[image: image1.jpg]



The Manual of the Ancients has to be subdivided into three big Parts:

1. The Ancient Cavalerist

2. The Ancient Attacker

3. The Ancient Defender

The Ancient Cavalerist
General:

One of the strengths of the Ancients is their Cavalery. Their Cavalery is flying, which means that they can attack Undeads with low networths without any losses. The Undeads have no Archers who are able to shoot air. Their only Units which can attack Air are their Monsters. So if you stay low the targets in your range wont have any monsters since they cost much nw and you can attack without any riscs. The Ancient Cavalerist should have 1.000 Ancients flying Cavalery and no other units. Of course he isnt any use in big wars then, which means that every Ancients should build up after around 500-1.000 Ticks of being Cavalerist. Cavalerist shouldnt build more buildings then the Market. The use of the Ancients Cavalerist is, that he has very few troops, has to be pay nearly no upkeep, gets free acres and has very low ETAs.

Starting Tactic:

Alignement: Neutral/Evil

Best Skill: Merchant

First Day:
At the first day you should start to build Lumberjacks and Hunters in a three to two ratio. At tick 20 you should start to build the Amcoemt Breedings Grounds, which cost 100 Food, 150 Iron, 200 Stone and 150 Wood. To make sure that you have enough Stone you should build 15 Stonemasons at the first day too.

Second Day:

At the second day you should have around 150 Workers and start your second building. After you have started the second building and are the proud owner of 54 Hunters, 15 Stonemasons and 81 Lumberjacks you should start to build new Workers in the following ratio:
Four Ironminers to three Lumberjacks to two Hunters.

After your second building is done you can finally build the Stables. If you dont want to build them or if dont have enough Stone you should start the building at tick 64 latest, since the Stables need 12 ticks to be built up and the first cavalery research needs another 24 Ticks to be researched. you build it at tick 64 latest, since the Stables need 12 ticks to build and the first research 24 ticks. Never forget that Cavalery level-I is useless, since it doesnt fly. You need level-II at least.
Third Day:

Start of Target-finding-time. You should have at least 30 flying Cavalery lvl II then. This seems to be a ridicolous number, but they are very expensive compared to the Infantry. Later on in this Time you should think about changing your skill to Army General since you will have ETA 6 in attacks or even ETA 5 in your own cluster.
The Targets:
Attack Undeads only, the best Targets would be Undeads who play with other Undeads only, or on their own. If you want to attack an undead who has teammates who might have archers who can attack air, you should try to get a empire mate to attack the guy who could provice archers. The most people get scared if they are under attack and especially the newbies dont know bout the leak of the undeads in units who can attack air or that Ancients cavalery flies. You should try to attack three Undeads at the same time. If you attack with 30 flying cavalery three different targets you shouldnt attack guys who are bigger then 200 Acres since you’ll have 10 flying Cavalery in every wave and you can only take as much Acres as you have troops in a wave which means that 5% of 200 is = 10, exactly the size of your army.

From Tick 500-1.000:
At this time you should be running out of targets and the first wars should be about to start. Because of this two things you should start to build up. Ancient Cavalerist who run out of Targets earlier should start to build up earlier too. As you start to build up you can either choose to be Defender or Attacker. Continue buildings Buildings like I am going to describe it for the Defender/Attacker. There is also a way between the Attacker and the Cavalerist but it’s really hart way and only people who are used to play Ancients should try to play that way. 
The Ancient Attacker
General:

The Ancient Attacker is a mighty one. His main strength are his strong Archers and his strong Monsters, the Infantry is expensive but overall a good unit too. This is the Troop Ratio in which the Ancient Attacker should build his Troops:

40 Archers to 40 Infantry to 5 Spy to 10 Monsters to 5 Sieges.

He shoudnt have more then 40.000 troops, since the upkeep will kill him otherwise. In any case he should have 1.000 flying Cavalery for fast counters or second waves. If you like really fast attacks you should build enough transporters to carry your troops. Dont forget that Ancients monsters do not have the common 6-ETA, they are slow compared to other Monsters. The best race for you to attack are Undeads. Your archers have an easy fight against their weak Infantry, but Ancients work against nearly all other races. Orcs and Dwarves are tuff if you dont have much Infantry, since their Infantry is really strong.
Starting Tactic:

Alignement: Neutral/Evil

Best Skill: Merchant

First Day:
At the first day you should start to build Lumberjacks and Hunters in a three to two ratio. At tick 20 you should start to build the Amcoemt Breedings Grounds, which cost 100 Food, 150 Iron, 200 Stone and 150 Wood. To make sure that you have enough Stone you should build 15 Stonemasons at the first day too.

Second Day:

At the second day you should have around 150 Workers,  start your second building and research the first Infantry update. After you have started the second building and the first research and are the proud owner of 54 Hunters, 15 Stonemasons and 81 Lumberjacks you should start to build new Workers in the following ratio:

Four Ironminers to three Lumberjacks to two Hunters.

In the evening of the CET Time which is around 04:00 AM for Americans you should start the first Archers Research.
Third Day:

Target-finding-time. You should get yourself around 200 Infantry.

Around Tick 170:
Try to keep a low nw, which means:

· Get yourself a nice number of troops and stop building new ones, build some if you are running out of juicy target.

· Get yourself a little stockpill, dont waste him on building new troops. There are enough good targets with a low nw which can be taken out with very few troops.

· Up to now you shouldnt build more then a market. 

· Think about changing your skill to Army General, at tick 500 latest you should be one.

Later on:
Build your spy building at tick 500, the Monster Buildings should be following at tick 700, after that you should build the transporters-buildings as a maximum. Never, I say it again, never get anything more then the transporters building, never. Transporters may be nice to attack or counter with ETA 6 but heroes and the temple just suck dick. Expect in the end if you want to boost your nw. If you are tired of finding targets and stuff like that you can go on as Defenders, same goes for Cavalerists of course.

The Ancient Defender
General:

The Ancient Defender is a good choice since the best Defenders are the ones of good races and Ancients are supposed to be a good alignement race. If you decide to be a Defender you dont have to care about your nw anymore, you can build as many troops as it is fine with your upkeep and you can build up a major economy and stockpill. This is the Troop Ratio in which the Ancient Defender should build his Troops:

40 Archers to 40 Infantry to 5 Spy to 10 Monsters to 5 Heroes. Since he has to have good ETAs even without being Army General he should have Transporters for his units too. They arent that expensive and the nw of them isnt important for the Defender. If you are Defender your main job is to defend your empire-mates. You shouldnt risc to loose your troops in useless attacks and only join into mass-defences where you dont loose many troops. Good Races to defend against are Wood Elves, Dwarves, Chaos, Orcs and Undeads.
Starting Tactic:

Alignement: Good

Best Skill: Merchant

First Day:
At the first day you should start to build Lumberjacks and Hunters in a three to two ratio. To make sure that you have enough Stone you should build 15 Stonemasons at the first day too.

Second Day:

At the second day you should have around 150 Workers and  start your first building. After you have started the first building and are the proud owner of 54 Hunters, 15 Stonemasons and 81 Lumberjacks you should start to build new Workers in the following ratio:

Four Ironminers to three Lumberjacks to two Hunters.

Third Day:

Now you start to research. 

Later on:
You should get yourself some level-II Cavalery to hunt some Undeads like the Cavalerist, but build no other troops. Easy going. In the course of time you should have Archers level III, Infantry level III, Monsters level III, Heroes level III and of course a nice army to defend your mates. More buildings then the hero-building arent necessary expect you want to provide your friends more effectiviliy with spells.
