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Age	of	Empires	II:	Def.	Edition	[+DLC]	-	100%	Achievement	Guide	By	Brachragon	and	1	collaborators	DLCs	"Lords	of	the	West",	"Dawn	of	the	Dukes",	"Dynasties	of	India"	,"Return	of	Rome"	,	"Mountain	Royales"	,	"Victors	and	Vanquished"	,	"Chronicles:	Battle	for	Greece"	and	"The	Three	Kingdoms"	required!	-	Online	Play	required	(1x)	-	NO
permanently	Missables	Interested	in	playing	the	campaigns	of	AoE2	DE	in	a	chronological	order?	We	got	you	covered	with	a	table	that	encompasses	every	single	campaign	from	the	early	release	of	Age	of	Kings	to	the	latest	DLC	Dynasties	of	India	from	Age	of	Empires	II	Definitive	Edition.	Campaigns	Table	of	Age	of	Empires	2	In	Chronological	Order
Expansions	and	DLCs	of	Age	of	Empires	2	[Age	of	Kings].	[The	Conquerors].	[The	Forgotten].	[African	Kingdoms].	[Rise	of	Rajas].	[Lords	of	The	West].	[Dawn	of	The	Dukes].	[Dynasties	of	India]Where	to	buy	all	Age	of	Empires	II	releases?Starting	with	the	oldest	release	Age	of	Kings	()	to	the	Latest	DLC	release..	(Serving	the	purpose	of	purchasing	your
favorite	AoE2	game	in	a	chronological	order)30	Sep,	1999(	)	For	a	little	price	of	$5	or	$10	Get	a	hard	or	digital	copy	of	both	Age	of	Kings	and	The	Conquerors	at	amazon.com	or	ebay.com.9	April,	2013()	For	$19.99	Grab	the	base	game	Age	of	Empires	II:	2013	(aka	HD)	on	steam	a	remaster	to	old	release7	November,	2013()	The	Forgotten	DLC	for	AoE
2	2013	(aka	HD)	for	a	price	of	$9.995	November,	2015()	The	African	Kingdoms	DLC	for	AoE	2	2013	(aka	HD)	for	a	price	of	$9.9919	December,	2016()	Rise	of	the	Rajas	DLC	for	AoE	2	2013	(aka	HD)	for	a	price	of	$9.9914	November,	2019()	For	$19.99	Buy	Age	of	Empires	II:	Definitive	Edition	on	Steam	or	MS	Store	The	second	remaster	with	the	largest
player	base.26	January,	2021()	Lords	of	the	West	DLC	for	AoE	2	DE	at	a	price	of	$9.9910	August,	2021()	Dawn	of	the	Dukes	DLC	for	AoE	2	DE	at	a	price	of	$9.9928	April,	2021()	Dynasties	of	India	DLC	for	AoE	2	DE	at	a	price	of	$9.99	Campaigns	Description	In	Chronological	Order	AlaricAlaric	I	(370/375	410	A.D.)	was	the	first	king	of	the	Visigoths
from	395	to	his	death.	He	is	most	famous	for	sacking	Rome	in	410,	an	event	considered	to	have	contributed	decisively	to	the	fall	of	the	Western	Roman	Empire	in	476	and	the	beginning	of	the	Middle	Ages.	AttilaAttila	the	Hun	(395?/406?	March	453	A.D)	was	the	King	of	the	Huns	from	434	to	his	death.	His	rule	is	depicted	in	a	campaign	in	Age	of
Empires	II:	The	Conquerors.	Attila	is	a	cavalry	hero	found	only	in	the	The	Scourge	of	God	and	The	Fall	of	Rome	scenarios	of	his	campaign.BukharaBukhara	is	based	on	the	Battle	of	Bukhara.	In	the	scenario,	the	player	plays	as	the	Sassanid	Persians	led	by	their	Shah	Khosrau	I	trying	to	make	up	for	the	humiliating	defeat	by	the	White	Huns.DosDos
Pilas	is	based	on	the	early	history	of	its	namesake,	a	Mayan	city-state	that	existed	from	629	to	761.	The	player	is	playing	as	Balaj	Chan	Kawiil,	a	son	of	Kinich	Muwaan	Jol	II,	the	king	of	TikalTariqTariq	ibn	Ziyad	is	based	on	the	feats	of	the	real-life	Tariq	ibn	Ziyad	(Arabic:	;	died	720),	a	Berber	Muslim	general	from	the	Umayyad	Caliphate.	He	is	known
in	history	for	leading	the	Umayyad	conquest	of	Hispania.ToursIn	Tours,	The	Franks,	led	by	Charles	Martel,	must	defend	their	homeland	from	the	Arab	invasion	of	732.	This	scenario	is	based	on	the	Battle	of	Tours.	Starting	age:	Feudal	Age	Starting	resources:	300	woodDevapalaThe	Devapala	campaign	in	Age	of	Empires	II:	Definitive	Edition	Dynasties
of	India	is	about	the	military	accomplishments	of	Devapala,	who	ruled	the	Bengali	Pala	Empire	in	the	9th	century.	He	was	an	ardent	supporter	of	Buddhism	and	is	known	for	expanding	the	Pala	Empires	territory	through	his	conquests	of	Assam	and	Orissa,	among	other	regions.	However,	some	of	these	conquests	may	be	exaggerated	according	to
modern	historians.	Despite	this,	Devapalas	reign	is	considered	the	peak	of	the	Pala	Empires	power	and	one	of	the	last	Buddhist	kingdoms	in	the	Indian	subcontinent.YorkIn	York,	you	take	command	of	the	Vikings	of	Ragnar	Lodbroks	sons	who	arrive	on	the	British	Isles	to	avenge	the	death	of	their	father	against	lla	of	Northumbria,	also	known	as	the
Great	Heathen	Army.HonfoglalsHonfoglals	depicts	the	westward	migration	of	the	Hungarian	people	at	around	900	AD.	In	the	Definitive	Edition,	players	have	reported	that	they	cannot	complete	the	scenario.YoditYodit	focuses	on	the	semi-legendary	exploits	of	the	real-life	Gudit	(Geez:	;	Amharic:	Yodit,	lit.	Jewess;	reigned	ca.	960),	an	enigmatic	non-
Christian	(thought	to	be	Jewish	and	Beta	Israeli;	so	of	the	Kingdom	of	Semien.RajendraThe	Rajendra	campaign	in	Age	of	Empires	II:	Definitive	Edition	Dynasties	of	India	centers	on	the	military	achievements	of	Rajendra	Chola	I,	who	ruled	from	971	to	1044.	He	is	considered	the	most	successful	leader	of	the	Chola	dynasty,	and	he	conducted	a	military
expedition	to	the	Ganges	River	and	a	campaign	against	Srivijaya.	Under	his	rule,	the	Chola	dynasty	became	the	most	powerful	dynasty	in	South	Asia	and	played	a	major	role	in	controlling	the	Indian	Ocean	spice	trade.VinlandsagaIn	Vinlandsaga	(called	Vindlandsaga	before	the	Definitive	Edition),	you	play	the	Viking	Erik	the	Red	(red)	and	must	go	to
Vinland	and	establish	a	new	colony.SuryavarmanSuryavarman	I	follows	the	story	of	the	real-life	Suryavarman	I,	the	emperor	of	Khmer	Empire	from	1006	to	1050.	The	campaign	covers	how	Suryavarman	I	comes	to	power	before	forming	an	alliance	with	the	Chola	Empire.HastingsIn	Hastings,	you	control	William	the	Conqueror	(blue)	in	his	quest	to
invade	Britain.	This	scenario	is	based	on	the	Battle	of	Hastings,	while	the	Battle	of	Stamford	Bridge	is	also	depicted	as	well.	Starting	age:	Castle	Age.BariThe	Bari	consists	of	three	scenarios	depicting	a	few	historical	events	of	its	namesake,	the	Italian	city	of	Bari.	The	campaign	is	centered	around	a	fictional	Greek	Nautikos	family,	where	the	surname
Nautikos	shows	that	the	ancestors	were	sailorsThe	HautevillesThe	Hautevilles	is	based	on	the	exploits	of	the	Hauteville	dynasty	(Italian:	Altavilla),	a	Norman	royal	dynasty	who	rose	to	prominence	after	conquering	southern	Italy	and	establishing	the	Kingdom	of	Sicily	as	one	of	the	most	tolerant	and	progressive	states	in	Europe	at	the	time,	as	well	as
their	participation	in	the	First	Crusade.	The	Hautevilles	ruled	until	the	late	12th	century,	after	which	the	Kingdom	of	Sicily	fell	into	the	Germanic	Hohenstaufen	rule.	ManzikertIn	Manzikert,	you	play	as	the	Turks	(purple),	trying	to	fight	the	heavily	armored	soldiers	of	the	Byzantines.	This	scenario	is	based	on	the	Battle	of	Manzikert.	Starting	age:
Castle	Age	StartingEl	CidRodrigo	Daz	de	Vivar,	known	as	El	Cid	or	El	Cid	Campeador	(1040s	July	10,	1099),	was	a	Castilian	Knight	and	warlord	in	Medieval	Spain.	He	reclaimed	the	city	of	Valencia	from	Moorish	control	for	a	brief	period	during	the	Reconquista.	After	his	death,	El	Cid	was	mythologized	into	an	embodiment	of	Honor	and	Chivalry,
similar	to	King	Arthur,	Charlemagne,	or	Saladin.	This	legendary	version	from	epics	like	the	12th	century	Cantar	de	Mo	Cid	is	the	basis	of	the	El	Cid	campaign	in	Age	of	Empires	II:	The	Conquerors,	rather	than	El	Cids	historical	career	proper.SaladinSaladin	is	based	on	the	exploits	of	An-Nasir	Salah	ad-Din	Yusuf	ibn	Ayyub,	called	Saladin	by	Europeans
(1137	March	4,	1193),	who	founded	the	Ayyubid	dynasty	of	Egypt	and	Syria	and	led	the	Muslims	to	recover	Jerusalem	from	the	Western	Crusaders	who	had	held	it	for	almost	a	century.BarbarossaBarbarossa	is	based	on	the	reign	of	Holy	Roman	Emperor	Frederick	I	Barbarossa	(1122	June	10,	1190),	one	of	the	longest-lived	and	most	influential	German
Medieval	emperors	who	fought	several	wars	in	Italy	before	becoming	one	of	the	leaders	of	the	Third	Crusade	(1189-1192).PrithvirajPrithviraj	is	depicting	its	namesake,	Prithviraj	Chauhan	(11781192),	who	was	the	ruler	of	Ajmer	and	Delhi	(in	India)	from	1178	to	1192.	Prithviraj	is	a	cavalry	archer	hero.	As	a	hero,	he	cannot	be	converted	and	can
regenerate	health.KurikaraKurikara	is	based	on	the	Battle	of	Kurikara.	Lead	Minamoto	no	Yoshinaka	to	victory	against	Taira	and	conquer	the	city	of	Kyoto.	Starting	age:	Castle	Age	Starting	resources:	none;	then	1,500	foodCyprusCyprus	depicts	Richard	the	Lionhearts	occupation	of	Sicily	(not	depicted	in	the	Definitive	Edition)	and	his	conquest	of
Cyprus	prior	to	his	arrival	in	the	Holy	Land	for	the	Third	Crusade.	RichardGenghis	KhanGenghis	Khan,	also	spelled	Chinggis	Khan	(c.	1162	August	18,	1227),	was	the	founder	of	the	Mongol	Empire,	which	was	the	largest	in	the	Middle	Ages	and	of	all	time	up	till	that	point.	The	conquests	of	Genghis	Khan	and	his	son	Ogedei	form	the	basis	of	the
Mongol	campaign	in	Age	of	Empires	IIKotyan	KhanKotyan	Khan	(OES:	;	Hungarian:	Ktny;	Arabic:	Kutan)	is	based	on	the	exploits	of	Kten	Khan	(baptised	Jonas;	reigned	1223	1241),	a	Cuman-Kipchak	chieftain	and	military	commander.	Kten	is	known	for	bringing	the	Cuman-KipchaksSundjataSundjata	follows	on	Sundiata	Keita	(ca.	1217	1255),	the
founder	of	the	Mali	Empire.	Among	his	feats	depicted	in	the	campaign	includes	his	efforts	to	unite	the	scattered	kingdoms	of	Sub-Saharan	Africa	to	oppose	the	warmongeringEdward	LongshanksEdward	Longshanks	is	based	on	the	exploits	of	Edward	I	of	England	(17/18	June	1239	7	July	1307),	also	known	as	Edward	Longshanks	and	the	Hammer	of
the	Scots	(Latin:	Malleus	Scotorum).	He	was	a	British	King	who	lead	aIvayloIvaylo	is	based	on	the	rise	and	fall	of	Ivaylo	of	Bulgaria	(Bulgarian:	,	also	spelled	Ivailo;	died	1281).	Ivaylo,	also	known	as	Bardokva	or	Lakhanas,	was	a	Bulgarian	peasant	who	became	the	leader	of	a	peasant	uprising	in	1277	whichGajah	MadaGajah	Mada	is	based	on	the
exploits	of	the	real-life	Gajah	Mada	(ca.	1310	ca.	1364),	the	Mahapatih	(equal	to	a	viceregent)	of	the	Majapahit	Empire	known	for	bringing	the	empire	into	the	peak	of	its	glory;	at	its	zenith,	the	MajapahitWilliam	WallaceWilliam	Wallace	(c.	1270	August	23,	1305)	was	a	Scottish	Knight	who	led	an	army	of	Scots	in	an	attempt	to	keep	Scotland	a	kingdom
independent	from	Edward	I	of	England.	He	is	referenced	and	briefly	playable	in	his	campaign,	which	introduces	new	players	to	the	gaming	experience	of	Age	of	EmpiresBapheusBapheus	depicts	the	rise	of	the	Ottoman	Empire.	The	map	roughly	shows	the	western	part	of	modern	Turkey.	In	this	scenario,	the	player	and	the	allies	are	all	Turks.	The
player	will	be	tasked	with	meetingAlgirdas	and	KestutisAlgirdas	and	Kestutis	focuses	on	the	arrival	to	the	throne	of	Algirdas	(c.1296	May	1377)	in	the	company	of	his	brother	Kestutis	(c.1297	3	or	15	August	1382)	in	the	Grand	Duchy	of	Lithuania.	Both	participate	inLangshan	JiangIn	Langshan	Jiang,	you	must	make	sure	that	all	shipments	arrive	to	the
Temple	Complex	without	losing	them.	The	shipments	arrive	in	different	places	every	25	minutes	(25	minutes	for	the	first	oneTamerlaneTamerlane	focuses	on	the	conquests	of	Timur	(1336	1405).	Timur	is	a	Turco-Mongol	conqueror	who	is	best	known	for	establishing	the	Timurid	Empire	in	an	attempt	to	restore	the	Mongol	Empire	of	Genghis	Khan
through	a	series	of	militaryJadwigaThe	Jadwiga	campaign	in	the	game	Age	of	Empires	II:	Definitive	Edition	Dawn	of	the	Dukes	highlights	the	early	years	of	Jadwiga,	who	was	the	first	queen	of	Poland	and	ruled	from	1384	until	her	death	in	1399.	She	married	Jogaila,	the	Grand	Duke	of	Lithuania,	in	1386,	and	legend	has	it	that	she	only	did	so	after
seeking	guidance	from	God	through	prayer.	Jadwiga	was	canonized	by	the	Catholic	Church	in	1997.Le	LoiLe	Loi	focuses	on	the	actions	of	L	Li	(1385	1433),	the	first	emperor	of	Vietnam	from	the	Later	L	dynasty,	primarily	on	how	he	led	the	Vietnamese	people	on	a	revolt	known	as	the	Lam	Sn	uprising	to	free	themselves	from	the	ChineseJan	ZizkaJan
Zizka	focuses	on	the	successful	Bohemian	military	leader	Jan	Zizka	(Czech:	Jan	ika	z	Trocnova	a	Kalicha)	(c.	1360	11	October	1424).	He	was	nicknamed	"One-eyed	ika",	having	lost	one	eye	in	battle.	Jan	ikaThe	Grand	Dukes	of	the	WestThe	Grand	Dukes	of	the	West	follows	the	exploits	of	various	Dukes	of	Burgundy,	notably	John	the	Fearless	and	his
conflict	with	the	Armagnacs,	and	Philip	the	Good	and	his	role	in	the	capture	and	death	of	Joan	of	ArcAgincourtAgincourt	is	a	campaign	scenario	in	the	Battles	of	the	Conquerors	in	Age	of	Empires	II.	The	player	controls	the	British	troops	of	Henry	V	(red)	trying	to	get	back	home	after	a	failed	initial	invasion	of	France.	This	scenario	is	based	on	the
Battle	of	Agincourt.	Starting	age:	Imperial	AgeSforzaThe	Sforza	is	depicting	Francesco	Sforza	(14011466)	from	his	rise	of	power	after	the	death	of	his	father,	Muzio	Sforza,	until	he	became	the	Duke	of	Milan.	He	is	a	must	survive	unit	for	all	the	campaigns.	The	campaign	is	present	in	the	DefinitiveJoan	of	ArcJoan	of	Arc	was	a	French	heroine	who,	at
the	age	of	17,	was	pivotal	in	turning	the	tide	of	the	Hundred	Years	War	in	her	nations	favor.	Joan	ofPachacutiPachacuti	replaces	the	El	Dorado	campaign	from	The	Forgotten.	It	focuses	on	Pachacuti	Inca	Yupanqui	(Quechua:	Pachakutiq	Inka	Yupanki;	1418	1471	or	1472),	the	ninth	Sapa	Inca	of	the	Kingdom	of	Cusco.DraculaThe	Dracula	is	depicting	its
namesake,	Vlad	III	Dracula	(1428/311476/77).	Vlad	III	Dracula	(Vlad	Drculea),	from	the	House	of	Drculeti	(a	branch	of	the	House	of	Basarab),	was	a	three-time	Voivode	of	WallachiaBaburThe	Babur	campaign	in	Age	of	Empires	II:	Definitive	Edition	Dynasties	of	India	centers	around	the	life	and	accomplishments	of	Babur,	also	known	as	Zahr	ud-Dn
Muhammad,	who	was	a	Turco-Mongol	conqueror	and	descendant	of	Tamerlane	and	Genghis	Khan.	He	is	most	famous	for	creating	the	Mughal	Empire	in	1526	and	being	its	first	emperor,	which	was	the	first	state	in	history	to	control	the	entire	Indian	subcontinent	since	the	reign	of	the	Mauryan	Empire.	The	Mughal	Empire	lasted	for	three	centuries
until	it	was	dissolved	by	the	British	in	1857	following	the	Indian	Mutiny,	which	is	depicted	in	the	game	Age	of	Empires	III:	The	Asian	Dynasties.Francisco	de	AlmeidaFrancisco	de	Almeida	(ca.	1450	March	1,	1510)	was	a	Portuguese	nobleman,	soldier	and	explorer.	He	distinguished	himself	as	a	counselor	to	King	John	II	of	Portugal	and	later	in	the	wars
against	the	Moors	and	in	the	conquest	of	Granada	in	1492.BayinnaungBayinnaung	is	based	on	the	exploits	of	Bayinnaung	Kyawthin	Nawratha	(Burmese:	;	1516	1581),	a	king	of	the	Burmese	Toungoo	Empire	from	1550	to	1581.	Among	his	feats	depicted	in	the	campaign	include	theMontezumaMontezuma	focuses	on	the	three	city-states	that	ruled	the
Valley	of	Mexico,	the	Aztec	Empire	(also	know	as	Triple	Alliance	or,	in	classical	Nahuatl,	xcn	Tlahtlyn)	from	1428	until	the	combined	forces	of	the	SpanishLepantoIn	Lepanto,	you	as	the	player	(red)	have	to	build	and	defend	a	Wonder	against	Turkish	military	forces	(purple)	in	1571.	This	scenario	is	based	on	the	Battle	of	Lepanto.	Starting	age:	Imperial
AgeKyotoIn	Kyoto,	Lord	Nobunaga	has	been	executed	in	Kyoto,	and	the	Japanese	led	by	Hideyoshi	must	destroy	all	the	three	castles	in	Kyoto	to	avenge	Lord	Nobunaga.	This	scenario	is	based	on	the	Honn-ji	Incident	Age	of	Empires	2	campaigns	are	a	series	of	historical	scenarios	that	allow	players	to	immerse	themselves	in	the	battles	and	events	of
various	civilizations	throughout	history.	Each	campaign	consists	of	a	set	of	missions	that	follow	a	storyline,	with	objectives	that	range	from	building	up	an	army	to	defending	a	castle	or	conquering	territories.	These	are	a	great	way	for	players	to	learn	about	the	history	of	different	cultures	while	also	enjoying	the	gameplay	that	Age	of	Empires	2	is
known	for.	With	various	campaigns	to	choose	from,	players	can	experience	different	eras,	from	the	rise	of	the	Roman	Empire	to	the	conquests	of	Genghis	Khan.	10	Jadwiga	The	Jadwiga	campaign	in	Age	of	Empires	II	is	an	epic	journey	that	takes	players	through	the	struggles	of	a	young	girl	who	must	ascend	to	the	Polish	throne	and	navigate	the	chaos
of	ongoing	war.	With	six	challenging	scenarios,	players	will	play	as	the	Poles	and	the	Lithuanians,	contending	with	formidable	leaders	like	Jogaila	and	Vytautas	the	Great.	The	campaign	is	narrated	by	Jadwiga	herself,	giving	players	a	unique	perspective	on	the	events	as	they	unfold.	With	a	fascinating	narrative	and	a	compelling	storyline,	the	Jadwiga
campaign	makes	you	feel	like	you	are	there,	reliving	history.	It's	one	of	only	three	campaigns	featuring	a	female	protagonist	and	the	only	one	where	the	protagonist	is	also	the	narrator.	The	Rajendra	campaign	in	Age	of	Empires	II:	Definitive	Edition	-	Dynasties	of	India,	chronicles	the	conquests	and	battles	of	Rajendra	Chola	I,	the	greatest	ruler	of	the
Chola	dynasty.	The	campaign	features	five	scenarios,	narrated	by	Rajendra	himself,	as	players	take	on	the	role	of	the	Dravidians.	It	offers	a	glimpse	into	the	internal	conflicts	and	political	landscape	of	South	India	during	his	reign.	During	the	Suryavarman	I	campaign,	in	the	fourth	scenario,	you're	allied	with	Rajendra's	mighty	warriors.	With	unique
gameplay	mechanics	and	a	rich	historical	narrative,	the	Rajendra	campaign	is	fascinating	from	a	historical	point	of	view,	and	it's	also	one	of	the	most	fun	campaigns	in	the	game.	The	Bari	Campaign	in	Age	of	Empires	II	is	a	challenging	and	exciting	historical	journey	through	the	Italian	city	of	Bari.	The	campaign	follows	the	fictional	Nautikos	family,
descendants	of	Greek	sailors,	in	the	original	version,	and	has	been	expanded	to	five	scenarios	in	the	Definitive	Edition,	where	players	defend	Bari	as	the	Byzantines.	Despite	being	the	shortest	campaign,	it	is	considered	the	most	difficult	due	to	resource	management	restrictions.	With	engaging	storytelling	and	immersive	gameplay,	The	Bari	Campaign
is	a	must-play	for	any	Age	of	Empires	II	fan	looking	for	a	challenging	experience	spanning	over	200	years.	The	Grand	Dukes	of	the	West	is	a	six-scenario	campaign	in	Age	of	Empires	II:	Definitive	Edition	-	Lords	of	the	West.	The	campaign	revolves	around	the	dukes	of	Burgundy,	including	John	the	Fearless	and	Philip	the	Good,	as	they	fight	the
Hundred	Years'	War.	Players	take	the	role	of	the	Burgundians	and	play	through	some	of	the	most	unique	scenarios	in	the	entire	game.	The	campaign	is	narrated	by	an	unnamed	advisor	of	Philip	the	Good,	telling	the	story	to	his	son	before	Joan	of	Arc's	tragic	burning	at	stake.	This	campaign	is	the	only	one	to	feature	some	unit	types,	such	as	Organ
Guns	in	A	Kingdom	Divided.	The	Tamerlane	campaign	in	Age	of	Empires	2	is	based	on	the	historical	figure	of	Timur,	a	14th-century	conqueror	who	fought	to	restore	the	glory	of	the	fragmented	Mongol	Empire.	The	campaign	features	six	scenarios	and	follows	Timur's	military	campaigns,	alliances,	and	rivalries	with	other	powerful	kingdoms.	Unlike
other	campaigns,	the	story	is	told	from	the	perspective	of	a	second-hand	narrator,	who	tells	the	events	as	they	were	told	to	him	by	Tokhtamysh	Khan,	a	descendant	of	Genghis	Khan	and	Timur's	friend	that	later	became	his	enemy.	The	campaign	is	known	for	its	length	and	focus	on	historical	accuracy,	and	it	provides	players	with	a	challenging	and
immersive	experience	of	one	of	history's	greatest	conquerors.	The	Kotyan	Khan	campaign	in	the	game	follows	the	story	of	the	Cumans,	a	tribe	of	amazing	horsemen	and	swordsmen	who	were	hired	as	mercenaries	by	European	kings	and	Byzantine	emperors.	They	face	a	great	threat	from	the	East,	the	ruthless	and	almost	invincible	Mongols.	Kotyan,
the	khan	of	a	small	clan,	must	unite	the	Cumans	to	resist	the	invaders	and	find	a	new	home	for	the	tribes.	The	campaign	consists	of	5	scenarios	and	is	narrated	by	an	unnamed	Cuman	chieftain	who	succeeds	Kotyan	as	the	khan	of	the	Cumans	after	his	assassination.	This	is	a	spectacular	campaign	filled	with	battles	and	heroic	efforts	by	one	of	the
greatest	groups	of	warriors	ever	to	exist,	the	Cumans.	The	Genghis	Khan	campaign	in	Age	of	Empires	II	revolves	around	the	life	of	the	infamous	Mongol	conqueror	who	united	the	tribes	of	the	Mongolian	steppes	into	a	giant	and	highly	trained	army.	The	player	plays	as	the	Mongols	in	6	scenarios,	starting	from	their	early	struggles	and	culminating	in
the	establishment	of	the	vast	Mongol	Empire.	The	campaign	is	narrated	by	the	author	of	The	Secret	History	of	the	Mongols,	the	oldest	surviving	literary	work	in	the	Mongolian	language.	Despite	facing	technologically	advanced	empires	such	as	China,	Persia,	and	Eastern	Europe,	a	horde	of	horse	archers	tried	to	conquer	the	world.	Barbarossa	is	a
campaign	in	Age	of	Empires	II	that	is	based	on	the	reign	of	Holy	Roman	Emperor	Frederick	I	Barbarossa.	He	attempted	to	force	the	German	fiefdoms	into	his	Holy	Roman	Empire	and	expand	it	into	Polish	and	Italian	lands.	His	final	plan	was	to	lead	his	army	on	the	Third	Crusade,	in	an	attempt	to	conquer	The	Holy	Land.	This	campaign	consists	of	6
scenarios	where	the	player	plays	as	the	Teutons,	and	it	tells	the	story	of	the	one	and	only	Frederick	Barbarossa,	a	Teutonic	Knight	who	fought	several	wars	in	Italy	before	becoming	one	of	the	greatest	military	leaders	of	all	time.	The	Hautevilles	campaign	in	Age	of	Empires	II:	Definitive	Edition	-	Lords	of	the	West	is	a	historically	rich	addition	to	the
game.	It	tells	the	inspiring	story	of	the	Norman	dynasty's	journey	from	a	band	of	robbers	to	becoming	kings	of	Sicily.	The	five	scenarios	allow	players	to	experience	their	conquests	and	participation	in	the	First	Crusade.	What	sets	this	campaign	apart	is	the	compelling	narration	by	an	unnamed	Sicilian	tutor	of	young	Frederick	Roger	II,	providing
insight	into	the	political	and	personal	dynamics	of	the	time.	With	unique	gameplay	mechanics	and	objectives,	The	Hautevilles	campaign	is	great	for	fans	who	appreciate	a	rich	historical	narrative.	The	Attila	The	Hun	campaign	in	Age	of	Empires	2	offers	an	exciting	and	unique	storytelling	perspective.	The	story	is	told	by	a	second-hand	narrator,	an
unnamed	Frankish	monk,	and	reveals	the	backstory	of	the	old	priest	named	Armand,	who	defected	to	the	Huns	after	being	captured	by	Attila.	The	player	takes	on	the	role	of	the	Huns	and	participates	in	the	invasion	of	Italy,	experiencing	the	events	from	the	perspective	of	the	conquerors.	The	combination	of	historical	accuracy,	unique	storytelling,	and
thrilling	gameplay	make	the	Attila	The	Hun	campaign	the	most	exciting	one	to	play	in	Age	of	Empires	2.	Next:	Best	Strategy	Games	From	The	2000s	Share	copy	and	redistribute	the	material	in	any	medium	or	format	for	any	purpose,	even	commercially.	Adapt	remix,	transform,	and	build	upon	the	material	for	any	purpose,	even	commercially.	The
licensor	cannot	revoke	these	freedoms	as	long	as	you	follow	the	license	terms.	Attribution	You	must	give	appropriate	credit	,	provide	a	link	to	the	license,	and	indicate	if	changes	were	made	.	You	may	do	so	in	any	reasonable	manner,	but	not	in	any	way	that	suggests	the	licensor	endorses	you	or	your	use.	ShareAlike	If	you	remix,	transform,	or	build
upon	the	material,	you	must	distribute	your	contributions	under	the	same	license	as	the	original.	No	additional	restrictions	You	may	not	apply	legal	terms	or	technological	measures	that	legally	restrict	others	from	doing	anything	the	license	permits.	You	do	not	have	to	comply	with	the	license	for	elements	of	the	material	in	the	public	domain	or	where
your	use	is	permitted	by	an	applicable	exception	or	limitation	.	No	warranties	are	given.	The	license	may	not	give	you	all	of	the	permissions	necessary	for	your	intended	use.	For	example,	other	rights	such	as	publicity,	privacy,	or	moral	rights	may	limit	how	you	use	the	material.	Despite	the	fact	that	Age	of	Empires	2	has	been	around	since	the	90s,	the
Definitive	Edition	was	only	released	in	2019.	This	comparatively	new	game	has	already	proved	itself	to	be	one	of	the	most	popular	in	the	franchise.	Thats	why	some	players	need	an	Age	of	Empires	2	Definitive	Edition	walkthrough!From	getting	started	to	choosing	your	campaign	and	civilization	through	to	winning,	our	guide	covers	everything	you
need	to	know.	Figuring	out	your	own	strategies	is	no	mean	feat	but	you	can	get	off	to	a	flying	start	with	our	guide.How	is	the	Definitive	Edition	Different?If	youre	an	old	school	Age	of	Empires	player,	you	could	be	wondering	what	the	point	of	getting	the	definitive	edition	is.	After	all,	the	game	came	out	20	years	after	the	first	and	a	lot	of	games	dont
really	add	much	to	all	their	different	versions.	However,	the	same	cannot	be	said	for	AoE.This	new	edition	not	only	vastly	improved	the	appearance	and	graphics	of	the	game	but	also	added	4	brand	new	civilizations	and	4	new	campaigns,	bringing	the	grand	total	to	a	whopping	27.	The	new	campaigns	feature	some	top	historical	figures	as	well	as	a
further	expansion,	Dynasties	of	India,	which	was	released	in	2022:Jadwiga	of	PolandJan	ikaAlgirdas	and	Kestutis.When	it	comes	down	to	it,	the	Age	of	Empires	civilizations	are	probably	the	most	important	part	of	the	game.	To	have	a	game	that	is	still	receiving	detailed	updates	this	long	after	its	initial	release	shows	just	how	popular	it	has	become.	You
dont	need	to	muddle	your	way	through	all	this	new	content	on	your	own	though,	thats	why	weve	got	a	full	Age	of	Empires	Definitive	Edition	walkthrough!Getting	started	Hints	to	mastering	your	first	playthroughGenerally,	a	playthrough	in	AoE	2	Definitive	Edition	will	take	170	250	hours.	There	are	so	many	steps	to	take	that	its	basically	impossible	to
take	them	all	correctly.	Dont	worry	though,	you	have	time	to	recover	from	mistakes	and	still	come	out	on	top.Complete	the	William	Wallace	campaignThis	tutorial	campaign	is	designed	to	show	you	the	ropes	and	get	you	used	to	how	the	gameplay	is	going	to	work.	Veterans	may	not	learn	many	new	things	here	but	it	could	be	worth	refreshing	your
memory!Set	your	own	paceUse	the	in	game	clock	to	decide	whether	youd	prefer	time	to	move	slower	or	more	quickly.	Especially	if	this	is	your	first	time	playing,	a	slower	campaign	will	let	you	react	to	situations	quicker	and	more	effectively.Make	use	of	scoutsLearning	to	micro	units	is	probably	the	most	difficult	part	of	your	game.	However,	units	like
scouts	will	give	you	invaluable	information	about	the	map.	Its	best	not	to	just	send	them	out	without	watching	them	as	theyll	be	quickly	killed.Trade,	trade,	tradeThis	is	the	best	way	to	keep	up	your	income	and	prevent	needing	to	react	to	a	new	engagement	without	appropriate	resources.Top	Campaigns	in	our	Age	of	Empires	2	Definitive	Edition
WalkthroughThis	has	got	to	be	the	most	important	part	of	the	game,	right?	The	best	campaigns	take	players	through	a	number	of	scenarios	and	include	some	potentially	familiar	faces	including	Attila	the	Hun	and	Sun	Tzu.	Whether	you	want	to	keep	things	legit	or	make	use	of	any	cheats	Age	of	Empires	2	has	on	offer,	campaigns	need	to	be	at	the
forefront	of	your	mind.TamerlaneThis	is	the	very	first	campaign	of	the	game	and,	as	one	of	the	longest	in	the	game,	is	totally	worth	your	time.	Its	a	great	place	to	start	as	players	will	be	taken	through	6	scenarios	and	play	as	the	Tartars.	Fans	of	archery	will	surely	be	happy	to	hear	that	Tamerlane	himself	was	an	archer	in	the	cavalry	and	so	will	be
affected	by	all	archer	upgrades.The	Art	of	WarPerhaps	one	of	the	most	complicated	campaigns	in	our	Age	of	Empires	2	Definitive	Edition	walkthrough.	This	is	simply	because	it	really	plays	on	the	more	subtle	strategies	in	the	game.	That	means	that	if	youre	a	veteran	player	looking	to	improve	specific	skills,	youll	jump	at	the	chance	to	play	a	different
civilization	in	each	and	every	scenario!IvayloWed	be	remiss	not	to	mention	one	of	the	games	most	popular	campaigns	here!	Ivaylo,	a	campaign	where	players	will	be	represented	by	the	Bulgarians	across	5	scenarios.	Ivaylo	himself	appears	as	a	melee	cavalry	unit,	which	accurately	portrays	him	as	a	peasant	king.	With	his	simple	character	and	unit
design,	you	cant	miss	him	when	hes	out	on	the	battlefield.	Youll	really	get	a	taste	of	why	resources	are	so	important	in	this	campaign	and	live	out	some	of	the	most	exciting	battles	in	the	game.Civilizations	who	should	you	play	as	in	your	campaigns?The	list	of	Age	of	Empires	2	civilizations	is	huge,	in	fact	there	are	42	different	ones	available	in	the
game.	Playing	as	the	different	civs	can	have	a	huge	impact	on	your	gameplay	because	each	has	an	unique	focus,	unit,	technology,	wonder	and	variety	of	bonuses.	Our	Age	of	Empires	2	walkthrough	will	break	them	down	by	focus:CavalryCavalry	civilizations	are	those	with	a	focus	on	mounted	combat.	They	have	high	HP,	attack,	armor	and	speed.	They
are	expensive	but	extremely	powerful	against	any	kind	of	ranged	unit.	Civs	that	specialize	in	cavalry	include	the	Berbers,	Bulgarians,	Burgundians,	Cumans,	Franks,	Gurjaras,	Huns,	Lithuanians,	Magyars,	Persians,	Poles,	Sicilians	and	Tartars.InfantryAs	with	cavalry,	Infantry	units	fight	on	land.	They	have	little	range	and	are	mostly	made	up	of	foot
soldiers.	Theyre	cheap	to	create	and	have	a	decent	amount	of	HP	as	well	as	being	created	quickly,	especially	in	the	early	game.	Civs	that	specialize	in	infantry	units	include	the	Aztecs,	Bulgarians,	Celts,	Dravidians,	Goths,	Incas,	Japanese,	Malians,	Sicilians,	Slavs,	Teutons	and	Vikings.	As	the	name	implies,	naval	units	are	the	only	ones	that	can	move
on	water	and	can	never	move	on	land.	They	give	any	team	playing	on	a	water	heavy	map	a	huge	advantage	and	although	they	struggle	against	siege	units,	their	armor	is	surprisingly	good.	Civs	that	specialize	in	naval	units	include	the	Bengalis,	Berbers,	Dravidians,	Italians,	Koreans,	Malay,	Portuguese,	Saracens	and	Vikings.Although	these	are	some	of
the	key	units,	theyre	not	the	only	kinds.	Each	Age	of	Empires	2	HD	walkthrough	is	enormous.	That	means	this	is	a	great	place	to	start	for	new	and	returning	players.	You	can	find	your	own	play	style	by	trying	out	different	civilizations	in	each	campaign.	However,	it	might	be	worth	checking	out	our	recommendations	so	you	dont	end	up	with	a	huge
strategic	disadvantage!Age	of	Empires	2	Definitive	Edition	Walkthrough	Earn	Every	AchievementIf	youre	the	kind	of	player	who	likes	to	get	100%	on	your	games,	youve	got	a	long	road	ahead	with	AoE!	The	base	game	contains	100	individual	achievements	and	all	the	DLC	content	adds	another	91.	Not	bad	going	if	youre	looking	for	a	new	challenge!
Whether	youre	working	your	way	through	the	Age	of	Empires	2	HD	tier	list	or	simply	playing	for	fun,	achievements	are	a	huge	part	of	the	games.Victory	these	achievements	are	the	most	common	type	in	the	game.	To	get	them,	you	simply	need	to	win	as	as	every	civilization.	This	is	no	mean	feat	though,	with	42	civs	in	the	game,	thats	a	whole	lot	of
play	time!Campaign	to	receive	these	achievements,	youll	need	to	complete	each	of	the	individual	campaigns.	Again,	this	is	easier	said	than	done	not	just	because	of	the	sheet	volume	of	content.	The	campaigns	have	varying	difficulties	and	you	may	need	to	work	pretty	hard	to	finish	them	all.As	with	any	game,	thats	not	all!	Itd	be	very	difficult	to	receive
every	achievement	without	first	knowing	what	you	have	to	do.	This	is	simply	because	theyre	so	incredibly	specific.	For	example,	in	the	Kushluk	Assassination,	youll	need	to	carry	out	the	murder	of	Kushluk	less	than	20	minutes	into	the	Genghis	Khan	mission.	Wed	certainly	recommend	an	Age	of	Empires	2	walkthrough	if	you	want	to	100%	the	game!
The	most	important	thing	to	remember	in	any	Age	of	Empires	game	is	that	the	fun	comes	from	the	strategy.	Once	youve	met	the	Age	of	Empires	2	Definitive	Edition	system	requirements,	youll	need	to	know	how	to	get	started.	Theres	no	shame	in	following	a	guide,	especially	when	finding	your	feet	in	such	a	large	and	well	established	game.The	game
is	about	strategy	and	they	might	not	always	work	in	the	way	you	want	them	to.	The	most	important	thing	is	to	take	your	time.	While	you	might	not	win	every	battle,	you	can	certainly	win	the	war	with	our	Age	of	Empires	Definitive	Edition	walkthrough!
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++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	1.1	WELCOME	___________	Welcome	to	my	walkthrough	for	Age	Of	Empires	2:	Age	Of	Conquerors.	It's	thefollow-up	to	the	guide	I	wrote	for	Age	of	Kings,	which	is	the	game	to	whichConquerors	is	the	expansion.	You	can't
install	or	play	Conquerors	without	havingpreviously	installed	Kings,	so	the	chances	are	you've	already	played	andpossibly	even	completed	Kings.	This	guide	was	completed	in	2017	and	relates	to	version	1.0	of	the	game.	Ifthere	have	been	any	updates,	patches	or	re-releases	since	then	some	details	maynot	be	accurate.	My	guide	to	Kings	was	very
simple,	and	so	is	this	guide	to	Conquerors.	Eachguide	just	walks	you	through	each	level	without	much	fuss,	pointing	out	thingsyou	might	need	to	know	or	notice,	and	advising	you	on	the	best	way(s)	to	bypass	each	section	of	each	level,	all	the	way	up	to	overall	completion	of	the	game.	Objectives	sometimes	change	when	you	achieve	certain	triggers.
My	listed	objectives	are	the	ones	which	you	are	given	at	the	start	of	the	level	-	any	other	subsequent	objectives	are	dealt	with	in	the	guide,	and	mentioned	as	they	occur.	1.2	KINGS	TO	CONQUERORS	_______________________	This	is	just	a	quick	section	highlighting	a	few	of	the	improvements	and	advantages	that	AOC	has	over	AOK.	-	Your	Objectives
window	now	has	a	Scouts	tab	added	on.	This	gives	you	salientinformation	and	useful	tips	about	the	area,	but	nothing	that	couldn't	reallyhave	been	included	in	Hints.	-	Researching	Caravan	from	the	marketplace	will	allow	trade	carts	to	shifttwice	as	fast,	which	means	twice	the	gold	in	half	the	time.	Buy	it.	-	Researching	Heresy	from	the	monastery	will
cause	enemy	monks	to	kill	anyunits	in	place	of	converting	them,	which	is	worth	1000	gold	if	you're	going	tobe	meeting	a	lot	of	monks.	Your	computer	enemies	will	often	have	this	researched.	-	In	addition	to	the	AOK	priests	getting	upgraded	to	monks,	you	can	now	buildmissionaries	in	certain	levels.	They're	faster	but	they	can't	pick	up	relics.	-	You	can
now	garrison	units	inside	battering	rams,	to	be	ejected	at	will	orwhen	the	ram	takes	too	much	damage.	To	my	intense	disappointment	you	can'tgarrison	petards	inside.	Or	monks.	Or	peasants.	Or	quite	a	lot	of	other	units.The	good	news	is	that	you	can	get	far	more	units	onto	transport	ships	by	garrisoning	them	inside	rams	first.	So	you	could	either	get
fifteen	swordsmen	onto	an	upgraded	transport,	or	fifteen	rams	and	sixty	swordsmen	all	at	once.	-	The	best	feature	of	AOC	over	AOK	is	the	fact	that	you're	no	longer	stuck	ona	pathetic	population	limit	of	75.	You	can	now	go	up	to	150	in	some	levels,which	makes	a	big	difference	to	everything.	This	unfortunately	includes	thestrength	and	size	of	enemy
armies	and	towns.	-	You	can	now	stack	up	farms	in	the	mill!	No	longer	do	you	have	to	listen	tothose	scittery	sounds	every	time	a	farm	dies.	No	longer	do	you	have	toconstantly	flit	back	and	forward	between	your	town	and	your	armies	to	build	moreone	by	one.	1.3	HINTS	AND	INFO	__________________	In	this	guide	I	have	mostly	denoted	enemies	by	unit
/	building	colour,	insteadof	by	nationality.	This	just	makes	it	easier	to	know	which	ones	I'm	talkingabout	while	you're	actually	playing	the	game,	since	some	levels	have	four	orfive	nationalities	of	enemies,	and	frankly	I	sometimes	have	difficulty	remembering	what	nation	my	own	guys	are	from.	If	you	have	stone	to	spare,	build	a	castle.	Then	build
another	one.	They	areby	far	the	best	things	in	the	game,	and	they	solve	most	problems.	Try	to	haveunits	garrisoned	inside	to	deal	with	trebuchets,	rams	and	bombard	cannons.	The	computer	often	tends	to	attack	the	last	building	you	built.	This	meansthat	you	can	defend	your	entire	main	base	just	by	building	a	castle	somewhereelse	and	making	sure	it
stands.	Trading	carts	count	towards	your	population	limit	-	be	careful	how	many	youbuild,	though	AOC	is	much	more	accommodating	than	the	75	pop.	limit	AOK.	Try	toput	your	market	at	the	back	of	your	base	to	maximise	the	amount	of	goldavailable	from	the	markets	of	your	allies.	Trading	carts	are	brilliant,	so	don't	overlook	them.	They	basically	give
youfree	gold	forever	in	any	level	where	any	of	your	allies	or	opponents	has	a	marketplace	(accessible	over	land).	If	you	defeat	an	enemy	but	leave	their	marketplace	standing	you	can	switch	to	Ally	with	them	in	the	Diplomacy	window.	This	will	allow	you	to	trade	with	their	marketplace,	which	comes	in	handy	in	levels	where	you	have	no	real	allies	and
couldn't	otherwise	trade	as	normal.	Sometimes	you'll	have	to	switch	back	to	Enemy	to	allow	the	mission	to	end.	Try	to	find	a	balance	between	workers	and	combatants.	This	will	change	in	eachlevel,	as	will	your	population	limit;	but	I	tend	never	to	have	more	than	tenfarmers,	for	example.	You	won't	use	much	stone	either,	certainly	not	enough	tojustify
more	than	six	stone	miners.	Outposts	are	not	as	useless	as	they	appear.	Since	the	enemy	often	attacks	thefirst	building	they	encounter	en	route	to	your	base,	you	can	sacrifice	theoutpost	in	order	to	give	you	warning	of	the	size	of	the	enemy	attack	and	thedirection	they're	approaching	from.	This	is	much	better	than	being	caught	bysurprise	when	they
arrive	right	outside	your	walls.	Castles	and	towers	are	excellent,	since	they	are	technically	combat	units(well,	buildings),	but	they	don't	count	towards	the	pop.	limit.	You	can	have,	intheory,	fifty	towers,	five	castles	and	one	peasant,	and	your	population	will	be1/75.	So	with	one	actual	unit	you	can	hold	off	vast	armies.	This	isn't	reallytenable,	though,
since	god	only	knows	where	you'll	get	the	stone	from,	but	youget	the	point.	Use	your	stone	-	that's	what	it's	for.	Use	the	bottlenecks	of	the	terrain	to	direct	your	enemies	into	one	focusedarea.	Bridges	are	obvious	examples,	as	well	as	mountain	pathways,	river	crossings,	etc.	You	should	also	use	walls	to	send	your	enemies	along	certain	routes,
especially	towards	castles.	Computer	opponents	look	for	connected	pathnodes,	so	if	you	redirect	their	routes	without	actually	blocking	them	you	can	make	sure	they	go	to	where	you	want	them	to	go.	And	you	don't	even	need	to	use	stone	-	just	build	palisade	walls.	My	own	favourite	trick	to	use	against	the	enemy	(if	they	have	walled	and	gatedbases)	is
to	build	my	own	gates	right	next	to	theirs,	or	wall	their	gates	off,or	use	petards	to	knock	down	their	gates	and	then	build	my	own	in	the	space.They	can't	get	out	of	their	own	base	until	they	destroy	my	gates,	and	they	oftendon't	even	try.	Even	if	they	do	they	will	always	attack	the	one	which	they	wouldnormally	go	through	to	head	for	my	base,	which
means	I	can	build	a	couple	oftowers	just	outside	and	watch	them	die.	Don't	ignore	the	town	bell	-	it's	immensely	useful	in	many	levels.	Group	units	according	to	abilities	and	movement	speed.	Every	group	will	moveat	the	speed	of	its	slowest	unit,	at	least	until	the	group	enters	combat.	Don't	buy	upgrades	you	don't	need	just	for	the	sake	of	having	them.
There	arequite	a	few	you'll	never	need	from	the	university,	as	they	apply	mainly	totowers.	While	playing	this	game	I	found	myself	relying	almost	entirely	oncastles	and	directional	walls	-	I	didn't	need	tons	of	towers	on	which	to	wastemy	stone.	Quick	in	and	out	attacks	can	be	very	useful	in	this	game.	For	instance,	send	ascout	cavalry	running	around
the	perimeter	walls	of	an	enemy	base,	then	send	himrunning	back	home,	drawing	the	gullible	enemy	guards	into	the	firing	range	oftowers	and	castles.	Sometimes	it's	amazing	how	many	enemies	you	can	take	downjust	by	having	a	quick	unit	run	past	to	get	their	attention.	1.4	USING	THIS	GUIDE	____________________	Please	view	this	guide	in	a	text
viewer	/	editor	with	a	set	fixed-width	font,	or	else	it	might	look	a	mess.	Use	the	Find	command	(CTRL	+	F)	with	the	numbered	contents	menu	at	the	startof	the	guide,	in	order	to	quickly	jump	to	the	section	you	want.	1.5	CONTACT	ME	______________	As	the	game	is	now	quite	old,	and	since	I	now	consider	this	guide	complete,	Ihave	no	intention	of
updating	it	in	the	future	and	will	therefore	no	longerrespond	to	feedback.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.	CAMPAIGN	WALKTHROUGH
++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	This	is	the	section	of	the	guide	which	will	instruct	you	on	how	to	successfully	beat	each	of	the	levels	in	each	of	the	campaigns.	My	strategies	are	my	own,	and	they	worked	for	me;	but	if	you	have	better	ones	then	just	stick	to
using	them.	I	played	the	game	on	Moderate	difficulty,	since	it's	probably	the	difficultylevel	most	people	will	choose.	I've	given	each	level	a	difficulty	rating	from	1	to	3,	1	being	easiest	and	3hardest:	again,	just	my	opinion.	Anyway,	good	luck	and	I	hope	my	tactics	help	you
out.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.1	ATTILA	THE	HUN++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	"Barbarian	hordes	feast	on	the	dying	Roman	Empire.	The	most
dangerous	of	theseinvaders	are	the	Huns	and	their	ferocious	king,	Attila.	After	pouring	out	of	theCaspian	steppes,	looting	and	burning	all	the	while,	the	Huns	become	so	powerful	that	the	Roman	Empire	is	forced	to	pay	a	tribute	to	Attila.	But	the	king	of	the	Huns	is	still	not	satisfied,	and	he	mobilizes	his	horsemen	to	invade	Gaul	and	eventually	Rome
itself!	Can	nothing	stop	the	brutal	Attila?"++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.1.1	THE	SCOURGE	OF	GOD	________________________	Success	in	this	first	mission	depends	on	how	quickly	you	move.	If	you	hangabout	and	take	your	time	doing	everything	you
might	find	this	mission	almostimpossible	to	win;	whereas	dealing	with	the	objectives	as	soon	as	you	are	giventhem	can	make	it	almost	impossible	to	lose.	If	you	do	it	my	way	you'll	see	whyI've	given	it	the	lowest	difficulty	rating.	+++	Difficulty	-	1/3	Objectives:	Attila	must	survive.	Attila	must	make	sure	Bleda	is	killed	and	return	to	the	Huns'	camp.
Onlythen	can	the	Huns	ride	against	their	enemies.	+++	Bleda	challenges	Attila	to	a	contest	involving	a	poor	boar.	Take	Attilanorth-west,	aware	that	you're	quite	clearly	being	led	into	an	ambush.	Fight	theboar	with	Bleda,	and	he	betrays	you	once	it's	dead.	Don't	wait	for	him	to	finishtalking	-	get	Attila	running	south-east	towards	Bleda's	purple
buildings.	All	those	horsemen	will	see	Attila	running	past	and	will	realise	that	Bledabetrayed	him,	at	which	point	they'll	switch	allegiances	and	help	you	kill	offBleda	and	his	archers.	Once	this	is	done	Attila	gains	control	of	the	camp	andthe	game	begins.	OPTIONAL:	RESCUE	HUN	CAPTIVES	FROM	ROMAN	FORT	TO	THE	SOUTH	DEFEAT	2	OF	YOUR
REMAINING	3	ENEMIES	(THE	SCYTHIANS,	ROMANS	AND	PERSIANS)	You	should	have	three	idle	villagers,	so	get	them	chopping	wood	or	harvestingberries	while	you	take	all	your	horsemen	south.	Follow	the	road	south	over	thebridge,	heading	down	towards	the	Roman	base.	Don't	bother	building	any	more	villagers	yet.	Just	send	your	horsemen	all
theway	to	the	southern	corner	of	the	Roman	town	(ignore	the	towers	and	guards	fornow),	where	you	will	discover	your	trapped	peasants	and	a	Scythian	scout.	OPTIONAL:	FREE	THE	SCYTHIAN	SCOUT	FROM	THE	ROMAN	FORT.	HE	PROMISES	A	REWARD	Now	get	your	horsemen	to	attack	the	Roman	guards,	then	get	them	to	knock	downthe	weak
towers.	I	know	you	take	a	lot	of	damage	and	will	probably	even	lose	afew	units,	but	the	town's	defences	are	really	easy	to	wipe	out.	Once	your	guysare	safe	punch	holes	in	the	palisade	walls	of	both	enclosures.	The	Scythian	scout	will	scarper	north	(don't	attack	him)	and	you	can	take	yourpeasants	all	the	way	back	to	your	base.	Keep	your	horsemen
back	and	destroy	theRoman	buildings	until	the	Romans	are	defeated.	OPTIONAL:	BRING	ATTILA	TO	THE	SCYTHIAN	VILLAGE	IN	THE	WEST	TO	DISCUSS	ANALLIANCE	I	strongly	suggest	you	do	this	right	away,	since	if	you	take	too	long	theScythians	will	become	your	enemies	instead	of	neutrals,	and	you	really	don't	want	the	Scythians	as	an	enemy.
Send	Attila	west	now,	while	your	peasants	head	for	home	and	your	horsemen	get	started	on	taking	down	the	Roman	base.	You	should	also	be	able	to	advance	to	the	Feudal	Age,	so	do	that	while	you	wait	for	Attila	to	arrive	at	the	Scythian	encampment.	OPTIONAL:	SEND	10	HORSES	TO	THE	FLAGGED	SCYTHIAN	PALISADE	SO	THE	SCYTHIANSCAN
SUPPLY	ATTILA	WITH	SOLDIERS	Now	you	just	have	to	find	ten	horses	(just	approach	them	with	one	of	yourunits)	scattered	around	and	send	them	over	there.	Here	are	the	locations	of	thehorses:	South	of	your	camp	(1)	Trapped	behind	palisade	walls	at	the	north-west	corner	of	your	camp	(3)	Due	east	of	your	starting	lumber	camp	(2)	Due	north-west
of	your	starting	mill,	across	the	river	(4)	Due	west	of	the	bridge	to	the	west	of	your	camp,	on	the	coast	(3)	Outside	the	north-west	wall	of	the	Roman	camp	(3)	Once	you	get	ten	to	the	Scythian	flags	you	get	another	objective.	OPTIONAL:	KEEP	10	HORSES	IN	THE	FLAGGED	SCYTHIAN	PALISADE	SO	THE	SCYTHIANSCAN	SUPPLY	ATTILA	WITH
SOLDIERS	Build	up	your	base	and	units	while	you	hunt	for	the	horses.	You	can	get	thosethree	out	of	the	palisade	by	getting	a	mangonel	to	fire	at	the	ground	where	thewalls	are	placed.	The	Scythians	donate	loads	of	free	mangudai	to	the	cause	when	you	give	themten	horses,	which	is	frankly	something	you	want	sooner	rather	than	later;	andthey	also
brilliantly	begin	attacking	the	Persians	in	large	numbers,	making	your	life	infinitely	easier.	Research	Cartography	from	the	market	place	so	you	can	see	how	the	Scythians	are	getting	on.	If	the	Persians	do	manage	to	attack	you	it	will	be	across	the	southern	bridge,so	concentrate	on	defending	there	instead	of	anywhere	else.	Stick	some	towersand	a
gate	at	the	bridge;	and	destroy	that	red	Persian	gate	to	the	west	withrams	as	soon	as	you	can,	in	order	to	get	rid	of	that	irritating	tower	behind	it,and	to	get	to	the	plentiful	gold.	Build	a	dock	just	beyond	this	wall	so	that	you	can	get	across	to	the	Persianbase	easily.	Either	that	or	just	send	your	units	slowly	south	and	then	east.	TheScythians	should
keep	the	Persians	more	than	occupied,	and	it's	not	hard	to	sendin	your	rams,	knights	and	mangudai	to	delete	the	Persian	base	bit	by	bit.	Kill	off	the	town	centre	and	the	last	of	the	Persian	peasants	and	it's	victoryfor	the	Hun.	QUICK	HELP	__________	Pull	Attila	away	from	the	boar	as	soon	as	it's	dead,	and	gain	the	help	of	thehorsemen.	Take	care	of	the
Roman	base	at	the	very	start	-	don't	hang	around	and	let	themget	stronger.	Meet	with	the	Scythians	as	soon	as	you	get	the	objective,	and	find	the	horsesfor	them	to	quickly	get	their	help	and	lots	of	mangudai.	The	Persians	become	a	luxury	once	the	Scythians	start	attacking	them	-	by	thetime	your	own	troops	are	ready	the	Persians	will	be	practically
destroyedanyway.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.1.2	THE	GREAT	RIDE	____________________	This	is	like	a	bad	custom-made	mission,	and	the	area	is	far	too	big	for	itsobjectives.	You'll	wish	you	could	just	skip	the	tedious	trek	at	the	beginning,but	at	least
the	enemy	base	is	easy	to	take	down.	+++	Difficulty	-	1/3	Objectives:	Raid	the	Roman	villages.	Once	you	have	enough	resources	to	build	a	forwardbase,	then	you	can	field	an	army	against	the	Romans.	+++	Make	two	groups	-	one	of	tarkans	and	another	of	cavalry	archers	-	and	takeeveryone	south-west	to	the	Sofian	village.	Destroying	their	very	poorly
defended	town	centre	will	get	your	mob	some	food	towards	their	stockpile	and	defeat	the	Sofians.	Move	west	to	the	trees	and	stick	to	them	while	you	head	farther	south-west,	tothe	enclave	with	the	archers	and	mangonel	inside	it.	Send	your	cavalry	archersclose	to	the	wall	to	bait	the	mangonel	into	attacking	them,	then	move	them	awaywhen	it	shoots,
allowing	your	tarkans	to	batter	a	hole	in	the	wall.	Sendeveryone	in	and	destroy	the	mangonel,	then	the	archers.	Now	head	south-west	again	until	you	see	the	castle.	Don't	get	too	close	anddon't	attack	the	gate	next	to	it.	Head	south-east	along	the	wall	until	you	find	the	other	gate.	Start	attacking	the	gate	and	some	guards	will	appear	from	both	inside
andoutside	the	walls,	opening	the	gate	in	the	process.	This	will	allow	your	horses	through,	at	which	point	you	can	remove	the	guards	and	start	on	the	town	centre.	Clear	away	any	peasants	hanging	around.	If	you	approach	the	castle	it	will	spit	out	some	more	tarkans	and	hussars	foryou,	but	they	will	be	trapped	and	under	attack	from	the	castle.	It's	up
to	youif	you	want	to	try	to	get	these	extra	units,	but	I	tend	to	just	deal	with	thecastle	later.______________________________V1.3	CONTRIBUTION_______________________________	Les	"If	you	defeat	Dyrrhachium	outright,	the	military	units	in	that	pallisade	alldie	on	their	own	and	they	can	be	avoided	untill	that	time	anyway..there's	no	need	to	face	them	at	all.
As	for	the	castle,	it	HAS	NO	MURDER	HOLES!	This	is	key.	Just	send	in	your	tarkans	against	it	and	keep	your	archers	wellaway	and	you	can	take	it	without	casualties.	I	just	used	my	tarkans	tobreak-down	all	the	gates	around	the	Dyrrhachium	inner-town	and	then	destroyedall	the	buildings	within	and	set-up	my	own	town-center	mating	my	own	gates
tothe	still-intact	walls	for	defense..	then	sent	my	vilagers	out	to	'appropriate'the	Dyrrhachium	and	later	the	Sophia	farms..	You	can	also,	if	you	wish,	build	adock	and	some	fishing	ships	to	take	food	from	the	Thessalonican	fish-traps.	Also,	don't	forget	to	raid	the	mines	south	of	the	Roman	fort	and	east	ofThessalonica..	Adrianople	I	think	it's	called.	Big
boost	of	gold	andstone."	+++	I	got	a	bit	of	a	doing	when	I	approached	the	castle,	which	is	why	I	advisedavoiding	it	until	you're	stronger;	but	if	your	way	works	then	it	works.	Iremember	trying	to	use	the	fish	traps	but	I	ditched	them	when	I	realised	the	boats	were,	as	usual,	taking	ages	-	better	with	farmers.	As	for	the	mines,	I	knew	they	were	there	but
I	also	knew	I	didn't	need	them	to	win	the	level	-	only	worth	going	for	if	you're	really	struggling	for	resources,	which	you	shouldn't	really	be	in	this	level.	Thanks	for	the	suggestions.______________________________V1.3	CONTRIBUTION_______________________________	Go	east	to	the	Thessalonican	base	and	get	rid	of	the	guards.	Knock	out	thehouses	to	gain
control	of	some	much	needed	peasants,	then	destroy	the	mill,	the	docks	and	any	remaining	peasants,	defeating	Thessalonica.	Send	your	new	peasants	northwards	to	the	bunch	of	gold	east	of	the	red	Sofianbase,	while	your	horses	move	on	across	the	river	to	the	east	to	find	Adrianople.	Destroying	their	mines	will	net	you	some	gold;	but	get	rid	of	the
monks,	towers	and	miners	first.	Head	north,	but	stick	to	the	western	trees	so	you	can	avoid	the	Roman	base.You	will	also	pass	a	pathway	with	torches	and	bones,	but	you	can	come	back	herelater.	Now	you	have	to	destroy	Naissus's	lumber	mills	for	some	wood.	Do	this	and	thenkill	the	peasants	to	defeat	Naissus.	Now	send	your	combat	units	west	to
meet	up	with	your	peasants.	Build	a	towncentre	between	the	gold	and	the	Sofians'	farms,	and	start	building	your	basearound	here.	You	will	get	a	new	objective	once	your	town	centre	is	up.	TRAIN	AN	ARMY	AND	DEFEAT	THE	ROMANS	BY	LEVELLING	THEIR	TOWN	CENTER	The	Sofian	farms	can	be	used	by	your	peasants	-	just	get	a	peasant	to
'attack'	one.	Build	a	siege	workshop	and	a	couple	of	rams	to	help	take	down	that	Dyrrhachian	castle	you	missed	earlier,	since	you'll	be	needing	the	stone	this	will	bring	you;	and	a	monastery	to	get	your	existing	combat	units	back	up	to	health.	Once	the	castle	is	gone	Dyrrhachium	will	be	defeated.	Get	mining	the	stone	tothe	north	of	it	if	you	haven't
already.	You	now	just	have	to	watch	out	for	the	Roman	attacks	which	will	be	coming	atyou	from	over	that	river	crossing	to	the	east.	They	will	send	various	units	butnothing	a	few	towers	and	the	Town	Patrol	upgrade	can't	handle,	in	conjunction	with	your	knights	and	monks	(the	Romans	have	Heresy	researched,	so	your	monks	will	kill	them	rather	than
convert	them).	Upgrade	everything	and	build	a	decent	sized	force,	bearing	in	mind	you	have	apop.	limit	of	75	in	this	mission.	I	recommend	four	or	five	rams,	two	or	threemonks,	a	bunch	of	knights	and	another	bunch	of	crossbowmen	and	/	or	elite	skirmishers.	While	you	are	building	your	forces,	send	a	fast	unit	around	to	that	path	intothe	forest	you
passed	earlier.	When	you	get	inside	you	will	meet	some	Scythianwitches	(with	American	accents)	who	tell	you	to	send	over	6	of	your	villagers	ifyou	want	a	nice	gift.	OPTIONAL:	GIVE	6	VILLAGERS	TO	THE	SCYTHIAN	WILD	WOMEN	IN	RETURN	FOR	THEIRASSISTANCE	You	do	want	a	nice	gift	so	send	6	villagers	over,	at	which	point	the	womenwill
tell	you	to	go	north	of	their	hut	to	a	clearing.	Send	a	unit	up	there	andyou'll	get	a	big	bunch	of	hunting	wolves	and	petards	(make	sure	you	max	yourpop.	limit	out	before	picking	these	units	up).	ATTACKING	THE	ROMANS	____________________	Now	is	the	time	to	empty	your	base	and	launch	an	attack.	Position	everyonenorth-west	of	the	Roman	base	and
start	building	a	castle	north	of	the	smallbridge.	Use	the	wolves	to	scout	out	the	perimeter	of	the	Roman	walls	while	youbuild	the	castle,	then	start	hitting	the	gate	with	rams.	The	Roman	units	will	bebaited	into	attacking	the	rams,	so	pull	them	back	to	within	range	of	yourcastle.	Once	you've	dealt	with	whatever	meagre	guard	force	the	Romans	had,	hit
thegate	and	the	towers,	then	pour	everyone	inside	to	get	working	on	the	buildings.	You	could	try	building	some	unit	production	buildings	of	your	own	just	behind	your	castle	to	speed	up	the	replenishment	of	your	armies.	Knock	out	the	castle	first	with	petards	and	rams,	then	launch	a	full-scaleattack	on	the	town	centre.	Once	it	falls	the	Romans	are
defeated.	QUICK	HELP	__________	The	Dyrrhachian	castle	will	give	you	some	units	if	you	attack	it	early,	butyou	may	lose	as	many	or	more	if	you	try	to	take	the	castle	down	without	siegeunits.	The	Romans	will	only	attack	over	one	river	crossing	if	you	build	your	basenext	to	Sofia.	Build	a	castle	just	outside	the	Roman	walls	to	make	attacking	their	base
mucheasier.	You	only	need	to	destroy	their	town	centre	to	defeat	the	Romans.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.1.3	THE	WALLS	OF	CONSTANTINOPLE	_________________________________	The	beginning	of	this	mission	makes	it	seem	a	lot	harder	than	it	is,
but	ifyou	fend	off	the	pretty	pathetic	green	attacks	you're	laughing.	This	mission	is	all	about	getting	gold	by	threatening	your	enemies,	but	you'll	have	to	spendsome	in	order	to	destroy	them,	so	don't	be	surprised	if	you	feel	a	sense	ofinevitability	as	you	approach	the	blue	walls.	+++	Difficulty	-	1/3	Objectives:	Stockpile	10,000	gold	in	tribute	from	the
Romans.	+++	Ring	the	town	bell	as	soon	as	the	level	starts,	then	bait	the	attacking	greensdown	towards	it.	You	should	be	able	to	convert	one	of	the	men-at-arms	whilekilling	off	the	other	two	units.	The	greens	are	going	to	keep	attacking	untilyou	stop	them,	though	they	never	send	anything	more	powerful	than	scout	cavalry.	Start	producing	peasants
and	work	towards	building	a	monastery,	fending	offthe	greens'	attacks	all	the	while.	Stick	most	of	your	units	on	patrol	around	theeastern	edge	of	your	base,	and	send	your	monk	through	the	mountains	to	the	westwhen	your	monastery	is	up.	Pick	up	the	relic	among	the	trees	and	bring	it	backto	your	base	-	it	will	bring	you	much	needed	gold.	Your	base
should	advance	steadily,	and	you	should	focus	on	building	knightsand	crossbowmen	to	protect	it	from	attack.	Send	the	crossbowmen	south	with	someminers	to	get	started	on	the	precious	stone;	and	patrol	the	eastern	edge	withyour	knights.	ATTACKING	MARCIANAPOLIS	(GREEN)	_______________________________	The	green	base	of	Marcianapolis	is
extremely	easy	to	destroy,	and	you	can	geta	lot	of	gold	out	of	it,	too.	Just	send	about	ten	knights	and	three	rams	to	thegate,	knock	it	down	and	head	up	to	the	town	centre.	It	should	give	you	notrouble,	and	you	can	rake	in	the	gold	by	taking	out	all	of	their	big	buildingsafter	the	town	centre	is	gone.	Once	Marcianapolis	has	been	defeated	you'll	want	to
get	rid	of	the	red	base	inthe	south-west	corner	of	the	map.	I	took	fifteen	knights,	twenty	crossbowmen	andelite	skirmishers,	four	rams	and	three	monks	south	of	my	base	until	I	found	theriver.	ATTACKING	PHILIPPOPOLIS	(RED)	_____________________________	Using	a	similar	force,	work	your	way	along	the	river,	past	the	mill,	until	youfind	the	first	guard
tower.	Send	your	rams	in	while	your	ranged	units	hit	theirranged	units,	and	your	knights	mop	up	stray	peasants	and	mele	units.	Once	the	tower	is	done	push	your	rams	south	and	destroy	the	town	centre,	and	get	everyone	else	started	on	clearing	out	the	remaining	Philippopolis	buildings.	There	is	another	relic	just	beside	their	western	barracks,	but
don't	try	tosend	a	monk	in	for	it	until	you've	smashed	down	the	guard	tower	to	the	north	east.	Your	knights	should	be	able	to	find	and	kill	every	last	peasant,	and	your	rams	should	clear	away	any	red	buildings	across	the	east	bridge,	leaving	the	reds	all	but	defeated	(apart	from	a	couple	of	fishing	boats).	Make	sure	you	knock	down	that	blue	monastery
farther	to	the	east	as	well.	You	now	have	access	to	lots	more	stone,	so	get	mining	while	you	tidy	up	anyholes	in	your	army	and	explore	the	coastlines	to	see	what	your	remaining	enemies	have	in	store	for	you.	ATTACKING	CONSTANTINOPLE	(BLUE)	_______________________________	There	are	one	or	two	things	to	note	here	before	you	try	assaulting



Constantinople:	Firstly,	you	can	complete	the	mission	without	going	near	the	blue	city,	ifonly	you	manage	to	extort	10,000	gold	from	the	rest	of	your	enemies.	You	can	also	build	a	castle	for	another	500.	The	chances	are	that	you	won't	have	enough	gold,	so	I'll	include	an	attack	on	Constantinople	for	the	sake	of	it.	Secondly,	there	is	a	large	batch	of
gold	south	of	the	city,	on	a	sandy	peninsula.	This	is	guarded	by	ships	and	ground	units,	however,	and	you'll	have	so	much	gold	by	now	that	you	probably	shouldn't	bother	going	for	it.	Thirdly,	you	can	also	attack	the	city	by	sea,	as	there	are	a	few	gates	set	inwalls	on	the	water	to	the	north	and	south	of	it.	This	is	again	more	trouble	thanit's	worth,	and	a
ground	attack	is	simple	enough	to	allow	you	to	ignore	the	searoutes.	Anyway,	build	a	castle	to	the	north-west	of	the	blue	city,	and	run	along	theouter	walls	to	bait	the	first	bunch	of	units	into	following	you.	Delete	thesemangonels	and	other	ground	units,	then	send	about	eight	rams	up	the	hill	to	thefirst	gate.	Knock	out	the	gate	and	any	nearby	towers,
then	prepare	to	enter	the	city's	walls.	You	will	soon	be	attacked	by	lots	of	different	blue	units,	the	most	dangerousof	which	are	the	mangonels.	You	can	draw	all	of	the	Roman	units	outside	thewalls	and	to	within	range	of	your	castle's	garrison,	which	makes	it	a	lot	easierto	bring	them	down.	Get	them	all	to	the	castle	and	then	remove	them,	fighting
inyour	own	territory	rather	than	theirs.	Once	the	Roman	base	has	emptied	itself	of	its	guards	you	can	just	send	in	ramsto	get	rid	of	the	towers,	castle	and	wonder.	The	good	thing	about	Constantinople	is	that,	big	though	it	is,	it's	not	producing	any	more	units,	so	the	blues	get	weaker	with	every	unit	they	lose.	No	matter	how	many	units	you	lose	from
your	own	army	you	will	emerge	victorious,	and	you	just	have	to	rebuild	enough	to	assault	the	castle	and	the	wonder	to	the	east.	Destroying	the	castle	will	get	you	2000	gold,	but	this	may	still	not	be	enoughto	take	you	above	10,000.	The	wonder's	destruction	gets	you	a	massive	5000	gold,which	should	be	enough,	and	if	so	the	level	is	over	and	you've
won.	QUICK	HELP	__________	Ring	the	town	bell	until	your	army	is	strong	enough	to	cope	with	the	greenattacks	on	its	own.	Don't	waste	stone	on	lots	of	fortifications	-	you'll	wish	you	hadn't	when	yousee	the	minuscule	bases	of	your	neighbouring	enemies.	There	are	two	relics	near	the	red	base.	Constantinople	is	heavily	fortified	and	well	defended,	but
once	you	get	rid	ofthe	initial	defenses	they'll	have	nothing	left	to	keep	you	at	bay.	The	wonder	gives	you	the	most	gold	when	you	destroy	it.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.1.4	A	BARBARIAN	BETROTHAL	___________________________	Prepare	yourself	for	a
very	big	headache	scheduled	to	arrive	in	about	threehours	from	now...	+++	Difficulty	-	2/3	Objectives:	Defeat	Orleans.	Defeat	Metz.	Defeat	Burgundy.	+++	I	once	approached	the	start	of	this	mission	by	slowly	and	painfully	destroyingBurgundy	with	my	gaggle	of	starting	units	before	they	could	get	going.	Then	Ibuilt	my	town	on	their	land	and	took	it
from	there.	This	is	possible	but	it	turns	out	it	wasn't	a	good	idea.	Gather	your	few	starting	units	together	and	build	your	town	centre	in	theeastern	corner	of	the	map.	There	are	various	batches	of	gold	and	stone	around,and	it	will	be	a	long	time	before	any	of	your	enemies	decide	to	attack	you.	The	cliffs	and	trees	north	and	west	of	your	position	provide
a	nice	set	ofbarriers	to	your	enemies,	so	build	walls	and	towers	in	between	these	natural	blockades.	Concentrate	on	producing	knights	first	and	foremost,	then	get	your	upgrades	and	siege	units	up	later.	The	first	few	attacks	should	be	easy	to	fend	off,	and	you	should	use	any	monksyou've	built	to	capture	as	many	of	the	better	units	as	you	can.	After
one	or	twoattacks	you	will	get	a	welcome	objective.	OPTIONAL:	BURGUNDY	IS	WILLING	TO	JOIN	YOU,	IF	YOU	CAN	CONVINCE	THEM	YOU	ARETRUSTWORTHY.	FIRST	THEY	WANT	A	TRIBUTE	OF	500	GOLD	You	should	by	now	have	plenty	of	stone,	and	nearly	enough	gold.	Change	yourstance	with	Burgundy	to	Ally	in	the	Diplomacy	window,
tribute	them	500	gold	fromthe	marketplace	as	soon	as	you	are	able,	then	get	the	castle	built	inside	theirterritory	(which	should	now	be	revealed)	within	ten	minutes.	Site	it	at	thenorth	of	their	base,	east	of	their	mill.	OPTIONAL:	BURGUNDY	WILL	JOIN	YOU	IF	YOU	BUILD	A	CASTLE	WITHIN	THE	FLAGGEDAREA	OF	THEIR	TOWN	WITHIN	10
MINUTES	Start	building	trade	carts	and	send	them	to	trade	with	the	Burgundian	marketplace.	The	Burgundians	will	join	you	when	the	castle	is	built,	and	life	gets	easier	from	now	on.	This	is	why	my	idea	to	attack	Burgundy	early	was	a	very	bad	one	-	I	did	myself	out	of	an	ally	and	had	to	do	the	rest	myself,	which	was	horrible.	You'll	still	have	a	lot	of
work	to	do,	since	Burgundy	have	all	the	militarymight	of	a	slice	of	toast	that's	been	cut	into	ten	pieces	and	dipped	in	a	runnyegg.	Start	mining	all	the	gold	you	can	find,	including	the	batches	within	the	Burgundian	territory;	and	start	building	siege	units,	knights,	ranged	units	and	monks	to	launch	your	first	assault,	which	is	going	to	be	on	the	red	base
to	the	north.	Before	you	leave	the	confines	of	your	(hopefully	walled)	base	you	should	makesure	you	have	some	towers	and	a	castle	at	the	western	point,	since	Orleans	isbuilding	quite	a	large	force	of	cavaliers,	scorpions,	rams	and	other	things	tosend	your	way.	Bait	these	guys	into	range	of	your	castle	and	fight	them	just	outside	your	walls.
ATTACKING	METZ	(RED)	____________________	You	have	space	for	150	units,	so	build	a	nice	mixture	including	trebuchets,petards,	rams	and	paladins.	You	should	also	have	at	least	twenty	ranged	unitsand	a	few	monks	for	support.	Send	them	up	the	east	edge	of	the	map	until	you	come	to	the	red	marketplace.Attacking	it	will	attract	attention,	and	your
frontal	units	should	engage	theguards	while	you	send	in	your	rams	and	trebuchets	to	hit	their	castle.	Mop	up	using	your	ranged	units,	convert	any	red	paladins	who	are	approachingfrom	the	rear,	and	quickly	hit	the	town	centre	north	of	the	fallen	castle.	Youshould	have	more	than	enough	of	a	force	to	get	rid	of	the	last	of	the	redpeasants	and	buildings:
just	don't	go	too	far	west	or	you'll	run	into	Orleans,which	you	don't	want	to	do	quite	yet.	Once	Metz	has	been	easily	defeated	you	can	pull	everyone	back	to	the	safety	ofyour	base	while	you	rebuild	and	repair.	Orleans	will	soon	mount	another	attackand	you	should	get	ready	for	it.	You	should	also	be	able	to	advance	to	the	Imperial	Age	by	now,	so	do
this	andbuy	some	more	decent	upgrades	for	your	units	and	buildings.	There	is	a	batch	of	stone	in	the	southern	corner	of	the	map,	and	there	shouldstill	be	enough	gold	lying	about	to	prevent	you	from	having	to	foray	intodangerous	territory.	ATTACKING	ORLEANS	(TURQUOISE):	I	________________________________	This	is	one	serious	base	that	Orleans
have,	and	it's	going	to	take	a	lot	tobring	it	down.	They	have	a	castle	at	the	south-east	edge	of	their	base,	so	ignore	it	and	go	around	the	back,	past	the	defunct	red	mills	on	the	north-west	edge	of	the	map.	Build	a	castle	around	about	here	-	it	will	come	in	handy	later.	Don't	botherwith	any	unit	production	buildings,	but	position	all	your	forces	beside
thecastle	before	you	attack.	Push	a	trebuchet	south	from	the	north-west	edge	of	the	map,	and	you	should	seethe	Orleans	north	wall,	with	a	guard	tower	behind	it.	Target	the	tower	with	thetrebuchet	and	the	turquoise	guards	will	begin	to	react	and	pour	through	thegates.	Now	push	the	rest	of	your	forces	forward:	get	rams	working	on	the	gateand
walls;	paladins	and	ranged	units	soaking	up	the	main	Orleans	attack;	monkssupporting	and	your	trebuchets	hitting	any	buildings	they	can	see	over	the	wall.	The	idea	here	is	to	take	out	the	town	centre	above	all,	which	is	somewhere	inthe	middle	of	the	base,	to	the	south-west.	If	you	destroy	it	then	Orleans	won'tbuild	another	one,	but	if	you	destroy
everything	except	it	they	will	justrebuild	everything	you	destroy	once	they	(invariably)	wipe	out	your	forces.	There's	a	second	castle	in	the	south-east	of	their	base	which	you	might	alsowant	to	destroy,	too.	Basically	remove	the	town	centre	and	then	as	many	unitproduction	buildings	as	you	can	before	you	lose	all	of	your	own	units	insideOrleans'	walls.
If	you	do	get	rid	of	the	town	centre	you	are	presented	with	a	new	and	extremely	large	problem:	the	Romans	will	appear	from	the	west	and	attack	you	in	enormous	numbers,	protecting	Orleans,	their	ally.	It's	around	about	now	that	you'll	lose	all	of	your	units	and	the	dark	blueRomans	will	fill	the	Orleans	walls.	Once	your	guys	are	dead	some	of	the
Romanswill	immediately	attack	your	north	castle	or	your	main	base	-	my	north	castleeasily	withstood	their	individual	attacks;	and	my	main	base	had	a	castle	andfive	towers	behind	thick	walls	waiting	for	any	attackers.	You	should	now	be	able	to	sit	back	and	soak	up	attack	after	attack	from	theunorganised	Romans,	and	they	will	not	replace	lost	units.
Don't	bother	attacking	Orleans	while	the	Romans	are	about.	Eventually	the	dark	blue	attacks	will	stop	altogether	and	the	Romans	will	have	almost	no	units	left	on	the	map.	While	you're	waiting	for	this	you	should	be	scraping	up	whatever	gold	remainsaround	the	area	and	protecting	your	mining	operations	with	at	least	one	towerper	mining	camp.	Get
rebuilding	your	forces	with	this	gold	and	the	gold	beingbrought	in	from	your	trade	carts	running	between	your	base	and	Burgundy.	ATTACKING	ORLEANS	(TURQUOISE):	II	_________________________________	Build	up	pretty	much	the	same	force	as	you	had	before,	only	this	time	you'reaiming	to	wipe	out	Orleans	totally.	There	should	now	be	a	big	hole	in
theirnorthern	walls,	and	you	can	send	your	masses	through	there	again	and	finish	offthe	remaining	buildings	much	more	easily.	Rome	can't	intervene	a	second	time,	and	if	you	can	remove	the	Orleans	paladinsand	scorpions	the	rest	should	topple	quite	easily,	with	not	too	many	casualties	on	your	side.	This	will	be	especially	true	if	you	send	decoys	to
run	in	and	out	again,	drawing	a	few	enemies	up	to	your	northern	castle	each	time.	There's	still	that	castle	in	the	middle	of	the	map	to	deal	with,	so	hit	itwith	trebuchets	while	your	cavalry	archers	or	whatever	take	out	the	guards.	The	Orleans	trebuchets	can	be	dropped	easily	by	your	paladins,	and	all	that	remains	is	to	hunt	down	every	last	enemy	unit.
Research	Spies	from	the	castle	to	help	with	this.	QUICK	HELP	__________	Build	a	square	base	surrounded	by	walls,	with	a	castle	and	some	towers	in	thenorth-west	corner	-	you	will	rely	on	this	barrier	many	times.	Try	to	enlist	Burgundy's	help	-	it's	not	very	much	but	it's	better	thandeliberately	giving	yourself	four	enemies.	Attacking	Orleans	is	easier	if
you	sneak	around	to	the	north.	Make	sure	you	destroy	the	town	centre	the	first	time	you	attack	Orleans.	Let	the	Romans	come	to	you	-	don't	try	to	engage	them	while	they're	waitinginside	the	Orleans	walls.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.1.5	THE
CATALAUNIAN	FIELDS	____________________________	This	one's	a	killer,	both	with	base	defense	and	getting	rid	of	your	enemies.Two	of	your	opponents	are	doable,	but	the	dark	blue	Roman	base	is	one	of	thetoughest	in	the	entire	game.	+++	Difficulty	-	3/3	Objectives:	Defeat	the	Romans,	Alans	and	Visigoths.	+++	This	is	a	big	level	with	three	strong
enemies,	each	of	whom	will	send	largenumbers	of	heavy	units	against	you.	And	they'll	start	pretty	soon	after	themission	begins,	so	your	first	priority	is	to	build	and	defend	your	base.______________________________V1.2	CONTRIBUTION_______________________________	William	Qi	"I	feel	it	can	actually	be	alot	easier	if	you	act	fast	enough,	like	the
Hintssuggested	to	treat	it	like	a	death	match.	Build	a	castle	and	two	stables	rightwhen	the	game	starts,	and	start	pump	out	knights	and	Tarkans,	once	you	havearound	30-35	of	each(about	5-10	minutes	if	you	are	on	fast	speed),	sent	themstraight	to	Teal,	at	this	stage,	the	Tarkans	tears	down	their	castle	like	it	ismade	out	of	paper	while	you	sent	your
knights	to	their	combat	units,	which	aremostly	archers	at	this	stage,	you	should	not	take	more	than	5	minutes	to	takedown	their	base.	Then	sent	them	straight	towards	Green's	base	from	the	North.	Whilst	at	home,	your	economy	should	start	running	smoothly,	upgrade	whatever	you	can,	and	should	be	teching	up	to	Imperial	age	by	the	time	teal's	base
is	down,	prioritize	elite	tarkan	upgrade	once	you	reach	imperial.	Ideally,	you	will	have	elite	tarkans	or	cavaliers	by	the	time	your	army	reach	green's	base	but	don't	fret	if	you	didn't,	as	before,	tarkans	tears	down	the	two	castles	fast	and	painlessly.	Blue	is	a	bit	tricky,	since	if	you	invade	while	their	troops	are	in	there,	youwill	be	killed	quite	fast.	This
time,	bring	all	your	units	back	home	and	healthem	up.	Reinforce	up	and	upgrade	to	Paladins,	and	get	4-5	trebuchets,	youshould	be	up	to	your	population	max.	Now,	sent	all	your	army	(leave	a	paladin	athome)	to	west	of	blue's	base,	but	don't	attack.	Wait	until	you	see	blue	movingout	to	attack	you.	Once	the	blues	reach	your	base,	get	your	lone	Paladin
to	drawthem	to	your	castle	and	run	circle	around	it,	and	kill	any	trebuchets	they	have.Whilst	blue	are	busy	with	your	castle,	sent	your	main	army	straight	to	theircastles,	with	tarkans	targeting	one,	trebuchets	attack	another	and	your	paladindeal	with	any	combat	units	they	have	left.	You	should	be	able	to	kill	all	threecastles	this	way	no	problem.	Sent
reinforcements	of	paladins	to	blue's	base	onceyou	done	deal	with	their	invaders	in	your	base.	With	this	way,	I	was	able	to	beat	this	mission	in	35	minutes	on	fast.	The	maintrick	is	attack	fast	and	don't	give	them	any	time	to	build	up,	especially	tealand	green.	And	with	blue,	they	should	have	only	3	castles	up	by	the	time	you	andthere	and	taking	down
the	three	castles	is	easy	with	Tarkans	insane	buildingattack(they	killed	one	of	blue's	castle	before	my	4	trebuchets	brought	another	one	down	to	20%),	and	paladin	support	to	soak	up	fire."	+++	Unfortunately	I've	lost	my	savegames	for	AOC,	so	I	can't	check	this	out	formyself	(at	least	not	until	I	go	through	the	game	again).	It	sounds	like	a	verygood
tactic,	and	definitely	not	one	which	occurred	to	me	-	probably	because	I'mmore	of	a	cautious,	build-up-the-base	sort	of	player,	and	so	rushing	in	at	thestart	only	suits	me	on	one	or	two	missions.	But	any	suggestions	which	help	makethis	tough	mission	easier	are	appreciated,	so	thanks	for	this.______________________________V1.2
CONTRIBUTION_______________________________	Pull	everyone	just	east	of	where	you	start	and	build	your	town	centre	in	thelittle	corner	tucked	into	the	trees.	Expand	west	from	there,	and	get	knights	andcavalry	archers	up	in	numbers	as	soon	as	you	can.	The	area	is	a	little	too	openfor	lots	of	walls,	plus	you	don't	have	a	lot	of	stone,	so	build	a	castle
facingsouth	to	the	bridge,	and	another	castle	facing	north-west.	Build	the	castles	close	enough	together	so	that	enemies	running	in	betweenthem	will	always	come	within	range	of	either	one	or	the	other.	Build	walls	whichlead	enemies	towards	your	castles,	since	sometimes	they	can	sneak	in	around	theback	or	through	gaps.	Forget	about	towers.	Your
red	allies	to	the	north	are	not	strong	and	you	can't	rely	on	them	foranything.	You'll	need	to	spot	any	encroaching	enemies	quickly,	and	take	them	out	before	they	reach	either	your	base	or	your	ally's.	Just	stick	with	lots	of	horses	and	always	fight	around	the	castles	for	support.	Keep	your	paladins	roaming	around	outside	the	castles,	and	your	ranged
units	and	monks	garrisoned	inside.	Use	the	paladins	to	draw	enemies	into	the	castles'	range	and	watch	out	for	trebuchets	and	rams.	ATTACKING	VISIGOTHS	(GREEN)	___________________________	The	Visigoths	are	to	the	south,	and	their	base	is	the	weakest	of	the	threeenemies'.	I	took	about	twenty	paladins,	twenty	cavalry,	five	trebs	and	a	fewmonks.
Make	sure	you've	soaked	up	the	latest	attack	from	either	of	the	other	twoenemies,	then	attack	the	Visigoths	once	your	base	is	safe.	The	Visigoth	base	has	two	castles	south	of	the	town	centre,	but	other	thanthat	they	are	pretty	delicate	and	can	be	knocked	over	easily.	Clear	out	the	remaining	peasants	and	then	pull	everyone	back	to	base	to	continue
defending	from	the	other	two	enemies.	You	should	no	longer	be	attacked	from	across	that	southern	bridge,	so	explore	to	the	west	and	place	a	tower	or	outpost	at	each	river	crossing	-	one	to	the	west	and	another	to	the	north-west.	They	won't	stop	any	attacks	but	they	will	give	you	a	very	useful	advance	warning.	You	can	also	switch	to	Ally	with	the
Franks	in	the	far	west	and	start	sendingtrade	carts	to	their	marketplace	for	more	gold.	ATTACKING	ALANS	(TURQUOISE)	___________________________	You	might	have	noticed	that	your	two	castles	are	having	trouble	catching	everyenemy	incursion,	especially	with	those	enemy	trebuchets	sitting	in	the	background.	Build	another	one	if	you	can	afford	it,
and	place	it	beside	the	bank	of	trees	just	north-west	of	your	base,	south	of	the	Ostrogoths'	marketplace.	The	Alans'	base	is	pretty	easy	to	take	down,	too	-	about	as	easy	as	the	Visigoths',	except	that	they're	farther	away.	Push	all	your	units	to	the	east	end	of	the	river	crossing	leading	west	to	their	base,	then	attack	the	nearby	castle	with	the	trebuchets.
The	base	will	empty	of	cataphracts	and	other	units,	but	nothing	your	paladins	and	cavalry	can't	easily	break	up	and	defeat.	The	castle	will	be	gone	by	the	time	your	ground	units	have	dealt	with	theirs,	so	start	on	the	town	centre,	stable,	etc.	Hunt	down	the	last	of	the	peasants	and	you	have	only	one	enemy	left.	ATTACKING	ROMANS	(BLUE)
_______________________	I've	tried	many	times	to	attack	the	Romans	the	conventional	way:	sending	inthe	usual	bunches	of	paladins,	trebuchets,	archers,	etc.	This	just	doesn't	work.	The	Romans	can	have	three	or	four	castles	at	a	time,	plenty	of	towers,	tons	of	units,	including	defense	trebuchets,	and	lots	of	peasants	bringing	in	more	and	more	and	more
resources.	If	you	hit	Rome	and	manage	to	wipe	out	half	of	their	base	and	most	of	their	units,	they	will	all	be	back	by	the	time	you've	replenished	your	own	armies.	The	best	thing	to	do	is	to	build	one	or	two	castles	in	close	proximity	of	eachother,	just	outside	the	Romans'	territory	(if	they	don't	attack	your	buildingsites	you're	OK).	Build	one	or	two	of
each	unit	production	building	behind	yourcastle(s)	and	keep	your	entire	army	here	until	you're	ready.	By	the	time	you	reach	the	Roman	base	their	peasants	will	almost	certainly	beworking	outwith	the	confines	of	the	main	base,	which	makes	it	easy	for	you	torun	around	the	outskirts,	pick	them	off	with	cavalry	archers	and	then	retreat	toyour	nearby
castle.	This	has	the	dual	effect	of	getting	rid	of	some	of	the	peskypeasants	and	also	forcing	the	Romans	to	send	their	own	army	out	to	investigate.	The	Romans	will	send	virtually	every	combat	unit	they	have	at	your	nearestcastle	when	you	pick	a	fight	with	the	outlying	peasants,	so	soak	up	their	attackaround	your	castle(s)	and	then	quickly	move	in	for
the	kill.	I	had	to	use	twogroups	of	four	trebuchets,	as	the	Romans	have	so	many	castles	and	unitproduction	buildings.	With	their	guards	gone	you	shouldn't	find	it	hard	to	raze	their	town,	and	then	it's	just	a	case	of	hunting	down	every	last	peasant	with	Spies.	QUICK	HELP	__________	Two	or	even	three	castles	on	the	western	edge	of	your	first	base	is
notoverkill.	Guard	them	with	paladins	to	take	out	any	and	all	siege	weapons.	Destroy	the	Visigoths	early.	Trade	with	the	Franks	in	the	west.	Instead	of	charging	into	the	Roman	base	and	getting	cut	down	by	their	units,castles	and	towers,	build	your	own	secondary	base	just	beyond	the	limits	oftheir	territory,	then	draw	their	units	into	the	deathtrap	of
your	ownfortifications.	Don't	reinforce	your	army	from	your	main	base	while	attacking	the	Romans	-it's	far	too	far	away.	Build	more	unit	production	buildings	in	the	north	of	themap,	otherwise	you'll	never	defeat	the	Romans.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++
2.1.6	THE	FALL	OF	ROME	______________________	This	is	one	seriously	difficult	mission,	maybe	the	hardest	in	the	game	overall.	It	will	take	you	a	long	time	and	you	may	not	manage	it	at	all	if	you	suck.	+++	Difficulty	-	3/3	Objectives:	Defeat	Milan,	Padua,	Verona	and	Aquileia,	so	that	you	may	parlay	with	Rome.	Attila	must	survive.	+++	You	are	not	in	a
good	position	here.	Those	mountains	are	actually	a	hindrance,not	a	help,	and	you	have	little	space	in	which	to	build	your	town.	Unfortunately	the	level	is	designed	so	that	this	is	the	only	place	you	can	really	build	a	base	and	expect	to	keep	it	for	very	long.	I	managed	to	defeat	Milan	as	soon	as	the	level	started,	using	just	my	ownstarting	units,	but
Verona	just	sent	a	ton	of	units	in	and	wiped	me	out	before	Icould	start	building	a	base	inside	Milan's	walls.	I've	also	tried	destroyingMilan's	eastern	castle	and	then	sending	all	my	starting	units	down	south	tobuild	a	base	right	next	to	the	Roman	walls,	but	the	area	was	just	far	too	openand	the	stone	is	at	the	opposite	end	of	the	map.	By	the	way,	Milan
are	very	vulnerable	at	the	start	of	the	level,	and	if	youwant	to	try	you	can	actually	pretty	much	defeat	them	before	they	can	get	going.	You	will	have	to	be	building	your	own	base	up	at	the	same	time,	however,	so	if	you	do	go	for	Milan	early	make	sure	your	other	enemies	don't	get	the	drop	on	your	town	while	you're	away.	Even	if	you	don't	go	for	Milan
right	away,	send	your	four	trebuchets	south	from	the	very	start	and	get	rid	of	that	unprotected	castle	next	to	the	water	-	this	will	help	you	clear	away	any	green	trebuchets	firing	on	your	castles	later.	I	usually	do	this	mission	in	the	following	order:	Aquileia,	Milan,	Padua,Verona.	This	is	possible	and	it's	the	way	I	prefer	to	go.	However,	since
you'rereading	a	walkthrough	I'm	assuming	this	level	is	giving	you	trouble,	and	so	youmay	not	be	able	to	do	them	in	this	order,	since	you	won't	have	enough	time	tokill	off	Padua's	wonder.	So	I've	rearranged	the	order	into	this:	Milan,	Padua,Verona,	Aquileia,	since	Milan	and	Padua	are	the	ones	most	likely	to	beat	you	toit	by	building	a	wonder.	Anyway,
assuming	you're	leaving	Milan	alone	until	you're	stronger,	the	firstthing	you	should	do	is	start	building	a	castle	immediately,	preferably	south	ofyour	town	centre,	at	the	place	where	the	land	opens	out	past	the	mountains.Don't	bother	with	walls	or	gates	or	anything	-	they	will	hinder	you	more	thanyour	enemies.	Pull	your	trebuchets	right	up	to	the
north	edge	of	the	map,	behindyour	town	centre,	as	your	enemies	will	target	them	before	any	of	your	otherunits.	Produce	lots	of	peasants	and	get	building	farms,	chopping	lumber	and	buildingthe	resource	buildings.	Get	more	peasants	started	on	the	gold	to	the	west	andthe	stone	far	to	the	east	-	don't	bother	protecting	your	mines,	as	they	shouldnever
come	under	attack.	Padua	and	Milan	have	both	probably	started	building	their	wonders	by	now,	butdon't	panic.	Don't	research	Atheism	either,	not	until	you	know	you	might	notmake	it	without	it.	Build	walls,	gates	and	a	couple	of	towers	at	the	back	west	and	east	passagesinto	your	base,	and	keep	small,	numbered	groups	of	knights	just	behind
each.Your	enemies	will	be	trying	to	sneak	siege	weapons	and	crossbowmen	through	theback	routes	occasionally,	and	you	need	fast	and	mobile	units	hanging	around	toquickly	respond	to	these	threats.	Three	or	four	knights	at	each	passage	canhandle	everything	that	might	come	along,	but	wall	and	gate	the	passages	off,too,	just	in	case.	Let	the	siege
weapons	attack	your	towers,	then	send	yourknights	rushing	out	to	kill	the	enemy	units	off.	You	should	be	able	to	fit	your	buildings	in	at	the	back,	once	your	lumberjackshave	cleared	the	area.	Concentrate	on	building	lots	of	knights,	as	the	onlyunits	capable	of	catching	and	killing	everything	else	quickly.	Build	anothercastle	facing	the	purple	base,	and
keep	them	repaired	while	you	build	your	army.The	only	units	your	two	castles	can't	remove	by	themselves	are	the	trebuchets,	so	keep	your	eyes	open,	because	there	are	lots	of	trebuchets	around	here.	ATTACKING	MILAN	(GREEN)	_______________________	You	could	also	go	for	the	weakest	enemy,	Aquileia,	first,	but	I'll	start	withMilan.	Milan	will	start
building	a	wonder	long	before	Aquileia,	plus	their	siegeweapons	cause	you	many	more	problems	than	anything	Aquileia	can	come	out	with.They're	the	most	dangerous	enemy	you	have,	so	kill	them	earlier	rather	thanlater.	You	might	be	thinking	you	should	keep	Attila	back	at	base,	away	from	battle;but	I've	sent	him	in	every	time	and	he	didn't	die.	Your
enemies	won't	prioritise	him,	stupidly,	and	paladins	are	so	tough	that	Attila	should	never	come	to	harm	while	escorted	by	a	big	group	of	twenty	or	more.	Send	him	into	battle	-	he's	a	good	unit.	If	you	do	go	for	Aquileia	first	(I	always	do)	you	can	still	be	back	in	time	todestroy	Milan	and	then	Padua	before	either	can	complete	their	wonders.	I	believe
Aquileia	are	the	last	of	your	enemies	to	attempt	a	wonder,	so	you'll	probably	want	to	leave	them	alone	for	now	while	you	deal	with	the	faster	two.	Since	I'm	starting	with	Milan	here,	I'll	mention	Aquileia	later.	Milan,	in	case	you	hadn't	noticed,	like	their	siege	weapons.	In	fact	they	willhardly	ever	send	out	anything	other	than	mangonels,	trebuchets	and
crossbowmen.Their	attacks	are	irritating	to	fend	off,	but	their	base	is	a	bit	of	a	pushover(though	they	may	have	three	castles).	It's	also	good	to	take	Milan	out	firstbecause,	when	you	try	to	attack	Padua,	Milan	send	siege	units	over	in	support	oftheir	purple	allies,	which	is	a	serious	problem	for	you.	Anyway,	send	a	big	army	of	paladins,	cavalry	archers
and	trebuchets	southuntil	you	find	and	destroy	Milan's	outer	mill.	They	should	empty	their	base	ofcrossbowmen	and	mangonels,	etc.	but	your	horses	can	fend	them	all	off.	Pick	offthe	mangonels	quickly,	then	move	your	trebuchets	down	and	hit	the	gate	(go	forthe	gate	before	anything	else	-	you	don't	need	mangonels	firing	at	you	from	behind	the	green
walls.	Once	the	gate	is	down	use	your	trebs	to	find	and	destroy	the	nearby	towers,then	move	your	army	inside	their	walls	to	get	rid	of	their	town	centre.	West	ofhere	is	another	castle	(sometimes)	and	a	few	unit	production	buildings,	butMilan	should	be	crippled	with	the	loss	of	their	only	town	centre,	and	you	canclear	everything	in	here	easily,
including	the	wonder	they'll	have	started	building.	There's	another	castle	to	the	west,	across	the	bridge,	but	you	might	have	defeated	Milan	by	now	by	killing	all	their	peasants.	If	not	just	clear	away	everything	else	until	they're	finished.	Pull	everyone	back	to	base	and	fill	out	your	army	again.	Padua	are	on	theirway	to	completing	their	wonder,	and
you're	going	to	have	to	move	fast	to	destroy	it	in	time.	The	good	news	is	that	you	only	have	to	watch	for	attacks	from	the	east	fromnow	on	-	Milan	were	the	only	ones	attacking	from	south	or	west.	Plus	Verona	arethe	only	ones	left	who	will	regularly	send	trebuchets	your	way,	which	is	evenmore	of	a	relief.	ATTACKING	PADUA	(PURPLE)
________________________	This	is	a	big	base,	and	the	wonder	is	right	in	the	middle.	There's	really	onlyone	place	you	can	attack	from	because	of	the	time	limit,	so	range	your	army	justout	of	reach	of	their	walls.	Get	one	or	two	trebuchets	to	hit	the	gate,	anothertwo	on	the	two	towers	inside	it,	and	another	one	or	two	on	the	tower	down	thewestern	wall.
Padua	will	of	course	respond	with	most	of	their	army,	so	do	your	best	to	fendthem	off	with	your	cavalry	archers.	Hit	mangonels	with	your	paladins	as	soon	asyou	see	them,	and	let	the	paladins	soak	up	the	counter-attacks	from	Padua	bysticking	them	in	front	while	your	cavalry	support.	Keep	monks	in	the	background	for	healing.	Once	the	gate	and
towers	are	gone	you	can	head	inside.	It's	very	congested	inhere,	and	it's	easy	to	break	your	army	up	because	of	all	the	buildings.	Try	tokeep	everyone	together,	and	target	every	trebuchet	you	have	on	that	wonder,while	everyone	else	supports	(kill	off	the	peasants	and	town	centre	withpaladins	while	your	ranged	units	take	out	the	crossbowmen,	etc.
You	will	probably	keep	most	or	all	of	your	knights,	but	your	cavalry	archersmight	be	pretty	much	wiped	out,	and	you	won't	have	all	your	trebuchets	either.This	doesn't	matter	-	if	the	wonder	is	gone	then	Padua	have	serious	problems.Pull	everyone	back	to	the	safety	of	your	castles	as	soon	as	you	see	it	fall,	andlet	the	castles	get	your	back.	Now	just
build	up	another	army	and	head	back	inside	Padua's	walls	with	it.Advance	slowly	and	carefully,	keep	everyone	together	and	watch	out	for	towersand	the	castles	to	the	south-east.	Destroy	any	gates	you	find,	too,	as	they	willmake	it	easier	for	you	to	chase	down	the	annoying	crossbowmen.	If	you	have	eradicated	pretty	much	every	purple	building	you
see	and	yet	Paduaare	still	alive	and	well,	they've	probably	built	another	town	centre	insideVerona's	walls,	far	to	the	south-east.	Deal	with	this	later,	but	Padua	willprobably	never	be	a	real	threat	again.	Leave	them	long	enough	and	they	willstart	building	another	wonder,	however.	By	now	your	gold	and	stone	mines	have	probably	run	out,	so	send	all
yourminers	south	of	the	now	ruined	Milan,	follow	the	road	across	the	bridge,	thenlook	south	of	the	end	of	the	bridge	to	find	lots	more	gold.	There's	no	morestone	in	the	level	though,	so	buy	what	you	need	from	the	market.	Hopefully	youleft	Milan's	market	standing,	too.	Speaking	of	wonders,	while	you	were	attacking	Padua,	Verona	will	have	startedon
theirs.	Research	Atheism	this	time,	and	push	whatever	forces	you	have	stillstanding	through	Padua's	south	gates,	then	go	down	the	road	until	you	find	acouple	of	Verona's	houses.	Stop	here	and	bring	some	peasants	down	to	build	acastle	and	some	unit	production	buildings	north-west	of	Verona's	orange	base.	ATTACKING	VERONA	(ORANGE)
_________________________	This	is	a	bog-standard	base,	slightly	easier	than	Padua's	to	destroy.	Youshould	know	how	to	deal	with	this	sort	of	thing	by	now:	just	hit	towers	and	gates	with	trebuchets,	let	their	armies	break	onto	yours,	suck	them	back	to	your	castle,	keep	healing,	advance	once	each	section	is	clear	of	towers.	Verona	have	a	couple	of	castles
and	they	will	keep	producing	trebuchets	and	axemen.	Bring	them	down	when	you	see	them,	and	watch	out	for	all	the	paladins	and	monks.	Once	you	destroy	Verona's	wonder	they	will	resign,	whether	you	get	all	theirpeasants	or	not,	so	you	might	want	to	just	barge	in	with	trebuchets	or	petardsand	go	for	the	wonder	while	you	keep	the	rest	of	the
orange	units	busy.	Now	all	that	is	left	(if	you	didn't	kill	them	off	earlier)	is	to	defeat	Aquileia.	Well,	Padua	might	have	started	another	wonder	inside	their	old	base,	so	research	Spies	(you	should	have	enough	gold)	and	kill	off	Padua's	peasants	and	the	wonder	to	finish	the	purples	off	once	and	for	all.	The	last	batch	of	gold	is	south-east	of	Verona's	walls.
ATTACKING	AQUILEIA	(RED)	________________________	The	reds	are	the	easiest	bunch	to	defeat,	and	you	probably	won't	need	a	walkthrough	at	all	for	their	tiny	base.	They'll	have	a	few	buildings	outside	their	walls,	to	the	south,	but	you	can	delete	them	easily	and	soak	up	the	counter-attack	coming	from	the	main	base.	Get	rid	of	the	towers	and	gates,
then	head	inside	to	delete	everything	you	see.	As	far	as	I	know	you	don't	have	to	finish	off	the	ships	to	defeat	Aquileia,	but	you	will	have	to	kill	their	peasants	and	a	wonder,	if	they've	even	managed	to	begin	building	one.	Anyway,	once	you've	vanquished	all	four	of	your	enemies	you	get	a	new	objective.	ATTILA	MUST	MEET	WITH	POPE	LEO	I
OUTSIDE	THE	GATES	OF	ROME	Send	Attila	down	to	the	revealed	area,	where	the	pope	is	waiting.	Congratulations	on	winning	the	Attila	The	Hun	campaign.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.2	EL
CID++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	"Spain	is	divided	between	Christian	kingdoms	to	the	north	and	Moorish	kingdomsto	the	south.	In	the	barren	borderlands	of	Castille,	Rodrigo	Diaz,	called	ElCid,	gains	notoriety	as	a	brilliant	general	and	heroic	crusader.
El	Cid	is	sopopular	among	soldiers	and	peasants	alike	that	the	distrustful	King	of	Castillesends	him	into	exile.	The	Cid	must	join	forces	with	his	former	enemies,	theMoors,	and	fight	against	his	beloved	Castille.	But	an	even	greater	threat	waitsacross	the	sea	in	Africa,	where	fanatical	Berber	horsemen	are	eager	to	seizewhat	the	Moors	could
not.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.2.1	BROTHER	AGAINST	BROTHER	_____________________________	This	is	a	nice,	peaceful	little	level,	where	your	enemies	can	be	controlledand	dominated	easily.	There	is	only	one	batch	of	stone,	and	if	you	control	ityou
control	the	map.	You	also	get	quite	a	lot	of	free	stuff,	which	is	alwaysnice.	+++	Difficulty	-	1/3	Objectives:	Become	King	Sancho's	champion	in	a	trial	by	combat.	+++	Take	El	Cid	into	the	arena	and	he	will	defeat	the	two-handed	swordsman.	Sendhim	to	the	stable	to	get	the	horse,	then	return	him	to	the	arena	to	kill	off	theknight.	Now	send	him	down
the	hill	to	the	west	and	stand	him	in	front	of	thebunch	of	yellow	units	until	the	King	gives	them	to	Cid	as	his	army.	EL	CID	MUST	SURVIVE	TAKE	COMMAND	OF	THE	CASTILLIAN	ARMY	IN	ORDER	TO	CAPTURE	KING	SANCHO'SCONNIVING,	AMBITIOUS	BROTHER,	KING	ALFONSO.	ALFONSO'S	CASTLE	LIES	TO	THENORTHWEST,	ACROSS	THE
RIVER	Use	your	new	units	to	explore	the	eastern	half	of	the	map,	and	make	sure	youpick	up	the	free	houses	in	the	village	to	the	north.	There	are	two	bridges	across	to	the	centre	of	the	map	-	go	across	the	northern	one	and	get	more	houses,	a	mill,	a	lumber	camp	and	four	more	peasants.	Build	your	town	centre	just	south	of	that	bridge	and	send	all
your	combatunits	north	until	they	find	the	walls	of	King	Alfonso's	base.	Pick	a	fight	withthe	nearby	stone	miners	and	the	base	will	empty	of	its	guards,	though	your	ownunits	should	be	able	to	finish	them	off	if	they	are	out	of	range	of	the	bluetowers.	Now	send	them	all	up	the	eastern	coast,	beside	the	east	wall	of	the	blue	base.They	should	run	into
some	gold	miners	-	the	only	ones	Alfonso	has	-	and	theminers	should	fall	quickly	to	your	soldiers.	Kill	off	the	mining	camp	and	waitfor	the	reprisal	from	the	now	pretty	weak	blues.	They	will	send	up	units	toinvestigate	for	a	couple	of	minutes,	but	they	will	soon	run	out	of	gold,	and	by	that	time	your	own	base	should	be	capable	of	replacing	any	soldiers
you	lose.You	now	have	the	upper	hand,	and	you	should	establish	your	own	gold	mine	upthere	quickly,	leaving	all	your	soldiers	in	the	vicinity,	out	of	reach	of	theblue	towers	inside	the	walls.	You	can	do	the	same	with	that	stone	mine	you	found	-	wipe	it	out	and	post	someguards	just	beside	it.	Continue	to	build	up	your	base,	knowing	that	your
enemiescan't	get	at	any	stone	or	gold.	By	the	way,	don't	chop	trees	around	the	lumber	camp	you	got	given	-	insteadbuild	ten	lumberjacks	and	send	them	far	west,	over	the	bridge	and	west	to	thetrees	and	the	edge	of	the	map.	Build	a	lumber	camp	here	and	start	cutting	downthese	trees,	as	there	is	a	monastery	with	four	relics	hiding	beyond	them,
guarded	by	a	few	monks,	who	will	ally	with	you	when	you	approach	them.______________________________V1.3	CONTRIBUTION_______________________________	Lambert	Forkink	"There	is	a	path	trough	the	forest,	fust	west	of	the	most	western	blue	tower.You	can	reach	it	without	bieng	hit	if	you	move	next	to	the	trees.	Send	a	knight	to	them	is	much
quicker	and	easier.	if	you	do	this	in	the	castle	age	and	with	redemption	reseached,	you	can	convert	a	tower,	which	can	function	like	an	outpost."	+++	Nice	one,	I	never	spotted	the	path.______________________________V1.3	CONTRIBUTION_______________________________	There	are	a	few	other	things	you	might	want	to	do	while	you	build	up	yourforces	for
an	attack:	Send	someone	up	that	hill	to	the	south	to	find	six	more	free	units.	Build	amarketplace	to	the	west	of	your	main	base	and	start	trading	with	your	alliesacross	the	river.	Build	a	castle	just	south	of	the	blue	gate,	in	order	to	catchany	and	all	units	coming	through.	Now	that	Alfonso's	army	has	access	to	neither	gold	nor	stone,	they've	prettymuch
lost	already.	I	used	three	petards	to	knock	down	their	gate,	another	foureach	for	the	two	towers	behind	it,	then	I	moved	my	ground	units	in	and	campedthem	at	the	unit	production	buildings	right	next	to	the	hole	I	had	just	createdin	their	walls.	I	then	sent	four	rams	over	the	bridge	to	start	work	on	thecastle,	then	moved	more	petards	in	just	behind
them	to	hit	the	castle	whileAlfonso's	siege	units	reacted	from	the	west.	The	rams	and	petards	should	be	morethan	a	match	for	the	castle,	at	which	point	you'll	get	your	final	objective.	EL	CID	HIMSELF	MUST	BRING	THE	CAPTURED	KING	ALFONSO	TO	KING	SANCHO'STOURNAMENT	GROUNDS	Alfonso	changes	stance	to	Neutral	and	then	to	Ally,
and	all	that's	left	foryou	to	do	is	to	send	Cid	and	the	King	(standing	alone	north	of	his	castle)	back	to	the	arena	you	fought	in	earlier.	QUICK	HELP	__________	Stop	Alfonso's	army	from	mining	stone	and	gold	as	soon	as	you	can	-	they	willoffer	almost	no	resistance	from	then	on.	There	is	no	need	for	a	vast	army	in	this	level	-	you	can	hold	Alfonso'ssoldiers
at	bay	with	one	castle	outside	their	walls,	and	assault	their	base	withfour	rams	and	about	fifteen	petards.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.2.2	THE	ENEMY	OF	MY	ENEMY	___________________________	This	is	a	big	mission	with	a	very	complex	bunch	of
fortifications	and	buildings	to	negotiate.	But	by	being	sneaky	and	devious	you	can	render	your	enemies	impotent	while	you	stroll	in	and	grab	the	four	relics	from	under	their	noses.	+++	Difficulty	-	2/3	Objectives:	El	Cid	must	survive.	Find	a	way	to	stop	the	rebellion	in	Toledo.	+++	Move	everyone	downwards	and	you	get	another	objective.	EL	CID
MUST	MEET	WITH	THE	IMAM,	AS	HE	WILL	KNOW	HOW	TO	QUELL	THE	UNREST	INTOLEDO	Soon	afterwards	Toledo	is	defeated,	but	ignore	that	for	now.	Send	Cid	alone	tothe	east,	past	the	Motamid	guys	who	will	ally	with	you	and	whose	marketplace	youcan	trade	with	later,	and	farther	east	until	he	finds	the	water.	There	is	a	shipto	the	south
which	will	come	under	your	control,	so	send	Cid	across	the	lake	tomeet	the	Imam.	RECOVER	THE	4	RELICS	FROM	THE	REBEL	LEADERS	AND	RETURN	THEM	TO	THE	IMAM	So,	he	wants	the	relics,	but	can't	be	bothered	recovering	them	by	himself.Anyway,	put	Cid	back	on	the	ship	and	drop	him	off	to	the	south,	back	on	themainland.	Now	bring	all
the	rest	of	your	units	down	to	meet	him	and	head	east	as	far	asyou	can,	until	you	hit	the	edge	of	the	map,	on	the	southern	coast	of	the	lake.Set	up	your	base	among	the	mountains	south	of	here:	there	is	plenty	of	gold	andthis	area	is	very	inaccessible	from	your	enemies'	point	of	view.	The	place	youentered	the	map	in	is	not	a	good	place	for	a	base.	Build
your	town	centre,	farms,	mill	and	lumber	camp	next	to	the	gold	among	themountains,	then	start	building	houses	against	the	pond	to	the	east	(you	willsoon	lose	the	houses	you	started	with).	Build	your	larger	buildings	on	the	beachsouth	of	the	big	lake,	and	block	both	entrances	to	the	mountain	pass	with	stone	gates.	Build	a	marketplace	so	that	you	can
trade	and	buy	more	stone,	and	start	producing	knights	and	cavalry	archers	to	protect	the	big	crossing	south	of	the	lake,	which	is	where	almost	all	your	enemies	will	be	coming	from	(make	sure	to	block	that	little	pass	by	the	west	cliffs	with	a	few	squares	of	wall).	All	your	enemies	will	now	be	coming	at	you	over	that	crossing,	so	build	acouple	of	towers,
stick	five	archers	in	each,	then	just	patrol	the	area	with	your	heavy	units,	with	monks	sitting	behind	them	for	healing.	You	are	basically	safe,	since	the	enemies	won't	be	building	siege	weapons,	and	you	can	begin	the	next	phase	of	the	attack.	NULLIFYING	THE	THREAT	FROM	THE	SARACENS	(GREEN)	_______________________________________________
Getting	this	right	is	tricky,	but	once	it's	in	place	the	greens	are	prettymuch	useless.	Send	five	or	six	villagers	and	ten	archers	through	the	southernpass,	then	directly	east	to	the	little	clump	of	trees.	Head	due	south	from	hereuntil	you	find	the	small	outcrop	of	stone	in	the	desert.	Ignore	this	for	now	andcontinue	directly	south	until	you	find	much	more
stone	beside	a	green	miningcamp.	The	Motamids	tell	you	about	this	stone	at	some	point,	but	I'm	not	sure	what	triggers	their	message.	Make	sure	you	have	enough	stone	from	the	marketplace	and	then	build	an	enclosure	surrounding	the	stone	and	mining	camp.	Build	a	gate	somewhere	in	the	wall	and	make	sure	you	leave	enough	room	for	yourself	to
build	a	mining	camp	and	a	couple	of	guard	towers	(upgrade	these	as	soon	as	you	can	from	the	university).	Stick	the	guard	towers	at	the	north	wall	of	this	enclosure,	with	the	mining	camp	against	the	map's	edge.	Protect	this	construction	site	with	your	archers	until	everything	is	in	place,then	put	five	archers	in	each	tower,	while	your	peasants	begin
mining	thevaluable	stone	in	peace.	From	now	until	the	end	of	the	level	the	Saracens	willdo	little	except	send	more	and	more	units	fruitlessly	against	the	walls	and	twotowers	of	your	little	encampment,	trying	endlessly	to	get	to	the	stone.	Your	walls	and	towers	and	archers	can	hold	them	off	forever,	and	you	can	pretty	much	ignore	the	greens	from	now
on.	COLLECTING	THE	FIRST	RELIC	__________________________	This	is	easy	but	long-winded.	Your	base	should	be	safe	and	your	stone	miningoperation	should	also	be	safe.	The	only	threat	will	be	coming	from	the	intermittent	skirmishes	into	your	territory	by	the	orange	Spanish	Rebels,	none	of	which	should	be	a	problem	if	you've	posted	towers	and
gates	on	the	outskirtsof	your	base.	You	can	empty	your	base	of	combat	units	and	head	far	to	the	west	until	youcross	a	yellow	bridge	and	arrive	at	the	orange	gates.	Build	a	castle	in	the	clearing	north	of	the	gate,	as	well	as	a	monastery	and	a	siege	workshop.	Bung	a	stable	there,	too,	if	you	like,	and	place	a	gate	at	the	beginning	of	the	pass.	You	should
have	plenty	of	gold	and	stone	coming	in	now	(there	is	more	goldjust	south	of	your	mountain	base,	and	lots	in	the	north-west	corner	of	the	map),	as	well	as	plenty	of	food	and	lumber.	You	should	also	have	built	a	lot	of	knights	and	cavalry	archers	by	now,	but	now	that	you	have	the	castle	you	can	replace	any	fallen	cavalry	with	the	much	better
conquistadors.	Start	building	petards	from	the	castle,	since	they	will	be	mainly	what	you'll	be	using	versus	the	Spanish	Rebels.	Have	one	or	two	rams	handy	as	well,	to	bear	the	brunt	of	any	attacks	coming	from	towers	and	castles.	Take	out	the	orange	gate	and	then	send	in	some	quick	horsed	units	to	scout	outthe	area	just	south	of	the	wall.	You	should
find	a	few	towers,	one	or	two	behindgates,	a	town	centre,	a	mill	and	a	castle	farther	south.	Have	about	eightpetards	built,	then	wheel	a	ram	into	the	middle	to	draw	fire	from	the	towers	andtown	centre.	Blow	up	each	tower	with	the	petards	and	then	start	again	on	thenext	one.	The	castle	can	be	downed	by	knocking	down	the	wall	with	your	ram(switch
to	Enemy	with	Toledo	to	target	the	wall),	then	sending	petards	throughthe	hole	while	the	castle	fires	at	the	ram.	Keep	your	conquistadors,	knights	andmonks	just	behind,	out	of	range	of	any	of	the	fortifications,	but	close	enoughto	quickly	erase	any	Spanish	soldiers	who	might	attack	the	ram(s).	And	just	basically	keep	doing	this:	scout	farther	and
farther	south	until	youmeet	an	obstacle,	send	in	a	ram	to	draw	fire,	send	in	petards	to	remove	theobstacle.	This	should	work	all	the	way	down	south,	over	the	bridges,	past	thetowers,	through	the	last	gate	and	east	to	the	castle	in	the	little	cornerisland.	Just	keep	building	more	and	more	petards.	Once	that	last	castle	is	gone	you	should	get	rid	of	the
unit	production	buildings	surrounding	it,	then	pick	up	the	relic	from	the	castle's	wreckage,	Bring	it	up	to	your	monastery	with	a	monk,	then	send	all	your	units	to	the	north	of	the	two	bridges,	where	there	is	a	coastline	leading	east.	By	the	way,	don't	take	the	relic	to	the	Imam	yet	-	in	fact	don't	take	any	ofthem	to	him	until	you	have	all	four.
COLLECTING	THE	SECOND	AND	THIRD	RELICS	______________________________________	This	is	much	easier,	now	that	the	oranges	have	lost	a	ton	of	buildings,	andthe	greens	are	occupied	by	trying	to	take	down	walls	and	towers	they	can't	possibly	breach.	Push	everyone	east,	with	your	heavy	units	leading	the	way.	Youwill	meet	some	resistance	but
nothing	that	can't	be	steamrolled	by	your	legionsof	horses.	The	monks	guarding	the	three	monasteries	by	the	statue	might	manageto	convert	or	kill	one	or	two	of	your	units	before	you	kill	them,	but	so	what?At	this	point	you	have	by	far	the	upper	hand.	Delete	the	monks	and	monasteries,	then	send	your	own	monks	into	the	wreckagefor	the	two	relics.
Send	them	back	to	your	own	monastery	while	your	combat	unitssit	in	this	enclosure	with	the	statue	in	the	middle.	Bring	your	monks	back	toyour	main	force	to	provide	the	usual	support,	then	push	everyone	east	yet	again.	COLLECTING	THE	FOURTH	RELIC	___________________________	This	one's	the	easiest	yet.	Follow	the	roads	until	you	come	to	the
conspicuouspalisade	wall.	There	will	be	a	lone	green	monk	trembling	behind	it,	clutchingthe	last	relic.	Knock	down	the	wall,	introduce	the	monk	to	your	conkers'	guns,then	bring	the	fourth	relic	to	the	monastery.	Pull	your	units	out	to	safety	-you're	done	here.	All	that	remains	is	to	take	the	four	relics	all	the	way	back	to	the	boat	onthe	north-east	lake,
and	across	to	place	them	in	the	Imam's	house.	Do	NOT	letthe	ship	be	attacked	and	sunk	while	your	monks	are	transporting	the	relicsacross	-	I	assumed	they	would	be	fine	and	left	my	computer	while	I	waited,	thenI	came	back	to	find	the	ship	gone,	along	with	the	relics,	meaning	I	was	stuckand	had	to	reload.	Not	funny.	As	soon	as	you	dump	the	first
relic	in	the	Imam's	monastery	your	enemies	willreact	with	whatever	they	have,	and	will	hurry	to	try	to	retrieve	the	relics.They're	wasting	their	time	if	you	drop	them	all	off	at	once,	after	which	you	canjust	wait	for	the	victory
message.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.2.3	THE	EXILE	OF	THE	CID	__________________________	This	is	a	weird,	half-RPG	/	half	RTS	level	with	a	surprisingly	weak	opponent.If	you	explore	your	surroundings	you	can	exploit	your	enemy's
vulnerabilitiesquickly	and	easily.	+++	Difficulty	-	1/3	Objectives:	El	Cid	must	survive.	El	Cid	must	find	a	new	city	in	which	to	live	and	a	new	lord	to	serve.	+++	Head	north	and	grab	your	horse,	then	south	and	make	your	way	out	of	the	city.Alfonso's	men	will	attack	just	as	you're	leaving,	so	head	south	through	the	townand	pick	up	some	more	units.
Stop	and	kill	the	two	soldiers	chasing	you,	thenhead	south	towards	the	two	mountains.	JOIN	MOTAMID	OF	THE	MOORS	AT	HIS	CASTLE	IN	ZARAGOZA	Run	your	three	horses	through	the	pass	and	get	them	to	attack	and	kill	thescorpions,	then	follow	up	with	your	pikemen.	More	free	units	await	just	beyondthe	mountains,	and	then	you	can	head
south-east	towards	Alfonso's	next	castle.Stick	to	the	west	edge	of	the	map	to	avoid	its	range	and	the	guards	behind	thewalls,	and	continue	farther	south	to	get	handed	a	mini-base.	DESTROY	ALFONSO'S	CASTLE,	SO	THAT	YOU	MAY	CONTINUE	ON	TO	ZARAGOZA	Build	up	a	nice	complement	of	units	with	the	resources	you're	given	-	makesure	you
include	three	or	four	rams,	whatever	you	decide	to	build.	Use	the	rams	to	bait	the	castle	and	guards	into	attacking	them,	then	wipe	out	the	units	with	your	own	while	your	rams	start	on	the	castle	(the	castle's	guards	should	open	the	gate	when	they	come	through,	allowing	you	to	barge	past).______________________________V1.3
CONTRIBUTION_______________________________	Lambert	Forkink	"I've	another	thing	found,	in	the3rd	mission	of	el	cid:	you	suggest	makingrams,	but	why	dont	use	the	tebuchet	you	got	given?	only	build	a	few	men	at	armsto	defend	it	from	the	4	Pikeman	that	guard	the	castle.	and	without	rams	you	are	much	faster	in	Zaragoza."	+++	Having	lost	all	my
saves	I	can't	remember	whether	or	not	I	got	a	trebuchetbefore	reaching	Alfonso's	castle.	If	you	do	get	one	then	it's	obviously	usefulagainst	the	castle,	but	the	rams	are	still	the	best	bait	units	around,especially	if	you	don't	want	to	lose	your	only	fragile	trebuchet.______________________________V1.3	CONTRIBUTION_______________________________	Once	the
units	are	gone,	pull	everyone	out	while	your	rams	keep	battering	atthe	castle.	When	it's	down	you	can	continue	north	with	whatever	units	you'vestill	got	left,	taking	them	through	Motamid's	gates	and	north-east	to	theflagged	castle.	DEFEND	ZARAGOZA	BY	DESTROYING	COUNT	BERENGUER'S	SIEGE	WORKSHOP	NEARBY	Motamid	wants	the	siege
workshop	hassling	his	eastern	gates	to	be	removed,	sotake	everyone	through	his	northern	gates	and	go	around	to	meet	Berenguer's	siegeweapons	and	a	few	guards.	Nothing	tough	here	-	just	target	the	mangonels	withyour	knights	and	the	guards	with	anyone	else.	Then	finish	off	the	workshop	andhouses	to	be	given	a	bunch	of	resources	and	a	handful
of	free	units	by	Motamid.	Now	send	most	of	your	units	north-west	to	look	for	the	big	batch	of	gold	southof	the	curve	of	trees.	There	is	stone	round	to	the	west,	but	don't	go	too	farnorth	on	either	side	of	the	trees	or	you	will	meet	Berenguer's	base.	Don't	chop	those	trees	either,	as	they're	protecting	you	-	send	your	lumberjacks	to	the	forest	in	the	east
corner	of	the	map	and	leave	them	there	in	safety.	While	you	set	up	your	base	next	to	Motamid's	northern	walls,	send	any	unhorsedcombat	units	south-east	from	here	until	they	come	to	the	far	side	of	the	river,where	the	gold	is.	You	can	pick	up	this	gold	later,	when	your	initial	suppliesrun	out,	but	for	now	keep	heading	west	along	the	bottom	of	the	map
until	theroad	curves	north,	through	some	trees	at	a	small	gap	past	Motamid's	south-westwalls.	You	can	twist	around	and	down	south	again	to	arrive	at	the	small	base	youwere	given	earlier.	Station	these	troops	next	to	the	relic	lying	beside	the	buildings,	if	it	hasn't	been	taken	already,	If	it's	still	there	there	will	be	an	enemy	monk	coming	for	it	soon,	so
defend	it	while	you	hurry	towards	building	a	monastery	and	a	monk	of	your	own.	If	it's	already	gone	just	forget	it	and	send	your	troops	back	to	your	main	base.	As	far	as	defending	your	base	goes,	there	are	various	bottlenecks	you	shouldblock	to	channel	Berenguer's	troops	to	where	you	want	them.	Scout	out	the	areato	the	south,	east	and	west,	but
don't	go	too	near	Berenguer's	walls	or	hiscastle	by	the	river	to	the	west.	Your	enemy	has	gold	and	stone	within	his	walls,but	it	will	run	out	eventually	and	his	peasants	will	then	go	for	one	of	theother	three	gold	deposits	in	the	map,	starting	with	the	one	north	of	their	westcastle.	By	that	time	you'll	want	to	have	taken	the	castle	and	nearby	towers
andgate	down,	and	to	have	placed	towers	and	defenses	of	your	own	around	that	batchof	gold.	But	if	you	hurry	you	can	easily	take	Berenguer	down	long	before	heleaves	his	own	walls.	You	can	stop	the	enemy	units	from	attacking	you	from	the	east	by	building	agate	right	beside	their	easternmost	one,	and	by	placing	some	walls	at	the	tinygap	between
their	walls	and	your	trees.	They	will	almost	always	go	the	long	wayround	to	begin	with	anyway,	across	the	river	and	down	to	your	old	base.	Onlywhen	those	buildings	are	gone	will	they	start	trying	to	attack	past	the	trees,but	a	castle	around	that	area	can	deal	with	them	easily,	especially	if	you	stockit	with	heavy	units.	By	this	point	you	know	well	how
to	defend	a	base	and	steer	your	enemies	tospecific	points,	so	I	won't	go	on	about	it.	DEFEAT	COUNT	BERENGUER	When	you	are	ready	to	attack	start	hitting	the	gate	with	your	rams	(don'tbother	waiting	around	to	hit	the	Imperial	Age	-	it's	too	expensive	and	totallyunnecessary	here),	and	back	them	up	with	your	cavalry.	You	should	batter	thegate
down	with	little	difficulty,	then	you	can	head	north-west	to	find	the	barracks	and	then	the	castle.	Hit	the	castle	with	your	rams	and	let	them	draw	its	fire,	while	everyone	elsebacks	them	up.	Don't	worry	about	losing	units	-	your	base	is	just	to	the	southand	you	can	quickly	replenish	what	little	force	you	need	here.	The	town	centreis	to	the	north	and	then
there	are	more	unit	production	buildings.	I	never	metany	enemy	siege	weapons	except	one	single	ram,	and	Berenguer's	guards	werepretty	pathetic.	Kill	off	the	last	peasant	and	you're	done.	QUICK	HELP	__________	There	is	only	one	batch	of	stone	you	can	possibly	mine,	so	build	your	townnearby,	behind	the	protection	of	the	trees.	Your	lumberjacks
will	be	safe	in	the	east,	and	you	shouldn't	have	them	cuttingdown	trees	which	are	shielding	you.	Try	to	grab	that	relic	before	Berenguer	does	-	he	already	has	four,	and	youcould	do	with	the	gold.	Keep	your	attack	quick	and	simple	-	you'll	have	to	with	such	a	low	pop.
limit.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.2.4	BLACK	GUARDS	__________________	This	is	a	great	mission,	but	it's	pretty	tough	in	places.	It's	a	great	exampleof	how	the	most	gigantic	fortress	in	the	universe	is	little	use	against	a	sneakybastard.	+++	Difficulty	-
2/3	Objectives:	Follow	the	Knight	in	order	to	rescue	King	Alfonso.	El	Cid	must	survive.	King	Alfonso	must	survive.+++	Follow	the	knight	to	the	south-west	until	you	meet	King	Alfonso	in	the	middleof	a	battle.	You	have	to	escort	him	farther	west	to	his	base,	which	will	bevisible	on	the	mini-map.	Note	the	stone	you	will	pass	on	the	way,	as	well	as	the
forests.	ESCORT	KING	ALFONSO	TO	HIS	CAMP	TO	THE	WEST	Keep	Alfonso	well	out	of	the	way	of	every	battle	in	this	game,	and	make	sureyou	keep	an	eye	on	El	Cid,	too,	though	by	all	means	use	him	in	combat.	Save	often	anyway.	Bring	everyone	inside	the	walls	and	stick	Alfonso	up	by	the	pond,	out	of	theway.	Your	new	base	is	going	to	be	coming
under	heavy	attack	from	camels	and	mangonels,	among	other	things.	You	also	don't	have	much	space	or	resources,	so	you'll	have	to	explore	the	area	to	find	more	gold	and	stone.	Make	sure	you	build	a	section	of	wall	and	preferably	a	guard	tower	at	thattiny	hill	on	the	west	edge	of	your	base,	where	the	little	house	is	sitting.	Ifyour	enemies	smash	down
that	house	they	can	enter	your	base	up	that	hill,	so	block	it.	Alfonso's	told	you	of	your	main	objective.	DESTROY	THE	6	BLACK	GUARD	DOCKS.	Get	chopping	the	lumber	and	mining	the	gold	and	stone	quickly,	but	don'tbother	building	farms	once	the	berries	and	fish	are	gone.	There's	not	enoughspace	in	here,	and	there	are	more	berries	to	the	west	of
your	base,	and	far	tothe	east,	south	of	the	road	you	entered	on.	Build	a	mill	at	the	western	berriesonce	the	first	lot	is	gone.	Work	quickly	towards	getting	enough	stone	to	build	a	castle,	and	once	you	haveenough	build	the	castle	just	south	of	your	gate,	tucked	into	the	corner	of	thecliffs.	You	may	not	survive	the	first	two	attacks	by	using	just	your
startingunits	and	walls,	but	you	definitely	will	survive	if	your	castle	is	in	place.	Thegate	is	where	all	your	enemies	will	be	coming	to,	so	make	sure	they	all	comewithin	range	of	the	castle.	Stick	Alfonso	inside	it	and	keep	an	eye	on	its	health	throughout	the	level	-	this	one	castle	can	last	you	forever	if	you	keep	it	repaired	after	each	attack.	Exploring
around	your	base	and	beyond	is	very	important	in	this	level,	becausethere	are	valuable	resources	scattered	around.	There	is	stone	south	of	yourgates,	though	it's	guarded	by	an	enemy	tower.	I	suggest	picking	up	all	thatstone	quickly,	as	well	as	the	gold	south-west	of	your	base.	There	is	much	morestone	away	to	the	east	-	look	for	the	berries	south	of
the	road,	then	go	farther	east.	There	is	also	a	mosque	south-west	of	your	base,	at	the	edge	of	the	map.	Whenyou	find	it	you	will	get	a	new	objective.	OPTIONAL:	BRING	EL	CID	TO	THE	BLACK	GUARD	MOSQUE	Send	him	down	along	with	a	monk	and	get	another	objective.	OPTIONAL:	CONVERT	THE	BLACK	GUARD	MOSQUE	IN	RETURN	FOR	AID
IN	DEFEATINGYUSUF	AND	THE	BLACK	GUARDS	You'll	have	to	have	Redemption	researched	from	your	own	monastery,	but	if	youdo	then	you	can	convert	the	mosque	and	get	an	interesting	snippet	of	information.	OPTIONAL:	DESTROY	THE	BLACK	GUARD'S	NAVY	TRANSPORTS	TO	STOP	THE	ARRIVAL	OFREINFORCEMENTS	You	can	also	keep
your	monk	next	to	the	mosque	and	start	getting	free	monkupgrades	for	as	long	as	it	stands.	OPTIONAL:	SEND	A	MONK	TO	OVERSEE	AND	LEARN	AT	THE	FORMER	BLACK	GUARD	MOSQUE	Your	enemies	will	quickly	target	it,	however,	so	bear	this	in	mind	and	build	awall	in	the	gap	to	protect	it	for	a	while,	if	you	care	enough.	Anyway,	your	base
should	be	adequately	protected	by	your	castle	and	a	fewknights	to	take	care	of	any	sneaky	trebuchets.	Once	those	two	initial	batches	ofberries	are	gone,	along	with	most	of	the	trees	inside	your	walls,	send	your	foodand	wood	peasants	far	to	the	east	and	find	the	big	lot	of	berry	bushes	in	thenorth	forest.	Stick	a	lumber	camp	and	a	mill	among	the	trees
and	produce	allyour	food	and	wood	from	this	area.	Your	peasants	up	here	should	never	beattacked.	Gold	and	stone	is	another	story,	and	every	mining	operation	except	the	one	atthe	tiny	outcrop	of	gold	south-west	of	your	base	will	be	attacked	at	some	point.If	you	do	site	a	mining	camp	at	any	stone	or	gold	crops	make	sure	you	protectthem	with	units
(preferably	mamelukes	from	your	castle).	If	you	build	towersyour	enemies	will	be	drawn	to	them,	but	not	if	you	just	keep	units	nearby.	Also,try	to	have	at	least	ten	peasants	per	mining	operation,	and	concentrate	on	onebatch	at	a	time	-	all	miners	at	the	same	camp.	The	quicker	you	scoop	up	thesevaluable	resources	the	better,	and	the	less	chance	the
enemy	will	have	to	wipeout	your	peasants.	By	the	way,	there	is	a	deposit	of	gold	on	the	south-west	edge	of	the	map,south	of	that	mosque.	It's	right	on	a	cliff,	and	if	any	of	your	outer	mines	get	attacked	it	will	be	this	one.	The	problem	is	that	it	will	also	be	targetted	by	yellow	ships,	which	will	be	pretty	difficult	to	take	out	unless	you	build	a	tower.
Building	a	tower	is	fine,	except	that	the	ground	units	attack	it,	too,	and	it	may	not	stand	for	long.	If	you	do	go	for	this	gold	(andyou	definitely	should),	you'll	have	to	protect	it	with	both	units	and	a	tower.You	could	even	try	building	a	wall	and	gate	around	it	to	shield	it	from	theworst	of	the	ground	attacks.	It's	a	lot	to	have	to	deal	with,	as	well	as	those
intermittent	attacks	on	yourmain	base,	and	also	the	exploration	of	the	map	to	find	where	the	enemy	basesare.	Speaking	of	which,	it's	a	good	plan	to	take	down	the	green	base	in	thesouth-east	as	soon	as	you	feel	your	forces	are	strong	enough.	Your	own	base	will	be	fine	while	you're	away,	so	get	together	some	trebs,	twenty	or	so	knights,	twenty
mamelukes	and	a	few	monks;	upgrade	everything	as	far	as	you	can,	and	sell	off	some	excess	lumber	or	food	at	the	market	to	make	up	the	gold.	ATTACKING	YUSUF	(GREEN)	_______________________	They	have	a	pretty	impressive	base	for	such	a	small	area,	but	what	they	don'thave	is	much	interior	protection.	Send	your	army	east	to	the	cliffs,	then
southuntil	you	find	the	first	green	units	guarding	the	mining	camp.	Get	rid	of	theunits	and	attack	the	camp	to	draw	out	a	few	of	the	green	guards.	Mameluke	themto	the	deck	and	then	get	trebuchets	to	drop	the	first	two	towers.	Now	go	south	and	hit	the	other	two	towers,	guarding	your	trebuchets	closelyall	the	while.	Now,	before	you	head	into	the
base,	send	your	knights	west	andkill	off	every	peasant	you	see	hanging	around	the	monastery	and	trees.	Once	thisis	done	you	can	hit	the	base.	Take	down	the	unit	production	buildings	you'll	find	just	inside	the	firstarea,	then	go	south	to	the	town	centre.	The	more	buildings	you	destroy	the	fewerenemy	units	you'll	have	to	deal	with,	and	you'll	finally
arrive	at	the	castlewhich	is	their	last	line	of	resistance.	Destroy	the	first	yellow	dock	on	thecoast,	too,	and	there's	another	one	to	the	south-west	beside	the	transportships.	You	can	reach	it	with	your	trebuchets,	which	makes	two	down,	four	to	go.	Try	not	to	let	your	trebuchets	destroy	Yusuf's	marketplace,	as	leaving	itstanding	will	allow	you	to	rake	in
the	gold.	Switch	to	Ally	with	them	onceyou've	killed	off	the	last	of	their	peasants	and	defeated	them,	then	build	sometrade	carts	from	your	marketplace	and	send	them	all	the	way	across	to	theirmarket	for	endless	injections	of	over	75	gold	a	time.	Make	sure	you	knock	outthe	enemy	guard	towers	your	trade	carts	will	be	running	past	en	route.
ATTACKING	THE	BLACK	GUARD	NAVY	DOCKS	(YELLOW)	_____________________________________________	The	game	encourages	you	to	build	a	dock	and	assault	your	remaining	enemies	bysea	to	reach	the	other	four	docks,	but	this	isn't	necessary.	Start	mining	thebatches	of	stone	and	gold	around	the	wreckage	of	the	green	base	while	youposition	your
army	just	outside	it,	to	the	west,	in	between	the	green	walls	and	the	yellow	walls.	Use	your	trebuchets	to	destroy	the	south	end	of	the	yellow	walls,	as	well	asthe	tower	and	town	centre	beyond.	Some	yellow	units	might	react,	so	drop	themwith	your	mamelukes,	then	move	your	entire	army	inside	the	yellow	base.	Youshouldn't	meet	much	protest	from
the	yellows,	so	move	your	units	west,	knocking	out	the	towers	and	looking	for	the	docks.	There	are	four	more,	all	of	which	can	be	found	by	scouring	the	coast	with	your	trebuchets,	using	their	wide	field	of	vision.	Just	protect	them	well,	as	they're	the	only	ones	who	can	reach	the	docks	and	smash	them	up	quickly.	If	you	do	manage	to	do	it	this	sneaky
way	you	can	complete	the	map	by	onlyhaving	to	take	out	one	of	the	three	bases.	You	might	be	pretty	grateful	for	thisstrategy	if	you	ever	have	an	opportunity	to	see	the	size	of	the	yellow	base.Don't	waste	your	time	trying	to	wipe	out	every	building	and	unit	they	have	-just	sneak	around	the	back	and	make	them	look	a	little	silly.	Wiping	out	the	last	dock
wins	the	map	-	ignore	the	transport	ships.	QUICK	HELP	__________	One	castle	makes	the	difference	between	getting	wiped	out	early	and	not.	Pick	up	the	gold	and	stone	fast,	and	make	life	difficult	for	any	enemy	miningoperation	you	meet.	Leave	the	green	marketplace	standing	if	you	like	infinite	gold.	With	all	available	upgrades,	elite	mamelukes	and
trebuchets	can	blast	throughthe	yellow	base	and	remove	the	docks	with	little	difficulty.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.2.5	KING	OF	VALENCIA	______________________	This	is	the	obligatory	siege	level,	similar	to	a	couple	of	the	Saladin	missions	from	Age
Of	Kings.	Your	enemy	has	a	base	which	would	normally	be	easy	to	knock	over	-	it's	just	a	pity	you	never	get	enough	time	to	try.	+++	Difficulty	-	3/3	Objectives:	El	Cid	must	survive.	El	Cid	must	once	again	find	a	new	city	in	which	to	live.	+++	Head	east	over	the	river,	past	the	two	goons	and	into	Denia,	whose	occupantswill	now	hand	you	some
buildings	and	units.	DEFEND	DENIA	FROM	COUNT	BERENGUER	Explore	the	area	and	collect	all	the	buildings.	In	a	couple	of	minutes	thetown	will	be	attacked	by	an	army	far	too	large	to	fend	off,	so	grab	all	the	units	you	can	find,	then	send	everyone	down	to	the	south	cliffs,	east	of	the	gate.	EL	CID	MUST	ONCE	AGAIN	FIND	A	NEW	CITY	IN
WHICH	TO	LIVE	Head	south	over	the	bridge	before	the	second	bunch	of	Berenguer's	forces	canreach	it	from	the	east	(they're	on	their	way,	and	you	don't	want	to	meet	them	onthe	bridge).	There	are	more	units	available	at	the	end	of	the	bridge	and	in	thetown	of	Lerida	to	the	south-east.	There	are	more	peasants	in	Lerida,	at	thebeach	to	the	east.
Collect	them	and	head	north	to	find	a	white	monastery	and	two	missionaries	who	will	join	your	service.	You	should	hang	onto	these	useful	units,	and	build	a	couple	more	from	the	free	monastery	before	you	head	east	to	Valencia's	walls	and	a	new	objective.	DEFEND	VALENCIA	FROM	BERENGUER	UNTIL	THE	WONDER	IS	COMPLETED	This	is	the
difficult	part	of	this	level.	With	very	limited	resources	(especially	lumber)	you	have	to	keep	Berenguer's	forces	at	bay	until	those	two	peasants	have	finished	building	the	wonder.	They	take	ages,	and	your	base	will	be	under	heavy	attack	from	tons	of	purple	units	-	mostly	siege	weapons.______________________________V1.2
CONTRIBUTION_______________________________	Richard	Hochroth	"Lumber	is	NOT	a	problem!	When	you	start	the	level,	take	the	4	peasants	thatcome	with	Denia	and	store	them	in	the	upper	left	corner	of	the	map,	where	thetrees	are	(not	too	far	from	where	El	Cid	starts	out).	Put	them	there,	tuck	them	in	that	corner,	and	get	to	Valencia.	Once	you	get
the	650	lumber,	have	those	4	peasants	build	a	lumber	camp	and	start	knocking	down	trees.	The	4	peasants	were	there	the	entire	level,	were	never	harmed,	and	provided	me	with	a	lot	of	lumber!	There	was	no	lumber	shortages	to	worry	about.	I	think	that	once	you	get	to	the	point	where	you	get	650	lumber,	the	peasants	are	safe.	It's	vital	to	make	sure
they're	tucked	away	far	enough	that	Berenger's	troops	won't	see	them	when	destroying	Denia."	+++	Nice	one,	this	never	occurred	to	me	at	all.	I	can	definitely	see	how	thiswould	make	this	mission's	lumber	issues	easier,	so	thanks	a	lot.______________________________V1.2	CONTRIBUTION_____________________________________________________________V1.3
CONTRIBUTION_______________________________	Leonardo	Alonso	"In	El	Cid's	campaign,	on	the	"King	of	Valencia"	level,	I	found	the	firstsiege	wave	was	my	main	problem.	I'd	try	to	eradicate	the	siege	weaponry	as	quickas	I	could,	but	either	one	or	two	mangonels,	bombard	towers,	and	bombard	cannonswould	finish	my	units	off	too	quickly.	Yet,	I
discovered	if	you	keep	Denia	whileit	is	being	destroyed	by	the	mangonels	and	trebs,	by	the	time	they	reach	thelast	houses,	you	can	send	El	Cid	over	there	and	wait	by	the	bridge.	Eventually,the	mangonels	will	come	trying	to	cross	the	bridge,	heading	towards	your	base,but	unphased	by	El	Cid's	presence.	From	there	you	can	destroy	the	mangonels,
andheading	back	towards	town	find	the	one	of	the	trebuchets.	I	always	miss	theother	one,	but	by	that	time	I	am	able	to	head	back	to	base	with	El	Cid,	attackthe	last	trebuchet	with	him	and	my	knights,	chase	the	bombard	cannons	down,	andhead	back	to	base,	with	my	castle	wiping	up	the	field.	I	realized	that	after	Idestroyed	the	first	wave,	I	was
extremely	easier	off,	and	I	noticed	that	therest	of	the	attacks	were	unorganized,	sending	a	bombard	cannon	or	mangonel	atonce,	followed	by	a	paladin."	+++	Good	idea	sending	Cid	back	to	take	out	the	first	batch	of	enemies	when	they'renot	expecting	it	-	this	never	occurred	to	me.	A	bunch	of	peasants	could	take	outthe	other	trebuchet	if	they	found	it
in	time.	Thanks	for	this	contribution.______________________________V1.3	CONTRIBUTION_______________________________	The	first	problem	is	the	lumber	-	you	can	chop	those	trees	north	of	the	towncentre,	but	other	than	that	you'll	have	to	depend	on	the	650	lumber	Valenciawill	give	you	when	you	start,	and	whatever	wood	you	can	afford	to	buy	from
themarket.	There	is	a	nice	thick	forest	south-west	of	that	monastery	you	found,	butyour	camp	may	come	under	attack.	You	therefore	need	gold,	so	get	at	least	six	miners	on	the	gold	and	anothersix	plus	on	the	stone.	You'll	want	to	build	another	castle	in	between	the	twonorthern	gates,	since	it	will	be	a	great	help	in	taking	down	all	the	horses	andfoot
soldiers	running	around	outside	your	walls.	You'll	have	to	keep	it	repairedthough,	as	it	is	the	first	target	for	all	those	siege	weapons.	As	for	food,	you'll	manage	to	get	a	lot	from	the	sheep,	and	you	should	be	ableto	get	enough	wood	to	build	nine	or	ten	farms.	The	farms	will	run	out	before	thelevel	is	done,	but	you	should	still	have	enough	food	to	keep
producing	more	andmore	knights.	Berenguer	will	manage	to	send	four	or	five	waves	at	you	before	the	wonder	isdone,	and	his	platoons	will	include	every	type	of	siege	weapon	except	scorpions.	Most	dangerous	are	the	trebuchets	and	bombard	cannons,	especially	since	they	fire	from	beside	the	protection	of	the	horrible	bombard	towers	to	the	north.
You	can	build	some	petards	to	knock	out	the	towers	one	by	one	while	things	are	quiet,	but	you	might	not	want	to	spend	that	much	money.	On	the	other	hand,	getting	rid	of	the	towers	will	allow	you	to	kill	off	attacks	long	before	they	reach	your	base.	Build	nothing	but	knights	from	your	two	stables,	and	keep	your	monks	andmissionaries	beside	or	in
one	of	your	castles	to	provide	much	needed	healingduring	and	after	every	battle.	Forget	the	blacksmith	upgrades	-	you	don't	havemuch	money	and	the	university	upgrades	are	much	more	worthwhile	in	a	siege	levellike	this.	Build	a	university	as	soon	as	you	can	and	work	towards	buyingeverything	it	offers.	Forget	the	Imperial	Age	as	well,	by	the	way	-
there's	noway	you're	getting	there	in	this	level.	A	tower	at	your	western	gate	is	a	good	idea,	and	the	two	upgrades	from	thetown	centre	will	help	your	peasants	move	faster	and	your	castles	and	tower	seefarther,	which	is	very	helpful	if	you	want	to	get	the	drop	on	all	those	mangonels	and	rams.	Your	pre-emptive	attacks	on	Berenguer	should	all	be
pretty	much	the	same:	spothis	legions	moving	towards	you,	send	your	knights	racing	out	to	hit	the	siegeweapons	hard	and	fast	(mangonels	are	lowest	priority,	as	your	castle	can	reachthem	later),	send	your	knights	back	to	base	to	get	healing	from	your	missionaries	once	all	the	siege	weapons	are	gone,	let	your	castles	delete	all	the	other	units,	replace
any	lost	knights	and	repair	any	walls	or	gates	in	readiness	for	the	next	assault.	It's	a	real	headache	this	level,	but	keep	an	eye	on	the	wonder's	progress	andsave	before	and	after	each	wave	of	Berenguer's	forces.	Try	to	grab	some	meleunits	attacking	your	walls	by	targeting	them	with	your	missionaries.	Once	the	wonder	is	done	you've	won.	QUICK
HELP	__________	Find	the	monastery	north	of	the	bridge	-	its	missionaries	will	come	in	veryhandy.	Build	nothing	but	knights.	Buy	all	upgrades	from	the	university	and	town	centre	-	the	rest	can	beignored.	Buy	what	you	need	from	the	marketplace	if	you	can	afford	it.	Watch	your	walls	and	gates	and	keep	them	repaired.	One	castle	isn't	enough	-	build
another	one	at	the	north	walls.	Don't	get	into	scraps	with	Berenguer's	non-siege	units	-	kill	off	the	weaponsand	retreat	to	the	castles.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.2.6	RECONQUISTA	_________________	This	one	follows	on	from	the	previous	level,	giving
you	the	same	base	you	justsaved	from	Berenguer.	Two	of	your	enemies	are	nothing	special,	but	the	third	andlast,	Yusuf,	has	a	base	which	will	be	very	difficult	to	assault	from	anywhere.	+++	Difficulty	-	3/3	Objectives:	Defeat	the	three	armies	of	Yusuf	so	that	Valencia	will	remain	free.	The	body	of	The	Cid	(near	the	Castle)	must	come	to	no	harm,	lest
the	peopleof	Valencia	realise	they've	lost	their	leader.	+++	You	can	pretty	much	forget	about	defending	Cid's	horse	-	if	you	get	your	baseprotected	properly	it	will	never	be	reached	by	your	enemies.	As	soon	as	the	level	starts,	build	peasants	and	get	them	started	working	oneach	of	the	four	resources	within	your	walls.	Mine	or	buy	50	stone	quickly,
which	will	give	you	enough	to	build	a	castle	as	close	to	your	southern	walls	as	you	can	get	it	(touching	the	stables	and	archeries).	This	is	critical	for	the	remainder	of	the	level.	ATTACKING	BLACK	GUARD	ARMY	(TURQUOISE)	______________________________________	While	you're	building	peasants	and	beginning	to	grab	resources	fast,	take	allyour
starting	combat	units	west	together	until	you	find	the	Black	Guard	Armybuildings.	Get	your	rams	to	hit	the	castle	while	your	other	units	support	them.	You	should	be	able	to	win	this	battle,	knock	down	the	castle	and	take	care	of	all	the	units	your	turquoise	enemy	will	be	sending	towards	your	base.	You	might	lose	most	of	your	own	units,	but	this
extremely	early	attack	will	do	you	a	big	favour	in	the	long	run.	Once	their	castle	is	down	pull	everyone	back	to	inside	your	walls	while	youwait	for	any	stray	enemies	to	come	and	get	hit	by	your	castles	and	towers.	Theyellows	might	be	attacking	from	the	south,	so	use	your	knights	to	bait	them	along	your	walls	to	within	range	of	one	of	your	castles,	then
clear	away	any	rams.	The	last	remnants	of	the	Black	Guard	Army	are	up	in	the	north,	but	there's	notmuch	there	-	just	some	archeries,	houses	and	a	siege	workshop.	Send	your	ownrams	and	horses	up	there	(you	should	have	added	a	few	more	knights	by	now)	andclear	out	the	rest	of	their	buildings,	and	you	should	be	able	to	defeat	themwith	no
problems.	Get	everyone	back	to	base,	and	make	sure	your	peasants	are	organised	andbringing	in	the	resources.	Send	a	horse	west	of	your	base	to	find	the	monasteryand	build	some	missionaries	if	you	can	afford	it.	Your	aim	here	is	to	have	three	castles,	one	north,	one	in	the	middle,	and	athird	at	the	south	of	your	base.	The	northern	one	won't	see
much	action,	but	itwill	definitely	help	get	rid	of	the	yellow	camels	and	horses	who	will	be	hassling	your	walls	and	gates.	The	middle	one	will	help	hit	some	green	ships	soon,	but	it's	that	southern	one	you	should	have	built	that	will	really	earn	back	its	cost.	You	will	be	under	constant	attack	from	the	Yusuf	ships	-	fire	ships,	galleonsand	elite	bombard
ships.	Use	your	own	meagre	navy	to	bait	any	you	see	into	rangeof	your	southern	castle,	then	get	rid	of	the	out	of	range	bombardiers	with	yourships	before	they	can	do	much	damage.	Stick	to	this	bait	tactic	on	the	seas	andthe	green	ships	should	be	pretty	easy	to	take	care	of.	ATTACKING	THE	BLACK	GUARD	NAVY	(YELLOW)
_______________________________________	Don't	try	this	until	you	have	a	few	trebuchets,	accompanied	by	lots	of	paladins	and	conquistadors.	You	should	have	relocated	your	lumber	operations	to	the	north	by	now,	but	the	stone	and	gold	in	or	near	your	base	should	still	be	going	strong.	Upgrade	everything	in	sight,	then	send	your	army	south	along	the



coast,	with	the	missionaries	bringing	up	the	rear.	You	will	pretty	soon	find	the	castle	near	the	beach,	with	the	town	centre	andseveral	other	unit	production	buildings	behind	it.	Use	your	horses	to	deal	withthe	yellow	horses	and	camels,	as	usual,	while	your	trebs	get	started	on	thebuildings.	Keep	everyone	together,	as	the	mamelukes	have	a	way	of
splitting	your	forces	up.	Even	if	your	first	attack	fails	you	should	still	have	done	the	yellows	enoughdamage	to	cripple	them	badly,	and	your	next	army	can	wipe	them	out	with	ease.Kill	off	the	last	of	the	peasants,	but	leave	the	marketplace	standing	if	youcan,	then	trade	with	it	once	the	Navy	has	been	defeated.	Hunt	around	this	western	island	for	all	the
gold	and	stone,	then	begin	replenishing	your	forces,	especially	your	navy.	You	can	also	research	bombard	towers	from	the	university,	so	get	some	of	those	up	in	support	of	your	southern	castle.	Use	your	ships	to	explore	the	sea.	You	should	find	an	island	in	the	north	witha	lot	of	gold	on	it,	but	don't	go	too	far	east	yet,	as	there	are	three	towers(Despair,
Desolation,	Agony)	which	can	cause	your	navy	serious	problems.	ATTACKING	YUSUF	(BLUE)	____________________________________________________V1.2	CONTRIBUTION_______________________________	Richard	Hochroth	"My	suggestion	here	begins	after	Black	Guard	Navy	has	been	destroyed.	We	haveto	deal	with	Yusuf	(who	is	green,	not	blue	in	my	game
for	some	reason).	It	isvery	simple	to	defeat	Yusuf's	3	towers	and	castles	before	even	setting	foot	onthe	Yusuf's	big	piece	of	land	where	his	base	lies.	1.	Establish	base	on	that	big	island	between	Yusuf	and	El	Cid	where	all	thegold	is.	I	had	my	villagers	there	mining	gold.	I	built	a	dock	here.	I	didn'tbuild	any	bombard	towers,	but	that's	definitely	an	option.
When	that	was	done,	Itransported	a	trebuchet	and	took	it	as	far	east	on	that	island,	where	the	greenmarsh	is.	From	there,	I	was	able	to	knock	down	the	guard	tower.	2.	Knocking	down	this	guard	tower	opens	up	a	new	opportunity.	At	this	point,I	was	building	a	massive	fleet	to	control	the	waters.	I	took	a	transport	shipand	a	few	trebuchets.	I	dropped
off	the	trebuchets	on	the	green	marsh	south	ofwhere	the	guard	tower	used	to	be.	From	there,	I	knocked	down	the	dock	and	firstof	the	3	castles.	My	navy	was	protecting	the	trebuchets	and	killing	off	anyhorses/trebuchets	that	may	be	attacking	my	trebuchets	from	land.	3.	After	knocking	down	that	first	castle,	look	to	the	southwest	of	thatmarsh.
There's	a	huge	marsh	area.	I	dropped	my	trebuchets	off	there	and	pulledthe	navy	back	a	little	out	of	the	reach	of	the	second	castle.	From	there,	mytrebuchets	took	out	the	second	castle.	4.	After	that,	you	can	see	the	second	guard	tower,	the	island	and	that	pieceof	land/marsh	that	sticks	out	northeast.	I	dropped	my	trebuchets	off	at	the	tipof	that	where
the	marsh	is	and	took	out	the	second	guard	tower.	5.	Repeat	the	same	process	to	knock	out	the	third	guard	tower	and	the	thirdcastle	by	finding	the	pieces	of	marsh	or	land	adjacent	to	those	structures	toknock	them	out.	Now	after	knocking	out	the	towers	and	castles,	your	navy	can	roam	free.	Yournavy	will	control	the	waters	of	this	entire	level	w/o
restrictions.	You	now	canassault	Yusuf	without	guard	towers	or	castles.	I	had	a	HUGE	navy	at	this	point.I	packed	up	4	transport	ships	filled	with	villagers,	horsemen,	and	trebuchets.	Iwent	to	the	north	part	of	Yusuf's	land	and	built	a	castle	with	my	massive	navyprotecting	the	villagers	(this	isn't	always	easy,	I	had	to	reload	once).	Ibrought	8	villagers
and	only	1	survived	despite	enormous	support	from	my	ships.My	ships	were	trying	to	knock	out	the	battering	rams	trying	to	destroy	thecastle	structure	(before	it	was	built),	so	that	allowed	some	horsemen	to	kill	myvillagers.	Once	I	got	my	castle	up	and	my	men	/	trebuchets	on	Yusuf's	land,	itwas	very	easy	to	take	out	the	docks,	Town	Center,	and	kill
all	the	villagers.	One	other	thing,	while	I	was	preparing	my	transport	ships,	I	kept	my	navy	onYusuf's	coastline	and	allowed	them	to	do	whatever	they	want.	They	were	so	strongthat	they	killed	very	solider,	monk,	or	horsemen	that	Yusuf	threw	at	them.	There	was	no	guard	towers,	trebuchets,	or	castles	to	harm	my	ships.	The	only	thing	at	that	point	to
kill	my	ships	were	monks,	who	were	easily	killed.	So	while	I	was	gearing	up	my	offensive,	my	ships	were	weakening	the	stables	and	seige	workshops	that	were	near	the	coastline."+++	Well,	all	of	this	would	clearly	be	helpful	for	the	mariners	of	this	game,people	who	have	the	patience	to	build	and	maintain	massive	navies	like	youobviously	did	here.
Personally	I	can	never	be	bothered	with	too	many	ships	andprefer	to	do	most	or	all	of	my	attacking	on	land,	which	is	why	I	didn't	think	ofdoing	things	your	way.	If	it	works	it	works,	but	I	still	prefer	to	use	the	sneaky	petard	strategybelow.	Your	way	also	has	the	disadvantage	of	leaving	Yusuf's	unit	productionbuildings	until	pretty	much	last,	which	isn't
doing	your	ships	any	favours;	butit	also	has	the	advantage	of	taking	out	the	guard	towers	and	castles	earlywithout	having	to	sacrifice	ground	units.	It's	a	different	strategy	anyway,	sothanks	a	lot	for	this.______________________________V1.2	CONTRIBUTION_______________________________	As	well	as	the	three	very	dangerous	towers,	Yusuf	has	a	base	with
two	docks	and	three	castles	arranged	along	its	coast.	The	base	itself	is	almost	totally	contained	in	the	eastern	corner	of	the	map,	and	there	are	several	unit	production	buildings	in	close	proximity	to	each	other,	not	including	those	castles.	This	is	one	base	that	you	have	to	hit	hard	on	your	first	attempt,	or	else	it	will	all	be	back	again	when	you	return.
After	a	lot	of	reloads	and	different	tactics,	I've	only	come	up	with	one	wayof	getting	rid	of	these	annoying	bastards.	A	castle	near	their	town	centre	isessential,	and	it's	also	very	important	to	get	rid	of	their	three	castles	first.	The	castles	are	the	only	buildings	the	peasants	won't	rebuild,	and	if	you	can	get	rid	of	them	and	their	annoying	trebuchets	your
own	castle	will	stand	a	much	greater	chance	of	surviving.	The	blues	are	masters	at	immediately	replacing	just	about	every	building	youcan	take	down,	and	there	will	be	a	constant	stream	of	units	coming	from	theirmultiple	unit	production	buildings.	They	don't	need	fortifications	with	a	production	line	this	efficient.	No	matter	what	armies	you	take	over
there,	Yusuf	will	always	be	faster	and	you'll	always	be	at	a	disadvantage.	So,	first	things	first.	Sneak	a	transport	ship	along	either	edge	of	the	map(behind	the	horrible	towers	on	the	islands)	and	get	scout	cavalry	to	leave	theships	and	run	around	inside	the	base.	You	can	research	Spies,	too,	but	it	tendsto	be	pretty	expensive	here.	Once	you	have	the
layout	of	the	base,	including	the	locations	of	the	castlesand	town	centre,	the	next	step	is	to	get	rid	of	the	castles.	Sneak	transports	inagain,	but	this	time	put	petards	and	four	or	five	paladins	on	them.	Run	thepaladins	around	in	circles	near	the	castle	to	draw	fire,	then	send	the	petardsin	while	Yusuf's	forces	are	going	for	your	decoys.	Fourteen	or
fifteen	petardscan	take	down	a	castle	in	one	shot,	after	which	you	can	put	your	paladins	backon	the	transport	quickly	and	beat	a	retreat.	Build	another	fifteen	petards	andgo	for	the	next	castle,	until	all	three	are	gone.	Trying	to	eradicate	the	siege	workshops,	archeries,	etc.	with	petards	is	awaste	of	time	-	they	just	get	rebuilt	right	away.	Even	the	town
centre	gets	resurrected	as	soon	as	you	knock	it	down.	The	only	way	to	keep	the	pressure	on	Yusuf's	base	while	you	work	on	taking	itdown	is	to	build	your	own	castle	near	their	town	centre.	It's	dodgy	and	it	willattract	attention,	but	if	you	can	get	multiple	peasants	to	erect	it	quickly	andfend	off	any	assaults	with	your	own	combat	units,	the	castle	will	do
you	a	bigfavour.	Yusuf	has	no	more	castles	from	which	to	build	trebuchets,	and	the	onlyother	units	he	has	which	can	harm	your	castle	seriously	are	the	rams.	Sneak	your	peasants,	paladins	and	conquistadors	in	from	the	west	ontransports,	and	run	all	the	way	up	to	just	south	of	the	blue	town	centre,	with	everyone	on	No	Attack	Stance.	Yusuf	shouldn't
react	to	your	presence	until	you	start	building	your	castle,	at	which	point	he	will	steam	most	of	his	land	units	towards	the	building	site.	I	used	eight	peasants	to	get	my	castle	up	fast,	while	letting	Yusuf	attack	mypaladins	and	conkies.	I	lost	a	lot,	but	that	was	OK	because	I	had	a	lot.	Thecastle	was	built	and	I	dumped	everyone	left	inside	immediately.
Then	I	just	letthe	castle	erase	all	of	Yusuf's	units,	including	the	peasants	in	and	around	the	town	centre.	This	makes	things	a	lot	easier,	because	now	when	you	start	wiping	out	the	unit	production	buildings	with	trebuchets	or	petards	from	your	new	castle,	they	will	not	be	rebuilt	nearly	as	fast	-	or	at	all	if	you	manage	to	get	all	the	peasants.	The	area
gets	easier	with	each	building	destroyed,	and	soon	I	had	the	upperhand.	To	win	I	just	had	to	kill	all	the	peasants	and	destroy	the	docks,	havingkilled	off	just	about	everything	else	on	the	island.	And	that's	the	end	of	the	El	Cid	campaign.	QUICK	HELP	__________	The	Black	Guard	Army	can	be	wiped	out	as	soon	as	the	level	starts.	The	most	important
defense	building	you	can	have	is	a	castle	in	between	yourarcheries	and	stables.	Bait	enemy	ships	to	within	its	range.	The	Black	Guard	Navy	is	just	another	standard	base	-	nothing	special.	Beware	of	the	three	towers	guarding	Yusuf's	coastline	-	they	are	very	tough	todestroy	unless	you	hit	them	with	trebuchets	from	nearby	land,	which	is	difficultto	do
since	the	land	is	Yusuf's.	Use	sneaky	tactics	to	weaken	Yusuf's	base	-	a	full	frontal	assault	will	hurtyou	more	than	him.	Get	a	castle	built	in	an	area	of	Yusuf's	island	where	it	will	attract	a	greatdeal	of	attention,	but	make	sure	there	are	no	blue	castles	or	trebuchets	leftbefore	you	start	building
it.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.3	MONTEZUMA++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	"Centuries	of	conquest	have	allowed	the	Aztecs	to	become	the	mightiest
empirein	Central	America,	But	when	strangers	appear	on	the	shores	of	the	CaribbeanSea,	Montezuma,	emperor	of	the	Aztecs,	is	unsure	whether	they	are	conquerors...or	gods.	Can	a	vast	empire	of	warriors	using	obsidian	spears	and	cotton	armorhold	off	mounted	invaders	armed	with	metal	armour	and	gunpowder?	Will	the	Aztecisland-city	of
Tenochtitlan	continue	to	conquer	the	Americas,	or	will	it	crumble	beneath	these	foreign	conquerors?"++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.3.1	REIGN	OF	BLOOD	____________________	This	level	is	very	simple	and	you	have	little	choice	in	what	units	to	fillyour
army	with.	+++	Difficulty	-	1/3	Objectives:	Capture	the	4	shrines	(Monasteries)	sacred	to	Quetzalcoatl.	Place	a	sacred	relic	in	each	of	the	4	shrines	(Monasteries).	+++	Begin	the	slow	process	of	building	up	your	base.	Concentrate	on	getting	allthe	houses	you	need	to	take	you	up	to	75,	and	make	sure	you	explore	the	area	tofind	its	boundaries.	You
should	end	up	with	three	gates	and	walls	at	the	threeentrances	to	your	base,	through	the	trees;	and	make	sure	you	back	each	entranceup	with	at	least	two	towers.	The	middle	entrance	will	be	the	most	popular,	so	try	parking	a	mangonel	behindyour	gates,	on	Stand	Ground	stance.	If	any	enemies	do	reach	your	buildings	nearthe	beginning	of	the	level,
just	ring	the	town	bell	until	they're	cleared	out.	Upgrade	and	so	on,	but	don't	bother	building	anything	from	your	barracks.Produce	a	lot	of	archers	and	crossbowmen,	as	well	as	three	or	four	rams.	Your	base	will	eventually	be	fine	and	your	enemies	won't	be	getting	past	yourgates	and	walls	without	getting	mown	down	by	your	towers.	Wait	until
you'vebought	all	the	upgrades,	etc.,	then	head	through	your	western	gate	towards	thefirst	monastery.	Before	you	go	for	the	monastery,	build	a	castle	just	outside	your	gate	andstart	building	jaguar	warriors.	This	castle	will	bear	the	brunt	of	the	enemies'	pathetic	attacks	(no	siege	weapons)	and	will	pretty	much	stand	forever	while	you	get	your	army
built.	You	should	have	four	groups:	jaguars,	ranged,	rams	and	monks	(capture	the	first	monastery	and	start	researching	-	also	place	the	first	relic	inside	it).	ATTACKING	TLATILUCO	(RED)	_________________________	You've	probably	found	their	first	tower	just	west	of	your	castle	-	hit	it	withrams	and	back	the	rams	up	with	your	ranged	units.	Keep
heading	west	to	findanother	tower	and	do	the	same	again.	Head	south	at	the	next	turn	and	destroy	thearchery	and	barracks	down	in	the	corner.	Now	head	north	to	find	the	main	base:	ram	the	castle	and	town	centre,	thendelete	the	remaining	buildings,	keeping	your	forces	close	together.	Leave	themarketplace	standing,	and	hunt	down	and	kill	the	last
of	the	peasants	and	towers	to	defeat	Tlatiluco	(check	in	the	middle	of	the	map,	as	they	sometimes	place	a	blacksmith	or	university	around	there).	Start	trading	with	their	marketplace	(switch	to	Ally)	while	you	move	on	to	thenext	enemy.	ATTACKING	XOCHIMILCO	(PURPLE)	_____________________________	Relocate	everyone	to	the	middle	of	the	map,	on
the	brick	road,	and	start	hitting	whichever	purple	buildings	you	find	there.	Their	base	lies	north-west,	so	cut	down	any	of	their	units	who	react	to	your	attack,	then	proceed	to	the	west.	You	will	soon	find	their	castle,	which	is	easy	enough	to	ram	down.	They	send	out	annoying	scorpions,	but	they're	not	hard	to	charge	down	with	your	scouts	once	the
castle	is	out	of	the	way.	This	base	is	just	a	repeat	of	the	red	one	-	search	and	destroy.	Their	unitproduction	buildings	are	mostly	in	the	northern	edge	of	their	base,	and	youmight	have	some	searching	to	do	to	find	the	last	of	their	peasants.	Before	you	leave	this	north-west	area	you	should	get	the	second	relic	into	thesecond	monastery.	You'll	have	to
build	a	dock	on	the	river,	then	a	transportship	to	take	a	monk	and	some	escorts	across.	There	are	a	few	jaguars	hangingaround	who	might	give	an	unguarded	monk	some	problems,	but	you'll	manage	it,	I'msure.	That's	two	relics	captured.	Now	shift	everyone	back	into	the	middle	of	the	map,	on	the	road	leading	eastto	the	gold	and	the	water.	This	is	the
way	to	your	final	enemy,	so	plant	another	castle	here	and	build	walls	and	a	gate	to	the	east	of	it,	between	the	trees.	Send	someone	around	to	the	third	monastery,	south	and	then	east,	and	stick	therelic	inside.	ATTACKING	TEPANACA	(ORANGE)	___________________________	Leave	your	second	castle	where	it	is	while	you	pull	your	entire	army	back
toyour	original	town	centre.	The	easiest	way	to	attack	Tepanaca	is	through	youreastern	gate,	past	the	pool,	through	the	palisade	wall	enclosure	with	the	bigcats	in	it,	and	on	to	the	north.	I	had	five	rams,	five	petards,	three	monks;	and	the	rest	of	my	army	was	jaguars	and	ranged	units.	Park	everyone	at	that	pool	and	smash	down	the	wooden	walls,	then
send	everyone	north	along	the	edge	of	the	map.	The	orange	castle	is	right	there,	so	hit	it	with	rams	while	your	other	units	explore	to	the	west.	You	should	find	the	town	centre,	and	your	five	petards	can	drop	it	immediately,	leaving	everyone	else	to	wipe	out	any	remaining	units	and	peasants.	This	shouldn't	be	hard	-	if	you	built	your	second	castle	right
next	to	the	batch	of	gold	on	the	road,	the	oranges	should	have	been	sending	all	their	units	to	attack	it	and	die.	Tepanaca	should	fall	easily,	and	once	they	do	you	should	collect	your	unitstogether	at	the	site	of	their	ruined	castle.	You	can	get	to	the	last	monasteryby	heading	north	and	west,	but	this	one	is	guarded	by	a	few	orange	eaglewarriors.	They
will	destroy	the	monastery	if	you	don't	kill	them	first,	soremove	them	and	put	the	fourth	and	last	relic	into	the	building.	If	you've	got	each	relic	in	each	monastery	but	no	victory	message	is	comingup,	it	might	be	because	you	switched	to	Ally	with	one	of	your	enemies	for	thesake	of	market	trading.	Switch	back	and	the	level	should	end.	QUICK	HELP
__________	Build	houses	quickly,	and	gates	and	walls	at	the	three	bottlenecks	to	preventthe	big	bunches	of	enemies	getting	at	your	town	centre.	Your	enemies	cannot	possibly	stand	up	to	even	one	castle.	Only	capture	the	relics	when	you	know	the	monasteries	will	be	safe.	You	can	build	big,	cheap	armies	in	this	level,	so	don't	waste	too	many	pop.slots
on	peasants.	Sneaking	through	the	back	route	of	an	enemy	base	will	always	be	to	youradvantage.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.3.2	THE	TRIPLE	ALLIANCE	_________________________	This	is	one	of	the	levels	least	likely	to	give	you	headaches	on	defense.
Ifyou	know	what's	going	to	happen	you	can	nullify	all	the	threats	before	they	come,	and	if	you	do	that	then	this	level	will	give	you	no	trouble.	+++	Difficulty	-	1/3	Objectives:	Deliver	the	summons	of	war	to	the	Texcoco	town	centre.	Deliver	the	summons	of	war	to	the	Tlacopan	town	centre.	+++	Nothing	difficult	here	-	just	take	your	guys	to	the	yellow
town	centre	andthen	to	the	purple	one.	Neither	of	your	allies	seems	to	like	their	new	orders,so	bear	this	in	mind	for	the	rest	of	the	level.	Note	the	relic	sitting	in	thesouth	of	the	purple	base.	There	are	two	more	farther	north,	but	they'll	berevealed	later.	DEFEAT	THE	TLAXCALANS	BY	DESTROYING	THEIR	4	TOWN	CENTERS	A	transport	ship	will
appear	and	start	sailing	up	river,	so	stop	it	when	yousee	it	and	offload	your	peasants	onto	the	east	bank.	Search	the	south-east	forest	for	a	big	bunch	of	berries,	with	gold	south	of	it,	among	the	trees.	Site	your	town	centre	in	the	clearing	with	the	berry	bushes	and	start	building.	Your	first	aim	is	to	get	to	the	Castle	Age	as	soon	as	possible,	so	that
youcan	build	a	monastery	to	grab	those	relics	before	anyone	else	does.	You	can	easily	reach	the	Castle	Age	before	your	allies,	but	the	quicker	you	get	the	relics	the	more	gold	you'll	have.	Start	trading	with	their	marketplaces,	too,	though	your	carts	may	be	attacked	en	route	to	the	yellow	base.	Build	walls	and	gates	at	any	gaps	in	the	trees	which	lead
to	the	purple	base,and	build	two	or	three	towers	beside	the	river	to	the	west,	close	enough	to	hitany	red	ships	which	may	(will)	be	coming	down	there	later.	Don't	build	a	castle	in	your	base	-	you	won't	need	it	there.	Instead	build	onecastle	right	next	to	the	purple	town	centre,	and	another	right	next	to	theyellow	town	centre	(garrison	some	jaguar
warriors	in	the	yellow	one).	You	might	also	want	to	put	some	unit	production	buildings	next	to	each,	for	safety.	Build	up	your	armies	with	whatever	you	please	(include	some	rams),	and	shift	them	all	to	one	of	the	islands	north-east	of	the	red	base,	in	a	good	position	to	launch	an	attack	on	the	red	town	centre	which	your	allies	will	surely	now	have
discovered	for	you.	Before	you	attack	the	red	base,	you	might	want	to	explore	the	area	north-eastof	the	yellow	base.	There	is	a	bridge	leading	to	a	gated	enclosure,	and	if	youbreak	the	gate	down	and	go	up	the	hill,	past	the	towers,	you	get	an	objective.	OPTIONAL	BRING	10	ELITE	JAGUAR	WARRIORS	TO	THE	TEMPLE	OF	TLALOC	AND
BEREWARDED	The	warriors	you	send	in	get	an	apparent	attack	bonus,	though	this	hardlyseems	like	much	of	a	reward	to	me,	given	all	the	trouble	you	went	to.______________________________V1.3	CONTRIBUTION_______________________________	James	Hogan	"I	noticed	that	you	made	a	mistake	in	your	Montezuma,	Triple	Alliance	guide.Where	you	bring
the	10	Jaguar	Warriors	to	the	temple	for	them	to	be	upgraded,they	don't	simply	get	an	attack	bonus,	but	they	get	another	400hp,	bringing	themup	to	450hp."	+++	Thanks,	I	didn't	spot	this.______________________________V1.3	CONTRIBUTION_______________________________	ATTACKING	TLAXCALA	(RED)	________________________	Move	west	from	here
and	ram	their	next	town	centre,	deleting	any	guards	in	theprocess.	Destroy	the	nearby	buildings	and	then	move	south	to	find	lots	ofarcheries	and	barracks	and	a	monastery	on	another	island.	This	place	will	giveyou	the	most	trouble,	so	keep	your	ranged	units	mobile	and	your	rams	protected	-watch	out	for	ships	on	the	river.	And	make	sure	you	find
and	take	that	relicfrom	the	middle	of	this	island.	Once	this	island	is	cleared	out	the	reds	are	crippled,	so	move	everyonenorth-west	to	find	the	back	of	their	base,	where	they	have	a	poorly	defendedcastle,	a	third	town	centre	and	a	handful	of	houses.	There's	a	dock	and	a	millto	the	north-east.	Wipe	these	out	and	you're	told	that	there's	only	one	town
centre	remaining.It's	south-west	of	the	second	one,	beside	another	dock.	Once	it's	gone	you	cankill	off	the	red	peasants	and	defeat	Tlaxcala.	DEFEAT	YOUR	FORMER	ALLIES,	THE	TLACOPAN	AND	TEXCOCO	Yup,	your	allies	stab	you	in	the	back.	This	is	where	those	two	castles	come	inpretty	useful,	since	they	should	now	be	firing	on	both	town
centres.	Eject	thejaguar	warriors	from	your	yellow	castle	to	deal	with	those	rams,	and	hurry	yourmain	army	down	to	the	yellow	base	and	start	picking	fights	around	your	castle.Build	petards	from	it	to	delete	the	yellow	buildings	quickly,	and	build	backup	units	from	your	other	buildings	to	quickly	erase	the	yellow	units.	Now	do	the	same	again	with
Texcoco.	Your	castle	in	the	purple	base	might	bepretty	damaged	by	now,	but	the	best	the	purples	can	do	is	mangonels,	so	your	castle	should	be	able	to	defeat	the	purples	on	its	own.	If	not,	get	some	units	over	there	to	help	out.	Once	both	your	former	allies	are	finished	a	new	threat	appears	in	the	farnorth,	allowing	a	nice	segue	into	the	next	level.
QUICK	HELP	__________	Picking	up	the	relics	fast	from	the	purple	base	will	allow	you	to	forget	aboutbuilding	gold	miners,	leaving	more	space	for	a	bigger	army.	Build	castles	and	unit	production	buildings	next	to	the	town	centres	of	eachof	your
allies.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.3.3	QUETZALCOATL	__________________	This	level	can	be	hell	if	you	don't	do	it	right.	99%	of	the	difficulty	comesfrom	the	protection	afforded	to	the	Spanish	by	the	ships	on	the	river	-	get	ridof	them	and	it's	just
another	base	you	have	to	attack.	+++	Difficulty	-	2/3	Objectives:	Defeat	the	Tlaxcalans.+++	Forget	about	saving	your	allies	-	I've	built	a	castle	next	to	their	towncentre	to	help	them	out,	yet	they	still	managed	to	be	defeated.	You	have	enoughtrouble	getting	your	own	base	in	order,	so	ignore	Tabasco	altogether.	The	best	way	to	defend	your	base	is	to
get	your	stone	up	quickly,	build	gates,walls	and	towers	at	all	the	routes	into	your	base	except	for	the	western	one,then	build	a	castle	just	beside	that	western	entrance,	so	that	all	your	enemies	will	be	fed	through	there	and	have	to	pass	your	castle.	For	defense	units	rely	on	eagle	and	jaguar	warriors,	and	just	build	and	develop	your	base	while	you	let
your	castle	do	the	majority	of	your	defending.	Your	warriors	should	be	able	to	chase	down	and	kill	off	any	rams	or	bombard	cannons	who	try	to	sneak	in.	ATTACKING	TLAXCALA	(RED)	________________________	You	will	soon	run	out	of	gold	and	stone,	so	search	to	the	north	for	more.	Youshould	be	able	to	buy	or	scrape	together	enough	stone	for	a
second	castle,	sobuild	it	just	next	to	the	palisade	walls	with	the	gap	in	it,	east	of	the	bridgeleading	into	the	Tlaxcalans'	base.	This	castle	will	catch	pretty	much	all	theircombat	units,	and	they	have	no	dangerous	siege	weapons	to	hit	you	with.	Buildsome	more	unit	production	buildings	south	of	your	castle,	and	start	mining	thegold	and	stone	nearby	once
you've	taken	care	of	the	red	towers	on	the	bridge.	If	you've	reached	the	Imperial	Age	you	can	use	trebs	to	attack	the	red	base;but	if	not	just	use	your	upgraded	rams.	Head	north	of	the	bridge	first,	to	findthe	monastery	and	university	in	a	walled	enclosure.	Once	this	area	is	clear	advance	slowly	across	the	bridge,	protecting	your	rams	with	ranged
units,	and	protecting	your	ranged	units	with	monks	and	warriors.	You	will	find	the	castle	to	the	west,	so	ram	it	to	the	ground	and	hit	the	town	centre	to	the	north-east.	There's	another	town	centre	west	of	the	castle,	and	once	that's	gone	it's	just	about	over	for	Tlaxcala,	and	you	can	start	mining	all	the	gold	they	were	hoarding.	Their	defeat	will	trigger
another	objective.	CAPTURE	20	SPANISH	HORSES	AND	RETURN	THEM	TO	THE	FLAGGED	PEN	IN	THE	AZTECCAMP	OR	DEFEAT	THE	SPANISH	Since	capturing	the	horses	necessitates	going	into	the	Spanish	base	and	erasing	a	lot	of	their	buildings,	I'll	approach	this	second	half	of	the	level	as	though	you're	intending	to	eradicate	your	blue
enemies	altogether.	Another	thing	about	the	horses:	they're	trapped	in	palisade	walled	pens,	andyour	allies	have	an	annoying	tendency	to	attack	and	destroy	these	walls	and	gain	control	of	the	horses.	The	Spanish	react	to	the	horses	as	though	they	were	enemy	units,	and	they	head	through	the	broken	walls	and	kill	them	off.	You	may	not	even	be	able
to	get	20	if	this	happens	to	you.	ATTACKING	CORTEZ	(BLUE)	_______________________	What	makes	Cortez	so	irritating	is	his	elite	bombard	galleons,	who	are	rangedup	and	down	the	central	river.	The	Spanish	don't	have	a	dock	and	they	won'tbuild	one,	so	at	least	no	more	ships	will	appear	once	you've	taken	down	thefirst	lot.	But	you	won't	believe	how
many	units	you	can	lose	if	you	just	blunder	into	his	base	without	taking	measures	against	those	ships.	First	of	all,	don't	bother	building	a	dock.	Without	going	into	detail,	it's	awaste	of	time,	no	matter	where	you	put	it.	Secondly,	don't	even	go	near	the	river	until	Tlaxcala	has	been	defeated.	Sticka	castle	at	the	river	crossing	just	beside	where	your	ally's
town	centre	used	tobe,	then	build	some	more	unit	production	buildings	west	of	it.	This	will	be	yournew	base	from	which	to	attack	Cortez.	Get	your	army	together	and	make	sure	you	include	five	or	six	trebuchets	(killoff	most	of	your	stone	miners,	farmers	and	lumberjacks	to	make	room	-	you	should	have	tons	of	resources	by	now).	From	the	site	of	your
ally's	old	town	centre,	head	due	north	to	the	trees	and	farther	north	until	you	find	the	river	mouth.	Use	your	trebuchets'	line	of	sight	to	find	the	two	galleons	and	target	anddestroy	them	if	you	can,	protecting	your	trebs	from	Cortez's	ground	units	withyour	own	archers	and	crossbowmen.	Only	advance	east	along	the	little	archipelagoonce	those	two
ships	are	gone.	Send	your	rams	east	before	any	other	units	and	get	them	to	hit	the	stable	andwhatever	other	buildings	are	at	the	north	end	of	the	Spanish	base.	Your	ramswill	be	getting	hit	by	bombard	cannons,	so	rush	your	faster	units	in	and	get	ridof	the	bombardiers	fast,	as	they	can	give	you	big	problems.	With	their	siegeweapons	gone	the	Spanish
find	themselves	in	trouble,	and	they	should	have	fewguards	inside	their	base,	since	most	of	them	will	have	been	sent	to	die	againstyour	castle	walls.	Destroy	the	town	centre	and	the	other	nearby	buildings	with	your	trebuchets	-hit	those	two	monasteries	to	the	south-west	as	well.	There	are	two	more	galleonsin	the	water	on	the	east	edge	of	the	map,	so
use	your	trebuchets	again	and	don't	head	south	until	the	ships	are	gone.	From	here	it's	a	stroll.	The	Spanish	are	all	but	defeated	at	this	point,	andyour	ranged	units	will	be	picking	off	peasants	and	stray	combat	units.	Take	out	the	two	towers	to	the	south;	a	guard	tower	on	the	near	side	of	the	river	and	a	bombard	tower	on	the	other	side.	Head	south
over	the	river	with	everything	you	have,	hugging	the	trees	to	the	east	to	avoid	the	castle	to	the	west.	Start	using	your	trebuchets	again,	and	be	aware	that,	as	well	as	the	castle	to	the	west,	there	is	a	siege	workshop	a	little	to	the	south,	guarded	by	bombard	cannons	(probably).	There	are	also	two	more	towers	farther	south,	one	of	which	is	a
bombardier.	None	of	this	should	give	you	too	much	trouble,	and	once	it's	all	gone	you	canresearch	Spies	from	the	castle	and	start	clearing	out	the	remaining	blue	units.You	might	have	missed	a	bombard	tower	in	the	south-east,	or	the	odd	peasant	oreven	a	ship.	Erasing	them	all	wins	you	the	map.	QUICK	HELP	__________	Ignore	your	allies.	Build	a
castle	in	your	base	and	use	walls	and	gates	to	feed	your	enemiestowards	it	-	guard	the	castle	with	a	few	mele	units	to	defend	against	rams	andbombard	cannons.	The	batches	of	stone	and	gold	south	of	the	red	base	are	the	ones	you	should	go	to	when	your	initial	stocks	run	out.	Your	ally's	old	territory	makes	a	good	place	for	a	secondary	base.	Clear	out
the	river	of	as	many	ships	as	you	can	before	assaulting	the	bluebase.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.3.4	LA	NOCHE	TRISTE	_____________________	A	horrible	mission	if	you	do	what	the	computer	expects	you	to	do,	so	don't.	+++	Difficulty	-	1/3	Objectives:
Destroy	the	Spanish	wonder	to	end	their	influence	in	Tenochtitlan.	+++	Head	south	along	the	edge	of	the	map	until	you	meet	a	bunch	of	other	units	whowill	join	you,	and	get	a	new	objective.	RESCUE	THE	AZTEC	WARRIORS	HELD	PRISONER	BY	THE	TLAXCALA	Go	back	north	to	your	starting	point,	then	farther	north	to	find	another	loneeagle
warrior,	then	farther	to	find	two	bunches	of	red	goons	guarding	two	transport	ships.	Pick	a	fight	with	the	bunch	on	the	left	and	get	the	transports,	then	take	out	the	other	bunch	if	they	approach.	TRAVEL	ACROSS	LAKE	TEXCOCO,	WHERE	YOU	MAY	SAFELY	GATHER	RESOURCES	Take	all	your	units	north	on	the	transports,	then	unload	them	on	the
northbeach.	Destroy	the	two	conquistadors	and	head	north	to	the	corner	of	the	map.	You	will	find	an	enclosure	with	some	jaguars	inside,	and	you	can	destroy	thewalls	with	your	ranged	units	to	set	the	jaguars	free.	They	should	attack	themonk	but	they	might	also	attack	you,	too,	when	you	pass.	I	prefer	to	just	rushthe	monk	and	kill	him.	From	here
head	east	to	find	a	mangonel,	and	use	it	along	with	your	other	unitsto	take	out	the	six	guards.	Farther	east	are	some	buildings	and	a	tower	-	destroy	the	tower	with	the	mangonel,	but	ignore	the	other	buildings	(kill	the	peasants).	You	can	get	more	units	from	the	next	enclosure	to	the	east,	and	you'll	getinto	a	fight	with	more	red	guards	on	the	bridges.
Don't	go	any	farther	east	-there's	a	castle	over	there.	Kill	off	that	ship	with	your	ranged	units	and	mangonel,	then	take	veryone	downthe	bridge	until	you	hit	the	island.	Make	sure	all	your	units	are	on	No	AttackStance	here,	and	stop	them	at	the	end	of	the	bridge.	At	this	point	the	game	wants	you	to	rush	everyone	onto	those	transports	ndhead	far	south
to	start	a	base,	but	this	is	pointless	bollocks.	If	you	want	todo	this,	fine,	but	this	walkthrough	doesn't	cover	such	a	strategy.	Building	abase	(with	some	free	buildings)	down	there	results	in	constant	-	and	I	do	meanconstant	-	hassle	from	enemy	ships,	and	you	end	up	being	extremely	frustratedspending	all	your	time	getting	rid	of	more	and	more
galleons.	Instead	I	prefer	to	destroy	the	gate	on	the	west	wall	with	my	mangonel,	anduse	my	other	units	to	fend	off	any	enemies	who	come	to	investigate	(there	should	be	hardly	any).	Removing	the	gate	takes	time,	but	you'll	have	enough	if	you	stick	with	it.	Once	it's	gone,	move	all	your	units	through	the	gap	and	down	across	the	littlebridge	to	the
south-east.	Head	due	east	from	here	to	find	one	peasant	working	onthe	wonder.	Kill	him	with	your	ranged	units	then	send	some	mele	units	to	attackthe	building	site,	while	your	mangonel	attacks	the	middle	of	it.	Try	to	haveyour	units	attack	the	wonder	while	remaining	out	of	range	of	the	two	castlesbehind	it.	This	will	of	course	draw	unwanted
attention,	so	keep	your	eyes	open	for	mangonels,	missionaries	and	conquistadors.	If	you	hit	them	before	they	can	hit	you,	and	keep	your	mangonel	battering	away	at	the	wonder,	you	can	have	it	down	and	the	level	won	without	ever	having	to	build	a	thing.	QUICK	HELP	__________	When	you	find	the	first	yellow	gate	you	can	have	your	mangonel	attack	it
whilethe	rest	of	your	units	remain	on	No	Attack	Stance.	Keep	your	mangonel	attacking	the	wonder,	while	the	rest	of	your	units	protectit	from	the	nearby	guards.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.3.5	THE	BOILING	LAKE	______________________	This	is
another	one	that	stops	being	tricky	when	you	get	what	the	trick	is.The	game	makes	a	big	deal	about	telling	you	to	defend	your	given	bases,	but	you	can	almost	forget	about	them	entirely.	Once	you	get	the	defense	of	your	real	base	sorted,	the	level	becomes	anotherbuild-and-direct	fest.	+++	Difficulty	-	2/3	Objectives:	Defeat	the	Tlaxcalans	and
Spanish.	+++	You	start	off	in	a	precarious	position	with	no	room	to	build,	so	take	all	theunits	you	have	(apart	from	your	ships)	and	send	them	to	the	north-west	corner	ofthe	map.	Build	a	lot	more	peasants,	and	explore	the	seas	while	your	units	moveto	the	site	of	their	new	base.	If	you	do	this	level	right	you	won't	lose	any	ofthese	buildings.	Build	a	town
centre	in	the	clearing	north	of	the	westernmost	beach,	justbeside	the	stone.	Don't	go	too	far	east	though,	as	there	is	a	dangerous	bombardtower	lurking.	You	will	also	have	been	told	of	a	new	objective.	OPTIONAL:	BRINGING	CAPTURED	SPANISH	UNITS	TO	THE	PLAZA	(INSIDE	THE	TORCHES)WILL	ALLOW	YOU	TO	CREATE	NEW	UNITS
BRINGING	HORSES	WILL	CREATE	CAVALRY	BRINGING	TRADE	CARTS	FULL	OF	GUNPOWDER	WILL	CREATE	BOMBARDS	You	can	deal	with	this	later.	Right	now	your	aim	is	to	get	your	town	up	andrunning	and	properly	defended.	You	should	get	surprisingly	little	hassle	fromenemy	ships,	despite	what	the	Hints	window	tells	you.	It's	not	hard	to
have	anarmada	of	fifteen	or	more	ships	scouring	the	seas,	and	they	can	easily	mop	upany	fleets	the	blues	send	at	your	docks.	The	quickest	way	to	get	rid	of	the	pesky	tower	is	to	take	a	fast	unit	alongthe	beach	and	around	to	the	north,	to	the	back	of	the	tower	(stay	out	of	itsreach).	You	should	find	a	ruined	building	and	some	trade	carts.	Send	the
tradecarts	down	to	the	south-east	corner	of	the	map,	where	your	flagged	castle	is.Make	sure	you	send	the	carts	into	the	flags	one	at	a	time	so	you	get	all	fivebombards.	If	you	get	the	bombards	captured	and	back	up	to	your	north-west	base	as	fastas	you	can,	you	can	destroy	the	tower	before	the	blues'	first	attack,	which	willconsist	of	mostly	siege
weapons.	If	the	tower	is	gone	your	units	can	get	in	atthe	blue	bombards	much	more	easily.	Tlaxcala	will	also	be	sending	units	your	way,	but	nothing	that	a	ring	of	thetown	bell	can't	solve.	Keep	an	eye	on	the	perimeter	of	your	base	until	you	have	enough	stone	to	build	walls	in	between	the	clumps	of	trees.	You	can	then	build	a	castle	just	next	to	that
ruined	building	you	found,	and	use	your	walls	to	feed	your	enemies	towards	that	very	spot.	This	makes	defending	your	base	much	easier.	As	for	how	to	plan	your	town:	build	your	unit	production	buildings	in	the	verynorth-west	corner,	west	of	the	enclosure	full	of	horses,	whose	gate	you	canknock	down	to	send	the	horses	all	the	way	back	to	the	flags
for	some	cavalry.Don't	build	a	castle	near	your	town	centre,	because	there's	not	a	lot	of	stoneabout.	Just	surround	it	with	walls	and	the	odd	tower	to	keep	a	watch.	Build	a	mill	down	at	the	berry	bushes	while	you're	trying	to	get	your	firststocks	of	food	up,	but	build	the	farms	around	your	town	centre	for	safety.	You	can	mine	the	stone	north	of	the
ruined	building	once	the	initial	batch	isgone,	and	there	is	an	island	with	tons	of	gold	on	it	due	east	of	your	north	westbase.	Once	your	infrastructure	is	in	place	start	filling	up	your	much	bigger	thanusual	pop.	limit	with	mostly	basic	units.	Upgrade	everything	to	hell	from	theuniversity,	etc.	Make	sure	you	include	some	trebuchets	to	complement	your
bombards,	and	stick	in	some	monks	and	petards,	too.	Your	ships	can	do	nicely	with	between	ten	and	fifteen	units.	By	the	way,	if	you	feel	like	exploring	for	some	bounty,	try	dropping	someunits	off	in	a	transport	ship	in	the	very	south-east	corner	of	the	map.	Fromhere	you	can	head	north	along	the	map's	edge	to	find	more	gold,	horses,	tradecarts	and	a
relic.	Build	some	more	unit	production	buildings	around	the	castle	you	built	south	ofthe	big	crop	of	stone,	and	prepare	to	attack	Tlaxcala.	ATTACKING	TLAXCALA	(RED)	________________________	This	is	pretty	easy,	but	a	bit	messy,	too.	Push	everyone	east	and	use	yourtrebuchets'	line	of	sight	to	see	what's	ahead.	Hit	the	north	part	of	their	base	first,	and
try	to	kill	off	the	two	blue	towers	east	of	the	red	buildings.There's	a	castle	to	the	south,	among	most	of	the	rest	of	their	buildings,	and	the	only	real	trouble	comes	from	trying	to	delete	the	scorpions	while	avoiding	the	castle.	Drop	everything	with	trebuchets	and	guard	them	with	every	other	unit.	Leave	your	bombards	out	of	this	by	the	way	-	they're	too
weak	both	defensively	and	offensively.	As	long	as	you	keep	everyone	together,	don't	let	your	archers	or	warriorsrange	too	far	ahead,	and	take	out	the	buildings	one	by	one,	Tlaxcala	will	haveno	chance.	Once	they're	gone	you	have	the	slightly	more	dangerous	Spanish	totake	care	of.	ATTACKING	CORTEZ	(BLUE)	_______________________	Pull	everyone
back	from	the	destruction	of	the	red	base	and	regroup.	Fill	outyour	army	to	the	max	again	(though	you'll	hardly	need	it),	and	send	your	shipsalong	the	coast	to	get	rid	of	any	blue	ships	hovering	around,	ready	to	hit	atyour	passing	ground	units.	Hit	the	north	castle	with	your	trebuchets	first,	and	use	your	bombards	to	wipeout	any	blue	trebuchets	that
might	be	guarding	the	castle.	The	blues	will	throwa	few	other	ground	units	at	you,	but	by	this	point	they	should	have	not	muchleft	in	their	arsenal,	and	any	blue	units	coming	down	that	hill	can	just	strollinto	a	barrage	of	arrows	and	crossbow	bolts.	With	the	castle	gone	you	can	advance	east	up	the	hill	to	find	their	towncentre.	They	may	have	one	or
two	towers,	and	be	trying	pathetically	to	buildsome	rams	from	the	siege	workshop,	but	your	army	can	just	roll	over	this	placein	seconds,	leading	to	victory.	QUICK	HELP	__________	Build	lots	of	peasants	from	your	first	town	centre	but	send	them	all	northwest	to	start	a	new	base.	Try	to	find	the	trade	carts	very	quickly,	then	send	them	back	to	the
flags(one	by	one)	and	send	the	bombards	up	to	hit	that	bombard	tower	in	the	north	-this	will	let	you	fend	off	the	first	blue	ground	attack	much	more	easily.	Bottleneck	your	enemies	into	approaching	your	outer	castle,	otherwise	they	cansneak	into	your	base	from	lots	of	different	places.	Don't	go	overboard	with	the	number	of	ships	you	build	-	you	really
won't	needmore	than	fifteen.	Explore	the	eastern	peninsula	for	some	bonuses,	including	a	relic.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.3.6	BROKEN	SPEARS	___________________	This	level	looks	and	sounds	a	lot	tougher	than	it	is,	so	I	can't	really	giveit	the
highest	difficulty	rating.	If	you're	quick	at	responding	to	warnings	ofattack	you	can	direct	your	forces	easily,	especially	since	two	of	your	threeenemies	keep	mindlessly	throwing	units	against	your	fortifications,	while	thethird	produces	armies	made	of	piffle.	+++	Difficulty	-	2/3	Objectives:	Defeat	the	Tlaxcala,	the	Spanish	Army	and	the	Spanish	Navy.
+++	Erm,	yes.	Well,	it	should	be	pretty	obvious	that	you	need	some	fast	fortifications	fast,	with	all	speed.	You've	got	three	town	centres,	each	with	some	peasants	scattered	around	them.	Get	resourcing	and	building	more	peasants	-	you	especially	want	stone.	The	aim	is	to	get	enough	stone	to	build	a	castle	on	the	northern	tip	of	yourbase,	between	the
dock	and	the	gate	leading	north-west;	and	another	castle	away	down	to	the	south-west	on	the	island	where	the	three	long	bridges	meet.	That's	a	lot	of	stone,	so	get	cracking	on	those	peasants.	You're	back	to	apathetic	75	pop.	limit	again,	so	start	building	an	army	while	you	put	your	first	castle	on	the	south-west	island.	Destroy	the	two	barracks	first,
and	kill	the	red	peasants	going	for	the	gold.	Once	the	castle	is	up,	build	another	archery,	a	barracks,	a	monastery	and	gates	at	the	bridge	to	stop	the	purple	invaders.	That	castle	can	defend	your	troops	while	you	build	them	up	from	here.	Bung	inat	least	four	trebuchets	before	you	hit	your	limit.	While	you're	building	thisfirst	army	you	should	also	be
building	a	second	castle	on	the	north	tip	of	yourbase,	since	this	area	will	see	action	from	both	the	purples	and	the	blues.	Makesure	you	build	ten	or	more	ships	from	the	nearby	dock,	and	get	them	to	sit	rightnext	to	your	castle	-	you	will	need	these	ships	to	kill	any	bombards,	mangonelsor	trebuchets	who	will	come	along	that	north-west	bridge.	They
can	also	baitblue	ships	into	range	of	your	castle.	ATTACKING	TLAXCALA	(RED)	________________________	Once	your	southern	army	is	ready	send	them	along	the	south-east	bridge.	Yourtrebuchets	will	spot	the	tower	and	castle	at	the	end,	so	knock	them	down	whileyour	other	units	protect	the	trebuchets.	Clear	out	as	many	of	the	red	buildings	as	you	can
-	there	are	more	farther	south-east.	You	might	not	make	it	all	the	way	to	a	red	defeat	on	this	first	try,	but	you	should	have	done	the	reds	a	lot	of	damage	and	destroyed	a	lot	of	buildings	before	your	last	unit	falls.	Replenish	your	army	if	you	need	to	from	the	mini-base	you've	just	built,	andkeep	an	eye	on	that	second	castle	and	the	health	of	your	ships.
Once	your	second	bash	at	the	reds	is	up	and	running,	send	them	south	and	finish	off	the	remainder	of	the	red	buildings	and	units.	They	offer	little	in	the	way	of	defense	-	they	may	have	another	castle	way	down	to	the	south,	but	nothing	your	trebuchets	can't	smash.	You	should	manage	to	defeat	the	reds	on	this	second	go,	which	means	you	now	have	a
lot	of	breathing	room,	not	to	mention	tons	of	undefended	gold.	While	your	army	was	away	you	should	not	have	run	into	too	much	trouble	fromthe	other	two	enemies.	The	blue	ships	may	succeed	in	knocking	out	a	couple	oftowers,	but	send	your	own	ships	over	there	as	soon	as	you	get	any	warning.	Ifyou	can	also	manage	to	kill	off	the	purple	siege
weapons	before	they	get	alongthat	north-west	bridge,	the	lesser	purple	units	can	all	be	caught	by	yournorthern	castle.	You're	basically	defending	your	whole	main	base	with	ten	or	soships.	Before	you	attack	Cortez's	Army,	make	sure	all	your	peasants	are	still	findingresources,	that	your	gold	miners	have	been	relocated	to	the	old	red	territory,that
everything	is	upgraded	and	repaired	(including	ships),	and	that	all	gatesand	walls	are	intact.	You	won't	be	needing	them	for	much	longer	anyway,	but	mymain	base	got	jumped	by	a	transport	full	of	purple	knights	while	I	was	awayattacking	their	base.	Ring	the	town	bells	if	you	do	get	invaded	unexpectedly,and	keep	one	or	two	spare	eagle	warriors
handy	around	your	main	base	-	they	arefast	enough	to	bait	invaders	towards	a	castle.	ATTACKING	CORTEZ'S	ARMY	(PURPLE)	________________________________	After	attacking	and	defeating	the	reds,	your	main	army	should	be	back	at	yoursouth-west	castle,	fully	replenished	and	healed.	Send	them	up	the	longnorth-west	bridge	to	the	grass,	then	go
west	and	north	again,	around	the	trees,along	the	edge	of	the	map	to	find	a	castle	guarded	by	some	conquistadors	andmaybe	a	trebuchet.	Destroy	the	castle	with	the	trebs	while	your	ranged	unitstake	care	of	everything	else.	Work	your	way	up	and	along	from	here	-	there	is	very	little	else	to	say.	Yourarmy	should	be	more	than	capable	of	deleting
whatever	else	the	purples	have	instore,	and	their	second	castle	and	town	centre	is	east	of	your	position,	at	thetop	of	that	short	bridge.	Kill	the	peasants	and	say	bye-bye	to	Cortez's	Army.	Before	you	pull	your	armies	back	home	to	reorganise	then,	send	someone	alongthe	north	edge	of	the	map	until	you	find	the	powerful	elite	turtle	ships.	There	are
three	of	them,	and	I	strongly	suggest	adding	them	to	your	fleet	of	lesser	ships	with	no	further	delay.	ATTACKING	CORTEZ'S	NAVY	(BLUE)	______________________________	This	couldn't	be	simpler.	Send	a	peasant	all	the	way	down	to	the	south	of	themap,	where	you	finished	off	the	reds	earlier,	and	send	your	entire	army	(minusthe	ships)	down	after	him.
Build	a	dock	and	a	couple	of	transport	ships	in	thebottom	corner	and	then	load	your	army	and	that	peasant	onto	the	ships.	Go	east,	sticking	to	the	bottom	edge	of	the	map,	until	you	reach	the	farcoast.	Don't	go	north	around	it,	as	the	rest	of	this	coast	is	defended	bybombard	towers	all	the	way	along.	Disembark	at	the	bottom	of	the	coast,	then	send
everyone	east	and	up	the	hillto	the	clearing.	Build	a	castle	here,	as	well	as	any	other	unit	production	buildings,	and	you're	laughing.	Start	exploring	to	the	east	with	trebuchets,	backing	them	up	with	everyone	else.	I	only	met	some	lumberjacks	on	my	way	to	the	town	centre,	and	once	I	destroyed	it	Cortez's	Navy	resigned,	leaving	me	victorious.	If	for
some	reason	you're	required	to	eradicate	the	whole	base,	just	keeprevealing	the	fog	of	war	with	your	trebuchets	and	take	it	slow	and	easy,	replenishing	any	forces	you	lose	from	your	castle,	etc.	The	blues	are	-	predictably	for	a	navy	-	very	reliant	on	ships,	which	leaves	almost	no	room	for	ground	units	in	their	army.	Bad	news	for	them	if	you	decide	to
attack	on	land.	Once	Cortez's	Navy	is	defeated	you	have	completed	the	Montezuma	campaign.	QUICK	HELP	__________	As	usual,	castles	save	the	day.	Build	one	on	the	island	where	the	threebridges	meet,	and	another	one	east	of	your	north-west	gate.	Putting	gates	at	the	long	bridge	will	prevent	the	purples	and	reds	fromconstantly	invading	your	base	-
this	is	critical.	If	you	keep	an	eye	on	your	ten	to	fifteen	ships	they	can	fend	off	both	thepurple	and	blue	attacks	constantly.	Watch	your	towers	and	castles	-	they	will	often	need	repaired.	You	won't	need	many	monks	in	this	level	-	stick	with	one	or	two	and	flesh	outthe	majority	of	your	army	with	warriors	and	crossbowmen.	Pick	up	the	elite	turtle	ships	in
the	north.	Don't	waste	time,	money	and	energy	by	attacking	the	Navy	with	your	own	ships	-sneak	around	the	back	and	destroy	their	town	centre	over	land.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.4	BATTLES	OF	THE
CONQUERORS++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	"Certain	names	ring	down	through	history	as	men	and	women	who	shaped	theworld.	Some	were	forces	of	chaos,	destructive	and	rapacious.	Some	were	men	ofhonor	who	fought	for	the	right.	Some	defended
their	homelands	from	invaders,while	others	used	their	military	might	to	violently	acquire	the	lands	of	others.Battles	such	as	Agincourt,	Manzikert	and	Hastings	are	remembered	as	turningpoints	in	world	history,	and	names	such	as	Henry	V,	Yi	Sun-shin	and	Erik	the	Redare	etched	forever	as	great	conquerors.	Now	relive	their	tragedies
andtriumphs."++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.4.1	AGINCOURT	_______________	This	is	a	great	little	stop-start	mission,	in	which	you	have	to	watch	thehealth	of	every	unit	you	have.	Keep	your	minimal	forces	organised	and	in	supportof	each	other	and	you
can	stroll	this	one.	+++	Difficulty	-	1/3	Objectives:	King	Henry	V	must	survive.	+++	Straight	away	you're	under	attack,	and	it's	tough	to	organise	your	forces.Collect	your	archers	into	the	one	group	quickly	and	start	hitting	the	greens,move	your	three	monks	to	just	behind	them,	and	collect	all	your	mele	units	intothe	one	group,	pulling	your	two	rams
to	safety	in	the	rear.	Keep	everyone	awayfrom	the	towers	while	you	mop	up	this	first	assault,	then	head	north.	If	youmanage	to	keep	all	your	monks	and	both	your	rams	you	did	well.	By	the	way,	you	should	use	your	monks	to	capture	as	many	units	as	you	canrather	than	kill	your	enemies	off.	You'll	have	to	kill	most	enemy	units,	butgrab	some	where	you
can.	ACQUIRE	A	TRANSPORT	SHIP	IN	ORDER	TO	SEND	HENRY	V	HOME	TO	ENGLAND	Easier	said	than	done.	Stop	your	forces	just	south	of	the	Voyeni	gate,	andkeep	your	rams	and	mele	units	back	on	the	road,	out	of	the	way.	Send	your	monks	and	archers	a	little	east	until	you	see	the	peasants	at	the	mill,	but	don't	attack	the	peasants	with	the
archers	(put	them	on	No	Attack	Stance).	Get	your	archers	to	manually	attack	and	kill	every	Voyeni	combat	unit	who	will	come	at	them	along	this	eastern	pass.	OPTIONAL:	DESTROY	THE	UNIVERSITY	IN	VOYENI	(GREEN)	TO	RECOVER	AND	LEARN	FROMTHE	GREAT	TEXTS	STORED	THERE	You	need	all	the	help	you	can	get	in	this	mission,	and
Voyeni	is	not	a	dangerous	place.	Once	your	archers	have	killed	the	units	heading	their	way,	use	your	monks	to	convert	the	two	peasants	and	quickly	pull	them	west	to	beside	your	mele	units	-	they	can	repair	your	rams	with	your	limited	lumber.	Try	to	convert	a	knight,	too,	if	you	can,	then	send	everyone	north	to	the	gate.	Park	your	archers	just	outside
the	gate	and	change	stance	to	Defensive.	Theywill	fire	through	the	gate	at	the	archery,	but	they'll	target	any	green	unitswho	appear,	too.	Get	your	rams	to	knock	down	the	gate	while	your	archers	protect	the	rams,	and	keep	healing	with	your	monks.	The	rams	will	destroy	the	gate	and	let	you	through,	but	only	take	your	archers	and	monks	again.
Switch	stance	back	to	No	Attack	on	your	archers,	and	get	your	monks	to	captureall	the	peasants	here,	while	you	target	any	combat	units	with	the	archers.	Aftera	minute	or	so	the	Voyeni	will	only	send	out	units	very	slowly,	so	send	in	yourtwo	rams	to	hit	the	university	(attack	it	from	the	north	corner,	or	the	castleto	the	south	will	be	able	to	reach
them).	Defend	your	rams	while	they	work,	and	once	the	university	is	gone	your	archers'	ammo	gets	upgraded	to	fire	arrows.	Now	get	your	two	rams	and	all	your	archers	to	attack	that	castle	(send	rams	in	first).	Target	any	units	you	see	as	soon	as	they	appear,	and	your	archers	and	rams	should	be	able	to	take	the	castle	down	with	no	casualties.	Shift
everyone	to	the	bottom	of	the	bridge	and	attack	the	south	gate	with	your	rams.	By	this	point	you	will	probably	be	running	out	of	lumber	to	repair	the	ramswith,	if	you	haven't	already.	Once	the	lumber	is	gone	the	peasants	are	almostuseless,	but	keep	them	for	now	-	you	can	use	them	as	decoys	later.	OPTIONAL:	DESTROY	THE	BLACKSMITH	IN
AMIENS	(CYAN)	TO	RECOVER	ARMOR	ANDWEAPONS	You	get	this	objective	when	you	go	far	enough	south	to	find	the	Amiens	gateand	towers	on	the	hill.	Attack	the	towers	with	your	archers,	healing	them	withyour	monks	if	they	get	hit,	then	attack	the	gate	with	archers	and	rams	once	the	towers	are	gone.	Move	inside	the	walls,	through	the	second
gate,	then	attack	and	destroy	the	blacksmith	for	the	upgrades.	Avoid	the	castle	to	the	south.	Take	everyone	back	outside,	past	Frevent,	and	go	across	the	river	and	northuntil	you're	told	about	the	French	castle,	and	Henry	does	his	line.	I	thoughtthis	was	from	Richard	III,	but	maybe	I'm	wrong...	Anyway,	position	your	'army'	just	south	of	the	bunch	of
blue	knights.	Sendyour	now	useless	rams	and	any	peasants	you	have	in	first	to	draw	their	attention,	then	hit	them	with	everything	else,	keeping	your	monks	in	the	rear.	It	doesn't	really	matter	if	you	lose	most	of	your	units,	just	so	long	as	Henry	survives.	OPTIONAL:	BREAK	THROUGH	THE	ENCLOSURE	AROUND	THE	FRENCH	KNIGHTS'
TREBUCHETAND	CAPTURE	IT	FOR	THE	ENGLISH	Smash	the	wall	down	and	approach	the	trebuchet	to	capture	it.	Pull	it	out	ofthe	reach	of	the	towers	then	start	hitting	the	two	nearest	towers	with	it.	From	here	you	can	just	send	Henry	running	around	to	the	west	and	then	south	onhis	own.	He	will	pass	the	castle	without	getting	hit	by	it,	then	pass
some	moretowers,	as	well	as	some	French	knights	around	the	dock,	but	if	you	keep	himrunning	he	can	make	it	to	the	ship	with	plenty	of	health	to	spare.	KING	HENRY	V	MUST	RETURN	HOME	TO	ENGLAND	Stick	him	aboard	the	transport	and	leave	the	docks,	heading	over	to	the	redflagged	area.	When	he	disembarks	you've	won.	QUICK	HELP
__________	The	first	battle	is	the	most	important,	as	it	determines	the	units	you	willhave	to	approach	the	rest	of	the	level	with.	At	least	save	all	three	monks,	bothrams,	and	Henry,	and	you	should	be	OK.	Don't	bother	heading	north	past	Voyeni's	west	gate.	You	have	to	pass	through	Voyeni,	so	you	might	as	well	go	for	the	university.	You	can	skip	Amiens,
but	the	upgrade	is	worth	it.	Frevent	is	only	useful	if	you	want	to	capture	more	units.	Once	the	French	knights	at	the	castle	are	gone	you	can	send	Henry	running	thegauntlet	to	the	end.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.4.2	HASTINGS	______________	This
mission	never	really	gets	difficult,	in	spite	of	all	its	potential.	Twoof	the	three	enemy	bases	are	pathetically	easy	to	eliminate,	and	the	third	canbe	taken	down	without	you	ever	having	to	see	it.	+++	Difficulty	-	1/3	Objectives:	William	the	Conqueror	must	survive.	Conquer	England	by	destroying	the	castle	of	Harold	the	Saxon	(orange).	+++	You	start	off
with	a	few	buildings,	but	not	much	room	to	build	more.	Startharvesting	and	become	more	and	more	aware	of	the	fact	that	you	have	no	frigging	stone	nearby.	There's	more	gold	to	the	east	of	your	castle.	Don't	waste	what	stone	you	have,	just	build	up	the	usual	low	level	army.	Bung	in	a	couple	of	rams,	but	you	won't	be	needing	siege	weapons	for	this
first	stage.	Soon	you	get	a	message	about	allying	with	Harald	Hardraade.	This	is	a	goodidea,	but	only	do	it	once	you've	built	houses	to	100	and	maxed	out	your	pop.limit.	OPTIONAL:	SEND	TRANSPORTS	TO	THE	NORTH	TO	PICK	UP	HARALD	HARDRAADE'S	VIKINGBERSERKS	As	for	base	defense,	there's	nothing	very	tough	coming	your	way.	It's
allpikemen	and	champions	-	no	siege	or	ranged	weapons,	no	monks...	They'll	be	attacking	through	the	gap	in	the	north	wall,	so	ring	the	town	bell	and	bait	any	invaders	to	within	range	of	your	castle	(don't	even	bother	with	Murder	Holes	from	the	university	yet	-	it's	not	worth	it	for	a	few	piddling	units).	Explore	outside	your	base	and	do	what	you	can	to
get	rid	of	any	towers	and	lurking	yellows.	Once	the	area	is	clear	you	can	explore	to	the	south	of	your	island,	over	thebridge	and	find	the	minuscule	base	of	Harold's	Raiders.	They	have	quite	a	fewmele	soldiers	and	a	couple	of	scorpions,	but	your	army	of	upgraded	knights,cavalry	archers	and	monks	can	erase	them	easily.	The	precious	stone	you	need
iseast	of	here,	up	on	a	cliff,	and	there	is	more	gold	east	of	that,	guarded	by	atower.	You've	probably	allied	with	Harald	Hardraade	by	now,	so	build	a	castle	on	thewest	coast	of	the	area	north	of	that	little	bridge,	and	build	a	dock	just	southof	it.	Build	a	few	galleons	for	protection,	and	a	trebuchet	to	knock	out	thedock	and	the	tower	on	the	far	shore.	Now
build	a	transport	and	go	and	pick	upHarald's	berserks	(have	Careening	researched).	By	the	way,	you	also	get	the	excellent	longboats	when	you	sign	up	with	Hardraade,	so	add	them	to	your	navy	and	keep	them	repaired.	The	stone	and	gold	you	found	will	soon	run	out,	but	you	can	send	your	peasantsover	to	that	revealed	island	to	get	more.	Don't	go
there	yet	though	-	instead	goto	the	south	corner	of	the	map	to	find	another	island	with	lots	of	stone	and	ayellow	mining	camp.	Once	that	stone	is	gone	it's	time	to	move	off	your	firstisland	and	do	something	about	your	remaining	enemies.	Upgrade	everything	insight	and	let's	move	on.	ATTACKING	SAXON	NAVY	(RED)	__________________________	This	is
really	easy	-	ships	are	obviously	this	enemy's	strength,	so	theirthreat	is	pretty	much	nullified	if	you	take	out	their	town	on	the	land.	Usetransports	to	send	all	your	units	(and	all	your	miners)	over	to	the	southernshore	of	the	Saxon	Navy's	long	island	(leave	behind	a	couple	of	paladins	at	yourtown	centre	-	the	Navy	will	keep	sending	units	over
occasionally).	Head	northand	clear	out	their	pathetic	town,	then	build	a	castle	or	two	south	of	thebridge.	Wall	and	gate	the	bridge	off,	build	a	couple	of	towers	behind	the	gate,and	block	the	gap	past	the	cliffs	to	the	west.	Harold	will	be	sending	lots	oflittle	unorganised	mele	units	at	you,	but	two	castles	and	two	towers	at	thegate	cut	them	down	fast.
Now	build	a	few	unit	production	buildings	behind	your	castles	and	fill	outyour	army.	By	this	time	I	had	loads	of	paladins	and	cavalry	archers,	all	of	Hardraade's	berserks	(and	Harald	himself),	a	few	monks,	some	trebuchets	and	four	rams.	This	was	more	than	enough	-	remember	you	only	have	to	destroy	Harold's	castle	to	the	north,	and	it's	not	the	most
well	protected	thing	ever.	By	the	way,	the	Navy	won't	be	defeated	yet,	but	their	town	centre	is	gone,	sothey	might	send	any	remaining	ships	they	have	against	your	eastern	island.	Useyour	own	small	navy	to	bait	them	towards	the	castle	and	then	the	Navy	is	doneand	dusted.	The	Navy	also	has	a	small	base	in	the	north-west	corner	of	the	mapfrom
which	they	produce	all	their	ground	units,	but	you	can	ignore	this	safely.	ATTACKING	HAROLD	THE	SAXON	(ORANGE)	___________________________________	Back	west,	once	you	think	you're	ready	just	send	everyone	over	the	bridge	andattack	the	two	towers	and	gate	just	up	the	road	with	your	trebuchets.	Haroldwill	empty	his	base	at	you,	but	the
berserks,	archers	and	paladins	combined	willsoak	this	up,	no	problem.	Now	just	head	farther	north	until	your	trebs	spot	thecastle	-	smash	it	floorwards	and	win	the	level.	QUICK	HELP	__________	Take	Hardraade's	help,	but	only	after	your	population	is	full.	Don't	underestimate	the	yellows	-	they	have	units	who	can	quickly	cut	downyour	knights.	A
castle	on	the	western	tip	of	your	island	can	sink	all	of	the	Navy's	ships	-but	back	it	up	with	a	few	galleons	of	your	own	to	bait	them	in.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.4.3	KYOTO	___________	This	level	is	really	off-putting,	what	with	Kyoto's	strength,	your
weaknessand	the	constant	timers.	But	do	it	sneakily	and	cleverly	and	it	stops	beingtough	and	becomes	fun.	+++	Difficulty	-	2/3	Objectives:	Your	lord,	Nobunaga,	is	trapped	in	Kyoto.	You	must	rescue	him	to	restore	hishonor.+++	As	soon	as	you	begin	you	get	a	kicking	and	a	new	objective.	DESTROY	ALL	3	OF	KYOTO'S	CASTLES	TO	PUNISH	THEM
FOR	THE	MURDER	OF	LORDNOBUNAGA	Move	your	fire	ships	north-east,	let	your	ally's	transports	drop	your	units	onland,	and	get	another	objective.	ESTABLISH	A	BASE	FROM	WHICH	TO	ATTACK	KYOTO	Watch	as	the	saboteurs	punch	a	hole	in	the	red	wall,	and	move	in	to	kill	offwhomever	you	find.	Head	north-west	and	pick	up	some	bombards
with	which	you	can	destroy	the	gate	and	head	into	the	next	section.	Kill	off	the	ram	and	the	castle	up	to	the	north-east,	then	go	back	into	the	first	section	and	knock	out	the	gate	in	the	east	wall.	Head	through	to	the	town	centre	to	capture	it.	The	gate	will	magically	rebuild	itself	and	the	peasants	will	die.	You	need	to	start	building	fast,	because	this
level	keeps	getting	timers	puton	it.	The	Kyoto	monks	will	keep	grabbing	the	relics	and	transporting	them	from	monastery	to	monastery,	and	you	have	to	kill	off	each	monastery	to	reset	the	timer.	Anyway,	get	building	and	mining	-	there	is	stone	south-east	and	gold	throughthe	gate	to	the	west.	Once	that	stone	runs	out	there	is	more	to	the	west,
beyondthe	red	walls.	Build	a	university	with	Murder	Holes	when	you	can,	then	build	acastle	just	north	of	the	red	mill,	and	then	destroy	the	two	sets	of	gatesnorth-west	of	your	castle	-	this	will	allow	you	to	ignore	the	blues	from	hereon,	since	they	will	all	come	through	this	tunnel	and	run	into	your	castle,	though	you	should	keep	a	couple	of	samurai
garrisoned	inside	in	case	they	send	rams.	ATTACKING	KYOTO	(GREEN)	_______________________	I	used	to	think	this	was	tricky,	but	it's	actually	quite	easy	with	my	splendiferous	strategies.	You	have	to	destroy	those	three	castles	in	the	minimap,	but	more	immediately	you	have	to	destroy	the	monasteries	which	should	also	be	revealed	(one	by	one,
depending	on	where	the	relics	are	currently	held).	The	first	monastery	is	in	the	north,	across	the	water,	and	you're	only	getting	over	there	by	building	a	dock	and	some	transports.	Build	your	first	dock	on	the	south-east	coast	of	the	island	you're	on,	justeast	of	your	base.	Build	one	transport	and	send	it	north-east	along	the	coast,through	the	broken
bridge	and	round	to	the	northernmost	point	of	the	island.Send	a	peasant	and	your	four	bombards	up	to	it	from	your	base	(there's	anothercastle	somewhere	west	of	the	east	coast	-	bombard	it	when	you	see	it)	and	stickthem	on	board.	Send	your	ship	north-east	and	alight	your	units	at	the	closest	part	of	landopposite	the	island	you	just	left,	the	area
which	has	grass	and	flecks	of	snowon	it.	Build	a	castle	right	on	the	coast,	as	close	to	your	old	island	as	youcan,	then	build	a	dock	west	of	it,	tucked	into	the	corner	of	the	beach.	Build	astable	north	of	your	castle,	out	of	the	way.	This	will	be	your	base	of	operations	from	now	on.	From	now	on	you	should	concentrate	on	building	three	units:	galleons	from
yournorth	dock;	trebuchets	from	your	north	castle;	and	a	handful	of	knights	fromyour	north	stable	(four	or	five).	Be	sure	to	research	Kataparuto	from	the	castle-	it	comes	in	immensely	handy	here;	and	Siege	Engineers	from	your	university.Make	sure	you	have	about	ten	peasants	on	food	and	lumber,	and	seven	or	eighteach	on	gold	and	stone.	The
monks	will	soon	start	their	first	countdown,	if	they	haven't	already,	sobuild	four	or	five	trebuchets	from	your	north	castle	and	send	them	and	yourbombards	over	to	the	Kyoto	wall	and	knock	down	the	towers.	The	trebuchets	canreach	over	the	wall	to	hit	the	monastery,	and	the	timer	will	be	reset.	Quicklypull	back	your	siege	units	to	the	castle,	because
Kyoto	might	send	some	monksand	/	or	trebs	of	their	own	to	counter-attack	-	nothing	major	though.	By	the	way,	you	can	build	a	monastery	next	to	your	north	castle,	then	buildfive	monks	and	send	them	in	straight	after	your	siege	units	have	finished	offthe	monastery	(they'll	have	to	knock	a	hole	in	the	wall	to	let	the	monks	through).	Kill	off	the	enemy
monks	with	your	knights,	then	grab	the	relics	and	capture	them	for	yourself,	and	you	won't	have	to	worry	about	any	more	countdowns.	I'll	continue	as	though	you	haven't	bothered	to	do	this	-	it's	not	necessary	anyway.	Hopefully	you	now	have	about	ten	galleons	in	your	armada,	so	keep	them	patrolling	between	your	two	docks,	as	Kyoto	will	be	sending
galleons	and	bombard	ships	around	every	so	often.	ATTACKING	THE	FIRST	CASTLE	__________________________	The	monks	will	now	have	moved	their	relics	to	the	next	monastery,	and	thecounter	will	soon	begin	again.	You're	in	a	good	position	now	though,	and	you	cansend	more	trebuchets	down	along	the	wall	(kill	off	the	towers	as	you	pass)	tohit	the
first	castle	and	the	gate.	You	might	lose	one	or	two	of	your	siege	unitshere	(keep	your	bombards	at	the	back,	since	you	can't	replace	them),	but	pullthem	back	to	the	castle	as	soon	as	Kyoto's	first	castle	is	downed.	ATTACKING	THE	SECOND	CASTLE	___________________________	Once	the	first	castle	is	gone	you	can	repair	your	trebuchets	and
bombards.Send	them	north	this	time	until	you	find	the	gate	up	the	hill,	knock	it	down(bring	along	some	knights	just	in	case),	and	head	in.	There	should	be	littleresistance	on	the	way	to	the	next	castle,	but	once	you	get	within	range	-	north-west	of	the	castle,	behind	the	trees	-	Kyoto	will	respond	as	soon	as	your	trebuchets	go	for	the	castle.	Ignore	their
attack	and	send	your	trebs	around	to	the	south	as	soon	as	thecastle	goes	down.	You	should	have	saved	just	before	launching	your	bombardments,	so	make	sure	the	monastery	goes	down	on	this	attack,	too.	If	not,	reload	and	try	again	until	you	get	both	buildings	and	the	counter	resets.	Don't	worry	about	losing	all	of	your	siege	units	in	here	-	this	is
normal	and	not	an	issue.	Anyway,	you	now	want	to	take	any	and	all	siege	units	you	have	(you	only	needthree	trebuchets)	all	the	way	south	to	where	you	built	that	first	dock	earlier(it	may	have	been	destroyed	by	now	-	this	is	not	a	problem).	Build	another	dockin	the	same	place	as	the	first	one	if	it's	gone;	then	build	a	new	transport	down	here.	Kyoto
might	try	to	attack	this	new	dock	as	well,	so	bring	your	own	ships	down	if	this	is	the	case.	Pile	your	siege	units	aboard	and	head	east	to	the	cliffs.	Do	all	this	quickly,	because	the	monks	are	at	it	again.	ATTACKING	THE	THIRD	CASTLE	__________________________	Sail	north-west	along	the	cliffs	until	you	find	the	first	bit	of	snowy	beach,just	south-east	of
the	third	and	last	castle.	Drop	off	your	siege	units	on	thislittle	smidgen	of	land	and	get	them	to	hit	the	castle	from	over	the	wall.	Kyotowill	respond	with	ships	and	maybe	a	couple	of	scorpions,	but	if	you	have	eventhree	fully	upgraded	siege	units	it	won't	matter.	Once	the	third	castle	is	gone	you	win,	and	sod	those	bloody	monks.	Incidentally,	there	is
another	way	to	approach	this	level,	and	it	cuts	outhaving	to	bother	with	ships	(mostly).	If	you	build	one	transport	ship	from	adock	next	to	your	first	town	centre,	then	send	everyone	you	have	over	to	thevery	south	shores	of	the	Kyoto	island,	you	can	head	north-east	to	find	a	ton	ofgold	and	a	load	of	bamboo	sticks.	This	is	a	good	place	for	a	base,	and	you
canattack	the	castles	over	land.	Try	this	if	you	want,	but	I	tend	to	go	with	theabove	tactics,	since	there	are	timers	in	effect.	QUICK	HELP	__________	One	castle	and	a	cleverly	opened	gauntlet	route	can	nullify	any	threat	fromthe	blues	in	the	north-west.	Don't	waste	your	time	and	money	building	loads	of	knights,	samurai,	cavalry,etc.	You	can	do	this
entire	level	with	a	handful	of	siege	weapons	and	onetransport	ship.	Upgrade	your	siege	weapons	-	it	makes	a	big	difference.	Losing	all	the	units	you	send	at	the	second	castle	and	monastery	is	expected,and	well	worth	it	if	you	get	both	buildings	at
once.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.4.4	LEPANTO	_____________	This	is	the	worst	of	the	Conquerors	missions,	at	least	in	terms	of	likelihoodof	getting	a	headache.	The	first	time	I	saw	it	I	couldn't	believe	it	waspossible,	but	it	is.	I've	given	it	3/3,	even
though	it	can	sometimes	be	easy.	If	you	do	it	evenhalf	right	you	can	get	away	with	it	and	be	wondering	what	all	the	fuss	wasabout;	but	if	you	do	it	wrong	it	will	go	very	wrong,	and	you	will	lose.	+++	Difficulty	-	3/3	Objectives:	Complete	and	then	defend	your	Wonder	from	the	Turkish	navy	for	200	years.	+++	It's	difficult	to	know	what	to	do	first,	but
the	obvious	thing	is,	in	spite	ofthe	game's	advice,	to	get	all	the	peasants	around	the	wonder's	building	siteworking	on	it.	Build	some	more	peasants	from	your	town	centre	in	the	east	and	target	them	to	mine	the	gold	away	down	to	the	west.	At	the	same	time	you	will	have	to	fend	off	the	first	Turkish	assault	on	the	seas,	using	your	own	bunch	of	starting
ships.	Target	the	cannon	galleons	-	your	towers	can	take	care	of	their	galleons	if	you	lose	your	fleet.	The	biggest	problem	here	is	the	transport	ships.	You	can	get	your	wonder	builtlong	before	the	first	transport	ships	approach,	but	this	level	is	won	or	lostdepending	on	whether	you	can	catch	and	kill	the	transports	before	they	land	onyour	shores.	If	your
ships	can	chase	them	down	before	they	arrive	then	you	willhave	little	trouble	defending	your	wonder,	but	if	you	miss	even	one	or	two	they	can	give	you	big	headaches,	especially	since	the	Turks	are	cheating	by	getting	far	more	units	than	normal	on	each	transport.	One	bright	spot	comes	soon	after	your	wonder	is	completed,	when	the	Greekspresent
you	with	a	proposal.	OPTIONAL:	TRIBUTE	THE	GREEKS	(GREEN)	800	GOLD	SO	THEY	WILL	ALLY	WITH	YOU	Hopefully	you	have	the	gold	to	give	them.	They	reveal	a	great	deal	of	the	map,allowing	you	to	predict	more	easily	where	the	transports	will	be	coming	from,and	they	will	also	periodically	tribute	you	with	valuable	resources.	This	level	is	like
Space	Invaders.	There's	not	really	much	else	to	say	here.	Your	own	peasants	combined	with	theGreek	tributes	can	help	you	build	more	and	more	ships,	and	you	can	even	stickmost	of	your	peasants	on	stone	mining	to	enable	you	to	build	and	replace	towers,	or	even	a	castle.	Your	only	maritime	aim	is	to	try	to	catch	as	many	of	the	transports	as	you	can
on	the	way	in.	The	attacks	by	combat	ships	die	down	quickly,	and	the	landing	units	are	the	main	danger.	On	my	second	go	at	this	level	I	caught	and	killed	the	first	two	or	three	transports,	but	none	of	the	rest.	This	turned	out	to	be	enough,	mainly	because	I	got	my	wonder	built	as	soon	as	possible.	There	is	one	very	important	transport	ship	you	will
definitely	want	to	catch.It	lands	right	next	to	your	western	dock	and	it	unloads	petards	and	bombards,among	other	things.	This	is	far	too	close	to	your	wonder	for	comfort	-	cut	thisone	down	as	a	priority	before	it	offloads	its	cargo.	The	best	tactic	I	can	suggest	is	to	play	the	level	through	a	couple	of	times,getting	as	far	as	you	can.	Then	on	your	first
serious	try	have	four	or	fivegalleons	aggressively	patrolling	each	of	the	landing	sites	you've	learned	about	in	previous	attempts.	You	won't	get	all	of	the	transports	but	you'll	get	a	great	deal,	and	this	should	be	enough	since	the	ground	units	are	too	dumb	to	go	straight	to	your	wonder	and	attack	it.	Your	walls	and	gates	do	you	a	favour	here,	too	-	most
of	the	units	I	encountered	just	stood	there	hacking	at	the	walls	randomly.	Take	all	your	starting	mangonels	and	dump	them	in	the	wonder's	enclosure	-	they	can	attack	any	encroaching	enemies	from	over	the	walls,	and	they	help	a	lot.	Your	ships	can	also	get	close	enough	to	the	beach	to	hit	any	bombards,	which	are	the	most	dangerous	of	the	ground
units.	By	the	way,	you	can	build	a	castle	right	next	to	your	wonder	as	soon	as	it'sdone	-	just	buy	enough	extra	stone	from	the	marketplace	and	let	the	castle	provide	that	little	bit	of	added	security.	It's	very,	very	worth	it,	since	you	won't	be	using	the	stone	for	anything	else.	200	years	sounds	like	a	lot,	but	it's	not	really.	You	might	do	better	than
youexpected.	QUICK	HELP	__________	Get	all	your	peasants	working	on	building	the	wonder.	Don't	bother	building	any	land	units	-	if	your	ships	are	clever	enough	youwon't	need	them.	Try	learning	of	the	specific	landing	sites	and	then	plan	your	ships'	patrolsaccordingly.	Take	the	Greeks'	help	when	they	offer	it	-	I	know	it's	expensive	but	it'sworth	it.
Your	galleons	can	hit	the	dangerous	bombard	cannons	from	the	water.	Another	castle	or	two	will	help,	if	you	can	afford	them.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.4.5	MANZIKERT	_______________	This	level	isn't	hard,	just	long-winded.	There's	a	fair	bit	of
waiting	aroundfor	resources,	and	it's	hard	to	know	what	exactly	to	build	when	you're	juststarting.	+++	Difficulty	-	1/3	Objectives:	Receive	tributes	from	the	Theme	of	Galatia	by	capturing	their	Town	Center.	Receive	tributes	from	the	Theme	of	Pisidia	by	capturing	their	Town	Center.	Receive	tributes	from	the	Theme	of	Cappadocia	by	capturing	their
Town	Center.	Defeat	the	Byzantine	army.	+++	Build	two	or	three	rams,	then	do	what	you	want	with	the	rest	of	the	money	-just	get	as	many	units	as	you	can	out	of	it,	and	you	might	want	one	or	twoblacksmith	upgrades	as	well.	ALLYING	WITH	PISIDIA	(RED)	__________________________	Head	out	of	the	base	and	west	to	kill	off	the	first	of	the	Byzantines.
Then	gonorth	and	attack	the	gate	with	your	rams	(ignore	the	towers	for	now).	The	ramswill	be	attacked	from	within	the	walls	when	they	get	the	gate	to	about	halfhealth,	so	pull	them	back	quickly	and	kill	off	the	enemy	units.	Destroy	the	gateand	take	your	rams	alone	up	around	the	hill	path	until	you	reach	another	gate.Knock	it	down,	and	the	one
beyond	that,	then	rush	your	horses	up	to	the	flags	totake	partial	control	of	Pisidia.	Throughout	all	of	that	your	rams	will	be	getting	attacked	by	the	towers,	butdon't	try	to	destroy	any	of	them	-	you	get	control	of	them	later.	Also	keep	aneye	on	your	rams	-	if	any	enemies	attack	them	on	their	way	up	the	hill	make	sure	your	other	units	can	quickly	get	rid
of	the	threat.	Don't	worry	about	losing	or	damaging	units	from	the	towers	-	you	can	build	plenty	more	later.	So,	you	are	now	being	tributed	by	Pisidia,	and	you	can	slowly	add	to	andupgrade	your	forces.	Take	all	your	units	except	the	rams	back	down	to	where	youkilled	off	that	first	gate,	and	wait	for	the	squadron	of	Byzantines	who	will	becoming	round
the	mountain,	singing	aye-aye-ippy.	Smash	the	rams	then	all	therest,	and	the	blues	should	stop	attacking	-	if	they	do	get	to	your	first	basethey	can	wipe	it	out,	leaving	you	down	a	lot	of	houses	and	unit	productionbuildings.	ALLYING	WITH	CAPPADOCIA	(GREEN)	_______________________________	Once	you've	got	two	or	three	more	rams	and	lots	more
miscellaneous	units,	sendeveryone	to	the	south-west	wall	and	find	the	green	gate	leading	up	into	themountains.	Knock	the	gate	down	again,	and	this	time	use	scorpions	to	kill	thegreens	attacking	your	rams	from	behind	the	gate.	Head	north	and	smash	the	nextgate	open,	then	rush	in	again	to	collect	the	Cappadocian	town.	You	will	now	gettributed	lots
more	gold	and	food,	plus	some	small	amounts	of	wood.	Rebuild	again	while	you	send	your	rams	and	scorpions	west	to	the	bridge.	OPTIONAL:	DESTROY	THE	4	SARACEN	TOWERS	SO	THAT	YOUR	ALLIES	CAN	MINE	THEIRGOLD	Send	the	rams	over	first	and	destroy	the	three	towers	that	they	can	get	to.Once	the	first	three	are	gone,	position	your
rams	so	that	the	fourth	tower	isbaited	into	firing	at	them,	then	hit	the	tower	with	your	scorpions.	Once	all	four	towers	are	gone	you	get	lots	more	gold	from	the	Saracens.	There	doesn't	seem	to	be	a	time	limit	on	this	level	-	you	can	take	as	long	asyou	want	about	moving	between	towns	and	building	your	armies.	After	that	initialattack	I	never	met	the
Byzantines	again	until	I	attacked	them	later.	ALLYING	WITH	GALATIA	(YELLOW)	_____________________________	This	is	the	hardest	of	the	three	towns	to	get	into,	guarded	as	it	is	by	twocastles,	two	towers,	a	gate,	lots	of	scorpions,	monks,	etc.	The	best	way	I	found	to	get	in	with	minimal	fuss	is	to	collect	six	or	seven	rams	together,	group	about	fifteen	to
twenty	horsed	units	together,	and	send	both	groups	out	the	north-west	gate	of	the	Cappadocian	territory.	Sneak	the	horses	along	the	bottom	cliff	to	the	south-east,	so	the	castles	don't	hit	them.	When	they	reach	the	area	due	south	of	the	yellow	gate	(send	in	a	light	cavalryfirst	to	scout	out	the	area,	just	so	you	know	exactly	what	you're	dealing



with),you	can	run	the	horses	north	to	decoy	the	yellow	guards	into	following	them	asthey	retreat.	Bring	them	south	out	of	range	of	the	castles	and	finish	them	off,leaving	the	way	clear	for	your	rams.	Now	sneak	the	rams	along	the	same	south-east	cliff,	only	this	time	turn	northwhen	you're	due	south-west	of	the	western	castle.	Move	them	up	past	the
castle,right	in	against	the	cliff	so	that	the	other	castle	can't	reach	them	as	theypass,	then	get	the	rams	to	all	attack	the	gate.	They	will	come	under	heavy	fire,but	you	should	manage	to	drop	the	gate	on	this	one	attack.	Now	you	can	just	run	your	horses	north	to	the	flags.	Yes,	they	take	a	lot	ofdamage,	but	it's	worth	running	the	gauntlet.	When	you	do
get	to	the	flags	yougain	the	help	of	Galatia,	and	all	your	units	will	be	healed.	You	can	now	build	trebuchets	and	monks,	among	other	things,	and	there	will	bea	lot	more	resources	at	your	disposal.	ATTACKING	BYZANTINE	(BLUE)	__________________________	They	have	a	castle	and	a	siege	workshop	in	the	middle	of	the	desert,	southeast	of	the	yellow
gate.	Hit	it	with	trebuchets	while	your	filled	out	army	takescare	of	every	blue	unit	sent	to	investigate,	and	wipe	out	the	workshop,	too.	Head	east	to	find	the	gate	and	the	hill	leading	into	the	blue	base.	There's	acastle	at	the	top	of	this	first	hill,	so	try	not	to	get	sucked	into	a	fightaround	the	second	gate.	Destroy	the	castle	with	trebs	again,	and	your
otherunits	can	soak	up	all	the	eejits	that	the	Byzantines	throw	at	you	on	the	hill.	Break	down	the	gate	and	head	in	to	begin	destroying	the	nearby	unit	productionbuildings.	They	have	peasants	everywhere,	and	a	few	monks	will	probably	trycapturing	some	of	your	units.	Kill	the	monks	when	you	see	them,	and	get	yourtrebs	working	on	all	the	buildings.
The	pesky	monastery	is	on	the	eastern	edgeof	the	map,	beyond	the	town	centre.	You	win	once	you	kill	all	their	peasants	and	destroy	the	town	centre.	QUICK	HELP	__________	Defend	the	rams	above	all	else	while	you're	attacking	Pisidia	and	Cappadocia.	Don't	let	the	Byzantines	destroy	your	initial	base	after	you've	capturedPisidia.	Use	scorpions	to	hit
the	fourth	Saracen	tower.	Pull	the	Galatian	guards	away	from	the	castles,	then	ram	the	gate	down.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.4.6	NORYANG	POINT	___________________	This	level	is	easy	enough	if	you	just	keep	your	navy	full	and	healthy.	Lots
ofbonuses	about,	too.	+++	Difficulty	-	1/3	Objectives:	Optional:	Prevent	the	Japanese	from	destroying	Korea's	wonder.	Defend	Korea	from	the	Japanese.	+++	I'm	not	exactly	sure	what	purpose	the	wonder	serves,	but	save	it	if	you	want.I	let	mine	get	wrecked	to	see	what	would	happen	-	nothing.	Just	pull	your	starting	navy	north	and	pick	off	the
Japanese	ships	one	by	one.Send	your	ships	south	again	and	get	them	to	aggressively	patrol	between	your	twodocks	-	you'll	be	building	more	ships	later.	Now	get	your	peasants	working.	Wood	is	more	important	than	food	in	this	mission,	so	have	about	ten	farmers	and	ten	lumberjacks.	Gold	is	vital,	too,	but	you'll	hardly	be	using	stone	at	all	-	just	as	well
since	there	is	hardly	any	around.	Have	about	eight	or	nine	gold	miners	and	three	stone	miners,	and	don't	bother	upgrading	the	stone	miners	at	the	camp.	As	far	as	base	defense	goes,	you'll	be	doing	it	almost	entirely	with	yourships.	The	only	land	battles	occur	when	the	Japanese	manage	to	drop	off	somesamurai	south	of	your	town	centre,	and	they	can
be	easily	mopped	up	by	ringingthe	town	bell	and	researching	Murder	Holes.	This	level	is	won	or	lost	aroundyour	docks,	so	always	make	sure	you	have	plenty	ships	-	twenty	plus	is	notoverkill,	and	you'll	be	adding	more	later.	Find	and	buy	every	ship	upgrade	youcan,	too.	GAINING	THE	HELP	OF	ADMIRAL	YI	(GREEN)
______________________________________	The	best	site	for	a	lumber	mill	is	far	north-west	of	your	town	centre.	Youwill	get	a	message	about	allying	with	Admiral	Yi	soon	after	the	level	starts,and	his	castles	and	house	will	be	revealed	in	the	minimap.	FIND	ADMIRAL	YI	AND	LEARN	OF	HIS	SECRET	WEAPON	Take	all	your	choppers	up	there	until	you	find	a
corner	of	green	wall	trappedbehind	some	trees.	Clear	the	trees	out	of	the	way	and	build	a	ram	to	smash	thewall	down	(switch	to	Enemy	with	Admiral	Yi).	Once	your	peasants	have	cleared	the	trees	from	the	other	side	of	the	wall	youcan	send	a	unit	through	to	the	flag	and	gain	Admiral	Yi's	assistance	(switchback	to	Ally).	He	gives	you	three	castles	(you
can't	build	your	own),	and	threeelite	turtle	ships	west	of	his	house.	Despite	what	the	game	tells	you	at	thispoint	you	can't	build	more	turtle	ships,	which	sucks.	You	can	build	the	war	wagons	though,	and	I	suggest	you	do,	if	only	to	provide	some	mobile	land	defense	in	case	the	Japanese	drop	their	units	off	at	your	town	centre.	USE	TURTLE	SHIPS	TO
DEFEAT	THE	JAPANESE	NAVY	Send	the	turtles	(including	the	excellent	Admiral's	ship)	down	the	coast	andjoin	them	up	with	the	rest	of	your	fleet	-	protect	them	and	repair	them	whenever	you	can,	as	you	don't	want	to	lose	these	great	ships.	GAINING	THE	HELP	OF	THE	CHINESE	(ORANGE)	________________________________________	This	happens	soon
after	you	gain	the	turtle	ships.	The	Chinese	donate	a	bunchof	bombards	and	elite	ranged	units	to	the	cause,	probably	taking	your	population	above	its	limit.	Send	an	upgraded	transport	over	there	to	pick	them	up	and	take	them	to	the	mainland.	Soon	after	meeting	the	Chinese	you'll	get	another	objective.	DESTROY	ALL	OF	THE	JAPANESE	DOCKS	TO
END	THEIR	THREAT	TO	KOREA	You	probably	have	a	lot	of	gold	by	now,	so	research	Spies	from	one	of	thecastles	(it	should	be	pretty	cheap).	This	will	let	you	see	the	entire	map,	andgive	you	advance	warning	of	any	yellow	ships	coming	your	way.	By	now	you	should	have	over	twenty	ships,	including	the	turtles,	and	youshould	have	upgraded	pretty
much	everything	from	the	blacksmith,	docks,university	and	castles	(docks	being	especially	important).	Your	ships	will	bepatrolling	the	south-east	coast	and	catching	every	yellow	ship	which	approaches.You	could	also	have	bombard	towers	ranged	along	the	inlets	to	take	out	anyyellows	who	slip	through.	ATTACKING	THE	JAPANESE	RAIDERS
(PURPLE)	_______________________________________	You'll	never	see	these	guys	unless	you	go	to	them	in	the	north	of	your	island,and	their	only	purpose	is	to	block	an	alternative	route	to	Admiral	Yi's	castles	(there's	lots	of	gold	there,	too,	but	you	already	have	tons).	You	can	destroy	their	tiny	base	and	climb	on	the	free	transport	ship,	then	drop	a	unit	on
the	west	beach	and	smash	down	the	gate.	This	is	unnecessary	if	you	can	just	break	down	the	walls	as	I	mentioned,	but	if	you	want	to	do	it	the	hard	way,	fine.	The	Raiders	have	some	crossbowmen	and	samurai,	a	handful	of	rams	and	scorpions,	some	towers,	and	a	castle.	They're	not	tough	to	take	down,	it's	just	that	you	won't	have	many	ground	units	of
your	own.	One	idea	might	be	to	build	a	bombard	tower	or	two	at	the	south	end	of	the	little	bridge,	then	run	a	unit	in	to	bait	them	all	across.	The	towers	can	kill	them	all	and	then	you	can	wipe	out	the	castle	and	towers	with	the	Chinese	bombards	you	were	given.	Frankly,	attacking	the	Raiders	is	a	pointless	pain	in	the	arse,	especiallysince	the	area	is	so
covered	in	trees	and	bamboo	sticks.	Just	forget	them.	ATTACKING	THE	JAPANESE	NAVY'S	DOCKS	(YELLOW)	____________________________________________	Easy.	Just	build	up	your	navy	and	repair	any	damaged	ships,	then	send	them	all(I	had	over	twenty)	east	to	start	picking	off	the	docks.	Leave	behind	about	tengalleons	to	continue	patrolling	your
own	docks.	Start	in	the	eastern	corner	of	the	map	and	work	your	way	along	the	Japanesecoast.	Spies	will	let	you	see	where	the	castles	and	towers	are	(as	well	as	thedocks	themselves,	obviously),	and	the	first	three	docks	can	be	easily	taken	outwith	little	or	no	damage	to	your	ships.	Attack	the	bombard	tower	west	of	theeastern	dock	first	-	bait	it	into
firing	at	one	of	your	galleons	then	just	keepmoving	the	galleon	out	of	the	way	every	time	the	tower	fires.	Now	pull	your	ships	back	home	and	repair	them,	then	take	out	the	fourth	dockby	getting	your	ships	to	hug	the	beach	to	the	west	as	they	go	into	the	rivermouth.	The	fifth	dock	is	easy	enough,	and	the	sixth	dock	in	the	west	is	easy,too,	if	you	take
out	the	towers	first.	Which	just	leaves	the	seventh	dock.	I	ignored	my	ships	for	this	one	and	justsent	six	trebuchets	sneaking	around	into	the	south-west	corner,	dropped	them	offon	the	east	beach	and	took	out	the	dock	with	one	unified	blast.	And	then	you	win.	QUICK	HELP	__________	Build	ships,	ships	and	more	ships;	and	then	build	some	more	ships
to	go	withyour	other	ships.	And	then	upgrade	all	your	ships	until	you've	got	more	and	moreupgraded	ships.	Break	into	Yi's	enclosure	with	a	ram	and	some	lumberjacks	-	ignore	the	Raidersaltogether.	Keep	your	turtle	ships	and	starting	bombard	ships	healthy	-	they're	betterthan	the	galleons.	Kill	off	the	free	Chinese	units	if	you	like	-	they're	all	but
useless	ifyou're	going	to	be	attacking	the	Japanese	docks	with	your	ships.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.4.7	TOURS	___________	This	was	the	first	of	the	Conquerors	missions	I	ever	tried,	and	it	was	givingme	nightmares	until	I	finally	got	it.	It's
surprisingly	easy	if	you	move	fast	atthe	start.	+++	Difficulty	-	2/3	Objectives:	Prevent	the	Moslems	from	destroying	any	of	your	3	Town	Centers.	Capture	the	6	Trade	Carts	in	the	Moors'	baggage	train	and	bring	them	to	theCathedral	in	Tours.	+++	This	level	comes	in	two	stages:	the	first	one	is	to	get	your	own	base	to	apoint	where	you	no	longer	have
to	worry	about	it	being	destroyed;	and	the	secondis	to	assault	the	Moors'	base	to	recover	the	carts.	You'll	soon	realise	that	all	your	two	enemies	are	really	doing	is	throwingbunches	of	mele	units	against	your	walls,	over	and	over.	Once	you	notice	thisthen	base	defense	gets	pretty	simple,	and	the	only	thing	you	have	to	do	is	getcastles	up	post	haste.
DEFENDING	YOUR	BASE	___________________	As	soon	as	the	level	starts	send	all	the	units	in	the	south	up	to	your	baseand	inside	the	walls,	including	Charles	Martel.	While	they're	travelling	get	oneof	your	peasants	mining	the	stone	in	the	north	corner,	and	the	other	threebuilding	farms.	You	want	to	have	about	eleven	farmers	and	ten	lumberjacks,
sowork	as	quickly	as	you	can	towards	this	goal.	Meanwhile	your	base	will	come	under	attack	soon	after	you've	returned	yourcombat	units	to	your	walls.	Forget	your	knights	for	now	-	just	send	your	axemen	to	stand	behind	the	walls	on	Stand	Ground	stance,	and	manually	target	each	of	the	enemy	units	until	they've	fallen.	Whatever	you	do,	don't	send
any	of	your	units	through	the	gates,	as	you	really	don't	want	your	enemies	getting	inside	at	this	point.	Your	walls	and	gates	will	take	damage,	but	no	holes	should	appear.	You	canconduct	repairs	later,	but	right	now	you	want	to	build	a	castle	and	stick	yourknights	in	it	until	you	can	research	Murder	Holes.	To	do	this	you'll	have	toadvance	to	the	Castle
Age	(hence	having	more	farmers	than	usual)	and	have	mined	50	stone	to	go	with	your	starting	amount.	By	the	way,	don't	use	that	lumber	camp	to	the	west	of	your	base.	Your	woodcutters	are	absolutely	brilliant	at	stupidly	using	your	gates	and	chopping	down	that	one	lone	tree	inside	your	walls.	This	just	lets	the	enemy	units	in,	which	you	don't	need.
Instead	send	your	cutters	east	to	the	forest	and	chop	wood	there,	out	of	the	way.	They	won't	be	attacked.	Once	you're	in	the	Castle	Age	get	some	of	your	farmers	to	quickly	build	acastle	just	south	of	your	southernmost	wall	(almost	touching	it).	This	castle	is	going	to	see	a	lot	of	action,	so	keep	your	knights	and	axemen	in	or	around	it	so	they	can	fend
off	enemies	until	you	can	research	Murder	Holes,	and	preferably	Ballistics.	This	all	costs	money,	so	hopefully	by	now	you	have	built	all	your	peasants	before	anything	else,	and	the	resources	are	coming	in	steadily.	Send	your	farmers	back	to	work	when	they're	done.	Right	now	you	do	not	need	units	-	you	need	castles.	Build	your	first	castleand	then
hurry	towards	getting	the	resources	to	build	the	second.	As	I	said,keep	your	starting	combat	units	around	your	first	castle,	and	duck	them	insidewhen	they're	losing	health.	Take	out	the	enemy	camels	and	knights	with	theaxemen,	and	use	your	knights	to	chase	down	the	scorpions	and	bait	any	enemiesattacking	your	western	gates	towards	the	castle.	It
wouldn't	hurt	to	keep	a	monk	handy,	who	can	be	let	out	of	the	castle	toconduct	healing	when	things	quieten	down.	The	many	farms,	mills	and	houses	inthe	outskirts	give	you	great	warning	of	the	approach	of	enemies.	ResearchingHerbal	Medicine	from	the	monastery	wouldn't	hurt	either.	You	should	be	able	to	keep	your	first	castle	standing	easily,	as
well	as	chasedown	the	dangerous	rams	attacking	from	the	west.	Bait	all	your	enemies	towardsthe	castle,	and	Murder	Holes	can	take	care	of	the	rest.	You	can	researchHoardings	later,	when	you	reach	the	Imperial	Age,	but	right	now	you	should	beworking	towards	getting	another	650	stone	for	your	second	castle	(buy	some	fromthe	market	if	you	want
-	this	isn't	a	level	where	you'll	ever	be	desperately	short	of	resources).	When	you	have	the	next	650	stone	build	your	second	castle	west	of	your	westerngate,	but	still	close	to	the	walls.	The	idea	is	to	force	any	and	all	enemies	tocome	within	range	of	either	or	both	castles.	Most	will	attack	that	western	wall,so	you	want	either	one	or	both	castles	to	be
able	to	reach	them.	Keep	knightsinside	each	castle	in	case	of	rams,	but	once	your	second	castle	is	up	you	canalmost	ignore	your	base	defense,	especially	if	you've	bought	all	the	building	upgrades	from	the	university.	Repair	any	damaged	bits	of	wall	or	gates	around	your	base,	build	the	odd	towerat	places	where	the	ones	remaining	can't	reach,	and
build	walls	and	gates	aroundyour	castles	if	you	want	the	extra	security.	The	worst	the	enemy	can	throwagainst	your	castles	and	towers	is	rams,	so	watch	out	for	these	occasional	unitsand	let	your	castles	laugh	the	rest	out	of	the	park.	CAPTURING	THE	TRADE	CARTS	_________________________	Your	gold	will	last	a	while	but	the	stone,	as	usual,	won't.
Soon	you'll	needmore,	so	build	a	scout	cavalry	and	start	exploring	this	big	map.	To	be	honestmost	of	it	is	empty,	and	there	is	nothing	of	interest	to	the	south-east.	Goacross	the	bridge	south	of	your	eastern	gate	and	look	for	the	gold	to	the	westof	the	bottom	of	it.	There	is	more	precious	stone	way	down	in	the	south	of	themap,	quite	close	to	the	Moors'
green	base.	I	built	a	mining	camp	here	and	it	wasnever	attacked,	so	it	should	be	OK.	There's	also	more	gold	west	of	the	stone.	Anyway,	before	you	think	about	attacking	the	Moors	(attacking	the	Turks	isn'tnecessary	-	try	it	if	you	want,	but	I'm	not	going	to	here),	you'll	want	toadvance	to	the	Imperial	Age	to	get	all	the	cool	units.	Do	this	and	build	an
army	of	paladins	(upgrade	everything	you	can	afford),	ranged	units	(I	went	with	the	elite	axemen,	in	spite	of	the	fact	that	I'm	not	usually	a	sucker	for	unique	units),	trebuchets	and	a	few	monks.	Meh,	build	what	you	like,	but	scout	out	the	perimeter	of	the	Moors'	base	with	a	scout	cavalry	first,	so	you	know	what	you're	up	against.	They	have	a	castle	in
the	north-west	corner	of	their	small	base,	and	walls	allaround	it.	It's	not	that	the	base	is	difficult	to	attack,	it's	just	that	it's	sosodding	far	away	from	your	own.	So	you	might	want	to	build	a	well	guarded	castleand	some	unit	production	buildings	somewhere	around	that	crop	of	stone	(I	put	mycastle	and	some	walls	on	the	very	end	of	the	brick	road	to	the
south-west,against	the	edge	of	the	map	-	the	Moors	don't	react	to	the	building	site).	Leave	a	few	knights	back	in	your	first	two	castles	for	the	sake	of	those	yellow	rams	(later	ones	will	have	units	garrisoned	inside,	but	so	what?),	then	shift	your	army	south	to	your	third	castle,	ready	for	an	assault	on	the	green	base.	At	this	point	it's	up	to	you	what	you
do	-	I	actually	ended	up	forgetting	mostof	my	army	and	just	sent	in	petards	to	knock	out	first	the	gate	and	then	thegreen	unit	production	buildings	one	by	one.	I	also	built	another	scout	cavalryand	revealed	the	layout	of	most	of	the	base	before	the	scout	died.	The	Moors'	base	turns	out	to	be	really	crap.	I	met	a	grand	total	of	zerocombat	units	and	my
army	stood	around	scratching	its	arse	for	most	of	the	time.Once	the	castle	and	town	centre	was	gone	it	was	a	stroll.	The	only	problem	youmight	encounter	is	that	they'll	ring	the	town	bell,	and	the	arrows	from	the	towncentre	may	target	the	carts	you	need.	Make	sure	none	of	your	carts	is	destroyedor	you'll	have	a	problem.	All	that's	left	now	is	to
escort	those	six	carts	back	home	and	place	thembetween	the	flags	in	front	of	the	beautiful	cathedral.	I	had	managed	to	lose	oneof	my	castles	to	rams	at	this	point,	but	I	no	longer	cared.	QUICK	HELP	__________	Your	axemen	can	fend	off	the	first	assaults	-	just	don't	let	the	enemiesinside	your	walls.	Chop	wood	away	to	the	east	-	don't	use	the	given
camp.	Get	a	castle	up	fast	and	keep	it	repaired.	Keep	fast	mele	units	garrisoned	in	your	castle(s),	or	you	could	lose	them	tothe	yellow	rams.	All	building	upgrades	help	in	this	level.	The	Moorish	base	is	absurdly	rubbish	-	you	may	not	need	anything	beyond	a	fewpetards	in	the
end.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	2.4.8	VINDLANDSAGA	__________________	This	is	what	happens	when	you	design	a	level	with	no	gold	in	it.	Horribleness.The	Sea	of	Worms	looks	like	something	out	of	Lemmings,	if	you	ever	get	to	revealthe	entire
minimap.	+++	Difficulty	-	1/3	Objectives:	Erik	the	Red	must	survive.	Transport	Erik	the	Red	west	across	the	ocean	to	the	New	World	and	start	acolony	there.	+++	For	once	you	start	off	with	the	most	basic	of	bases,	and	you've	got	to	get	allthe	way	up	to	the	Castle	Age	slowly	and	steadily.	You'll	also	be	attacked	bythree	wolves	-	two	of	them	ordinary
doggies;	and	the	third	Ornlu	himself,	whomyou	may	remember	killing	in	Age	Of	Kings.	He	will	appear	when	you	build	ablacksmith,	and	he	can	cut	down	your	berserks	with	one	swipe.	Ring	the	town	bellwhen	you	see	him	and	make	sure	you	target	the	town	centre	on	him.	Anyway,	the	idea	is	to	mine	all	that	stone	to	the	east	and	do	some	creativebuying
and	selling	at	the	marketplace.	You	need	to	build	two,	possibly	threecastles	in	this	level	(by	my	strategy	anyway),	and	this	is	kind	of	hard	giventhat	you	have	no	gold	and	only	one	batch	of	stone.	Actually	there	is	a	lot	morestone	in	the	middle	of	Greenland,	to	the	north,	but	it's	hardly	worth	going	for.	When	building	your	town	make	sure	you	put	all	your
buildings	to	the	east	ofthe	town	centre,	in	the	corner	of	the	map.	Viking	longboats	will	be	along	later,	and	you	don't	want	them	to	be	able	to	reach	your	buildings	with	their	shots.	Once	you	have	your	first	650	stone	you	can	build	your	first	castle	on	the	southern	tip	of	your	island,	west	of	the	little	inlet.	Build	a	dock	in	the	inlet	so	that	any	passing	enemy
ships	will	have	to	meet	the	castle	before	they	reach	your	dock.	The	castle	will	also	catch	any	transports	passing	by,	which	should	keep	your	first	base	totally	safe	for	the	rest	of	the	level.	Try	not	to	spend	much	on	unit	upgrades	or	anything	-	this	strategy	depends	onusing	just	a	few	combat	units	and	relying	instead	on	castles.	I	bought	only
theblacksmith	upgrades	which	used	food	alone;	Horse	Collar	and	Town	Watch	from	themill	and	town	centre;	and	didn't	even	bother	with	a	lumber	camp	on	the	firstisland.	RELOCATING	TO	BRITAIN	(BLUE)	____________________________	Build	a	transport	from	your	dock	and	load	Erik	and	his	escorts	on	it,	as	wellas	a	few	peasants.	Bung	on	some
barracks	units	if	you	want.	Send	the	boat	south-west	until	you	find	the	next	island,	which	is	where	Britain	have	a	puny	base.	Take	your	ship	around	the	northern	tip	and	down	the	other	side,	then	let	them	off	when	the	shore	levels	out.	There	should	be	trees	and	a	lumber	camp	to	the	east	and	a	market	to	the	south.	Get	your	peasants	to	start	building	a
castle	next	to	the	lumber	camp,	betweenit	and	the	water.	Britain	will	attack	the	building	site	with	some	archers,	butErik	and	his	two	berserks	should	be	able	to	kill	them	all.	The	castle	will	soonbe	built,	at	which	point	you	can	garrison	Erik	inside	and	start	building	fivepetards.	There	is	a	tower	south-east	and	another	to	the	south-west	of	this	island	-
useyour	berserks	and	Erik	to	destroy	them	(they	have	an	attack	bonus	vs.	buildings).	Then	hit	the	town	centre	to	the	south	with	your	five	petards.	Once	it	was	gone	I	let	Erik	out	of	the	castle	and	got	him	to	kill	off	Britain's	peasants	with	the	help	of	some	more	berserks	from	the	castle.	Britain's	marketplaces	can	be	smashed	down	for	a	lot	more	gold.
Use	some	ofthat	gold	to	research	Murder	Holes	and	Ballistics	from	the	university.	Fletching	and	Bodkin	Arrow	from	the	blacksmith	are	good	investments	for	your	castles,	and	Double-Bit	Axe	and	Bow	Saw	are	good	researches	to	undertake	from	the	lumber	camp	you'll	want	to	build	next	to	your	second	castle.	Now	you	can	bring	over	all	the	rest	of	your
lumberjacks,	who	will	be	struggling	for	wood	on	your	first	island.	Leave	your	farmers	where	they	are,	but	relocate	your	wood-cutters	to	Britain	and	start	on	the	big	bunch	of	trees.	Don't	bother	building	another	dock	over	here	-	it	will	only	be	destroyed.	Build	up	about	ten	or	fifteen	galleons	from	your	first	dock	and	research	Careening.	PASSING
GREENLAND	(GREEN)	_________________________	Greenland	is	in	the	north	and	it's	heavily	populated	and	half-arsedly	fortified.	Weak	though	Greenland	is,	you're	weaker.	Thankfully	your	objectives	don't	state	that	you	have	to	wipe	these	guys	out,	since	it	might	be	pretty	hardwith	no	gold	mines	and	no	long-range	siege	weapons.	Anyway,	stick	Erik	on	a
transport	again,	accompanied	by	two	or	three	berserks,four	petards	and	three	or	four	peasants.	Be	sure	you	have	another	650	stonebefore	you	do	this.	Send	the	ship	due	north-west	of	your	second	castle	until	youfind	the	coast	of	Greenland,	then	follow	the	ice	south-west	and	then	west	untilyou	can't	go	any	farther	without	having	your	ship	sunk	by	the
Sea	of	Worms.	You	might	want	to	have	cleared	any	enemy	ships	away	from	this	area	before	you	send	your	transport	in.	Drop	your	passengers	on	the	last	narrow	bit	of	accessible	ice	on	the	verysouthern	tip	of	Greenland,	then	send	them	west.	They	will	meet	a	tower,	so	knock	it	out	with	the	four	petards	and	send	your	peasants	and	Eric	past	the
wreckage.	You	want	to	build	another	dock	on	the	south-west	tip	of	the	ice,	from	which	you	can	build	another	transport	to	take	your	units	west	across	the	sea.	Dump	everyone	on	the	transport	and	head	due	south-west	until	you	find	land.Follow	the	coast	south-west	until	you	find	the	edge	of	the	map,	then	drop	everyone	off	here.	ESTABLISHING	A
COLONY	IN	THE	NEW	WORLD	______________________________________	This	island	has	some	purple	Celts	on	it,	a	small	army	made	up	of	woad	raidersand	militia.	They	have	two	barracks,	a	town	centre	and	a	scattering	of	houses.The	Skraelings	are	yet	another	enemy	who	seem	to	be	able	to	keep	producing	unitswithout	having	any	peasants.	The	idea
here	is	to	quickly	build	a	castle	inland,	south	of	the	Celts'	base.Fight	off	the	nearby	Celts	with	Erik	and	the	berserks	while	your	peasants	build	the	castle,	then	garrison	the	peasants	and	the	berserks	inside.	THE	VIKINGS	MUST	BUILD	A	TOWN	CENTER,	A	MARKET,	AND	12	HOUSES	IN	THE	NEWWORLD	Now	you	want	to	run	around	this	island	and
bait	the	Celts	into	following	Erikto	the	castle,	while	you	build	petards	and	send	them	to	destroy	the	two	barracks	and	the	town	centre.	The	barracks	need	three	petards	each,	and	the	town	centre	will	need	five.	Erik	is	very	unlikely	to	die,	so	just	keep	the	Celts	away	from	their	buildings	until	you	can	send	the	petards	in.	Once	the	three	main	buildings
are	gone	you	can	bait	the	remaining	Celts	intoapproaching	your	castle,	and	the	island	is	pretty	much	clear.	Build	the	required	buildings	with	your	peasants	(stay	away	from	the	coast	-	there	are	longboats	about)	and	the	level	is	won.	By	the	way,	there	is	a	lonely	hermit	on	a	tiny	island	on	the	west	edge	of	themap.	I	killed	him	with	Erik	but	nothing
happened.	I	guess	this	guy	might	have	abearing	on	the	level	if	you	do	it	a	different	way	to	the	above	strategy,	so	letme	know	if	you	have	a	clue	what	he's	there	for.	QUICK	HELP	__________	Be	as	economical	as	you	can	on	the	starting	island.	Food	is	the	only	resourceyou'll	get	a	lot	of,	so	sell	it	at	the	market	for	gold.	You	don't	need	every	available
upgrade	-	be	sensible	and	remember	that	thereis	little	or	no	combat	in	this	level.	It's	not	essential	to	land	on	Britain,	but	it	definitely	makes	the	leveleasier.	You	can	skip	Greenland	almost	entirely.	Clear	out	the	Skraelings	by	baiting	them	towards	your	castle,	and	use	petardsto	sneakily	destroy	their	three	unit	production
buildings.++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	Congratulations,	that's	the	last	of	them	(I	arranged	the	Conquerors	campaignsin	alphabetical	order	for	the	sake	of	this	guide).	Thanks	for	reading
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Reformatted++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++	This	guide	was	written	and	formatted	with	the	excellent	Metapad:	The	campaigns	in	the	Age	of	Empires	games	are	separate	series	of	scenarios	based	on	historical	or	mythical	events	that	feature	cinematic
cutscenes,	narrative	elements,	often	special	objectives,	and	unique	units.The	Campaign	Editor	(contained	in	the	Scenario	Editor)	allows	players	to	link	custom	scenarios	to	create	custom	campaigns.	Age	of	Empires[]	Age	of	Empires[]	The	Rise	of	Rome[]	With	the	release	of	the	Definitive	Edition,	all	intros	and	outros	are	performed	by	a	voice	actor
(Michael	Corby	Gallegos)	and	both	Reign	of	the	Hittites	and	First	Punic	War	campaigns	are	included	in	the	base	game.	With	the	release	of	Return	of	Rome,	there	is	no	postgame	Victory/Loss/Aftermath	text.	Return	of	Rome[]	All	the	campaigns	which	are	available	in	Return	of	Rome	are:	Demo	campaigns[]	Age	of	Empires	II[]Main	article:	Campaign
(Age	of	Empires	II)	Age	of	Mythology[]	Standalone	scenarios[]Close	to	HomeE3	2001	Story	ShowcasePAX	East	scenarioKronos'	EscapeDifficulty	levels[]Campaigns	in	Age	of	Mythology	are	available	in	Standard,	Moderate,	and	Hard	difficulty.	The	Titans	introduces	Titan	difficulty,	while	Retold	introduces	Ludicrous	difficulty	in	update	17.51177.	The
icons	for	the	various	levels	in	Retold	are:	Age	of	Empires	III[]	Age	of	Empires	III[]	*	This	is	a	different	civilization	than	the	later	released	United	States.	The	WarChiefs[]	*	This	is	a	different	civilization	than	the	later	released	United	States.	The	Asian	Dynasties[]In	The	Asian	Dynasties,	the	three	new	campaigns	can	be	played	right	from	the	start.	It	does
not	require	finishing	one	campaign	to	unlock	another,	unlike	the	previous	sets	of	campaigns.	Definitive	Edition[]The	Definitive	Edition	contains	all	of	the	campaigns	from	Age	of	Empires	III,	with	two	new	ones:	Historical	Battles	and	The	Art	of	War.	Just	like	Age	of	Empires	II:	Definitive	Edition,	the	completed	scenarios	are	marked	by	a	medal,
depending	on	the	difficulty.	It	is	bronze	for	easy,	silver	for	moderate,	and	gold	for	hard.	The	The	Asian	Dynasties	campaigns	can	be	played	freely	instead	having	to	be	unlocked	one	after	the	other,	and	some	story	changes	were	made	for	the	The	WarChiefs	campaign	Act	II:	Shadow.	On	February	3,	2021,	an	event	challenge	scenario,	Bombard	Brawl,
was	added	and	can	be	accessed	from	the	Challenges	button	on	the	top-right	of	the	main	menu.	Three	new	Historical	Battles	are	also	added	with	the	expansion	The	African	Royals.	Another	three	Historical	Battles	were	added	with	the	release	of	the	Mexicans	civilization	add-on.In	Knights	of	the	Mediterranean,	a	new	game	mode	called	Historical	map
was	added,	containing	new	maps	which	are	a	mix	between	real-world	map	skirmish	matches	and	campaign	scenarios,	as	they	have	a	roster	of	civilizations	for	players	to	choose,	have	a	variable	number	of	players,	and	have	special	objectives	for	the	players.	Some	maps	can	(only)	be	played	online	with	other	human	players.	Age	of	Empires
IV[]Campaigns	in	Age	of	Empires	IV	do	not	use	the	same	unit	datasets	and	technology	trees	as	in	standard	multiplayer	or	single	player	matches.	This	has	the	following	implications:They	feature	technologies,	units,	and	buildings	that	were	removed	or	changed	since	the	release	of	the	gameSome	units,	technologies,	and	landmarks	may	have	different
effects	or	balance	compared	to	how	they	play	in	multiplayer	or	single	player.Like	in	Age	of	Empires	III,	due	to	the	scarcity	of	civilizations,	these	campaigns	feature	non-playable	civilizations,	like	the	Grand	Duchy	of	Lithuania	and	Normans.	Campaigns	are	also	divided	into	various	chapters,	encompassing	different	time	periods.	*	marked	are	playable	in
some	scenarios.	Most	of	the	scenarios	are	playable	as	the	main	civilization.Before	the	player	can	start	the	campaign	scenarios,	a	short	movie	describing	the	historical	background	of	the	scenario	is	played.	Chronicles[]A	grand	campaign	in	Chronicles	is	a	long	storyline	with	recurring	characters,	with	players	experiencing	multiple	civilizations	and
related	historical	events	over	a	period	of	time,	having	multiple	campaigns'	worth	of	content	when	compared	to	campaigns	in	Age	of	Empires	II.ExpansionCampaignNo.	of	scenarios	Battle	for	GreeceBattle	for	Greece21	Age	of	Empires:	The	Age	of	Kings[]	Age	of	Empires:	Mythologies[]Campaigns[]	Scenarios[]The	scenarios	are	not	really	campaigns	but
are	the	equivalent	of	a	single	mission.	Gallery[]Campaign	timeline	for	Age	of	Empires	campaignsAct	I:	Fire	campaign	screen	in	Age	of	Empires	III:	Definitive	EditionAct	II:	Shadow	campaign	screen	in	Age	of	Empires	III:	Definitive	EditionAct	I:	Japan	campaign	screen	in	Age	of	Empires	III:	Definitive	EditionCampaign	selection	screen	in	Return	of	Rome
for	Age	of	Empires	game	mode	in	Age	of	Empires	IIThe	campaign	selection	screen	of	Age	of	Empires	campaigns	in	Return	of	RomeCutscene	background	of	the	campaigns	Ascent	of	Egypt,	Glory	of	Greece,	The	First	Punic	War,	and	Voices	of	Babylon,	in	Return	of	RomeThe	campaign	selection	screen	in	Age	of	Mythology:	RetoldSee	also[]Age	of	Empires
series	campaigns	chronological	order	(fan-made)	
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