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uring the Middle Ages in Europe, the castle served as the center
civilization, the focal point of an area’s culture, economy, and polit
devoid of any cultural attributes, the castles in Heroes of
definitely constitute the source of economic and political we‘ll-béii-xg-s : ﬂls&

castle, you're a player. With two, youre on the move. With _
juggernaut rolling across the landscape. This chapter explains the dif
the four types of castles and towns and describes the wor
that are common to all. Depending upon the map you're
there is some advantage to playing with one type over h
hard science. Like many variables in the game, this one, too,
preference. Each type of castle provides its own pros and
certain situations. ]

Castle Overview

Each map features a fixed number of
But the type of castle and town found in
each game between the four castle typ
There are exceptions, however. Ir
of castles and towns always stay
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Turning Towns into Castles

2 of castle contains five common dwellings or structure ind what |

store, " the place where you go to recruit a new hero when yvou

ant one 2 five universal dwellings lude the well, tavern, thieves’ guild,
i ind mage quild. (Howeve a castle | ol adjacent to water there'
r;-.l shipyard and it is unavailable fo purchase.) When you contral d

pUrcnase a castle for it vou iway ecen ne or two |‘.|-|n'_'l', of

containing one or two of the lowest creatur l'he figures on

Pades 35-36 indicate which OWNSs you can transform into which castles, as well
48 Which dwellings and creatures me with eac)

When vou first buv a castle. the computer automatically the type and

number of dwellings and tr ops. In general, the touchq r the scenario, the less
you start with. That's why in Claw for ex imple, the easiest scenar i, vou start
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Barbarian

Once a barbarian always a
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Warlock

From the craggy mountains
comes the warlock. Dwelling
by dwelling, the warlock
troops become ever more
fierce and gruesome, cul-
minating in the dragon- Mountain Town
the most powerful force in

the game
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Chapter Foyr. Castles and Towns

special Dwellings

Heroes features five dwellings common to all
type. The well gives you a +2 population growth 3 d
troops +1 morale. The other three—the ma ’
shipyard—serve more strategic functigns.

castles, regardless of the castle

the tavern gives garrison
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and hou

much they cost. If you don't use this Scoreboard, Yot
must go into your castle and click on each dwelling o qget the
same information. The well provides a nice shoreut. :

The Mage Guild

he mage guild has four levels (1, 2, 3, 4], each level of which represents the
corresponding spell level (1, 2, 3, 4). The first level of the guild then ¢osts you
2 000 gold, five wood, and five ore units. For that sum, you receive the first flaor
of spelldom, which gives you three level-one spells to choose from: These three
spells are chosen randomly by the computer from a universe of seven level-one
spells. When you purchase level two of the mage guild, you receive two
randomly chosen level-two spells from the eight level-two spells that exist, and
SO On

fable 4-1 shows the cost of each level of the guild and how many kinds of

spells you receive at each level. For more information about spells and

spellcasting, see Chapter 1.
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Chapter Five

Standard Artifacts

acts (explained in
1 1n each scenario
of an advantaqe, so

ailor’s Astrolabe

Standard Artifacts

u might expect, are tenaciously guarded by wandering armies of
th and numbers, Some are guarded by unseén bands of rogues that
{ the artifact. then ask vou for ransom. Don't let any of that

a hero as quickly as vou can, then seek out any and all artifacts
mention momentarily). From time to time in a few scenarios, you

¢ When vou da, vou often find them close to your home castle.
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Lhapter Seven

The Bittersweet Fruits of war
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it’s usually enough to give you the balance of power. Then, total victoryis
just a matter of time—it may take a while due to the size of the map.
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Desert Isle

The barbarian reigns Supreme
obvious reasons. The shortest
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et i 88 th
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movement penalty on bag "
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You, the miserable human, always start in the soy

. th wit
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S € hepga, o
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but it truly is masochistic. Don’t e\ think about trying to hold vour three
northern tow ns. If vou trv to di 0, YOU weaken yoursell everywhere else, You
don't start with enough gold in your area to thin out vour forces. Since all the
towns dre clustered in the north near vour opponents’ locations, itis extremely
difficult for you to better your situation. The plain fact is, the computer has wi
maore castles than you, and, therefore, much more money—which puts youdtd

tremendous disadvantage. Humans don’t pull their hair out for no reason

It’s best to use more than one hero on this map, because it’s very largean
wide open. The enemy storms at you from three different directions, soyou “L’L".!
multiple heroes, some to defend and some to explore. To beat the (;nmpuier.lk'j
the three knights as quickly as possible, as mentioned, then take one (oW ,Lmd
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the enemy comes gunning for you. Even if you can build the castlc_', you us?m.t
don't have the wherewithal to buy the troops to properly defend it One ?astlf'-
biggest disappointments in this game comes when you finally erecta news
only to watch the computer waltz in and take it from you. Get used (01t
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Second, keep your heroes and garrison forces as strong as y
they're strong, the computer reads your strength and avoids YOUu unti]
much stronger. If you're weak, it reads your weakness and comes S\W
and with

nme, with much patience

accumulate towns and castles

ou
It l}g_l
a willingness to take losses
that give you enough strength to not e
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Table 13-1  Game Maps for Heroes of Might and Magj.

Multiplayer M
3-4 Plavers

dps

o ard Game Maps e P
Standard Game Mag & Players

N/A = Not Available

CIFST Oft, [et [

!Tips of the Multiplayer Trade
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, human plavers . 'y @ multiplayer game,|

Plaving tociath L ol | neacd-1 ead or Ha
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The Best Standard Game Maps for
Multiplayver Games
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The Windows® 95 Scenatios

Hail Britannia
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