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Lords of the Realm Two Tactics

Here are the tactics to be able to make this army by the tenth year into a game: five hundred pikemen, six hundred knights, three hundred crossbowmen, and one hundred archers. The example is set in quaintville. All my tactics are in this very file, plus one from Knight-Master Rafael (which is the tactic to mass-produce iron)!

If you would please do me just one favor for giving you all these tactics. This is all I ask: please do not give these tactics to anyone outside of the Clan of Honor. There are many tactics in here that can be used on any map; all of these are great tactics! 

All powerful Army

You should buy five happiness, first season, and sell cows. Buy all wheat. Start raising all efficiency rates. If you started with five hundred crowns feed these rations, from the left, in order of seasons: triple, double, normal, normal, double. This will give you good health and one hundred happiness on the sixth season into the game. If you started with five hundred crowns save ninety crowns to buy five happiness the second season. If you started on the right then you may want to manage wheat a little better. The very first year you should've only planted two fields leaving four fields fallow. This will give you excellent fertility after the very first year. After the first year plant four fields leaving two fields fallow. This amount of fields can support a population of about eighteen hundred or even nineteen hundred
. That is all you should use. It will also maintain excellent fertility. You should use the quick conquer tactic to take another county
. When you conquer the second county, from the left side, the timing is just about perfect so plant wheat. Raise all efficiency rates. You should already have excellent fertility, and it will be winter the season you conquer it. Plant wheat in winter you won't have a wagon yet. Leave just one field with cows on it and minimize the death of the cows. Then next season you will get a wagon, sell all the cows begin to buy happiness and wheat. In your other county put all your resources on wood so you can make the wood for the motte and bailey in the northern county. Plus have the extra wood for pikemen, build a castle as soon as possible. The very first season after you conquer it you should make your army go back down to the southern county. You should now make one man armies, and attempt to scout out your opponent's land. Next I split my army so there are just one hundred archers in it. I send the extra archers, the ones I just split, to the upper county. By now you should have the other castle. Now wait to see a band of Irish pikemen, then disband the archers, and purchase the Irish pikes. Make it so your big army with the pikes and archers in it has three hundred pikemen. Combine all your armies
. You should have about five hundred pikemen and one hundred archers in your army. Begin to make all iron at the southern county
. Now begin to make knights; in both counties make max knights and the rest extra on wood. Now with the timing [(which is just about perfect if you start on the left side) but nothing is perfect] you should have wagons. Begin using the tactic to mass-produce iron. This tactic is how I make this army that astonishes everyone how I made it so fast. Ok, now keep doing this until you have no more wagons. Now you should have well over three thousand irons. Make wood and begin to make the crossbowmen it will take three thousand irons to make three hundred crossbowmen. After you have the crossbowmen make them and put them in your army that by now should have five hundred pikemen, and one hundred archers. Make nine hundred ninety-nine irons at the southern county. Make all wood at the top county
. When the next wagon arrives, which should be the ninth year into the game, make all knights and use the tactic to make tons of iron. As soon as you have eleven hundred irons then you have enough iron to make six hundred knights. When you get the knights put them in the army. Now take this huge and powerful army and go kill your opponent. Now you know how it works! Good luck! All the crossbowmen tear ‘em up, their range is pathetic but the damage is outstanding!

This tactic will work on any map, in about the same amount of time (tactic to make the huge powerful army so fast). Mercenaries will vary. Try to get Norman crossbowmen for mercenaries as your army will be on the field faster, because it will take less supplies [(best mercenaries) in my opinion].

Fair map for 1 on 1 Games

Here is a fair map to try to get other people to play 1 on 1’s with you in: Cubium. On this map neither side has a major advantage. It is a one-season march to conquer another county from both starting counties on this map. Both counties also have wagons at the beginning of the game. Except starting in the northern county, the wood and iron county has about one hundred ten wheat or so at the start, plus about 45 cows. The one in the southern county has less wheat. The closest county has wood and iron it is the same for the southern starting county. Both starting counties have just wood.

Advanced Farming

Here is how advanced farming works: you must have double the fields that you have planted fallow in order to get a fertility raise each season, and you must have half the fields you have planted fallow. For example in order to maintain the fertility that you have: four planted with two fields fallow will maintain excellent fertility – bumper crop! (This is as high as fertility goes). Five planted with three fields fallow will maintain excellent fertility – bumper crop! Plus after about two or three years you will have enough wheat to run double rations year round. This will not only give you more crowns from taxes but also perfect health leading to a higher population. This is just an estimate to give you the basic idea how advanced farming works. With more fields fertility raises faster, with less it raises slower. For instance: one planted with two fields fallow won’t give you a fertility raise each season.

Taxes

Note – don’t run the maximum amount of taxes that you possibly can this causes lots of deaths in your county, making it take longer for your county to grow strong. For example: with normal health and 100 happiness run six percent taxes rather seven percent. Run the taxes the maximum amount only if you have a wagon, and are in need of wheat. You may also want to run the maximum amount of taxes if you are in need of wheat and have no wagon to keep population a little bit lower.

Boost of Crowns at the Beginning

Here is a tactic to get a small boost of crowns at the start of the game. If you started in a county that will have a wagon for three seasons at the start then make a mail first season with some peasants on the other operations to raise efficiency rates. Now simply sell the mail, you get more crowns for selling the mail then you would for selling the wood and iron. You start with enough iron to make two mails. You should save 3 iron and 6 wood to keep the efficiency rate (make pikemen only don’t produce any pikes, just leave a peasant on the blacksmith) You can also sell ten wood, and buy five iron (keeping forty wood). 

This will allow you to make three mails first season; with this I sell mails, and buy iron to increase the boost.

Battle vs. a Computer Province

Here is a tactic that can be used vs. the computer in a battle. Use something like macemen to test the computer’s archer range (just an invaluable unit). Now you know how far the computer’s archers can shoot, place the macemen one space out of the archer’s range. Now bring up more pikes, or maces to that spot. With an army of about three hundred pikemen, two hundred macemen, and one hundred fifty archers you should put the pikes in the spot so the computer’s archers can’t hit you. Then bring the macemen to the side of the pikes, bringing the archers behind the pikemen. This will allow you to hit the computer, but the computer can’t hit you. Next the computer will either charge, or the archers will come out and begin to shoot back. Draw out the computer’s archers this way, and use the macemen to run in and get the archers. With the smaller army of about three hundred fifty, do the same thing. Except use the peasants to block the computer’s archers with the pikemen set up in a line. Kill all the computer’s archers with your archers. If you attack the computer’s archers with your pikemen then the computer will charge, causing you to lose archers; then you will have pikemen on the computer’s archers, which will leave you without enough pikes to guard your archers.

Cold Siege

Here is a tactic that is used for attacking. Make about two or three one-man armies. Now make another army with about two hundred twenty-five archers and seventy-five pikemen; this army will look like a one-man army. Take your big army and invade your opponent’s county. Make the one-man armies follow along with the fake one-man army (which actually has two hundred twenty-five archers and seventy-five pikemen). Now make your big army head south, this way your opponent looks at the one-man armies as just a delay to a counter attack. He will most likely send his big army towards your big army. Now make the one-man armies move toward the northern county, with the fake one-man army following behind them. If he has a motte and bailey with a garrison in it in the province then make the fake one-man army attack this castle. When it prompts you to select siege weapons just click proceed. This is called a cold siege. You will be in the siege outnumbering your opponent’s archers, with the pikemen to beat down the door. You can take the northern county this way. You can use a different number of the type of troops in the military if you like, but the maximum amount of men that you can have is 300; otherwise it looks bigger on the screen (has two troops marching rather one).

Anti Scouting

Here is an “anti” scout tactic. Make an army of about ten archers go north and watch your border for zero or one man armies. It will work better with about two or three of these armies watching the border. Do your best to keep it so that way you can see what your opponent is doing in his land, but he can’t see what is going on in your land. You could also use your large army to watch the border.

Anti Macemen Rush

Here is an “anti” macemen rush tactic. On some maps, such as Cubium, your opponent will buy maces at the start of the game and go conquer another county by the third season into the game. You should buy maces, and wait for your opponent to attack on the third season. If your opponent doesn’t attack, then you may want to make the army and go take another county yourself. If he does; then look at how many macemen that he has left his military after the battle. Sell all your grain, and buy nothing but maces. Now make as many troops as you possibly can. Now head to your opponent’s county to kill him. He won’t be able to make more troops in time. When you get in battle make sure that your macemen get the opening attack. A four-macemen unit can kill a four-macemen unit in one hit with the opening attack. With this in mind, I have killed an army of thirty-one macmen with thirty-seven macemen only losing six macemen. You should be able to take both his counties with what is in your military.

Changing Wagon Routes

Here is a tactic to change wagon routes, slightly, in your favor. With this you can keep a wagon for an additional one or two seasons. You must study the wagon routes on the map that you are going to use this tactic on. When I say study I mean year, season, and position of the wagon. You can through off the wagon routes by either using troops, or by creating empty supply carts. If you use the empty supply carts you should keep in mind that it will move the wagons before the supply carts, so the supply carts must be where the wagon will stop.

Practice

Note – the computer is a good opponent to get practice at managing your land.

Switching to Grain without a Wagon

Here is how to switch over from cows to wheat in the second year of the game without a wagon suggesting it started on weak county status, for the ten grain, and you didn’t have storms (hard difficulty setting too). Plant one field with the ten grain the first year. Leaving two fields fallow, and three with cows. You can feed one double ration the first year on nothing but cows (go into ration and move fork over to all cows). When harvest comes get all the wheat you can, let the cows die due to farming. The second year of the game you should plant three fields leaving two fields fallow. Leave just one field with cows on it. Leaving two fields fallow the first year is very important for this, it gives you very high fertility after the first year. Feed your people normal rations the entire second year on all cows. By the end of the year all the cows will be gone and you will have nothing but grain! The third year you may want to only plant three fields again, so you will get another fertility rise. The fourth year you can plant four fields leaving two fields fallow.

Conquering a Province Early

Here is a tactic to conquer a province early into the game, suggesting you started with a county that has a wood mill and an iron mine. At the beginning of the game you should raise all your efficiency rates. Work on getting enough wood to build a motte and bailey. After you have the wood for a motte and bailey build it, and make it so you are making two times more wood than iron (pikes cost six wood and three iron). By the year 1772 in a game you should have about two hundred pikemen and the one hundred fifty archers from your motte and bailey. Take this army and go attack the county that you want. You should attack in winter of the year 1772, the computer will have an army of about four hundred fifty, with one hundred archers, eighty pikemen, and the rest will be peasants. The computer probably won’t charge, but might (depending on how much military the computer has). You can take another county with minimal deaths, about thirty to forty, this way. Good luck!

Ending One on One Games Quickly

Here is a tactic to end games very quickly in the map Cubium. If it starts with either five hundred crowns or one hundred crowns, buy nothing but maces. Sell everything you have, except cows, and buy maces. Now all you should have is forty-five cows, unless you started with storms. Now make cows on all your fields. Make it so you produce max on cows, it should be ten the first season then eight the second season. Now in summer sell all the cows you have and buy nothing but maces. Wait for your opponent to end his/her turn before creating the army. Now create the army and begin your march to your opponent’s county. If it started with one hundred crowns you should have about fifty-one macemen. If it started with five hundred crowns you should have about seventy-three macemen. If your opponent spent crowns on anything but maces, then there is no way he can possibly win [(unless he builds a wooden palisade in time) this is why you create your army in summer] Your county will be left with no food. With this in mind I begin charging fifty-percent taxes after I create the army of macemen.

One Man Armies

Here is how to make one man armies. They work well as spies. Tell an army that is too large to garrison a castle to garrison it, when it prompts you to split the army just split one man. An army of one man will then go inside the castle. There is your one-man army, simple!

Starting without an Iron Mine


When you start without an iron mine, on such maps as Rose or Waterworld the knight tactic comes in very handy. On such maps, it is very important that you take a county before your opponent. You can do this by not using the boost of crowns at the beginning tactic. I usually begin to use the knight tactic right at the very beginning. You will need to rise about four hundred to five hundred irons in order to be able to make approximately one hundred fifty pikemen. On these maps you should use the conquering a county early tactic. Once you take your second province, on these maps, you want to build a Motte and Bailey the first season you have the county. You should have a population of about four hundred. This is very important, for if you don't get it up the first season your opponent will be able to make more military than you have and come take that county (in Rose or Waterworld). If you don't get it up the first season, it will take two seasons to build it. You might not have enough population to get the one hundred fifty archer garrison if you don't get the castle up the first season.

Delaying


Here are a few tricks to create minor delays. They can be used until you get enough troops, to take out an enemy army, or until your opponent wises up. The most common delay is with one-man armies. Many people will create a limit for one-man armies in a game, hence preventing you from creating big delays. Here is a better way to delay enemy troops from conquering a province. You merely leave a one-man army near your castle. This only works on maps where the castle is more than a two- season march from your town county. When enemy troops are near your Town County and you feel they have enough movement to take the county. Simply put the one-man army inside the castle. This will tell your opponent - castle in county. In order for him to proceed to take the county, he would have to siege the castle. This can become very annoying. Here is a way to counter it - you merely split your military leaving some troops by the Town County and some headed to siege the castle. This is flawed as well though, for this reason - your opponent would be able to catch your armies while they are split up, hence slaughtering them on the field. On maps such as Cubium, this can make your county practically invincible, as it is more than a year to march to the castle from the town county. Your opponent would have to create separate militaries in order to take one of your counties. This can become very frustrating for your opponent.

State of Mind


This is a very important aspect of the game. As occasionally things begin to become somewhat of a mind game, and you must think in order to win. At all times you should keep your cool, for if you don't you will act hastily and are more likely to make a mistake. You can also use this on your opponent, for if you manage to make him loose his cool, then he is more likely to make a mistake that you would be able to take advantage of. It can be rather tricky to do this; the best aspect of making your opponent loose his/her cool is fear.

Mass-producing Iron


Here is a trick to mass-produce iron. It is really rather simple. It works like this; when you have a wagon in your county you simply make knights, sell them and with the crowns you got from selling the knights you buy iron. By doing this you get plus twenty-six knights to every one hundred that you sell
. This also works with pikes, but is very costly on wood
.

Closing

When I learn more tactics; I will add more. For now all the tactics that I know are in this file. If you know of any tactics that are not in this file, please tell me; I would be greatly pleased.

P.S. - I was able to create the tactic to make that powerful army, because of a tactic that Knight-Master Rafael told me (which is the tactic to mass-produce iron).

� Depends on weather.


� This tactic is in this document.


� Except one-man armies.


� With extra peasants making wood.


� With extra peasants making stones.


� Knight-Master Rafael taught this tactic to me.


� The Stygian Knight taught this tactic to me.
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