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1 | NTRODUCTI ON

Wel cone to this Kung Fu Gecko strategy guide. As a ganmer nyself,

|'ve often found wanting help to conplete a gane because |'d
rather get a hint to nove in the right direction than spend hours
scouring the play map/level /whatever trying to figure out what the
| evel designer of the game wanted ne to do. Although multiplayer
node is fun, my first goal is to conplete the single player node.

Many people have witten wal k throughs which have helped ne in
those tines where | was pulling my hair out. So wth these
strategy guides, | (Kung Fu Gecko) am hoping to contribute to the
gam ng comunity. You won't find information just transferred from
the manual; rather I want to wite the ganmer's interpretation of
the aspects of the gane and the single player mssion walk

t hroughs. My goal is to add value. Also, I've nade this in plain
text so that it is easily transferable and sinple for nme to
format. Sorry, | just don't have tine or the desire to make it an

HTM. hyperlinked docunent.



la PREFACE

Myth: the Fallen Lords is a real-time strategy (RTS) gane which
breaks through to new grounds. It foregoes the resource nanagenent
of other RTS, and instead enphasizes the conbat and direction of
your available wunits. This is no mnechanism for the player to
generate new units, so the idea is to direct your unit
intelligently to mnimze your losses (ideally zero loss) and
maxi m ze the eneny's losses. Myth is also a true 3D gane where 3D
terrain and gravity play an integral role in the gameplay. For

exanpl e, positioning your archers on a hill will give you a range
advant age over the eneny's archers at the bottomof the hill. The
player wll also need to be concerned wth friendly fire,

potentially harnful debris, grenade and arrow blocking (and
bounci ng) obstacles, and many other concerns related to the 3D
environnment. The battlefield is viewed froma free noving canera
whi ch | ooks at the battle field from a angled lowflying bird s
eye view Units in Mith gain experience as they rack up kills.
This experience translates into faster and nore accurate attacks;
and can even be carried over to subsequent |evels naking unit
preservation a mmjor strategic advantage. Overall, Mth: the
Fallen Lords is a great acconplishnment and great fun to play once
the play gets used to the 3D system



1b SPA LER WARNI NG

This wal k through contains information and tips which nmay spoil
your experience and enjoynent of the gane M/th since it reveals
information before you experience it for yourself. | recomend
that you only wuse this if you ve played it to conpletion by
yoursel f, or you are stuck and need sone hints to nove forward.



1c BACKGROUND

Arm es of undead warriors |ead by evil undead known as the Fallen
Lords have returned to terrorize and conquer the |ands. The races
of the Light have been fighting a |osing battle against the Dark
for many years. Now, at the brink of extinction, you conmand the
units of the Light in a last effort to defeat the Fallen Lords.



1d DI SCLAI MER

Thi s docunent is meant for unofficial informational purposes only,
and is not for profit. It is not endorsed by Bungie. Conpany
nanes, logos and product nanes are trademarks or registered

trademar ks of their respective hol ders.



le COPYRI GHT

Thi s docunent is copyright June 1998, Garett Choy. Permission is
granted to reproduce, provided it remains whole and intact. No
nodi fications, deletions, or additions nay be made w thout the
expressed witten perm ssion of the author.



1f WHERE TO GET TH S WALK THROUGH

This wal k through is available and is nost up to date at my Myth
honme page | ocated at:

htt p: // ww. aut obahn. or g/ ~gbchoy/ geckobeach/ nyt h. ht m
It is also available at the Spoiler’s Center:
http://ww. t he-spoil er.com

If you would |ike to conment or nake suggestions about this walk
t hrough, you can email ne at: kfgecko@ahoo.com

O her Kung Fu GCecko Strategy Quides available: Sub Culture,
MechWarrior 2. Get them at:

htt p: / / ww. aut obahn. or g/ ~gbchoy/ geckobeach



1z VERSI ON H STORY

v1.0 First published draft of this walk through. Acr obat
conversi on by gh.
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2 THE UNI'TS

Every time a unit kills an eneny, it gains experience. The nore
experience the unit has, the faster and nore accurate/deadly the
unit's attacks are. The experience of a unit will carry over from
one level to the next, provided that the sane type of wunit is
available in the following mssion. This makes a BIG difference
and can nake you feel attached to your experienced nen. | was able
to carry over 5 archers through 4 mi ssions one time. They were so
experienced that they hit al nost everything that they shot at.
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2a LI GHT

Warrior - These are your standard knights in plate mail arnor.
They have a shield which can sonetines block attacks and swords
used for inflicting close conbat danmage upon the warrior's target.
The warriors nove at a noderate pace, they aren't quick but they
aren't slow either. Use these units in groups to gang up on
enem es. You won't have to worry about them accidentally hitting
each other with their swords as they hack at the eneny, so |et
t hem horde an eneny.

Bezerker - | prefer these guys over the warrior. The bezerker
noves quickly conpared to the warrior, attacks faster, and does
nore damage with his huge sword. The drawback is that they have no
arnor and are damaged easier. Just like the warrior, use these
guys in packs to surround an eneny.

Archer - These are ny favorite units as they are great for sniping
at your enemes. The archers nove slower than the warriors and
much sl ower than bezerkers, and have no arnor. They have unlimted
arrows to shoot, but keep in mnd that gravity affect their
ef fectiveness. They require a mninmum distance between them and
t he eneny, but renenber that if the eneny does get too close and
there is no where to run, you can have the arnor punch the eneny
by double clicking on them It is best to use these guys in packs
inalong line (formation 2, oriented towards the eneny) fromthe
hi ghest vantage point possible Iike hills or cliffs. Wen the unit
has little or no experience, they are lousy shots; but wth
experience these guys can really cause havoc to the eneny before
they get to you. Try to keep themalive as nost scenarios tend to
have archers, and the experience of a unit carries over to the
next scenari o.

Dwarf - As you play, you'll probably |ove and hate the dwarves.
These guys are short humanoids who w eld bottles of explosive
liquids (malotov cocktail style). They ignite the fuse of the
bottles and throw them at their eneny for grenade like results
Thrown into a pack of eneny units, the dwarf can deci mate arm es.

Units within the vicinity of the blast will also receive damage.
Because the grenade is ignited by burning fuse, sonetines the
action of throwing the bottle will blow the flane out causing the

bottle to drop harmiessly to the ground. Fallen bottles can be
ignited by the expl osion of other bottles, however, so beware. You
can use the dwarf to pick up bottle "duds" (unexploded bottles) or
even pick up slow burning bottles and rethrow them \Wather
conditions also affect the effectiveness of the grenades; w nd

snow, rain, and rivers can blow out the fuses. Dwarven friendly
fireis the worst friendly fire you can imagine. It's common for
the dwarf to have a tendency to throw his grenade into the eneny
at the same tine your soldiers are attacking them blow ng up not
only the eneny but also your nen. Use the attack-ground action
when you need to influence the dwarf to throw snarter (the
conputer doesn't always anticipate the enemes future position
very well). Dwarves al so have satchel charges (limted nunber, but
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they can pick up nore) which can be set on the ground to
effectively create a mnefield. They nust be detonated with a
grenade though. A good strategy is create a group and line of
charges for a dom no effect of explosive destruction. Dwarves have
t he nost hunorous sayings. They sound |ike crabby old nen sayi ng,
"yes, sir!"™ or "nove here, nove there, ngyah!" when you direct
t hem and "oops” or "ny fault” when they accidentally damage their
own units, or "oh yeah!" when they successfully blow an eneny to
sm t her eens.

Journeynman - These guys are the healers of your party. They have a
shovel to fight with, but they are slow. Since you need them for
healing or picking up vital objects in mssions, don't use them as
a first line for conbat. Keep themin the back of your party ready
to heal the units that get injured.

Forest Gant - You don't get to use these guys very often
probably because they are so awesone. They are tall, fast, strong,
and can take a huge beating. In one swat they can slap an eneny
out of existence. Sonetines, their swat is so powerful that pieces
of the unfortunate eneny can go flying into friendly units causing
sone danage.
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2b DARK

Thrall - These | unbering zonbies are slow but can cause a | ot of
unwel come damage when they get to you with their battle axes. They
can hide underwater out of sight. They tend to be bunched up in
arm es which are perfect targets for the dwarf's grenade. Caught
in the direct explosion of grenades, the thrall burst to nessy
pi eces in one shot.

Ghol - The ghols are fast nightmare creatures. The conputer is
pretty good about controlling themto stay just out of harns way,
then just when you aren't looking rush in and hack your nen to
death. Ghol s are annoyi ng and deadly pests whole can pick up and

throw just about any snmall object like an arm a rock, bone,
sword, and even wi ght pieces for use as a grenade. Just like the
thrall, a direct hit with a grenade will usually blow these guys
apart.

M/rmdon - | hate these guys. They are the bezerker counterpart
for the dark. They are fast and tough. One grenade hit isn't
enough to kill them Try to weaken them as they approach and then

send your warriors or bezerkers on them

Soul l ess - These are floating purple ghosts who have no limts to
where they can go. diffs don't stop themso renmenber that the can
nmove into any territory. They often will retreat to the safety of
acliff side where no hand to hand conbat unit can reach them
They wi el d spears which are thrown at the enenmy. They aren't very
strong, however, so when your soldiers do reach themthey can be
hacked to pieces quickly. Wen you first nmeet a group of standing
soul l ess, one arrow hit will usually nmake the hit unit retreat out
of range. Use this fact to shoot each one in a group once to push
t hem back. This usually spreads them apart enough so that you can
sni pe at themone at a tine.

Wght - Even slower than the thrall, the wight is a wal king bonb.

They | unber near your nen and detonate thensel ves for an expl osion
nore powerful than the dwarven grenade. Use your archers to blow
themup from afar. An exploded w ght |eaves chunks of explosive
body parts on the ground. Both the explosions of the chunks and
the wight will spray a puss which will tenporary paral yze anyone
who gets spl ashed.

Fetch - These are evil priestesses who can cast |ightning attacks
to groups of nmen with obliterating results. Fortunately they
aren't heavily arnored or very strong so a few arrow hits can kil
them before they are in range to use their [|ightning.

Shade - These are evil sorcerers who are slow but have a |ot of

stamna and the nost deadly attack ever. The shade will use a
magi ¢ attack that will cause the target to explode in green snoke.
Anyone in the vicinity of the exploding victimw Il also explode
in the sane manner, which will in turn explode any one in the

vicinity of that victim and so on. Use a pack of archers or
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satchel charges to kill them or try to avoid them conpletely. One
good thing to keep in mnd is that they will not cross water.

Trow - The dark's equivalent of a forest giant. These guys are
fast, strong, and deadly. Surround these guys to attack and expect
to |l ose some nmen as the trow ki cks your nen out of existence.

Spider - These aren't really a part of the dark. They really are
just ani mal creatures which attack *anybody* including the dark.
The spiders aren't very strong but they are fast and can be deadly
when they attack in nunbers. They are brown in col or.

Queen Spider — The nother of all spiders. They are like the
regul ar spiders but bigger, faster, deadlier, and tougher. They
are black in color.
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2c FORVATI ONS

Formation 1: Short Line - This formation is useful when you want
to break up your units into teans. Have them for a short I|ine
then highlight the rows to set your presets. This formation isn't
that useful for conbat unless you want to pack your nen together.

Formation 2: Long Line - This is the nost useful formation for the
archers. It spreads themin a long line (hence the nane) so they
can rain arrows upon the eneny. You'll need to use the gesture
click to orient the long line to be useful.

Formation 3: Loose Line - This is a wider spaced version of the
short line. It should only be used if you need your archers to
attack a widely space arny (twice as wi de as you).

Formation 4: Staggered Line - This causes the men to line up in
staggered fashion where each row of nen is position between the
rowin front of them This is extrenely useful when you are using
several dwarves to lay down a mnefield of satchel charges.

Formation 5: Box - This formation should be used to bunch up your
men when they need to huddle together or squeeze through tight
areas. Do not use this when explosives are being hurled at your by
t he eneny.

Formation 6: Rabble - This puts the wunits in a "randoni, but
approximately equally spaced apart formation. This is good for
just keeping your armes in a pack when novi ng around.

Formation 7: Shallow Encirclenment - This is the formation of
choi ce when units need to pounce on an eneny. It fornms theminto a
wide arc. It's particularly useful when you need to kill a trow

(giant) with a bunch of warriors or bezerkers.

Formation 8: Deep Encirclenment - This is a tighter angle version
of the shallow encirclenent. It is good for surrounded and eneny
already near your wunits, but it's not as good as the shallow
encircl enent because an eneny unit will tend to attack the ends of
the crescent first; defeating your ability to surround
ef fectively.

Formation 9: Vanguard - This sets up your nmen in an inverted "V"
formation, good for charging into an arny of enemes. This is not
a defensive formation.

Formation 10: Grcle - This literally creates a circle with your
men. It's good for guarding a unit. It's not good for surrounding
an eneny because it takes too long for the nen to create the
formati on.
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3 M SSI ONS

There is so nuch variation that can happen in Myth, that even if
you followed ny actions exactly, you would not get the sane

results. Wth this in mnd, | have witten the | evel descriptions
with the general strategy for the level. There are of course,
several ways to conplete each level; | only present one.

Having ny real-tine Strategy gane roots in WarCraft 11, | wasn't

used to cherishing each individual unit. The goal is always to
preserve your nen for as long as possible, but M/th makes unit
preservation a nmuch higher priority since there is no such thing
as unit production.
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Mssion 1. Grow s Bridge

Welcome to Myth. This level will teach you the basics of Mth-
conbat style. Try to keep a nentality of unit preservation and
al ways seeking to use the environnent to your advantage. You'll
start off with a few warriors on a bridge. Mve them off and
everyone else with themup the road towards the city and stop at a
nice hill. Mowve your canera to the city and get all the nmen there
and nove themto neet up with your other nmen on the hill. Set your
archers up in along line facing the bridge and split the warriors
into two separate groups to protect either side of the archers.
Several ghols will pester you so try and use the archers to pester
them but don't |ose your position. Use the dwarves to set up a
nice mnefield safely in front of you. As the thrall approach, set
off the mnefield as they cross it by targeting the ground of the
near est satchel charge. The archers shoul d weaken the thrall, and
then use the warriors to clean up the stragglers. Mke sure you
tell the dwarves and archers to stop (space bar) attacking when
your warriors go in. Ghols will try to flank you so keep an eye on
them Soulless will attack as well so use the archers to kill
them If it's safe, bring the warriors around the side to w pe out
the soulless, but don't forget about the pesky ghols. The arny
will eventually retreat over the bridge.
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Mssion 2: A Traitor's & ave

This level wll start with a peasant l|leading the way to the
traitorous mayor. Follow him for a bit but keep watch for the
pesky ghols. Although the peasant will seem inpatient, he wll
wait for you or even follow you if you don't follow. You will see
them around the area of what | ooks like a dry river bed. To the
NE, ghols will watch you froma distance. Try to kill a few before

continuing to follow the peasant. Find high ground on the other
side of the dry bed and set up your archers in a line facing NE.

When sonme soul l ess and thrall appear, the peasant will retreat in
fear. Use the dwarf to bonb the eneny and the archers to kill the
soul l ess while you use the journeynman to kill anyone who gets too

close to your nen. Follow the peasant N and NE to what |ooks |ike
a statue. The peasant will say, "there he is!" Have everyone chase
down the group of thrall surrounding the mayor. They are marching
NWto get away. Just have the dwarf throw his grenade at the mayor
inthe mddle of the pack to conplete the |evel
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M ssion 3: The Siege of Madri gal

In this mssion you need to find a |arge arny and | ead t hem back
to your starting point. You'll start off with several archers and
warriors near a bridge over a river. You want to try and take the
bridge with your archers as soon as you can because it's the
hi ghest point in the area. Only a few archers can fit on the
bridge so |l eave a few back on the bank to the side of the bridge.
If you aren't able to take the bridge, that's ok, just keep using
your archers to snipe at the eneny with preference to kill the
soul l ess. Keep luring themin and then snipe at them If the arny
attacks, retreat the archers on the bridge and let the warriors
junp anyone who crosses the bridge onto your side of the |and.
Keep this up until you clean themall out. Move your nen into the
open area in the center of the village. This wll be your first
encounter wth wghts, fat Ilunbering sewed up zonbies which
explode with a force stronger than the dwarven grenade. Anyone
surviving the blast (on the perineter) will be covered with puss
whi ch tenporarily immbilizes them Because of this, the idea is
to surround your tightly boxed warriors with two or three groups
of archers. You'll hear the wi ghts' npaning as they approach. The
wights will try to sneak up on you where your back is turned so
keep an eye on the radar map. Use the archers to detonate the
wi ghts fromafar. Once they are all taken care of (no red dots on
the radar) then leave the slow archers in the village and nove
your warriors NE up the road. There will be sone ghols, but they
aren't the arny you're |ooking for. Keep follow ng the road, and
off to the east of the road will be many thralls and soulless
(tons of red dots on the radar). One of your nen wll say,
“there's the arny, let's go back to the bridge.” Imrediately send
all your warriors back to get the archers. Lead all your nen back
to the bridge killing any wights with the archers. A small handful
of thrall and soulless will have shown up near the bridge so kill
t hem qui ckly. Cross the bridge and the mssion will be done.
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M ssi on 4. Honecom ng

In this mssion, you need to recover the codex wth vyour
journeyman and then escape. He's the only one who can carry it, so
you can't let himget killed. Wien you first appear, your warriors

will appear in the world knot. Several soulless are waiting to
shoot at you froma high point in a coliseum Inmediately retreat
the warriors away and archers will appear in the world knot. Have

t hem shoot the soulless but watch for any ghols; use the warriors
on themif they get close. Wen the archers nove out of the world
knot, the journeyman will|l appear. Go around the east side of the
coliseum shooting at soulless as they pester you. Avoid the west
side where there is an eneny arny. Myve southeast where you'll
nmeet soulless and thralls. Use the archers on the soulless, and
the dwarves on the thralls, then the warriors to clean up
survivors who get too close. The codex is near the ruins
(Cat hedral) and another party which cones into your possession is
bei ng junped by the enemy, but you'll probably | ose them as they
get slaughtered. Finish off the mnurderers of your friends. Use
your journeyman to heal everyone until he's out of mandrake roots,
as he will go out of your control once you pick up the codex. Get
the green/yellow glowi ng codex. Follow the conputer controlled
journeyman with the codex to the south east. You will be harassed
by ghols, so keep themat bay with the archer until the mssion
ends.
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M ssion 5: Flight from Covenant

This is the first mssion you'll encounter the myrm dons that you
will learn to dread. They are faster and tougher than the thrall.
But, followi ng this wal k through, you won't have to fight them As
soon as the mssion starts, stop everyone. You'll be here for
awhil e. Send the dwarves in to blow up the oncomng thrall, then
retreat them There are three attacking armes to contend with so
you'll be hear for awhile. Set up the archers in a line to |ong

range and the dwarves to do the initial attacks. Your warriors
shoul d be split into two groups to covers the sides. As you fight
the thrall, be wary of wights lunbering into your area and use the
archers to attack themon sight. Fight the armes until you defeat
them That road ahead of you going east is tenpting but don't take
it. I'f you do, you will be anmbushed by a huge army of nyrm dons
who will tear you to shreds. Instead, go due north and nake your
way east through the swanps. Along the way wi ghts will pop up so
use the archers on them Thralls will also attack; use archers and
warriors since the dwarf grenades won't work well at all in the
mud. You shoul d al ways be | ooking for wights on the radar (usually
single red dots) as you trek through the swanp. This trek wll
have taken you around the big arny you don't want to ness wth.
After reaching land, you will encounter another group of thrall to
contend with. Decimate themw th the dwarf and the warriors. The

road you avoided will be | eading ENE at this point so follow it
until it forks. The escape tunnel is due east fromthe point that
the road forks. The tunnel is at the base of small hill with trees

all around. Move everyone into the tunnel to conplete the |evel.
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M ssion 6: Force Ten from Stonehei m

Your mssion is to destroy a world knot. In this m ssion you get
to use the bezerker unit, who noves and attacks faster than the
warrior. He can't block things but you'll find he's better at
killing. At the beginning, a huge group of civilians are headed
towards a shrine to pray. One of your bezerkers tries to convince
themthat it's too dangerous to no avail. Move east to the stone
on the hill, the destination of the peasants. Sonme pesky ghols
will be skirting the area so if you get the opportunity, shoot at
them Move everyone down the hill (NE) to the icy river. Formthe
archers in a line just before the unfrozen part of the river with
the dwarves to the left. Keep the bezerkers around because the
ghols will try to sneak up on you and kill your poorly arnored
archers and dwarves. You don't have to worry about the peasants
unl ess you want to. On the other side of the river is an arny of
soull ess and thralls. Snipe at the soulless with the archers. |If
you retreat a little, the soulless will nove back to the edge of
the river, then you can go back and snipe at them again.
Eventually, you'll be able to whittle down the eneny to alnost
not hing. At sone point the arny will attack so keep the archers in
a line but not too close to the river. Have the dwarves ready to
attack the eneny just as they step *out* of the water as the river
will instantly put out the grenade's fuse, rendering them usel ess.
After taking care of this army, cross the river and head NE. Al ong
they way you will nmeet up with nore waves of soulless and thrall.
Keep the archers on the soulless and the dwarves on the thrall
sweeping up with the bezerkers until you reach the world knot.
Ghols will attenpt to run in, so don't let the bezerkers stray too
far fromthe party and keep and eye on the radar. Continue onto
the knot and set up your forces to be ready for the arny of
soul l ess and thrall which will beamin at the knot. Take care of
them as you have been. Wwen the coast is clear, set about 7
satchel charges at the base of one of the world knot pillars.
Stand back and set it off with a grenade. Alternate route: instead
of crossing the river at the north east spot, you can follow it
south to a crossing near a waterfall. | didn't use this method,
but supposedly it's a little easier.
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M ssion 7: Bagrada

You need to discover the fate of the lost canp. You'll start out
between two pillars. This is a good place to stay for awhile while
several waves of enem es attack you. Keep sniping at themw th the
archers and use the fast bezerkers to prevent the myrm dons from
attacking your flank. The pillars can be used as cover from the
soul | ess spears. Once the nyrmdons are taken care of, nove the
bezerkers back around to your nen so everyone is behind and/or
between the pillars. Several armes wll attack you so try and
flank soulless with the bezerkers, while your dwarves and archers
whittle the approaching arny. Use the warriors to clean up anyone
who gets too close and watch your dwarves carefully. After all the
waves have been defeated, you can finally start noving east. You

may encounter a few nyrmdons which will keep their distance if
you keep your nen together. As you edge towards them they wll
run east. Eventually they will conme to a point where they wll go

no further and you can snipe them with the archers. Follow the
tracks in the snow past the stone markers. Along the way you wil|
meet four soulless up on a hill which only the archers can reach.
Use some experienced archers to kill them and have the journeynman
heal anyone who's hurt past half strength. Mve E and NE to
another hill where two nore soulless are. Continue east where sone
reinforcenents will appear froma southern passage, while another
arnmy appears to the south west. You don't have to fight the arny
if you don't nobve your men near them Join everyone together and
head NE to a wide sloping ranp where a snoldering fire is. Set up
some satchel charges in a patch at the base of the ranp and your
men in a shallow circle further down. Another arny of thrall

soul l ess, and nyrmdon will appear, so you use everyone to kill
them but don't let them go up the ranp. Wen you go up to a
certain point in the ranp, you will hear massive foot steps noving
very quickly. A huge blue beast called the troww ||l conme down the

ranp. Try to set off the mnefield of satchels as he enters
(remenber, he's FAST) and then have everyone attack himat once.
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M ssion 8: Anbush at Devil's Overl ook

This level is fun and frustrating. You start off wth several
dwarves and a few bezerkers. Let the two dwarves picking up the
satchel in the mddle of the frozen lake finish but stop the
dwarves who are |aying down satchels. Mywve everybody to the west
end of the | ake. Make your dwarves pick up as many satchel charges
fromthe satchel pile as they can and use a staggered formation to
lay charges in the lake to create an nice even mnefield. Do this
three times cl ose enough together so they all will go off at once.
Create what will be about the shape of an arnmy. A scout will cone
running in and the first of two HUGE soulless armes wll be
follow ng. The soulless will be heading for you so nmake sure all
your men are position to lead the soulless over the mnefield.
Have a few dwarves attack the edge of the mnefield and watch the
soul l ess go up in snoke. Use the bezerkers to clean up survivors
whi |l e your dwarves set up the mnefield again for the next wave of

soull ess which will already be on the radar. Lead them over the
field again and bl ow the second arnmy up just like the first. There
will be stragglers so use the dwarves to take themfromthe hill

while you try to flank themw th the bezerker.
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M ssion 9: The Fi ve Chanpi ons

Your goal is to free the captive sorcerer hero Aric. If you
haven't | earned to preserve your nen, this is the first mssion
where you are forced to. If any of your nmen die on this level, you
fail the m ssion so watch their health and heal anyone wll |ow
stamina. Al five of your men are heroes and have the skills to
prove it. You start with an archer, a dwarf, a journeynman, and two
bezerkers. Just past the archway at the starting point is a
soulless to the left. Use the archer to kill him Your novenent
into the area will reveal a couple nore soulless to the right, so
elimnate themw th the archer and the bezerkers. Follow the path
up north where you'll encounter sone ghols. Finish themoff froma
di stance, then the bezerker when they get close. A few soulless
wi |l be behind them so use the archer on them Further north is a
ranp going up. Try to set a couple satchel charges before the
|arge arny of thrall cone down it. Go up the ranp and head back SE
along the top of the hill till you reach a ranp skirting the side
the wall to the canyon bel ow. Position your archer and the dwarf
to over | ook the ranp, and nove the two bezerkers to be ready to

kill anyone that makes it to the top. An even bigger arny of
thrall wll start comng up the ranmp for a huge nassacre! Your
dwarf and archer will rain death upon the thrall; very satisfying.
But that's not all, a second arny of thrall will conme up the ranp

after the first for yet another event of mass destruction. By now,
the ramp is just covered with blood and body parts. Go down the
ranp and head north through a valley of snoke holes. Hug the east
wall and stop everyone except the archer well before the north
wal | where a ranp is. Several soulless are atop the wall. Use the
archer to hit them with one arrow each to knock them back if
possible. If they attack, retreat the archer so the soulless cone
down off the top and bezerker them to dust. Go up the ranp and
follow the top to a north-south bridge, but don't cross it.
Position the archer to the left side of the bridge entrance
(facing the bridge) closer to the group of ghols across the way.
Position the dwarf on the right side of the bridge entrance
(facing the bridge). Use the bezerker and journeyman to bl ock the
bri dge entrance. The archer will be able to hit the ghols running
around on the other side. Let him kill them all wunless they
attack. Return to the formation, but send a bezerker across the
bri dge and down the strip of land until a bunch of ghols appear on
the radar. I mrediately head himback to his post with the others
and |l et the archer do his job. The dwarf should take out anyone
actually crossing the bridge and any ghol |ucky enough to nake it
to your men should be taken out by the bezerkers. After these guys
are gone, imediately send the dwarf to lay 5 or 6 satchel charges
in aline down the center of the bridge (starting fromfarthest to
cl osest) and get back into position. A huge arnmy of thrall wll
come down the bridge so set off your domno mnefield to maxi m ze
kills. Clean up and head over the bridge and go east until you
reach the cliff to another canyon. Just to the south of you is a
| and bridge, but don't go there yet. A huge arny of thralls which
pose absolutely no threat to you are patrolling the canyon bel ow.
Just sit on the edge of your cliff and have the dwarf and archer
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denolish them Head SE to the land bridge and get ready. Two
groups of soulless are waiting to anbush you at the exit of the
bridge. Send the archer to hit the left nost soulless while the
dwarf targets the left nost soulless of the right group and the
bezerker go for the right nost soulless. After the dwarf has bl own
up a few of the right group, switch himto the left group, |eaving
a few of the right group for the bezerker. Cl ean up and head NE.
You will see Alric suspended in a magic field surrounded by four
bottl es. Have the dwarf blow up all four, and the level wll be
conpl et e.
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M ssion 10: Qut of the Barrier

Now t hat you've freed Alric, you guys have to escape. You stil

only have the five from the previous mssion. You start in the
hilly desert with ghols scattered around you, poised to attack at
the right opportunity. They are very effective when they surround
you so don't let that happen. Inmediate | ead everyone NE towards a
single ghol and attack him stopping only when you are on high

ground if possible. The ghols will keep trying to surround you so
keep picking off the one at the edge of their "semicircle". They
will eventually nob you so you will have to use the bezerkers to

clean up. Go to the east between two pl ateaus. Sone soul |l ess will
be atop the one to the right. Keep everyone out of range and nove
the archer in approaching such that only one soulless is in range

at a tine. You hero archer will always hit the still soulless so
have him target the first one. As soon as you hear him fire,
target the next one, and so on until all are hit. The soulless
Wil retreat the first tine they are hit, so by doing this, you
have pushed them back. Again, position the archer so only one
soulless is inrange at a tine and attack till it dies. You wl|

be able to | ob your arrows over the plateau to hit the soulless.
When they are all dead, nove around the plateau where the soull ess
were and you will see a few ghols eyeing but avoi ding you. Pester
themw th arrows, but don't go too far because sone soull ess and
myrm dons are waiting. Snipe at what you can, keeping your men on
t he hi ghest ground you can. The group will eventually attack so
use the archer to kill the soulless while the dwarf grenades the
approachi ng nyrm dons *once*. Stop the dwarf when the nyrm dons
get close and use the bezerkers to attack them Heal anyone who's
hurt badly after the battle. Go south and | ook for the entrance to
atonb like structure, but don't go to close to it. In front of it
floats a nmagic bow which when used (special ability) by the

archer, it will turn the victimto stone. Have everyone face the
entrance head on with the dwarf in range such that his grenade
will hit right at the entrance. Position the archer just the side

of the dwarf with just enough space for soneone to wal k between.
Send the barbarian to the bow and imediately send them back
bet ween the archer and the dwarf. If this was set up right, the
dwarf will lob a grenade just as sonme ghols are leaving the tonb
which will blow themall apart. You will be attacked by a smal

arnmy of soulless and myrm dons. Use the magic bow to stone a few
myrm dons to even the score a bit. After killing them nove east
slowy. Two armies are blocking two pass ways. Tease the closer
(north group) to attack and clear themout. Then hug the wall of
the nountain to head north a bit, then east between two nountains.
You should be able to avoid an encounter with the second arny
which is south of the south nopuntain. Keep noving east around the
bl ackgray nountain until you see a huge arny | ooking away from you
to the north (east face of the nountain). Wien you see them nove
forward slowy until Aric says, "let nme handle this.” And |et
him Do not attack or he won't hel p. Sone nyrm dons may notice you
and line up |looking at you, but resist the tenptation to "help"
Alric. Alric will converse with the evil sorcerer and blow up his
arny in a spectacul ar display of magical power. Then he'll engage
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the sorcerer in sword fight. You can help himw th the barbari ans.

Alric will then say follow nme! Follow himor even pass himup the
spiral path up the hill to the top. Your radar will fill up with
endl ess forces of enemes. Get very close to where Alric stops at
the top of +the hill, you nmay have to control each nan

individually, and he will tel eport everyone out.
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M ssion 11: Silverm nes

In this mssion you have to find the arm and escape through the
graveyard. Follow the conmputer controlled journeyman in a tight
group being careful to avoid the view of the patrol groups. As you
reach the town, the journeyman will retreat a bit to avoid the
eneny. Follow himaround the edge of the streamtill you reach the
arm at which point you gain control of the journeyman. Have him
quickly grab the arm and backtrack a bit into the town. Keep
everyone tight and nove so that the patrol groups don't see you.
You want to head north of the town, that's where the graveyard is.
It's good to follow a patrol group that's walking away from you
since they're facing the other way. Wen you reach the graveyard,
there is a ranp being guarded by sonme thralls, soulless, and a
fetch. Use the archers to take out the fetch as quickly as
possible. Fight the rest just enough to get wup the ranp
(especially the journeyman) and up the north trail to conplete the
| evel
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M ssion 12: Shadow of the Mountain

This is a king of the hill mssion where you nust protect your
flag. You will also be fighting units of the |ight which have been
turned to the dark side; archers and dwarves. You have the
advant age because you will be on the hill. The | arge pl ateau hil

you start on has several ranps up to it: one to the south, a
narrow one the east, and two narrow ones to the SE. Setup the
archers in along line at the top of the hill and the two dwarves
on either end of the line. Mve your warriors back. Several eneny
dwarves will attack so try killing fromafar. The rest of the arny
will attack so do the traditional long range fighting till they
get close then send in the hand to hand units. After the first
wave is knocked out, go to the center with the canera and nove
nore of your units to join the units on the south side. Reposition
everyone for the second wave com ng fromthe south again. Although

you'll see a trow out in the distance, he won't attack. Soon after
t he second wave, nove inmmediately to the east ranp where a third
wave is attacking. The third wave will first show archers, so use
the hill to you advantage by having your archers shoot fromas far
back as possible. You will have | onger range because you' re on the
hill. An arny of thrall and then nyrmdons will attenpt to cone up

the ranp so use the dwarves to bl ow them up, and sweep up any who
make it to the top with the bezerkers. Last in the third wave are
a bunch of dwarves who you should attack with both archers and
dwarves. You'll often end up knocking live grenades out of the
eneny hands causing chain reaction explosions. After the third
wave, head imediately for the two ranps to the SE. The biggest
wave, the fourth, will split into two to cover both ranps. A few
eneny archers will clinb up the small hill between the ranps to
cover their units, but you should use your archers to take them
out before the arnmy can start up the ranps. |If you have dwarves
left, have them cover the left ranp (looking down the ranps,
outwards fromyour plateau) to cover the thrall army com ng up and
use the bezerkers to kill the thrall that nake it to the top.
Meanwhi | e, use your archer group to attack the dwarves that are
just sitting to the right of the base of the right ranp. Wen the
myr m dons charge the right ranp, nove your archers back and attack
themw th bezerkers. The | ast wave will be sone dwarves trying to
get up both ranps. Use the archers to take down what you can, and
if necessary clean up with the bezerkers.
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M ssion 13: Seven Gates

This one is pretty fun as you get to watch the eneny kill each
other. You'll start in a canyon watching thrall and soulless fight
each other. Mve the warriors out of the way and line up the
archers to attack any eneny who decides you are a nore worthy
opponent, especially the soulless. Mp up with the warriors as
needed, then head up the path to where it forks, but stop just as
the fork reaches sight distance. Send two individual warriors up,
one to the left fork and one to the right. Once they reveal the
two armes at each fork, retreat them to your group. The two
armes will clash. If they don't, they keep retreating your nen
back further away... eventually they wll attack each other when
you get out of sight and out of mnd. One side has fetch which is
a serious advantage so before the other arny is denolished, send
your archers to kill the fetch. The surviving arny (what's left of
them wll attack you, but shouldn't be a problem Head up the
right fork and stop your archers in a line on the white rock hill
Split the warriors into two groups to cover the sides. Then send
two warriors to scout again. There is a | ess obvious fork ahead,
send one warrior to the right intothe little swanp to the east
until you see the arnmy on the other side of the swanp and the
chase you. Retreat your man while you send the second scout up the
left fork. Two armes should appear again so retreat the scouts
back to your safe position and | et them have at it. Again, one of
the arm es has sone fetch, so use the archers on them After the
fight, wipe out the remaining arnmy. Head up the left path and nove
east. Another two armies are already engaged in a fight, make sure
that your use the archers on the fetch. Continue east and you'l
see a fetch running away fromsone thralls. Shoot up the fetch and
wi pe out the thralls. Go east into the swanp and then NE to the
| and and stop. Line the archers in a long line and get everyone
except for one warriors far far back. There is a shade floating
around here and he can blow everyone up with the flick of his
finger. Have your volunteered (inexperienced, but very healthy)
warrior start fromthe |left and approach the shade. The shade w |
start to follow that man and have himrun for his |life ACRCSS the
range of the archers. The shade wll follow as your archer rain
arrows on himthe best they can to take the shade out. Your | one
warrior may even get out alive.
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M ssion 14: Forest Heart

This mssion starts with sone dooned bezerkers and archers getting
killed by and arny with a trow far off to the east. Don't panic,

you can't stop this. The canmera will then zoomto where the rest
of your nen are. Sone foolish nmyrm don are attacking your big arny
so end their pitiful lives. Your job now is to find four trow
generals and kill them Lead your entire party NE to a bridge
crossing a small river. Split the archers into two groups on

either side of the bridge but not too close to the water. A bunch
of soulless are on the other side the left and several nyrm dons
to the right. Put your giants near the archers to the right.
Whenever the soulless or the nyrmdons get close, your archers
will shoot at them so let them pick at the eneny. A trow wil

cross the river so sic your giants on himto kill himquickly. Use
a couple archers to go up the bridge but don't pass the halfway
point. You want to take out the soulless if you can. After you
done what you can with the soulless, retreat the archers back to
their positions and send a bezerker on the bridge and taunt the

myrm dons to conme attack. Your archers wll weaken them as they
cross. Use the bezerker to engage and let the giants cross the
river to flank the nyrm dons. A second trow will eventually attack

SO use your giants and bezerkers to surround him Go SE to anot her
bridge and setup as before but this time have the bezerker split
into two groups on either sides of the archers. Eventually,

several thrall wll pop out of the water to kill your archers so
don't let them Instead, pull the archers back and let the
bezerkers thrash the thrall. A bunch of soulless are on the other

side the left and a pack of nyrm dons running back and forth to
the right. Peg the nyrmdons as they run back and forth until
they're gone. If the soulless attack during this tine, you can
send the giants on them After the nyrmdons are taken care of,
nove the archers to wi pe out the soulless. Coss the bridge and
head east. You'll neet up with sone thrall and soulless. Al ways
target the soulless with the archers and nop up any thrall that
gets close to your party with the giants and bezerkers. The giants
are great for this; they can pinp slap a thrall/soull ess/nmyrm don
into several pieces. There is a strip of high ground paralleling
the river. It's too steep to clinb the edges for everyone but the
giants. Send the bezerkers wup first heading north, then the
archers with the giants just keeping up with themon the side of
t he high ground. As you reach the end where the high ground | ower

to the I ow ground, you'll neet up with sone nyrm dons. The thick
forest will nmess up your archer's aimso have the bezerkers help
the giants w pe out the nyrmdons. Another trow wll attack so

again, surround himwth the giants and then the bezerkers. Move
everyone east to nmeet up with the killers of the scouting party.
Do what you can with the archers but send the bezerkers to Kkill
the nyrmdons and the giants to kill the trow As the battle
finishes, the victory is cut short as Soul blighter pops in a zaps
all your nmen sonewhere (to the next m ssion).
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M ssion 15: Heart of the Stone

Your nmen have been captured into sone nmagical subdinmensional
prison called the Tain. To solve this level, you wll have to
mani pul ate four towers at the corners of the map to activate a
bridge over the lava in the center of the nmap to the exit. Before
doing this however, you should secure the entire map. Your nen
start in the bottomleft side of the map. Begin your sweep in a
cl ockwi se fashion hugging the outer walls. Approach the SWpill ar
but don't enter the alcove that it's in. Position your archers in
along line facing the pillar and cover the end of the archer line
with a bezerker group. Have a bezerker enter the pillar area and

listen; you'll hear the chittering of the four cave spiders which
will drop down. Kill them and continue your sweep. Pass a nound
and near the left side of a bow Ilike crater. A few ghols wll

attack you fromthe north, so lay waste to them Meanwhile, a few
bezerkers and an archer are beanmed into the tain with you and will
appear in the bow. Have them join you and continue north to the
NWpillar, but stop at just before you reach it. Further north,

sone spiders wll appear fighting a few ghols and a fetch; the
spiders will lose. Use the archers to kill the fetch first, then
kill the ghols. Continue east. Just before you get to the NE
pillar, stop at the downward sl ope. Another group of spiders wll
be fighting fetch and ghol, so kill any survivors. Stay in
position at the slope and have a bezerker go south closer to the
center. More spiders will drop down so retreat the bezerker back
and take themout with the archers. Sweep all the way south. Al ong
the way, you'll nmeet up with nore spiders and ghols, but they'l]|
be easy to deal with. After reaching the SE pillar, head west.
Just as you reach the mddle, nore spiders will drop down. Kill
them and nove north towards the center of the map. Just NE from
this position is where nore spiders will drop, so spring that trap
and kill the spiders. Myve everyone to the edge of the Ilava

bridge. Choose three bezerkers to go to the NE, SE, and SWpillars
to activate them Send two bezerker and a three archers up to the
NWwhere nore spiders are waiting. Kill all the spiders. Send the
archers and one bezerker back to the center group. After they
reach the center, have the NW bezerker activate the pillar.
Spiders will drop on the center group but since you have nmany nen
there, they are easily taken out. A bridge has appeared now t hat
all four pillars are active, so have everyone in the center cross
the bridge. After they are through, take one bezerker away from
the pillar and the level will end.
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M ssion 16: The Smiths of Miirtheme

You are still stuck in the Tain, but don't worry, this is the |ast
level in the Tain. Hopefully your archers are veterans from the
previous level. This really hel ps. Wen the | evel starts, several

cave spiders will be crawling around in front of you. Kill them
and get ready for several nyrm dons and a couple bezerkers to be
teleported in. Send your whole bezerker troop in to kill the
myr m dons and hopefully a new bezerker or two will survive to be

added to your group. Now you are safe. To the SWof your position
is the first of four pillars. As you approach them they "power

up” and begin to glow. Get closer, and they wll fry you to
charred pieces with fetch-like lightning. Behind this pillar you
can see spiders running around. Keep everyone else back and use
your archers in a long line to take out all the spiders they can
wi t hout getting too close to the pillar; the spiders will not pass
the pillars. There are three other pillars (SE, mddle of the nap,

and NWof the nmap) where you can do the same to reduce the nunber

of spiders behind the "protection" of the pillars. Use just the
archers to nove to all the other pillars to snipe at all the
spi ders they can, but make sure that no one at the SW corner is
activating the pillar there. Once the archers have killed all the
spi ders near each pillar, have themreturn to the group in the SW
corner. Send a bezerker to the NWpillar and have himactivate it,

but don't get fried. Now that one pillar is activated, the others

won't go on, so send in your archers and bezerkers safely past the
pillar. You are entering the toughest of the four pillar areas, so
let's get it over with. The cave forks; take the smaller right

passage and |l et the archers pick at nore spiders in the cave. As
you edge closer, the queen spider (big black spider, can't mss
it) will also attack so use the bezerkers to nove in once you see
her com ng. After all the spiders are killed, nove north and get

ready. A few bezerkers and nyrmdons are beamed in and are
fighting. If you get there in time, you nay be able to save a
bezerker. Kill the nyrm dons with the bezerkers then nove further

into the cave. Kill any straggling spiders, and send in a dwarf to
pick up the glowing orb anongst the spider egg sacks. For
sati sfaction, you can blow up the egg sacks with grenades if you
want. Send the dwarf all the way up to the NWcorner of the map
where a bow crater and two strange pillars are. Have himnove to
the bow and he'll throw the orb into the bow. The strange
pillars will activate and between them a shimrering portal wll

appear very faintly as the dwarf goes, "whoa!" Bring the dwarf and
everybody in the SW cave back out to the center area and head
towards the SE pillar. Your |one bezerker should still be holding
the NW pillar on so your party can pass through the SE pillar.

There are a good nunber of spiders in this cave so work your way
with the archers east into the cave. Split the bezerkers into two

groups to cover their sides. The cave wll turn north, so work
your way in killing spiders. Eventually, the queen spider of this
cave will attack so swanp her with bezerkers. O ean up the spiders

and have a dwarf pick up the glowing orb then send him to the
portal. Move to the center of the map and go north to the third
pillar. This cave is easier than the first two so nove in with the
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archers killing all the spiders with bezerkers on the sides to
attack when the nother does. Have a dwarf pick up the orb and send
himto the portal. Renenber that a dwarf can only hold one orb at
a time, so you'll have to have your dwarf throw the orb he's
carrying into the portal's bow before you have him pick up
anot her orb. Move everyone out again but | eave soneone to activate
this north center pillar. Mve everyone up to the patient bezerker
at the NWpillar and have himnove away so the guy you left at the
north pillar is activating the north pillar. Just like the third
cave, go in with archers and bezerkers and w pe out the spider
colony there along with their queen, get the |ast orb and converge
everyone you have to the portal. Have your dwarves walk up to the
bow and they'll throw in their orbs. Now wal k everyone through
the portal and you're are free!
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M ssion 17: Sons of Myrgard

The 1ight have reached the former honel and of the dwarves, and the
dwar ves have volunteered to take it back; their personal revenge
against the dark. You start off with a hero dwarf who is an
*excellent* shot with his grenades. He can really take care of
hinself so long as he isn't surrounded by several enemes. The
| evel starts with your single dwarf invisible. The ghols running
around can't see you but if you make any noise by entering the
water or throwing a grenade, you wll becone visible. You are
unabl e to place satchel charges as the first special ability is to
call in the dwarven paratroopers. Subsequent special ability is to
call in a satchel charges bonbing run (from the air). Head your
dwarf to the east until he reaches a ranp where you see sone
soul | ess guardi ng the wooden stake fences. The entrance is a zig
zap pattern (right,left,right) and you'll be inside the fortress.
Walk up to a hill (the right side is good) where one soulless is
and get behind himbut far enough away to throw a grenade at him
G enade the soulless next to you and get ready to kill the
soulless that will approach you from the gate. Renenber to nove
your man diagonally away after he throws a grenade. It nmay help to
target the ground instead of the actual soulless. GChols wll
individually try to sneak up to you, but as long as you stay on

the plateau, you'll be able to kill them before they reach you. To
the east is a circular area of wi ght parts guarded by a few ghols.
Stand on a nearby hill and set off the wight parts with a grenade

(target ground) to blow up the entire lot. Battle any ghols near
you and head south. Another pen is south holding many wi ghts, also

guarded by a few ghols. Again, stand on a hill and grenade a w ght
near the edge of the pen to start the chain reaction of expl oding
wi ghts. Disgusting... but oh so satisfying. Head north and clean

up the area of ghols. There is another set of soulless next to the
practice dummes to the north. You can either take them on al one,

or call your reinforcenments now. To call your reinforcenents, you
want to maximze the nunber that cone by finding the npbst open
space to call them When you throw the blue- snoke bottle (specia

ability, first tine) several dwarves w |l parachute around you.
G oup them separately and head to the NE corner where another
fence is. Behind here are the caves where ghols pop out from Due
to the map design, you will al nost always be exposed to two caves,
whi ch neans enemies will conme fromboth. Don't position your nen
in between the caves, rather, put themat a triangular angle from
bot h entrances. Coax the enem es out of the cave and bl ow t hem up.
As you pass the first set (travel in the counter clockw se
direction starting south) ghols will sometinmes attack from behind,
so beware. Wrk your way around the big hill to battle the caves.

Wen you've killed enough Ghols, the level wll end. SECRET
M SSION: To get to the secret level, instead of sweeping around
the caves to kill all the ghols, go to the SE nost cave. It's a
little bigger than the rest. If you enter it, you'll be brought to
the secret |evel.
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M ssion 17a (secret): A Long Awaited Party

This mssion is purely for the satisfaction of the dwarven peopl e.
It didn't have a strategic advantage other than possible a
psychol ogi cal one on the ghols; but it sure is satisfying as it's
the nost blatant slap in the face the dwarves deliver to the dark
next to the final m ssions. There is a huge stone that the ghols
worship as their god. They drag it wherever they go, and since
they've occupied forner dwarven territory for the past years,
t hey' ve dragged the stone to this location. If Balin survived the
| ast m ssion, you get him for this one. He and 9 other dwarves
will blow up the ghol guard as they exit the cave. As they exit,
imediately look to the left (north) and have all the dwarves
except for Balin forma staggered formati on down the snall sl ope
so that the formation is parallel to the nountain side. Further
north is a cave with a ghol guard, but there are two ghol patrols

circling the hill even further north. The red ghol patrol is
nmovi ng counter clockw se and you'll see them conmi ng just as your
dwarves get in formation. Have themall |ay a satchel charge and

then run back to the cave entrance and form a long line facing
down the slope. Position Balin so he can easily set off the
nearest charge with his accurate grenade throws. As the ghol
patrol steps over your mnefield, set it off and watch them go up
in bloody carnage. Your line of dwarves and Balin should then
clean up any survivors. Wthout any tine to |lose, have the 9
dwarves go setup another mnefield in a staggered formation for
the gray ghol patrol comng around the far north hill in the
cl ockwi se direction, and then have them cone back to the long line
formation in your original position. Again, have Balin set off the
m nefield and then bl ow up the survivors individually. If it |ooks
i ke you are unable to set up in time for either the red or gray
patrols, then just stay back as they won't see you unless you cone
down the slope. Let them pass, and then setup while they are doing
their circle. After red and gray patrols have painted the
| andscape with their body parts, go to the NW and blow up the
guard even though he's mnding his own business, then go do the
same to the guard at the cave NE of your position. North of the
second guard is a slope curving around where several ghols are
guardi ng the entrance. You are at a distinct disadvantage here as
the ghols will always be on higher ground. | wused this method:
keep your dwarves down out of harmis way and send Balin half way
up the slope. Have him throw a special ability signal bonb in
front of the ghols (hopefully it doesn't roll down the hill back
at you). Just before as the snoke starts going out, nove towards
the ghols until they start chasing you and run down the hill to
the half way point (if you run too far, the ghols will turn around
and go back to their original position). Hopefully the bonbing
raid takes out nost of the ghols. If not, you can try again. Cear
out the survivors and bring everybody up. You will be on a grassy
nmount ai n road headi ng south. In the distance you can see the stone
isin the center of a valley and now you understand why the ghols
worship it. The stone looks like a huge ghol head. Around the
stone are dozens and dozens of ghols chanting and worshi pping.
Follow the nmountain road down and you'll encounter a bunch of
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ghols and sonme soulless. The ghols won't attack unless you get

cl ose, so don't. The soulless however wll try to snipe at you.
Use Balin to target the ground just in front of the nearest
soulless. It will take two explosion to kill, but this is safer

because you are further away. Run Balin in a zig zag pattern to
avoid the spears. Once he throws a grenade, don't let him just
stand there, retreat in a diagonal direction to reduce his chances
of getting hit. After the soulless are gone, have a dwarf try to
attack the ghols and retreat imediately. You'll be able to
whittle the ghols down this way until they are gone. Continue to
the bottom of the map where you can | oad up on satchel charges. It
will curve weast. Mve everyone in a tight box eastwards
cautiously. Wen you see a slope leading from the nountain road
down to the valley, stop. There is a huge arny of soulless
patrolling in a big circle, you my see them going down this
slope. Keep your distance and Ilet them pass wthout any
di sturbance, just renenber what ground they passed over. After
they've passed, send the 9 regular dwarves in a staggered
formation to lay a mnefield in the shape of the soulless arny
along the path they just patrolled and then return to their
original safe spot. Get Balin ready and speed up tine until the
soul | ess come around for the next pass. Slow tine to normal and
set off the mnefield to catch as nmany soull ess as possi ble. The
soul | ess have a better range than the dwarf, so if any soulless
survive here you nmay have to |l et them pass and set up another (but

smaller) mnefield. Don't go down the slope. Instead, stay on the
grassy road and continue east. You'll will reach the corner of the
map where a soulless is guarding the stacks of wght bonbs,

satchel charges, and ghol blades. Again, the soulless have the
range advantage, but you now have sonething to even the odds:

trees. Use Balin to nove towards the soulless but make sure a tree
is always between you and the soulless. In this manner, you can
cut the distance between you and soulless and be protected from
the thrown spears. Go tree by tree until you are at the tree
cl osest to the soulless, then nove from behind the tree and bonb
the soull ess and nove back for cover. Another ghol is just north
of the equi pnment piles so you will probably have to contend with
hi mtoo. Now you have to nmake a choice. Do you want to be safe and
just stealthily blow up the rock keeping everyone safe, or do you
want to take out all the ghol worshippers as well nost I|ikely
experiencing casualties? Let's do it the safe (but |less fun) way
first. Move your nen along the grassy path all the way north to
the top of the map. You'll cone to the road where the big stone
was dragged. Then head west until you are directly north of the
stone where none of the ghols can see you. Now where woul d you put

the satchel charges so that it would break the statue? It's
obvious weak point is tucked under the "chin' of the rock.

Al though it's tenpting to get under the chin via the drag tracks,

instead, just walk four fully | oaded (8 charges each) dwarves over
the north side of the surrounding short wall and box thensel ves
under the chin. You should be able to do this without the ghols
seeing. Place all the charges the dwarves are carrying and head
back north. Have Balin stand outside of the short wall and target

the ground near the charges to set them off. The explosion wl|
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cause the rock to break in half at the "beak”. This will piss off
the ghols who will start to chase you but the level wll end
before they reach you. That was the safe way, now for the tough
but nmore fun way. Use the 9 dwarves to place a w de spread of
staggered formation satchels charges at the base of the slope from
the grassy road. The southern slope is better than the SE slope
because it's narrower. Place three groups of charges side by side
and anot her set or two of charges to deepen your mnefield. Just
make sure you preserve at |least 24 charges to bust up the rock
|ater. To be safe, have everyone drop the unused satchel charges
in a safe place on the grassy road to reduce the risk of a chain
reaction explosion if one of your dwarves gets blasted during the
battl e you are about to engage in. Line everyone up in a long line
at the top of the slop with Balin in a good spot up the slope to
set off the mnefield. Choose your |east experience and |owest
health dwarf to act as sacrificial bait. Have him run up behind
t he wor shi ppi ng ghols who are to preoccupi ed chanting to their god
and throw a well ainmed grenade to kill about 3 if he can and then
i mredi ately run back to the slope. He won't make it because he's
too slow so after the battle is done, renmenber his honor. Set off
the mnefield with Balin when the horde of ghols is on the
m nefield and begin the gory battle with the surviving ghols. |
found that it's best to control Balin for intelligent strikes
whi |l e your other dwarves are m ndl essly tossing grenades. Wen the
fight is over, pick up your stashed satchel charges with the
survi ving dwarves and place themtightly under the "chin" of the
rock. Get everyone to safety and have soneone set it off. Sweet
revenge.
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M ssion 18: The Road North

You will start with 3 archers and 5 warriors with the m ssion of
finding the nmagic bow and returning to the spot you started. G oup
the archers and warriors separately and have the warriors form a
line or vanguard about a half a screen (when fully zooned out)
ahead of the archers. Have the archers form a line facing the
warriors. The paths in the level are relatively narrow and the way
to the magic bowis to follow the blood spots. Al ong the way, you
will be attacked by thralls which suddenly appear out of the
ground, usually surrounding the forenost group. Wth the archers
trailing far in the back, they can shoot at the flanking thrall
whil e your warriors attack the one they see; the one's in front of
them The first anbush you encounter wll also have a soulless
whi ch crosses the river. Retreat your warriors after killing the
thrall and take out the soulless with your archers. The bow s
position changes each time, but the blood stains always lead to
it. Keep using the warriors ahead of the archers strategy unti
you see the bow. Don't get excited and rush to it as there are
thralls in the ground waiting to ambush you. Have the warriors
sneak up and forma circle. Wien the thralls appear, take them out
with all your nen. Have your healthiest, nobst experience archer
get the bow This bowis even better than that turn-to-stone magic
bow of a previous level. This bow shoots bolts of [|ightning, as
wel | as regular arrows, which can denolish groups |ike a grenade.
It also has far range, too. You'll need this bow now because once
you get it, you will be attached by large arnmies of thrall. Keep
you warriors fromattacking the armes and try to use the archer
with the magic bow (special ability) to lightning the armes to
scrap. Don't go crazy though as you only have a limted supply of
lighting arrows. If there are a few stragglers left, use the other
guys to nop themup while the nmagic bow guy turns his attention to
the next group. Now that you have the bow, head back to the
starting point. Again, lead the way with the warriors, but this
time when the armes show up, have them backtrack and |ightning
bolt the thralls. Thralls are slow, so if an arny is "chasing"
you, you nmay just want to nove forward. They are also stupid so
when you reach the ranp, you'll zig zag back and many thrall won't
be smart enough to go *around* the corner to reach you. Instead
they' Il be stuck at the cliffs wondering why they can't get you.
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M ssion 19: Across the G ol

This is the nost frantic mssion yet. You have a large arny
standing on a large plateau overlooking a river where the eneny
will conme from Split your archers, dwarves, and warriors into two
groups (even nunbers of types each). The plateau can only be
reached on either side by the side ranps so this is where the
enemes wll be headed. Position your archers and dwarves in a
Iine overlooking the left and right corners of the plateau to rain
on the thrall which head up the ranps. Ready the warriors to take
out any thrall which actually make it up the hill. Before the
eneny shows up, use the dwarves to set up a few satchel charges on
the ranp and reposition them in their line atop the cliff. The
thrall armes will attack you on both sides at the sane time so
you' Il have to constantly nove the camera back and forth or else
chaos may happen on the unattended side. Wghts will appear after

the first wave of thrall so use the archers to blow themup from
afar. You'll then be attacked by anot her arny which appeared from
| and. Use the dwarves to denolish then use the warriors to nmop up
the rest. During this time, keep an eye on river activity as two
fetch will appear on either side. Make sure the archers take out
the fetch as soon as possible. Set sonme nore satchel charges on
the ranps if you have tinme as another |arge wave of thrall wll

approach fromthe river fromboth sides, this time they will have
soulless with them Make sure your archers are taking out the
soulless while everyone else S attacking the thrall.

Rei nforcenents will arrive and will automatically walk fromtheir

starting position to the plateau, so don't worry about themuntil

they get there. Use themto reinforce your |ost ranks and take out
the last wave of thrall attacking. Don't worry about trying to
keep veteran units to carry over the next |evel since the next
| evel only has bezerkers.
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M ssi on 20: The Wt cher

This is areally tough mssion. It wouldn't be that tough if you
were given archer and dwarven units, or at |east one journeynman,
but you are only given bezerkers. Wien you start off, head as far
north as you can to the edge of a huge swanp to the east. Scout

into the swanp. Several scattered thralls will pop out of the nud
to attack. Retreat your scout and close in for the kill with the
rest of the bezerkers. Sludge through the swanp due east till you

reach land. You are trying to avoid an arnmy of ghol and a shade
just south of you waiting at the bank. The shade can reduce your
men to scrap very easily, so you don't want to ness with him

You' Il be at the top of the map, so face the canera northwards and
have your bezerkers hug the top of the map and nove east as
qui ckly as possible. You'll reach a river running SE so foll ow the

edge of it without stopping until you reach a shallow part of the
river which can be crossed. By this tinme, you may have encountered
a few ghols, and you'll see on the radar that an army of ghols is
chasing you (and they have a very deadly shade with them . Cross
the river and sit on the peninsula and create a shallow
encirclement to get ready for the ghol attack. The shade won't
cross the river so you are safe. Take care of the ghols and nove
to the southern tip of your peninsula. In sone cases, the shade
will teleport to the south bank with sonme ghols. If this happens,

then have one weakened man stand at the bank as a distraction.

O herwi se, the shade may be waiting on the west bank for you to
cross. If this is the case, then send one weakened man to your
bank and stand al nost halfway in the river as far north as he can.

The shade will follow himas nuch as possible. Now sneak across
t he southern nost crossable part of the river with small (4 or 5)

groups of nen and have them hug the river shore (SW till they are
out of sight of the shade. Keep the groups noving after each other
as ghols will attack your nen along the river. You wll have to
take care of several ghols at this point. Go around the SWtip end
of the river. You may receive reinforcenments (nore bezerkers) from

a hill just NWof the tip; if not, cone back later and you may
receive them then. Go south. |If the shade didn't teleport,
nmentioned above, then you wll encounter him now as he wll

teleport to this area of the map. Try to retreat back to the north
bank of the river you just cane fromand try to | ead the shade up
to the peninsula where you first took refuge. Mve the weak
bezerker to the southern tip to try and get the shade to follow
him Lead the rest of the group back to the SWtip, being careful
not to attract the shade's attention again. If you are unable to
do this, then you will have to contend with the shade. (In which
case, good luck!) Head SE till you reach a large plateau with a
ranp at it's SWcorner. You may receive nore reinforcenents al ong
the way if you hug the south part of the map. A line of soulless
are guarding this ranp and they refused to be teased into
followng you so you'll have to storm up the ranmp. Once you' ve
gotten up the plateau, split your nen into three groups to attack
the three lines of soulless. You'll lose a bunch of nmen in the
process of killing the soulless. Behind the soulless lines, is the
stone figure, a circle of thrall surrounding it, and a |arger
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circle of ghol surrounded them The ghol have w ght packets to
throw at you if you get too close so try not to bunch up your nen
Apparently, they have very strict orders to guard the statue. You

can send three bezerkers in to kill one single ghol wthout any of
t hem novi ng. However, once you hack up the second ghol, all the
ghols will attack. After hacking the second ghol, retreat the
t hree bezerkers back to their group and have your troops kill al

the ghols. The thrall still haven't noved, and they won't. These
thrall are zonbie walls. They are tougher than regular thrall, but

won't nove so hack themup with the surviving bezerkers and then
destroy the statue. Bloody battle, wasn't it?
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M ssion 21: River of Bl ood

In this mssion you start just outside the entrance of the city
wal I s. Fortunately, you have a variety of nen again. The entrance
is blocked by wooden stakes, so for now, you can't reach the eneny
and he can't reach you. Use your archers to lob arrows at the
nyrm dons on the other side and they will run away w thout any
casualties. Use the dwarves to grenade the blockade until they
it's blown away. The first group of nyrmdons is small so send in
your giants to slap them out of existence, and bring them back
outside the city. In the distance, a trow commander and a bi gger
army of myrm dons approach fromthe north. They'll stop and wait
t hough. Have the dwarves setup satchel charges (two rows of four)
in a west-east line just inside the entrance and retreat them
Setup another line of charges in the entrance and retreat them
back to the archers, |leaving just one dwarf at the entrance. Bring
one giant in again and tease the arny to attack you. Immediately
nove your giant to the entrance, but don't actually |eave the
city. Have the dwarf blow up the charges to take out nost if not

all of the first wave of the second arny of the attacking
myrm dons. Use the giants to clean up stragglers. The rest of the
nmyrm dons will attack so retreat everyone outside the city and

have the dwarf (who now has experience from blowng up the
mnefield) to set off the entrance charges when they are neared by
the myrm dons. Wth the obliteration of his nen, the troww ||l now
attack so surround himwith the giants and the bezerkers to finish
himoff. If you scan the canera around, you'll hear massive trow
footsteps in every direction except the right (east) so head that
way, hugging the wall. Split your bezerkers into two groups to
cover the ends of the |line of archers, and have your giants stay
with the left bezerkers (farthest fromthe wall). Wen you reach
some randomy placed |ines of stakes, you'll notice another arny
of myrmdons and a trow just beyond them Myve the dwarves up
behind the right nost stakes, but not too close. The nyrm dons
will attack in two groups, one to the left which will be dealt
with by your giants and left group of bezerkers, and the right
group which will be reduced and hurt by your dwarves and archers
and cl eaned up by the right group of bezerkers. Look at the wall
for an easter egg. The trow wi |l attack so surround himw th your
gi ants and bezerkers. Then nove to the SE corner of the city and
edge your way north. A fetch will head towards you so use your
archers to wi pe her out. If necessary, use the giants as back up.
| alnost panicked from what | saw next. That fetch didn't cone
alone, she came with several other sister fetches. That group
woul d be able to wi pe you out with heavy loses to you but they
tend to attack only one or two at a tinme. Regroup your nen and
head north after all the fetch have been killed. You'll reach the
river of blood. Get your nmen into a westward facing formation with
the archers in the center and their sides covered by bezerkers.
Edge your way west and you'll encounter a small group of nyrm dons
and a fetch before you cone to the bridge crossing the river of
bl ood. Across the bridge is a big trow, and three fetches
surrounded by two arm es of nyrm dons. Setup up your archers (the
low health ones) and dwarves on either side of your bridge
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entrance, with the dwarves closer to the bridge. Have your giants
cover the actual entrance with the bezerkers in deep or shallow
encirclement behind them Send two archers onto the bridge to
shoot at the trow froma distance. He'll just stand there and take
some puni shmrent before he backs up and the fetch attack. Wien this
happens, retreat your archers off the bridge and |let your other
archers whittle the fetch. Mop themup with the giants. The trow
will attack after, so wait till he gets to your side of the bridge
(archers and dwarves attacking fromafar) and then swanp himwth
bot h giants and bezerkers. Soon after the trow dies, the nmyrm dons
armes will attack one at a tinme. Retreat your giants and bezerker
to a better position just off the bridge and attack them as they

reach your side of the bridge.
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M ssion 22: Pools of Iron

This is a really fun |l evel because you get to control Aric the
avatar. He's about as slow as a warrior, but really fast and
deadly with his sword. But the best part of himis his special
ability to cast the sane spell the shades can. He can only use the
spell four times, but he can elimnate an entire arny. You'll
start out with just Aric standing on a cliff. A few single
nmyrm dons wll be running around. Engage them to hand to hand
conbat one at a tinme. They'll do mniml danmage to you. Wal k down
the narrow ranp (west) into the desert valley below Head north
west and you'll encounter a few nore wandering nyrmdons. You'll
eventually see a huge arny of nyrmdons walking in a nice pack
towards you. Stop noving, and then cast the spell ("T") on the
first nmyrmdon. The spell works like this: the unit you target
will blow up in green snoke, and then the next wunit within the
vicinity of the blast will go up in green snoke the sanme way. This
causes a domino effect which can potentially destroy the whole
arnmy. This domno effect is like a chain reaction, so you want to
target the unit which is at the beginning of an imaginary Iline
runni ng through every unit once. If you use this type of thinking,
you'll usually blow up the entire arny. After killing the arny,
head due south, but don't go any further west. To the west is a
Geek like structure where two trow are waiting, and you don't
want to activate them just yet. As you head south, vyou'll
encounter some nore individual nyrmdons, and then another big
arnmy. Use your spell once again on the arny. Sonetinmes the single
myrm dons will just run away when you chase them You want them
dead, so stop Alric and have himface away fromthe nyrm don. The
myrmdon will turn around to attack your back; but just as it gets
close, have Alric turn around and attack the pathetic undead.
Continue south till you see the world knot and have Alric nove
there. The conmputer will control himand he'll act as the broken
knot pillar and beam in an arny of bezerkers, dwarves, and
archers. Setup your groups and have them back up agai nst the south
wal | on higher ground slightly west of the knot. Have a bezerker
go to the south west corner wuntil another big arny of nyrmdons
shows up then retreat himback to your party. Have Alric blow the
army up with a spell and clean up any stragglers with your nmen. By
this tinme, another nyrmdon arny fromthe north west corner wll
be reaching you. Again, have Alric blow the arny up, but make sure
your bezerkers aren't near the eneny when he does this. Again,
cl ean up any stragglers. The trow w Il attack so swanp themwth
your nmen. Alric is now out of spells so use himlike a bezerker
fromnow on. Enter the structure and pass through it headi ng west
until you reach the bloody water beach. An arny of thrall wll
energe fromthe bloody water. Peg themwith arrows for as |ong as
you can and then attack with the bezerkers and Alric since he has
no nore spells. Further north along the beach is another arny of
thrall which will enmerge fromthe water. You can attack them in
t he sane manner. Move all your nmen into the bloody water to end
the |evel.
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M ssion 23: The Last Battle

This is the toughest conbat level in the whole gane. Even with a
variety of units, it's not going to be easy. At the beginning, you
men will be on a small peninsula in the bloody waters. Bunch up
all your units into a box except the archers. Have them get ready
as several fetch from the waters wll attack. After killing
several fetch, head everyone down the peninsula and then west on
the land until you reach another Geek like structure. A 1|one
myrm don scout will be north of the structure, but he'll run away
to warn his buddi es once he sees you. You won't be able to catch
himso don't worry about it. Follow where he goes till the |and
curves northwards to a slope. You could chase the nyrm don down
Wi th bezerkers until he is trapped, but don't bother. Go up the
ranp a bit and you'll see a bezerker unit waiting for you. He'll
tell you, "hurry! Balor is comng!". Follow himup the hill and
you'll receive nore units. You'll also see Aric, but you can't
control him You'll also see the standard erected behind A ric.
Get everyone away fromthe standard for now Balor will come and
engage in a conversation with Alric, then Balor will blow up with
standard and anyone standing to close to it. Myve the archers into
along line at the edge of the hill where A ric was standing and
set up your dwarves to the left and two bezerker group right and
left of the archers. A huge arny is waiting at the base. The
thrall will attack first. You should be able to take nobst of them
out with the archers and dwarves. After the thralls will cone the
myrm dons. You'll probably have to nmop up with the bezerkers. Two
fetches will arrive so put priority on them with the archers.
After that's clear, Alric will say, "we nush follow him" and head
over to another structure in the desert valley. Keep your nen
where they are, but set up their formation again. Send one
bezerker next to Alric just to get him to nove to the next
destination; the structure. Balor and Alric will talk again and
Bal or will shower Alric with bl oody dwarf heads telling him that
the rest of the | egion has been destroyed. Alric will blow up the
line of nyrmdons and retreat. You'll then be attacked by the
armes of fetch and thrall. Again put priority on the fetch with
the archers and kill the arm es. Make sure you don't |ose too nany
bezerkers because you're going to need them Alric will again say,
"we rmnust follow hinf. Goup your bezerkers into two groups of
three, and a third group with the rest. Alric will go up to the
top of a hill looking into a bow Iike canyon with a pool of
bl ood. Fetch are in a semicircle along the opposite edge of the
bow . Have the archers forma long |line on your edge of the bow,
have the two 3- man bezerker group formto the |left and right of
the archers just inside the bow, and have the dwarves go just
bel ow the archers. Put the last group of bezerker behind the
archers. As soon as your party arrives at these |location your
specified, Alric will walk into the base of the bow and talk to
Bal or once again. Don't wait. Have the archers target the nearest
fetch to the right and nove the 3-nman bezerker groups down a bit.
After Balor and Alric finish talking, the fetch wll enter the
bow and surround Alric in a semcircle and pound on him wth
lightning. Alric is tough, but not invulnerable so while this is
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happeni ng, have the left 3-man bezerker group start killing fetch
fromthe left, and the right 3-man group fromthe right. Have the
archers and dwarves shoot at the last fetch the bezerkers wl|
reach (the fetch in the mddle of the semcircle). Wile they do
this, nove the third bezerker group down straight through the
pool. Once the fetches have been killed, nyrmdons will attack so
clean themout with the bezerkers. After the nyrm dons have been
dealt with, nove what's left of the bezerkers the left away from
Alric, and nove what's left of the archers and dwarves up the bow
to the right a bit. Now the climax of the battle! Balor will cone
and attack Alric but Alric will surprise himw th a magic device
which freezes Balor. Aric will scream "kill him" Only vyour
bezerkers can do damage to Balor so send themin and surround him
to hack himup until his head falls off. Alric will teleport you
out and you'll hear Aric get ready to blow up several huge
nmyr m don arm es.
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M ssion 24: The G eat Devoid

This is the last |level of the game and isn't really that hard if
you play it safe. You'll start with four dwarves, sone archers and
bezerkers, and a journeynman. Choose one dwarf (preferably the nost
experience) and have himdrop all of his satchels, and then have
hi m pi ck up Balor's head. Have the other three dwarves pick up the
satchels. Explore to the east. You'll pass through the open area,
a forest, and then come to a river. There are two sections to
cross: north and south. Don't cross the river just yet. Explore
along the river through the woods till you get to the north
crossing point. Sonmeone will say, "lI've got a bad feeling about
this." Once this happens, imediately nove everyone back to the
clearing where you started from Bunch everyone up into a box
except for the archers. Split theminto two groups and have them
forma line on each side of your nmen facing outwards. Wghts w ||l
| unrber in so use the archers to blow themup from safe di stances.
After the wight attacks are done, go to the north river crossing
area. You can see where the water is too deep, so set up two
groups of four archers in a line on the bank (up hill alittle) of
the river. Mwve the usel ess dwarves back out of harnms way and put
t he journeyman between the archers, and back a little. Mve the

bezerkers back as well. Use one bezerker to step foot in the nuddy
water and retreat. This should have caused an arny of soulless
with two fetch to approach. The fetch will stay on the opposite
bank, but the soulless will attack. Your archers should take them
all out. Some nore wights will probably attack fromthe river, so
bl ow them up. Then a group of archers to kill the each of the
fetch at the sane tinme. Hopefully, they wll kill them before

being fried. Reposition your archers at the bank in a |ine again
and send a bezerker to the mddle of the river, and retreat him A
second wave of soulless and fetch wll approach. Again, use the
archers to wi pe out the soulless, and heal anyone near death with
the journeyman. This tinme, nore wights are attacking fromthe rear
so use the archers to kill themsafely. The fetch won't cross the
river, so don't worry about them After taking care of the w ght
threat, go kill both fetches with the two archer groups at the
sane tinme and then have the entire party cross the river. Move
east and quickly position a long Iine of archers on a thin hill
with white color tone just past a crater. Mire soulless and fetch
wi || be approaching, and this is the best vantage point to be in
when they arrive. Shoot the fetch first, then the soulless, making
sure to heal any weak archer with the journeyman. Make sure you

conserve one mandrake root of the journeyman, as you will need it
| ater. Move everyone due east till you reach a hill with a few
trees on it. Face south, and nove down the hill just a bit. Wen
the ground starts to | ook rocky, you are reaching the area of the
great devoid. Do not enter the rocky area. Wghts will shanble in
fromthe west and south west so use the archers again for them At
one point, you'll see 6-8 wights walking in a line towards you.

Blowing the first one up causes a nice chain reaction. But the
nightmare is ahead of you to the south. Guarding the great devoid
are sone soulless, waghts, fetch, and Soulblighter hinself.
Soul bl ighter is extrenely fast and tough and he can chop up all
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your mnen easily. There is a trick though: the journeyman's hea
spell with the mandrake root does the opposite to undead. Wth the

journeyman, you can kill Soul blighter with one spell. The problem
is, before you can finish casting the spell, Soulblighter wll
have chopped your j our neyman, conpletely br eaki ng hi s

concentration. To do this right, send two bezerkers wth the
journeyman. Have themline up in a shallow encirclenment with the
journeyman on the right. Slowy edge themup to Soul blighter and
when he runs at you select the journeyman and push "T". Just as
Soul blighter is about to reach the first bezerker, target him
Wiile he's hacking at your poor Dbezerker volunteer, your
journeyman wi Il sneak up and cast the spell. During this tine, the
first bezerker will die and Soul blighter will hack up the second
one. After the conpletion of the journeyman's spell, Soul blighter
will freeze and turn into ravens which wll fly away. There are
two fetch patrolling together around the nmouth of the hole. Pul
your bezerker and journeyman back and send in the archers to kil
the fetch. Three soulless will get into the act so kill themtoo.
More wights will show up but again, they are easy targets for your
archers. Move the dwarf carrying Balor's head to the edge of the
hole and he will automatically throw the head in. Hurray! You did
it... then the dwarf will go, "uh oh..." and powerful nagic energy
will nuke the whole place. Mn, what a depressing ending. The
sense of dread goes on and on... but what a great gane!
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4 TIPS, TRICKS, AND EASTER EGGS

- Always use archers and dwarves from high ground if possible.
This increases their range and reduces acci dental bounce back of
gr enades.

- - Learn the formations
- - Learn to use gesture click to orient your formations

- - Don't forget that your dwarves have satchel charges. Using a
m nefield on the eneny really can make or break a battle.

- - Don't have your dwarves toss grenades in the sane spot at the
same tinme. Genades go off at slightly different tines and the
first explosion will send the other soon-to-explode grenades
flying in randomdirections; sonetines into you.

- - Always try and | ong range your opponent. Cut them down a bit
with the dwarves, then peg themwth the archers. Finally, as
what's | eft of the eneny nears you, send in the warriors and/or
bezerkers to finish them off AND tell your archers and
especially the dwarves to STOP attacking.

- - If an eneny is running away fromyou, stop your nen and have
them | ook anay (with the gesture click). The eneny wi || probably
try and take advantage of this and nove to stab you in the back.
As he nears, attack him

- - \Veteran wunits are extremely valuable. Build wup Iless
experienced units when it's safe and easy pickings. Veteran
units will carry to the next level so long as the next |Ievel
scenario has those units. If the next |evel does not have those
units, then the veteran experience is lost. Use the mssion
guide in section 3 of this guide to determne if your
experienced units will carry over.

- - The journeyman's heal spell also instantly kills undead. -
Targeting the ground near a stationary eneny with the dwarf
often will not cause the eneny to run and so you can kill them
by surpri se.

- - You can select and direct your units while paused!

- - Look for the trailer and peasant easter egg in the SWcorner
of "A Traitor's G ave"

- - Look for the graffiti on the SE corner inner wall of "A R ver
of Bl ood"

- - The fastest units are your giants, bezerker, and warriors, in
that order to use themas scouts or taunts.

- - Use progranmabl e presets. Cover your archers with a group of
warriors/ bezerkers on each end of the archer long |ine.
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5 CHEATS

CTRL and "+" : Automatically win the single player |evel CTRL and
"-" . Automatically lose the single player |eve

To access all 24 single player levels: Hold down the space bar on
the title screen and click on "New Gane".

To get stronger warriors: During a level, type PizzaParty to nake
your warriors nore powerful



