Most of the time, you will have that first grunt pop out of your barracks to

    scout. Instead of saving him once you locate your enemy, blitz his/her town

    and try to kill as many lumber peasants/peons as possible. Even if you only

    kill 2 you have gained a slight advantage.

    Farms are the ultimate building- for several reasons, and you should make

    them a vital part of any defense strategy. Just look what each farm can

    really do for you: 1) They provide 4 rations of food each, allowing you to

    train more units. 2) They are very inexpensive, costing only 500 gold and 250

    lumber. 3) They are great for defensive purposes, and with 400 hit points

    and an armor rating of 20, are by far the best defensive bang for your buck.

    4) They take just a little longer to build than most units take to train.

    Check to see if your opponent has left his peons undefended- and if he has,

    attack them at all costs! The best method I have found is to have several of

    your troops move in and just stand between his TH and gold mine. Put them

    on stand ground, and they will slaughter all or most of his peons, and that

    should slow them down a bit. Get his farms next, if you can, because without

    those, he can't train any more troops, OR peons- its like killing two birds

    with one stone. Another good method to use to get his miners later in the

    game is to take a mage with invisibility or a sneaky Death Knight over and

    cast Blizzard/Death and Decay on them. This works great, and you can take

    joy watching those little clutzes scramble for their lives! In essence, peons

    are the most powerful units in the game, because without them, resource

    harvesting is not possible, and this is the key to the game.

    Try to wall in your town at the beginning of the game if you wish to stop an

    offensive grunt rush- but only include your barracks as part of the wall if

    you are on the right side of the map, as when your troops "pop" out of the

    buildings after training, they will always come out in the same order, if

    nothing is blocking their space. Refer to the picture below:

    This goes for all troops, peons, etc. on all buildings. Okay, say you wall in

    your town on the left hand side of the pud you are playing on. Also say you

    include your barracks in the "wall in", and voila, you seem to have the

    perfect defensive strategy- but "Oh, sh*t!!! Those d*mn grunts!!!" Yep, you

    guessed it- all of your troops will come out inside your wall. However, if you

    occupy all the spaces inside the wall, your troops (or peons) will "pop out"

    outside the wall. This is a lot more time consuming, so if you happen to get

    the right side of the map, and you wish to wall yourself in, use this to your

    advantage!

    When you look at the screen while issuing any commands, one letter in each

    command will be highlighted white. These are hotkeys, keys that can be used

    in place of pointing, selecting, clicking, etc. on the keyboard. Using hotkeys

    saves valuable time, and often is the difference between winning and losing.

    In all my rush and other strategies, I intend for you to use hotkeys to greatly

    speed up the execution of the strategy. You have two hands for a reason-

    one on the mouse and one on the keyboard. If you are a good typist, more

    power to you, because you won't ever have to take your eyes off the game :)

    Double halling, (building 2 town halls apart to start on 2 towns instead of

    one) is NOT a particularly good offensive strategy on high resources,

    especially against good players. It takes more time, and leaves you weaker

    early than your opponent, who will probably rush both your towns, while

    you have no standing defense, and bye-bye, good game, the end. However,

    on maps with lots of resources set, go for it. If you start out with more than

    25,000 gold, and 10,000 lumber, build 3 at least.

    Build your town hall at a diagonal from the gold mine if at all possible. It

    may not seem like it will make any difference, but this way you will be able to

    put more peons on gold mining before they start to get tied up. Since peons

    mining try to travel in diagonals anyway, this allows you to put a maximum

    of up to 10 more on a straight diagonal, and up to 5 more on a slight

    diagonal.

    Remember that if some rocks are blown up, you can build in the space

    where the rocks once were. This can be useful if you want to plug up a hole

    in rocks that were sappered by the enemy. Just have a peon build a town

    hall or barracks, something solid to keep your opponent occupied as well as

    save yourself from death by lethal sapperation!

    When walling in to stop any rushes, be sure to build 1 or more towers, to kill

    off your enemy, should he try to break in. And keep troops on the outside

    somewhere, just in case the cats show up. Don't lose the game because you

    forgot one little aspect of a strategy- be sure to think of all the possibilities.

    In a large team game, or a free for all (FFA), one thing to do, that may

    sound stupid, is to NOT attack right away. Just sit back and acquire as

    much as you can, so that way you can easily slaughter any opposition. In

    FFA's, the player that takes the defensive stand will usually win, if not

    ganged up upon, because while the rest of the players are slowly wasting

    their time and resources on everybody else, you can sit back and build up a

    force large enough to slaughter any opposition, or you can pick off someone

    once they become too weak to survive another attack.

    For defensive measures, if the enemy attacks your peons, don't keep them

    mining, if you have a lot, but rather scatter them- this way you may be able

    to secretly expand, or just save them and resume mining when you kill off

    your enemy, if you can.

    Use 3 towers right next to each other for defense of your mine. This is

    almost sapper-proof, and can ward off any stray attackers that slip through

    your main line and head for your peons. Never use just 2 towers to do a big

    defending job, because 1 sapper team later you will have no defense... You

    can also set up 3 towers like this for "safepoints" all over the map, to see

    when you enemy is coming, and where he is.

    In large map, 2 or 3 player games where each player has towns and

    expansions on the outside of the map, build barracks or alchemists in

    unlikely places near your enemies town, towards the center of the map. It is

    a lot easier when you can pop out troops near his town than having them

    walk the whole map!

    While you are attacking your enemy's "main" town, be sure to scout/protect

    the other mines on the map- he most likely is trying to expand while you level

    his town.

    If you have a base near or on the edge of a map, wallin a cannon or guard

    tower with less effort and time by building the tower on the edge, and

    walling in with less buildings than if it were in open territory. Only do this,

    however, if it is practical and can cover important ground (gold train,

    lumberjacks, etc.)

    Place structures 2 spaces apart later in the game if you can, except for

    towers, as this makes them relatively sapper proof from each other. This

    way they can only sapper 1 building at a time, but you should have Guard

    towers and patroling units for defense.

    I always used to use Orcs when playing Warcraft II, but I have found that

    using Humans has one great advantage. Invisibility. Mainly in team games,

    but often in 1v1 games, invisibility can be used to completely destroy your

    opponents town. It is far more effective in team games mainly because, your

    teammates can play Orcs and get Bloodlust, while you can safely build up

    hordes of Mages. If you can sneak 5 or more invisible mages into your

    opponents town, spread them out, and then unfurl Blizzards, you have the

    game won. The key in 1v1 games is to stay alive long enough to get

    invisibility, which can be done by expanding, multiplying, and having faith!

    Most of you have probably heard of or even used this awesome strategy, but

    in case not, here you go! A mage or DK casting Blizzard or Death & Decay

    on himself will not be harmed by it- so from that knowledge comes this strat-

    (works best for invisible mages, but DK's will do just fine!) Take the mage

    near the enemy's base, and find some idle troops, or hit his barracks. Cast 1,

    and only 1 (25 mana), blizzard on his troops, and then unfurl the rest of the

    one space away from you. This arouses the troops' attention, and they come

    after you! You will probably lose that mage to his troops, but the blizzard he

    gave his life for can be devastating for your opponent! I once took out 19

    ogres with 1 mage! That cost me 1200 gold for the mage, while it cost my

    opponent 15,200 gold and 1900 lumber! You can also do this to his mining

    peons, hiding just beyond his sight and then striking at just the right time! I

    once killed 24 peasants with one Magebomb, and the Mage wasn't even

    attacked! There is a subtle way to counter magebombers killing your idle

    troops- put them on patrol. This way they move to kill the mage before he

    blizzards you to death! Really sets back the mining industry, eh?

    When walling in your town, there is a safe way to leave a small opening in

    the wallin for later expansion. Refer to the picture below:

    This way, you can pick off invaders 1 at a time with 3 of your units. By

    leaving the opening and still protecting it, this allows you to expand easily

    and effectively. Always remember to have other troops standing behind the

    ones making up the "big three", so in case one dies you have reinforcements

    to readily back them up and protect your base. You can also use this in

    many places on a map, such as holes on tree lines or rocks that have been

    blown through. I once played a game where I had set up a 3 on 1 to keep

    my opponent from coming through a narrow opening in the tree line on

    NWTR. I had 3 level 3 Footmen, and my opponent sent eight level 5 Grunts

    down one at a time in hopes of breaking through. I killed 7 of them before I

    lost one of my footmen! I then sent up my backup to replace the dead one,

    and he still didn't get through! Don't fall for this in a game, those 3 are a lot

    more powerful when they take all your units on, 3 on 1 style!

    This is also another risky, but often effective strategy, but I like to use it

    when I know I'm playing an inferior player. Let's assume for the most part,

    your opponent has gone on the defensive. Once you get a good

    establishment, and have located your enemy, attempt to build several towers

    near the mine of your opponent. If you upgrade them all at once, you may

    succeed in stopping him from harvesting any gold for a while, thus opening

    up a perfect opportunity to rush his settlement and destroy him! This can be

    so funny sometimes! If your opponent falls into your little trap, how stupid

    they feel! Ah, the spoils of war...

    Even though the devastating indirect human counter for bloodlust is called

    magebombing, orcish death knights can use the same tactic, with their death

    & decay. Just as a mage, a death knight is not hurt by the damages from his

    own spell. Lots of people have the misconception that death knight bombing

    doesn't exist, but it does, and only lacks the power of invisibility when the

    two are paired.

    Ever wonder why the attacker seems to take more damage than the

    defender if both players have the same amounts of units on the same levels?

    Well, I can prove that the attacker will take more damage in this given

    scenario. Say the attacker has 9 level 5 grunts, and the defender has 9 level

    5 footmen. The troops of the defender are going to be idle, or still, while the

    attacker's troops are moving at the defender's. When the attacker tells his

    units to attack a single unit of the 9 defenders, they move around until they

    hit the targeted guy, taking hacks until they do. The defender's troops,

    however, rush to fight the first guy that they come into contact with, and by

    the time the attacker adjusts to have his troops attack most or all the

    defenders, the attackers have already taken damage. Yet another reason to

    lead a defensive rush, not an offensive one.

    Every once in a while when I am losing a game I know I should be winning, I

    resort to this, and if your opponent wants to write novels to you, then I think

    there is nothing wrong with doing this! If he wants to talk, so be it! This is an

    age old strategy, but nonetheless it still works sometimes. Near the time you

    finish your TH (first building), start asking simple questions to your

    opponent. Try to catch him with a grunt rush in the middle of his sentence!

    There is one instance that I can think of that is particularly effective, if you

    have more than one primary base, and your enemy is in the middle of

    destroying one of them: Say something to this effect,"Fine- I'm dead now,

    so hurry up and finish ripping down the rest of my buildings, good game!"

    This way, he may leave what's left, thinking it is making you angrier, and lay

    off for a while. Of course, he may not! This is when you take full advantage

    and charge him later, if you stay hidden long enough to build a force large

    enough to kill him! This is also a possibility if you are losing a match and you

    have run out of options, and need to buy some time. Whatever you do, don't

    type anything really stupid or awkward, because it might give away your

    little plan. Try to be as subtle as possible, and if at all possible, don't let your

    opponent know you are losing. Please note this is a funny strategy and is not

    to be taken very seriously!

    If you happen to be in the position to destroy a resource collection building

    (such as a lumber mill or town hall), try to destroy the building while the

    enemy peons are inside the building returning the goods. This will take out

    the peon(s) and the building at the same time! May only be effective to some

    extent if they have a lot of peons! You can also destroy a building under

    construction to kill the peon that is building it as well.

    The Eye of Kilrogg is yet another magical advantage Orcs have: think about

    it, Holy Vision does what? It reveals a large area of land for a second or two.

    The Eye of Kilrogg can observe more land if used right, but holy vision is

    good for scouting large areas really fast. Don't forget one option for

    attacking: placing an Eye of Kilrogg over enemy units, such as boats or

    Cannon towers will cause them to attack each other! This is most effective

    for getting Idle Destroyers to attack Juggernaughts, or other Destroyers!

    This is great for a laugh, and can cause lots of great confusion! Haha!

    Kaboom! Where did that come from?? It may even take a while for your

    opponent to figure out just what you are doing!

    Here's some more on the Eye of Kilrogg from LoRd MxPx:

    Since towers attack eyes first, if you send a sapper right behind the eye, the

    sapper will be 100% effective and will be able to take out many towers at a

    time! Since the Eye dies quickly anyway, why not send 1 Eye and 1 set of

    sappers to take out 3 towers that seem to be in a good position at the time?

    Sappers are awesome! I like to build several alchemists away from my

    opponent's base and then train like 5 at a time. I call this the McStrat, while

    others may refer to it as the 'Taco Bell.' After I have like 10 sets, I send

    them in from all sides to destroy! Many people underestimate the real value

    of sappers. One set can destroy 3 farms with one hit, if the farms are placed

    right. Also, it takes just 4 sets of sappers to take out a Castle- by doing this

    you set him back 5700 gold and 3300 lumber, as opposed to you losing 2800

    gold and 1000 lumber for the sappers. Good deal, if you ask me! Sappers

    are also great for thinning out crowds of idle enemy troops! Hehe, BOOM!

    If you have tons of extra peons near the end of the game, send them into

    your enemy's town(s) along with some Death Knights. When the peons are

    killed, cast raise dead on them, and now you have some troops where there

    were no troops before! Maybe not the best strat in the world, but it is a way

    to efficiently dispose of unused peons late in the game. Don't do this if there

    are mines left and you can expand! Expanding is much more important than

    fun!

    If you are trying to counter mages somewhat, try sending a dragon into

    your enemy's town to find and hunt the mages. This can do several things:

     1.It can make your enemy think you are going for dragons, and they

        might start making a lot of archers to counter the problem, which are

        very weak against your ogres. 

     2.He/she might use all of the mage's mana up to try to kill the dragons. 

     3.You may be able to kill other ground units such as peasants, the mages

        he has, or damage some idle paladins standing around. 

    Most people don't realize the importance of the "PATROL" command. If

    your grunts are just standing around, they are in a passive mode, and won't

    effectively attack any incoming hordes of enemies. Instead, put 9-12 or so of

    them on patrol around the outside of your town. That way, they attack

    anything they see, not just anything that attacks them.

    In a race to destroy a Town Hall, I did an experiment. Someone told me that

    a Death Knight will destroy a town hall faster than a fully-upgraded ogre.

    Well, I tried it, and when the DK was done, the ogre had 412 hit points left

    on his town hall! Remember this, because DK's are also effective attackers,

    and they have 1 more range point than mages! Attack with a group of these

    if you have to, you won't be let down. This also goes for Mages.

    Bloodlust is the key to a large proportion of games between skilled players

    (assuming neither player has Mages/Death Knights yet). A bloodlusted ogre

    is 3 times as powerful as a non-bloodlusted ogre. This means that 4 ogres

    can do the damage of 12 with bloodlust. This is the best physical spell in the

    game, because it gives the unit so enchanted a 300% advantage over a

    human unit of equal level. However, if that human player has invisible

    mages, that's a different story!

