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1.0 – About this FAQ

1.1 – About the Author

My name is Omer Strulovich. I’m known as Shiroko and I would consider myself a hard core gamer. I like strategy and 3D shooters at most. And my favorite games are Westwood’s Real Time Strategy games. 

1.2 – Disclaimer

Omer Strulovich claims NO responsibility regarding any illegal activity concerning this FAQ, or indirectly related to this FAQ.

TRADEMARK INFORMATION

Dune™ 2000 is a trademark, and is so acknowledged. Any trademarks not mentioned here are still acknowledged.

COPYRIGHT NOTICE

This article is Copyright 1998 by Omer Strulovich.  All rights reserved.

You are granted the following rights:

I.  To
 make copies of this work in original form, so long as

      (a) The copies are exact and complete;

      (b) The copies include the copyright notice and these paragraphs in their entirety;
(c) The copies give obvious credit to the author Omer Strulovich;

      (d) The copies are in electronic form.

II. To distribute this FAQ or copies made under the provisions above, so long as

      (a) This is the original work and not a derivative form;

      (b) You do not charge a fee for copying or for distribution;

(c) You ensure that the distributed form includes the copyright notice, this paragraph, the disclaimer of warranty in their entirety and credit to the author;
(d) The distributed form is not in an electronic magazine or within computer software (prior explicit permission may be obtained from Omer Strulovich);
(e) The distributed form is the NEWEST version of the article to the best of the knowledge of the distributor;
      (f) The distributed form is electronic.

You may not distribute this work by any non-electronic media, including but not limited to books, newsletters, magazines, manuals, catalogs, and speech.  You may not distribute this work in electronic magazines or within computer software without prior written explicit permission.  These rights are temporary and revocable upon written, oral, or other notice by Omer Strulovich. The laws of the country of Israel shall govern this copyright notice.

If you would like additional rights beyond those granted above contact the author at strulovi@netvision.net.il.

1.3 – Where can I get this FAQ

The newest version of this FAQ should be available in my Tiberian Sun clan homepage. Located at: http://kok.universal-gaming.com.

It may also be found in your favorite Dune™ 2000 site.

1.4 – Why did I write it?

Well… I have several reasons.

A. After looking around the web, I couldn’t find any good documentation about Dune™ 2000. The closest thing I found was Gamespot’s guide. But it had nothing new to tell me but using the Harvester as an exploring unit.

B. I also wrote this FAQ as a salute to Roger Wong, a true hard core gamer who write FAQs about games. And every time I read one of his FAQs, it truly helps me around the game. I would recommend everyone to check out his FAQs.

C. I’m hoping a lot of people will read this FAQ, and between them a few lamers, that just lame or cheat in the tournament games and the will realize you can play this game with cheating. And there will be less lamers.

D. Like the above, just this time, the guys who get cheated will learn how to block all kinds of rushes and lame tactics and lamers will slowly disappear.

2.0 – What can you find on Arrakis

2.1 – The great houses

2.1.1  - The Noble Atreides

The Noble Atreides are lead by their noble leader, Duke Leto. The house of Atreides comes from the beautiful planet of Caladan, which is mostly a water planet. The power of the Atreides comes from their loyal soldiers that will follow the Duke till death and the powerful air force of Ornithopters.

The Duke is the only one that suspects in the Emperor’s trap. And he does not want to fight brutally for Arrakis; Unfortunately, the Harkonnen and Ordos do want to fight brutally.

The Duke is very interested in the native Fremens as his allies. He believes that with them on his side, he’ll be unbeatable, even against the Emperor.

2.1.2  - The Evil Harkonnen

From the dark and industrial planet of Giedi Prime comes the house of Harkonnen. Lead by the Evil Baron the Harkonnen is a brutal and barbarian house. It comes to Dune in one purpose, eliminating the other opponents. Especially the Atreides as the Harkonnen and Atreides are sworn enemies.

It seems like the Harkonnen way of war is cheating, and “Slower but armored”. Their units are heavily armored and some of their weapons use forbidden atomic technology.

2.1.3  - The Insidious Ordos

NOTE: This house does not appear in the Dune™ books.

The house of Ordos comes from the icy planet of Ordos. It is basically a cartel of several smuggler families with a joined purpose. This house has become quite powerful and extremely rich. Their money allows them to purchase advanced technologies from the house of IX and become almost undefeatable on Dune.
They will prefer having the Harkonnen and Atreides kill each other before they’ll start attacking with all of their power.

2.2 – Other sides in the game

Aside from the main 3 houses you’ll meet other sides during the game.

2.2.1  - The Emperor’s Sardaukar

The Emperor that has set this contest can get quite upset if his plans won’t go as he intended. He might come to help someone, and hint: It won’t be you!

The Emperor is using its powerful Sardaukars, which are actually prisoners hired by him.

All of the Emperor stuff looks like the Harkonnen’s. But it does not have access to special Harkonnen units.

2.2.2  - The Smugglers

Long before the contest, no matter what house ruled Arrakis at that time, Smugglers were always in the planet stealing profits from the legal rulers. You will meet this side several times. They are barely armed, and mostly just harvest spice. Take over their silos and only then over the refinery. You can run over their infantry and they will remain neutral.

This side has stuff that look like the Ordos.

2.2.3  - The Mercenaries

The Mercenaries are seen once with the Atreides and once with the Harkonnen. And they help the Ordos in the last 3 missions.
They have a yellowish color and their own Heavy Factory, aside from that they’re exactly like the Ordos. With the same units. A Starport is mostly reinforcing them but they have full bases in some missions.

2.2.4  - The Fremen

The natives of Arrakis. The Fremen are seen in two missions as an independent side. In Atreides mission 4 they have a sietche and a big amount of uncloaking fremen warrior. And in Harkonnen mission 4 they are almost a full faction. They have 2 sietches guarded by fremen warrior. 2 Gun turrets and they get carryall drops of troopers and missile tanks. You can also see light infantry coming out of the destroyed turret.

They have a bright gray color. It reminds the worms one, but a little darker. Sietche are found on ridges.

2.3 – The spice

2.3.1  - What is it used for?

The spice is used for several purposes:

- By the Bene Gesserit Sisterhood for their visions

- By the C.H.O.A.M. Guild for their Space Navigators.

- By any human, to extend human life in hundreds of years.

2.3.2  - Why on Arrakis?

Why is the spice can be found on Arrakis? Why on this dead planet? Why it is here with all of the worms?

To answer that you have two options:

1. Read the book

2. Read the following:

The worm is related to the spice in a powerful way. While a worm is being born actually. It creates a spice bloom. This spice bloom explodes after some time and throws spice all over the near area, leaving the sand red and priceless.

2.3.3  - Spice blooms

The Spice blooms in the game look like small bumps in the sand with a small hole in the middle that throws weird stuff into the air. You have to shoot or run over it in order to explode it and create more spice. Spice blooms locations are permanent and spice blooms will only grow in them once the spice has been harvested from this location.

If you do not blow up a spice bloom it will disappear and the process will start all over.

2.4 – The land

2.4.1  - Sand

Mostly seen on the planet Arrakis is the sand of course. You cannot build on it.

Sand comes in two ways: The normal sand and the dunes. All units are slower when moving on dunes, especially vehicles.

Spice and worms can only be found on sands.

2.4.2  - Rocks

The rocks are like islands in our world. They’re the only place on dune that allows you to place buildings or stay safe from the worms. In most of the times the rocks are separated from sand by ridges and have only a few entrances to the rock area.

2.4.3  - Infantry only

Some of the land in Arrakis is not passable by vehicles and only infantry units can use it. This land includes special parts on ridges, stairs, and some debris.

2.4.4  - Ice

The planet of Arrakis does have ice on the Polar Regions. The ice is very rare. It acts exactly like rocks, but you cannot go on it.

2.4.5  - Debris

You will find a lot of debris in the world of Arrakis. Some is just not passable; some is passable for infantry. The debris include buried bases, crashed frigates, dead worms and more…
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2.5 – The worms

The Worms that live on Arrakis are the most dangerous things on the planet. They are attracted to vibrations on the sands that call them. When they arrive they will swallow anything they found. Worms get to the lengths of ½ a mile.

The only place, which is safe from these animals, is the formations of rocks.

3.0 – What can I do with…

3.1 – Units

3.1.1  - General units

3.1.1.1 – Light Infantry

This is the weakest unit on Arrakis. Armed with a small useless rifle the light soldier can’t scratch heavy vehicles, and it is not a good option for fighting the light vehicles. They’re mostly useful as the cheapest way to explore and as anti-troopers force. They’re very cheap.

Pack them up with troopers to defend the troopers against other infantry and by that create a powerful death squad that can destroy full bases.

3.1.1.2 – Heavy Troopers

The heavy trooper is very useful. Especially because of the popularity of Trike and Quad rushes. Troopers have a small price ($90) and it costs you only $450 to fill a square with them. While 5 troopers are easy to kill, they have a giant firepower compared to their price. These low life soldiers can become real pests when in big amounts. 
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Especially if they’re being escorted by Combat Tanks. You won’t know what I’m talking about till you’ll see such an Armageddon coming your way. This tactic works best with the Ordos tanks that are best in running over infantry, and as you can guess, light infantry is very dangerous to this tactic.

Troopers are a great option against any kind of turrets as the turrets barely scratch them. Just watch out the turret isn’t guarded by something.

In solo play build units with 5 of them and put them on good locations like infantry only rocks or behind a wall of combat tanks. 5 troopers will destroy a combat tank in 2 shoots (Could be more if it is moving).

Since troopers cannot hurt themselves, almost. There are very useful against worms. Even if the worm will get below them. They won’t kill themselves like the light infantry. With a good 3 shots of 5 trooper a worm will be put to sleep. They’re the most effective way of fighting worms.

3.1.1.3 – Engineer

The Engineer is in Dune™ to replace the infantry’s ability to take over structures. If an Engineer gets to a building it will take over this building giving the opponent control about it.

For more information on what you can do with captured enemy buildings see: 4.6 – Captured stuff.

Getting engineers to enemy territory is a tough mission as they’re not armed or armored. And because you have no form of carrying them.

The best use of engineers is when your opponent is not ready (Like in the start of the game) or when you mass attack and he may miss them.

3.1.1.4 – Thumper Infantry (Multiplayer Only)

The Thumper Infantry can only be found in multiplayer and practice games. It is unarmed and unarmored, but quite fast compared to the normal soldiers.
When the thumper infantry is on sand, spice or dunes you may use the deploy cursor to use the thumper’s special ability and make him use his thumper. He will stick his thumper in the sand and will start attracting worms.

For more detailed information on Thumpers see: 5.2 – Thumper Infantry: How does it work?
3.1.1.5 – Trike

The Trike is the simplest vehicle on Dune. It is a three wheeled vehicle designed specially for the desert. IT is armed with a dual machine gun. And it is most effective against infantry.

Trikes are only useful in the start of a game or low-tech game as assault units. In higher tech levels they may only be useful as exploring and recon unit. Although I like to have a squad of trikes and send them against incoming engineers or enemy thumpers just to save trouble.

Trikes are very useful at rushing because of their high speed that lets them get away easily. They’re useless against any other type of armed vehicle but themselves.

3.1.1.6 – Quad

A more powerful and expensive option then the trike. The Quad is a four-wheeled desert vehicle. Armed with dual armor piercing rocket launchers, the quad is best against vehicles, specially the heavy armored ones. Quads cause more damage to heavy vehicles then combat tanks. Quads are very useful in taking out Harvesters and I would recommend a number of about 5 quads for a sure success. Although in case the Harvester is pre-guarded I would suggest more as needed.
Quads are useless against infantry and their rushes will be blocked by troopers a lot of times. Two troopers can beat a quad so I would suggest escorting them with a few light soldiers when needed.

3.1.1.7 – Combat Tank

The Combat Tank is the main unit of your forces. It is heavily armored while quite fast and it has a good firepower. It is also the most optimal unit for running over enemy infantry.

Each house has it’s own tanks. Varying by the theme of the house.

Atreides Combat Tank:

This is the average tank. It has an average speed and armor (Compared to the others…). It is good for those of you that just can’t decide on their preference.

Harkonnen Combat Tank:

The Harkonnen Combat Tank has much more armor compared to the Atreides tank. And is much more slow in a notable way. The Emperor also uses this tank.

Ordos Combat Tank:

Like the Raider this Tank is faster. But its speed pays up in the armor department, as this tank is the least armored one. This tank is almost as fast as a quad and because of that the Ordos tanks are very good for rushing. Each of their tanks can still take out two quads. But it will lose in a fair fight against an enemy tank. The Mercenaries also use this tank.

3.1.1.8 – Missile Tank

The Missile Tank can only be build by the Harkonnen and Atreides. An Ordos player can still have them, but only through the Starport.

This tank is faster then the Atreides and Harkonnen Combat tanks but it slower then the Ordos’s. It is armed with a rocket launcher that has the biggest range in the game. The missiles of this unit are very powerful and destructive against vehicles, but somewhat useless against infantry. Put this unit behind your combat tanks when going against the enemy’s armor force. It’ll take him a time to get to them, and if he goes directly to the back of your force he’ll make himself vulnerable for some time.

Missile tanks can outrange a gun turret easily and they’re the only unit that can outrange a rocket turret. But only from special angles.

They may also shoot in aerial units. And because of that it’ll be a nice idea to put some of them near the enemy spice fields, they will destroy all carryalls that will circle to close to them.

Missile tanks require a House of IX to be built in order to construct them.

3.1.1.9 – Siege Tank

Unlike in Dune II the Siege Tank is a different unit and not a heavier version of the combat tank. Siege tanks are very slow, and are very low armored. They’re armed with an artillery cannon that can shoot HE bullets into a giant range. This unit is a potential anti-infantry unit as its bullets are very effective against infantry, especially groups.

Siege tanks can also outrange the gun turrets in several locations.

While in some games you’ll never need one of these units, in some game this unit will save you. Mostly effective against infantry the siege tanks kills a soldier in 2 shots and because of that they’re most effective in numbers of 2+. Don’t use too many if you’re attacking though. As they will get complicated, turn around and make themselves vulnerable to infantry.

In most cases I wouldn’t use more then 3 of those, and if I have more I’ll put them in the back and bring them on once some in the front get destroyed.

3.1.1.10 – Harvester

The Harvester is the heart of your base economy. And the most important unit in the game. It is heavily armored and slow. It can over infantry but when in big amounts the infantry will take it down too fast. This unit is vulnerable in most of the game and it is a good target. It is recommended to save each of your Harvesters as a group so you can switch between them fast. Use it to send them to the repair bay as soon that you see an attack force getting near it in order to attack.

Some people find the Harvester as a good exploring unit. I for once think it is quite useless because of it’s price and because that in 90% of the cases a trike will do better.

Harvesters will unload in the Refinery assigned to them unless you’ll change it, and will keep harvesting in normal so basically you will only be alerted by the “Harvester under attack” sound.

If you have problems attacking your enemy base just take out his Harvesters. This is most useful against people who spend a lot of money on fortifications.

Harvesters auto repair themselves to 50%.

3.1.1.11 – Mobile Construction Vehicle

The Mobile Construction Vehicle – MCV is used for creating new Construction Yards or setting up new outposts.

This vehicle is unarmed but heavily armored. This is a slow vehicle and should be escorted unless traveling a territory claimed by you and there is no chance of Fremen attacking it. It can run over infantry.

When used right these units can actually be a powerful assault weapon by setting up outposts in the right places you can hurt you enemy in a lot of ways.

For those of you who are full with money, you can always draw attention with a MCV being escorted by a light force. A normal enemy will send something to attack it leaving him a little unready for an attack.

3.1.1.12 – Carryall

The Carryall was originally meant to carry Harvesters back and forth from the base but it uses for reinforcements and carrying units back to bases too.

Carryalls are quite fast when they get enough time to accelerate. They are the second most heavily armored unit in the game and can only be hurt by rocket turrets and missile tanks. Don’t let them get near units that shoot them, and in case they are, try to make a lot of actions that use carryalls, so they’ll move away from that spot.

If a carryall is being destroyed, the unit it is carrying will be lost as well.



3.1.2  - Special units

The following units may only be obtained by specific houses or by conquering enemy structures.

3.1.2.1 – Raider Trike

The Raider Trike is a better version of the normal trike. It comes from the planer of Ordos that is also a hard environment and because of that it is so powerful.
Raiders are faster, more armored and have a better firepower than normal trikes. They’re the fastest ground unit in the game. Great for rushing and even better for exploring. They cost $50 more than the normal trike.

My experience teaches me that troopers can become very useless against amounts of raiders, unlike amounts of trike, which they can still fight with dignity. I have no idea why is there such a big difference. But there is one.

3.1.2.2 – Sonic Tank

The Sonic Tank is the Atreides special weapon. They found it as a more human way to kill enemy soldiers. This heavy armored and slow tank has a giant “radar like” cannon on it which it use to shoot sonic pulses.

These sonic pulses have a good range and are very effective as they hit targets several times. The sonic tank is the best anti-infantry unit and it makes the siege tank obsolete. Light vehicles will be killed in two shots from this machine.

Since their shot hits the square adjacent to them the least times, unit that stay in this square may barely suffer any damage. These units are best used in defense or in attack when combat tanks are guarding their weak spots.

Use sonic tanks can attack a lot of buildings at once and cause mass destruction. This is a good way to cut the enemy’s power fast.

Although sonic tanks cannot really outrange a gun turret like in Dune II, there’s a tricky trick to do so.

Bring a sonic tank in a direct line to a turret, but keep it away. Now, instead of telling it to shoot the turret, force fire it (Ctrl+Click) on the square in front of the turret. The sonic tank will stop exactly out of range and will start shooting that square. The sonic blast will affect the turret, but not in full power. You can use this trick from any angle a missile tank can normally shoot the turret. Take diagonal directions to cause more damage.

This trick only useful if you really have no strength to bring a missile tank somewhere or you want to hurry up the destruction of a turret.

This trick will work on both rocket and gun turrets. But when doing it on rocket turrets remember some of the angles you may use against gun turrets aren’t useful when attacking rocket turrets.

3.1.2.3 – Devastator

The Devastator is the most powerful tank on Dune. Using forbidden atomic technologies this tank is moving with a nuclear reactor in its heart and it is armed with a dual plasma cannon. This unit has the highest armor, the most powerful weapon and like you can expect it is the slowest.

Devastators are very slow and crawl behind your forces with the siege tanks and maybe the sonic tanks. They have a short range that disables them from fighting in some types of fights. But when their target is in their range they’ll start bombing it powerfully. It takes about 6 shots of this unit to take down a Harvester.

Its powerful armor allows the unit to stay in the battlefield for quite a long time. Even when situation seems hopeless the devastator can auto-destruct itself destroy stuff around it. It should be able to take any simple structure .


Devastators are most vulnerable to missile tanks and their more horrible relative, the Deviator. A Deviator can take a devastator in one shot and then just auto-destruct him. Note that computers will actually use this ability and trick when massing with deviators and devastators. They seem to blow up devastators that get back to their control and in a deviator’s range. And they also seem to blow up a deviated devastator when it is located nicely.

If you have a lot of money you may consider using them as a demolition force. And just send them to blow up the enemy base.

Take up devastators near the enemy siege tanks (Which are also slow) and then auto-destruct them to blow up his siege tanks. I took up to 5 siege tanks in some cases. (
4 devastators have a very powerful firepower and if they get into the enemy base or spice field they can cause a lot of damage. In case they lose, auto-destruct’em.

A very good formation with devastators will be putting missile tanks behind them. The missile tanks will shoot everything. If something will go near it will suffer from the devastators. You may add siege tanks to this formation in case you need to kill soldiers. It’s not like they will slow the formation.

3.1.2.4 – Deviator

The Deviator may be the most powerful weapon in some times, but very useless in some other times. In the basics it is a modified missile tank with a special launcher on it. It is slower than the normal missile tank, less armored and has a slightly shorter range. Each of its rockets has a powerful effect when hitting a vehicle. If hit directly, the gas spreading out from the warhead will give you control over the vehicle for a limited time. Once the vehicle is in your control you can do anything with it. For more information on deviated units see: 5.5 – Deviated units

Even without an explosive warhead the missile still makes a damage of 1 hit point to any target it will hit. So deviators can actually destroy buildings and kill infantry without running over them.

A very important thing about the deviator is that it is very frustrating. For both sides. As the user you’ll get very frustrated because it shoots slow, and even misses. You’ll get really upset if it will miss in an important case. As the defender against it, you’ll get even more frustrated. Each shot of it will take a unit from your attack force, and with several deviators at the enemy’s possession you’ll get really frustrated.

Basically, always remember the effect is timed, and you can never trust this unit.  Well at least not in 100%.

3.1.2.5 – Ornithopter

The Ornithopter is the only air unit with an attacking capability on Arrakis. It is extremely fast also, and makes a hard target because you have to have anti-air weapons.

In order to get an ornithopter in the game you’ll need to send an air strike, An air strike brings 3 ornithopters to attack a pre-selected target. You can not change the target during their flight. The ornithopters will reach the target and will bomb it 3 times.

If you want to get an air strike you’ll need an Atreides High-Tech Factory, and you’ll have to upgrade it.

Air strikes are useful against packs of wind traps or big buildings. Since they spread their bombs over a big area, the bigger the building, the bigger the damage. Good targets are starports, repair pads, heavy factories and high-tech factories. The rest of the buildings are just too powerful. You may be able to take down a refinery with some luck.

Watch out for AA weapons, if even one ornithopter will go down it will weaken the entire air strike.

3.1.2.6 – Fremen

The Fremen is the best infantry unit in the game. It has a good range. It is the fastest infantry unit and above all: it’s always in stealth mode.

You get fremen from the Atreides Palace. You get 2 of them for each time you have a fremen ready. In the start use them to explore unknown territory. But later in the game pack them up in bigger teams and use them as a strike force. Fremen are useful against both vehicles and infantry. But seem to do better against vehicles. Don’t use them against infantry, as it will be a waste. They are effective as light infantry. So much for “effective the same against both vehicles and soldiers”.

They’re great for attacking the enemy’s harvester, but only if it is a human player who won’t send automatically the harvester for a running crusade.

In case of trouble arriving to the area simply tell the fremen to stop and send them away. The opponent isn’t likely to find them. Fremen can also use for strikes in the enemy’s base. Behind his defenses. Send a big amount of them and just tell them to attack whatever you want gone. They will die. But will be able to destroy the target if you did everything as good as possible. An unready opponent can sometimes be overthrown in his base with a few fremen. This works if he attacks you with all of his forces. If you’ll be able to block him, and while doing this blowing up the heart of his base.

For more information on stealth units see: 5.8 – Stealth units.

3.1.2.7 – Death Hand

The Death Hand is a special nuclear missile used by the Harkonnen. You’ll need a palace to produce one. Death hands take more time to produce then the other palace weapons. Once a death hand is ready just click on the icon and select a target. It will launch from the corner of your palace, reach the top of the screen and then appear above the target, going down. When in a short distance above it, the missile will explode into a lot of flaming debris that will fall below. Making hard damage to whatever is down. Although death hands can take out any target (Except maybe a devastator) they tend to miss. Well, maybe tend is not the right word. They always miss! So even if you’ll send 10 death hands against the enemy construction yard, it is likely for them to miss, maybe one of them will hit directly and blow it up. The upside of the death hand is that there is no way of blocking it from reaching the target. Once exploding most of the debris will spread a little and two small metal parts will fly away into a range of up to 5 squares. So repair whatever this thing hits. Death hands are best in multiplayer games where the opponent is building a lot of buildings right next to each other. Then a death hand will always cause a lot of damage.

Note that when playing, as the Harkonnen is single player the computer has much more spread out bases. So in solo play death hands are best if you’re not Harkonnen (e.g. capture a Harkonnen palace).

3.1.2.8 – Saboteur

The Saboteur is the Ordos’s elite infantry. It is quite fast but very lightly armored and even tanks and missile tanks can take out in a few shots. Saboteurs can only attack structures, and if they do so it will be the end of them as they run to this building and blow themselves on it. Because the saboteur is quite defenseless it has one thing protecting it, its cloaking device. Once charged it can cloak itself for a few seconds giving him the time window of reaching its target and blowing it up.

Saboteurs are produced in the same speed as fremen, but you only get one. And you’ll have to charge him if you want to use the cloak device.

For more information about using them see:

5.4 – Using Saboteurs or 5.8 – Stealth units.

In case of trouble against saboteurs see:

4.5 - Saboteurs

3.1.2.9 – Sardaukar

The Sardaukar is the Emperor’s elite soldiers. They are supposed to have two types of weapons, one against infantry and one against vehicles. And seem to be useful against both of them anyway. They are a waste against infantry while they can kill it. Try to use more cheap units if infantry is your problem.

Unlike other palace-based weapons, you’ll need to produce them by training and paying money. Each sardaukar costs $120.

You can only get sardaukars in crates or by capturing the Emperor’s Palace in the last mission of every side or the 7th Ordos mission.

For a good effect or impression use them in large numbers, they seem to survive really good against everything and the only thing that can take them in this big numbers is a big amount of siege tanks waiting for them.

If you run over a sardaukar it will hurt the running unit due to the sardaukar exploding.

3.2 – Buildings

Note that each side has a different look for his buildings. The Harkonnen’s structures are black, the Atreides’s are white and the Ordos’s are golden.

The Emperor’s structures look like the Harkonnen structures. But it cannot produce special Harkonnen stuff with them.

In the case of the Heavy factory, Starport and the Palace there are actually four different looks.

3.2.2  – Construction Yard

The heart of your base. With the Construction Yard you build new structures, concrete and fortifications for your base. In order to build one of these you’ll need to deploy an MCV. Construction yards are always placed on full concrete.

Construction yards are a very good target in the enemy’s base. Especially if he cannot produce a MCV. Protect your construction yard. You can have two of them for faster construction of buildings.

3.2.3  – Concrete Slabs

Because of the bad land in Arrakis you’ll need to build concrete below your structures. If you won’t they will start in 50% health and will be a much easier target. Concrete can be built in two ways. The small version of 2x2 that is always available and the larger version of 3x3 which requires and upgraded construction yard. You don’t have to place concrete under all of the needed construction area, but only below the structure itself. If you’ll place a wind trap, for example, on a 2x2 piece of concrete and the passable part will be on plain rock the wind trap will have 100% health cause it was built on concrete. If you only build part of the concrete then the structure will have something between 50% and 100% depends on the amount of concrete.

Units moving on concrete are faster.

If you capture a building in the enemy’s territory you might want to place there concrete to claim territory and build structures there later. If you were the victim of this trick you’ll need to destroy this concrete. The most effective units are siege tanks, combat tanks and units with missiles.


3.2.4  – Wall

Walls are a nice way to protect your base. They’re cheap and useful. Although all of the pre-placed walls are shown on concrete, concrete does not effect a wall’s power. If a pass is totally closed by walls the computer will just go around it. It is a good way to block the computer from attacking you in a direction.

In multiplayer games these are quite useless except for blocking some tanks or surrounding turrets.

Another thing I like to do with them is use them in front of troopers. A human player though, will bring something to outrange them.

3.2.5  – Wind Trap

The Wind Trap is used to create power and supply water for your installations. Without enough power your buildings will just work slower or not at all. Each wind trap produces an amount of 100 power and other buildings reduce this amount. You can see your power output and usage in the small bar next to the units’ icons on the sidebar. By placing your cursor you’ll know how much percent of the power needed do you have. If your power bar becomes yellow you’ll produce units in 50% speed of normal and when it turns red you should produce stuff in the speed of 10% of normal. Because of that blowing a lot of the enemy’s power will destroy him totally, as he won’t be able to spend money.

His only option will be selling a lot of stuff.

3.2.6  – Refinery

The Refinery is where the full harvester unloads its spice package and gives you credits. A refinery can hold spice like the silo, and in a bigger amount. One harvester can unload in a time and it will unload in 7 phases, each giving you 100 credits. When you buy a refinery you get a free harvester. Note that if you sell the refinery you’ll only be awarded for 50% of the value of refinery itself. Excluding the payment for the harvester. So you cannot cheat the computer. What you can do is use your construction yard to build harvesters in a good speed and costing you only a little more (If you sell the refinery) while you can still use your heavy factory for building tanks. This trick is very useful if you don’t plan on building a heavy factory and only plan on destroying the opponents with light vehicles. (Quad or trike rush)

3.2.7  – Silo

The silo is a cheap building for storing credits. If you have no room for spice you will just lose it. Silos are cheap and weak. If you capture one you’ll get the credits in it. You can see how much of an enemy silo is full by the small “crack” on it.

3.2.8  – Barracks

The Barracks is where you produce your infantry. You’ll need to upgrade it in order to produce heavier units. Barracks are very cheap and offer a good way for building a decent force. You’ll need to decide if you want to build it before a light factory.

Each side has it’s own look with its own insignia. Neat.

If you’ll have two or three barracks you will be able to build infantry faster.

By placing a unit in front of a barracks the enemy cannot get infantry out from these barracks. This is very funny and can save you annoying troopers when the opponent is dying but keep trying. If it is a computer player the infantry unit will be “half” out. Your units will shoot it like it is under the barracks but it won’t really be there.

3.2.9  – Light Factory

The Light Factory is where you produce light vehicles (Quads, trikes and raiders). A light factory will be able to produce trikes or raiders if it is Ordos. And quads once it is upgraded. All of these vehicles cannot run over infantry.

Light factories are useful on the start because their units are good in exploring.

You can build another factory to make the construction of light vehicles faster.

3.2.10  – Heavy Factory

The Heavy Factory is used for producing all of the heavy units. All of the heavy factory’s units are able to run over infantry. You can build a combat tank and a harvester with a normal one. Other units will require supporting structures or an upgraded factory.

Each side’s factory can produce its special vehicle if you have a House of IX. The Emperor’s factory can only produce normal units. The mercenaries have a special look for their factory. Their factory is like the Emperor’s one, they cannot produce special units. I’m not sure if you can produce or not produce missile tanks in this factory.

By building another factory you’ll be able to build units twice as fast.

3.2.11 – Gun Turret

This is structure is the simplest defense structure. It is armed with a gun turret like the combat tank’s one. It is useless against infantry but quite effective against vehicles. It works without power. Siege tanks and missile tanks can outrange it. Gun turrets act like walls (Some units cannot shoot stuff behind them) and are connected with close walls or other turrets.

3.2.12 – Rocket Turret

The Rocket Turret is the more advanced defense structure. In order to build some of these you’ll need an upgraded construction yard and an outpost. Rocket turrets are quite useless against infantry but are extremely effective against vehicles. They cannot function without power and missile tanks can outrange them in several directions. Their weapon has an anti-air capability and they will shoot at carryalls and ornithopters. Rocket turrets act like walls (Some units cannot shoot stuff behind them) and are connected with close walls or other turrets.

3.2.13 – Outpost

The Outpost is your radar installation. It gives you a radar map and several advanced construction options you’ll need later in the game. Outposts do not function without power. Destroying the enemy’s outpost before a few strikes in several places will aid you. The bigger the map is, an outpost should be built earlier.

3.2.14 – House of IX

The House of IX is an advanced research center. You’ll need to build it in order to build missile tanks and the special weapons of each house. There is barely any use in planning a strike against this building as if it does really annoys you (a lot of special units) the enemy will rebuild it quite fast.

3.2.15 – Repair Bay

The Repair Bay is used for repairing your vehicles. Just send the vehicle to it, the vehicle will go on it and repairing will start. Repairing costs you money. If carryalls are available then they will carry the vehicles to the repair bay. Because of that repair bays also use as transport pads. Just build one in a new base you have and use it to transport units on the map between or to bases. This idea requires a lot of carryalls though. (
Units on the repair bay cannot shoot while being repaired; if you’ll tell them to shoot they’ll stand on it and won’t be repaired. Keep in mind that shooting the unit on the repair bay will damage the repair bay itself.

3.2.16 – Starport

The Starport is used purchasing units from C.H.O.A.M. You can buy both light and heavy vehicles through it. But only normal and not special units. It is useful for the Ordos for purchasing missile tanks and both the Ordos and Harkonnen for buying carryalls (The Atreides will want a High-Tech Factory for air strikes). The starport’s prices are changing but will always be cheaper then the normal ones. You can order several units in a time. But not more than 6 units and there is a stock limit on units. The stock “recharges” with time. You’ll never be able to buy more than 5 units of the same kind in one delivery.

There is no use in more than one starport unless you want to get the units in another place.

4.1 You can block the entrance to a starport and prevent units from going out from the frigate (a little). They will still get out. But a new unit will come only once you destroy the first one.
3.2.17 – High Tech Factory

The High-Tech Factory is used for producing airborne units. You can produce carryalls in it and if you have an Atreides high-tech factory you can upgrade it in order to get air strikes. You can know if your opponent is creating air strikes by looking in his high-tech factory. The blue light will always be on if it is already upgraded. Only the Atreides high-tech factory can be upgraded.

3.2.18 – Palace

The Palace is the most advanced building. It is used to produce a special weapon for each house, without costing you further (This excludes the Emperor’s one). The Atreides palace will give you two fremen soldiers each time. The Harkonnen palace will give you a death hand missile and the Ordos palace will give you a saboteur. You have to click on the “Ready” in order to start producing again.

Palaces are armored heavily and the opponent may attack just to destroy them if they annoy him too much. By getting a side’s construction yard you can build his palace (Excluding the Emperor, again).

The Emperor’s palace is a bit different as in order to produce its weapon you’ll need a barracks. Even with that. The Emperor’s palace seems to be as effective as the rest of them.

3.2.19 – Modified Outpost

This is a Harkonnen building seen in one of their missions. I am writing about it just to note that while it does give radar (And “detects” drops) it does not allow you to build things requiring an Outpost. So you’ll need to build a normal outpost as well.

3.2.20 – Sietche

This building is seen in two missions. It is a cave in the ridges. And it belongs to the fremen. If you’re having problems in Harkonnen mission 4 just look for these.

5.0 – I’m having troubles with/against…

5.1 – Defending my base

For a good defense in your base you’ll need to know what you’re expecting. If you do not know your defense will just be less effective or more expensive.

First we’ll cover single player mode: Once you get started find the directions of attack. Decide which is the most comfortable for you. Then block with walls the other directions. Place turrets or rocket turrets in that entrance and maybe a few siege tanks behind them. Put 2 siege tanks behind any infantry only pass to your base. If you do not have turrets use tanks instead and in case of infantry run them. If you don’t even have tanks just place quads or trikes or whatever in the place you being attacked.

In a multiplayer game you’ll need to find out what your opponent is building and build something that can counter it. Don’t count on turrets and rocket turrets to defend, as the opponent will just attack harvesters then. But use them as a good aid while being attacked. Mostly use whatever forces you have to defend the base. If it is just a force of tanks or a force of light vehicles or anything else. Make sure that nothing stupid will happen (Troopers attacking other infantry while siege tanks are fighting combat and missile tanks).

Remember that in a multiplayer game the opponent will come from the direction with fewer defenses always. If he doesn’t act like this, he has a specific target or a secret trick.

5.2 – Getting income

If you’re in a situation you have 0 credits and you didn’t bought 6 units from the starport a second ago. You made something wrong. You need to have money all the time. First remember each refinery can support two harvesters. Then decide on the number of refineries. A player with one refinery is doomed from the start. A player with two refineries will only survive the start of the game and will then need more. Three is a decent number, later get them to six harvesters. But if you want a good amount of money you’ll need more. It ranges up to seven refineries and I just can’t count harvesters with so much refineries. Once you get into an advanced mode invest in carryalls. Especially if it is a large map. The optimum carryall number is one per harvester. But one per two harvesters will work. And you should always remember carryalls are used in other jobs so you’ll want extra carryalls for stuff like that.

5.3 – Air strikes

Having trouble against air strikes? Well, while you can defend against it with rocket turrets and missile tanks. And this way seems to work good single player mode you’ll need a better way of defending.

First find the direction they’re coming from. Place some rocket turrets though out the places they’ll be moving through. With 2 rocker turrets shooting in the ornithopters you can block a good amount of damage. Now, sine the air strike can barely destroy anything, you must repair stuff. If you’ll constantly repair a wind trap in the center of the bombing run you may be able to save it. You can know where in air strike is coming by unexpected “base is under attack” messages and 3 really fast dots in your radar map.

5.4 – Saboteurs

If your structures keep blowing up and just cannot do anything against saboteurs here are a few tips on taking care of these annoying explosive soldiers:

 - Try to kill them before they cloak. This is the best way of doing so. And it is most useful in multiplayer where the opponent isn’t likely to make mistakes. So you just need an armed unit to fire it. It may be guarded so you may need more units.

 - Place light infantry in key places and around the important buildings.

 - Have some light infantry waiting in the edge of your base and once a saboteur cloaks send them spread out to discover it.

 - Take a few tanks and try to run over it blindly, works fine. Just don’t miss.

 - Blow up the enemy’s palace (Last resort).

5.5 – Fremen

When used right fremen can be a pest. You can never track them unlike saboteurs who need recharging. They can be used in a lot of ways and come in big amounts.

Some of the more popular fremen tactics are blowing up harvesters and blowing up key targets in the opponent’s base.

If the opponent tries to attack your harvesters you’ll probably only be prepared after the first assault.

For defending your base spread some light infantry to make it difficult for him and place a tank for every 7x7 area in your base. So no matter what you’ll be able to run over them as fast as possible.

5.6 – Infantry

When you’re opponent sends hordes of infantry (mostly troopers) you don’t have too much options in attacking them but here are the best two: You may use tanks to run over them, just send the tanks to a square behind the infantry. Or you may place 2 or more siege tanks waiting for them. Both of these systems will work, but the siege tanks system can get out without any damage in some cases. These ways will not work if the infantry is escorted by heavier tanks or other vehicles that may make your tactic useless.

5.7 – Engineers

Sometimes opponents will try to take over you buildings right in the start. They mostly just send an engineer to the construction yard but in some cases you’ll meet with several engineers coming from a few directions. To block this you’ll have to be ready. The best weapon to take out engineers on their way is a trike. Trikes and raiders work great in hunting these. But always be sure to check that there are no other engineers left. Not exploring on the start will make you much more vulnerable to this trick.

5.8 – Rushing

This popular dirty trick in multiplayer is quite annoying. And it is quite hard to block it. A player will try to rush if the starting units are zero and there is maximum cash. The best way to defend against such a tactic is to work faster than your opponent does. Do not invest in concrete and just build a trike faster then him then move to quads. It is recommend exploring his base fast to know if he is rushing or creating engineers.

If the rushing is less extreme and the opponent will just try to send a decent fore of quads you might want to invest in troopers as they can hold down the opponent for quite a lot of time. If you do so, try continuing to a heavy factory. Once you have tanks, the opponent will have to refigure his tactic and at least get tanks for himself.

5.9 – Deviators

Deviators are giving you a hard time? Well, you’ll have to suffer it always but here are a few good ways to make these less useful.

Use some troopers to blow these up or bring sonic tanks to shoot deviated units. Whatever you do, always blow up the enemy’s deviators fast. And if you have devastators, only bring them once he has no deviators.

5.10  – Tanks

Are big amounts of tanks bothering you? Do you need a good way of fighting them? Well you can use tanks but in order to make it cheaper for you use troopers behind tanks. If he will go to run them over he’ll become vulnerable and if he won’t the troopers will destroy his tanks. You can also use a good amount of missile tanks behind your tanks to destroy his force faster. Or bring quads from the back. Deviators in the back or devastator in the front are always a nice way to use your forces.

5.11  – Death Hands

Unfortunately there is no way of blocking a death hand! You will just have to suffer them or blow up his palace. Sorry.

5.12  – Worms

If worms are giving you a hard time you can try to kill them, but it will cost you too much money, resources and time. The better way will be to place a thumper infantry away from your base. And maybe even close to your enemy’s base, for a bonus.

For killing these, use troopers. They work great. 3 shots from 5 troopers will put a worm to deep sleep. Watch out for when it will wake.

5.13  – Turrets

Turrets may be a real pest, specially when in-groups and not spread out over the walls. They are sensitive for some units. First of all, they become quite useless when shooting out infantry. So a nice groups of troopers can take them out. Troopers can be very efficient if taking them one by time. If taking all of them at once it can be trickier.  An even better way of handling turrets is using missile tanks and siege tanks to outrange them.  Siege tanks can only outrange gun turrets, and only from special angles.  Missile tanks can outrange gun turrets from a lot of directions and can even outrange the rocket turret, but again, only from specific angles.

Sonic tanks can force fire on a square closer to them and still hurt the turret. So they can actually outrange it.



5.14 – Traffic jams

It was reported by some players that 100 Ordos tanks suddenly attacked them or other gigantic unbelievable amounts of units. I didn’t really know what they were talking about till I encountered this thing. To me it happened at Atreides mission 9 where I was swamped with over 100 soldiers and over 100 light vehicles. I knew I’d have to deal with them, and in once.

I named this weird happening as a traffic jam. What actually happens is that the computer is making too much money and produces maximum units flooding his base with them. And the rate of attacks he is ordered to follow by the triggers cannot handle such big amounts. So a lot of units stay at the base. Totally blocking it sometimes. Then when you attack a structure, a guarding unit or the harvester. All useless units are used for destroying the threat. Meaning that hundreds of units will suddenly attack you. If you encounter this thing you’re in big trouble. But you can find it out before you get attacked and get ready. Building a good defense and making the opponent run to it can help you win 20 times the units you have. And quite easily if I may say. Here are a few tips to handle this:

A. Try to use an infantry only passage. The computer will split his forces to vehicles and soldiers giving you a much easier time.

B. Build a lot of rocket turrets and place them in a group. Use walls to disturb the enemy units as they come.

C. A line of sonic tanks. This works fantastically, as they make tons of damage. Back them up though.

D. An organized force of combat tanks, behind them missile and siege tanks and use your special units as possible.

E. Find what fits your traffic jam. Some bases only have soldiers, so you will be need siege tanks. Some don’t have heavy vehicles. So your troopers won’t be ran over making them very powerful.

5.15 – Enemy concrete in the middle of my base.

Now you’re in big trouble! Once the enemy has concrete in your base you’ll be suffering a lot. It actually has an up side and that is that the opponent is too much busy with your base, and doesn’t build further on his base.

Here are advises against concrete:

1.Don’t let happen! Sorry for this stupid and annoying suggestion. But concrete is very dangerous and that’s the best way. Good ways to prevent it are trikes on guard, light infantry spread out or simply looking for some in the radar once a minute. None of these is 100% safe of course.

2.Destroy the first pieces of concrete as they come. This is very hard to make, remember there’s a delay in online games. I doubt you can do this. Give up if you see you can’t. The best units for this case are the siege tanks and troopers.

3.Block his concrete. By building on it right away or spreading light infantry on any possible square.

4.Do not try to put your own concrete. It will just make confusion and give him more concrete to build upon.

5.Place defenses. Once you got tired place troopers and trikes on guard against turrets and barracks. Try to disallow him from building larger buildings like starports and repair pads at all. Rocket turrets are a good defense too.

6.If you don’t have enough defenses just have a few troopers and a trike around the area. When he builds a turret bring the troopers and later the trike to kill the light infantry that comes out. When he builds a barracks, park your trike in the entrance to them and block him from building units there while the troopers destroy it.

7.Counter attack! The opponent may be to busy with your base. Send small attacks he will not notice and destroy his refineries and harvesters. By destroying him buildings you can buy time. By destroying his construction yard you’ll be free!!! This is actually the best and easiest idea sometimes. 
6.0 – Undocumented stuff…

6.1 – Sardaukar

It is said the sardaukar has two weapons. This doesn’t seem to be right. Sardaukars have one weapon only. And it is useful more against vehicles.

You can only get sardaukar in mission with the Emperor’s palace and you can produce them in any kind of barracks. I do not know if you need to upgrade it, as you must upgrade for building an engineer.

You may found sardaukars in an infantry crate. But I doubt how useful can these amounts of them are.

6.2 – Thumper Infantry: How does it work?

In order to use a thumper infantry you need to bring it into a sand area, it could be dunes or spice. Then click the deploy sound. The soldier will drop his thumper and will wait there until you’ll tell it to stop.

After a while worms on the level will turn to the thumper and come to it. They will go a little around it and later will just stand below it in the deep sand. Any unit that comes close to the thumper will make the worm go to eat it immediately. After eating the target the worm will come back. I do not have documentation about the effects of two thumpers and what will the worm do.

6.3 – Fremen: Cloaking and not cloaking

There are two types of fremen infantry. The cloaking one and the uncloaking one. The cloaking fremen is the ones you get from the Atreides palace. The uncloaking fremen are seen in one mission of the Atreides and one mission of the Harkonnen. You may get them both through crates in multiplayer. Both are named “Fremen”. These units have the same statistics like weapon, speed and armor. The only difference is that one type is cloaking. The uncloaking type has the same talk as normal infantry and not the special fremen sounds.

6.4 – Using Saboteurs

In order to cloak a saboteur you need to have it fully charged. You can know that by selecting it and looking at the boxes. If the five of them are filled you can press a deploy cursor and the saboteur will cloak. It will slowly spend his cloaking time and once all the boxes are empty and little more time will pass, it will uncloak and will start recharging.

Only cloak the saboteur when it is close enough to his target. And try to defend him on his way.

6.5 – Deviated units

When a unit gets deviated it will stay under control of the deviator for a specified time. Any hit in the unit through out this time will make it shorter. This does not depend by the damage but by the number of hits. Light infantry are nice in this job. Sonic tanks will give you back control in one shot.

6.6 – Captured stuff

Here is what you can do with captured buildings:

Any building:

 - Sell it. The opponent has lost it and you got money.

 - Place concrete around it for a future use in the opponent’s base.

Construction Yard:

 - You will be able to build this side’s palace.

 - In case of an Atreides’s construction yard you’ll be able to build Atreides High-Tech Factory.

Barracks:

 - Pop-up engineers in his base. create one and put it on hold before capturing the barracks. You’ll have an instant engineer.

Light Factory:

 - You may get raiders or normal trikes. Or whatever you don’t have yet.

Heavy Factory:

 - You will be able to build this side’s special weapon with a House of IX.

 - If you’re an Ordos player you may get easy access to missile tanks like that.

Repair Bay:

 - Send all of your units with carryalls into the middle of his base. Even if you’ll sell the repair bay or it will get destroyed. The units will still arrive there. (You’ll have to stop them there though)

Starport:

 - Order units right into his base. You can pre-order them and just change the primary building.

Atreides High-Tech Factory:

 - Get air strikes

Palace:

 - Get the opponent special palace weapon. It’s cheaper than building his palace with his construction yard.

6.7 – When do Carryalls work?

Your carryalls will come to carry a unit when you will have a free carryall not doing anything and a unit doing one of the following: A harvester moving a big way to spice or to a refinery will automatically call a carryall. Any unit being ordered to your repair pad.

You may use the second option for east transportation between bases with several repair pads. One in each base. You’ll need a lot of carryalls.

If a carryall is not available, but becomes available once a unit is moving. The unit will stop and wait for a pickup.

6.8 – Stealth units

A unit with a stealth ability will be in stealth as long as none of the following is true:

 - The unit is near any infantry unit.

 - The unit is near any defensive structure.

 - The unit is in bad shape. (In this case it will try to cloak but will cloak and uncloak constantly)

In normal cases only fremen and saboteurs will have stealth ability. But every ground unit can get it in a crate.

6.9 – What determines my score?

The score is determined by 3 categories. There’s a preset maximum of points in each category that goes up with the mission’s level.

Each category has a different value as the follows:

The units’ category is 1/2 of the total points.

The buildings’ category is 1/3 of the total points.

The spice category is 1/6 of the total points.

In the first mission the units are worth 150, structures worth 100 and spice 50. With every mission passing the units raise in 75 points each time. The buildings’ with 50 points each time and the spice with 25 points each time. In the last mission spice is worth 250 points. Buildings 500 points and units worth 750 points.

In every category you receive points by the percentage of your work in this. Meaning, you split with enemy in the points. If you harvested 8000 worth of spice and harvested 2000 worth of spice. And it was the last mission (Yeah right). Then you will receive 200 points for your spice.

8000+2000=10000

8000/10000*100=80%

80% of 250 is 200 (points).

It goes for units (Who kill more) and structures (Who destroys more).

So basically, the more the opponent do good compared to you, the fewer points you’ll get.

7.0 – Mission Walkthroughs…

7.1 – Atreides Missions

All Atreides missions were played in the “normal” level. (I did play it in “hard” once)
Atreides Mission 1:

North:

Starting units: 3 Trikes and 5 light infantry.

Starting structures: Construction yard

Take out your trikes to explore the entire map, kill all Harkonnen soldiers. Build a wind trap, then a refinery and finally a silo.

A Harkonnen carryall drop is expected. Take your trikes to kill them.

South:

Starting units: 2 Trikes and 5 light infantry.

Starting buildings: Construction yard.

Same as above.

Atreides Mission 2:

North:

Starting units: 5 Trikes and 3 light infantry.

Starting structures: A construction yard.

Build 2 wind traps, 2 refineries, 2 barracks and a light factory.

Start producing forces. I found it impossible to make my credits balance go under 1500 and just went to attack with 50 soldiers and 10 trikes. Take a few trikes first around the map to kill wondering enemy units.

South:

Starting units: 3 Trikes and 4 light infantry.

Starting structures: A construction yard.

Same as above.

Atreides Mission 3:

North:

Starting units: 2 Quads, 2 trikes and 2 light infantry.

Starting structures: A construction yard.

Build your base, start with 2 refineries. Build a barracks. Now build two more refineries and sell them. Watch out for the worm. Have a force of trike and quads as defense, and now it comes to your mood:

If you fill like destroying the Ordos, build force of all the units you got. Take 5 quads, destroy their harvesters, and then attack.

If you’re in a good mood. Leave 3 refineries intact and not two. Just give them harvesters a few seconds to fill them.

You can always sell your construction yard for $1250 once you have almost 4000 credits.

South:

Starting units: 2 quads, 2 trikes, a trooper and a light infantry.

Starting structures: A construction yard.

In this map I believe 2 refineries with 4 harvesters aren’t enough. So I went with 3 refineries and 6 harvesters. This made the mission too short. For defense I used a line of light infantry and troopers. If you want to destroy the Ordos. They’re to the north west.

Atreides Mission 4:

One selection only:

Starting units: 6 combat tanks, a quad, 2 trikes and 3 light infantry.

Starting structures: A construction yard.

This mission can get a little screwed, if in any case you lose the mission due to the fremen dying too fast just restart it. This happens when the fremen accidentally shoot the Harkonnen harvester, making it run over 10 of them and bringing the fremen force down.

Anyway what I did was to get 3 refineries and a barracks fast. Then build a heavy factory before the light one and start pumping out tanks. I was flooded with money. There’s a ridge right to you. Put tanks in the bottom and top of it. You’ll catch a lot of Harkonnen units moving through stupid AI paths. When you’re ready to attack come from the above and the left of their base. In each force implant 5 troopers to destroy the turret. Then get into their base, capture the barracks with an engineer and take all over it. In the end they’ll sell it.

Keep an eye for Harkonnen attacks and run their troopers before they destroy your tanks.

There’s a nice cap of ice in the top.

Atreides Mission 5:

One selection only:

Starting units: A quad, a trike, a trooper, 3 light infantry and an engineer. (Harvester is coming on the start through carryall)

Starting structures: A refinery, a light factory, a barracks and 2 wind traps.

This mission is quite trickier compared to most missions. And to my opinion can only be finished on the second time you play it.

The barracks are at the northwest corner of the map. Guarded by a gun turret and Harkonnen units that will come to guard it. The barracks is a little isolated from the rest of the base with a gun turret, 2 wind traps and a silo. The smuggler base is right above yours. There’s a very think entrance through the ridge.

Here is what you do:

Start building some troopers and take all of you current units. All anti-infantry units should go from the left and the troopers you have should go through the mountain pass that is northeast to your base. Once you kill the Harkonnen and get warned twice by the smugglers they will come to attack you. Kill their forces and bring the engineers. Capture the left wind trap and starport. Order a carryall, siege tank and a missile tank. Deploy the MCV on the area left after the smugglers sold the other wind trap. Build an extra refinery in the original base (And get 4 harvesters working, with carryalls). Take the 3 tanks from the contraband and place them through the entrance to the smuggler base. So they’ll be blocking it. Place the ordered siege tank behind them and take what left from you infantry and place them on the ridges in front of the tanks. The missile tank will wait on the middle of the base, whenever an attack comes, the units will be stuck around the ridges, use the missile tank (Later buy 2-3 more for this job) to take them off when they can’t respond. This will work great on the hostile mercenary force.

Now keep building your base, get a heavy factory, house of IX and repair bay. And keep yourself a steady income.

Train a few engineers and then take them with 5 troopers to the bottom left corner, give them extra escort if you wish. Take out 5 quads and destroy the Harkonnen harvester. Make their forces come to you, but only once you have the following at least: 3 gun turrets in the exposed corner of the base, several troopers, a good tank force, a few missile tanks behind and 2 siege tanks. The enemy will attack with all of his forces. But he should fail. Once he fails, take missile tanks and destroy the gun turrets on the base. In this phase you may take the troopers up the map to destroy the gun turret next to the barracks, then send in an engineer. Take a light infantry squad with them in case of some light infantry popping out. While doing this, I was destroying totally and the Harkonnen base.

Atreides Mission 6:

West:

Starting units: A MCV, 2 combat tanks, a missile tank, a siege tank, a quad, a trike, a trooper and 2 light infantry.

Starting structures: None

Take your MCV 3 squares down and deploy it. Build 2 refineries right on the start, then a barracks, and some soldiers. Get a heavy factory before the light one and upgrade it to produce siege tanks, they will help you against the infantry rushes at the start of the mission.

If you find the rocks you have too small, deploy a MCV on the rock area right next to yours.

Since I had about 4 refineries and 8 harvesters I had 2 of each factory (excluding high-tech factory) and I was constantly building.

There are two fortifications blocking you to the other ½ of the map. Take 1 combat tank and 2 missile tank to destroy each. Or more, if you have a lot of forces. If you have a lot of money, consider deploying a MCV on one of the former fortifications. The smuggler base is at the top to the left. Bring a decent force, recommended with siege tanks and take over it. There is a construction yard, barracks, 2 wind traps (You don’t actually need to take over these) and the Ordos starport. Note that the starport is protected by two Harkonnen combat tanks, although in the Ordos’s color. I wonder if it is a mistake of the mission designer.

The Ordos base is quite huge but you can trick it nicely.

Place a force below it that is facing both left and right. In the middle have missile tanks and siege tanks, in the sides, combat tanks. Shoot their harvesters, or let missile tanks bomb their base, they’ll get upset and come out. Kill them until only a few raiders come once in a while (In order to achieve that you’ll have to destroy their harvesters with a few quads).

Get inside their base and destroy everything, it is quite big and you may want to bring engineers with you to make it easier.

A few defensive tips:

The Ordos attack with vehicles from the east. But the infantry in the start of the game will come from the west. Some vehicle forces are expected in the begging from the west too. So leave their a few tanks.

The smugglers have a tight budget, they will only attack in the start. When they’ll run out of money they will stop attacking.

In the middle of the level all infantry attacks start to disappear, being replaced by heavier forces.

East:

Starting units: 2 combat tanks, a quad, 2 trikes, 2 troopers and 3 light infantry.

Starting structures: A construction yard.

This mission is much tougher.

Although the Ordos base is ½ of the one in other map. The smugglers are more powerful and there are mercenaries.

First get yourself 2 refineries and a upgraded barracks.

There are three ways to your base.

The most below one is a mountain pass on the other rock area, put siege tanks to guard it as fast as possible. Because soldiers will be coming from there all the other forces are coming from the middle entrance, put their about 10 troopers and a few tanks. They will hold a lot of time, due to lack of siege tanks (Although I got attacked by a few).

The mercenaries will be attacking from the top, along with carryall drops of the Ordos. Put troopers and tanks their too.

Get 3 refineries as total, and deploy a MCV on the rocks right below your base.

When the spice above your base runs out the harvesters will go to the left, making the opponent attacking them a lot. This will make a lot of trouble so arrange a defense and a fast attack force against the mercenaries to avoid these attacks. The mercenary base is to the left of you. It is guarded with two rocket turrets from the top and a normal gun turret from the bottom. Get above it, go close with a trike, shoot whatever comes out and run to your force, kill the mercenaries’ tanks and heavy forces. Now use missile tanks to destroy the turrets, and go inside with an engineer taking their construction yard. Build all necessary structures there, I would recommend a barracks, repair bay and a refinery. Take over their light factory as well, they have raiders.

Use your new outpost to attack the Ordos, below your base, there will be one or more Ordos’ harvesters, take ‘em down. Continue down till you hit another spice field, the Ordos’ base is to the left, connected with the smugglers’ one. Destroy the rest of the Ordos harvesters and any unit that will come to defend. Keep building units in your old base.

Take out the west defenses of the Ordos and go quickly before they rebuild them, take over their construction yard and build a repair bay, to help you repair units. Have fun with the Ordos base, and in the meanwhile send the defenses from your first base to wait above the smugglers’ base.

Use missile tanks from both directions to destroy the turrets, and go inside. There are a few armored Ordos units (Harkonnen tanks?) and small smuggler forces. Destroy them all, although all you need in this base is the starport.

Atreides Mission 7:

One selection only:

Starting units: 2 combat tanks, a missile tank, a siege tank, 2 trikes, 7 troopers and 6 light infantry.

Starting structures: A construction yard.

This is a very tough mission at the start, but once you survive the trap it becomes very easy.

Here is exactly what I did till the trap.

I built a wind trap, then 2 refineries, a barracks, another wind trap, an outpost, a rocket turret to the right and top corner of the base, another wind trap and another rocket turret next the first one.

I’ve split my forces like this: On the left I had the two trikes, a combat tank and the two siege tanks, I took the vehicles fast and got free to take out the sardaukar and troopers with the siege tanks.

On the right side I used all my troopers, tanks and missile tank against vehicles, while running over soldiers and using the light infantry to shoot them. I had some troubles on the right side but it survived, including the Harkonnen attack that comes right after.

Now lets go offensive.

First you’ll have to build a better defense, about 4 turrets, and 2 siege tanks behind them.

Then deploy a MCV on the rocks above your base. Build there additional buildings and more refineries.

Once ready, train 15-20 light infantry and 5 troopers, take them to the middle of the map, there’s an infantry only passage to a Harkonnen base, go through it. And destroy the base. You may capture a building on the entrance so you can build there a repair pad and just send off your armor force.

Once done with the base, look to the right, there’s an Harkonnen fortification. Use an air strike and a ground attack to take it down.

Now, the last base is at the top left corner. First build a few quads and trikes and destroy all the Harkonnen harvesters.

Then train again 15-20 light infantry and 5 troopers. With an engineer enter the Harkonnen base from the bottom (Yep, another infantry only passage). Take out their power, most of it is at the top. You can get a repair pad and send your forces in again.

If you do not like this system you can take 2 missile tanks to the top and cruise to the left till finding the Harkonnen wall, destroy the wind traps behind it and place a defense line from the other side, to all of the units that will come around. When the units are done, destroy the wall, cut the power and that’s it.

Atreides Mission 8 –

One selection only:

Starting units: A MCV, a sonic tank, 2 combat tanks, 5 missile tanks, 2 siege tanks, a quad, a trike, a trooper and a light infantry.

Starting structures: None

Move you combat tanks and missile tanks the left till hitting the edge of the rock. Bring the MCV with them. After fighting the Ordos force deploy the MCV not too far from the edge and start constructing your base. Take the rest of the units to explore all the rocks you have and everything around them. Place the siege tanks above the infantry only passage in the bottom. Use some forces to guard below the base, where the ridge ends and there’s an opening.

Keep building your base and get yourself missile turrets fast, place them over the big entrance to your base, not the top one, it won’t be attacked later.

Train a lot of light infantry and use some to accompany the tanks guarding the top entrance and some around the construction yard against the Ordos saboteurs.

Get 3 refineries and some harvesters. 

When you fill like ready, pack up some tanks and a few siege tanks and take them with 2-3 engineers to the left of your base. You’ll find an Ordos outpost. Knock out the power with an air strike if you want. Take out the light vehicles and infantry. Use the engineers for taking over the light factory, refinery (With harvester) and barracks. Destroy the wind traps and place a repair pad instead. Now, take a few raiders and 4 engineers from your new outpost to the northwest corner of the map. Kill the smuggler infantry and take over the silos, and only then over the refinery. Destroy the wind traps, although you don’t have too.

Now to the real opponents.

The Harkonnen are right below you, their base is quite lame and can be taken out nicely. First bring a trike and send it to stand above the Harkonnen base, till you’ll see their heavy factory. Use an air strike to destroy it. Shoot the Harkonnen harvester so you can destroy an forces guarding the base.

Now take a lot of fremen, about 10 or more and bring into the Harkonnen base from the bottom entrance. Destroy all wind traps, the light factory and barracks. When done, send some units from the above to destroy the turrets and send engineers right into the base to take over the construction yard and heavy factory. Build a Harkonnen palace.

Now the Ordos base is at the southwest corner. It is quite big and the Ordos have quite a lot of spare forces in it. You’ll need a powerful force, ready for them. Put a line of tanks, behind it a line of sonic tanks, behind it missile tanks. Now call the forces out by shoot a building, or anything. If you lose, re-gather forces and try to do it again. It took me two tries to succeed, due to a lot of Ordos’s forces. When done with that start using missile tanks to destroy turrets and take the fremen and any other infantry you have through the infantry only passage from the southeast corner of the base. Start destroying it. When the missile tanks are done with the turrets bring in vehicles. Or you can take over a structure, build a repair pad and send them by air. Destroy the entire base.

Atreides Mission 9 –

West:

Starting units: 2 Harvesters (One coming by a carryall), a combat tank, a missile tank, a quad, 2 trikes, 3 troopers and 7 light infantry.

Starting structures: A construction yard, a refinery, a light factory, a barracks, an outpost and 5 wind traps.

This map is much tougher in the start for several reasons. First you start will less forces, two your bases are very distanced (Which can be come useful later) and third: the opponent is more effective in this map, specially due to the annoying death hands.

You will start with two base, lets call them base 1, for the base with the construction yard and refinery and base 2 to the one with the factories.

The first attacks will be carryall drops, the first one will be a drop from the northeast of base 1. Two Harkonnen carryalls will send a few vehicles with quite enough infantry. You should have a rocket turret on the east of base 1 by then. Another important drop is at the bottom, by the Emperor, it really disturbed me cause it attacked a defenseless refinery I placed at the bottom of the rocks of base 1.

When you start get another refinery at base 1 and start upgrading all you got. Once done, build concrete in base 2 toward the top of the rocks and get with it to the northwest entrance. Block it with walls. In the middle entrance place a rocket turret for now. Place another rocket turret at the east of base 1, right next to the north ridges. And one to the west of base 1. Later place a turret next to the construction yard against siege tanks, and add more turrets to the current defenses.

In order to establish a good economy you’ll need enough refineries. To the right of base 2 at the bottom there’s a great entrance for one, another one would fit at the southeast corner of base 1 and have at least 2 more on base 1. Get a heavy factory quite fast and pump out some tanks, just be sure to avoid them getting shot by missile tanks. Once you establish you’ll notice the attacks formation which is very annoying, both Harkonnen attacks seem to get in about the same time, sometimes with Emperor’s attack. One Harkonnen attack, the more powerful one will come from the northeast direction, and a weaker one from the northwest, right onto the middle entrance to base 2. When you get sonic tanks place them in lines in the defense lines, but with a missile tank next to them to prevent annoying siege tanks from outranging your sonic tanks.

The Emperor will be sending lame attacks that will get from the top of base 1 shooting the construction yard, a rocket turret can help or just getting them from there. You’ll never meet in an attack more then one sardaukar in a time, so it’s really easy.

When it’s time to go offensive you need to have air strikes and fremen already. Buy a MCV and bring a decent force to the right of base 1, till the end of the map. Take some quads and blow up the harvesters above them. Then a little more to the top you’ll find Harkonnen fortifications, 2 rocket turrets with walls and some units. You’ll need to take over this fortifications fast so bring 4 missile tanks to shoot down the turrets fast, the computer will try building them, even if you’ll sit on their spot, so try to block all concrete, including all pieces he builds. Bring the MCV fast and deploy it on the square that was empty in the middle of the walls. You’ll have 4 squares above the construction yard to place rocket turrets, so get 4 rocket turrets there. Due to close proximity to the Harkonnen base, the computer will keep sending one unit at a time to attack the rocket turrets, this will prevent him from sending organized attacks. Take a fremen in side and scout the base. You can take a group and blow up their heavy factory or refinery. If you want an air strike can be sent to destroy the heavy factory, starport or repair pad. Now you can send your missile tanks to shoot down the defenses but they’ll get destroyed often by the units coming out. so what I did was to build 15 light infantry and 10 troopers and take them into the Harkonnen base through the stairs at the southwest corner of the base. Destroy all important structures, while shooting down light vehicles and infantry, try to blow up the heavy factory to avoid being ran over. But give the time to rebuild it, you need the factory. While the soldiers blow up the base from the inside the missile tanks will be totally free to destroy all the turrets, once they’re done bring a few vehicles into the base with engineers, take the construction yard, a barracks, repair pad, heavy factory and palace. Once you have the heavy factory send all you free vehicles onto the base. Now you have death hands, and devastators.

Above the ex-Harkonnen base you’ll find the Emperor, his palace is at the top right corner. And his base is weak. Take your units and place them in a defensive line below his base, a little left to the map border. Let a missile tank destroy the rocket turret the east of the base, and then shoot down a wind trap. Get engineers to the area. If you want to invade the base you can do it from the west, there is a totally unprotected bridge. I just went through the main entrance after shooting down his base with air strikes and death hands. What’s important is to take over the palace. Now you got Sardaukar. Start pumping out sardaukars in big amounts, I used forty at the end (Not that much). Bring light vehicles to scout the west of the Emperor’s base until you find the spice field with Harkonnen harvesters, destroy them while sending your heavy forces to the corner, and then down to siege the Harkonnen base. Send a fremen inside to “investigate”. Now bring every forces you have mostly sonic tanks and sit in walls from the bottom of his base. Bring your sardaukar, and once bombing the base with whatever super weapons you have, send them in. They should destroy all easily, if they won’t just throw in some devastators, sonic tanks and whatever high-tech junk you got. The base doesn’t have a construction yard, so earlier in the game you can scout it and destroy the heavy factory (With an air strike) to prevent yourself tons of problems later.

Two more tips: As long that the Harkonnen have death hands, save often. And give this mission a few tries, as getting it on the first try is tough, as you have to know stuff.

East:

Starting units: A harvester (Coming by carryall), 8 combat tanks, a missile tank, 2 siege tanks, 2 quads, 2 trikes, 3 troopers and 6 light infantry.

Starting structures: A construction yard, a refinery, a light factory, a barracks, an outpost, 5 wind traps and 2 gun turrets.

This map is much easier to start at. As your bases are very close to each other and you start with a decent armor force.

Leave all the tanks and troops near the top gate there in the start.

Take some of the fastest units in the lower base to explore and the rest to stand right of the connection of rocks.

The first thing you do is start upgrading all of your structures and get 3 refineries (You start with one though).

Some forces will be dropped below your base, first infantry, then with light vehicles. Be prepared.

There are 4 enemy bases. The closest is a Harkonnen outpost right to your right. They have both heavy and light vehicles plus infantry. Because you’ll be close to their base they’ll send troops all around the wall to come near your base shoot whatever there is in the area and when there isn’t anything go back. If you’ll shoot one of them most of the base’s units will come after you, that is good. Keep them defenseless. But as fast as you can organize a fine line of defense against all incoming forces.

The 2nd base is to your left. It is a small Harkonnen outpost with only light vehicles and infantry. They send powerful attacks compared to the other bases and may cause a threat. Luckily all of their infantry will go through a mountain pass in the west of you rock area. There’s a small sand pool a little to the right of it. Take at least 3 siege tanks and line them up vertically on it. This will take care of any amount of infantry coming from that outpost (And I mean any!). The vehicles will try getting to the siege tanks. So build rocket turrets on the connection, a little below and to the left of it (Just on the ridge). And then a wall to make the way to the siege tanks bigger while a rocket turret is shooting them. If the vehicles come from the bottom. Build a few rocket turrets in the edge of the rock. Use a wall to slow them down when trying to get to the siege tanks.

The 3rd base is the Emperor’s base. It is above your base. It is quite big but pretty vulnerable. The Emperor doesn’t attack a lot in the mission and you’ll only need to replace some of the wall in the top with rocket turrets and put a siege tank behind them.

The last base is the Harkonnen main base. It is left to the Emperor’s one. The bases are connected with a bridge. This base attacks more then the Emperor, but not too often. All kinds of vehicles will be used in attacks. The attacks will come from the left of your base. Some of them could be blocked with turrets on the rock connection and some with the turrets you got in the start. Placing a few rocket turrets left to your construction yard will be a good idea.

Now for attacking. I assume at this point you can stand the computer’s attacks and have all kind of high-tech structures. I was also swamped with over 20,000 credits through that time.

First you’ll attack the base to your right. Bring some forces below it. You may explore it with a fremen. Attack it with missile tanks, sonic tanks, troops or fremen. Whatever you prefer. Bring 2 engineers at least. For the refinery and heavy factory. You now have devastators. Build a line of defense at the top of your new base. The Emperor will be attacking it.

Next the base to your left. Unfortunately this base may get a traffic jam and get stuck with over 100 infantry and 100 light vehicles. If it does or doesn’t what you need to do is the same. Attack their harvester, and run to your base. All the infantry will die after the mountain pass. And vehicles will run into rocket turrets. If there is a traffic jam you might want to reinforce your rocket turrets nicely. Maybe with a line of sonic tanks (Worked fantastic for me).

Now attack the base. If you want to take over it.

At this point I went to eliminate the Harkonnen heavy forces. But not the base. I attacked their harvester and got swamped with over 100 vehicles that almost totaled me. I took care of them by making them run into 5 sonic tanks and behind them 6 rocket turrets. If there wasn’t a traffic jam at that base it’ll be much easier. Now deploy a MCV on the rocks right to the Emperor’s base (Not the ones at the top of the map, the ones at the middle). Use this base to bring the Emperor’s units into an ambush. When done with them take fremen to the top. And find the stairs to the Emperor’s base. Bring about 15 fremen (I had this amount, and if you don’t have it you’ll have to use normal soldiers) with 4 engineers. Get into the base. Take out whatever disturbs you. And take over the: barracks (one of them), construction yard, repair pad and palace.

Now send all of your forces through carryalls to the repair pad and start building a giant amount of sardaukars. Blow up the entire base. When done advance to the bridge connecting the bases. Bring the sardaukar with an engineer. Take over the construction yard right in the entrance and build a barracks. Train another engineer and take over the repair pad. Bring your forces to this base. You can take over their palace if it will actually help you. Start destroying what is left of the Harkonnen.

One of the bigger problems in the mission is where your harvesters harvest spice. Mine got to the spice field behind the Harkonnen base, which I couldn’t even get to without stealth. Of course they got blown up. Well, the ones that weren’t destroyed in the air on carryalls. Keep an eye on harvesters and send them to the places in the back when trouble arises.

7.2 – Harkonnen Missions

All Harkonnen missions were played in the “hard” level.

Harkonnen Mission 1 –

West:

Starting units: 2 trikes and 5 light infantry.

Starting structures: A construction yard.

Take your trikes to explore around the map and attack any Atreides soldier in the area. Build a wind trap (On only one concrete slab of 2x2) and a refinery. Build a silo too so you can get 2500 credits.

An Atreides carryall drop will be made and a few units will come. Use your reinforcements and soldiers to attack them.

East:

Starting units: 2 trikes and 6 light infantry.

Starting structures: A construction yard.

Take your trikes to explore around the map and attack any Atreides soldier in the area. Build a wind trap (On only one concrete slab of 2x2) and a refinery. Build a silo too so you can get 2500 credits.

Two Atreides carryall drop will be made and a few units will come. Use your units to kill them.

Harkonnen Mission 2 –

West:

Starting units: 2 trikes and 4 light infantry.

Starting structures: A construction yard.

Take the trikes to explore around a little. Build 2 refineries and then a barracks. Start training infantry. Later get an outpost, light factory and when done with this build 2 more refineries and sell them to have 4 harvesters. Watch out for the worm. Send 4 trikes to kill all wondering Atreides soldiers on the map. And then pack up a good attack force as the Atreides base is defended quite well compared to a second mission. It is to the west of your base. Destroy it all.

East:

Starting units: 3 trikes and 4 light infantry.

Starting structures: A construction yard.

This map is more annoying because it has 2 worms, which really bugged me. Take your trikes to explore the area around your base and kill units you find. Build 2 refineries, a barracks and a light factory. Then get yourself 2 more harvesters by building refineries and selling them. Build an outpost if you want one. Get a lot of units, at least 10 trikes and some infantry. And go attack the Atreides base, which is at the southeast corner of the map. Destroy it all.

Harkonnen Mission 3 –

North:

Starting units: A quad, a trike, 2 troopers and 2 light infantry.

Starting structures: A construction yard.

Build your base up, With 2 refineries. If you run into a problem of too much infantry attacking you run over them with the harvester. The attacks will come from the bottom, first vehicles, then light infantry and last troopers. So have a line of defense from quads and troopers. Once they destroy the vehicles send some trike to kill the light infantry and back and then send light infantry to kill the troopers and return. Do the same as long as you need. If you do not want to work so much just build a good defense line with all kinds of units. When you’re ready go to the walls above their base shoot a unit that will come to shoot you and run away. The guarding units will follow you till your base, kill them all over there.

Now attack with all you got. Watch out for harvesters that will try running over your troops. Destroy the entire base.

South:

Starting units: 2 quads, 2 trikes, 2 troopers and 3 light infantry.

Starting structures: A construction yard.

In this map I went money mad. I built 2 refineries, a barracks. Then another 2 refineries and sold one. Then built two more barracks and started to have giant amounts of infantry guarding my base. Then I got up to 6 harvesters by building and selling refineries and finally a light factory. I constructed a good amount of quads and split my infantry force to two. Half of it went with the quads and got to the Atreides base from the east, destroying their harvester. Then went with the infantry from the west to crush the base while the eastern forces are destroying the harvesters and then getting into the base too. If you have worms bugging you use 10 troopers to attack it. The worms will die (Deep sleep actually) really fast without annoying you. Watch out, there are two of them.

Harkonnen Mission 4 –

One selection only:

Starting units: 2 combat tanks, a trooper and 4 light infantry.

Starting structures: A construction yard.

This is a very cool mission. Only because of the fremen being a side with weapons in here. It also seems to make a big trouble as players have troubles seeing the fremen sietches. Let’s review it from the start.

You start on a great location. There’s only one good entrance to attack your base and two small mountain passes (One is horizontal so you’ll have to look it a little better, as it is quite rare). Right on the start, take your light infantry and place them above the mountain passes, put them on guard. Start building your base, with 2 refineries to the top of the construction yard. Take the trooper and put it on the infantry only rocks to the left of the construction yard, and the tanks behind him. When the first two Atreides tanks arrive send your tanks to support the trooper. Since the Atreides (And fremen) will only attack with vehicles and a really little amount of troopers you’ll need only anti-vehicle defense. The infantry only rocks give you a great start. Build big amounts of troopers and put them on the lowest infantry only rock and the one to the right. Put tanks through the rest. Later, when you have a reasonable amount of tanks, put troopers behind them too, the opponent would be able to run over them. Have a squad of 5 troopers ready to kill any worms that come in range of your harvesters. Above your base there’s a fremen turret, get 5 troopers and a trike (In case a light infantry will pop out) and destroy it. Now bring a MCV over there, deploy it, and build another 2-3 refineries. By this time I expect you to have about 6-8 harvesters. Now take four combat tanks and continue to the left from the turret. There’s a fremen sietche and some fremen warriors guarding it. Run them over and destroy the sietche. Bring another MCV, deploy it there, and build two refineries and a barracks just in case. In order to support your gigantic income build 2 light factories, 2 heavy factories and 3 barracks. Start pumping out tons of units and keep building silos for the rest.

Build another MCV, and take it to the rock formation above the Atreides base (Which is by the way in the southwest corner, it has a fremen sietche and guarding around it). Deploy it over there, build a repair pad (Another one), barracks and whatever you need. Pump out engineers, about 5. Now go to attack with all your units, use troopers to destroy the turrets and then bring the tanks, take some units to destroy the fremen sietche and turret. When you’ll first enter that area a fremen carryall (?) will arrive and give them 3 missile tanks, just destroy them with troopers before they make any damage.

Destroy the entire Atreides base.

In case you can’t finish this mission cause you don’t find the sietches: Look for a cave on the ridges, near were the fremen were. If you can’t see it, look it through the radar, the fremen color is a bright gray, a little darker then the worm’s color on the radar.

Harkonnen Mission 5 –

One selection only:

Starting units: A combat tank and 5 light infantry.

Starting structures: A construction yard, 2 wind traps, 2 gun turrets and a modified outpost.

This is a really hard mission on the start. Here is what you do:

Send the infantry to stand next to the upper gut turret and the tank to explore the area below them and get to guard them. You’ll be getting 8 troopers, take them to the back of your original base.

When you start seeing the Ordos infantry run over them, try to use ridges where they go around them as running over points, aim mostly for light infantry, if you can kill it all then your light infantry will kill their troopers. Be ready to sell a turret if needed, anyhow sell the lower one once this attack is done, it will just make it annoying later if it stays. You get four tanks right when the Ordos attack with the soldiers, take these tanks to run over the incoming light infantry to your main base, keep the troopers away from them. Take 5 troopers to the modified outpost and get there at least 5 light infantry. Use the rest of the troopers to kill worms. Build 3 refineries close to the sand and then a barracks and a heavy factory. Build mostly tanks to defend your main base, get 3 turrets below the outpost and avoid using troopers against the Ordos raiders. Once you can protect yourself easily expend to all high tech structures. Remember that the modified outpost gives you radar but not other stuff to build. You’ll need a normal one as well.

Get missile tanks, combat tanks and trikes with an engineer to the bottom of the map (Below your bases).  Siege the base. Bring a few quads to the northeast of the Ordos outpost there and locate their harvesters. Destroy them both. Now use the first force to draw the defenses out and kill them. Once done, destroy the turrets and capture the light factory. You now have raiders. Destroy the rest of the outpost and rebuild it with stuff you need. Now if you have enough money like I had. Take 10 combat tanks and 10 missile tanks you were storing in your base to the right until you get to the Ordos base, build a wall of combat tanks and behind them missile tanks. Destroying all of their units coming out. The Ordos will stop attacking normally and will send only one unit at a time. Bring quads to this force and kill all harvesters in the area. Bring a force of units from the south of the base. See all the spice being mined by the Ordos their? You know what to do (Yes, I mean destroy their harvesters) Once the Ordos have no more harvesters. Bring 5 engineers to the bigger force. And start shooting down the turrets. Once done enter the base destroying what you need and capturing the useful stuff like the starport, light factory, heavy factory and construction yard. Build there a repair pad to minimize losses. Destroy the entire base, including the Emperor’s forces.

Harkonnen Mission 6-

West:

Starting units: A MCV, 2 combat tanks, a trike, 3 troopers and 7 light infantry.

Starting structures: None

Take your MCV a bit to the right and deploy it. Explore a little around. The first drop will be done east from your base. So place there your light infantry, tanks and trike. The second attack will be 2 Ordos combat tanks coming from the north. Place your infantry on infantry only rocks and the tanks behind them. The third attack will be light vehicles from the northeast. Put your infantry in front of the tanks. From here on deal with it yourself. When building, build a barracks before the refineries. Get 4 refineries fast. Later add them harvesters. In order to defend you’ll need mostly missile tanks behind turrets. Try getting some through the starport or use the ones you get from reinforcements. Later your harvesters will get constantly attacked so you’ll have to get units out or repair them all the time. Once you’re stabilized. Take 2 trikes and 4 engineers to east of your base. You’ll find a neutral smuggler-mining base. Kill their soldiers and take over the silos and only after that take over the refinery (With a harvester in it).

Now there’s an Ordos outpost above your original base. Bring a nice number of missile tanks, siege tanks and combat tanks. As for engineers you’ll need up to 4. But you can bring less and take over the barracks. Stand in the front of the outpost until only few units come out. Then destroy the turrets, get inside and take over what you need. In this phase the Ordos harvesters will be mining all around the map. Build quad squads (Or whatever you have in stock) and send them around the map to guard spice fields. Soon you’ll destroy all of the computer’s harvesters and it’ll be lost. Bring a heavy force in the front of their base and again. Make the enemy come out till you kill it all. Watch out for his deviators. When he is done with this. Bring 10 troopers and 10 light infantry. Get them into the base through the mountain pass at the southeast corner of the base. Keep going to the northwest direction till you find the starport. Blow it up! Congratulations!

For solving deviators problems use turrets in front of missile tanks. Or a lot of quads. Don’t try to use troopers in this mission. Too many siege tanks and raiders.

East:

Starting units: 2 quads, a trike, 3 troopers and 4 light infantry.

Starting structures: A construction yard.

This map is harder then the first one. The smuggler base on it is harder to capture and the Ordos receive 3 and not 2 deviators per shipment, which bothered me quite a lot.

When you start build a refinery, barracks, refinery, refinery, heavy factory, refinery. Place your refineries to the east for fast access to spice. But do not let your harvesters harvest in the top field. Let them harvest in the southern ones, this is to avoid the computer blowing up your harvesters.

When you start take all of your units southwest from your base, find the big formation of infantry only rocks and surround it with your units. An Ordos drop will be made right into your fire. Once done with that go to the east of your base and destroy the incoming trikes. From now on, as defense, have a lot of troopers until you can start getting tanks. Later only leave troopers on the west entrance, as it doesn’t have heavy units. Watch out for the siege tank coming from the west. There’ll be one.

Once stabilized. Take a lot of quads to destroy the Ordos harvesters on the fields above your base. Then place there a defense force.

Take 5 engineers to the smugglers base above your base. Kill the units there with trikes and take over the silos first, and only then over the refinery. Holding this base is hard. So just sell the buildings there. But make sure you’ll have room for all of the spice. Now go to the northwest corner. There’s an Ordos base. Bring a few engineers. Blow up the turrets and kill incoming units. Then get inside and take over it. Now bring a really big force split up to two. From each entrance of the main Ordos base. Attack from both sides at once. In the west destroy the construction yard (or take over it). In the east, go up and find the starport. Blow it up.

You may destroy the Ordos harvesters before entering, to bring out Ordos’ forces.

Against deviators in this mission try to use quads, troopers, missile tanks or make them shoot turrets.

Harkonnen Mission 7 –

One selection only:

Starting units: A quad, a trike and an engineer. (Don’t worry, you get reinforced)

Starting structures: None

This mission can be quite hard in the start in it took me a few tries to figure out the best way of starting out.

First take all of your units and line them up. Bring a trike to the Atreides camp and back, units will follow and get killed. Do this and kill all the Atreides forces. You should be able not to lose any unit. Take over the construction yard, destroy the wind trap (There’s now free concrete for your wind trap).

Now start constructing your base. Build a barracks before building refineries. Place troopers across the infantry only rocks to the west of your base. This is your line of defense for some time. Watch out for sonic tanks as they come. Take a tank, shoot them, go around and near them and make them not hurt your forces while the tank is killing them. There’s an infantry only passage to the east of your construction yard. Guard it with a trike and your siege tank. Later get 3 siege tanks to guard it.

Once you have 3 refineries build a heavy factory and start building tanks. Then build an outpost. Make sure your construction yard is upgraded and start building rocket turrets, in the southwest corner. Build a pack of 6, and for now 2-3 will do as well, just support them. Build a rocket turret to the west and a little more to the north. It is to block forces getting into your base.

Start putting a lot of combat and missile tanks to the west of your base. And when ready attack the outpost to your left. Take over the refinery, heavy factory and maybe the barracks.

Build in the middle of this base 2-3 rocket turrets, as sonic tanks will be landing there and blowing up your heavy factory. Get a House of IX if you haven’t done so already and start pumping out missile tanks, sonic tanks and devastators. Use your starport to arrange additional forces. Take two missile tanks to the southwest corner of the map. Then to the right and when finding the ridge go up till you can shoot the rocket turret in the fortification. You must see it, as it shot a carryall of you in the start. Now, there’s a small “sand pool” above your base with 4 worms trapped inside. Bring a decent number of devastators, sonic tanks, missile tanks and an engineer to the rocks in the west of the pool. Put one unit in the sand and attract the worms to a trap. You may use troopers to kill them instead. Now bring your forces over the sand to the other side. Knock out the rocket turret, capture a wind trap and build there concrete. Now deploy a nice repair bay and start pouring in with everything you got. Knock out the Atreides base step by step, destroy the Emperor’s camp as well and mostly have fun! Destroying the Atreides High-Tech factory will give you some free time from the sardaukar and air strikes.

A few notes: I had 5 refineries and a huge force of tanks. In the end I had over 25 devastators. You got a Atreides construction yard, so you have an Atreides High-Tech factory that lets you to have air strikes. Use them, they’re a great fun.

Harkonnen Mission 8 –

One selection only:

Starting units: A MCV, 4 combat tanks, a siege tank, a trike, 2 troopers and a light infantry.

Starting structures: None

Move two squares with the MCV in northwest direction. Deploy it and start building your base in this order: refinery, barracks, refinery, refinery, heavy factory, refinery, outpost. Once you get to this, which will take quite a while, start building up rocket turrets to both sides. Leave light infantry above your construction yard all the time or the Ordos saboteurs will get to it. In the start use as defense the following:

In the west, where the mercenaries will attack from, put troopers on the infantry only rocks. Next to them place the siege tank, and put 2-3 heavy tanks. As much as you can spare. On the top entrance. Place yourself in the edge of the rocks and put a lot of troopers spread out. In the middle put a few tanks and get them out to destroy siege tanks when those come. If you’ll have any problems with the attacks in the start they will occur in the top entrance. Note that the Atreides and Ordos attacks come in the same time.

Once your harvesters need to go to the spice that is west to your base build two more refineries in this side. Don’t forget to get them carryalls now. As a total of defenses have 6 turrets above your base and 4 to the west.

When the mercenaries will start attacking your harvesters really hard take 6-8 combat tanks, 2-3 missile tanks, a siege tank and an engineer. And go to attack them back but don’t do it yet. For now sit under their base, kill their forces and wait till the Ordos and Atreides will attack. Only once an attack is clear (They’ll probably attack your force), go to the base. It should have any force now, so just send the engineers onto the heavy factory (Look for it with a trike first). As you get the mercenaries on your side you start in a race against time. You must build 3-4 rocket turrets in their base before the next attack. Do it and you can hold the mercenaries later in your side. Once the mercenaries start making stupid moves and attack the enemy harvesters, join them. Destroy all of the harvesters. There will be a big fight till the Ordos will start having money problems. When the mercenaries attack the Ordos base, join them again. Take over what you need. Once you have the palace the Atreides will go neutral. In this phase just blow up stuff in the Ordos base, the mercenaries can take care of everything by themselves.

Note: It is really fun to attack the Atreides and turn them back to hostile. I really enjoyed killing all in the first time I played this mission.

Harkonnen Mission 9 –

North:

Starting units: A MCV, 2 combat tanks, a missile tank, 2 siege tanks, a trike, a trooper and 4 light infantry.

Starting structures: None

This is in my opinion the hardest mission in the game. In the first time I played it I didn’t notice it maybe but the computer sends almost impossible attack forces. I had to fight in multiple attacks in the same time including 15 troopers, 15 light infantry, 6-8 siege tanks and hundreds of light units. I found it to be very tough, and it took me quite a lot of tries to block it. I have no idea if it was something random or affected by the patch as I never saw it in the first time. Now…

Deploy the MCV to the east, allowing you to build 3 refineries below it. First attack comes from the southeast corner. I found it impossible to get out with barely any damage and found that letting a siege tank to be destroyed is the best. Next is an engineer running onto your base from the northwest corner, find it or lose it. Next is a small force coming from the southwest corner. Line up your forces with the trooper in their head, so the enemy will shot it. Next are a missile tank and several infantries coming from west. And the last drop will be made when you’ll get reinforcements, it will be troopers and a siege tank.

Now the computer will go onto his regular attacks, which are very difficult at start. They should all come from the northwest entrance to your base. Specially watch out for the sonic tanks, send a tank against them to divert their fire and stay close to avoid some damage.

Here is my building order:

Refinery, refinery, heavy factory, repair pad, barracks, outpost, rocket turrets, and starport.

Note the late barracks. This is because I found troopers to be too much of a waste and went on getting only tanks and repairing them.

The most important units in the start will be the missile tanks. Put them behind your normal tanks and they will be very useful. When you get rocket turrets put them between the infantry only rocks and the ridges. Build up to 8, if not more. Some will be quite useless unless the opponent punches through the first ones. I had attacks that got through 8 rocket turrets. When you get a starport, start investing in carryalls and missile tanks.

Block with walls the southwest corner for your base. So the enemy will not come around and make trouble.

When your secured spice field is finished (Although you can regenerate it with the spice bloom) you’ll have to harvest to the left. Watch out for units attacking your harvesters. Build a refinery in the southwest corner of your base, beyond the wall. Put about 6 rocket turrets next to it. (There is room!)

Now start getting quads and blow up the enemy harvesters, they’re attacking you with everything anyway, so you might as well start blocking their cash. Your attacks will die a lot but same with their harvesters, making their attacks less frequent.

To the west of your base there’s a paradise, a weak Atreides base with everything you need. Take a nice amount of engineers, devastators, and missile tanks to south of it, destroy all harvesters you see and start attacking the base. If you have troubles destruct a few devastators on the first lowest rocket turrets, giving you the access to the barracks. Destroy it, now everything is easy, as they will barely send anything to block you. Take over the heavy factory, construction yard, repair pad and everything else you need. Build up some defense around this camp and get it reinforced by the repair pad. Get all Atreides special weapons (Ornithopters and Fremen).

Above your new base there’s a fairly small Atreides outpost. Use a death hand and an air strike to blow up most of it. Destroy the rest with fremen or missile tanks. Take over a structure there. Sell it, then build there defenses and a repair pad. To the east of this outpost you’ll find a lot of harvesters, so park there missile tanks and devastators. Take a fremen to reveal the Emperor’s base in the northwest corner. Find the 4 wind traps that are together. Now use a death hand and an air strike on them. Once done bring sonic tanks, and from below the base blow up the rest of the wind traps. Now just bring an attack force, and take over the Emperor’s palace.

You now have Sardaukar.

Get 10+ fremen to the main Atreides base through out the mountain pass in the west of it. Explore it then destroy it. The fremen will do a lot of the work. What they can’t handle the new sardaukar of you will. Run over the base destroying it all, unless you want to take over some stuff. The last base is right above your original base. It is a imperial base with a light factory and barracks. Get 10+ fremen to stand below it and a line of devastators and missile tanks behind them to stand in the entrance. Once the forces in the base are gone. Enter with the fremen from the mountain pass, destroy all power and let the devastators party. If you still did not finish the mission look out for enemy harvesters, I didn’t have this problem but I noticed harvesters of the Atreides actually mining behind my base in the southeast corner (?).

As the mission progresses, the computer’s attacks will get less powerful. Only the start is difficult.

South:

Starting units: A devastator, 2 missile tanks, 2 siege tanks, 10 troopers and 3 light infantry.

Starting structures: A refinery, a heavy factory, a barracks, a repair pad and 3 wind traps.

This map is way easier than the first one.

If you don’t get it by yourself, you start with enough stuff to build a MCV and start this mission like normal. You’ll have to upgrade the heavy factory first. The first drop will come from the east. Put your troopers on the infantry only rocks to east, near them put the devastator and behind it put the missile tanks with the siege tanks next to them. Once you destroy this a trike and a combat tank will come from the southeast direction. Now in about the same time a few vehicles will come from the east. Next in the southeast corner of your rocks formation a drop will be made with some troopers.

Now back to building your base up…

Deploy the MCV to the east, so you can build refineries close to the spice. Build 2 refineries in a good location and watch out that your harvesters won’t try to harvest at the field below your base.

Get some troopers and tanks to guard the bottom of your base until you can place rocket turrets there. Have 4 refineries (Including the first one) before going to produce turrets.

Place all over the edge of the rocks in the bottom turrets. I had about 10, and had to sell them from time to time because they were about to be destroyed. Also put about 4 turrets to the east, and some in the back of your base to destroy air strikes.

When you’re finally stabilized, get up to 6 refineries with 2 harvesters each and a carryall for each harvester (BTW I finished the mission with 200,000 credits). Get all of the high-tech stuff.

Now build 3-4 trikes and 7 engineers. Right after the Atreides attack, take them to the southwest corner of the map. Once there, advance to the east until reaching the southeast corner. Now you probably found the smugglers’ refining base. Kill their units, and capture their silos and refinery (With a harvester). Make sure you capture the silos before the refinery. Build a few turrets to the top of this new base, you may add refineries in it.

Now go and destroy all of the harvesters to the east or south of your base.

Advance enough east till you’ll be above the imperial base. Go to the south, and shoot with rockets at the imperial construction yard. If they will try to build it, do it again. Take an Armageddon of tanks form all kinds to the southeast direction from your base, you’ll find a fairly small imperial outpost. Capture a building on it and build there some turrets. Below you there’s the main Atreides base. First bring missile and siege tanks and use it to destroy everything you can from the top, except the construction yard.

When the Atreides will have nothing more to do, destroy the turrets and capture what you need on the base. Have fun destroying it.

Once done with the Atreides, advance on the bridge in the northeast corner of the Atreides base. You now should be in the imperial base, free to do what you want. Just blow up the wind traps and then the rocket turrets before other structures. Don’t forget to take over the Emperor’s palace and start producing millions of sardaukar.

Now when you finished with the Emperor go to the smugglers’ base you now own. Build there a repair pad and send there a lot of light units while placing your heavy forces in the front of the last Atreides base (In the northeast corner). Enter with the trikes and quads from the bottom of the base, and destroy all power sources. Now attack with your normal forces and make sure no Atreides scum remains alive.

If you missed something try looking from harvesters at the bottom of the map or turrets on the walls of the imperial base.

7.3 – Ordos Missions

All Ordos missions were played in normal skill level (I did play it in hard once).

Ordos Mission 1 –

West:

Starting units: 2 raiders and 4 light infantry.

Starting structures: A construction yard.

Take your raiders around the map and kill all Harkonnen infantry. Build in the meanwhile a wind trap, a refinery and a silo. Two Harkonnen drops will be made in the northeast area of the map. Kill them with your forces.

East:

Starting units: 2 raiders and 4 light infantry.

Starting structures: A construction yard.

Take your raiders around the map and kill all Harkonnen infantry. Build in the meanwhile a wind trap, a refinery and a silo. Two Harkonnen drops will be made in the northwest area of the map. Kill them with your forces.

Ordos Mission 2 –

West:

Starting units: 2 raiders and 4 light infantry.

Starting structures: A construction yard.

Take the raiders to explore around.

Build 2 refineries, light factory, barracks, another 2 refineries (And sell these two) and in the end another light factory and outpost.

From the moment you can start building forces. Place them in a wall in the south of your base and kill all incoming Harkonnen units. When you have about 15 raiders attack the Harkonnen base, try to kill infantry first.

East:

Starting units: 2 raiders and 4 light infantry.

Starting structures: A construction yard and a wind trap.

Explore with the raiders and build 2 refineries, then a light factory, then two more refineries and sell them, and last another light factory and an outpost.

When you have about 15 raiders go to attack the base in the southeast corner. Since the Harkonnen use a lot of infantry in this mission I found it very useful to attack and defend with a harvester, so I built an extra refinery and sold it. The harvester did much more damage the trikes I would buy in that price.

Watch out for the worm! Try to kill it with light infantry or lure it away from your harvesters with raiders.

Ordos Mission 3 –

West:

Starting units: 2 quads, a raider, 2 troopers and 3 light infantry/

Starting structures: A construction yard.

Note: Through out this entire mission you’ll be getting reinforcements. It’ll be only 3 raiders every time but that’s enough.

Build up your base, with two refineries to the left. Built extra 2 refineries and sell them for extra harvesters. You’ll need a line of defense in both sides. Use mostly soldiers in defense while organizing a heavy assault force from vehicles. If the worm troubles you take 5 troopers and kill it (Temporarily). When you’re ready to attack take out 5 quads and destroy their harvesters. Kill all the units that will come out with quads and raiders and once done enter the base destroying their barracks and light factory first. (Or you can block the entrance…)

East:

Starting units: A quad, a raider, a trooper and 2 light infantry.

Starting structures: A construction yard.

Build a refinery and then a barracks. Upgrade the barracks and start building troopers and light infantry to protect your base.

Build another 3 refineries and sell 2 of them. Build all of them to the east and mine the spice field that the worm and the Harkonnen can’t reach.

Get 2-3 light-factories and build a lot of quads and trikes. Go to the south below your base and then continue moving to the west till you at the top of a ridge scouting to the enemy base. Place a line of defense and wait till the first unit guarding the base will come around and get killed. Now wait till most of the guarding units are dead. Now attack, destroying or blocking the light factory and barracks first.

Ordos Mission 4 –

One selection only:

Starting units: 2 combat tanks, 3 raiders. and 4 light infantry

Starting structures: A construction yard.

Build up your base with 2-3 refineries (Get two harvesters for each one later).

And start building your force with mostly tanks. Also build about 3 squads of 5 troopers and for now use them for defense and worm hunting.

When the “large” attack force is coming run over it.

Get your tanks to destroy the fortification above your base. Bring all of your tank forces (And raiders and quads) to there and join them 10 troopers and several engineers.

Advance to the right until getting to the edge and then to the top until getting to the smugglers’ base. Destroy the turrets with troopers, run inside with the engineers and force and blow a piece if the wall. Enter the outpost with an engineer.

If you want you can kill all smugglers and Harkonnen. There’s another fortification to the west.

Ordos Mission 5 –

One selection  only:

Starting units: 3 combat tanks, 2 raiders, 3 engineers, 4 troopers and 3 light infantry.

Starting structures: None

Attack the Atreides outpost to the northwest of you. Destroy the turret with the troopers and use the rest against the defending forces. Capture all the structures and deploy your MCV in the southeast corner.

Build 3 refineries, and order 3 harvesters through the starport.

You may build a barracks between the refineries, or not order the harvesters at once.

Build up some defense. Have about 5 combat tanks, 2 missile tanks and 2 siege tanks. Use the tanks to defense against vehicles attacking your harvesters and use the siege tanks to kill infantry. Although you should still try to run over them on their way.

Now build another refinery and if you want to get to 15000 credits you may need up to 5 silos. (Or to cheat with the starport)

To rush up the process you can sell all your stuff near the end. I sold up my base in 11,000 and it got me too 15,000. Don’t sell the silos and refineries though! You’ll lose money!

Ordos Mission 6 –

West

Starting units: A raider and 4 troopers.

Starting structures: A construction yard, a starport, an outpost, a barracks, 2 wind traps and 2 gun turrets.

First, get yourself refineries and harvesters. Build 2 refineries for the start and order 2 harvesters through the starport.

Then concentrate on tanks and defense. Troopers can be useful protecting the starport, but not the base.

As you can see the starport is placed pretty bad and you can’t put any turret around him. Protect the starport with anything that comes in your hand. The best options are quads, combat tanks, siege tanks and missile tanks. You may put troopers on the infantry only rocks for a cheap and good defense.

Missile tanks and combat tanks is the key to surviving. Build them and use them as defense.

Also build carryalls for your harvesters to rush up spice mining.

The first two attacks will come to the starport. After that they come in the same time. Attacks coming to the base will go through your harvesters sometimes, so the units guarding the base should wait at the spice field.

Look out for Harkonnen carryalls whenever there’s a warning.

When the timer will show 1:15 the last reinforcements will arrive. Place all your units around the starport and blow up anything that comes.

Once you survived that, the shipments will start to arrive. Spend your money on combat tanks and engineers. When ready attack one of the sides by first destroying/deviating their harvester and then destroy their base. Use the giant amount of deviators wisely.

Once done with one side, take what you need to build missile tanks and continue to the other side.

Atreides are at the northwest corner.

Harkonnen are in the south, close to the middle but a little more to the west.

East:
Starting units: 2 quads, a trooper and 5 light infantry.

Starting structures: A construction yard, a starport, an outpost, 2 wind traps and 2 gun turrets.

Build 3 refineries on the east of your base. But before that, block the entrance to your base in the southwest by completing the wall over there. This will narrow the computer’s attacks into one direction making the mission a piece of cake.

Order a combat tank on the start and later harvesters and carryalls as you need and can buy.

Build troopers to defend your base along with the quads and tank. Later advance your defense to missile tanks, combat tanks and a few siege tanks.

The attacks will only come from the east because of the wall, sometimes from the south (Harkonnen) and sometimes from the north (Atreides or Harkonnen carryall drops). They will not attack the starport though, at least until the biggest attack.

When the timer will get to 1:15 heavy enemy reinforcements will arrive. They will attack the starport. They will come from the north mostly.

Once done with those, you’ll be getting shipments once in some time. Take the shipments and move them to attack both the Atreides and Harkonnen. Destroy/deviate their harvesters, then blow them bases up with missile tanks and siege tanks. Try shooting over ridges first, only then go inside.

Use your giant amount of deviators to trick your enemies, they really pay off.

Ordos Mission 7 –

One selection only:

Starting units: 2 siege tanks, 2 quads, 5 troopers and a light infantry.

Starting structures: A construction yard.

Mercenaries’ starting units: A combat tank, 2 trikes and 3 troopers. (Coming by carryall)

Mercenaries’ starting structures: A starport and 2 wind traps.

Build 2 refineries and then a heavy factory. Start building tanks.

Then continue and invest some money in troopers, use them to kill the worm that will be hanging around a lot.

Run over incoming infantry, there is quite a lot of it. This will keep the mercenaries loyal.

The mercenaries will attack the south Atreides base until a specific time, if you’re lucky they’ll destroy it all. Anyway once the south base is weak, send a few missile tanks, combat tanks and an engineer. Take over the barracks and turn this into your second base. Now assign two combat tanks to assistant jobs. Whenever the mercenaries attack the east base, send these tanks to run over Atreides infantry. This will really help the mercenary troopers to get alive into the Atreides base and destroy turrets in the front of it.

Just in case, place a few rocket turrets around the mercenary starport. I saw some air strikes bringing it to red so this could actually saver you the mercenaries.

The mercenaries can actually beat the Emperor and the Atreides but you should help them.

Start by bringing an attack force from your secondary base to the southeast base of the Atreides. Get a raider inside fast and place it in the entrance of their barracks. This base is now cut out of any forces, just blow it and take your time.

When done with that continue to the north until hitting the Atreides base. Demolish their harvesters and attack at the same time with the mercenaries if needed. You should win easily. Take over their heavy factory, construction yard and the Emperor’s palace while doing that. Just for fun or to rush the destruction of their base.

Ordos Mission 8 –

One selection only:

Starting units: A combat tank, 2 siege tanks, 2 quads, a raider, a trooper and 6 light infantry.

Starting structures: A construction yard and a wind trap.

Mercenaries’ starting units: A combat tank, a siege tank, 2 trikes and 6 troopers.

Mercenaries’ starting structures: A starport, a heavy factory, a light factory, 5 wind traps and a rocket turret.

Build 2 refineries right on the start. Place your siege tanks behind the walls, the raider and the infantry in the entrance, and when you see the enemy infantry coming: run them with the combat tank.

Do it in both times.

Next block the entrance from the bottom to your base. Do not open it until a very late part of the game. When your harvesters will start making a big turn for spice you should already have carryalls.

Help the mercenaries! And try to kill their easy kills. This will help keeping them on your side. You will probably get a warning from them. If they do desert, try to take over their starport as fast as possible and they will be useless.

When you stabilized yourself start building a big force and send it with a MCV to the giant open piece of rock in the middle of the map. (Well, a little more to the south)

Now build a pack of quads and destroy harvesters. When done with this (or while at it) blow up the Emperor’s base. Use your deviators. What I did was to take over devastators that attacked my new base and send them to suicide on imperial turrets. Worked great! They will sometimes have to do it in several deviating periods. So if you do that, make sure they won’t be in a deviators range when returning to the Harkonnen or the computer will auto-destruct them.

Once done with the imperial base, attack the Harkonnen base from the top. Take over structures along the way and find out the palace. This will save you some worries.

Once done with Harkonnen you should have devastators. Also notice I didn’t use any saboteurs till now. So I want you to have at least 6 saboteurs to the last attack. Go to the Atreides base. Stand outside with devastators and simply destroy anything that can bother you with death hands and saboteurs. Attack with the 

mercenaries to avoid losses.

Ordos Mission 9 –

West: 

Starting units: 6 combat tanks, a siege tank, 2 raiders, 2 troopers and 5 light infantry.
Starting structures: A construction yard.

Mercenaries’ starting units: A carryall, 2 harvesters, 2 combat tanks, a missile tank, a trike and 5 troopers. (Some of it coming by carryalls)

Mercenaries’ starting structures: A starport, a heavy factory, a barracks, a refinery, an outpost, 7 wind traps, 4 silos, 2 rocket turrets and a gun turret.

Build 3 refineries to the southeast corner of your rocks, then a barracks and a heavy factory. Start producing tanks. Build up your base while defending against the enemy attacks. The Harkonnen will attack from the west, be ready for them with deviators and missile tanks. The Emperor will attack from the southwest direction. Unlike all other missions he’ll attack with giant amounts of sardaukar and other infantry. Try running over them when they’re moving near ridges. Siege tanks are also a good way, but only if they are at least 4. The Atreides will be coming from the south. Attacking a lot of your harvesters. You’ll have to destroy them with tanks mostly, but the mercenaries can handle this defense line quite good most of the time. When you can spare some units, advance to the west destroying Harkonnen harvesters. When you’ll reach the Harkonnen base destroy the turret to the north (Almost at the top of the map), then blow some wall, and get inside the Harkonnen base. Capture the palace and you’ll be death hand free. Now bring a few troopers to destroy the turrets and go inside the Harkonnen base with anything you got destroy everything but the heavy factory and anything else you just ought to have. Get there a repair pad, repair your forces and continue with devastators to the south from there. Destroy the imperial defenses, and have a lot of siege tanks over there to kill all of the infantry. In the moment you can blow up the barracks and the Emperor will be paralyzed. Capture the Emperor’s Palace. Build sardaukar, missile tanks and devastators (You won’t be needing deviators anymore as the computer will barely have any vehicles left). Bring them all to destroy the Atreides base. The sardaukar can handle most of it, just watch out for sonic tanks. To make the attack more successful attack when the mercenaries come. It will make the attack much easier and less expensive. Look out for remaining enemy units, in case you fail the mercenaries won’t.

East:

This walkthrough was not completed by the time of the release, sorry.
8.0 – Multiplayer Tactics

8.1 – General tactics

Trike rushing:

This is the simplest tactic in the game.

Build a wind trap, then a refinery and then a light factory. All without concrete. (Repair the wind trap)

Use the money you got to create trikes and send them right as they are complete to the enemy to attack his construction yard.

With a lack of readiness in the opponent’s camp you’ll be able to destroy his construction yard and basically win.

While doing this tactic you should expend your base.

This tactic only works with 0 starting units and a small map.


Quad rushing:

An improved tactic from the above. Quad rushing is the same just with using quads. You’ll build one trike before you’ll be able to build quads. Explore with it. Then start attacking immediately. Or pack a small force and attack with it. Target for the harvesters specifically.

You can block this tactic easily with some troopers.

If this tactic fails keep rushing the opponent with more varied forces.

This tactic works best in a small map with a small amount of starting units.

Quad strikes:

This is a simple fantastic tactic that seems to work in any phase of the game.

Build about 6 quads or more. But not too many so they won’t be noted too much. Pack the up and send them against specific targets. Mostly harvesters and buildings not on concrete. I like to destroy the opponent base like that when he’s not ready. I attack his refineries that are in 50% and crush them all. Then he’s toast. If the quads remain alive I also destroy some factories.

This tactic is useless against people who use a lot of concrete or fortify their base with rocket turrets.

Engineer rush:

Build a wind trap and before you build a refinery build a barracks. Upgrade them and start popping out engineers. Send them from different angle to the opponent base. Start making a back up tactic in case of failure.

This tactic only works on a small map with 0 starting units.

But with enough diversion can work when you have several units.

Tank rushing:

Work as normal but build a heavy factory quite on the start. Start producing a lot of tanks. In case of extra cash produce some other units. Use the tanks for small strikes against specific targets or heavy strikes against the opponent’s forces. The first idea is best with the Ordos tanks, and second one is more suitable for the Atreides.

Troopers & Tanks:

A very effective form of attacking is using both troopers and tanks in your attack force. The tanks should be at the front. Your opponent will need a good laid out force with both siege tanks and normal tanks in order to block you. Light infantry is very useful against this tactic though.

Colonization:

This tactic works best on large maps with 2 players. Once you have a MCV for the next rock area. Keep doing this till you have a base on each rock area with a barracks, a heavy factory, two refineries and some other structures you need. This will put the opponent in a big disadvantage compared to you. Using this tactic you won’t need carryalls for harvesters. But you may need them for transporting.

Transporting:

If you have more than one base you can place repair pads in both of them and send units to repair in order to transport them through air. You may use it with only on base for a fast retreat. You may also use this trick with a captured enemy repair pad by sending tons of tanks into the heart of his base.

You’ll need a lot of extra carryalls to make this tactic work.

Harassment:

A nice idea for advancing your attacks. Split up your forces into several small ones and attack. This tactic is best when your goal is to destroy structures and not overthrown the opponents force. It is also useful if you force is really big and will have troubles in moving and attacking.

Try blowing up the opponent’s outpost making him suffer a lot.

Constant small attacking from several directions is an another version of this tactic that you can use to divert the opponent from your real actions.

Physiological tricks:

In every phase of a two player’s game someone is winning and someone is losing. Although each player may think wrong about this. The player that thinks he is winning will make more mistakes and will care less about enemy movement. The player that thinks he is losing will play defensive and look for last resorts.

Basically, an opponent thinking that he is winning is better to you. And in order to achieve that you may use several tactics to make him think he is winning.

Don’t spread out your forces on a giant area. And don’t pack them on the smallest area. It makes them look more frightening.

Send some small and bad moves to make the opponent think that he is in control.

If you want to make the opponent think he is losing spread your forces on a giant area. Send forces to hold spots on the map. Blow up his harvesters. Deploy new outposts on rocks. 

Approaching battle:

You have a giant force standing in front of an enemy force. Both of you know it is the end. Whoever comes out alive takes it all. What can you do to raise your chance of winning?

Here are some ideas:

Do not attack! Let him attack. While units are moving they’re easier targets plus some will get stuck in the back. Formations will get screwed and more. This is even more important if you’re in a thin pass between ridges.

Line your units in a good formation. Infantry should be behind tanks. Sonic tank in the second or first row. Deviators in the 4th or 5th (So they won’t shoot moving units) and devastator on the front.

Siege tanks in the back but with enough range to take out infantry. Missile tanks should be in the front but put out some defense in front of them. You may use them in the total front so while your opponent is moving his forces and putting them in the right formation you’ll shoot him.

Quads and trikes should be in the side. They should try to come from the back of the opponent when he attacks. If you’re in lower tech levels place them in your formations like normal units.

Use and air strike or a death hand to cause last minute damage to the opponent. Works beautifully against troopers.

8.2 – Atreides tactics

Air strikes & ground forces:

While air strikes can work fine by themselves they work best with a ground support. Here are some of the nicer ideas.

When two forces are one next to each other launch an air strike on the enemy. Even if he detects it he’ll have trouble escaping.

Just send it against any kind of forces. This is great against infantry and can solve all of your trooper problems sometimes.

Send it against some packed structures and then send your strike force whatever it will be you’ll be able to destroy quite a lot of structures with a good plan. Do it fast after the strike.

Fremen strikes:

Once you have fremen pack up at least 10 of them and go out for attacking the enemy harvesters or the enemy’s base. Send the fremen into his base and then at once uncloak and attack. The fremen will die but most likely destroy their target.

Sonic support:

If you place sonic tanks in your attack force do not move it a lot, as you’ll lose your formation and the sonic tanks will damage you.

You may format them behind a line of tanks so their easy spot will be blocked and they’ll deal maximum damage. With enough sonic tanks waiting in your force you’ll destroy the opponent before he does too much damage.


8.3 – Harkonnen tactics

Demolition rush:

Filled with money and time?

Just destroy your opponent in the simplest most idiotic way. Drive devastator at his base and blow them up. A devastator can take out structure easily and with a little diversion you can take the important stuff on this base.

Death hand annoyance:

When a game seems stuck use your death hands to annoy the opponent. Instead of going for the important targets aim for a lot of simple structures. Annoying him that you’re the only one making any damage. You can use the same trick against his sitting forces, especially soldiers. This will also make him weaker for future attacks.

Super rushing:

Start the game on a small map. With 10 units. And crates on. Take your starting units and destroy the opponent’s forces one by one. Then destroy his base. Anyone going into this kind of a game is stupid. This is truly not a tactic but a big laming tournament.

8.4 – Ordos tactics

Raider rush:

Like the trike rush. When starting on a small map with 0 units get to a raider as fast as possible. You’ll probably meet the opponent’s trike. But you will win it cause you have a raider. This tactic works great. And it is much more useful then the normal trike rushes.

Deviating tactics:

Here are some of the more useful stuff you can do with deviators:

Take them to the enemy spice field, deviate his harvesters and send them to your defenses. You may unload their spice before destroying them.

You may place deviators behind your assault force but try to use them against targets that are done moving. The deviators will be much more effective.

You can also send them to deviate some units in an enemy for waiting to attack. It’ll create some nice damage in his camp.

Best of all, you can locate an enemy MCV can take it to your control. Then deploy it and get a new construction yard.

Saboteur strikes:

In order to strike efficiently with saboteurs you should try some of this ideas:

Escort them with some tanks. Until the moment they cloak. Get packs of them and send some of them in the same time to different targets. The opponent will have much more trouble blocking them.

Try to blow the opponent’s construction yard and then his options for creating a MCV. You may also want to use them for destroying the opponent’s so annoying palace.

9.0 – Stuff that no one cares about…

9.1 – Tourist attractions

Here is some cool stuff to see in the single player maps of the games.

Atreides mission 1 – South:

You may see a lot of debris from an old Harkonnen outpost.

Quite a lot compared to a first mission.

Atreides mission 4:

There’s a nice ice cap at the top. Nothing more.

Harkonnen mission 3 – South:

You won’t find anything too special but a few nice rocks and something that made me interesting. It’s a statue on a piece of rock that could be found on the northeast corner.

Harkonnen mission 4:

There’s a really giant piece of rock near the lonely fremen turret. Why can’t they use these things in multiplayer maps?

Ordos mission 1 – West:

There’s a giant crater that could be found in Ordos mission 3 as well.

Ordos mission 1 – East:

A lot of parts from a wrecked base including a crashed frigate.

Ordos mission 3 – East:

There is a cool layer of ice in the top of the screen. You cannot go over it. There is also a nice giant crater left from you base.

Ordos mission 6 – East:

There’s a dead Shai-Hulud at the northwest corner. Not the normal bloody one, another dead worm, bigger and more rare one.

More attractions will be added later. Please submit some attractions at strulovi@netvision.net.il.

9.2 – Murphy’s laws of combat

Here are Murphy’s laws of combat: (They may sound stupid but you know they’re right!)

If the enemy is in range, so are you.

     
Incoming fire has the right of way.

     
Don't look conspicuous, it draws fire.

There is always a way.

The easy way is always mined.

Try to look unimportant, they may be low on ammo.

     
The enemy invariably attacks on two occasions:

       

a. When you're ready for them.

          b. When you're not ready for them.

   
Teamwork is essential, it gives them someone else to shoot at.

The enemy diversion you have been ignoring will be the main attack.

If your attack is going well, you have walked into an ambush.

Never draw fire, it irritates everyone around you.

Anything you do can get you shot, including nothing.

Make it tough enough for the enemy to get in and you won't be able to get out.

Never share a foxhole with anyone braver than yourself.

If you're short of everything but the enemy, you're in a combat zone.

When you have secured an area, don't forget to tell the enemy.

Never forget that your weapon is made by the lowest bidder.

Friendly fire isn't.

If the sergeant can see you, so can the enemy.

Remember, a retreating enemy is probably just falling back and regrouping.

If at first you don't succeed call in an air-strike.

Exceptions prove the rule, and destroy the battle plan.

The enemy never watches until you make a mistake.

One enemy soldier is never enough, but two is entirely too many.

The more a weapon costs, the farther you will have to send it away to be repaired.

Field experience is something you don't get until just after you need it.

  
No matter which way you have to march, its always uphill.

The one item you need is always in short supply.

Airstrikes always overshoot the target, artillery always falls short.

When you have sufficient supplies & ammo, the enemy takes 2 weeks to attack. When you are low on supplies & ammo the enemy decides to attack that night.

Suppressive fires - won't.

If it's stupid but it works, it isn't stupid.

When in doubt empty the magazine.

No plan survives the first contact, intact.

If you are forward of your position, the artillery will fall short.

The important things are always simple.

The simple things are always hard.

Beer Math -> 2 beers time 37 men equals 49 cases.

Body count math -> 3 guerrillas plus 1 probable plus 2 pigs equals 37 enemies killed in action.

Tracers work both ways.

The only thing more accurate than incoming enemy fire is incoming friendly fire.

If you take more than your share of objectives, you will have more than your fair share to take.

When both sides are convinced they are about to lose, they're both right.

9.3 – Shiroko’s laws of Dune™ 2000
- 
Here are some idiotic but true rules for Dune 2000: (Murphy style)

- Trikes are just signs for a bigger attack force.

- When the opponent isn’t attacking it doesn’t mean he has no units.

- If someone sieges you, he isn’t in a hurry to finish up the game, probably.

- When someone is offering a draw, he believes he is losing. Or just being very friendly.

- Trooper vs. Quad = Trooper wins. Trooper vs. Trike = Trike wins. Trike vs. Quad = Quad wins.

- When devastators attack you, you get annoyed from there powerful firepower. When you attack with them you get annoyed from their speed.

- When sonic tanks attack you, you get annoyed from their powerful weapon that makes mass damage. When you attack with sonic tanks you get annoyed from their speed and lack of ability to shoot close targets.

- When deviators attack you, you get very frustrated from losing units in one shot. When you attack with deviators you get annoyed from their speed, armor and bad accuracy.

- Building special units is for annoying your enemy, not helping your force. (At least by these 3 last laws)

- When someone sends a unit to your base he has a goal he is trying to achieve. He believes he can achieve it, or he is just plain stupid.

- Counting on death hands as last resorts is a bad option.

- Counting on selling all your structures and attacking with the infantry is even worse.

9.4 Building a palace and not using its weapon is a great way to lose money for 3-5 quads. (Depends on skill level)

9.5 – Crates

Here is all of the stuff you can receive in multiplayer games crates:

A. Money. Up to $2000. Very common. Almost always useful.

B. A vehicle. It can be any type of vehicle. Does not depending on your side.

C. 5 soldiers. Can be any types of soldiers. Even saboteurs, fremen and sardaukar.

D. Map reveal. Reveals the entire battleground.

E. Map reshroud. Darkens the entire map. Very annoying.

F. Explosion. Hurts or destroys the unit pick the crates. There are a few types of them.

G. Stealth ability. All near units will gain stealth ability. Another stealth crate will not disable the ability, unlike Command & Conquer: Sole Survivor.

9.6 – What house should I select in multiplay?

Of course I’m not going to tell you what house, but try to fit the right house to your playing type. (The order is from the lightest to heaviest)

House Ordos: House Ordos is the weakest hose in frontal confrontations. The power of house Ordos comes form it’s special units that are very powerful, but only if used right. Ordos players should try to finish the game as fast as possible. They shouldn’t try to siege down or build heavy defenses. This is because the advantages of the Ordos surface right on the start of a game (Fast tanks, raiders) and the disadvantages surface later when the opponent will have to confront with big armies (No missile tanks in normal amounts, less armored tanks).

Players who should play the Ordos are players that prefer rushing and “fast” tactics. Keep in mind that the Ordos are better against Harkonnen than Atreides. And that if you would like saboteurs and deviators you should get to them quite fast, before the opponent is ready with their right weapons.

House Atreides: House Atreides is the average between the Harkonnen and Ordos, Not only in their tanks, but also in their special weapons.

The Atreides combat tank is the average of Harkonnen and Ordos’ tanks, which leaves your tanks useful through out the game. The air strike is somewhat equaled to the death hand (Just worse) and the fremen are somewhat equal to the saboteurs.

The sonic tanks are a great unit. They can outrange turrets and cause mass damage in giant battles. They make the Atreides very useful in seizing because of their weapon.

Players that should play the Atreides are play that prefer longer games and like the good selection of different weapons. Mostly players that have time and want to siege the enemy with sonic tanks while hurting him from the back with fremen and air strikes. 

House Harkonnen: House Harkonnen is somewhat similar to house Atreides. The differences are the combat tanks and the preferred tactic for each one in longer games. Their combat tanks are the most powerful. So in a fair fight of combat tanks, they will emerge victorious (Unless their tanks are making stupid movements and by that slowing the entire force). It is better for Harkonnen players to get into tanks during their games. Later in the game the Harkonnen weapons are best to punch out through someone’s defenses. While the difference from the Atreides may be small the Harkonnen devastator is built right for seizing and it is much better for attacking or exploding. The death hand is a great way for the Harkonnen the make the battle easier for them by destroying key buildings before the fight. The death hand is more efficient against a big army than the air strike since the death hand cannot be destroy and can destroy tanks.

Players who play the Harkonnen should be players that like to build giant armies and then attack. They will enjoy much more powerful armies in that phase and when flooded with money can just destruct devastator on the enemy.

9.7 – 3rd party editors.

DuneEdit 98: Sands of time – A unit editor for Dune™ 2000. Made by Child’s Play Software.

(http://www.dune-2000.com)

Dune campaign generator – An editor that will let you create multiplayer maps and single player campaigns. By James Cooper.

Not out yet.

MIA MoneyMaker – A small program that will help you a little in Dune by giving you money.

(http://www.mia-france.com)
10.0 – In the future…

10.1 – Coming from Westwood

10.1.1  – Map editor?

After flooding us with ideas that we might have a map editor. It is now known we’re stuck as we are. There is barley any chance for a map editor. And if there is any it’s mostly for a 3rd party map editor.

10.1.2  – Patches?

A 1.03 version patch is out. It adds you music in multiplayer. Fixes some cheating bugs and net play speed. And offers the draw option.

Also the fremen got a new sound to their weapons, much nicer than the old one.

No more patches are expected for now.

10.1.3  – Tiberian Sun

Westwood’s next RTS game that make a revolution in the market. Expect it in the start of 1999.

10.2 – Contributing the FAQ

If you have anything to add to this FAQ please submit it to me and I will add it:

Shiroko – strulovi@netvision.net.il
10.3 – Revision History

0.99 – Beta release. I have just finished the FAQ and uploaded it to the net. A lot of stuff is missing for now. (11/21/98)

1.0 – First official release. Atreides walkthroughs added (Except for one map). Images added. A few sections were updated. As well as added.

1.1 – Added some sections and updated some. A little more colors and pictures. Finished Atreides walkthrough and made half of the Harkonnen walkthroughs. Everything that is new is now marked with a red asterisk. 

1.2 – Added a few more sections. Finished Harkonnen walkthroughs and almost all of the Ordos walkthroughs. The “Stories from the Dune Universe” section was removed. 

Shiroko (strulovi@netvision.net.il)

http://kok.universal-gaming.com/ - Knights of Kaos
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Here is a good example of a trooper force. It’s needs some kind of escort though.





Here is how your base should look. This base fits a lot of the rushing tactics.





Placing a line of combat tanks and behind them a line of sonic tanks is a good trick to prevent the opponent from using the sonic tank’s weak spot. It will cost you in repairing the tanks, but can save your force quite a lot. Watch out for units stand right next to the middle tank. Save each tank type as a group to avoid friendly fire.





Guess what will happen if I’ll double click my Devastator!





This is just a nice way to show you how powerful is the auto-destruct.





Here is the optimal concrete usage of most buildings. Of course sometimes it’s easier to have extra concrete.





Here are the directions you can outrange gun turrets and rocket turrets. Of course that every spot that can be used with a siege tank can be used with a missile tank.





This is what can happen when you have a lot of carryalls.
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Here is the optimal concrete use for each structure.


Of course in a lot of cases it’s much easier to build extra concrete. But knowing this can help you save concrete when building several structures.


The House of IX and High-Tech Factory are just like the heavy factory.


You’ll have to figure out turrets out by yourself.
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