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General Strategies

These strategies can all play an important role in helping you to defeat your enemies.  Some may seem contradictory, but they are all important to consider.  The player that makes best use of these concepts will win most often!
· Taking over cities is very important, and is almost always the key to victory.  In general, the player that can conquer and hold more cities than their opponent will be able to win the game.
· Unit positioning is very important.  Each time you decide to attack one of your opponent's units, you should also think about the optimal position for your unit to attack from.  For example, you generally want to keep your units on terrain with higher defense values.

· Don't underestimate the value of blocking your opponent's movement.  Quite often, the difference between winning a game and losing a game boils down to how effective each player was in blocking the other player's movement.  Try to get in the habit of blocking your opponent from making useful moves.  This is referred to as ‘screening’.  
· In combat, try to make the most of each attack and not waste damage or status effects.  For example, if an enemy unit has 1 hp left, try to kill it with your weakest unit.  Also, attacking an enemy unit that already has Leprosy with your Leper would waste the Leprosy status effect.

· It is generally best to focus all of your attacks on one unit until it is dead.  After all, wounded units can usually attack as effectively as an undamaged unit.  The best enemy unit is a dead enemy unit.
· By moving one of your units onto an enemy city, you not only threaten to conquer that city, but you also prevent your opponent from building any units there while it is occupied.  This can make your opponent pull back some of their forces to defend their cities, leaving you more free to pursue other objectives or conquer other cities.  
· If you and your opponent are having a fierce battle on one section of the map, it is often an effective tactic to move one unit (with high influence) to an uncontested area of the map to threaten enemy cities or the capitol.  You will notice that your opponent will often have to spend or divert a disproportionate amount of their units to deal with your threat in order to deal with it, or they'll lose the city.  Either way, you win.
· As is the case in many strategy games (and in war itself), the side with the strongest army usually wins.  But what fewer people realize is that the bigger the victor's army, the less damage that army suffers.  If a fight is nearly even, then both sides are likely to lose just about everything.  But if one side is clearly stronger than the other, the stronger side will take very few losses.  Try to only fight battles where you'll clearly win, and if you're outnumbered, consider pulling back and regrouping your forces to be more competitive.  If you’re going to lose a city no matter what, don’t needlessly sacrifice a bunch of units doing so.  Instead, save them for a stronger defense at the next city, or to launch a counter-attack on a different area of the map.
· Each race and unit is different.  Try to really consider each race and unit's strengths, and use each those strengths to the fullest in order to win!  In order to be successful at Land of Legends, you must play each race very differently!
· Being able to build units of a difference race can be immensely valuable.  Not only can you use another race's strengths to make up for your own race's weaknesses, but there are some cross-racial combinations that are very powerful.

· Most units are cost-efficient against several other units.  Try to pay attention to which units your opponent is using, and build units which will be most cost-effective against theirs.

· Cheap units tend to be very cost-efficient at combat but horrible at conquering enemy cities.  More expensive units tend to be better at taking over cities and killing expensive enemy units, but can often be swarmed by large numbers of cheap units.
Advanced Strategies

These are more advanced concepts that you should probably only worry about after you get the hang of the game.  Many of these strategies deal with efficiency.  The more efficient a player is in everything they do, the more likely they are to win.  
· There is a concept of the 'Perfect Kill', which is when a unit deals exactly enough damage to kill the unit it is attacking -- no more and no less.  Assuming there is no shortage of enemy units for your units to attack, then you want to make sure that every point of damage matters.  If your Druid (with Skill 8) attacks a unit with only 1 HP left, you're wasting much of that attack's power.  Finishing off that unit would be more fitting for one of your weaker units.  (You did build cheaper units too, didn't you?)
· Try to only attack units with high Armor (and/or terrain Defense) with units with high skill, or units that ignore terrain Armor/Defense (like the Initiate or Hag).  For example, if your Cutpurse (Skill 4) attacks a Tank (Armor 2) on a Forest (Defense 1), it will only deal 1 HP of damage, negating 75% of your damage-dealing potential.  However, if the Tank were attacked by a Druid (Skill 8), only 37.5% of the damage would be negated.  That is more efficient, and will help you win over the long-term.
· Diversity is very valuable.  The greater the number of different units you have available, the more choices you have for dealing with various situations.  Generally, the player that has the most diversity on the board can get Perfect Kills more often, heal more efficiently, and give status effects more effectively.  Generally, the player with the most diverse army has the advantage over the other player.
· There are many important factors to consider when choosing the targets of your attacks.  You could take out their strongest units, reducing their ability to quickly conquer your cities.  Or you could kill their weakest units, reducing their ability to spread damage around to multiple targets.  Or you could target the type of unit they have the least of, reducing their diversity and their ability to deal with different situations.  Or if the enemy has a ‘trump’ unit that is especially effective against your army, you can target those first.  Which of these options is best depends on the specific situation, your opponent's playing style, and your overall strategy.  It is this type of adaptivity that will make you into the strongest player you can be.
· Screening/blocking strategies are very important and highly effective, but beware relying on them too much when fighting against units with Flying or Nimble.  Units with those abilities are mostly immune to screening tactics!

· Remember that most cities produce $1000/turn.  That means that taking over a neutral city will give you $1000 per turn more than your opponent, but converting an enemy city will also reduce their income by $1000/turn, giving you a $2000/turn relative advantage.  That is a huge difference, and if one player is able to hold just 1 or 2 cities more than their opponent, that player will usually win.
Elves

Strengths:

· Movement

· Ranged attacks

· Defending cities and territory
· Good damage-dealing potential when played correctly
Weaknesses:

· Low Unit Armor
· Influence
· Healing is expensive
· Slow expansion and offense

Ideal Expansion Unit:

· Runner

Racial Strategies:

· If actively fighting, try to move your Runners and Archers as little as possible.  They do the most damage when standing still.

· Try to use terrain and units (especially Sentinels) to prevent enemy units from getting in close to your Runners and Archers.

Strategies to Defeat Elves:

· Try to prevent your enemy from accumulating massive groups of Archers and Runners in one location.  
· When fighting Archers and Runners, try to keep your units from being in range of their bow attacks.  Try to fight Archers up close and overwhelm them with superior numbers, or bait the Archers into coming to you.
· If a player has a lot of Runners/Archers guarding one area, try to push your forces into a different area.  This will force the other player to move their Runners/Archers and perhaps give you an edge.

Units
Runner
· Runners do little damage, especially when moving.  However, they are perfect for finishing off enemy units with only 1 or 2 HP left.
· As their name implies, one of the Runner's greatest strengths is its ability to move quickly -- especially over rough terrain.  Use this to your advantage by constantly threatening enemy cities where the enemy has no units.
Sentinel
· Sentinels are at their best when defending a friendly city against enemy attack, especially against melee attackers.  Not only are they extremely durable, but they get a +2 Skill bonus when occupying a friendly city.
Archer

· Archers are most effective in groups, and when standing next to each other.  

· Try to keep archers positioned in straight lines.  (If two archers are standing diagonal from one another, an enemy unit can close in and stand beside both archers, reducing their ability to attack that unit affectively.)

Druid

· Druids are very powerful offensive units, but their Entangle ability is especially effective against strong melee units and units that rely on the 'Lance' action ability.
· Druids are the only Elf unit with a healing ability.  Because Druids are so expensive, it is generally best not to waste their healing ability on Runners.  In fact, it’s generally best to use the Druids for offense, only using their healing ability on expensive units that don’t already have regeneration.
Humans
Strengths:

· Quite strong in combat

· Good Influence

· Good mobility

Weaknesses:

· Expensive

· Not many status effects, which means you must rely purely on their raw combat abilities.

· No real ‘tricky’ strategies possible – it’s generally very easy to tell what the Human player is up to.

Ideal Expansion Unit
· Prophets
Racial Strategies:

· You should always expand quickly with Prophets at the beginning of each game.

· In the long term, you must focus on combat effectiveness in order to win.  Try to deal more damage to your opponents (in terms of cost) then they can deal to you.  
Strategies to Defeat Humans:

· Because Human units tend to be expensive, units that can neutralize other units are a good choice to use against Humans.  

· Or, if the Human player is relying on Monks, try to use units that have ranged attacks so that the Monks can't retaliate.

Units

Monk
· Monks are strong, cost-effective units against other melee units.  If your opponent is using a lot of melee (range=1) units, try to counter by producing lots of Monks.  

· Monks are also generally good against other 1st-tier units.
Prophet
· Prophets are generally best saved for healing and influencing cities, but there are times when you just need to do 1 or 2 more points of damage to a unit to kill it.  This is often a good use of a Prophet as well.  

· Prophets are most valuable when there are expensive friendly units and/or units with high Armor for them to heal.  An attack force of just Monks and Prophets probably won’t do very well.

Paladin
· Paladins are great combat units, but lose their effectiveness if they lose their mobility.  Try to prevent your Paladins from getting immobilized or trapped by enemy units.  Beware when moving Paladins adjacent to mountain ranges, they become easier to trap there.

Angel
· Angels are a great late-game unit.  Their Holy Smite ability is good at taking out small or medium units in one hit, and can pacify larger enemies to neutralize them for a turn.

· Try to avoid building Angels if you are outnumbered.  They tend to be at their best when you have a roughly similar number of units as your opponent.

· Angels are the ideal unit to influence enemy cities near the end of the game.  Their high influence coupled with their high stats will almost guarantee that you will conquer the city in two turns.
Gnomes

Strengths:

· Good at enhancing allies

· Units are fairly inexpensive
· Can generate extra income

· Some units are 'nimble' and can pass through enemy units

· Good against weak units.

Weaknesses:

· Very low Armor

· No super-strong units
· Gnome cities produce less income than other races' cities.

· Weaker against strong units.

Ideal Expansion Unit:

· Gardener

Racial Strategies:

· You should always expand quickly with Gardeners at the beginning of each game.

· Try to arrange your movements and actions so that your units can be buffing each other with status effects (Herbal Enhancement and Inspire) if they're not doing anything else.  The only cost for applying these status effects is time, and your units will be more cost-efficient once they have them.

· Don't underestimate the Gnomes!  The Gnome's abilities, such as Eager and Nimble, may not seem like much, but a skilled player can use these abilities to great advantage.  A crafty Gnome player can overwhelm otherwise stronger races!
· Gnome cities produce inherently less income than other cities.  To compensate for this, you should use Gardeners and Cutpurses to generate extra income.  After all, a Gnome city with a Gardener on it produces *more* money than other races' cities!  Try to build Gardeners and keep them only on cities where you won't be needing to build new units.

Strategies to Defeat Gnomes:

· Try to focus on defeating Wolf Riders and Legendmakers first.  With those units gone, the Gnome player won't have too much offensive ability left. 

· Don't underestimate the Gnomes!  The Gnome's abilities, such as Eager and Nimble, may not seem like much, but a skilled player can use these abilities to great advantage.  A crafty Gnome player can overwhelm otherwise stronger races!

· Gnome cities produce less income than other cities.  Some Gnome units can produce extra income, but if you can kill those units and play cost-effectively, you should be able to slowly overpower your enemy.

· Gnome units are fairly easy to kill -- even Legendmakers.  If you keep pressure on them when they're trying to take over a city, you should have some success fighting them back.

· Beware of Legendmakers -- they can retaliate against nearly any unit!  In order to cost-efficiently kill Legendmakers, hit them with high-skill units or units that prevent retaliation.

Cutpurse
· The Cutpurse may not look like much -- it does, after all, have the same statistics as an Undead Skeleton, but is more expensive.  But after just one or two well-placed attacks, you can have made much of your money back!  
· Try to use Cutpurses to attack units with low Armor and Terrain Defense.  Not only will they do more damage, but they will also earn you more money by doing so.

· Try to always keep the Nimble ability in mind at all times.  Most advanced opponents will use screening tactics to prevent your units from reaching their cities or dealing the death blow to one of their units.  Nimble is a fairly rare ability that many players forget about when setting up these screening/blocking tactics, and by using lots of Cutpurses you have a better chance of catching your enemy in a costly mistake.

Wolf Rider
· Wolf Riders are one of the most cost-effective units in the game for dealing damage, and are one of the best options for taking out strong enemy units.  But beware of their weakness -- they have few HP and no Armor!
· Wolf Riders are like more fragile Paladins, but with one major exception – Wolf Riders can enter Mountain squares!  Try to keep your Wolf Riders on Mountain squares whenever possible to make up for their lack of Armor. 

Gardener
· Gardeners can heal allies *and* give them Herbal Enhancement at the same time.  This makes them one of the most useful healing units.
· Remember that as a Gnome player, you will be earning less than other players unless you are keeping Gardeners on your cities, in which case you can actually earn *more* than other players.  
· Having an extra Gardener or two around can be useful to heal your damaged units that have retreated from the front lines and buff up newly-built units.  Many of the Gnome units can conquer enemy cities a turn faster when Herbally Enhanced, and the extra point of movement can provide a surprising amount of opportunity (especially on units with Nimble!)

Legendmaker
· The Legendmaker's Inspire ability is especially powerful  when applied to another Legendmaker, due to its long range and Quick Reflexes ability.  

· The Legendmaker is the only unit in the game which may move and attack in the same turn it was recruited.  With the Legendmaker's long movement and attack range, you can often surprise your opponent with an extra attack that can turn the tides of battle.
· Legendmakers are very effective against weaker units.  

Orcs

Strengths:

· Good at combat – high Skill, HP and Armor
· Expansion (with Raiders) generates extra money
· Second Wind!!!

Weaknesses:

· Units are very expensive – the most expensive in the game!
· Low Movement
· No healing units (other than Wyvern Riders, which regenerate themselves) 

Ideal Expansion Units:

· Raiders, perhaps with a Mystic or two to assist

Racial Strategies:

· Expansion is tricky with the Orcs, but also offers more opportunity than with other races.  For example, the Raiders provide extra money to build powerful units sooner than other races can, and Mystics can use Second Wind to reach distant locations sooner.

· Orc expansion units are quite competent in combat, which gives the Orcs an advantage when combat first begins.

· Second Wind is the single most versatile ability in the game.  Learn to use it, and use it well.  In the hands of a creative and clever player, this ability can easily turn the tide of a game.  If you do not use Second Wind and use it effectively, you are not getting the full value out of the Orcs.
· The Orcs require money to thrive.  Try to set your sights on gold mines and enemy cities and take them at all costs.  (Mystics can really expand your options in that regard.)  If your opponent can retail a clear income lead, they will be able to swarm you for sure.

Strategies to Defeat Orcs:

· The Orcs have the most expensive units in the game, and therefore are generally able to build fewer units than other races.  Try to use tactics that are good against more powerful units.  Remember that large numbers of weaker units are often cost-effective at defeating larger units.
· Watch out for a player with Mystics in play.  They’re not very powerful when it comes to combat, but they give their controlling player a much larger number of strategic options. Consider yourself warned!
Raider
· Raiders produce extra income when they take over a city.  However, keep this in perspective.  They will generally earn you $1,000 for each city they conquer, spread over 4 turns.  But if you can manage to conquer a city in only 2 turns with another unit, you would have earned $1,000 more total than if you’d used the Raider.  So while Raiders are great for early-game expansion, try to use units with higher influence in the later game.

· The Poisoned Sword ability of the Raider is surprisingly effective, even in the late game against more powerful units.  Try to keep a number of Raiders around at all times, and try to keep as many enemy units Poisoned as possible.

· The Raider is the only Orc unit that is affordable to build en mass.  Use them to protect your more valuable units.  If you can somehow force your opponent to kill one of your  Raiders instead of an Ogre, you will be much better off for it.
Mystic
· Mystics are relatively weak on offense, but are good at expansion and have the most flexible ability in the game – Second Wind.
· Each Mystic you own can allow you to produce an extra unit on your turn.  When you build a unit, you can give that unit Second Wind, allowing you to build another unit at that city.

· Second Wind can allow you to make more effective assaults on enemy cities, Gold Mines, and Fountains of Life.  A common tactics is to destroy an enemy unit on a city using an Ogre, apply Second Wind to that Ogre, and then move it onto the city to occupy it.

· You can use Mystics to move units produced far away into contested areas.  The practice of using multiple Mystics to keep unspending a unit in a single turn is referred to as ‘railroading’.  A single unit can cross a long distance in a single turn using this practice.

· Mystics can unspend a unit after it moves or attacks.  This allows that unit to retaliate against the first attack on the enemy’s turn, and can keep a friendly Ogre from being an Easy Target against that first attacker.

Wyvern Rider
· Wyvern Riders make great hit-and-run units, especially near rough terrain.  In groups of 2 or 3, they are a very effective mobile strike force that can protect each other while they heal.

· Wyvern Riders are more expensive than Paladins or Wolf Riders, but are also more durable in the long-term.  When a Wyvern Rider becomes hurt, try to fly them back to a safe area for a turn or two to heal before bringing them back into the fray.  If killed in one turn, Wyvern Riders are rather cost-inefficient.  The ideal way to use them to their fullest is to let them heal much damage as possible while keeping the enemy from delivering a death blow.
Ogre
· Ogres are very powerful, but also very slow.  When escorted by a Mystic, they can move further and are more effective at getting into better strategic positions.

· Ogres are great against expensive units, but can be brought down quickly by a horde of smaller enemies.  Try to keep them from getting surrounded!
· If you can manage an Ogre with full HP on an enemy city, it will be very difficult to kill – especially if you can Second Wind the Ogre so that it is unspent on the enemy city when you end your turn.  In that case, the first unit to attack it will do less damage than the others, and will have to suffer a strong retaliation blow.

· Ogres have great range and high Skill.  This lets them kill or cripple one unit per turn.  Choose that target wisely.  Try not to waste that powerful attack on cheaper units or units that are nearly dead.  Use them to soften up stronger enemy units for your other units to kill.  

· Due to their high HP and Armor, Ogres are remarkably effective at holding key squares.  Use them to hold Gold Mines, Enemy Cities, and even Fountains of Life!

Dwarves

Strengths:

· Good combat versatility

· High Skill values (meaning they can deal lots of damage) and decent Armor

· Cities heal 3 HP/turn (compared to the standard of 2 HP/turn)

· Fairly good range

Weaknesses:

· No innate healing abilities

· Slow expansion

· Fairly slow movement

· Some Dwarf units are unusually susceptible to melee attacks

· Dwarf units aren’t very good at retaliating.

Ideal Expansion Unit:

· Ornithopter
Racial Strategies:

· The Dwarves rely on combat efficiency to win, and they are quite versatile when it comes to combat.  Try to use a mix of all units, but adapt your forces according to what your opponent is doing and what map you’re playing on.  In open terrain, Tanks are handy, while in rough terrain, Snipers are more effective.
· The Reinforce Armor ability can be very effective.  It’s not a bad idea to have one or two Smiths dedicated to using this ability on new units.  The Dwarves have no healing ability, but Reinforce Armor can be considered a sort of ‘pre-emptive healing’ by giving an ally an extra point of Armor.
· Because the Dwarves have no healing units, don’t be afraid to pull units back to heal on friendly cities or Fountains of Life.

· Dwarf units tend to have bigger vulnerabilities than most other races’ units.  Try to protect your units and prevent your opponent from exploiting these weaknesses.

Strategies to Defeat Dwarves:

· Snipers and Tanks are both vulnerable to melee attacks in their own ways.  A single melee unit can take out a Sniper if it can close in.  And Tanks can be surrounded and trapped by melee attackers, preventing the tank from moving or attacking the nearby creatures.  This is even easier when the tank is next to harsh terrain like Forests, Mountains, or Water.
· A Concentrating Sniper is quite powerful!  If the enemy has an undamaged Sniper, do everything in your power to damage it at least once to break its Concentration.  Once its Concentration is broken, it will be must less effective, especially since Dwarves have no healing units.  The Sniper must then either retreat or do greatly reduced damage.

· The Dwarves rely on combat might to win.  So if you’re using more mobile units, try to force the fight to be where you want it to be.  Move your units to attack your enemy’s unguarded cities, and your enemy’s Dwarven units will be slow to catch up.

Ornithopter
· The Ornithopter is a strange unit.  Because it has Flying, it doesn’t take advantage of terrain defense, but thanks to its Bomb ability, neither does its target.  It also lacks the ability to retaliate against opponents, but its opponents can’t retaliate against it.
· The Ornithopter is ideal for crossing rough terrain and threatening unguarded enemy cities.  

Sniper
· Snipers are cheap units that deal great damage at great for a relatively low cost.  They also have decent movement, and are able to pass through rough terrain quickly. 
· However, Snipers are highly vulnerable to melee attacks.  Since they can’t attack adjacent units and can’t fire when they move, a single melee attacker can usually wipe out a Sniper.  Keep melee attackers away from Snipers!

· When a Sniper becomes damaged, its Concentration ability is broken and it deals substantially less damage.  Try to keep Snipers from being damaged at all costs – even a single hit is enough to make a Sniper much weaker.  
· An undamaged Sniper with Reinforced Armor is even more Deadly, shooting at Range 2-5 with 7 Skill, all for $1700!
Smith
· Smiths are not only highly effective melee units, but they also have the ability to give another unit +1 Skill and +1 Armor, at the cost of -1 movement and -1 influence.  The Skill and Armor bonuses will greatly enhance any unit in combat, but be careful – the movement reduction especially can come back to haunt you if you’re not careful.  Units with Reinforced Armor aren’t able to retreat or forge ahead as well.  They may win the battle, but their lack of movement may cost the war…
Tank
· Tanks are great for dealing large amounts of damage to distant units.  They can quickly move into position and can fire at a decent range.  But keep in mind that they cannot attack adjacent units, and cannot retaliate.  Try to keep other units (like Smiths) between your Tanks and your enemy’s units to protect them.

· Tanks are Wheeled, and can be easily trapped by enemy units.  In fact, it’s possible for just one or two melee units to trap and destroy a tank near rough terrain without taking any damage at all.  Keep your Tanks from getting trapped!
Undead

Strengths:

· Ability to create Zombies and Skeletons from defeated enemy units
· Ability to neutralize enemy units (using Vampire's Paralyze ability) 
· Has cheapest unit in the game (Skeleton)
· Often outnumbers other races, due to cheap skeletons and assimilation

Weaknesses:

· Cities heal no damage
· Poor expansion
· Slow movement

· Relatively low Skill values
Ideal Expansion Unit:

· Skeletons
Racial Strategies:

· Victory with the Undead usually requires effective use of Zombies and Necromancers to win, although both should be built in relatively small numbers.
· What the Undead lack in fast expansion abilities, they make up for in the ability assimilate enemy units.  The Undead must use their superior numbers to overwhelm their enemies to make up for this slow expansion.  The Undead should definitely be considered a "comeback" race.
Strategies to Defeat Undead:

· Try to use more powerful units against Undead players.  Good Undead players will attack wimpy units with Zombies and Necromancers, so using more powerful units will make it much harder for them to convert your units.  If you use cheaper units against Undead, you're just giving them easier (and more) fodder.
· But be careful not focus *too* much on expensive units, or the Undead player can counter by buying a lot of vampires, paralyzing your expensive units and bringing them down quickly.  

· Stay together.  You know how in scary movies, the person that leaves the group gets turned into a Zombie first?  The same happens here.  If you leave your units vulnerable, they can just be paralyzed by Vampires and/or converted to serve your enemy.

· A newly-created Zombie will always have just 1 HP.  It is almost always your best option to kill these new Zombies, and you should use your wimpiest unit to do it.  (Remember, all attacks, as long as they do any damage at all, will always do at least 1 HP of damage.)  

· If your opponent does manage to create a sizable group of Zombies, take them out at all costs.  Once a group of zombies gets big enough, they are basically unstoppable!

Units

Skeleton
· Skeletons are very weak, but they are also the cheapest unit in the game.  Unlike most 1st-tier units from other races, it is possible to save up money while building as many skeletons as possible.  
· Although Skeletons are fairly slow and have low influence, they are generally the Undead's best unit for early-game expansion.  
· Don't dismiss Skeletons as worthless!  Think of their cheap price as their special ability, and don't get too hung up on stats.  There are many things you can do with a large number of units, despite how 'weak' each of those units are.    For example, you can use them to block movement, spread damage around more (getting more 'perfect kills'), and threaten more areas of the map.
· Skeletons are the most cost-efficient Undead unit for dealing damage.  They are surprisingly effective at swarming more expensive enemy units, and softening up any unit to be finished off by a Zombie or Necromancer.

Zombie
· Zombies are very tricky to use, but are the key to victory as the Undead.  If you wish to play the Undead successfully, you must learn to use them effectively.  
· Because they enter play with only 1 HP, Zombies are extremely fragile for the first turn or two that they're alive, but quickly gain strength.  You should never produce a Zombie within striking range of your enemies, unless you want your Zombie to act as a distraction.

· It is usually best to build Zombies at a city far away from the action (your capitol is probably a good choice), and then spend a few turns moving your zombie to where the action is.  By the time your Zombie arrives, it should have enough HP to withstand enemy attacks long enough for it to convert an enemy unit.

· Try to arrange your attacks such that your Zombies always deal a killing blow when it attacks.  Otherwise, you are wasting the Zombies' potential.

· Zombies should never travel alone.  They are most effective when traveling with other units that can soften up enemy units so that the Zombie can deal the killing blow.

Vampire
· Vampires are most effective when paralyzing your opponent's strongest units while your other units clean up the weaker enemies.  

· Another powerful use of the Vampire is to paralyze an enemy unit on an enemy city.  This not only prevents your opponent from using that unit, but also prevents new enemy units from being built in that city.  
· Although it is almost impossible to do, if you can paralyze an enemy unit on each enemy city, then it is a simple matter to capture their capitol without any further threat.
· Units that are Paralyzed by Vampires get -1 Armor, which lets makes them easier prey for Zombies or Necromancers to convert.  
· Protect your Vampires!  Although a single Vampire can usually defeat any single enemy unit, Vampires are extremely fragile and will be defeated easily when fighting multiple enemy units.  Try not to use Vampires in situations where they're outnumbered or within striking distance of other units.

Necromancer
· The Necromancer is a powerful and flexible unit.  It is the Undead's only ranged unit, has the Undead's most powerful attack, and can convert enemy units to friendly skeletons.  It can also heal any allied unit to full HP.
· Necromancers are especially powerful in groups of at least 2, because they can heal one another when needed.

· Because of their durability and high influence, Necromancers are the Undead's unit of choice for conquering enemy cities later in the game, when you can comfortably afford them.
· You can use a Necromancer to heal a just-built Zombie to heal it to full HP.  This allows you to build Zombies closer to enemies without fear of losing the Zombie after just one hit.

· Even though they’re expensive, Necromancers don’t do very good damage.  Rely on hordes of cheaper Undead units to deal damage.  Use Necromancers for healing, conquering cities, and converting nearly-dead enemy units.

Arcatta

Strengths:
· High Influence

· Good Healing

· Lots of tricky special abilities and enemy debuffs
· Good Movement

· Attacks tend to penetrate Armor/Defense, or have other useful abilities

Weaknesses:

· When damaged, lose their Concentration
· Fairly low Skill (especially if not at full HP)

· Very low Armor

Ideal Expansion Unit:

· Apprentice
Racial Strategies:

· Your units will inevitably become damaged, breaking their Concentration and lowering their Skill.  Thus, using healing units become more important than they are with other races.  That’s not so bad, though, because Apprentices are the most cost-effective healers in the game!
· The Arcattas’ Skill values aren’t as high as most other races’, but the Arcattas’ attacks each have special abilities that make them quite handy.  Just make sure that you’re adapting your unit mix to your opponent’s strategy.  For example, Sorceresses are great against weaker enemy units, while Archmages are good at attacking units hiding on mountains, forests, and cities.
· Every one of the Arcatta units has one ability for targeting enemies and another for targeting allies.  That means the Arcatta have more Action Ability options than any other races.  Use those options to your advantage, and don’t overlook any of them!

· The Arcatta’s friendly-targeting abilities are uniquely tailored to help their units reach enemy cities and survive there long enough to convert a city.  Levitation can help a unit reach a city it couldn’t have otherwise reached.  Fire Shield can be given to a unit on a city to punish any units that attack it.  Stone Skin is extremely effective at helping a single unit withstand incoming damage.  And Healing Rain can help restore a unit’s concentration and heal damage from attacking units.  A well-rounded group of Arcatta units focused on taking a city is very, very effective!

Strategies to Defeat Arcatta:

· It’s generally a good idea to damage each Arcatta unit once to break their concentration, instead of the usual tactic of focusing fire to reduce the number of enemies.      

· If the Arcatta player is effectively healing his or her units to restore their concentration, it may be worth concentrating on key enemy units, especially healers, to take them out.
· Sorceresses (and any unit with Fire Shield) are very effective at retaliating against weaker units.  Try to take them out with bigger units in fewer hits.

· A clever Arcatta player has many options at their disposal, especially using Levitation.  Don’t underestimate an Arcatta player, or you could find yourself outsmarted in ways you hadn’t expected!
Units

Initiate
· When using Initiates, always remember that they are fairly expensive (for a first-tier unit) and very fragile. 
· Their strength is in attacking units with high Armor, so they tend to be much more effective near the end of the game than at the beginning.

· Don’t underestimate the Levitation ability!  This is one of the Arcatta’s greatest strengths, although it is often overlooked.  Not only can it help a friendly unit move much further than it could otherwise (over rough terrain and water), but remember that a Flying unit can also pass through enemy units.  Levitation is the only ability in the game able to give another unit the ability to pass through enemy units!  This is like giving any unit Nimble for a turn, plus a movement bonus!

Apprentice
· Apprentices are very good at healing allies, and are the most cost-efficient healer in the game – especially when their Concentration is active.  And the range of its healing ability is also greater than any other healing unit in the game.
· Given how important Concentration is to the Arcatta and how fragile its units are, healing should play a big part in Arcatta strategy.  

· Keep in mind that in general, Apprentices can heal damage cheaper than your enemy can inflict it.  Apprentices can’t win by themselves, but they are essential support units and can turn the tide of the game.
· If no allied units need healing, don’t overlook the usefulness of Downpour.  The penalties (-1 Skill, -2 Influence, -1 Movement) can be handy in a number of ways.  It can prevent an enemy unit from reaching a city, or can prevent it from conquering it on its next turn.  And the -1 Skill penalty can be quite useful against stronger enemy units, especially those who are able to retaliate often (like Legendmakers or Sorceresses.)

Sorceress
· The Sorceress is great at repelling cheaper enemy units, and helping its allies do the same.  Fire Shield is especially effective when given to allied Archmages.
· Although a bit expensive, Sorceresses are very good near the end of the early-game expansion phase, since they are so effective against the cheaper enemy units that your enemy will inevitably have.  

Archmage
· Although their skill is low for a top-tier unit, Archmages are strong and versatile units.  The Defense penetration helps make the Archmage’s attack stronger than it would otherwise be, and the Stoneskin ability can help a single unit withstand much more damage that it could otherwise.  An Archmage given Stoneskin by another Archmage is quite fearsome indeed!
Afflicted
Strengths:
· Relatively cheap units
· Good Healing
· Can substantially weaken enemy units 

· Can neutralize strong enemies

· Fairly good influence

Weaknesses:

· Have a hard time dealing lots of damage quickly
· Aren't particularly durable
Ideal Expansion Unit:

· Hag
Racial Strategies:

· It's good to try to use all units of the Afflicted.  This gives you lots of options of how to deal damage and how to weaken enemy units to the greatest effect.  

· If you're going to Cleanse an enemy unit to make it Peaceful, try to do that before you attack that unit with any other of yours.  Cleanse will heal any damage you've already inflicted on that enemy, and will cure any status effects you've already given that unit.  So Cleanse the enemy unit first, then attack it.
· For more powerful enemy units, try to afflict them with Peaceful, Leprosy, and Plague (in that order for maximum effect.)  
Strategies to Defeat Afflicted:

· If you can move a strong unit with high Influence onto an Afflicted player's city, there is little that player can do to stop you from taking that city at that point.   

· In general, using lots of cheap creatures against the Afflicted tends to be more effective than using a smaller number of expensive creatures.  
Units

Leper
· While you wouldn't want to build an army made up only of Lepers, you want to try to keep two or three around at all times.  As new enemy units enter the battle, try to attack each one once with one of your Lepers to reduce their stats.  Lowering Armor and Skill is especially detrimental to units.
Plaguebearer
· Like Lepers, it's ideal to try to keep 2-3 Plaguebearers around at all times.  Your strategy with them should be similar to your strategy with Lepers -- try to attack each unit once with a Plaguebearer to make sure each enemy unit is Plagued for maximum effect.
· When a Plaguebearer is getting low on HP, try to retreat it to a Fountain of Life.  Using the Missionary's Cleanse can also be effective, but your Plaguebearer will suffer Plague damage before she is able to attack again. 
· Plaguebearers are the best unit to use against cheap/weak enemy units. 

Hag
· Hags are the best Afflicted unit for dealing comparatively cheap guaranteed damage to enemy units.  They are best against units with high Armor and/or units on terrain with high Defense.  
· Hags are a very good expansion unit, and are one of the few early expansion units in the game to have good battle/combat capability as well.  This means that if you rely on Hags for initial expansion, you will tend to have be a bit more firepower as you start to conflict with your opponent.

· Beware -- cheap/wimpy units will tend to cost-effectively kill Hags.  Try to only use Hags against more expensive/powerful units.

Missionary
· Missionaries are extremely cost-effective at neutralizing powerful enemy units.  But keep in mind they not only deal no damage, but they *heal* any damage already inflicted on that enemy, and dispel any status effects on that unit (good or bad).  It's generally best to only Cleanse stronger enemy units that are still at (or very close to) full HP.
· While Missionaries are extremely valuable for their cost, they cannot win the game alone.  In fact, Missionaries should be used in fairly small doses.  After all, if you spend all your money on Missionaries (which can't deal damage) and your opponent spends money on units which *can* deal damage, your opponent will eventually win -- there's no question about it.  Use Missionaries to tip the balance in your favor, but don't expect them to win the war by themselves.

· When Cleansing one of your own damaged units to heal it, try to only do so after that unit has attacked earlier in the turn.  If you Cleanse your unit before it has attacked, it will not be able to attack at all that turn.

