
Prologue

The second wave of the war is over. The dark portal has been destroyed. The Daemon and Orc alliance is wavering and weakening. The humans now have a new king and a new kingdom. The new kingdom is a grand one, but corrupted. The remaining orcs are becoming hunting game, and the new King is just standing by. The people are becoming restless or corrupted. On the Orc side, the lust for new terrain to conquer is growing and a civil war has begun.

   The remaining Daemons are divided as well. One Daemon has decided to change this. Allying himself with a group of magic wielders composed of; death knights, mages (to study their magic), ogremages, and some captured paladins, the Daemon offers them liberty and unlimited power if they work together. A few paladins and mages agree to share their power in order to live and receive some of this power. Those who refuse are executed.

   The Daemon and his group travel to the two locations where the portals were opened. With the help of their human counterparts, they map the remaining natural energies and locate the strongest focus of these energies. Once they are at that location, they erect a gigantic monument used to capture the energy flows. They also build 2 transfer points at the old portal sites, which direct the remaining portal energies to the new site. Along with the natural energies of the orc world, the orc black magic, and the human white magic they open a new rift deep within the valleys of Azeroth.

   Back in Azeroth, the new rift is open and the Daemon goes out in search of the corrupted souls he needs for his new attack. He successfully recruits warriors with the promise of eternal life and power. Using the stones, he corrupts some of the heroes that defeated them in the earlier wars.

   But, there is a corruption on the Daemons side to. Some of the mages and death knights have resurrected the past dead heroes of the war. Some are corrupted by the Daemon, other aren't. The Orc War Chiefs have also learned of this new rift and those on the human side are newly inspired as well.

 Chaos has broken lose. Now, the Daemon and his group must open a portal into the daemons home world to call for reinforcements.

   A new battle begins...

*Authors notes:

· With the lack of triggers, I have added the list of objectives with the introduction of each map. The objectives I list are those that the map was built around. You can still win without completing all the objectives, but that defeats the purpose of why you’re playing them. Also, having to destroy the enemy is a set objective and therefore you’ll receive additional aid once you complete the other objectives.

· It seems that even Blizzard can’t agree on how to spell their units. The sound folder, GameSFX, has one spelling while the map editor has another. I’ll be using gryphon and I’ll use two l’s in the name of Alleria.
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CLAN ORIENTATIONS

COLOR
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RACE

Red
Nation of Azeroth
Human

Orange
Old Alliance
Human

Blue
Horde Survivors
Orc

Black
Horde Traitors
Orc

Green
Horde Mercenaries
Orc

White
Nation of Lordaeron
Human

Purple
Alliance Traitors
Human

Yellow
Demon Alliance
Orc

OBJECTIVES

ACT I

Home Front

MAP 01: Operation Wooden Sniper


After receiving news of the new wave of orc pillaging, you begin to wonder from where these new waves of orcs are coming from. Shortly after, you receive news from your king. Allerias’ camp has been captured. She has requested help from Azeroth and its armies. The king entrusts you with the duty of helping her regain her lost camp and free any prisoners that might have been taken captive. 

You meet with Alleria and she explains you the situation: 

“Our camp has been captured. Some of my fellow archers have been taken captive as well. A small band of us have been able to escape with our lives and we’ll offer you any help we can give.”

OBJECTIVES

1
Help Alleria recapture her archer camp.

2
Alleria must survive.

3
Eradicate all enemy forces.

MAP 02: Operation Pushback

In return for your help, Alleria offers you the service of her archer elfs to aid you in this new war. Your cause for celebration quickly ends as you hear that the Orcs have established a camp not too far away. You receive the following news from your king:

“I am sending you limited support for this new task you have at hand. Take no prisoners and destroy all that you see. You will be rewarded on how well you do.”

OBJECTIVES

1
Destroy the enemy camp.

2
Eradicate all enemy forces.

MAP 03: Operation Unlikely Ally

You have successfully pushed the Horde Traitors back out of the immediate vicinity of the mainland of Azeroth. You set off to track down any survivors that might have escaped to prevent them from gathering up their forces. Somewhere amidst the forest you meet a lonely grunt. Once he sees you he kneels before you and asks you to spare his life. He then proceeds to tell you of the civil strife that is happening amongst the Horde:

“Human! The Horde has been severed as a race and we not operate within clans. The clan of the Demon Alliance has allied itself with the Horde Traitors and Horde Mercenaries. The rest of the Horde Survivors oppose this quest for power for we fear the Demon ahs alternate plans. Therefore, we tried to rescue our leader Korgath. Unfortunately he was captured not too far from here. If you can help us liberate him we will be in your debt.

OBJECTIVES

1
Rescue Korgath Bladefist.

2
Korgath Must survive.

3
Eradicate all enemy forces.

MAP 04: Operation Traitor

With the release of Korgath, the Orcs thank you and tell you that they shall help you in your time of need. You continue on your way when you receive word from the new king in Lordaeron:

“General! You have been recalled from your current assignment. We have very grave news. It seems that one of our fellow knights, Turalyon, has fallen under the influence of the dark side. He has stolen some of our magic and knowledge and tried to bring them to the Horde. We have managed to capture him, but with heavy losses. We fear that if a new wave of Orcs try and rescue him that the current troops will not be strong enough to hold them off. Therefore, you shall lead a group of reinforcements that I shall send you and help guard Turalyons’ passage back to Lordaeron for trial.

You meet with the reinforcements and wait for the group guarding Turalyon to meet up with you. From afar you can see them approaching. Over the horizon you can see a band of Orcs charge towards the escorts. You rush to intercept them before they can free Turalyon.

OBJECTIVES

1
Try to rescue the escorts of Turalyon and Turalyon.

2
Eradicate all enemy forces.

ACT II

Kicking Em Out

MAP 05: Operation Fork

With Turalyon free and the Orcs possessing some of your strongest knowledge, the king tells you that as a punishment you are now charged with hunting down Turalyon until one of you two is dead. He will help supply you with whatever troops he can spare. The Orcs have started a campaign against Azeroth and so you don’t expect much help. You start off in the direction that Turalyon fled. You come near an important forest fork and notice an Orc camp ahead. This is the only way into the Valley of Despair, which is where Turalyon fled too.

OBJECTIVES

1
Make a camp to safeguard the forest fork.

2
Eradicate all enemy forces.

MAP 06: Operation Ambush

You come to a narrow mountain pass. You wait for daylight to come before moving forward. At dawn, you hope that any Orc forces within the pass are still asleep. You look at the surrounding cliffs and pray for all of your souls before venturing forwards. The second you enter your worst fears are realized, it’s an ambush. Luckily your men stay by your side and fight bravely. You can only hope…

OBJECTIVES

1
Eradicate all enemy forces.

2
A handful of units must survive.

MAP 07: Operation Ambush2

Off in the distance you see a band of Orcs coming forwards towards the pass. You can tell that you are outnumbered. You decide to post men within the ambush position hoping that the incoming band of Orcs believe that the pass is still secured by those who attacked you. Once they’re within ambush range you give the word.

OBJECTIVES

1
Eradicate all enemy forces.

MAP 08: Operation Hunger

You have now secured the pass. You move up the mountain in search for anything you can find. Supplies seem to be running short all of a sudden. You receive word from your back flank that the Orcs have cut off the supply line between you and Lordaeron. You realize that you do not currently have the resources to make it back down the mountain and confront two camps at once. You decide to press on up the mountain in search of supplies.

OBJECTIVES

1
Gather up as much resources as you can.

2
Eradicate all enemy forces.

MAP 09: Operation Hidden Jungle

With refreshed resources you make your way down to the base of the mountain. Before reaching the base you notice the positioning of the camps. You then decide it best to take a small handful of troops down through the tight paths of the forest. You hope that you will exit the tight paths at a safe location and not in the midst of an enemy camp.

OBJECTIVES

1
Set up a camp to safeguard your supply lines.

2
Eradicate all enemy forces.

MAP 10: Operation Beach Party

You continue to move deeper towards the Valley of Despair. You come to the Divided Sea. This sea divides Azeroth into the mainland and the north. You move along the coast in search for the Orc port city. You encounter a band of Orcs walking the coast towards you. You decide that you must kill them quickly in order to prevent them from reporting your presence.

OBJECTIVES

1
Eradicate all enemy forces.

MAP 11: Operation Beach Party2

You continue searching the coast for a port city or landing spot of some sort. You encounter a search party of Orcs. You realize they must be looking for the group you encountered earlier. You realize that for the Orcs to send a search party for a small band of Orcs they must have had something of great importance. You decide that you can’t risk the search party to find out of your presence and engage them as well.

OBJECTIVES

1
Eradicate all enemy forces.

MAP 12: Operation Establish

Just over the horizon you can see tall shapes. As you get closer you realize it’s a city. It’s not just any city, it’s an Orc port city. You realize that without a definite port city the Orcs will not be able to land large amounts of reinforcements. This will mean that you will be able to receive greater help from Lordaeron. With this you might be able to recapture Turalyon before he reaches the Valley of Despair and hands over his powerful knowledge to the Daemon. You face the winds of war and prepare to enforce your destiny.

OBJECTIVES

1
Create a water force.

2
Eradicate all enemy forces.

MAP 13: Operation Coastal

With the ruins of the port city in beneath your feet you press forwards with your new water force to a location known to few. This location makes it a prime candidate for a port city. You reach it and prepare to build your own port city when you see survivors of the Orcs port city along with reinforcements waiting for you. You find an ideal location and decide to make your stand here.

OBJECTIVES

1
Erect a port city.

2
Eradicate all enemy forces.

ACT III

In the Navy!

MAP 14: Operation Pearl Harbor

You have now secured the coast of Divided Sea. You have received extra reinforcements from Lordaeron, including resources. You continue on your mission and you take the control of a navy to cross the sea. Within an hour of the beginning of your see travel you see seagulls. Then, you see a dragon eat it. As you get closer you can see a well-established Orc island outpost. As you land on a small island nearby, you began evaluating the size of their army and your slim chances of victory.

OBJECTIVES

1
Build up a sizeable navy.

2
Eradicate all enemy forces.

Map 15: Operation Archipelago

As your navy splits into two groups you ponder how many of your ships are gonna make it to the other side. But this is no time to stand around. You must hurry and catch Turalyon or face the furry of your king. You know that just over the horizon is a small grouping of islands that span out a few kilometers in an east to west manner. You expect to meet an Orc resistance as this grouping of islands is in a prime location to control the waterways. You land within sight of part of the island chain and you see an Orc camp. You know all too well that if you can see your enemy, they can see you too.

OBJECTIVES

1
Retake the island chain.

2
Eradicate all enemy forces.

Map 16: Operation Encounter

As your sailing a storm brews up. You are thrown overboard and your navy is helpless in rescuing you. You abandon all hope and pass out. You wake up hours later aboard a ship. Luckily, it’s a human ship. The ship captain comes to see you and explains the situation to you:

“General, Sir! We found you floating amongst pieces of debris. We were on our way to meet with your fleet. We have been sent by the king as reinforcements. Unfortunately, we met some unexpected resistance. The Orcs have captured a few of our soldiers and are holding them prisoner and are waiting to deport them. You must help us rescue them.

You decide to help them out. You also notice that this is the fleet that you were waiting for and that the meeting point isn’t too far from here. That means that your own navy may not be too far as well. You decide that after rescuing the POW’s, you’ll meet with your navy and wipe the area clean of Orcs.

OBJECTIVES

1
Rescue the captured soldiers

2
Once you have rescued them, make your way to your waiting navy.

3
Eradicate all enemy forces.

MAP 17: Operation Black Gold

You notice the many barrels of oil that the Orcs seem to have. You conclude that there must be a main supply camp. Your thoughts naturally turn to the center of the Divided Sea. Located within its center is dangerous terrain, deep waters, and lots of oil. Unless you can cut off the Orcs main oil supply lines, they’ll keep you off the North Shore of the sea. You decide to take a small detour and head towards what you fear to be the Orc oil camps. 

OBJECTIVES

1
Gather as much oil as you can for backup in your future travels.

2
Eradicate all enemy forces.

MAP 18: Operation Eradicate


You receiver word from Lordaeron:

“General, we ask for your help. We have located the Orc coastal city of Kamikaze. It is heavily guarded with many ships. We have lost many battles at the hands of the Horde within sight of this city. We ask for any assistance you can spare. We can only hope you respond in time as our sea power is weakening and soon, if they keep winning, they might be able to retake the Divided Sea, and if they do all will be lost.

As you read the letter you begin to think. This city is a heavy water power. You’ve never seen a water power who’s just as strong on land. You decide to take the back door in. You sail along the coast of the North Shore. Soon, you encounter the delta of the River of Tears. You guide your remaining navy into its delta and head inland. Off in the distance you spot a land outpost. Knowing that a land camp can easily eradicate a small navy, you decide to land nearby.

OBJECTIVES

1
Create a land force.

2
Eradicate all enemy forces.

MAP 19: Operation Double Coast

As you continue sailing through the many rivers at the outskirts of the Valley of Despair, you see a chokehold occupied by Orcs just ahead. You land and decide that you have better chances in land combat than you do in a charging with your pathetic navy.

OBJECTIVES

1
Build a camp near the chokehold.

2
Eradicate all enemy forces.

MAP 20: Operation Malibu

You sail until you can see the river start flowing slightly faster. This means that the Ocean is nearby. Therefore, the city of Kamikaze must be just around the next river bend. You land on a small patch hidden in the forest. You can only hope that you were able to kill all enemy forces from the outpost and the chokehold, for if they knew of your presence, you’d lose the element of surprise. As you scout the city, you notice a major water force within its harbor and a land army guarding its back. You realize that you’re in for a major fight.

OBJECTIVES

1
Eradicate all enemy forces.

ACT IV

Mi Amigos

MAP 21: Operation Ice Climb

You begin wondering through the Valley of Despair. You decide to go up a mountain path hoping that it will open up on the other side and spare you the long trek of circling the mountain base. About midway up the mountain, you notice fresh tracks. That means that there must be some Orc camp nearby. You decide to camp at the next gold mine you find and see if you can gather any useful information as well as letting helping the greater cause by destroying one of the Orcs mining colonies.

OBJECTIVES

1
Gather as much resources as you can.

2
Eradicate all enemies.

MAP 22: Operation Enemy of an Enemy

With your supplies refreshed you sit down in your room and go through the documents that your troops were able to gather from the burning wreck of what used to be a Orc mining camp. Your eyes fall on a sheet of paper. It’s a warrant for an arrest of Teron Gorefiend.

“This order is for the arrest of the traitor known as Teron Gorefiend. He was caught heading south towards the Humans! If he resists, kill him. A reward of 5000 gold and 12 pigs is offered to he who arrests him alive. He who arrests him dead will not get any pigs.”

 You move on to the next sheet and see another note:

“The warrant for the arrest of the traitor known as Teron Gorefiend is now null. He has been captured and is being help within the peaks of a mountain high and far from where he could do any damage to our plans.”

You think of all the mountains within the Valley. The tallest one is the one that you are currently on. You decide to take this chance and search for him. The information he might have would allow you better chances in your task.

OBJECTIVES

1
Find Teron Gorefiend.

2
Bring Teron back to his fellow death knights.

3
Teron must survive.

4
Eradicate all enemy forces.

MAP 23: Operation Gold


After you rescue him Teron thanks you and offers you his help:

“Human! I am grateful for my freedom. I have been hoping to reach your kind. Now that my task is done, I will give you some information you will find useful. The camp containing the new rift is located within the Fertile Meadow. It is heavily guarded. It has 4 camps located near it guarding the various entrances to the city. A lumber camp, a camp of humans, an Ogre post, and a magic camp are all surrounding the city. Eliminating these four camps will allow three strategic attack points for the ogre post and magic camp are located very close to each other. There is also monuments on our world that allow to open this rift between our worlds. These monuments need to be destroyed before destroying the portal or this will allow the Daemon to escape and gather a new army and then returning to finish what he started. He who you call Danath is currently within this valley as well. I have also heard that the war has moved to this side of the Divided Sea. This means that you should go back down and aid your fellow humans, they might need it.”

You decide to head back down the mountain with this new information and some troops that Teron gives you to aid you in you efforts. You expect that Turalyon is heading towards the human camp. As you start your trek back down, you notice smoke a little higher. You decide that some new supplies would greatly help and head in the direction of the smoke. You get to the top of the mountain and your scouts inform you that they’ve never seen so much gold. This must be the main mining camp of the Orcs on this mountain. If you can capture this rich land, you can severely weaken the forces of the Daemon.

OBJECTIVES

1
Gather as much gold as you can.

2
Eradicate all enemy forces.

MAP 24: Operation Ice Fall

With this abundance of gold you’ve collected, you and the main troops from Lordaeron will now have a greater ease in this war. As you’re heading back down the mountain, you try and contact your camp that you built at the midpoint of the mountain. As you get closer, you look down from a plateau. You see half your camp in blazes and beings you can only guess to be Orc. You move down the mountain quicker than ever and decide to make camp. You can tell you’re too late. The smoke has died down. This must mean it’s run out of things to burn. You decide to take revenge for your fellow compatriots that you left behind in that forsaken camp.

OBJECTIVES

1
Eradicate all enemy forces.

MAP 25: Operation Grubber

As you near the bottom of the mountain you can see a small wave of beings fighting. This must be the troops from Lordaeron. Once you’ve reached the bottom of the mountain, a fellow soldier accompanied by some orcs greets you:

“General! These grunts say that they have been sent by Korgath Bladefist to help us.” 

You quickly tell him of your rescue of Korgath and of his promise to aid you in the future. He then continues to explain the situation to you:

Danath led a bunch of us into battle. Unfortunately, the Orcs were able to cut us off from the main army. We are currently holding them off, but I fear that unless you can aid us, all will be lost, including Danath. 


He then shows you in which direction Danath is located and you head off together.

OBJECTIVES

1
Rescue Danath.

2
Danath must survive.

3
Eradicate all enemy forces.

MAP 26: Operation White Magic

Thank you General! With out your help we would have surely perished. Now, we have some more serious issues at hand. I was on my way, with my army, to bring aid to our loyal mage leader, Khadgar. We received word that he was under siege, and therefore, the king send me to help him. I now need your help. Most of my army has been slaughtered and I am of no use unless I have an army. I am willing to place the remaining members of my army, including myself, under your control.

You know that you have no choice. Khadgar is the most respected mage in all the known world. To allow him to die at the hands of the Orcs would be an act of cowardice and treason and punishable by death. With the intent of helping him until you rescue him or die trying, you set off with Danath showing the way.

OBJECTIVES

1
Rescue Khadgar.

2
Khadgar must survive.

3
Danath must survive.

4
Eradicate all enemy forces.

MAP 27: Operation Condor

With Khadgar save, you can now continue to push deeper into the valley. A few days within having parted from Khadgar and Danath, you see a gryphon and his rider approaching you. You greet him in as a friend for he wears the sign of the Alliance. He seems troubled and you ask him if everything is all right:

Human General, I request your help. The Alliances good servants Kurdran and Sky’ree have been taken prisoner. I fear they are currently awaiting execution. They’re being held hostage southwest of here. I would be glad for any assistance you can spare us.

Without thinking twice about it, you order your men to head southwest. You follow the gryphon rider and prepare yourself for another hostage rescue. You’re starting to feel like some kind of super babysitter.

OBJECTIVES

1
Rescue Kurdran and Sky’ree.

2
Kurdran and Sky’ree must survive.

3
Eradicate all enemy forces.

ACT V

Final Destination

MAP 28: Operation Arrow Head

With Kurdan and Sky’ree freed, you now begin your final assault into the heart of the enemy territory. Your first task is to assault the troll camp of Zuljin. His camp is the main supplier of throwing axes for the trolls. They are keeping all air units at bay. Until this threat can be eliminated, and attempts at air strikes are futile.

OBJECTIVES

1
Destroy all enemy lumber mills.

2
Eradicate all enemy forces.

MAP 29: Operation Traitors End


You receive news.

General, the traitor Turalyon has been located northeast of your location. You are under orders to terminate him at once.

This is a letter from the office of the king. This must mean reinforcements are not far behind. Knowing that you don’t have to worry about your back anymore, you look forwards with anticipation. But first, you have a job to do. Turalyon has fallen to the dark side and has probably already shared many of the human secrets with the enemy. You must minimize this leak even if it means killing a friend of yours.

OBJECTIVES

1
Set up a base camp.

2
Find and kill Turalyon.

3
Eradicate all enemy forces.

MAP 30: Operation Blood Lust


You receive a notice from Danath.

Fellow General, I need your help. I am currently moving to assault the Camp of the Magi. As you may know, Ogre Magi’s like critters of all types and I have stumbled into fields of them. There seems to be a large amount indicating a large and heavy army to feed. If we succeed, this may be a striking blow to the enemy.

As you read the letter you shudder at the though of the possible hundreds of Magi that may be awaiting you. Yet, this is crucial and may give you the upper hand. Either way, Danath needs your help and you’re not about to let a friend down in a time of need such as this.

OBJECTIVES

1
Cut off the Magi’s sheep supply.

2
Eradicate all enemy forces.

MAP 31: Operation Mana

A crucial blow has been dealt to the enemy. You now have possession of two of the paths leading to their stronghold. The last path holds the camp of the death knights. They have recruited the help of human mages and have taught them the secrets that Turalyon brought them. The eradication of this camp will leave you with a three-path access to the portal and one battle to fight for the freedom of your land.

OBJECTIVES

1
Destroy all human mages and Mage Towers.

2
Eradicate all enemy forces.

MAP 32: Operation Daemon

Here you are. Leading one of the three armies that will lay siege to the Dark Portal. The Daemon guarding it is a worthy foe. He is not your only concern though. All four of the enemy camps have fallen back here. They are large in size and have nothing to lose. You know this will be the fight of your life as you see that the enemy has scouted your location. Its too late to turn back for the future lays upon this very battle.

OBJECTIVES

1
All heroes must survive.

2
Do not destroy the Dark Portal.

3
Eradicate all enemy forces.

HINTS

MAP 01: Alleria has a long range. Use her to get rid of those annoying catapults shooting from behind trees. Move her towards the catapult so that it shoots behind her. She then has the time to shoot at it twice and retreating before it shoots again. If she remains for a third shot, the catapult will hit her. You can clear most of the map this way. 

MAP 02: Use a few ballistas with footmen to take out the towers throughout the map. Take the two expansion gold mines and build an army composed mostly of footmen.  Invade their base and the rest is a piece of cake.

MAP 03: Take a ballista and some archers through the mini maze in the trees. You will find a gold mine surrounded by trees in a small clearing. Get a few ballistas to provoke the enemy. This will allow you to control the battle. Manage your gold well and you should have little difficulties.

MAP 04: Gather your troops in the bottom left corner. Slow the game speed and click them to attack the top right corner. They will kill everything in their way.

MAP 05: Build a few ballistas and a lot of ground troops. Save a lot and use the ballistas to kill from a distance. If you get drawn into their base or rush into their base you will be overwhelmed very quickly. Slow and steady wins the race.

MAP 06: Slow the game speed down to a crawl. As soon as the game starts, direct your troops to the far right of the map. Get them all to go up or down and kill everything on one side before moving to the other.

MAP 07: Group your troops together at the entrances. Use the ballistas to kill most of their army. The passageway is so narrow that by grouping your troops, you shouldn’t have to face more than four enemy units at once.

MAP 08: Take the passage below your first city and quickly kill the computer units there. This will give you their left over gold. Use your ballistas to destroy the towers. The best thing is to build a few sappers and a few level three ballistas. Bring the ballistas near the mountains in the middle and sapper your way inwards just enough for your ballistas to reach. You should be able to kill off most enemy units doing this, and many towers and other important buildings. I find doing it from the bottom or the top to be the best. The northern most city is easily destroyed by troops once the two towers guarding it are pummeled.

MAP 09: Always move towards the top right. You will get to the first gold mine very quickly. Build some ballistas and a lot of knights. Use the trees to kill the computer. Go slowly and you should wear away black very easily. You should have found the second gold mine with a flying machine by now. Send your peons and build a few cannon towers. They will be unharmed until they finish mining and chop out into the enemy base. Sending two knights with them to ensure a safe journey is advised. Work on green from where you left off with black. Replace your ballistas as they get killed. With enough management, you should be able to finish off green with more than a handful of soldiers left.

MAP 10: Micromanage your troops. They shouldn’t get spread out.

MAP 11: A little at a time. Gather your army at the bottom of the map and move a footman north until you see a catapult shoot. Run back to your army. You will have a bit less than their army coming at you. Send a man or two a bit up to kill the catapult lagging behind. If done right, you should have minimal losses and the remainder of their army will still be where it was. Lure them again. If done right, you should have a handful of troops left, but one little mistake will leave them with half their army. It is very hard and must be done precisely.

MAP 12: First, move to your immediate left. Build a lot of knights and some ballistas. Wipe out the left side of their base first. Leave their halls until last. They will gather their army near their halls, and it is best to try and lure a few of them out. A few sappers used on very slow speed might help a bit. Leave some money to build a few ships to destroy any remaining naval units they might have.

MAP 13: Get knights, some archers, and some ballistas near your top cannon towers. Go full navy and you
should be able to do heavy damage to their base with your battleships. If you don't have enough
soldiers to clean up, use archers and ballistas to lure em to the coast where your navy will finish
them off. 

MAP 14: Use ballistas and your navy to clear out the first island. Use a navy fleet to lean out the top and
left sides of the map. Get a landing party with ballistas and mages with blizzard to clear out the
crescent moon island and clear the middle out with them, or go 100% navy to clear everything out. 

MAP 15: Easy once you get a foothold. Go all out navy early on. Clear out a section of any island and land
ballistas and back them up with knights, archers, and your navy. The ballistas will clear out any
towers and your units should keep them pretty safe. 

MAP 16: Hard to get the first time. Head right and stay near the bottom. Rescue the units and go back the
way you came from. When your starting island is barely in view, go upwards. You will encounter
a small navy that should be easy to defeat. Keep going upward until you reach land and clear a
landing space. Use ballistas with backup units and your mages to clear out the islands. Leave your
ships where they are. Once the islands are cleared, use your cats and mages to try and kill as many
ships as possible. Once the island strip is clear out, head upwards and go a bit to the left. Once
passed those rocky islands, head right. All the way to the right is a red army. Use their help to
rescue the units on the left side of the map and kill any remaining enemy units. 

MAP 17: Stay along the outside and use a mixture of your navy and mages with blizzard to break through
the enemy lines. The enemy will sue mainly water units with some air units and may land some
ground troops later on. The faster you are, the more prepared you will be to repel their attacks.

MAP 18: Get a few ballistas to help repel any enemy navy units that might come. Also, put up towers
backed with ballistas and other units near the top left entrance to your base. This will help control
enemy units coming at you and allow you to build up early. Scout towards the top left of your base
for an expansion. Protect it from green peons that will attempt to mine it out. Then use lots of
ground troops and a few mages with blizzard to clean up the enemy base. 

MAP 19: Pretty hard. Follow the tree line to your right to the first gold mine and wall yourself in with your
buildings, while leaving enough space to build and let units through. Hit and run blizzard attacks
work best to destroy all left units. There is an expansion gold mine on the right side, but by this
time death knights and ogre mages will most likely be running around, literally. Be very careful
and micromanage your troops accordingly. If you can get the expansion gold mine, you should be
able to win. 

MAP 20: Lots of enemy units here. Start by setting up whatever defensive line you feel most comfortable
with since you will be under constant attacks from the air and ground. Build up a tower or two with
a ballista to help defend your navy. Then, the best advice would be to go all out navy or land, not
both. They have a very large navy and heavily guarded base. If you go land, go slowly and work
your way in one direction, preferably not towards the middle. If you go navy, get some ground
troops that will be used to lure all enemy units to your ships and some units to deal with the
annoying death knights. Your expansion gold mine to the north is invaluable.

MAP 21: A small money map. Your first mine is to the immediate south. An expansion mine to the north
shouldn't need any defenses. Micromanaging your units shouldn't be too hard and will give you an
advantage. Watch out for cannon towers and catapults. Going through the middle of the map will
only yield one outpost before you reach the enemy base. Destroying it quickly might leave you
with their gold mine. There is another gold mine near the bottom center of the map, it is lightly
guarded and could aid you well if you run short of cash. 

MAP 22: Choose one path to get to the bottom left and stick with it. Once you rescue blue, use their
death knights to your advantage. Go slowly and use death coil to its full extent. Save the dwarves
for any large cumbersome groups you encounter. 

MAP 23: Quickly set up a strong defense and wipe out the green colony beneath you. Purple in the top
right corner should be your next target. The quicker you kill them, the more gold they will leave
you. Destroy all enemy buildings you encounter. Once you have a large enough army, yellow will
be an easy target. The best thing is to use a few knights or footman with a lot of archers, ballistas,
and/or mages. Use the narrow passageway to your advantage. Get your mages and a few upgraded
ballistas to pound the central city from beyond the rocks. Blow through the rocks as necessary to
maximize the damage potential of your units. Black will be fully build up by now, but you can use
the rocks to your advantage. 

MAP 24: Everything in the bottom left is doomed. Don’t get yourself caught trying to manage any units
there. Start building in the top right and immediately wipe out yellow to your southeast. Expend to
the top left and the map should be easy to complete. 

MAP 25: This map demands a lot of management. Go to the center immediately and set up camp. Put up a
defensive line on both sides and build towers to completely block off the bottom entrances to the
left and right gold mines. Back them up with some ballistas early on and mages afterwards to
blizzard any units that come too close. Be careful to not chop out of any of your bases. Yellow
will most likely mass south of your central base. Use blizzard to kill most of their units. Clean up
should be easy with mages and ballistas. The hard part is early on. 

MAP 26: This in itself is pretty much a shot in the air. Expand to the top left immediately since that
expansion is not closed off. The bottom right expansion only needs one peon to chop through and
build one tower to defend the entrance. The enemy will keep its main focus on orange. Since
damage is random, the outcome will not always be the same. Yellow should wear down orange
gradually, meaning you should hurry. A full fledge attack on one wing is the best trick in getting
yellow. Orange will run out of resources. Use ranged attacks to remove towers and knights for the
ogre mages. Careful manipulation of the battles is highly recommended. 

MAP 27: Your first mine is immediately to your left. Quickly kill of black in the top left corner, and try
your hand at blacks south base. A useful target is the lumber mills in the southwest corner of the
map. Destroying them will limit what the enemy can produce. My best advice would be mass
blizzards at the entrances, one at a time. This will destroy all units and buildings caught in them.
Keep some archers and knights in case the first few units make it through. 

MAP 28: Immediately remove any enemy units you can. Taking the southwest, southeast, and northeast
gold mines is a top priority. Lots of archers can be found, so catapults and mages will be very
useful to clear out groups of them. Just be careful of any ogres you may find. Area effect attacks
are best and you should have plenty of troops for the final assault.

MAP 29: You have 5 possible starting positions, each having their own strategy. I would suggest taking the
long trek to the south gold mine. Build a bit of anti-air defenses and chop your way to purple and
the gold mine above you. Use blizzard and ballistas to kill of most of purples forces and expand to
the north gold mine as well as the one below black. The north and purple gold mines will be
difficult to guard. Since the main enemy base is mostly melee, building a few towers near their
entrance and backing them up with archers and ballistas, with some knights will probably be
highly effective. Try and lure out as few units as possible. They have plenty of gold so be prepared
to blizzard their mining lines if they have a lot of gold left. The less they get, the easier. 

MAP 30: Your best bet would be to immediately seize the entrance to the enemy base and build up all your
defenses there. A few ballista towers along the edge of the forest to protect from incoming dragons
may also be wise. Clear out the islands as soon as you get ballistas. You need all the gold you can
since their entrance leads to the center of their base. This gives you the advantage of being able to
quickly get to the mining lines if you want to since their located near the middle. If you can get
greens gold mine before it is empty, mass mine it and use the resources to weaken yellow further. 

MAP 31: Your best bet is to chop into their base and avoid being swarmed. Use the trees to set up choke
points and be ready for continuous attacks. The best trick is to be quick and as effective as you
can. 

MAP 32: Rushing is not the best strat. First, get two good friends. Red should immediately wall in wit at
least 3 layers of wall. Do not put buildings behind your walls because the death and decay from
the knights will destroy the buildings and the walls allowing the enemy to overwhelm you. Share
the expansions. Red should build an army of gryphons and head south over the trees. Destroying
their farms and vital buildings will heavily cripple them for a while. Blue and white will have
minor troubles from the enemy. They should have anti-air defense nonetheless, especially red.
Ballista towers should be build in the direction of the enemy since most of the dragons will go for
red. Blue and white should focus on destroying green and stealing their gold mine. Staying above
the gold mine will prevent the activation of many units. The center should be kept for last, since
the demon there can kill almost all units in 2 hits or less. If black or purples gold mine can also be
captured, white and blue should be able to clean out the center of the map. A large concentration
of units should have built up along reds walls. All your units will be needed to deal with them.
Lots of blizzard can help remove the majority of them. This map is very hard and one fault can
mean the end of the game. Remember to keep your heroes alive. 

