack and destroy the Russians when the 

Shah is killed. Don’t rush ahead, and 

don’t kill the Shah before you have a po- 

tent storehouse of resources. You should 
upgrade the units you plan to use in your 

attacks, and you should have enough re- 
sources to field two large armies in a very 

short amount of time. 

When your Trade Carts are in place 

for the attack and your forces are massed 

Tip: When the southeastern area has 
been cleared and you're swinging into 
attack mode, it would be suicide to send 
your Villagers north via the Persian 
territory to the west. Instead, send them 
north to the northeastern edge of the 
map, and then move them over the 
plateau and down the other side. They'll 
be stuck between a forest and some 
cliffs, but it’s a perfect place to build a 
Lumber Camp, freeing up Lumberjacks in 
the north. 

and ready to go on the offensive, put your nefarious plan into action and as- 

sassinate the Shah by moving your Trade Carts directly in front of him. When 

he falls, start your troops for the Russian settlement to the southwest, and at- 

tack any units you can without taking too much damage yourself. Bring up 

Trebuchets in the rear and pound the Castle and other forces into dust as fast 

as you can. 

When you’ve passed through the Rus- 

sian village, keep heading southwest 
along the northwest edge of the map, un- 
til you run into a lakeshore. Swing south- 

east at that point and follow the shore to 

the back gate of the Khwarazm fortress, 
slaying Villagers and defensive units as 

you go. Try to keep your Mangudai sup- 

ported by Cavaliers or Knights, and don’t 

Note: You don’t want to bring a healthy 
army into battle against the Russians. 
This fighting force is going all the way 
down to the Khwarazm back door and 
giving it a kick. If you’re not in good 
shape when you get there, you'll be cut 
to ribbons in no time. 

leave your Trebuchets alone in your dust. You’re going to want to raise a big 

stink when you get there—not a little commotion. 

When you're in place at the western gate on the northwestern wall of the 
Khwarazm city, do your best to entice the Persian forces to come out and attack. 
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Shelling their Town Center and other buildings with Trebuchets works quite 
nicely, but whatever you do, make them come out to get you—don’t go into 

the city on this assault. 

Tip: Your advantage is your speed. You 
can run circles around most of the 
Persian units, but they're very tough in a 
close fight. Keep moving! 

Once you get the Persians’ attention, 

they'll come out in force. You're not go- 

ing to be able to stop them, but you 

should inflict as much damage as pos- 
sible on this wave of attackers. Kill and 

convert as many of them as you can be- 

fore your forces are destroyed. As you 

lose units, start rebuilding them immediately; your second attack should bring 
the Khwarazm to their knees. 

Note: This is a one-two punch. You must 
not try to attack until the Persians have 
thrown themselves in the teeth of your 
defenses. When the ground is littered 
with dead and dying Khwarazm, it is time 
to attack! 

Figure 16-31 
and never knew what hit them! 

While you’re waiting for the enemy 

to attack, send out a few speedy scouts 
to locate the oncoming War Elephants 

and their Knight escorts. Position your 

siege engines, Archers, Mangudai, and 

other units in a ring around the end of 
the funnel you’ve left for them to find, 

and when the Per- 

sians come through, 

let them have it with 

everything you’ve 

got. Be aggressive, 

and try to wipe them 
out as fast as you 

can. You're going to 

be sending the next 

wave of attackers right 

back the way they 

came, and the sooner 
you can get their car- 

casses out of the way 

the better (as shown 
Excellent! The War Elephants attacked the Guard Tower jn Figure 16-31). 

When you've 

beaten back the an- 

gry Persian attackers, head out the way they came, but take a more direct 

route to the back gate. Try to bring along some Siege Onagers—if you have 
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them—and Trebuchets, but get the Mangudai moving fast right off the bat. You 

want to take control of the back gate, blow it open, and then flood in and obliter- 

ate anything that moves. When the slower troops catch up to you, you can use 

them to destroy the buildings. 

You'll encounter 

some resistance, but 

the Shah’s main fight- 

ing force will already 
have been destroyed, 

so you should be able 

to clean out the for- 

tress as you go. If you 

keep some Elite Skir- 

mishers defending the 
Trebuchets, you 

should be able to use 

the Mangudai to slay 

roaming defenders. 

Continue the attack Figure 16-32 A second wave of Mongolian troops seals the fate of 
until the Khwarazm the Khwarazm Empire. 

Empire is no more (as 
shown in Figure 16-32). 

Mission Five: The Promise 

Objectives: 

e Capture the Bohemian flag, the Polish flag, and the German flag. 

Hints: 

e Don't spend all of your Stone at the Market. You’re going to need it. 

Walkthrough: 
Build up a small base and some decent units as fast as you can. You don’t have 

to immediately build a Wall between you and the Polish building to the south- 
east; such a Wall prompts attack. Instead, once you have a small army, attack 

the Poles. They have some Knights and quite a few Mangonels nearby, which 

you should destroy. Once you have an army strong enough to demolish a 

Castle, attack and defeat the Polish, as shown in Figure 16-33. 
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Figure 16-33 Good King Wenceslas looked down and saw his Castle 
burning! 

Tip: /f you want a small boost to your army, 
look to the southwest of the Bohemian 
base. You'll find a Temple, a Monk, and 

Start working on 

advancements and 
build a huge and 

powerful army. Farm, 

fish, chop, and mine 

all that you can. Then 

attack south, destroy- 

ing the Germans first. 

As you march on the 

Germans, beware of 

the scattered enemy 

units that enjoy at- 

tacking the siege 

weapons at the tail 

end of your army. 

Destroy Castles, 

Town Centers, Guard 

Towers, and all the other units that you 

find. Flag ownership is determined by 

some Huskarls just waiting to aid you. your proximity, so make sure you get 
close enough to them to claim your share 

(as shown in Figure 16-34). 

Now head west from your base camp and scout out the Bohemian posi- 
tion. Construct a field base consisting of Barracks, an Archery Range, and 

Figure 16-34 Mongol soldiers capture the German flag. 

Stables nearby and 

attack the Bohemians 

in force. Watch out 

for the enemy Siege 

Onagers located on 

the cliffs surrounding 

the main gates; they 
can do massive dam- 

age to your army. 
Destroy them and the 

Castle and Eastern 

Europe will fall to the 
son of the Great Kahn! 
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Mission Six: Pax Mongolia 

Objectives: 

e Survive until Subotai’s reinforcements arrive. 

e Defeat Hungary. 

Hints: 

e Because of the ice on the Sajo River, it is impossible to build ships. 

e Use the Saboteurs wisely; you cannot train any more. 

e Siege Onagers can flatten forests. 

Walkthrough: 
The Teutons have been preparing for war, and now they advance. Reinforce- 
ments are on the way, but they will not arrive before the defense of your settle- 

ment has been decided. You must defend with all of your might, yet be prepared 
to abandon your village if your forces are overrun. 

Send your Villagers to mine all the Stone they can in case you must aban- 

don your home; you'll need it if you’re on the run. Change all of your troops to 
a Defensive Stance, and then group your Light Cavalry together and move 

them toward the set of Guard Towers that are nearest your Town Center. Hold 

your Cavalry in reserve for the Scorpions, which will be along soon enough. 
Move your Saboteurs north, out of harm’s way, but within striking distance of 

any units that might make it to the heart of your encampment. 

Now group your Mangudai together and move them quickly to the bridge. 

You'll see Teutonic Knights marching toward you, and they’re tough. Do not 

let them get too close! Fire on the Teutonic Knights and their Archers, but keep 

retreating up the hill along the path as the enemy advances (as shown in Fig- 
ure 16-35). With help from the Guard Towers, you should be able to wipe out 

the first column of enemy units. 

Move your troops north of the gauntlet of Guard Towers, and let the en- 

emy horsemen attack; then swoop back in to pick off one unit at a time. Keep 
your eyes peeled for forces trying to move around behind you, and be on the 

lookout for the coming of the siege engines. The Scorpions are especially 
deadly, and they can destroy your army in no time. 

By using delaying tactics with your Mangudai, you should be able to take 

on any single unit, but even a few Teutonic Knights or Cavaliers are a serious 

threat. If you are in doubt, use your speed to disengage and find a way to 

Tit 
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even the odds. Keep moving, making hit- 

: and-run attacks. When you hear the 
advantage at every opportunity. You have , . : 
a speed advantage, so loop around the enemy’s Trebuchets opening up, circle 
Guard Towers and lure pursuers back back down toward the river and see if 
into a hail of arrows. you can eradicate one or two of them. 

When the enemy is bearing down on 

your Castle, it’s time 

to decide whether 
you're going to fight 

to the last man or get 

out while the getting 

is good. This is a 

make-or-break mo- 

ment; you must not 
allow your forces to 

be overrun or your 

Villagers to be wiped 

out. If you think you 

can’t stop the Teuton 

advance, move your 

Figure 16-35 Stay out of their reach and it’s the end of the road for Villagers and other 
these Teutonic Knights. units north, and then 

southeast along the 

Tip: /f you want to hold the town, you ee ae ale or Tie 
must find and destroy the Trebuchets. If mape Ene VEI YONE OE ASETE 
they remain unopposed they will level ner of the map, and make sure Teutonic 

your buildings in minutes. scouts do not sneak in for an attack on 

your retreating troops. 

Tip: Use the Guard Towers to your 

If you save your city: A small number of units at your end of the bridge will 

stop enemy Villagers from poaching on your land, and you can safely spend 
the rest of the time waiting for Subotai’s arrival by rebuilding your resources. 

When Subotai arrives, do not rush the bridge and try to attack the Hungarian 

city head-on. The other side of the bridge is a killing field. 

If you do not save your city: As your fleeing forces move through various 

pinch-points of the map, have a Villager erect a Stone Wall—but only if no en- 

emy units are in the area. Your goal from here on out is to make sure that the 

Teuton forces are delayed and distracted from attacking your Villagers until 

Subotai arrives. 



The eastern corner of the map is defensible if you get Walls up quickly 

and if you’ve dealt with several of the Trebuchets. Try to secure the Gold on 
the small plateau, and the woods nearby. If you close off access from the north 

and west, the southwest can be defended for some time by your Mangudai and 
Cavalry. If necessary, you can close off access from the river as well, but do 

this only as a last resort. 

Until Subotai arrives, you need to rebuild your forces, and at the same time 
defend yourself. Put up multiple Walls at any point where you expect trouble, 

and throw in a Guard Tower where it 

can do some damage. For now, you 

st ive! 
mu a ; defi its weight in Gold. Enemy units will 
EN VOUTE SUIE YOUMCSIENSES AIS fixate on it instead of hunting you and 

solid and Subotai is ten minutes away, use that will give you an opportunity to 

Tip: A well-placed Guard Tower is worth 

your 100 Wood in reserve and build a strike back while they're immobile. 
Lumber Camp, harvesting all the Wood (This tactic is especially effective 
you can. When you have enough to build against enemy Trebuchets.) For extra 
a Mining Camp, do so near the Gold, and protection, sandwich a Guard Tower 

start stockpiling it as well. between two Walls. 

The Mongols’ Revenge When Subotai 

arrives, the Teutons are going to cower in fear, and that means you're going to 

have to cross the river and dig them out of their fortress. To do the job, you 

need a Town Center, and enough Villagers to produce Food, Wood, and Gold 

for a Siege Workshop to produce upgrades and expensive units. A Castle on 
the high ground above the south end of the river wouldn’t hurt either. 

While you’re waiting for your re- 
. . t 5 

rials P pile ri ba i oe aha E Tip: Subotai’s dogs slow the rest of the 
aE, ne A TEAC YATOA horde down a great deal. Leave them 

tice that the ice is solid in some places, with a bone to gnaw on while you strike a 
and at the south end of the river, there is blow for Genghis Khan. 

a patch where troops can cross. Directly 

across the river on the Hungarian side, 

you will find a clearing surrounded by trees. That’s the entrance you'll be us- 

ing, but you need to upgrade to Siege Onagers to clear the way. 

When you're ready, crash through the trees and let loose the destructive 
might of your Mongolian hordes. But don’t underestimate the bite left in the 

Hungarian dogs, especially when you attack their prized creations. (See Figure 

16-36.) Build your own Trebuchets, but be careful where you place them lest 

‘Tid 



Figure 16-36 Attacking these wondrous spires will loose yet another 
Teutonic attack. 

Saladin’s Campaign 

the plentiful Guard 
Towers do them in. 

Likewise, use your 

Mangudai to attack 
the enemy’s Trebu- 

chets and Rams, but 

keep them out of 

reach of the Scorpi- 

ons if you can. 

You have control 
now, and the Hun- 

garians are cowering 

at the sound of your 

hoofbeats! Lead your 

horde to victory for 

Genghis Khan! 

Outraged that the Holy Land is ruled by Saracens, Knights from Eu- 

rope have descended on the Middle East in a series of crusades. Now 

four European kingdoms have sprung up in the desert. The Saracen 

king, Saladin, rallies his troops in an attempt to drive back the invad- 

ers. In response to the European crusades, the Saracens have orga- 

nized a Jibad. In response to European vileness, the once cultured 

Saracens have become treacherous. But will it be enough to save their 

homeland? 

Mission One: An Arabian Knight 

Objectives: 

e Defeat the Franks west of Cairo by destroying their Town Center. 

e Get your soldiers to the Mosque in Cairo. 

e Defeat the Franks east of Cairo. 

Hints: 

e Use the line of sight of your Light Cavalry to avoid unwanted encounters. 
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Walkthrough: 
Begin by placing your Saracens in sensible groups and assigning them hot 

keys. Make two groups of the Light Cavalry, one group of Camels, one of Men- 

at-Arms, one of Mamelukes, and finally a group consisting of four Men-at-Arms 

and the two Heavy Scorpions. Place all 

aa De oe paa sete es ne Tip: Detach one rider from your Light 
ormanon: PULTE Lea y VCOrpIONS-A a Cavalry to serve as both a scout and a 

Box Formation with the Men-at-Arms on decoy. You'll use him to range ahead and 
the outside. Order everyone to take a De- spot danger. 

fensive Stance. You don’t want them to 

chase Franks on this mission. 

The initial Frank assault is weak. Defeat the hapless French and march 

southwest. At the pyramids you'll find another smattering of French Cavalry. 

Hit them with the Camels and turn south. Here you find the first serious resis- 

tance of the mission. Just south of the low hills is a Frank encampment de- 
fended by Crossbowmen, Throwing Axemen, and Knights. 

Form a battle line of Camels extending northeast from the pond. Put your 

Mamelukes behind them. The Camels should defend, and the Mamelukes 

should hold ground. Keep the Light Cavalry in reserve. Send the scout west of 
the pond until he spots the Frank tents. Roll up the Heavy Scorpion (protected 

by the Men-at-Arms), and begin firing. 

This should stir up the bees’ nest. The Knights will pour around the east 

side of the pond, supported by Crossbowmen. Fight the Knights first with the 

Camel, then with the 

Mamelukes, and ride 

down the Crossbow- 
men and Throwing 

Axemen with the Light 

Cavalry. Push south to 
the bridge, leading 

with the Camels. 

Destroy any wooden 
buildings, as shown in 
Figure 16-37, but ig- 
nore the tents. 

The Egyptians will 

betray you, but don’t 
worry. Form a barrier Figure 16-37 The attack on the French Village. 

Warning you are being attacked!!! 

MI 
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across the bridge with your Camels and Men-at-Arms. Back them up with the 

Mamelukes and Heavy Scorpions. If the Egyptians don’t attack, bait them with 

the scout. Once they are defeated, sweep into the final Frank encampment. 

Take down the buildings and the Franks will fall. 

With the Franks down, it’s time to visit the Mosque. Direct the Cannon Gal- 

leon to destroy the two southernmost Guard Towers and open a hole in the 

Wall. Enter and wind your way north to 

the Mosque. Kill the Monk at the en- 

demolish the remaining Frank buildings. ee ae rae es hi te ote ie 
Its rate of fire is slow, but it deals By DEANS WHr ONCE Agat STEM SIGES: 
tremendous damage. Take the offered reinforcements and 

organize your forces. Keep melee units in 

groups with similar units, and keep the 

Cavalry Archers separate. The Siege Ram should be in its own group. Head to 

the northern edge of the Frank encampment. 

Note: Use the Cannon Galleon to 

Send a scout ahead with your re- 

maining Light Cavalry. When you find a 

Cairo’s east gate and commence ete bli Hie ie Bene Be Ee 
pillaging. This isn’t a big force, so you stroy it. Continue to move south, stop- 
can take them out. Be careful, however; if Ping just before the northern Frank 
you lose too many people here, you camp, ready to place your soldiers in for- 

might not have enough for the final battle. mation. Once again, put the melee units 

in front and back them up with missile 

units such as Cavalry Archers and 

Mamelukes. Keep the Light Cavalry in reserve. Slowly advance on the camp, 

and engage the bulk of the Franks with your Camels and Cavalry Archers. Use 
your Light Cavalry to sweep in on the Frank Crossbowmen. Once the Franks 

are defeated, you can march south to their Town Center. Destroy it and victory 
is yours. 

Tip: Sometimes the Franks may enter 

Mission Two: Lord of Arabia 

Objectives: 

e Defeat Reynald’s pirates. 

e Defeat Reynald’s raiders. 

e Do not allow your allies of Aqaba and Medina to be defeated. 



Hints: 

e The Saracen capital can spare little to get you started. You must de- _ 

velop your own base and army. 

e Research Cartography in order to see where your allies need help. 

e Keep your allies’ trade routes open and they will reward you. 

e Assign units to guard allied Trade Carts. 

Walkthrough: 
The path to victory can be clouded with misperceptions. You enter the mission 

allied with Medina in the map’s east corner and at war with both the pirates in 

the west and Reynald’s raiders in the northeast. Reynald will constantly drip 

Archers into your village, but don’t build your defenses. The key to this game 
is to attack, attack, and attack. 

Begin your mission conquest by creating ten or twelve Villagers, and set 

them to work mining Gold and harvesting Food. Have one Villager erect a 

Watch Tower near the Town Center. Recall your Light Cavalry to your Town 

Center, and use them to slay any Archers 

that wander through your town. 
Tip: Don’t forget to buy all the Villager 

Once the economy is strong, create a : 
B k tiheastof ioinal vill production-related upgrades that you 
arracxs northeast ot your ongina! vitage. can. A thriving economy is the most 

Generate 15 Men-at-Arms and have them important aspect of the early game. 

escort three Villagers to the break in the 

Palm trees northeast 

of your camp. Build a 
Watch Tower there. 

Reynald may try 

to take the Tower 
down, but your Men- 

at-Arms will usually 
be enough to prevent 

him from succeeding. 
Once Reynald’s initial 

attack is quashed, 

construct one or two 
Watch Towers (as 

shown in Figure 16-38) 
closer to the gates of l Figure 16-38 Placing Watch Towers between the ponds is your first 
Reynald’s fortress, step to defeating Reynald. 
near the east edge of 

the map. 

Ti 
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Continue to research new technologies, and produce a good mix of Men- 
at-Arms, Cavalry, and Archers as you continue erecting a string of Towers for 

offensive purposes. Specifically aim your improvements at entering the Castle 
Age. Finally, you arrive at Reynald’s gates. Some of his men approach the gate 

to meet you. Try to sweep your entourage through the open gate. Once you're 

inside the fortress, attack buildings that limit your exposure to the enemy 

Watch Towers. Weaken Reynald’s economy, and, if possible, bring down his 
fortress. 

Unfortunately your raiding party will eventually be killed. They just don’t 
have the power it takes to bring down a Guard Tower. But don’t worry—the 

damage they have inflicted will significantly impede Reynald’s economic 

Note: You can search the area for 
Reynald’s raiders before you eliminate 
their fortress. Once you have his troops 
contained in the fortress, you can clear 
the trade corridor of enemies and press 
on with your trades. 

progress. 

By now you should be in the Castle 

Age. Build a Siege Workshop and a Bat- 
tering Ram or two, and accompany them 

with a handful of Long Swordsmen, 

Crossbowmen, and Camels. Break down 

the gate and attack Reynald’s Guard 

Towers. With the Towers down, you can 

demolish the rest of the camp. 

With Reynald’s raiders gone, it’s a good idea to sweep the area between 

your camp and Aqaba. Exterminate the bandits and you'll have a clear trade 
route to Aqaba. Make sure you have a constant stream of Trade Carts churning 

the trail between your towns. 

Build two Docks southwest of your camp. Build four Transport Ships and 

six War Galleys or Galleons (depending on your technology level) to guard 
them. Load the Transport Ships with six Villagers and a solid mix of ten fight- 
ers. Sail to the southwest edge of the map, and then follow the map edge 

north until you hit land. Unload the ships, but don’t advance. You don’t want 

to alert the pirates. Build two Guard Towers, a Barracks, and an Archery Range 
(as shown in Figure 16-39). Crank out 15 Long Swordsmen and ten Archers, 
and begin your push north. Support the troops with your warships and keep a 

semi-constant supply of vessels inbound from your Docks. Continue to make 
your way up the coast. 

Once you have a little breathing room, erect a Siege Workshop and gener- 

ate a couple of Battering Rams. Lead the Battering Rams up the coast with your 

troops, and use the Rams to take down the tough buildings. Keep pushing un- 

til the pirates are defeated. 

“dll 



Order your initial 

camp to produce a 

mix of Camels and 

Light Cavalry. Use 
them to hunt down 

and kill the Bandits. 
The enemy’s main 
camp is located on a 

plateau just northeast 
of the Pirates’ camp. 

Eliminate the Bandits 

and victory is yours. 

Figure 16-39 These buildings are your first toehold on the pirates’ soil. 

Mission Three: The Horns of Hattin 

Objectives: 

e Capture the Piece of the True Cross. 

e Return the Piece to the Horns of Hattin. 

Hints: 

e There is precious little Stone in the desert. You will have to rely on the 

strength of the troops to defend you, as you can’t build Walls or Towers. 

e In this case, the best defense is a good offense. 

e There are not many fish in Lake Tiberias. Support your economy with 

Farms. 

e As with any Relic, your enemy may garrison the Piece of the True Cross 

in a Monastery. 

e Beware of the Templars and Hospitallers. They are your most danger- 

ous opponents. 
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Walkthrough: 
Split your northern Villagers evenly between Food and Wood production. Most 

Food producers should be herding the nearby Sheep, but a couple need to till 

the soil. Research both the Wheelbarrow and Horse Collar to increase your 

productivity. Gather all your Spearmen, Cavalry Archers, and the Mangonel, 

and send them to the northwest corner of your encampment. 

Meanwhile, back on the southern 

ranch, order the southern Villagers to 
mine Gold. As soon as feasible, build six 

to eight Spearmen, and send them and 

the Cavalry Archers to the western fence. 

Knock a hole in your western Pali- 

sade Wall (remember, I’m talking about 

the southern camp). Take your group of 

Tip: Place the Spearmen and Cavalry 
Archers in one group. Choose the Line 
Formation. This will keep the Spearmen 
in front and the Archers in support. 
That’s a bad combination for your 
mounted enemies. 

Figure 16-40 The Spearmen fight the hapless Cavaliers. 

Tip: You may need to create a couple 
more Archers to hasten the Town 
Center’s demise. Remember Saracen 
Archers get a bonus when attacking 
buildings. Be frugal, however, as you 
need to save Food and Gold in order to 
advance to the Castle Age. 

Spearmen and Cav- 
alry Archers through 
it. You'll be accosted 

by a troop of Cava- 

liers, but don’t panic; 

horses hate Spear- 

men and your forma- 

tion should soon 
make mincemeat of 

the Byzantines (as 

shown in Figure 16- 
40). If necessary, re- 

inforce your troops 

with additional Spear- 

men and Archers 

from your southern 

Archery Range. 

Once Jerusalem’s horsemen have been 

slain, march your troops to the enemy’s 

Town Center and destroy it. Kill any 

passing enemy Villagers. With both the 

Town Center and supporting Villagers 

obliterated, the Byzantines will cease to 

be a problem. 



Now save all the Food and Gold that you can. As soon as you can, ad- 

vance to the Castle Age. Build a Monastery in your northern camp, and research 

Sanctity—you'll need the extra hit points. 

Produce three Monks and use four 
Spearmen to guard them in a Box Forma- 

nee Se FON Sa MO cotaly ae you can use the Gold generated by your © 
chers and Spearmen (again, I'm discussing Southern miners to buy the sustenance 
the northern forces), and form a separate you need. Your enemies won't wait forever. 
group for the Mangonel. Head west along 

the northern edge of the map. 

While the northern group marches west, take the southern group (the folks 

that took down the Byzantines) and head north. The Piece of the True Cross is 
in the west section of the map. The Hospitallers guard it with a combination of 

Monks and the very dangerous Teutonic Knights. Use your southern group to 

take on the Teutonic Knights. Once the southern group has drawn the Teu- 
tonic Knights away from the Relic, use the Mangonel to knock down the north- 

ern wall of the compound housing the Relic. 

Once said hole is 
made in both Palisade 
Walls, stream the 

northern group, sup- 

ported by any rem- 

nants of the southern 

group, into the com- 
pound. Kill the Monks, 
seize the Piece of the 

True Cross, and hurry 

home to the northern 
camp (as shown in 
Figure 1641). Place the 
Relic by your large 

tent marked with the Figure 16-41 The Monks return with the Relic. 
flags and you win. 

Note: Don’t forget your Market. It’s silly to 
wait on Food to join the Castle Age, when 
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Mission Four: The Siege of Jerusalem 

Objectives: 

e Do not allow any Jerusalem Monastery or the Dome of the Rock to be 
destroyed. 

e Destroy the five Towers defending Jerusalem so that Saladin’s army can 

occupy the city. 

Hints: 

e Cut off Jerusalem’s food supply by raiding outlying Farms. 

e The two Orders of Knighthood have bases nearby that should be de- 

stroyed before assaulting the city. 

e Trebuchets can make short work of Towers from a distance. 

Walkthrough: 
Build a Mining Camp and a Lumber Camp adjacent to the Gold and forest that 
abut your starting position. Assign a couple of Villagers to gather Wood and 

one to mine Gold. Direct everyone else 

to move southwest. 
Tip: Assemble your mounted warriors Lead with the Light Cavalry, as they 
into a Line Formation. This will place 
the Heavy Camels in front and the 
Mamelukes in the second line. Kill 

have the best sighting range. Trot the 

Light Cavalry southwest until you spot 

anyone you spot—especially enemy Jerusalem’s walls. Halfway between your 

Villagers. Remember that a dead camp and Jerusalem’s walls is a non- 
Villager can carry no Food. mineable rock pile. Build your Town 

Center next to the rock pile. Crank out 
five Villagers. Have four farm while the 

fifth Villager heads northeast in search of game. Leave the Archers to protect 

your fledgling village while all your mounted warriors escort the Hunter. 

In the north corner of the map, you'll find a herd of Deer. Build a Mill, and 

then slaughter the Deer. Move your mounted warriors southwest along the 

edge of the map. You'll run into a camp of your old nemesis, the Hospitallers. 

Bait their mounted units, drawing them away from the Teutonic Knights and 

Scorpions. Turn and destroy their mounted units, and then lead the Teutonic 
Knights and Scorpions south. Line your Archers on the northern side of your 

camp. Lead the Hospitallers into their waiting arms, and then crush them with 
the joint might of your forces. 

“le: 



Once the Hospitallers are destroyed, 

sweep your Heavy Camels, Mamelukes, 

and Light Cavalry north, destroying enemy 

Villagers and the Hospitallers’ Town Cen- 

ter. Finally—in the west corner of the 

map—destroy Jerusalem’s Lumber Camp 

and its attendant Villagers. Continue to 

Note: /t doesn’t hurt to have a Barracks 
producing a few Long Swordsmen to 
reinforce your troops. Nor would a couple 
more Archers be unwelcome additions to 
your ranks. 

ravage the countryside with your mounted units, but stay clear of the southeast 

corner of the map. The Knights Templar await you there, and there is really no 

reason to fight them if you don’t have to. 

Build a Castle if you haven't already (as shown in Figure 16-42), a Siege 

Workshop, and a Uni- 

versity. You'll also 

need about five 

Trebuchets. Recall 

your mounted units, 

refit them in the 

Castle, and create 

about ten Two- 

Handed Swordsmen 

and an equal number 

of Crossbowmen. 

Put the Two- 

Handed Swordsmen 

and Crossbowmen in 

Line Formation, and 

place them in front of 

one Trebuchet, as 

shown in Figure 16-43. Keep the others 
well to the rear. Order the Trebuchet to 

attack the westernmost of Jerusalem’s 

Guard Towers. 

Continue counterclockwise around 

the city, destroying the Bombard and Guard 

Towers. You'll need to frequently rein- 

force the troops guarding the Trebuchet. 

There are four Towers on the city’s perim- 

eter and one in the center. 

Figure 16-42 Building a Castle is critical to winning mission four. 

Tip: Often the Trebuchet’s attack will “stir 
the ants” and trigger a counterattack. 
Fend off the enemy units with your Two- 
Handed Swordsmen and Crossbowmen 
formation, and then counter-attack the 
counterattacks with your mounted units. 

db 
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Knock a hole in Jerusalem’s east wall, and pour your troops through it. Re- 

member, you don’t have to take the entire city. In fact, you do not want to de- 

Figure 16-43 Guard it well—the Trebuchet is the key to mission victory. 

Mission Five: Jihad! 

Objectives: 

stroy any Monasteries; 

you only need to 

eliminate the final 
Tower. 

Use your troops 

to screen your 
Trebuchet from en- 

emy counterattacks. 
Have the Trebuchet 

destroy the final 

Tower and victory is 

yours. 

e Defeat any two of the three Crusader cities: Tiberias, Tyre, and Ascalon. 

Hints: 

e Remember, you only need to defeat two enemy cities. 

e You can trade with the village of Hebron, as long as it survives. 

Walkthrough: 
This mission is long but not complicated. There are many roads to victory, but 
the following is my favorite. The strategy is straightforward: clear the route to 

Note: As always, research any technology 
that will make your Villagers more 
efficient. In this case it’s the Hand Cart 
and Heavy Plow. 

“bh 

Hebron and commence trading. Attack 

and eliminate Tyre, and then do the 

same to Tiberias. Stay away from Ascalon 

in the south corner of the map; they are 
too big and too bad (as shown in Figure 
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When the mission 

begins, send your 

Fishing Ships out for 
Food. Create eight Vil- 

lagers and build a 

Lumber Camp adja- 

cent to the Palm For- 

est that lies east of 

your Walls. Direct sev- 

eral Villagers to cut 

Wood, several to mine 

the Gold inside your 

Walls, and three to 

start Farms. 

Have the Stable 

generate four Knights 

Figure 16-44 Ascalon is to be avoided at all costs. 

and four Heavy Camels. Group them together and ride northeast of your gate. 
They'll meet and subsequently defeat a detachment of Tripoli Guards. Now build 
a couple of Trade Carts and establish a trade route with Hebron. 

Use your mounted detachment to pa- 
trol the area in front of your camp, killing 
any enemy Villagers they spot. It’s good 

for crowd control and hurts your 

opponent’s economy. 

Construct a Monastery and a Univer- 

sity. Both will come in handy later. Use all 

of your buildings to research technologies 

that improve your ballistic capabilities. 

Upgrade to the Imperial Age as soon as 
possible. 

At the Dock, upgrade to the Elite Can- 
non Galleon and manufacture three of 

them immediately. Send them to Tyre and 

bring down all the Tyre Keeps and Bom- 
bard Towers. You may need to escort the 

Elite Cannon Galleons with Fire Ships and 

Demolition Ships to keep the Tyre navy 

off of their backs. Once the island’s de- 

fenses have been leveled, load some 

Note: There’s a definite method to the 
madness. We want to get to the Imperial 
Age in order to build Elite Cannon 
Galleons. The Cannon Galleons that 
precede them require a University to 
research Chemistry. 

Note: You'll need quite a bit of resources 
to support this high-level weaponry. You 
should at least have another Lumber 
Camp operating at the woods south of 
your city’s main entrance and a total of 
20 to 30 Villagers at work on different 
production tasks. There is a stash of Gold 
on the island northwest of your starting 
position. Level its defenses with your 
warships, transport Villagers to its shores, 
build a mine, and reap your rewards. 

Ur 
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ballistic units—for 

example, Arbalests or 

whatever else you 

have available—into 

a couple of Transport 

Ships and destroy the 
rest of the island. 

Put together a 

significant army of 

Two-Handed Swords- 
men, Hand Cannon- 

eers, and Trebuchets 

(if available—use the 

Figure 16-45 The Castle isn’t so tough when you have the right troops. Bombard Cannon if 
not), and head south- 
east to Tiberias. Take 

out the Guard Towers from afar with your siege weapons; make sure you pro- 

tect these weapons with your other troops. Once the Guard Towers are down, 
sweep into the city and destroy everything in sight, hence winning the mission 

(as shown in Figure 16-45). 

Mission Six: The Lion and the Demon 

Objectives: 

e Construct a Wonder and defend it. 

Hints: 

e Managing a large city can be confusing. It might prove helpful to re- 
build military buildings where you can easily find them. 

e When you are ready to build the Wonder, you can delete some of your 

houses to make room for it. 

e Attacking one of your enemies early 

can benefit you later on, but be careful 
Tip: /t is not a bad idea to send your venturing outside Acre’s walls. 
Mangonels with the Lumberjacks. 
Frequently, the Mangonels can take out 
several Briton buildings before they are 
destroyed. 
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Walkthrough: 
Don't let the mission objective fool you. 
You must accomplish it, but a passive De- 

fensive Stance will not get you there from 
here. Attacking is the easiest way to win. 

Make no mistake, you cannot destroy 

your opponents, but the longer you ha- 

rass them with spoiling attacks, the longer 
it will take them to mount their inevitable 

assault. 

Summon five additional Villagers and 
assign all their chores. Most should farm, 

but four should mine Gold and Stone in 
the western section of Acre, two should 

trundle to the forest 
northeast of Acre, and 

two should take a 
Transport to a Gold- 
encrusted island that 

you'll find west of 

your City. 

Build a Lumber 

Camp with those hik- 

ing to the northeast 
forest, and commence 

chopping. Erect a 

Mining Camp with the 

pair headed to the is- 
land, and commence 

digging. 

Research Chemis- 

try at the University and Conscription at 

the Castle, and Bombard Cannons at the 

Siege Workshop. Create a few of the 

Bombard Cannons at the Workshop, oth- 

erwise, save money for the Wonder (as 

shown in Figure 16-46). Once you start its 

Tip: Escort the Transport Ship with at 
least a pair of Galleons. The Genoese 
have a significant navy patrolling the 
unfriendly seas, and you need to keep 
them away from your miners. 

Note: Escort the Lumberjacks with your 
Mamelukes and Cavalry Archers. The 
Lumber Camp and attendant Villagers are 
crucial to your early Wood production. 
Eventually they will be destroyed, but if 
the Europeans are busy destroying your 
Lumber Camp they won't be destroying 
your Wonder. 

Figure 16-46 The Wonder is obviously the key to the mission. 

Tip: Direct several Villagers to erect the 
Wonder. The more Villagers on the job, 
the quicker the Wonder will be built. 

construction, then you may begin raising an army. 
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Tip: Build the Wonder in the center of 
Acre. You'll have to knock down some 
houses, but doing so will keep the 
Wonder safe longer. 

Tip: The computer is no dummy. Often it 
will send Pikemen to counterattack your 
mounted charges (horses hate Pikemen). 
You can mitigate the enemy Pikemen’s 
effectiveness by including several Archer- 
types (but not Cavalry Archers) in your 
mounted formations. 

Note: Villagers also have their place in 
the battle. More often than not the 
computer-led opponents will chop their 
way through each building before moving 
on. You can slow their onslaught by 
repairing a building as the bad guys 
attempt to destroy it. Place the Villagers 
on the opposite side of the building from 
the attackers (as shown in Figure 16-47). 

Hold down the/ALT<k 
protection and he 

Figure 16-47 

Ee II 

You'll need a serious army to fend 

off the hordes attacking Acre. One or two 

Bombard Towers on each of the land- 
ward walls will help defend against the 

lesser siege units. Your primary combat- 

ants for most of the mission will be com- 

bined task forces of Knights, Heavy 
Camels, and Cavalry Archers. These 

groups, set in Line Formation, are ideal 

for eliminating the waves of Bombard 

Cannons, Mangonels, and Trebuchets the 

Europeans will send after your walls. 

Routinely sweep the outside of your 

walls with these groups (and the Persian 

Elite War Elephants when they arrive). 

The theory is simple: your Bombard 
Towers can’t keep everyone off your 

back, so it'll take several excursions by 

the mounted units to knock back the 
siege-type weapons. 

Eventually, it'll turn into a slugfest for 
the walls. The Europeans will breach 

them and Two-Handed Swordsmen, 

Hand Cannoneers, 

and Crossbowmen 

will become the de- 
fense du jour. Never- 
theless, try to keep a 

mounted reserve to 

continually harass the 
siege engines behind 
the enemy lines. 

Delay the Euro- 

peans, fighting for 
every inch of ground. 
If you do, your Won- 

der will stand, and 

you will win. 
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You’ve helped Joan of Arc in the Hundred Years War and Saladin in the Cru- 

sades. Congratulations, you are now a veteran of medieval combat. But your 
Microsoft Age of Empires II experience is far from over. With a multitude of ran- 

dom maps and victory conditions at your fingertips, you can now take the first 

steps to becoming a famous conqueror yourself. 

In the campaigns, you were restricted to a limited number of civilizations. 

However, in the non-campaign scenarios, all 13 civilizations are available. On 
top of that, Age of Empires IJ offers a number of new parameter options. Rich 

in variety and strategy, the Random Map, Regicide, and Death Match contests 

provide many more hours of enticing gameplay. In this chapter, you'll find some 
general tips and walk-throughs for these contests. And you thought your mili- 

tary training was over! 

Maps Available in Non-Campaign Empires 
There is a plethora of single-player non-campaign contests. They range from 
Middle Eastern deserts and islands to lush forests and lakes. Obviously, this di- 

vergence of terrain will affect your strategy. For example, if there are any large 

bodies of water present, building a navy is almost mandatory to keep up with 

the technology of your enemies. Resource availability is also important. Many 
situations in lands with little Gold or Stone force you to be efficient in your de- 

ployment of offensive and defensive units. 

Another important strategic aspect involves the size of the terrain. Larger 

maps give you the chance to build more defenses and develop your army, while 

smaller maps force opponents into numerous offensive battles. All terrain types 
are available in six different sizes. These sizes are as follows: 

e Small (2-3 players) 

e Medium (4 players) 

e Large (6 players) 

e Huge (8 players) 

e Extended Game (8 players) 

e Long Game (8 players) 

‘ll 



Right click to gather wood. Build a Lumber Camp nearby t 

Figure 17-1 
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The diversity in size, terrain, and resource amounts makes for some inter- 

esting battles. You have an assortment of variables to master in each map. Here’s 

an overview of all thirteen single-player, non-campaign maps. 

Arabia 
This map consists primarily of a flat, sandy area with a few spots of water. De- 

spite being a desert, quite a number of resources can be extracted there. Deer, 

Sheep, and Wild Boar 
populate the region. 
There are usually few 

evergreen trees, but 

Palm Tree forests can 

often be cut down 
for wood, as shown 

in Figure 17-1. 

Archipelago 
Archipelagos exist in 

several varieties. 

Usually, several is- 

lands dot the map. 
Sometimes, though, 

the kingdoms have to 
battle things out on one large island. One of the more popular versions of the 

Archipelago map consists of two large islands sandwiching two smaller ones. 

The Arabian Desert is full of Palm Tree forests. 

Baltic 
The Baltic map features a good mix of land and water. Usually a large lake is 
spread about the middle of the region, which also contains splotches of forest. 

The Baltic has a good supply of Fish and Deer. Because of the large lake, the 
raising of Docks and ships is often necessary for victory, as shown in Figure 17-2. 
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Black Forest 
Half of every Black 

Forest region is usu- 

ally covered in trees. 

Although these maps 
contain Deer, Sheep, 

and Wild Boar, they 

also have a heavy 

Wolf population. A 

lake often accompa- 

nies each settlement. 
Most resources on the 
map are accessible 

within the open areas 

of the Black Forest. 

Figure 17-2 Construct Docks and Fishing Ships on the Baltic map. 

Tip: When playing on the Black Forest 
map, you can use the forest as a Wall, 

Coastal placing Watch Towers near the entrance 
This map is ideal for seafaring civilizations. of your area. Although enemy 

A large coastline constitutes much of the Lumberjacks can cut down the timber, I 
land. Often it is necessary to set up mul- wouldn't worry about them thinning out 
tiple encampments using Transport Ships this forest. 
in order to collect scattered resources. 

Spreading forces around (both on land 
and sea) for compound attacks is also a good idea. 

Continental 
In this scenario, civilizations are strewn along a large island or two. Allying is 
often critical for victory when playing on the Continental map. Be sure to scour 

all resources, including the heavy supply of Fish. Needless to say, a strong navy 

is a necessity here. 



Fortress 

Tip: The University is a major key to 
winning here. Defensive technologies, 
such as Masonry, Murder Holes, and 
Fortified Walls keep the enemy outside 
your gates longer. Meanwhile, Ballistics, 
Chemistry, and Siege Engineers 
technologies provide you with an 
advantage in offensive tactics. 

Gold Rush 

A II 

Each civilization begins the match en- 

closed by a stone fortress. Outside the 

encampments lies an open area with scat- 
tered forests and small lakes. This sce- 
nario demands a full army of Cavalry, 

Archers, and siege weapons. The 
Trebuchet’s long range and power, in 

particular, are excellent for taking down 

fortress walls. Be sure to upgrade your 
defenses in each Age, and place new 

Towers near your encampment. 

At first glance, this scenario looks simpler than it really is. There are lots of re- 

sources, particularly the hordes of Gold in the center of the map. But don’t 

jump too quickly; several Wolf packs patrol this area. If you’re not careful, your 

Figure 17-3 The center of this map is full of Gold...and Wolves. 

Villagers won’t mine 

much Gold before 
becoming dinner. So 

make sure you have 

enough troops before 
trying to build Mining 

Camps in the center 

of the map, as shown 
in Figure 17-3. 

Highland 
A large river divides 
the Highland map in 
two. However, shal- 

lows connect both 
regions. Building 

Towers near these shallows is an excellent way of preventing enemy forces 
from infiltrating your settlement. Although there is a restricted amount of water, 

investing in naval warfare is still an excellent way of keeping the enemy at bay. 

lt: 
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Islands 
Civilizations must extend the battlefield across the sea, for a strong navy is es- 

sential to winning with these maps. Often, surrounding an enemy island with 

Cannon Galleons is the final stage in putting your opponents to rest. And don’t 
worry about resources. A substantial amount of Sheep and Deer populate the 

islands, and when your Villagers run out, they have tons of Fish to net. 

Mediterranean 
The Mediterranean map is reminiscent of 

the Baltic map in that it features a large 

lake surrounded by land. One of the best ; 
; : offensive vessels like War Galleys and 

ways to disrupt the enemy is by using — Demolition Ships. Guard Towers are 
Transport Ships to haul infantry onto their fodder for enemy Galleys and Galleons 
territory and sending another horde of due to their limited range (as compared 
troops by land at the same time. This one- with the range of some ships). 

two punch will put a strain on the bad 

guys fast. 

Tip: Always defend your Docks with 

Rivers 
In this scenario, land 

is often divided by 

one large winding 
river. Because there 

are few or no shal- 
lows, the building of 
Docks and Transport 

Ships is necessary for 

battling enemies 

posted behind the 

river, as shown in Fig- 

ure 17-4. 
Figure 17-4 “Shipping” troops via Transport Ships. 

Team Islands 
Team Islands are very similar in layout to the Archipelago and Islands maps. As 
with those maps, a strong navy is crucial for victory. In fact, you should invest 

in naval vessels for both offensive and defensive purposes. 

lly 
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Strategies for Random Map Games 
Random Maps offer lots of fun for gamers; you can win in several different 

ways—depending on the parameters set. Standard contests, for example, allow 

players three distinct methods for victory. Victory conditions in other instances 
can be based strictly on points. And for those with aspirations of ruling the 

world, Conquest is always an option. 

Standard and Conquest Victory Conditions 
You can win Standard victory contests in one of three ways: 

e By destroying all enemy units—the only parameter set for Conquest 

victory conditions 

e By maintaining control of all Relics within a given time period 

e By building a Wonder and protecting it for a specific amount of time 

Because of the variety of conditions, each civilization might go into battle 

with a different game plan. Other variables that dictate play include the given 

map or civilization at your disposal. 

There are several keys to conquering your opponents in Standard victory 
mode. The most important, though, is efficiency. Your primary goal throughout 

most of these battles is to progress as quickly as possible into the next Age in 

order to gain the ad- 

vanced weaponry 

and technologies 

available (such as the 
Siege Workshop, 

shown in Figure 17-5). 
These are crucial for 

getting a leg up on 

the enemy. Mean- 

while, you also want 

to halt your rival’s 

progress. The more 

advanced offensive 

and defensive weap- 

Figure 17-5 The Siege Workshop is a necessity in most Random ons you have, the 
Map games. more likely that your 

victory is in the bag. 
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Dark Age 
In the beginning of this Age, you have 
two primary objectives. First, explore the 

map so that you know the lay of the land 

and where enemy forces are stationed. 

Next, gather enough resources to enable 

you to produce the appropriate forces and 

research Feudal Age technology. These 
are a must in all Random Map scenarios, 

but are especially necessary when you are 

in Conquest and Standard victory contests. 

Direct your Villagers to gather Wood 
and Food. Then, have the Town Center 

create 15 to 20 more Villagers. Because 

every person needs 
housing, order the first 

few Villagers to build 

Houses, as shown in 

Figure 17-6. Have the 
others gather re- 

sources. After the 
Builders finish with 

the Houses, have them 

build the appropriate 

structures for advanc- 
ing to the next Age 
(usually a Mill and 

Barracks—and later 
Farms). 

As you research 

the Feudal Age, gen- 

erate a few Militia Gf you haven’t already) 

and explore the surrounding area with 
your Scout Cavalry. 

Feudal Age 
Once you know where the enemy is, up- 

grade your Militia to Men-at-Arms. Next, 

send about 10 of the troops to disrupt 

Note: /t’s possible to win big early. 
Building numerous low-tech units such as 
Militia and Archers is cheap. A 30-man 
Militia/Archer unit can often take a 
fledgling empire right out of the game. 

Tip: Immediately research the 
Wheelbarrow and Horse Collar. The basis 
of a strong military is a thriving economy. 
The more efficient your Villagers are, the 
more productive your economy will be. 

Figure 17-6 Have your Villagers build Houses. 

Note: All civilizations begin with three 
Villagers, one Scout Cavalry, and a Town 
Center. Some exceptions include the 
Chinese, who are given three extra 
Villagers at the expense of having less 
stockpiled Food. 

‘dll: 
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Tip: In certain maps, it is imperative to 
develop a navy in the early stages of the 
game (for example, Baltic, Coastal, and 
Islands). If you are on a map with plenty 
of rivers or seas, make sure that you’ve 
built several Docks by this time. Use 
Fishing Ships and Fish Traps to net some 
catches. Also build a couple of Galleys 
for the fishermen’s protection. 

Tip: Sprinkle a few Watch Towers near 
local Gold and Stone sites (as shown in 
Figure 17-7). This will prevent enemy 
Villagers from stealing your resources, 
building enemy structures nearby, or both. 

Figure 17-7 Place Watch Towers at resource sites. 

your rival’s encampment. To halt the 

enemy’s progress, aim for a critical build- 

ing like the Archery Range or Stable (if 
they're already in the Feudal Age) or the 

Barracks (if they’re still in the Dark Age). 

This will hurt their offense and their 
chances of progressing to the next Age. 

Meanwhile, continue tending to your 

settlement’s resources and technology. To 

increase the gathering efficiency of your 

Villagers, research the Wheelbarrow at 

the Town Center. Order some of your 

Villagers to collect Gold and Stone from 

local mines. Next, erect Mining and Lum- 

ber Camps near the sites. This will enable 

your people to place the goods there 
rather than waste time 
walking back to the 

Town Center. Also, 

create 10 or so addi- 

tional Villagers (and 

three Houses for 
them) to help with 

resource manage- 
ment. 

With supplies un- 
der control, focus on 

erecting the two ma- 

jor Feudal Age build- 

ings necessary for 
advancing to the next 

Age. Usually the Ar- 

chery Range and 
Blacksmith are your best bets. Because the Stable can only produce Scout Cav- 

alry at this stage of the game, it’s better to invest in more effective offensive 
forces and technologies while you have the chance. Meanwhile, order some 

more Men-at-Arms and Spearmen to harass the enemy villages. Now you're 

ready to advance to the Castle Age. 

Ul 
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Castle Age 
If you've established an efficient economy, you shouldn’t be left micro- 

managing resources. In fact, with the use of technologies like the Wheelbar- 

row, the Hand Cart, and the Horse Collar, 

things should be going fairly well. In- 
stead of worrying about the Food and Tip: /f you are in a seafaring scenario, 

; : use your Transport Ships to carry infantry 
Supply stockpiles, shiit your focus to to enemy territory. War Galleys are ideal 
combat. for taking down enemy Docks and 

First things first: Erect a Stable (shown Fishing Ships. 
in Figure 17-8) and have it generate sev- 
eral rounds of Knights. Order the Archery 

Range to produce a 

couple of Crossbow- 

men. Send this combi- 
nation into the enemy 

settlement. Here you 

can try two tactics. 

The first involves de- 
stroying their primary 

defenses (for example, 
a Watch Tower) and 
offensive training 

sites (such as a Stable 

and Archery Range). 

If you don’t want to 

focus on the enemy’s Figure 17-8 Train Knights at the Stable during the Castle Age. 
military, take down 

chief economic units 

like the Villagers and Town Center. Damage to the latter will drastically slow 

down the enemy’s production rate. 

In this Age, you need to decide which of three methods you will employ 

for victory. Your choice will determine which two Castle Age buildings are best 
for you. For example, if you choose to pursue the Relics, you will need to con- 

struct a Monastery (to obtain the Relics with Monks) and a Castle (for extra de- 

fenses. Perhaps you want to build a Wonder instead. If so, the monument’s 

protection will depend on heavy fortifications, so you'll need Walls, Towers, 

and plenty of ballistic equipment. Conquering your enemy, on the other hand, 

requires lots of brute force. If this is the route you want to take, you'll need 
University and Siege Workshop technology to put you over the top. 

Ul} 



Tip: / highly recommend against building 
a Wonder. Although they are tough to 
destroy, they still require a ton of 
resources for construction. You also have 
to defend your Wonder against enemy 
attacks for 300 years. Consequently, only 
choose this route when you are equipped 
with plenty of defensive barriers (such as | 
you'll find in the Fortress, Black Forest, 
and Islands maps). Other situations 
conducive to building a Wonder are 
contests that begin in the Castle or 
Imperial Age and feature large maps and 
few players. 

phant Created 

Figure 17-9 Castles can create unique units, such as the Persians’ 
War Elephant. 

j ey ore II 

In all cases, the University and Castle 

are good investments. I highly recom- 

mend both. The University offers plenty 
of offensive technologies, such as Ballis- 

tics in the Castle Age and Siege Engineers 

and Chemistry in the Imperial Age. Chem- 

istry is a necessity for all gunpowder units, 

including the Hand Cannoneer, Bombard 

Cannon, and Cannon Galleon. Needless 

to say, these units provide considerably 

more attack points than the standard Bal- 
listics fare. The University also offers de- 

fensive technologies such as Murder Holes 

and Guard Towers. 

The Castle is es- 

sential for producing 
each civilization’s 

unique units, as 

shown in Figure 17-9. 

It also has strong de- 
fenses. If you are try- 
ing to rescue the 

Relics, you'll need to 

place plenty of Tow- 

ers and a Castle near 

the Monastery for 

protection. The same 

strategy applies if 
you are building a 

Wonder. But don’t 

forget to beef up 
your infantry and Cavalry. Although you’re planning a defensive game, remem- 

ber this all-important truth: the best defense is always a good offense. 

Imperial Age 
There are very few additional structures provided in this Age. Most of the ad- 

vances lie in upgrades—necessary enhancements for hard-nosed battles against 

several foes. Important units for attacking the enemy or defending your Won- 

Ul: 
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der or Monastery include the Galleon, 
Siege Onager, Paladin, Trebuchet, Hand 

Cannoneer, and Keep. The Cannon Gal- 

Tip: Control the sea and lake with 
Cannon Galleons, taking out all enemy 
Docks and ships. Surround enemy 

leon is the best weapon for bringing your territory with at least 10 of the Cannon 
enemy down quickly. (See Figure 17-10.) Galleons, and then bombard the enemy 
Unfortunately, it can only be used in sea- structures. Even Castles and Keeps are 
faring campaigns. no match for the Cannon Galleon. 

Time and 
Score Victory 
Conditions 
Time and score vic- 

tory conditions are 

very similar in that 

both depend on the 
victor’s accumulation 

of points. The only 

difference lies in the 
parameters. With 

time-oriented games, 

play is governed bya Figure 17-10 Cannon Galleons bombard a Castle. 

time limit. The civili- 

zation with the high- 
est score wins when time runs out. (You can check your standings on the 

Achievements page, as shown in Figure 17-11.) With score-oriented games, 

time is not an issue. A game can last one hour or ten. The match ends only 

when one of the following three things happens: 

ack this building! 

e Your enemies are destroyed. 

e You are destroyed. 

e Your civilization or one of the rival civilizations reaches the designated 

point total. 

Score Victory Conditions 
Playing to reach a certain score can be tense. Score conditions can be set from 

4000 to 14000, in 1000-point increments. To give you an idea of how far you 

dtl 



want to go, you 

should keep in mind 

that you begin each 

mission with around 

1300 points. The 

score is calculated as 

follows: 

e Resources are 

worth one-tenth of 

their stockpile 

value. Therefore, 

20 Wood is worth 

only 2 game 

- points, and 400 
Ms Play Aga Main Menu Food is worth 40 

Military Eci i gi Society ae > game points. 

e Researching tech- 

Figure 17-11 Turn to the Achievements page periodically for a lookat D0!OBies, Construct- 
the point standings. ing buildings, and 

creating units 

doubles the game 

point value of the resources used. For example, a structure that requires 
100 Stone and 50 Wood (150 total points) is worth 30 game points. The 

15 game points for the Wood and Stone used have doubled. 

e Killing or converting an enemy unit 

subtracts the unit’s game points from 

the rival civilization, placing them un- 
der your column. 

Note: What are two of the easiest ways to 
gain points quickly in the first few 
minutes of play? First, send Hunters after 
the Wild Boars; they are worth more _ © Each percentage of explored territory 
points than Deer or Sheep. Second, provides 10 points. Therefore, explor- 
direct your Scout Cavalry and several ing 40 percent of the map results in 
Villagers to explore the territory. You'll 400 game points. 
have several hundred points before you 

e As always, efficiency and speed are in- 

tegral parts of winning these scenarios. 
Progressing to each Age before your 

enemy has a chance to do so is impor- 

tant as in other matches. Economic wealth and military strength are also 

major factors. You want to keep your Villagers busy, and you don’t want 
to have too many casualties. Here are more keys to racking up points: 

know it. 
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e Obtain as many resources as you can. Create lots of Villagers early in 

the game. They are essential for gathering and producing goods. 

Gather all available resources (especially Wood, Fish, Deer, Sheep, and 

Wild Boars). 

e Invest in technologies (such as those from the Mill, Town Center, Min- 
ing Camp, and Lumber Camp) that improve gathering and production 

efficiency. Remember: researching technologies doubles the point value 

of resources. 

e Create both costly and effective units. Cavalry units, siege weapons, 

and ships (especially the Cannon Galleon) are useful and worth quite a 

bit in points. 

e Avoid sending tributes to enemy civilizations unless absolutely neces- 

sary. If you must send them to keep an enemy from attacking, be sure 

to research technologies that reduce fees (for example, Coinage). 

e When attacking your opponent, aim for structures that have the most 

worth in points. Buildings and Towers, in particular, are good targets. 

Time Victory Conditions 
In time victory games, you try to attain as 

many points as you can before the clock Tip: sel are an ek 
fune bur, Keen-youreve on the titie list investment of your resources because 
i ies the ioh f they double a large amount of resource 
Ipsen NS UPPERTIENE COMET O YOYI game points in a relatively short time. 
screen, shown in Figure 17-12; they are The Castle and Wonder are by far the 
extremely critical. Players can choose best; the former converts 65 game points 
from an assortment of time limit param- into 130, while the latter inflates 300 

eters. The following are some of the avail- game points to 600. 
able options: 

e 1,500 years (2 hours) 

e 1,300 years (1 hour, 45 minutes) 

e 1,100 years (1 hour, 30 minutes) 

e 900 years (1 hour, 15 minutes) 

e 700 years (1 hour) 

e 500 years (40 minutes) 

e 300 years (25 minutes) 
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With timed vic- 

tory conditions, you 

can win by either 
Conquest or points. 

The longer the time 

limit, though, the 

tougher it will be to 
win solely by points. 

In fact, when playing 
past the 900-year 
mark, it’s best to just 

use a strategy similar 

to the ones mentioned 

Figure 17-12 The time remaining is shown in the upper-right corner in the section “Stan- 
of the screen. dard and Conquest 

Victory Conditions” 
earlier in this chapter. 

Of course, a large map with few opponents is often conducive to point 

accumulation, even in long games. 

There are several general tactics that you will want to consider when trying 

to win by points in a Time Limit game, many of which are similar to tactics 
used in Score victory 

games. These are as 
follows: 

e Obtain as many re- 

sources as you can. 
To do this, you 
must create plenty 

of Villagers to 
gather and pro- 

duce goods, as 

shown in Figure 

17-13. 

Figure 17-13 Create plenty of Villagers and Farms. 
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e Invest in technologies (such as those from the Mill, Town Center, Min- 

ing Camp, and Lumber Camp) that improve gathering and production 

efficiency. 

e Create both costly and effective units. Cavalry units, siege weapons, 

and ships (especially the Cannon Galleon) are useful and worth a lot of 

points. 

e In the last 50 years, invest heavily in unit production. Turning your re- 
sources into units and structures doubles the points. In other words, 
don’t end the game with a large stockpile of resources; double your 

points by creating units and buildings. 

While doing all this, remember that the enemy units you vanquish or con- 

vert add points to your column and are subtracted from your enemy’s score. 

However, don’t forget to build some defensive units for protection. Overall, fo- 

cus more on defenses, units, and resources. Offensive tactics are necessary, but 
less instrumental in your success with these scenarios. Unlike the Standard, 

Conquest, and Score contest conditions, the Time Limit matches require a 

healthy defensive slant. In the other contests, you are just fighting against en- 

emy forces. Here you are also racing against the clock. 

Strategies for Regicide Games 
Long live your King! In Regicide matches, the game hinges on the survival of 

this royal figure, shown in Figure 17-14. These scenarios are very similar in na- 

ture to chess in that 

the goal is to “check- 
mate” your opponent’s 

King. Therefore, Regi- 

cide contests require 
both offensive and 

defensive tactics. You 
must defend your 

monarch while put- 

ting the enemies’ mon- 

archs to rest. 

Although you do 
not have to destroy all 

enemy units, you 
probably will—or Figure 17-14 A Teutonic King stands outside his Castle. 

lll’ 



Note: The Franks only need to build a Mill 
to have access to all farming technologies 

ane x A ge II 

you'll be close. In short, this game is not going to be any easier than the Con- 

quest victory scenarios. The opponents’ Kings are typically stationed in Castles, 

which are usually well protected by troops and structures. To take down the 

rival Kings, you will have to walk over a number of dead bodies. 

Starting Out 
Regardless of the Age in which you start, you will probably begin with the same 

units and buildings: one King, one Castle, one Town Center, one Scout Cavalry, 

and ten Villagers. Place the monarch in the safest building, the Castle. Direct 

the Scout Cavalry to explore the map as 

the Villagers gather Wood and Food. 

Meanwhile have the Town Center create 

that their current Age allows. Other a few more Villagers for building offen- 
civilizations need to research sive structures, such as the Barracks, 

technologies like the Horse Collar and the Stable, and Archery Range. Once you 
Heavy Plow to improve efficiency. have the necessary resources and struc- 

Figure 17-15 Soldiers destroy a Lumber Camp. 

tures in place, upgrade to the next Age. 

Send a couple of Villagers to erect 

Watch Towers over 

distant Gold and 
Stone Mines. This 

should keep the en- 

emy from gaining ex- 

tra resources. Place a 
Mining Camp nearby 

for the sake of effi- 

ciency. Dispatch your 

troops inside the rival 

village. Hack down 

economic structures 

such as Lumber 

Camps and Mills, as 

shown in Figure 17- 
15. If you can take 

down the Town Cen- 

ter, all the better. The 

goal is not to lay siege on the Castle, just to put an economic strain on the en- 

emy—which, as a result, hampers their military activities. 

lat’ 



Parr il Chapter Seventeen: Alternate epee 

The Middle Stages 
Before making one mad rush into enemy ; = 

territory, you need to build sufficient of- Note: Researching Gold Shaft Mining 
fensive forces. The University is necessary and Stone Shaft Mining increases your 

i i Kai digging speed by 15 percent. This is 
for effective upgrades. Certain studies im- beneficial against a civilization such as 
prove your siege weapons, Towers, and the Japanese, who lack both 
Galleons. Furthermore, gunpowder units technologies. 

such as the Hand Cannoneer and Bom- 

bard Cannon offer you more diversity and 

power within your arsenal. In almost all Regicide cases, the University and Siege 

Workshop are necessities. 

Meanwhile, to prevent the enemy from getting into your Castle, order some 

Villagers to build a Wall some distance around it, as shown in Figure 17-16. 

The goal is to keep 

enemy forces far 

enough away so that 
the Castle’s spears and 

arrows can take them 

out before they get 
too close. Erect a 

Guard Tower or two 

inside the fortress for 
additional support. If 

you want, produce 
some of your special 
units for an upcoming 

attack. Continue with 

the Age upgrades and Figure 17-16 Build a Wall around your Castle. 

research. 

The Knockout Punch 
Before sending in your troops, find out where the enemy monarch is sta- 

tioned. Do this by clicking the Treason button offered at the Castle. For the 

price of 400 Gold, the minimap will then reveal the King’s location for a few 

seconds. Usually he hides in the enemy’s original Castle; however, he could 

be garrisoned elsewhere—especially if yov’ve let his kingdom build more 

than one Castle. That’s why Treason is worth the price. You'll lose much 

more if you attack the wrong place. 
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When attempting a siege, strew a couple of Guard Towers or Keeps around 

the enemy’s compound. Build as closely around the compound as possible with- 

out entering a battle. Use Knights and Crossbowmen to protect the Builders. 
Once the Towers are constructed, your soldiers will have backup. This way, if 

Tip: When the enemy kingdom is located 
on an island, you should corral several 
Cannon Galleons for an attack on their 
base. Have them take out all enemy 
Docks and ships first. Then take out the 
opponent's soldiers and military structures. 

your men get into too much trouble in- 

side the compound, they can head back 

to the Towers and use them for support. 

Send your soldiers to take down the 

minor buildings—Lumber Camps, Mining 

Camps, Markets, and so forth. If you are 

unheeded by enemy forces, continue 

moving inside to hack away at military 

structures like the Stable, Archery Range, 

and Barracks. These areas usually offer less resistance than the Castle does. 

Also, by dismantling the kingdom's military and economic structures, it will be 

much easier to defeat the kingdom in another attack—if you happen to be un- 
successful this time. 

Tip: When playing in a scenario with lots 
of Walls, such as a Fortress, use the 
siege weapons to crush Towers and 
enemy soldiers first. Next, aim for the 
military facilities. Once they are down, 
bombard the Gate, moving troops in to 
destroy any enemy Villagers or buildings. 
Use the Siege Onager or Trebuchet to 
rain destruction down upon the Castle. 

Bring in siege weapons like the 

Mangonel and Onager to help the sol- 

diers with enemy buildings. The weap- 

ons will especially come in handy 

against the Castle. Be sure to protect 

them with several melee units. Due to 

the instruments’ delicate nature, I prefer 

to post about six Knights around each 

one. When attacking the Castle, use 

everything you have. Use the Treason 

button again to make sure your target is 

still resting inside. 

Strategies for Death Match Games 

Note: The Chinese begin with a slightly 
different configuration in Death Match 
contests. They have an additional three 
Villagers at the expense of less Food 
units. 

U: 

Have you ever longed to just build some 

military facilities, generate some troops, 
and attack the enemy—without a single 

concern for economic conditions? Well, if 

that’s your wish, you'll love the Death 
Match scenarios. Although you're not en- 

titled to unlimited resources, your civiliza- 
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tion still harbors a hefty stockpile of supplies. In fact, you’ll begin with 

20,000 Wood, 20,000 Food, 10,000 Gold, and 5,000 Stone. However, your vil- 

lage is only composed of one Town Center, one Scout Cavalry, and three Vil- 

lagers. That’s not a lot, but with your load of resources that will change 

quickly. 

You also have a variety of parameters at your disposal. Death Matches can 
be set according to 

Standard, Conquest, 
Score, or Time Limit 

conditions. You can 

also begin in the Age 
of your choice. The 

primary difference in 

using Death Match 

scenarios is that you 

do not have to worry 
about building up re- 

sources. Forget the 

Mill and Farms, and 

concentrate on mili- 

tary forces. After all, Figure 17-17 A classic Death Match clash between two civilizations. 

these contests are spe- 

cifically set up as 
slugfests. (See Figure 

17-17.) 

Basic Strategies for Each of the Parameters 
Before discussing how each parameter changes particular elements of your 

strategy, I’d first like to mention those elements that apply to Death Matches 

regardless of the Age, map, civilization, or conditions. If any Age of Empires II 

game tests your building efficiency and strategic planning, it has to be the 

Death Match. Everything is at your disposal; you just have to know what to do 

with it. Efficiency and smarts are the name of the game. Like many things, mili- 

tary strategy is an art form, and these are some common approaches to this art 
of war: 

e In Death Match contests, you need to research warfare technology, 

churn out tons of offensive units, and install defenses. 

zsh 
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e At each Age, quickly build the necessary buildings to advance to the 

next Age. For instance, in a landlocked battle during the Feudal Age, 
construct an Archery Range, a Blacksmith, and a Stable. Be sure to 
build them as your Town Center researches the Castle Age and the 

Blacksmith researches combat technology. 

e Build more than one Stable, Archery Range, or Barracks in these games. 

This will help you create at least twice as many soldiers as usual. Be- 

lieve me, you'll need them. 

There are four different criteria that determine who wins a Death Match. 

Although you will usually fight an Armageddonlike battle, the variety of param- 
eters can shift portions of your strategy. For instance, an attempt at controlling 
all Relics in a Standard contest demands a Monastery fortified with lots of de- 

fenses. Playing by Score or Time Limit emphasizes the building of multiple 
Castles and the conversion of most of your resources into structures. Here is a 

quick look at some basic strategies for each scenario. 

Standard and Conquest Victory Conditions 
For the most part, it is easiest to destroy an opponent by conquering them. 

However, there are times when winning by controlling the Relics or building a 

Wonder is fun. In fact, if there is any time you should try to build a Wonder, it’s 

in a Death Match. You have enough resources from the start to put one in 

place—and build defenses to protect it. The same applies to maintaining the 

Relics within your Monastery. Here are some simple pointers to keep in mind 

regarding these three strategies. 

Conquest Victory 

e Try to progress to the next Age as quickly as possible. 

e For the most part, forget about the economy. The only resource you'll 

most likely need is more Gold. (See Figure 17-18.) Often there is not 
enough Gold stockpiled at the beginning of the game to build enough 
troops for a long battle. 

e Scout the map, placing Towers and military structures near the enemy 

compound. If you are in the Castle Age, build a Castle nearby. 

e Use the Blacksmith and University to research combat upgrades. 

e Send in an army of infantry and Cavalry to destroy any military struc- 

tures the enemy has. Continue to create soldiers—never stop. 

e Use siege weapons with your next army to crush more buildings and, 

ultimately, bring the enemy down. 

il 
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Wonder Victory 

e Create several 

more Villagers 
at the Town 

Center. Have 

the other Vil- 

lagers erect 

houses and a 

large Wall en- 

closing the 

Town Center. 

You want to 

leave enough 

space to build 

essential struc- 

tures like the 

Barracks, Stables, University, and, of course, the Wonder. 

e Have Builders construct Towers near the site where your Wonder will 
stand. 

Build a Siege Workshop and churn out several Mangonels and Onagers. 
Place them strategically inside the fortress. 

e Create any other buildings necessary for upgrades and research. Once 
you've ad- 

vanced to the 

Imperial Age, 

direct 10 

Builders to 

construct a 
Wonder, 

shown in Fig- 

ure 17-19. 

Figure 17-18 You will probably need more Gold in Death Match 
contests. 

Figure 17-19 The Byzantine Wonder in all its glory and splendor. 

Hl 
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Relics Victory 

e Protect your base with Walls and Towers until you’re able to build a 

Monastery. 

e Produce at least as many Monks as there are Relics. Flank each Monk 
with several Knights and Crossbowmen. Navigate each of these groups 

to a Relic. Pick a Relic up and head back to the Monastery. 

e Build a Wall directly around the Monastery, as shown in Figure 17-20. 
Place some Guard Towers and Trebuchets nearby for additional protec- 

tion. 

Score and Time Victory Conditions 
These scenarios are similar to the ones in the Random Map games, except this 

time you have the winning lottery ticket on your side—unfortunately, your en- 

emy has hit the jack- 

pot, too. One of the 
primary keys to win- 

; ning these contests, 

ue other than just con- 
ge dai Wier = quering the enemy, 

; Pi involves converting 
S as many resources as 

i a you can into units. 

; This doubles your 
game points. There- 

fore, building Castles 

and Wonders is great 

for score-oriented 
Figure 17-20 Erect a Wall around your Monastery to protect the Relics. Death Matches. 

Here are some 

basic strategies to 

keep in mind when playing Death Match scenarios governed by time and score: 

e Order the Town Center to produce between 10 and 20 more Villagers. 

Have them build Houses and gather resources. 

e Place Towers near all Gold and Stone Mines. This will thwart any plans 

the enemy has of digging there. 

e Progress to each Age as quickly as possible. Keep in mind that you 

want to build a Wonder, so you'll need to reach the Imperial Age. 
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e Construct plenty of buildings. Duplicating ones like the Castle, Stables, 

and Archery Range is a good idea. 

e Create lots of Cavalry and siege 

weapons. Mount hit-and-run at- 
tacks on the enemy. Tip: A favorite trick of mine is to send 

some troops onto an enemy island on a 
Transport Ship. Have them attack 
buildings and soldiers until the attackers 

March On are almost dead. At this point, load them 
i ; i onto the Transport Ship and send them 

As I said, the non-campaign scenarios are back to your island to be healed by 

loaded with all kinds of features. Such va- Monks. 

riety makes these games a pleasure to 

play. It will take some time before you’ve 

perfected your play on all the battlefields. 

However, once you do, you'll have the advantage when it comes to multiplayer 

duels with your friends. 
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Playing games on the computer is great fun, and Microsoft Age of Empires II: 

The Age of Kings throws a sophisticated artificial intelligence at gamers that is 

hard to beat. But beat it you will—at least with the help of this book. No 

doubt, once you have mastered the motherboard, you will want tougher prey 

to feed on. That prey waits at the other end of your phone line or the far side 
of your LAN connection. Follow along as we explore how to bash your fellow 
man (or woman) in Age of Empires II: The Age of Kings. 

Choose Your Connection 
There are several ways to play multiplayer games in Age of Empires II: The Age 

of Kings, from direct connect null modem cables to Microsoft’s own MSN 

Gaming Zone. Each has its strong and not-so-strong points. 

Local Area Network 
If you are part of a local area network (LAN) that includes other Age of Empires 
I gamers, you are in for a treat. LAN games are the best multiplayer games, 
hands down. These games are virtually lag free, easy to set up (you can walk 

over to your friend’s desk and invite her to a game), and there’s nothing better 

than savoring your victory over the office worker next door when you take 
down his or her civilization (as shown in Figure 18-1). Try that over an Internet 

connection to Germany. 

On the downside, not everyone has access to a LAN, let alone a LAN with 

Age of Empires II installed. Hence finding a place to play can be a pain. 



Serial Connection 
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The serial, or direct, connection is similar to a LAN. In this instance a cable 

—called a null modem cable—connects two computers’ COM ports (the place 

where you normally plug in the printer or scanner). There is no lag, and you 

Figure 18-1 
friend. 

Note: So what is lag? Lag, or latency, is 
a measure of how quickly information 
travels from your computer across the 
connection (whatever the connection may 

_ be) to the other folks in the game. The 
latency is measured in milliseconds. If 
your latency is below 100 (which means 
100 milliseconds) you're cooking with gas 
(well, actually electrons). If it’s below 
300, you can play; if it’s above 300, you 
need to disconnect and try again. 

Victory is much sweeter when the vanquished is your 

have the same type 

of proximity conve- 

nience common to 

LAN games. Unfortu- 

nately only two can 

play, and although 

the technology is 

simpler than that em- 

ployed on a LAN, 

null modem connec- 

tions are more rare. 

Modem 

Connection 
With a modem con- 

nection, you dial 

your buddy’s phone number, his modem 

answers, the two modems connect, and 

you're playing Age of Empires IT. Lag is 

not as good (in other words, not as low) 

as a LAN or serial connection, but it is 

nonetheless better than Internet games. 

Of course there may be a problem 

finding opponents. With a modem con- 
nection, you need to find someone in 

your own area code to compete against 
(unless you want to pay long distance 

charges). 



TCP/IP Internet and the MSN Gaming Zone 
The Internet—and specifically Microsofts MSN Gaming Zone—is where the 
action is. Playing Age of Empires II is free on the MSN Gaming Zone, and there 

are usually hundreds of wanna-be kings waiting to play. But there are still dis- 

advantages. Certainly there are tons of opponents, waiting to play at just about 
every hour of the day, but occasionally the lag will be too slow for enjoyable 

games. Nevertheless, infrequent lag problems aside, the MSN Gaming Zone is 

a very good place to play Age of Empires II: The Age of Kings. 

Choose Your Game 
Multiplayer Age of Empires II is more than a bashfest; there are several different 

games to play. The game you choose often depends on your personal gaming 

preferences. Nevertheless, each game requires a closer look to understand the 
victory conditions and how to reach them. 

Random Map 
In reality this is a bit of a misnomer. The maps are usually not random, but 

rather chosen by the host—although she may select Random as the map type. 

There are four types of victory conditions for Random Map games: Standard, 

Conquest, Time Limit, and Score. 

Standard Victory ; ; Note: To win you must explore, but 
You can win Standard victory games in human players are meaner than the 

one of three ways: conquer your oppo- computer. Be careful on your quests for 
nents, build a Wonder, or control all the geographical knowledge and stand ready 
Relics. These can be very long or very to pull back your Scout Cavalry as soon 

short games. Games on a small map with as it discovers any trouble. 
many opponents will be short, brutal af- 
fairs as civilizations destroy each 

other—often before they have advanced beyond the Feudal Age. In contrast, 

two-player contests on large maps can last a couple of hours or longer. 
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Tip: Use your Militia to destroy your 
opponent's Town Center and your lone 
Scout Cavalry to hunt down his Villagers, 
as shown in Figure 18-2. The Scout 
Cavalry is quick enough to keep pace 
with the Villagers, constantly whacking 
them in the head. : 

Figure 18-2 Scout Cavalry are poison to Villagers. 

Note: Don’t forget the human element. 
Unless the teams are locked, you can try 
to bribe, cajole, or threaten whomever 
you want. You don’t even need a Market 
to do so—although it would be nice to 
generate trade money with your rivals. 

Tip: Relic wins are tough, but they are 
most likely in the early Castle Age. Use 
your Light Cavalry and Cavalry Archers 

_ to find the Relics and conduct raids to 
thin out the Relic’s defenders. 

zai 

Aggressive strategies work best in 
games with one or two opponents. Im- 

mediately attacking your adversary with 

whatever Militia you can scrounge will 
frequently sink his ship. 

If there are a lot of players, it’s best 

to sit back. In these situations, you 

should strive to advance rapidly through 

the Ages and let the 

other gamers take 

each other out. Look 

for opportunities later 

in the game. 

If your civiliza- 

tion is still unmo- 
lested, perhaps it 

would be best to 
build a Wonder. If 
the situation has be- 

come a one-on-one 
fight with another 
civilization, total con- 

quest might be the 

best way to go. 

Conquest Conquest strategies are often 

personality things. Aggressive folks tend 

to play aggressively, and those who don’t 

have aggressive personalities tend to 

hang back a bit. Aggressive types should 

commit to producing no more than six 
Villagers, get them gathering and chop- 

ping, build a Barracks, and crank out as 
many Militia as you can. Send the Scout 
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Cavalry on a sweeping circle 

through the map. As soon as 

you locate the enemy, send 

Tip: /f the enemy fails to garrison a 
Villager in the Town Center, you can take 
down the Town Center itself. Remember, 

the Militia in for the kill. De- however, that even with one Villager 
stroy production centers, such inside of it, the Town Center can fire 
as the Mills and Lumber some serious arrows. 

Camps, first. Continue to build 

Militia, setting their gather 

point near the enemy camp. This persistent—albeit weak—attack might often 

be enough to eliminate a civilization. 

Conservative types should concentrate on building a strong economic base 

and defensive fortifications, and harassing the enemy with raids aimed at Vil- 

lagers. Try to build strong defenses and then lure the enemy into them. 

Wonder Grab a snack and a six-pack of soda if you're intent on building a 
Wonder; these games can take awhile. Economics is the name of the game 

here. You must reach the Imperial Age, build a Wonder (as shown in 

Figure 18-3), and de- 

fend it for 300 years. 

Obviously your 

emphasis must be on 

Villagers, their gather- 
ing process, and any- 

thing that enhances it. 

But don’t forget your 

military. Raid the en- 

emy camp frequently. 

Aim for the economic 

facilities, but keep in 
mind that the oppo- 

nent hopes to inflict 

the same type of Figure 18-3 These Wonders are tough to build and tough to destroy. 
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setbacks upon you. You should also not 
fixate on the construction of a Wonder to 

the exclusion of all else. If you wipe out 

Tip: Remember that these are humans 
you're playing against. Whereas the 
computer can be easily lured into a false 
attack, humans are not usually so naive. the bad guys, you still win. So don’t for- 
More often than not, you'll have to bully get to mix it up. Play one game straight 
your way into an opponent's base, take up—striving to build and protect a 

the Relic, and then retreat. Wonder—and then try to swamp the 
same opponent with Militia at the start 

of your next Wonder contest. 

Relics Controlling the Relics is a unique way to win the game. It requires a 

combination of economic prowess, cunning, and military strategy. Unless you 
begin in the Castle Age you must flex your economic muscles in a race to 

reach that Age of Monasteries. Then once you arrive, you must concoct a 

strategy of military might and cunning that allows you to snatch each of your 

opponent’s Relics and then hold on to them for 300 years. 

Conquest Victory 
The Conquest victory is just a subset of the Standard victory. The strategy for 
this type of victory is the same as that given in the “Conquest” section earlier in 

this chapter. 

Time Limit Victory 
Time Limit victories are a mixed breed. Stretch the time constraints and the 
game plays very much like a straight Standard Random Map game. In other 

words, you don’t need to worry about the score. After all, if you wipe out a 

civilization it won’t score any more points. 

On the other hand, short matches are a Cavalry of a different color. The 

point in these is to build a healthy economy and prevent your neighbor from 

doing so. Build and advance as quickly as possible, explore the map, research 
technologies. All will contribute to an eventual victory. Send small raiding par- 
ties (as shown in Figure 18-4) into the enemy camp; disrupting the flow of raw 

goods can give you the lead in the economic race you are running. 
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Score Victory 
No doubt you can 

win these games with 

military might (if you 

attack quickly), but 

the occurrences will 

be rare. Yes, you re- 

ceive as many points 

by eliminating an 

enemy’s Mill as you 

receive by erecting 
your own, but it is so 

much less painful to 

build rather than to Figure 18-4 Even small parties of Militia can disrupt the enemy's 

destroy. Unless you economy. 

are attempting to 

eliminate the opposition, focus on eco- Tip: Now this doesn’t mean you should 
nomics and give the military a bit of the ignore your troops. As always, they can 
back seat. be very useful in disrupting the enemy 

economy. Using your troops in this 
fo ood manner provides two benefits: you 

Regicide receive points for every Villager or 

If ever there was a multiplayer game that b wiring destroy ed, and E Aaclicaihs 6 
Villager destroyed is one less resource- 

was ripe for diplomatic maneuvering, itis Qatherer that the opponent can use to 
the Regicide game. You start with a gather points. 

Castle regardless of what Age the game 
begins in. It may take quite a while to 

amass an army capable of destroying the enemy Castle. So in the meantime, 

you can negotiate, hoping to trade an ally now for a better position in the end. 

In addition, the King is not confined to the Castle. He may hide anywhere 

—either in the open or garrisoned in a building. Despite all the diplomacy, these 
contests eventually turn into bloodbaths as one civilization wades into another. 



Tip: You don’t need to resign yourself to 
a prolonged battle. Kings (as shown in 
Figure 18-5) have only 75 hit points and 
cannot attack. If your opponent fails to 
garrison his King, a quick Cavalry raid 
can often sanction the monarch. 

Villager Created 

Figure 18-5 Kings stand no chance against Scout Cavalry. 

Note: Kings are fast—faster than most 
infantry. You can use that speed to lead 
infantry on a merry chase about your 
Castle while the Castle’s arrows kill the 
enemy one by one. 

Tip: /t’s a good idea to create the Militia 
before you advance to the next Age. 
Upgrading them to Men-at-Arms is 
cheaper than buying 10 new Men-at- 
Arms. 
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Death Match 
Ah, this is a warrior’s dream. You begin 
with plentiful resources in your coffers, 

and all you must do is build an army and 

attack your enemies. Make no mistake, 

you'll need to build and you'll need to 

gather resources, but the amount of re- 

sources you start out 
with will accelerate 

the game’s pace. 

Send your Scout 

Cavalry out, build 

four houses, and then 

have the Villagers 

erect a Barracks and 

a Mill. Once they are 

complete, advance an 

Age while producing 

10 Militia. 

As soon as you 

find the enemy, strike 

his camp. Keep attacking, even as you 

build an Archery Range and a Stable. The 

key to a Death Match is to keep the pres- 

sure high. Death Matches may be re- 

solved by Relics or Wonders, but they 

rarely are. This is a pure and simple Con- 

quest game, and the best way to win is 
to get there first with the most and keep 
attacking until the enemy is defeated. 



Note: Death Matches are fast-paced The Final Game 
games. Not only must you keep the Age of Empires Il: The Age of 

pressure on the enemy camp, but you Kings is an excellent 
must also continue to research fotiialateie Gann, Nohi 
technologies and expand your own payer game, 8 
village. Nothing will stop a group of Dark however, is fun if you are los- 
Age Militia more quickly than a Castle ing. I hope this chapter will 
Age special such as a Teutonic send you on your way to 

Knight. You can afford to lose neither the multiplayer wisdom and dump 
war in the field nor the war in the the thrill of victory in your lap. 
laboratory. 



Orth pe ny 

= 0 OP rebel ma 4 Gynese. REPEATING | eS oe er n 3e 

then draw 1 bm 
ua) pos koj 

Mre 

nee 



Italicized page references indicate figures or tables. 

A 

Achievements page, 
221, 222 

ambushes, 150-51 

Anglo-Saxons. See 

Britons 

Arabia, 212, 212 

Arbalests, 4, 5, 120 

Archers, 119-22 

Arbalests, 120 

battle tactics, 145-47 

Britons, 4 

Cavalry Archers, 120 

Chinese, 31 

Cho Ko Nu, 121 

Crossbowmen, 120 

Fletching, 143 

Food for, 141 

Foot Archers, 120 

Goths, 51-52 

Hand Cannoneers, 120 

Janissary, 121 

Longbowmen, 121-22 

Mangudai, 122 

Mongol Cavalry 
Archers, 66—67 

Saracens, 85, 202 

Skirmishers, 120 

vs. Woad Raiders, 25 

Archery Ranges, 132, 

230 

Archipelago, 212 

Art of War, The, 27 

assassination, 188 

B 

Ballistics, 143 

Baltic map, 212, 213 

Barbarossa, 89, 171-81 

Barbarossa’s March 

mission, 178-79 

Emperor Sleeping 
mission, 180-81 

Henry the Lion 

mission, 173-74 

Holy Roman Emperor 
mission, 171-73 

Lombard League 
mission, 176-77 

Pope and Anti-Pope 
mission, 175-76 

Relics, 171-72 

Swabia, 172 

Wonders, 176-77 

Barracks, 132, 230 

Battering Rams, 126-27 

battle tactics 

ambushes, 150-51 

diversionary attacks, 

151-52 

formations, 152 

land, 145-47 

mass attack, 149 

naval, 148-49 

range, 150 

Berserks, 110-11, 111, 

117 

Black Forest, 213 

Blacksmiths, 130, 132 

Britons, 4, 6-7 

Celts, 23 

Ch: 

Blacksmiths, continued 

Chinese, 31 

Feudal Age, 217-18 

Franks, 40 

Goths, 51 

Block Printing, 60 

Bombard Cannons, 126, 

146 

Bombard Towers, 131 

Box Formations, 32, 152 

Britons, 3-9 

advance to next 

Age, 7 

Arbalests, 4, 5 

Archers, 4, 6-7 

Blacksmiths, 4, 6-7 

Castle, 7 

Castle Age, 7 

Cavaliers, 8 

Cavalry, 5 

Crossbowmen, 4, 7 

Dark Age, 5-6 

enemy villages, 6 

Farms, 6 

Fire Ships, 8, 8 

vs. Franks, 41 

Galleys, 7 

gunpowder, 4 

Imperial Age, 8 

Infantry, 5 

Knights, 7 

Light Cavalry, 7 

Longbowmen, 4, 7-9, 

26, 71, 121-22 

Mangonel firepower, 7 

Markets, 7 



Britons, continued 

Men-at-Arms, 6 

Militia, 6 

Mills, 6-7 

mining, 6 

Monks, 4 

navies, 8 

Scout Cavalry, 5 

Sheep, 6 

sieges, 7 

siege weapons, 4 

Skirmishers, 6 

Stone Walls, 6 

Town Center, 7 

Universities, 7-8 

Byzantines, continued 

Fire Ships, 12-13, 

12, 17 

Fishing Ships, 14 

history, 11, 97 

Imperial Age, 16-17 

Markets, 13, 15 

Mills, 15 

Monks, 15 

navies, 11-13, 17 

vs. Persians, 15, 77 

Pikeman units, 15 

resource gathering, 
12-14 

vs. Saracens, 15-16 

Cannon Galleons, 128, 

148 

Goths, 53 

Imperial Age, 221 

islands, 215, 228 

Capped Ram, 126-27 

Cartography, 143 

Castle Age. See also 
Castles 

Ballistics, 143 

Britons, 7 

Byzantines, 15-16 

Castles, 220, 220 

Celts, 21, 23-24 

Chinese, 31 

Villagers, 5 Scout Cavalry, 14,74 Franks, 40-41 
vs. Vikings, 8 Shipwright Japanese, 59-60 

Watch Towers, 6 technology, 17 Knights, 219, 219 
Wood, 6 sieges, 13, 16-17 Mongols, 53-69 

141-42 technologies, 12-13, Saracens, 85 
points, 223 15 Standard victory 

repairing, 147 Trebuchets, 17 mode, 216-21 

technologies, 132-33 Wolves. 15 Teutons, 92-93, 93 
Burgundy, 168-70 Wonders, 231 Turks, 100 

Byzantines, 11-18 Universities, 219 

Archery Ranges, 15 c Vikings, 108-9 
Architecture, 12 Castles, 132 Caliph Al-Mamum, 81 

Camels, 15-16, 124 attacking, 173 Camel units, 15—16 

Cannon Galleons, 17 Castle Age, 219, 219 campaigns ; 

Castle Age, 15-16 Barbarossa, 171-81 Kings, 242 
Cataphracts, 16-18, Genghis Khan, Treason buttons, 227 

16, 61, 87, 124-25 181-96 Walls, 227, 227 

Dark Age, 14-15 Joan of Arc, 155-71 Cataphracts, 16-18, 76, 

Docks, 14 124-25 
Saladin, 196—210 

Feudal Age, 15 Cavaliers, 4, 124 

“dh 



Cavalry, 123-25 

Archers, 120 

battle tactics, 145-47 

Camels, 124 

Cataphracts, 124-25 

Cavaliers, 124 

Heavy Camels, 124 

Japanese, 56-57, 60 

Knights, 124 

Light Cavalry, 124 

Mamelukes, 125 

Mongols, 64—67 

Paladins, 124 

vs. Pikemen, 116-17 

Celts, continued 

Markets, 23 

Men-at-Arms, 23 

Militia, 23 

mining, 23 

Monks, 20, 23 

navies, 22, 24 

Pikemen, 23 

resources, 22 

sieges, 20-21, 23-24 

strategy, 19-21 

technologies, 23 

Towers, 23 

Town Center, 22 

Chinese, continued 

Death Match games, 
228 

Demolition Ships, 29, 

29 

Farm Battles, 31 

Farms, 28, 30 

Feudal Age, 31 

Flank Formation, 33 

Galleys, 31 

history and 
geography, 27 

Imperial Age, 32 

vs. Japanese, 31, 33 

Knights, 35 
Scout Cavalry, 124 Trebuchets, 24 E 31 
technologies, 137-38 Universities, 21, 23 Mills. 28. 31 
War Elephants, 125 Villagers, 22 mites 34 

Celts, 3, 19-26 Watch Towers, 23 vs. Mongols, 34 
ambushing with, 21 Woad Raiders, 21, 25, Monks. 31 
Barracks, 22 25-26, 119 eavies, 28 
Blacksmiths, 20, 23 Chalon Guard Towers, resources, 28 

Castle, 24 164, 164 strategy, 27-29 

technologies, 31-32 

Town Centers, 31 

Champion, 116 

Charlemagne, 89 
Castle Age, 21, 23-24 

Conscription, 24 

Dark Age, 22 Chemistry, 136 Trebuchets, 33 
Docks, 22 Chinese, 27-35 Two-Handed 
Feudal Age, 23 _Archers, 31 Swordsmen, 33 
Fishing Ships, 22 Blacksmiths, 31 Villagers, 30 
vs. Goths, 51 

history and 

geography, 19 

Imperial Age, 24 

infantry units, 20-21 

Knights, 21 

Long Swordsmen, 23 

Mangonels, 21, 27 

Box Formation, 32 

Castle Age, 31-32 

Cavaliers, 33 

Cavalry, 33 

Chu Ko Nu, 29, 
31-35, 121 

Conscription, 33 

Dark Age, 30-31 

Udy 

Watch Towers, 31 

Chinon Monk, 159 

Chu Ko Nu, 29, 31-35, 

121 

civilizations featured, 2 

Coastal maps, 213 

Conquest victories, 
multiple players, 

238-39 



Constantinople, fall of, 
102 

Continental maps, 213 

Crossbowmen, 4, 120 

crossbows, 33 

crusades, 89, 196-210 

D 

Dark Age 

Britons, 5-6 

Byzantines, 14-15 

Celts, 22 

Chinese, 30-31 

Franks, 39—40 

Goths, 49-50 

Horse Collar, 217 

Japanese, 58 

Mongols, 66 

Persians, 75-76 

Standard victory 
mode, 217 

Teutons, 91 

Turks, 99 

Vikings, 107 

Wheelbarrow, 217 

Death Match games, 

228-33, 242 

Demolition Ships, 60, 

60, 128 

Denmark, 89 

dietary resources. See 
resources 

Diplomacy settings, 182 

Docks, 129 

Celts, 22 

defending, 215 

Persians, 15 

Dome of the Rock, 

180-81 

Dry Docks, 138 

E 

economics, 139-43 

economy technologies, 
133-34 

Elite Berserks, 117 

Elite Cannon Galleons, 
128, 207 

Elite Cataphracts. See 

Cataphracts 

Elite Samurai, 117-18 

Elite Teutonic Knights, 
118 

England, inhabitants, 3 

English. See Britons 

Farm Battles, 31 

Farms, 129-30 

Fast Fire Ships, 128 

Fastolf, 162-63 

Feudal Age 

Archery Range, 218 

Blacksmiths, 218 

Britons, 6-7 

Byzantines, 15 

Celts, 23 

Chinese, 31 

Franks, 40 

Goths, 50-51 

Japanese, 58-59 

Mongols, 66-67 

Persians, 76 

resources, 218 

“CA 

Feudal Age, continued 

Saracens, 84 

Standard victory 
mode, 217-18 

Teutons, 92 

Turks, 99-100 

Vikings, 107-8 

Fire Ships, 128, 148 

Byzantines, 12-13, 
T2017 

Persians, 77-78 

Fish Farms, 76 

Fishing Ships, 56, 56, 
127-28, 148 

Fish Traps, 129-30 

Flank Formations, 152 

Fletching, 23, 143 

Food, 140-41 

Foot Archers, 120 

Fortified Walls, 131 

Fortress maps, 214, 228 

Franks, 37—45 

Barracks, 38, 40 

Blacksmith Shops, 40 

Blast Furnaces, 41 

Bombard Cannon, 42 

vs. Britons, 41 

Castle Age, 40—41 

Castles, 40-41 

Dark Age, 39-40 

Elite Throwing 
Axemen, 41-42, 42 

farming, 37—39 

Feudal Age, 40 

gunpowder, 41 

Hand Cannoneer, 42 

history, 37 



Franks, continued 

Imperial Age, 41—42 

Joan of Arc, 37, 

42-44, 43-44 

Joan of Arc 

campaigns, 155-71 

Knights, 38, 40—41, 45 

Mills, 37-40, 38, 226 

Monks, 44 

Palisade Walls, 39 

Plate Barding, 41 

resources, 37-39 

vs. Saracens, 196-97 

Scout Cavalry, 40 

Siege Workshops, 41 

Stables, 40-41 

strategy, 37-38 

technologies, 38-39, 
41 

Throwing Axemen, 41, 

44-45, 118 

Universities, 41 

Watch Towers, 39 

Wolves, 45 

Frederick I, 89 

Galleons, 128, 148 

Galleys, 128 

Saracen, 83, 83 

Vikings, 108, 108 

Gates, 131 

Genghis Khan, 63-64, 
97, 181-96 

Crucible mission, 

182-84 

Genghis Khan, continued 

Horde Rides West 

mission, 187-91 

Into China mission, 

186-87 

Life of Revenge 
mission, 184-85 

Pax Mongolia mission, 

193-96 

Poland, 191-92 

Promise mission, 

191-92 

Subotai, 194-96 

Teutons, 193-96 

Gold, 140-41 

Death Match games, 

230 

Gold Rush maps, 214 

Gold Shaft Mining, 227 

Goths, 47-54 

Archers, 51 

Barracks, 50 

Blacksmiths, 51—52 

Cannon Galleons, 53 

Castle Age, 51-52 

Castles, 52-53 

cavalry, 49 

vs. Celts, 51 

Conscription, 53 

Crossbowmen, 52 

Dark Age, 49-50 

Feudal Age, 50-51 

history and 

geography, 47 

rh 

Goths, continued 

Hunters, 49 

Huskarls, 52-54, 119 

Imperial Age, 53 

infantry, 48 

Knights, 52 

Long Swordsmen, 52 

Men-at-Arms, 51 

Militia, 50 

Monks, 49 

navies, 49, 51-53 

Pierce Armor, 53—54 

resources, 49 

Scorpions, 52 

Stables, 52 

strategy, 47—49 

Trebuchets, 52 

Universities, 52 

Villagers, 48, 53 

Watch Towers, 50, 57, 

53 

weakness, 47—48 

Wild Boars, 48—49 

Great Wall of China, 

186-87, 187 

Guard Towers, 131 

vs. Mangonels, 162 

tactics with, 195 

gunpowder, 27 

Britons, 4 

Chemistry, 136 

Franks, 41 

Mongols, 70 

Teutons, 93 

Turks, 97, 100-101 



H 

Hand Cannoneers, 120, 

147 

Heavy Camels, 124 

Heavy Demolition Ships, 

128 

Heavy Scorpions, 126 

Henry the Lion, 173-74 

Highland maps, 214 

Horse Collar, 217 

Hospitallers, 203-4 

Houses, 129-30, 217, 

217 

Hunters, 222 

Huskarls, 119 

l 

Imperial Age 

Britons, 8 

Byzantines, 16-17 

Chinese, 32-33 

Franks, 41—42 

Goths, 53 

Japanese, 60-61 

Mongols, 69-70 

Persians, 77-78 

Saracens, 85-86 

Standard victory 
mode, 216-21 

Teutons, 93-94 

Turks, 101-2 

Universities, 143 

Vikings, 109 

Wonders, 231 

infantry, 115-19 

battle tactics, 145-47 

Berserks, 117 

infantry, continued 

Champion, 116 

Elite Berserks, 117 

Elite Samurai, 117-18 

Huskarl, 119 

Japanese, 56, 60 

Long Swordsmen, 116 

Melee Units, 116 

Men-at-Arms, 116 

Militia, 116 

Pikemen, 116-17 

Samurai, 117-18 

Spearmen, 116-17 

technologies, 135-36 

Teutonic Knight, 118 

Throwing Axemen, 118 

Two-Handed 

Swordsmen, 116 

Woad Raiders, 119 

Internet connections, 

multiple players, 237 

Islands, 215, 228 

J 

Janissary, 98, 100—103, 
103, 121 

Japanese, 55-62 

Archery Range, 59 

Blacksmith, 59 

Block Printing, 60—61 

Builders, 58 

Castle Age, 59-60 

Castles, 59-60 

Cavalry, 56, 60 

Champions, 60 

vs. Chinese, 31, 33 

Crossbowmen, 59 

Al 

Japanese, continued 

Dark Age, 58 

Demolition Ships, 60, 

60 

destroying enemy 

buildings, 62 

Docks, 56, 58 

Dry Docks, 61 

Feudal Age, 58 

Fishing Ships, 56, 56, 

58 

Fish Traps, 58 

Hand Cannoneers, 60 

Heavy Archers, 56-57 

history, 55 

Imperial Age, 60-61 

infantry, 56, 60 

Knights, 59—60 

Long Swordsmen, 59 

Markets, 58 

Mills, 58 

Miners, 58 

Monks, 57, 60 

navies, 55—56, 59, 61 

Samurai, 55, 59—62, 

87, 117-18 

Shipwrights, 61 

sieges, 56 

Stables, 59 

Strategy, 55-57 

technology, 58 

Transport Ships, 59, 59 

Trebuchets, 60 

uji, 55 

Wood, buying, 58 



Joan of Arc, 3, 37, 

42-44, 43-44 

An Unlikely Messiah 
mission, 155-58 

Burgundy, siege of, 
168-70 

campaigns, 155-71 

Chalon Guard Towers, 

164, 164 

Cleansing of the Loire 
mission, 160-63 

Fastolf, 162-63 

Perfect Martyr 
mission, 168-71 

Siege of Paris 
mission, 166-68 

The Maid of Orleans 

mission, 158-60 

The Rising mission, 

163-66 

K 

Keeps, 131 

kingdoms featured, 2 

Kings, 225-27 

hit points, 242 

locating, 227 

Knights, 124 

Britons, 7 

Chinese, 34 

Franks, 41, 45 

Goths, 52 

Japanese, 59-60 

Persians, 77 

Teutons, 90, 93-95, 

118 

training, 219, 219 

Kublai Khan, 64 

L 

lag, 236 

LAN connections, 

multiple players, 235 

latency, 236 

Light Cavalry, 124 

Line Formations, 152 

Lombard League, 
176-77 

Longboats, 129 

Longbowmen, 4, 8-9, 
121-22 

longbows, 3-5 

Long Swordsmen, 23, 
116 

Loom, 141 

Lumber Camps, 129-30 

M 

Mamelukes, 87, 87, 125 

Mangonels, 7, 126, 162 

Mangudai, 87, 122 

maps, 211-15 

Arabia, 212 

Archipelago, 212 

Baltic, 212, 273 

Black Forest, 213 

Coastal, 213 

Contintental, 213 

Fortress, 214 

Gold Rush, 214 

Highland, 214 

Islands, 215 

Mediterranean, 215 

Random, 216-25 

River, 215 

Team Islands, 215 

lil 

Markets, 129-30, 142 

Britons, 7 

Byzantines, 13, 15 

Celts, 23 

Orleans, 159 

Mediterranean map, 215 

Melee Units, 116 

Men-at-Arms, 116 

Britons, 6 

Chinese, 31 

Goths, 50-51 

upgrade from militia, 
242 

Militia, 116 

Celts, 23 

multiple players, 238 

upgrade to Men-at- 

Arms, 242 

Mills, 129-30 

Byzantines, 15 

Chinese, 31 

Franks, 37—40, 38, 226 

mines, 129-30, 141 

missile technologies, 

136-37 

modem connections, 

multiple players, 236 

Mohammed, 81 

Monasteries, 130-31 

Mongols, 63-71 

armor, 69 

Blacksmiths, 66 

Camels, 68 

Castle Age, 68-69 

Castles, 68-69 

Cavalry, 64-65, 68-69 



Mongols, continued 

Cavalry Archers, 

66-67 

vs. Chinese, 34 

Dark Age, 66 

Feudal Age, 66 

Genghis Khan, 63-64, 
97, 181-96 

gunpowder, 70 

history and 

geography, 63-64, 

97 

hunting, 185 

Imperial Age, 69-70 

infantry, 69 

Knights, 68 

Kublai Khan, 64 

Mangudai, 61, 68, 

70-71, 87, 122 

Monastery, 68 

Monks, 68-69 

navies, 69 

Ogedai Khan, 63-64 

vs. Persians, 190 

Scout Cavalry, 65-67 

Siege Workshop, 68 

Stables, 66 

strategy, 64-65 

vs. Teutons, 193-96 

Monks, 123 

battle tactics, 147 

Britons, 4 

Byzantines, 15 

Celts, 20, 23 

Chinese, 31-32 

Chinon Monk, 159 

Monks, continued 

Franks, 44 

Goths, 49 

Japanese, 57, 60 

Mongols, 68—69 

Persians, 74 

Relics, 232 

Saracens, 82 

technologies, 134-35 

Teutons, 90, 93 

MSN Gaming Zone, 237 

multiple players, 235—43 

Conquest victories, 

238-40 

Death Match games, 

242 

Internet connections, 

237 

lag, 236 

LAN connections, 235 

Militia, 238 

modem connections, 

236 

MSN Gaming Zone, 

237 

Random Map games, 
237-41 

Regicide games, 241 

Relics, 238, 240 

scored game mode, 

241 

serial connections, 236 

Standard victories, 

237-38 

timed victories, 240 

Town Centers, 239 

Wonders, 239-40 

“Aut 

N 

navies, 127-29 

battle tactics, 148-49 

Britons, 8 

Byzantines, 11-13, 17 

Cannon Galleons, 128 

Celts, 22, 24 

Chinese, 29 

Demolition Ships, 128 

Elite Cannon 

Galleons, 128 

Fast Fire Ships, 128 

Fire Ships, 128 

Fishing Ships, 127-28 

Galleons, 128 

Galleys, 128 

Genoese, 209 

Goths, 49, 51-53 

Heavy Demolition 

Ships, 128 

Japanese, 55-56, 59, 

61 

Longboats, 129 

maps, 218 

Mongols, 69 

Persians, 77-78 

Saracens, 83-85 

technologies, 138 

Teutons, 93 

Trade Cogs, 127-28 

Transport Ships, 

127-28 

Turks, 101-2 

Vikings, 105-6, 108-9 

War Galleys, 128 



o 

Objectives button, 182 

Ogedai Khan, 63-64 

Onagers, 126, 179 

Ostrogoths, 47 

Ottoman Empire, 97 

Outposts, 131 

P 

Paladins, 73, 124 

Palisade Walls, 131 

Palm Tree forests, 212 

Paris, siege of, 166-68 

Patrol feature, 148 

Persians, 73-80 

Archery Range, 76 

Battering Rams, 77 

Blacksmiths, 76 

vs. Byzantines, 15, 77 

Castle Age, 76 

Crossbowmen, 77 

Dark Age, 75 

defenses, 74 

Docks, 15, 73, 75 

Feudal Age, 76 

Fire Ships, 77-78 

Fish Farms, 76 

Fishing Ships, 75 

history, 73 

Imperial Age, 77 

Knights, 77 

Mangonels, 77 

vs. Mongols, 190 

Monks, 74 

navies, 77-78 

Paladins, 73 

Persians, continued 

vs. Saracens, 77 

Scout Cavalry, 75 

sieges, 77 

strategy, 73-75 

technologies, 78 

Town Centers, 73, 75 

Trebuchets, 78 

vs. Turks, 77 

Universities, 76-77 

vs. Vikings, 77 

Villagers, 75 

War Elephants, 61, 

73, 77-80, 87, 125, 

180 

Watch Towers, 76 

Pikemen, 116-17, 

145-46 

Byzantines, 15 

Celts, 23 

players, multiple. See 
multiple players 

Poland, 173-74, 191-92 

R 

Rams, 146 

Random Map games, 
216-25, 237-41 

range, 150 

Regicide games, 225-28, 

241 

Relics 

Barbarossa 
campaign, 171-72 

Death Match games, 

230 

ih 

Relics, continued 

multiple players, 238, 

240 

Piece of the True 

Cross, 201-3 

research, 143 

resources, 39 

Britons, 5-7 

Byzantines, 12, 14-15, 

14, 18 

Celts, 22-23 

Chinese, 28, 30-31 

Death Match games, 

228-29 

Feudal Age, 218 

Food, 140-41, 141 

Franks, 37-39 

Goths, 49, 52 

Japanese, 58 

Mongols, 63, 66-67, 
69 

Persians, 78 

Saracens, 84 

Teutons, 92-94 

Turks, 99, 103 

Reynald, 198-201 

Richard the 

Lionhearted, 3 

River maps, 215 

Russians, 187-89 

S 

Saladin’s campaigns, 

196-210 

Acres, 208-10 

Arabian Knight 

mission, 196—98 



Saladin’s campaigns, 
continued 

Elite Cannon 

Galleons, 207 

Genoese navy, 209 

Horns of Hattin ` 

mission, 201-3 

Hospitallers, 201, 203 

Jihad! mission, 206-8 

Lion and The Demon 

mission, 208-10 

Lord of Arabia 

mission, 198-201 

Piece of the True 

Cross Relic, 201, 

203 

Reynald, 198-201 

Siege of Jerusalem 
mission, 204—6 

Wonder, 208-10 

Samurai, 45, 55, 60-62, 

87, 100, 117-18 

Saracens 

Archers, 82, 85, 202 

Barracks, 83 

Blacksmiths, 84-85 

vs. Byzantines, 15-16 

Caliph Al-Mamum, 81 

Castle Age, 83, 85 

Cavalry, 81-82, 85-86 

Cavalry Archers, 85, 

87 

Dark Age, 83 

Demolition Ships, 85 

Docks, 83 

Feudal Age, 84 

Saracens, continued 

vs. Franks, 197-98 

Galleys, 83, 83, 84 

Heavy Camel, 82 

history and 

geography, 81 

Imperial Age, 85-86 

Mamelukes, 85, 87, 
87, 125 

Markets, 84 

Mohammed, 81 

Monastery, 85 

Monks, 82, 85 

navies, 83-85 

Saladin’s campaign, 
196-210 

Sanctity, 85 

sieges, 82, 85-86 

strategy, 81-82 

Transport Ships, 

84-86 

Treadmill Crane, 85 

Trebuchets, 86 

vs. Turks, 102 

Universities, 85 

Villagers, 83 

War Galleys, 85 

score victory mode, 

221-23, 232-33, 
241 

Scorpions, 126 

Scout Cavalry, 40, 124, 
222 

Seljuk Empire, 97 

serial connections, 
multiple players, 236 

“At 

Sheep, 182-83 

Ships. See navies 

Shipwrights, 138 

Siege Onager, 126 

Siege Ram, 126-27 

sieges, 146 

Britons, 4, 7 

Burgundy, 168-70 

Byzantines, 13, 16—17 

Celts, 20-21, 23-24 

Fortress maps, 228 

Franks, 41 

Japanese, 56 

Joan of Arc campaign, 

161-63 

Paris, 166-68 

Regicide games, 228 

Saracens, 82, 85 

technologies, 136-37 

weapons, 125-27 

Siege Workshops, 132, 
216, 216, 227 

single-player empires 

Barbarossa 

campaign, 171-81 

Genghis Khan 
campaign, 181-96 

Joan of Arc 

campaigns, 155-71 

Saladin’s campaign, 

196-210 

Skirmishers, 120, 145 

Spearmen, 116-17, 145 

Stables, 132, 230 

Staggered Formations, 
152 



Standard victory mode, 

216-21 

Castle Age, 219-20 

Dark Age, 217 

Feudal Age, 217-18 

Imperial Age, 220-21 

multiple players, 

237-38 

Stone, 140 

Stone Shaft Mining, 227 

Stone Walls, 131 

Subotai, 194-96 

Sun Tzu, 27 

7 

Team Islands, 215 

technologies, 132-38 

building, 132-33 

Cavalry, 137-38 

economy, 132-33 

infantry, 135-36 

missile, 136-37 

monks, 134-35 

navies, 138 

sieges, 136-37 

Teutonic Knights, 118 

Teutons, 89-95 

age advancement, 91 

Archers, 92, 93 

Barbarossa, 89, 

171-81 

Barracks, 91 

Blacksmiths, 92 

Castle Age, 92-93 

Castles, 92 

Cavalry, 92, 95 

Teutons, continued 

Conquest victory, 93 

Conscription, 93 

Crossbowmen, 94 

Dark Age, 91 

Docks, 91 

Farms, 90, 92 

Feudal Age, 92 

Fishing Ships, 93 

Food for, 91 

Frederick I, 89 

gather points, 94 

Gold, 91-93 

Guard Towers, 90, 
92, 94 

gunpowder, 93 

Hand Cannoneers, 

94-95 

history and 

geography, 89 

Houses, 91 

Imperial Age, 93-94 

infantry, 91-93 

Knights, 90, 93-95, 
118 

Market, 92-93 

Monastery, 93 

vs. Mongols, 193-96 

Monks, 90, 93-95 

navies, 93 

Paladins, 94 

production bonuses, 90 

Relics raiding, 93 

research, 92-93 

sieges, 94-95 

Stables, 92 

mh 

Teutons, continued 

Stone, 91-92 

Stone Walls, 92 

strategy, 90 

Third Crusade, 89 

Town Centers, 90, 91 

Universities, 92 

Villagers, 91-92, 94 

Wonder victory, 93-94 

Wood, 91-93 

Throwing Axemen, 26, 
118, 145 

time remaining, 223-24, 
224 

time victory mode, 221, 

223-25, 232-33, 

240 

Town Centers, 31, 90, 

129-30, 239 

Trade Cogs, 127-28 

Transport Ships, 127-28 

Treason button, 227 

Trebuchets, 726, 127, 

146, 165, 166-67, 

179 

Byzantines, 13-14, 

16-17 

Celts, 24 

Chinese, 33 

Goths, 52, 54 

Japanese, 60 

Persians, 77, 79 

Saracens, 86-87 

tactic against, 195 

Teutons, 94 

Turks, 102 



tributes, 223 

Turks, 97-103 

Archers, 99—100 

Blacksmiths, 99, 

101-2 

Bombard Cannons, 
98, 100-101 

Cannon Galleons, 
101-2 

Castle Age, 98, 
100-101 

Cavalry, 97, 101 

Cavaliers, 101, 103 

Champions, 101 

Dark Age, 99 

Dry Docks, 102 

Feudal Age, 99—100 

Fire Ships, 101, 707 

Gold, 99, 100 

gunpowder, 97, 

100-101 

Hand Cannoneers, 101 

Heavy Camels, 103, 
103 

history and 

geography, 97 

Imperial Age, 101-2 

Janissary, 98, 98, 
100-103, 703, 121 

Keeps, 102 

Light Cavalry, 101 

Mehmed, 97 

Men-at-Arms, 99-100 

Militia, 99 

Monastery, 101 

Turks, continued 

Monks, 97, 100, 

102-103 

navies, 101-2 

Osman |, 97 

production 

techniques, 99—100 

research, 99, 102 

resources, 99 

vs. Saracens, 102 

Shipwrights, 102 

strategy, 97-98 

Trebuchets, 102 

Universities, 101 

Villagers, 99, 100—101 

Watch Towers, 100 

Two-Handed 

Swordsmen, 116 

U 

uji, 55 

Universities, 130 

Britons, 7-8 

Castle Age, 219 

Celts, 21, 23 

Chemistry, 143 

Fortress maps, 214 

Franks, 41 

Goths, 52 

Japanese, 59 

Persians, 76-77, 76 

Regicide games, 227 

Saracens, 85 

Teutons, 92 

Turks, 101 

Ah 

victories 

Conquest, multiple 
players, 230, 

238-39 

Death Match games, 

228-33 

multiple players, 

238-40 

Random Map games, 

216 

Regicide games, 
225-28 

Relics, 232 

Relics, multiple 
players, 240 

Standard, 216-21, 

237-38 

Wonders, 220-21, 

231 

Wonders, multiple 

players, 239-40 

Vikings, 105-11 

Archers, 108 

Barracks, 109 

Berserks, 106, 108, 

110-11, 777, 117 

Blacksmiths, 108 

Cannon Galleons, 109 

Castle Age, 108-9 

Castles, 108 

Cavalry, 105, 106, 
107-8 

Dark Age, 107 

Demolition Ships, 109 

England, attacking, 3 



Vikings, continued 

Feudal Age, 107-8 

Fishing Ships, 107 

Galleys, 108, 108 

Gold, 108 

history and 

geography, 105 

Imperial Age, 109 

infantry, 106-9 

Longboats, 106-10, 
109-10, 129 

Markets, 108 

Men-at-Arms, 108 

Militia, 107 

Monasteries, 109 

Monks, 106 

navies, 105-9 

vs. Persians, 77 

Siege Workshops, 109 

Stone, 108 

strategy, 105-7 

Universities, 109 

Vikings, continued 

Villagers, 106-8 

Wheelbarrows, 107-8 

Villagers, 123, 140-42 

Dark Age, 217, 217 

Death Match games, 
228-29 

repairing buildings, 147 

Visigoths, 47 

WwW 

Walls, 230-32 

War Elephants, 78-80, 

125 

converting, 180 

destroying, 190 

War Galleys, 128, 

148-49 

Watch Towers, 50-51, 
51; 131, 218, 278 

Wheelbarrow, 218 

William the Conqueror, 3 

Woad Raiders, 100, 119 

Wolves, 45 

Wonders, 130 

Barbarossa 

campaign, 176-77 

Death Match games, 
230-32, 231 

Hagia Sophia, 177 

multiple players, 

237-40 

negatives for, 220 

Saladin’s campaign, 

208-10 

Wood, 140, 142 

Britons, 6 

Celts, 22, 23 

Franks, 39 

Japanese, 58 

Mongols, 68 

Saracens, 83 

Teutons, 90 

Vikings, 107 





Mark H. Walker 
Mark H. Walker is a former officer in the U.S. 
navy and a veteran electronic entertainment 

journalist. He is perhaps the most prolific writer 

in that industry and has authored or contributed 

to 20 books, including game user manuals, in- 

dustry analysis texts, general computer books, 

and strategy guides. Additionally, he has written 

hundreds of computer—gaming related articles 

for magazines such as Playboy, Alaska Airlines 

Magazine, Autoweek, Computer Games Strategy 

Plus and for several Web sites, including the Sci- 

ence Fiction Channel, CNET’s Gamecenter, and 

CMP’s GamePower. He lives in rural Virginia 

where—when he isn’t embroiled in his latest writing project—he races his Lola 

T-342 Formula Ford. Visit his Web site at bttp:/Avww.markhbwalker.com and 

read the “Random Rant”—Mark’s series of editorials on the computer gaming 

industry. 





T he manuscript for this book was prepared and submitted 

to Microsoft Press in electronic form. Text files were prepared 

using Microsoft Word 2000. Pages were composed by Microsoft 

Press using Adobe PageMaker 6.52 for Windows, with text in 

Garamond and display type in Ultra Condensed Sans One and 

Helvetica Condensed Black. Composed pages were delivered to 

the printer as electronic prepress files. 

Loven bonon Disien 
Tom Draper Design 

faren banoe Aan 
Rob Nance 

Prmeent GOMPOSITIR 
Dan Latimer 

hna 
Bill Meyers 





Proof of Purchase 0-7356-0513-0 

Do not send this card with your registration. 

Use this card as proof of purchase if participating in a promotion or 

rebate offer on Microsoft® Age of Empires® Il: The Age of Kings™: Inside Moves. Card must be used in 

conjunction with other proof(s) of payment such as your dated sales receipt—see offer details. 

Microsoft® Age of Empires” II: 
The Age of Kings”: Inside Moves 

WHERE DID YOU PURCHASE THIS PRODUCT? 

CUSTOMER NAME 

Micresoft Press 
mspress.microsoft.com 

Microsoft Press, PO Box 97017, Redmond, WA 98073-9830 

OWNER REGISTRATION CARD Register Today! 0-7356-0513-0 

Return the bottom portion of this card to register today 

Microsoft® Age of Empires” II: 
The Age of Kings”: Inside Moves 

FIRST NAME MIDDLE INITIAL LAST NAME 

ADDRESS 

CITY STATE ZIP 

E-MAIL ADDRESS PHONE NUMBER 

U.S. and Canada addresses only. Fill in information above and mail postage-free. 

| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| INSTITUTION OR COMPANY NAME 

| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| Please mail only the bottom half of this page. 



For information about Microsoft Press” 

products, visit our Web site at 

mspress.microsoft.com 

Micresoft Press 

NO POSTAGE 

NECESSARY 

IF MAILED 

BUSINESS REPLY MAIL 

POSTAGE WILL BE PAID BY ADDRESSEE 

IN THE 

UNITED STATES 

MICROSOFT PRESS 
PO BOX 97017 
REDMOND, WA 98073-9830 





Microsoft® 

Age of Empireslil: 
The Age of Kings” 

Conquer like a king 

with advice from our 
wise men! 

Master all the vital strategic gambits, 

tips, and tricks for winning with this 

official guide to the exciting new 

version of Microsoft Age of Empires! 

MICROSOFT AGE OF EMPIRES II: THE AGE 

OF KINGS: INSIDE MOVES shows you how 

to survive and thrive in the thousand 

years from the fall of Rome to the Middle 
Should I build a barracks before a farm, or a marketplace before 
a temple? MICROSOFT AGE OF EMPIRES II: THE AGE OF KINGS: INSIDE 
MOVES provides answers to questions like these as you build a 
tiny tribe into a mighty civilization. 

Ages, when the destiny of humanity was 

at stake. Learn to conquer enemy states, 

The INSIDE MOVES series provides game players with 
tips, tricks, tactics, and strategies for Microsoft 

games and for the MSN” Gaming Zone. 

accumulate wealth by extensive trading 

and diplomacy, create and defend 

wonders of the world, and build your 

nation into a great civilization. About the Author: 

Mark H. Walker is a former naval officer who has written and published 

nearly 75 articles and books about computer technology and game 

strategy. When he’s not writing, running, scuba diving, or playing computer 

games, he’s racing cars. He and his family reside in Virginia. 

Computer Games Strategic Guide/ 

Microsoft Age of Empires II: The Age of Kings 

U.S.A. $19.99 

ISBN 0-7356-0513-0 U.K. £14.99 

| | | | | | | | i at 4 

[Recommended] = 
| | | | mspress.microsoft.cc 

7 9U143"05150"— 4 9 °780735"605138 Microsoft Press 


