Note: the opinions expressed by the opinionator do not necessarily reflect his opinions.  Nor was this document proofread, spell checked or any one of the other girly things you can do to a document.  Also note that a large amount of this was written around August 2002 and shit was filled in randomly over the course of a few more sittings months apart.  I originally started this when I was bored and there were no games that interested me.  I had no idea It would end up being this long or that I would ever even post it.  It was mainly an exercise in boredom.  Had I expected to write so much, I would simply have outlined the fun ages, ww1+, and did not even get there with this version; perhaps someday I will.  While this document is unedited, unstructured, and so forth, I figure someone will want to read it so here you go bitches.

Stop Looking at Me

If you know me at all, you know I am more tangential than an ox in a meat shredder.  Therefore, there most likely won’t be a whole lot of structure to this “guide” of sweet, sweet love, but there sure will be a lot of love.  Before I get into the meat shredding, I’ll share a little info about myself.  I’m a guy.  I play games.  I kill people.  

For the most part, the strategies and various farm animals I discuss revolve around fast speed team games.  I’ll get into why fast is so much manlier than very fast sometime later on. Vf takes some early options away and makes delicate rushes fall apart if it hits one bump in the road.  Vf basically just limits the strats, units, and civs.  It makes it simpler for 1 strat wonders, but it’s just plain girly.  If you’re looking for less complexity, go play tic tac toe.

-vf

-fighting     hills

-be unpredictable/non robot

-psyche enemy out

-Build order

- useful tactics - feints/defensive luring/horseshoeing/denying mine/tower dancing

Basics of Being Manly

Most of what I’m about to go into are general notes that can be applied to any rts.  Or maybe they aren’t.  Maybe they’re assassins waiting to steal your lucky beans.  Or maybe that’s just what I want you to think.  GIVE ME YOUR LUCKY BEANS.

Manliness isn’t so much something that can be learned; it is something that can be uncovered.  So unless you have some innate manliness, just skip this section and get to copying some random thing I say until you can get it to a scientific build order then play one civ over and over and over (I would mock you dirty whores for playing one map, but this game only has one map).  Manliness is in the loins.  The trick to uncovering your manliness is harnessing the power of the loins.  Oh yeah, and if you’re a woman you might as well get in the kitchen and cook me some food.
What is manly:
Playing crappy civs for the hell of it

Doing crazy strats for the hell of it

Trying to bite people with your dog and then cursing at Jesus 

Kicking the crap out of people while doing the above

Freaky tribute strats

Attack Feints

A sexy rush

Color coordinated pants

What isn’t manly and isn’t effective:
Being Austria in every age and double tcing

Being GB in ww2 and up and going air in the pocket

Being GB and making AT in the pocket

Being any civ and making AT in the pocket

Making AT first period

Being Spain after industrial and asking “gold, what’s gold?”

What isn’t manly but is effective:

Being Austria and double tcing in certain situations

Being an Assy ranged cav whore

To calculate the manliness of a particular strategy or action, use the following formula: M = M - G.  M represents manliness, and G represents girliness.  As you can see, the existence of any girliness means a broken equation.  I don’t like fixing things.  

Why be manly?

While the best and easiest chance of being your best on a given day or in a given game is through being girly and doing the known, the accepted, the girly - manliness will lead to vast improvements in your overall skill and understanding of the game over time.  Would you rather memorize a formula or understand it?

Aggression

Most of my comments, openings, and suggestions apply to an aggressive style of play.  The aggressor has a huge advantage in nearly all situations.  There are of course exceptions due to your map or the enemy’s map or a multitude of other factors, but the aggressor usually has the advantage.  The aggressor gets to pick where the battle will be, what kind of a battle it will be, the length of the battle, and of course he knows when it will start.  Attacking takes out the guesswork.  You force the enemy to worry about you.  Playing a game of chase and counter is a losing formula.  If the battle looks unfavorable on offense you can always back off; backing off on defense generally means you are being thrashed like a little school girl or you’re just waiting for that one sexy unit to pop out and change the day.  Now if you’re too stupid to be able to manage your own town while attacking, I suggest you quit rts games.

Manliness in Action: The Genesis

It is bad form to go into a game with a specific build order and civ for each age in mind.  The only time this can’t bite you in the ass is if you go Assyria in bronze - middle or Austria in any other age.  But remember, these civs are not manly.  However, even with these girly civs most of what follows should be implemented.  

You should not start a game, select your vils and hit L, press hd, pick your civ, hit hccc, and build a settlement by your berries.  This is definitely not manly.   First off, letting your villagers auto-explore is a huge waste of time.  Second, investing 100 wood is a huge throwback from rushing or protecting from the rush.  Third, berries are much slower than hippos/walruses.  Fourth, there may be a spot just aching to be settled, its big meaty legs spread wide open and greased to perfection.  I prefer to send 1 villager in one direction and 1 villager in a nearly opposite direction.  My dog is queued as the third piece of the pie.  The three villagers cutting wood are so tasty that I sometimes want to eat them like children in angel costumes.  You may wish to put one of the explorers on berries while your villager in closest proximity to the first found hippo (not necessarily one of the explorers) sticks the sucker.  The food brought in by this 1 villager is great for 40 food vil civs as it allows you to produce that extra villager to keep flow constant while amassing enough food to drop off for the next vil.  The hippos provide fast early food and allow you to properly explore your land to determine the best course of action.  The best course of action may turn out to be slapping a settlement by the berries and one by the nearest ore, but you will miss out on better builds nearly every game with a set and impatient approach.  Remember, it is the power of the exploring villagers that allows you to uncover your maps sexiness in very little time.  If you expect your dog to find everything, then you may as well stick to your silly build.  Switch vils off and on wood as needed.  Remember, it is manly to find something that works optimally for your style and does not ever lead to an excess of any particular resource.  Having 3 villagers queued up early in the game is totally useless (unless you’re a girly girl who’s about to populate a second girly tc to make more girls to power your girl machine).  

Resource Management

Manage your resources well.

Some stuff

ALWAYS SCOUT WELL MOTHERFUCKER.  There is absolutely no use in having that extra woodcutter or 2 early if the shit you build with the extra wood can't be properly placed.  If you are in a game where you are forced to mass an army inside your base and play defensive or where you're both being girls and haven't made the first move yet, you will want to place units as warning systems around your land.  There will most likely be 1 - 4 logical entrances for the enemy to take into your base.  The placement of your tower can also have an effect on this.  You should place your army mass in such a manner that you can mobilize to defend any of these entrances.  The job of your spotter units is to spot (you fucking moron).  Your spotter should live long enough for you to be able to see the enemy's army type, size, and upgradednessosity.  Many times a spotter can be saved, and many times he gets whacked hard.  Regardless, it is worth the sacrifice of 1 unit to know where and how you're going to be attacked.  

Using your dog to lure a non-autohit army into yours works nicely (pre-gun or melee).  This is effective at making a careless person's army run through yours and hands you the game.  To prevent this from happening to you use ctrl-d or whatever you have set as defensive (ctrl-d = defensive and ctrl-a = back to aggressive for me).  

On the subject of defensive stance, it is a key ability you must master.  Defensive (well it's actually stand ground) stance is a must for a rusher.  In the ranged cav ages and the gun ages before the satanic laser tower, ctrl-d pretty much assures you you will be able to attack the villagers from one angle or at least choke him off a resource (map willing).  Using stand ground and plucking off miners with your gunners is what assures you a victory with a rush even with a "lesser" economy.  As long as you can keep the enemy off ore and continue military production, you will smoke an enemy even without murdering many villagers (scouting other mines is a must).  

People who tower their food make me laugh.  The only time you can tower your food is in the ages where there are no rushes, pre - copper.  Bronze also lacks a real rush of any sort with only slightly stronger rushes in dark and middle.  This is due to the asswhorian nature of these ages combined with the difficulty to produce food units much faster than an enemy with a generic start up(constant vils - no brainer building locations) and the weakness of the units vs villagers.  Also there is no reason to tower immediately or even early at all unless you are afraid of your opponent and cry to your mother like a little girl who's lost her favorite teddy bear, Mr. Lump Lumps.  It is good habit to wait until you know what your enemy is doing to tower.  Scenario: you infantry rush and he manages to push you back with tanks and goes on the offensive.  You start to mine gold, but cannot yet produce any amount of unit types to cover your ass.  Your tower by iron or food does diddily poo and your only hope is to kill the tanks with zooks, a very very hard thing to do when forced to make a fast ore switchover against already massing tanks.  Simply waiting and towering gold/wood would have won the game for you.  I would assume your infantry rush would at least cramp him enough so that he could not both constantly produce vils and an effective tank army.  Therefore it is ok for you to abandon food momentarily when he hits and wait for your AT to bust lose.

Adjust to your map.  If your map is open, vulnerable, and does not supply the necessary resources for a good transition to another unit type (or strong continuation and upgrade of initial unit type), then don't be an idiot and play defensive.  Many people seem to think you should play defensive with a weak map.  On the contrary, you should take the game to the enemy fast and hard and hope something gives.        

Heroes... You motherfuckers need to make heroes.  The iron heroes are massively sexual and can completely turn a game around in the blink of a leprechaun.  Just make sure to hotkey the hero and keep him safe.  Most games don't allow for the manufacture of a hero, but if you even get into one of those bloodbaths with massive armies marching all over, simply forgo 1 gunner from each of your rax for 20 seconds and poof you have enough for the sucker.  Just be smart with your army before your hero gets out.

Don't panic if your enemy ages up.  You should keep a close enough eye on him to know almost immediately that he has aged up.  Unless you are well behind and are obviously losing the game, You should be able to pounce before he gets upgrades and finish his smaller army.  At the very least you want the mutual annihilation of each others’ armies as his units will soon be superior.  Again, playing defensive when the enemy has an advantage of some sort will only gain you a victory if you are a lot more skillful than him.  Always keep someone guessing and on his toes.  You want the enemy to be scared of attacking you because of your many raids.  A fun thing to do is wait near an enemy base and wait for him to go to yours.  Pounce right when he is in between.  You will massacre his shit and then go to your base.  If he turns back to save his town he has lost.  His only option is to attack your town.  Once you have decimated his defenseless town sufficiently, turn back towards your town.  Buy time with the your newly produced military and by running your econ around like a goat on acid.  Just don't go into a full engagement until your boys are back with the whoopin stick. 

Team games are all about the quick destruction of one or more enemy's.  In EE teamwork is crucial and even a super sexy player cannot hold off against 2 competent players for long.  If the competent players are mixing unit types, bye-bye sexy boy.  

The Ages

The following is a basic run down of what generally happens in most ages and what is useful.  The list is by no means complete, and I, for the sake of length, cannot share all of my beautiful wisdom.  I also go into very few examples of crap like “assign villager 3 to wood and call him Susanne”.  Build orders are for sissies.  Your map is master.  Obey him.  Sacrifice your house pets in his name.  
Note: I assume you have basic knowledge of all of the ages and unit relationships.  If you don’t, the following will do you no good.  I also assume you can achieve proper resource management and start pumping military at 2:30 - 8 minutes (depending on age and situation) with relative competence.  

Pre - Copper (the girly ages):

These ages are dreadfully boring due to the limited unit “choices”, the one civ, and the incredibly slow switchover time.  I really dislike ages in which you must pick 1 resource, 1 building, and 1 unit and stick with them for a long time.  To me, the game reaches its proper sexuality in WW2, where a barracks can produce many unit types with many purposes with both types of ore.  Austria is the only civ to pick in the early, girly ages unless you are fascinated by death.  If you don’t know why, then get the hell out of my garden. 

Pre:

Pre basically consists of either aging up to get spears, or getting a few clubbers to harass the enemy while aging up to get spears.  The clubbers exist solely to piss the enemy off and keep him off of isolated mines or animals (or force him to place enough villagers around these resources to piss him off).  Pissing people off is manly.  Double tcing is virtually useless vs. a good player unless you have an incredible map.

Stone:

Stone consists of getting iron and making spearmen.  What if he goes archers first?  Well personally I’d just laugh at him and smell my armpits for about 10 minutes (they’re fucking delicious).  Austrian spearmen are beef-cakes and they can fly like the wind (like flying wind).  They are the tanks of stone, and archers are the AT.  The same relationship holds true for both of these unit pairings.  Tanks and spears have the potential to place an enemy off balance and to kill many vils.  However, tanks are a huge undertaking for an early econ, and spears can be pumped like bullshit at a Creationism convention.  AT and archers have the ability to counter these units very efficiently, but they cannot be used offensively in early game with any success.  

Ok, it’s time to stop talking about tanks and get to the archer/spear relationship.  The hardest resource to get and the resource most needed to fuel expansion in these early ages is wood (more ore is of course a product of sufficient wood).  It is simple for an Austrian to get enough extra food to pump spearmen, and his mine or berries doesn’t have to be near wood.  

In order to go archers first, its is essential that at least one resource settlement is by a forest.  I would not go archers first in a team game even with gold/forest/berries, but I’m manly.  Archers move like goats with herniated disks, making them nearly useless in the early game on offense against the beefy Austrian villagers and spearmen.  If the archers are outmatched and confronted in the open field, they have 0 chance of seeing their children again (at least until you ruthlessly murder them sending them to the happy pony land with the big invisible happy love-love man).  The Austrian spearmen are just too damn fast to think of running.  This means withdrawal is rarely an option if the enemy has a healthy standing army.  Spearmen can always pick corners and withdraw.  They put the ass in harass.  Ass is good.   

What upgrades do I get master?  Assuming you have chosen the always furry spearman as your base unit, you should get speed first.  The speed upgrade allows for low transit time, quick reaction time, and quick withdrawal time.  I would then upgrade hp or attack, this is situational and a matter of taste.  Upgrading armor is virtually useless and a waste of an upgrade in every situation in this game except for arrow armor on shock units (swords, cav).  If you have chosen archers and will not be facing enemy ranged units, upgrade hp first.  Because archers miss at distances but are already studly at killing spears that have closed in, the hp upgrade allows them to slap their wang on a few more spears.  Range is the most important upgrade in the game in ranged vs. ranged unit battles.

Copper:

Copper is basically like stone with the ability to farm, cav, better archers, and a useful age to tech to.  The copper to bronze tech is far bigger than the stone to copper.  The only time stone to copper is a game breaker is if you’re choking on wood and have no food.  One interesting thing to note about stone archers (slingers) vs. copper archers is that copper archers cost 10 more wood.  This increase in cost was most likely a mistake by the game boys, but I cannot say for sure.  The increase in cost translates to an increase in upgrade cost.  It is therefor very important, if you have lots of slingers, to click the upgrades on the slinger before the copper archer upgrade is finished at your archery range.  A few resources can make a huge difference in these ages.

Upgrade cav armor first if you are a cav freak and are facing archers.  Otherwise upgrade speed and hp.  My style is a harassing style, so my upgrade suggestions may not always be the best for you.  The speed allows the cav to get in and out of an enemy town harassing mines and the hp keeps them alive for a future harassment (a 10hp cav unnoticed for 10 seconds does just as much as his chunky brother with full life).  In purely military unit wars, the counters are so strong that hp is not generally the best early move.

The transition to bronze: 

This is entirely dependent on what is going on around you of course.  Generally the pike and swordsman are the best unit upgrades, and the chariot archer is the best new unit.  Don’t be afraid to get a couple eles to deal with melee armies that have no archer support (this rarely comes into play, but man it’s fun).

Bronze to Middle (the asswhorian ages):

Bronze:

I will once again not go into much manly business, due to the fact that being manly against an Assyrian CA whore will only get you killed and because this age is not very fun anyway.

CA whore whore whore………

Cav too expensive and eat gold……

Swords eventually to serve as sponge……..

Dark:

This age had a great amount of potential to be manly, but the slow gathering rates of villagers combined with the 1 resource based buildings make it a girlfest.  You either get iron and make a barracks or get gold and make a range or stable.  Once you have made your choice you have to stick with it.  If your choice does not involve the words Assyria and stable, you are crazy.  The basic build for this age consists of getting a stable and a couple p-cavs while scouting the enemy.  If he has stabled, you stick with p-cav and upgrade them when you have the chance (this may not be very early if one of you has a map that allows quick transition to chariot archers).  If he has a range slapped down, harass his vils with your p-cav (should have 1 -3 out before he has effective military).  The reason you should have enough p-cav in his town to mess with him before he has an effective counter is because you can commit one less villager to wood at game start.  With the Assy food bonus, this villager brings in plenty of food to supply the sex machine (I generally end up using this stud to forward stable though).  Look for a good harassing spot with your dog.  Send one p-cav to attack a unit or building away from this harassment spot and get his military to chase it away.  While the farmer is away, fuck his daughter.  The best cav upgrades are arrow and speed in this situation.  You have to learn when to press and retreat with a cav vs. chariot archer approach.  You also have to know when to let your stable be idle.  Making cav is much riskier than making chariot archers if you do not know how to execute.  You will be worse off than him if you do not effectively cramp his economy (or suppress him from mounting a proper army) and properly mix in chariot archers of your own.  Also, the range upgrade is not as important on your chariot archers (the ones that you mix in) as a first upgrade with this approach (stable first then range vs. range first) because your cav will draw his fire while your chariots close in.  Range is still huge, and I usually upgrade it first anyway, but there are situations where another upgrade can be fortuitous (speed can be very delicious if you have him well outnumbered militarily).

The transition to Middle ages usually consists of relying much more heavily on the cav archer.

Possible manly civs in Assyria/Austria banned games include Byzantine, Ottoman, England and Carthage/Ancient Greece.  Franks are a possible choice, but anything that has to do with France just ain’t manly.  It’s good to note that the French are a dirty, dirty civilization and do not bath.  You may wish to disinfect after playing them.  If you yourself are French, do not worry; there is a cure, a self inflicted gunshot wound.

Middle Ages:

This is yet another Assyria whore age but is not as clear-cut as bronze or dark.  Depending on your map a stable first or range first build can be effective.  The simplest thing to do is to make nonstop archery ranges and cav archers.  Upgrade range/attack/hp/range/attack if facing enemy ranged units and attack/hp/attack if fighting cav or swords.  What comes after that in upgrades of course depends on what units he is mixing in.  If you’re fighting Austrian cav (or Frankish - but if you lose to Franks, you blow), it is best to get the speed upgrade first or second.  It is essential that you be able to run faster than cav.  Also, this upgrade will not set you back in the later ranged vs. ranged wars because the Assyrians cav archers are already so much spicier than the Austrians.  When facing Sword units (Cav or Byzantine sword based units) with a cav archer first build, it is vital that you keep your army in a cohesive unit and never let the enemy hack on your units.  As his units close on your front line, retreat behind your other firing units and so on.

Unit upgrade rundown (Bronze - Middle):

I only cover the first couple of upgrades, because after that other units and situations will be working their way into the game.

A= attack, R = range, HP = hitpoints, AA = archer armor, SP = speed

	You,down/vs., right
	CA
	Cav
	Swords
	Archers
	Pcav
	Pikes
	

	CA
	r/a/hp
	a/sp/hp
	a/r/hp
	r/a/hp
	r/a/hp
	r/a/hp
	

	Cav
	aa/sp/hp
	sp.a.hp
	
	aa/sp/a
	cry
	sp
	

	Swords
	aa/hp/a
	a/hp/a
	
	
	cry
	cry
	

	Archers
	r/a/hp
	a/hp/r
	a/sp*/hp
	r/a/r
	r/a/a
	laugh
	

	Pcav
	r/a/sp
	sp/a/r
	laugh cept vs. byz
	r/a/hp
	r/a/hp
	r/a/hp
	

	Pikes
	cry
	sp*/a/hp
	laugh
	cry
	
	
	

	
	
	
	
	
	
	
	


This is of course generic.  Factors such as hills and how sexy your map is will play a role in what you’ll want to upgrade. Upgrades will vary depending on civ bonuses.  You’ll want to upgrade speed first when facing byz sword infantry with CA for example.  Speed is a good upgrade to get for your secondary units (such as mixing in cav after a base ranged unit), because your units can haul ass, do some harassing, and get out relatively healthy.  It also means they can get away from the unit clumps that are already well upgraded.  Speed is generally wasteful except on horses or units that have civ speed bonuses (byz swords/gun inf, aust pikes etc).  Unit purpose should also factor in when choosing upgrades.  I suggest upgrading hp before attack on swords vs. CA for the simple reason that their main purpose is (generally) to be an arrow sponge not so much to be effective fighting forces on their own.

Bronze - Middle alternatives:

Stuff that can be fun, but generally won’t cut the monkey love.  Civs listed in order of sexuality (sexuality = effectiveness x manliness).

Byzantium:  Them swords eat stuff up.  You will have to delay some vils to keep a nice sexy military flow.  It should not take too long after hippos are finished to get a cheap settle by berries or animals.  You will not outboom an Assy early by any means, and you will have to rely on your meat machine (with upgraded armor) to go in and break some necks.  A Byzantine in a large team game can really rip some anuses.

England: Foots can do nicely when massively massed in masses (which will only ever happen in large team games where you let your partners take the hits).  It’s fun to get the suckers but it places too much pressure on your mates with all the fast movin bitches runnin around.  You’re also a dead duck if you’re caught in the open field with no sunscreen.  England is the second best civ for making CA or pcav, after Assy.  You can get their chariot archers or pcav upgraded in no time assuming you live for 10 minutes.  England will win CA wars with Austria, but any food war is a predicament.  This is due entirely to England’s inability to keep vil flow and produce food units early.

Carthage:  If you’re brave enough (or stupid).  They’re a fun civ.  Make units and attack stuff.  They just can’t touch the super fantastic civs of doom.

Franks:  See Carthage.  They're better than Carthage, but I hate the French

Greece:  Is there something wrong with being an oily Greek-man every once and a while?  Nothing like those oily, hairy chests baby.

Ottoman:  Beefier ranged cav but far slower than the dirty Assyrians.  Quite viable in banned civs games.

Update:

I wrote the first bit of this guide several months ago when I was bored.  I did no editing or proofreading because I’m not a lesbian.  I just read over it, and I must say that I am indeed quite sexy.  I’m gonna do another generic bit for ren - ind because I find these ages only slightly more entertaining than the bronze - middle gerbil wars.  Of these ages, imperial is my favorite because of the new infantry introduced (more options) and the fact that cav cant eat 600 bullets a piece.  I will be taking a tactical and team approach to the rest of this guide simply because I actually like the rest of the ages.

Ren:

Basic build ren - ind:

Scout with 2 vils and dog to find your sexspot.  Lure hippo, but don't put too many on it (depends on civ, you just want vil flow early).  Mine your respective ore early (always iron unless you're Aust and you have a weak opponent or the age is Ren).  

I continue to speak in terms of 1v1 small map untill the sexy ages.  There are really three approaches to ren.  There is the suicide rush, the early infantry army, and the cav gimp.  Generally, the suicide rush rapes cav gimps, early infantry rapes the suicide rush, and cav gimp and early infantry army is a stalemate (up to execution).  Personally, I like to mix some aspects of suicide rushing and early infantry by forward raxing and forgoing some tc activity in order to produce more leprechauns.  The best civs for this are Spain, KOI, and of course the fruitpants Austrians.  The key is keeping leprechaun production constant and to upgrade their magical flute skills.  

KOI is the easiest civ to continuously produce forward infantry effectively (they upgrade like spicy midgets as well).  I am making the assumption that in general you will be facing Austrians and Spaniards because people are whores.  The nice thing about being Austrian or Spanish against these people is the ability to go either way.  What I mean by that is that you can change your unit type up on the fly depending on what he is doing.  If you find out he has Aust stabled, your Aust spears can chase him down and make him their bitch.  Aust spears also handily deal with gun cav with the speed upgrade(as first unit vs first unit).  Gun cav are a huge economic drain and with a single upgrade your spears will be able to chase his gun cav down and inflict plenty of pain.  

Spain is monkey simple.  Due to their attack bonus and production capacity, Spaniards need not even make pikes (but if they do, they got sexy bitches).  Spaniard gun infantry can take down regular cav quite easily, even the extra armor Austrian cav.  This of course assumes an aggressive choking attack; if you both sit on your ass making your respective unit type, the Aust cav will rape you like a tender choir boy (he's the big dirty priest and you're the choir boy just in case it wasn't clear).  Always upgrade attack first when fighting cav with guns.  The key to beating an Austria whore with Spain is to get up his ass quickly and never release your finger nails from his rectum.  If you keep the Austrian suppressed the very second your farm bonus kicks in you can kiss his sweet ass good bye.  You will win if you forward rax and taste him early.  You will lose if you think you can start the game keeping up on vil count with an Austrian.  Several keys are to not commit too many vils to iron.  You must take advantage of natural wildlife, and you may end up walking to berries for 20 seconds to a minute.  If possible wait for that extra 25 wood and granary your berries (verbification rules).  Due to Spain’s iron bonus and fast producing infantry, putting the 6 on berries by the granary and then farming every chance you get is quite effective.  You will figure out when to fill out your iron and expand to another and get a second rax up.  It’s all resource management when it comes to rushing.  Having 200 unusable wood or 600 iron in the bank is totally useless (wood is always usable --don’t threaten me).     

Austrians should jump off a bridge for being pussies.

Gun cav and cannons do have their uses, but I'm too lazy to say what.  Just use them when they should be used and you'll be fine.  Make sure not to use them when they shouldn't be used. 

Imperial:

The same basic relationships as seen in ren hold true, however there are some sexy little twists.  The introduction of the elite guard gives infantry wars a new…..unit (I’m brilliant like a fox).  Elite guards can be incredibly useful in the first 10 - 15 minutes of a game, but lose their use later as they are too hard to upgrade and are mostly useless against mixed armies (ones with cav as well).  Elite guards stir up the infantry rush vs. fast infantry relationship.  In the early small armies of 5 or so units, elite guards put a whoopin on an enemy infantry army.  If you see an enemy elite try to run for the hills and take that bitch out first.  You must concentrate fire on the elite or he will taste you like an ice-cream cone.  You could compare elites to machine guns, but you’d be an idiot.  The are similar in one respect, they are too expensive to upgrade and become useless once the mixed armies come into play.  They even lose out to their counters because of un-upgradability.  However, elites are far more useful than machine guns for the simple reason that they are iron units.  Gold is typically a defensive move, which is why machine gun rushes are pretty much useless - them boys ain’t got nothing to back them up.  Be wary of villagers trying to give your elite(s) some "fun love love time"; it’s all a big trick.  

Artillery, balloons, and medics are nice units as well.  You figure them out cuz I’m lazy.

Ind:

I find this age fruity because team games generally consist of Spanish wings and Austrian pockets.  It is also hard to argue with the effectiveness of this.  Typically the Spaniards will go fast infantry and the Austrians will come soon after with cav.  With most people’s approach to making cav in the pocket, a switchup is a nice move.  What I mean by that is the wing infantry rushes the Austrian and the Austrian gets a stable up in the Spaniard’s land (note: underlines indicate badmen).  To do this effectively, you simply must be faster.  The Spaniard should send a single infantry to his own land as a garrison against the obvious Spaniard pike counter to the cav.  This should not be one of the very first infantry however.  The Austrian should join the Spaniard in the Austrian’s land after it is clear the Spaniard can’t do no lovin to the Spaniard.  Why does this work?  Well quite simply you are safeguarding your land and bringing the fight to the mobile enemy.  You eliminate the ability of the enemy to quickly consolidate forces when you take the fight to the mobile section.  Worst case scenario is the Spaniard does not hurt the Austrian cav whore at all before the Austrian arrives to help and the Spaniard breaks your defenses.  If this happens, you were simply out played or outmapped.  There’s nothing wrong with failing as long as you figure something out in the process.  Best case scenario: the Spaniard makes love to the Austrian, and the Spaniard tries to help.  This works for you for two reasons.  Your army will be in a nice sexy cohesive unit whereas theirs will be in a fat, sweaty mess; they'll be all over.  The fact that the enemy units are two little girls on opposite sides of your fatboy machine (in this case being a fatboy is good) means that you can play the counter hand so very nicely (but you should still try to lose some weight fatty).  Or you can simply sit on one of them, a high pitched yelp coming from somewhere under your nether-regions which quickly fades.    

Ren - Ind notes:

You didn’t say anything about manly civs, oh super sexy beastoid, why?  Well, unfortunately these ages still have the single resource/single military building/single unit thingy going on, making the civs that don’t have bonuses in just the right areas pretty useless.  Most of the "good" civs (usable but not overpowered civs) fit the same mold as what I have described; it's just that they come out with that plastic crap all around the edges.  Other civs that can be fun and actually have a slight bit of use include England and Byzantium (both of these civs excel in large team games).  I hesitate to say Assyria because that civilization has been a bane ever since the time of AOE.  I hate Assyrians, I hate overpowered ranged horse units, and I hate people who like them (not that the gun cav are overpowered, but that’s just cuz gun cav suck in this game). 

 On the note of gun cav.  The best way to counter a gun cav/gun inf mother with your cav/gun inf is as follows: ctrl-d with gun infantry just let them do their thing for the most part and just run around in front of your line with your cav.  The moronic unit targeting system will have the enemy guns auto-target your cav, thus essentially wasting their fire.  Enemy gun cav cannot shoot your cav because of their lack of range.  If they move into range your infantry just plucks their ducks.

If you're in an infantry on infantry war, keep scouting the sucker.  He will most likely try to switch over to gold and make cav in a pretty generic manner.  You want to upgrade your attack to max and hit right around the time he has committed to making gold units, but before he can get them into the ruckus.  There is a tender time for switching over to cav in which you can violate him.  Austria, being the dirty whore civ that it is, of course must be violated early.  Austria has an amazing ability to absorb damage and switch over units.  However, they can't hold up the pony field if you demolish it early.  

WW1:

This is where the fun begins.  I will speak in terms of team games fairly exclusively hear on out, because 1v1s are still fairly static as far as strategic approaches are concerned.  WW1 is where you start getting serious meat in your seat if you don’t know how to use both iron and gold.  

First a look at the civs:

-The most flexible award goes to Great Britian.  Their fast building production combined with foraging and tower range make them the easiest and most flexible.  By that I mean they can quickly respond to something they were not prepared for and are relatively proficient in any means of attack.  A GB player can plant a rax and feel very secure in that choice for a long time.  However, while GB is newbie friendly, most of what it can do, Austria can do better, like sucking lots and lots of cock at the subway station.

-The dirty whore award goes to Austria.  Enough said.

-The dirty whore runner up award goes to Spain.  Spain takes about as much brain power as a trapped llama.  And if that doesnt make sense to you then go read a cereal box.  I prefer froot loops, but maybe thats just because I'm so sensual.

-The classy hooker award goes to the Rebel Forces (hey at least she sucks expensive dick).

-The smelly, yet moderately effective award goes to the French.  What can I say about the French.  They are rude, smelly, and would surrender to baby lamb if it had a knife, but they are decent in EE.

-The almost overpowered, but amazingly perfectly balanced (in respect to the other civs' imbalances - whatever the fuck that means) award goes to USA.  USA is a beefy civ with some beefy choices.  USA can be a top contender in many cases, but unfortunately they are not flexible enough to make them an auto-pick no brainer civ.  A good start with USA and you can steam roll some bitches.  A poor start and you're no better off than with any belly licking civ.  If there was a grace period where you were allowed to explore your map and not yet pick your civ, USA would be at the top of the game.  In EE it is unfortunately impractical to see any real portion of your map before picking your civ.  Going bonusless, especially in whored out vf, just doesn't work even for short periods of time.

-The belly licking award goes to Italy.  Goddamn Italians think they're spicy.  Well they're not.  Fuck the Italians. 

-The super sexy spy award goes to Byzantium.  Those crazy Romans can make some sweet love with those infantry.  Great in team games.

-Fun but second rate civs are Germany, China, and Russia.  By second rate I mean they don't suck, but they can't compete at the highest level of play.  I wouldn't place Germany in this category except for the fact that you pretty much know what they're gonna do, and if they do something else... well, they're fucked.

infantry rush

tank rush

transitions

The 1v1 crabbage:

additional notes:

the tower:

dont build right off

air first whores

Aggression

