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1.1
Welcome to OC Mod (Balanced)
OC Mod was created by Davout of davoutgraphical.com. This site no longer operates. I can now make the mod files available from my Skydrive. OC Mod must be installed after adding the Baddog Mod from the Back to War CD. After installing OC Mod, you can still start each version of Cossacks from its own separate icon; Cossacks Version 1.35+Baddog and Cossacks OC Mod.
Cossacks Back to War (BTW) V 1.35 was a good game. However, the military gaming traditionalist will feel that it encouraged undisciplined swarming of units. Mercenaries rapidly become too numerous, artillery was too cheap and the use of proper formations was not adequately rewarded by the game engine. The economy was distorted by trading tricks exploiting market operations. OC Mod was born of a wish to correct such issues. The new creation is a truer depiction of the warfare of the era.
1.2
Structured Tactics & Classical Strategy 
OC Mod is very playable and challenging. It is tactically rich and strategically complex. Early and late tactics are now much more weighted towards proper formation play although single units can still perform useful roles. Wild swarming of loose hordes is usually ineffective although the “turban” nations can still use such tactics if conditions suit. In the later phases, with high unit numbers achieved and the structured use of armies becoming an imperative, OC Mod lends itself to classical positional and strategic play.
Because of this strategic depth OC Mod requires maturity and patience especially in its complex phases. Players can expect games which proceed to the late 18th C to last quite long. A two hour game is possible in these circumstances. Even longer games can occur rarely and these might require a game-save and an adjournment to another night to finish the game. At the other end of the scale, early tactics can still win games in 10 or 15 minutes. It depends on how well the opponents are matched and how well they are playing on the day.
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“OC Mod does not just settle for minor changes.” – Davout.
1.3
Key Differences from Cossacks BTW
· TRADING - The Market is more expensive to build. Market trading has been overhauled to nullify reverse trading and to offer poorer prices for all trades.

· MERCENARIES - The impact of mercenaries is much reduced. Mercenaries are stronger but much more expensive to buy and slower to produce.

· FORMATIONS - Formations give much greater bonuses in attack and defence. This encourages use of formations because units out of formation are very weak. 

· CHURCHES – The church is much more expensive (10,000 gold units for 18th C capable nations) and is built mainly to enable progress to the 18th C.

· PROGRESS TO 18th C – It is much more expensive to progress to the 18th C. This ensures the need for more extensive fighting in 17th C mode first.

· PRODUCTION RATES – 17th C Pike are now slowed to produce at much the same rate as 17th C musketeers. The 18th C musketeers are produced at a greater rate. 18thC pike become a rarity on the battlefield. Grenadiers are tougher. Horse units now produce slower and the harness upgrade has a reduced effect as well.

· PRODUCTION SITES – A key change is that the 17th C barracks now produce 18th C muskets in the 18th Century. The 18th C barracks are now for the production of grenadiers and sharpshooters (skirmishers).

· ARTILLERY - Artillery has a slower fire rate with slightly greater range and delivers slightly more damage. It is more expensive and slower to produce. 

· SHOTPOWER - Base shot power has changed with all units now having between 25and 50 base shot power. Reload rates are slowed down.
 
· HOUSES - Houses are more expensive but each one will house more population. Housing now takes up less space on the map.
· WALLS AND TOWERS - There are strict limits on wooden walls, stone walls and towers. This ensures that battles in the open field will decide many games.

· STABLES- Stable production is more even across the nations although a nation like Poland still excels in cavalry. Elite horse units have additional bonuses.
· NEW NATION- A totally new nation has been added. This is Scotland with many new troop types. The AI makes full use of the new troops available to Scotland.
1.4
Starting Conditions
OC Mod was designed with specific starting conditions in mind. Using these starting conditions will bring the designed features of OC Mod into optimal play. The preferred starting conditions are;

· LAND GAME – OC Mod is designed mainly as a land game and it is perhaps best not to use sea units or sea maps. Troop transports (ferries) and perhaps single cannon yachts may be allowed by agreement.


· 2 X MAP – The double-size map allows proper development. It creates good chances for both 17th C outcomes and longer 18th C games depending on the skills of the players.


· OPEN TERRAIN – The recommended terrain is open plains. Other terrain types can be too blocked and with too many choke points presenting excessive difficulties in maneuvering large formations and armies.


· 1,000 INITIAL RESOURCES – 1,000 of each resource is the recommended starting option with lean mines. High resources work against accurate formation play and the careful build up and use of forces.


· NO PEASANT CAPTURE – Definitely set peasant capture to OFF. Town Centre Capture may be allowed or not as you wish. It is best to allow other buildings and mines to be captured.

· NO BALLOON – Do not permit the hot air balloon even in the 18th C. This means that the “fog of war” continues to be a challenge throughout the game.


· PEACE TIME – All peace time settings are playable in OC Mod but zero PT is best. If you play long peace times then you need to be prepared for a long grinding war. 


The above suggestions will open up the widest possibilities for your games in OC Mod. These will range from games that are decided early by sneak raids and pike clashes up to games which are decided by large 18th C armies of up to 5,000 per player.
2.1
The Basics
With the value of trading greatly reduced in OC Mod, there is much more emphasis on gathering each resource directly. Once the starting economy is up and running, it and the military are grown in tandem. Upgrading mines to the full limit in the long run is very important as a good economy is needed to support a strong military. Fighting to maintain the twin strands of economic and military growth in the face of enemy opposition is what creates the great challenge of Real Time Strategy (RTS) games like OC Mod. In such games a key dilemma becomes apparent almost from the outset. What proportion of the potential for growth should be channeled into the economy and what proportion should be channeled into the military?
Too much emphasis on the economy will produce a good economy but one which is soon captured and destroyed by superior enemy force. Too much early emphasis on the military can lead to a stalled economy and then little further military growth. The best solution is to attempt to seize the early initiative. The way to do this is by good scouting and early aggressive action at enemy weak points. If you sit back you can leave the enemy with too many options and too much free territory. Early attacks have to be well directed and well managed. Unplanned and undisciplined attacks will fail against good defence.
2.2
Military Ideas
It is important to be aware of some essential military concepts when playing OC Mod.  These ideas are discussed in more detail in Part 2 of this guide. They include;
· advantages and disadvantages of attack;
· advantages and disadvantages of defence;
· forcing, offering, accepting & declining engagements;
· benefits and dangers of maneuvers;
· quantity versus quality;
· reconnaissance and intelligence;
· feints & diversions.
· external and internal lines;
· concentration of force & schwerpunkt (centre of gravity). 
2.3
Getting Started
I am guessing that you like Cossacks BTW but are getting frustrated because wild swarming is the main tactic of immature players on the Internet. In this case, OC Mod is the game for you! OC Mod is very different and formation play is a must. Don’t be too proud to go back to basics to learn it. It will be well worth it as it is a very good game.
Many RTS game guides just give you build lists and then throw in a few tactical hints. This guide does much more than this. Sure, it introduces build lists and other fundamentals but it also seeks to explain some of the deeper principles of tactical and strategic play. Grasping the finer points will help you become a better player.
2.4
General Advice
Finally, before we plunge into the nitty-gritty, it is always worth bearing in mind some basic rules when playing.

1. PLAY WITH A PLAN – If you play without a plan your game will go nowhere. A clear plan gives you clear courses of action.


2. BASE THE PLAN ON FACTS – Take what you know at the start of the game plus what you learn in the early minutes from scouting. Use it to create a plan.


3. BE FLEXIBLE & ADAPTIVE – Be ready to amend your plan as you learn new things and face new challenges.


4. BE URGENT AND PATIENT – There are times to operate with urgency and times to operate with patience. Learn to identify them and follow the right path. 

5. BE ACTIVE – Build, expand and protect your base. Watch your opponent, respond to him and counter him. Scout, harass and attack at weak points.


6. BE AGGRESSIVE – Early attacking play, which gains the initiative and uncovers opportunities, is always hard to counter.


7. BE NOT OVER-AGGRESSIVE – Wild, undisciplined attacks will fail in OC Mod. Losing more troops than your opponent in wild attacks will leave your army short of critical numbers for later decisive battles.

3.1
The Elements 
An RTS game like OC Mod is about men, material, space and time. The men and material (resources and buildings) are obvious from the outset. It is clear that growing the economy and growing the military are based on growing your economic manpower (peasants), the materials base (resources and buildings) and then the army. What might not be so obvious at first glance is the importance of time and space. The game is very much a contest in time and space. It is a race to develop quickly and to occupy space swiftly and effectively.

In OC Mod, using the large “two times” maps, there is enough room to trade space for time by retreating if under pressure. Whilst you do not want to lose space by retreating, the loss of an over-extended force would be a much greater blow. Napoleon reputedly said, “Lost ground can be regained but lost time never.” Whilst that is true, the ideal is to gain space without losing time, to gain key positions like strategic hills and plateaus and to gain access to new resources as quickly and as safely as possible. It is better to be the first to reach a strategic location and be the one holding it rather than the one having to assault it. This holds true provided you reach the position in good order and are able to hold it with sufficient force. The position must be reinforceable and you must keep your lines of communication open to allow reinforcements to arrive safely. The position must also be strategic. It could be a controlling salient, a hill or plateau (the closer to the enemy base the better), a key resource point or a key defensive point. It is no good holding the highest hill on the map if it is nowhere near anything of strategic interest.

3.2
Space and Time
Before we can even talk of men and material, we should fully define space and time. The ground or terrain is the space or arena in which materials exist, men act and movement unfolds. Movement can only occur across space in the course of time. However, it might be best to present this guide in the order that a person plays the game. This means talking about men, resources and buildings first before exploring space and time properly. Therefore we will take the space and time issue for granted for a little while and commence with a basic Build List.

3.3
The Early Build Order
On the recommended game settings you will start the game with 18 peasants and 1,000 units of each resource. Because the OC Mod economy and building costs are different from Cossack BTW and Baddog Mod, the optimum build order is different. In particular, the market is more expensive to build and the trading of resources is quite unfavorable, at least early on. This means that a “non-market, non-trading” can work well. However, I still favor an early market and one critical little early trade.
All-Purpose Power Build - All Positions

· This build works for every nation except Ukraine which needs a slightly different starting approach.


· This build works for all starting positions near and far. It is the best build for close positions and sacrifices practically nothing for distant starting positions.


· This build order gets a very early gold mine, market and barracks and it slightly delays the 2nd town centre as a result. It gets very early pikes and yet does not sacrifice early peasant numbers. It achieves all this because it gets an early food upgrade by selling all starting coal (1,000) in the market. Then the first Town Centre can make peasants early and the first barracks can make pikes as soon as it is built.


· No part of development suffers except the build-up of coal. This does not matter as the build initially aims at cold steel power not muskets. Coal is the least important resource in the very early game phase. Along with the late coal mines which follow, this build might leave a player 3,000 or 4,000 coal units behind other builds. This turns out to be almost totally unimportant and only very slightly delays, by a few minutes at a later stage, upgrades that need coal and any switch to musket units. These delays are not important.
See over page for build / …

All-Purpose Power Build
1. Select all 18 peasants and wait just a few seconds to allow the viewable range to expand out. The production gains from getting the best possible sites for the Mill and Town Centre will more than compensate for a few lost seconds.


2. Place the Mill as near as possible to the peasants but make sure its full field area will be available without rocks, trees or mine sites in the way. You must learn to judge this by eye.


3. Place the Town Centre immediately southwest of the best combined stone-wood site available. Ideally, one resource will then be at about the 10 o’clock bearing and the other resource at the 2 o’clock bearing.


4. As the Town Centre is being built put its gather point on the wood.


5. Even while the mill and Town Centre are being built look for the nearest gold mine and queue that build with the shift key.


6.  As soon the Town Centre is built make 5 peasants out of it (or 4 if Russia). 


7. Select the lazy peasant button to select the remaining 13 idle peasants around the Town Centre and order them to build a shed at a good point to assist the Town Centre as a collection point. But don’t put the shed where it will impede a good site for the second town centre.


8. As the shed finishes, task 5 peasants to collect wood and use the command Ctrl+1 to hot key them to ‘1’. Task the other 8 peasants to collect stone (and use command Ctrl+2 to hot key them to ‘2’). 


9. Select the mill and hit the “sow” command to fully sow the fields.


10. Select the “1” hotkey to get the bunch of 5 peasants selected. As soon as their menu shows they have enough resources to build the market, build a market and then a blacksmith. Use the shift key to queue buildings. Place these buildings in logical places and not southwest of any good wood or stone fields. That is where later town centres and gathering shed will go.


11. Watch your mill field closely and as soon as it ripens hit the ‘2’ hotkey. This will select the 8 peasants. Send these 8 peasants to the field and micro arrange some of them individually to gather food at points close to the mill. Make sure they are all actually gathering as some just oscillate sometimes.


12. As soon as the market finishes sell 1,000 coal for food. The market might finish before the mill fields ripen.


13. As soon as you have enough food start the food upgrade in the mill. Once this is started you can start infinite production of peasants from the town centre to the wood gather point. Move the current 5 peasants on wood onto stone.


14.  As soon as the blacksmith finishes queue these 5 builder peasants to make a Barracks and then an iron mine. As soon as the blacksmith is finished run the farm tools upgrade in it. As soon the barracks is finished queue pikes out of the barracks on endless loop. (Ctrl + click on pike icon in Barracks menu.)


15. As soon as you have enough wood and stone to make a 2nd Town Centre select 10 of these peasants and place the 2nd Town centre in a logical spot southwest of wood/stone. Set its gather point on stone and start it on endless peasant production.


16. The ten peasants who made the 2nd Town Centre should be queued then to make a second gold mine. This will only take 5 peasants so send the other 5 to food.


17. Then progressively taking peasants from wood / stone area build your 3rd gold mine and 2nd iron mine. Order may vary depending on which one you find first.


18. Do not build any coal mines yet.


19. Build your second barracks as soon as you can and start infinite production.


20. After the second barracks, you must go all out to get your Academy. Select 10 peasants on wood and stone and hotkey them to ‘1’ (a new group ‘1’). Select them again when you have enough resources to make the academy. Queue the academy build near the exit of a barracks. These peasants must also build a new shed and gather wood after the academy is built.


21. While these 10 peasants start building the academy grab the rest of the guys on wood and stone (about 8 more peasants) and put them on the academy to speed the build and then queue them to build a 2nd mill. Put them on a food field but make sure the crop is ripe. 


22. Do first two academy upgrades as fast as possible in this order; (b) 1st food upgrade (c) 2nd food upgrade.


23. Take more peasants from the wood/stone gathering area and now build your two coal mines.


24. Upgrade gold mines to 10 miners each. New miners will be taken from the wood /stone gather area.

25. Then upgrade iron mines and then coal mines to 10 miners each. But how soon you start to upgrade coal mines depends on other issues like whether you need a lot of early pike upgrades if pike battles start early. Pike upgrades cost food and gold. And early mine upgrades cost gold and use peasants in mines who could have been in food fields.
At about point 24 above you will have to start making decisions based on experience and what your scouts find. For example, it can be better to get the wood chopping upgrade and even the stone gather upgrade before upgrading the mines to 10 miners each IF the enemy is a long way away (another corner). However, if your scouting finds he is really close then you have to rush your pike upgrades and pike rush him. Probably the best way to really rush pike upgrades is to only upgrade the gold mines to 10 and to even delay making the coal mines for longer. Also, set the gather points of the two Town Centers into the food fields. You will need a lot of food and gold fast for the pike upgrades and hopefully even an armor upgrade. 


These early build orders do not go into what happens next. There are various choices related to getting further Town Centre, Stables and so on. It would take too long to list all these possibilities. You have to learn further steps by gaining experience in the game.

See over / …

Old School Build Order Standard 18th C Capable Nation – 0 Peace Time – Std Resources 
(I don’t favor this build anymore.)

1. Select all 18 peasants and use the shift key to queue 8 peasants to make a mill and 10 peasants to make a town hall. The 8 – 10 split will happen naturally if you queue the mill and then the town hall with shift held down. Place the mill right next to the peasants and place the Town Hall south-west of the best and closest stone-wood conglomerate site you can spot. While they are building, hot-key the 10 peasant group on key “1” and the 8 peasant group on key “2”.


2. Once the Mill and Town hall are built put the 10 peasants on wood gathering and get the 8 peasants to build a shed above (about north-west to north-east of) the large resource your town hall is on. Then put the 8 peasants on gathering stone.


3. Now collect wood and stone until you have about 2500 of each (a little more than necessary for a second town hall) but don’t build the second town hall yet. 


4. Put all 18 peasants into the wheat field as it will be ready to harvest. Collect food until you have enough to get the mill upgrade costing from 500 food to 1000 food depending on the nation. Do the mill upgrade as soon as it is available.


5. Take 5 peasants from the field and queue them to build the 2nd town hall and then a gold mine. Once the mill upgrade is done and you have 2 Town Halls you can produce peasants from both town halls. Use infinite queuing with Ctrl-Shift. Way-pointing the town halls (one to stone and one to wood) makes sure you get resources quicker and avoid having idle peasants.


6. Take 5 more from the field and queue to build a blacksmith and then an iron mine. Take 5 from wood / stone and queue to build a 17th C barrack and then a gold mine. Start the 17th C barracks producing troops immediately. 


7. Your stone and wood should soon be adequate to make the academy. Take the guys who are on stone and wood (about 10 of them by now) and build the academy. Once this has been built send these 10 into the field to replenish the peasants that were depleted from the field by your earlier builds and transferred into mines.

8. Take 5 peasants from the stone and wood and build your 3rd gold mine and 5 more to build a second iron mine. The order of mine building may differ here if the third gold mine is hard to find.


9. Build your second barracks before upgrading any gold or iron mines.


10. Do the first food-gathering upgrade in the academy and wait for food to go up to 6000 or so and then do the wood gathering upgrade (axe symbol) and the first stone gathering upgrade in the academy.


11. Build the 2 coal mines. Next, upgrade your gold mines to Level II (10 miners) and watch out for when you can do the first stone upgrade as this is needed about now or even earlier if possible.


12. You should now be able make either the 3rd town hall, or a stable. After you have built the 3rd town hall and the first stable then carry on upgrading iron and then coal mines to 10 miners each.


By about Step 10, you will be starting to run your pike upgrades in a 0 peace time game. How and when to run military upgrades and how to balance them against economy and mine upgrades is a complex issue. It depends on the strategy and tactics of both you and your opponent but also on terrain, fortunes of war and the general state of the struggle. Only repeated real game experience can give you a real feel for these issues.

4.1
Space and Time
We will begin our consideration of space by talking about the general layout of the terrain in a Cossacks game. This must commence with a discussion of starting positions. It should also be illuminated by an initial listing of the key phases of a full length game. Each of these phases has its own character, part of which is the way the space (more precisely the terrain as type of ground and extent of ground) affects the action.

4.2
The Six Phases of Play in OC Mod

Under the recommended starting conditions including zero peace time, OC Mod has six important phases of play. These are;

1. Economic Opening

2. Early Infantry Tactics

3. 17th C Combined Arms

4. Consolidation and Transition

5. Early 18th C

6. Mature 18th C

Moderate peace times of 20 or 30 minutes cause the military aspects of phase 2 and part of phase 3 to be skipped. You tend to cross peace lines with 17th C Combined Arms formations or upgraded heavy cavalry making a reconnaissance in force whilst the base at home is already consolidated (safely walled in) but not yet in transition to the 18th C. I don’t advocate peace time games except maybe for training purposes.
4.3
Economic Opening - Definition

The economic opening is that phase during which military contact is not possible due to the physical separation of the bases and the time it takes the first military units to be created and traverse the separation. This economic opening period is variable due to player decisions about build paths and the quasi-random nature of Cossacks maps in terms of base starting positions and resource locations. This opening period would be definable theoretically for any specific map with full oversight of the map, a defined nation and a defined opening build sequence. In practice, there are numerous unknowns generated by a host of factors, many of which are hidden by the fog of war. In the build list given earlier, the economic opening corresponds essentially to the points up to point six or seven.

4.4
Starting Positions

The exact starting position of the opponent is unknown at the start of the game. It is a key piece of intelligence which first must be guessed and then verified at the earliest possible moment by scouting in a zero peace time game. There are several possible general starting locations but which general location it is and the exact starting position within that general location is usually not known. There are two typical starting position patterns for 1v1 and 2v2 play which can give the player some clue as to where his opponent(s) can be found despite the fog of war. The clue comes from the player’s own starting position.
Described below are the two typical starting position patterns on land maps. They are the “Box” and the “Diamond”. 


FIG. 1 –Box Starting Positions
The Box starting position has four standard starting locations marked A, B, C and D in Figure 1. Starting in a corner gives you the hint that your opponent will most likely be at one of the other corners. Therefore you would scout on that assumption. However, it is possible that starting locations can be displaced somewhat due to terrain features. Scouting tactics for this phase will be covered in the section on early infantry tactics.

The other typical starting configuration is the “Diamond”. See Figure 2. The Diamond is perhaps less common than the Box.

FIG. 2 – “Diamond” Starting Position
With each of these possible starting configurations, the starting locations may be very near the corners or edges or they may be somewhat inset. We can refer to these four possible starting configurations for 1v1 or 2v2 games as;

1. Outset Box

2. Inset Box

3. Outset Diamond

4. Inset Diamond

These patterns plus the outsets, insets and displacements induced by terrain features can cause considerable differences in the separations of starting positions. The farthest possible distances are A to C and B to D on the Outset Box. The closest possible distances are A to B, B to C, C to D and D to A on the Inset Diamond. These close inset diamond distances are uncomfortably close even on the double size map setting and may affect your choice of early build path. Outset box positions allow the build path to progress to two initial Town Halls quite comfortably if you wish. Inset Diamond positions may well mean there is a need to get a barracks and some military units before a second Town Hall.

5.1
Early Infantry Phase
The first fighting unit to become available is the foot soldier. Depending on the nation and on the choices of the player, this unit will be a pikeman, spearman, halberdier, swordsman, archer or 17th C musket. Usually, the first choice is for cold steel (pikemen, spearmen, halberdiers or swordsmen) rather than a ranged weapon (archer or musket). The reason for this is that Cossacks is a game where cold steel is dominant early whereas shot power (muskets) becomes dominant later. This gradual transition from cold steel power to musket power is a very important characteristic and challenge of the game.

We will introduce some simple terms at this point. Units not in formation will be called “loose” and units in formation will be called “formed” or “in formation”. Units in formation are much stronger as formations gain strength and morale bonuses. Units in formation are also stronger because their close combined action effectively multiplies their hitting power; a straight forward result of the concentration of force. Despite the greater power of units in formation, there are times when loose units are effective. Small numbers of loose units are good at scouting, hiding and raiding soft targets. This last can mean killing peasants or capturing unguarded structures. Large masses of loose units (usually muskets) can be good at traversing difficult terrain where formations would get delayed or even stuck. Loose 17th muskets are still effective (in large numbers) but loose cold steel is always very ineffective in formation fights or big fights.
Very early in the game it is possible to make loose infantry but not to set up formations as you do not yet have the requisite officers and drummers. At this point, you want these loose units for scouting, raiding soft targets and doing guard duty. The first military production building possible is the 17th C barracks. Let us assume for the time being that this barracks is used to produce pikes as these are the most common choice early on. The early base is undefended until these first loose pikes are produced.
One method for placing the first barracks in a zero peace time game is to place it on one flank of the early base. Then the gather point of the barracks can be set to the front of the base. The second barracks a little later on is placed on the other flank. This means the pikes form thin “streams” as they walk along to the gather point. In this way they afford early protection to the buildings as they pass by. There is also an argument for placing barracks at the front of the base and setting no gather point or a close gather point thus letting the pikes mass up near the barracks entrances. The advantage of this latter approach is that as soon as an officer and drummer are able to be produced at the barracks a formation can be made on the spot. Pikes at a more distant gather point might be more likely to be caught short of an officer and drummer by an approaching formation. If this happens they will be routed badly. The choice of which approach to take is a matter of playing style and judgements about separations and terrain.
5.2
A Orderly and Effective Starting Plan
Here follows a fairly regimented but effective suggestion for early scouting and base defence in a zero peace time game. Once the pikes begin to collect at the gather point, select the first two pikes and send them to one of the nearest presumed enemy base points. Refer back to Figs. 1 and 2 to see how these points are guessed. Select the second two and send them to the other presumed nearest point. Select the third two and send them to the presumed farthest possible base point. When sending them, send them with a “walk” command and not an “attack” command. You want these scouting pikes to walk to the designated locations and not to be distracted into attempting to attack enemy scouts passing the other way. You want to know where the enemy base is. This is a key piece of intelligence. Such “best guess” scouting will often find the enemy base.
Another scouting method is to send about 6 to 9 pikes to the map centre and then on radiating paths (in 2’s and 3’s) to possible enemy base locations. This method denies the enemy some intelligence. He cannot always accurately infer where your base is from the incoming direction of the scouts. It can also mean your scouts walk into the base from an unexpected angle and may perhaps capture something with this extra element of surprise. They will however arrive a bit later than scouts taking a direct path.
If you are lucky and your opponent is very careless, one or more of these scouts may stumble onto or walk right past an unguarded structure or an unguarded mine. In this case the mine can be blown up and the building can be captured. Burn the building down with the Del key. These scouting pikes are such firebugs! They must carry flints, fuses and torches for just such purposes! Your opponent may be able to recapture and repair a burning structure in time to save it but it will still cause him trouble and cost him time and effort. Unguarded enemy mines “auto-explode” with a very satisfying boom. Sometimes guarded mines explode. It seems like a bug but most likely the guard wandered a bit and compromised the guard distance. Set guards of mines to “Guard”, move them right adjacent to the mine and add the “Hold Position” command too.
Once you have dispatched these scouting pikes, your next military thought must be about base defence. Bear in mind that you will be building an economy and managing these military units at the same time. The best way for a new player to master these twin strands is as follows. Firstly, practice the economic base build. Do this in long peace time settings versus the computer. Don’t worry about the military side but just drill yourself in the economic build. Then build pikes, and whilst ignoring the further economic build, drill yourself on sending scouts and assigning guards to structures. Again, drill yourself until it is automatic. It won’t take long. Then try putting both together and drill again until it all seems easy. Well, you do want to win don’t you? However, don’t keep drilling until you are totally sick of it. Leaven it up with the fun of real games. That is the way to learn. (Also, see the appendix for more on early base layouts.)
To recap, once you have dispatched those 6 to 9 scouting pikes, your next thoughts must be about base defence. Assign one or two pikes to guard each key structure. Assign the guards to the early structures in about this order (use the Guard command);

1. Town Centre 1

2. Town Centre 2

3. Blacksmith

4. Mines (as they are built)

5. Mill

6. Academy (when built)

7. Other structures (as built).

You could also put a few loose pikes or muskets on patrol along each open edge of the mill field to offer some protection to the food peasants in the field. An officer guarding in the field is very useful. All of these guards are used to defend against cheap and opportunist early raiding. They can also buy time to get more defenders to a structure if it is attacked harder a little later on. Extra defence will be needed permanently at (or in front and covering) these structures as the action really heats up. Be aware that peasants can get killed easily or distracted into fighting enemy pikes nearby. Peasants are weak fighters and you will need to make them flee to safety somewhere. You will certainly need to put the survivors back to work as otherwise they will just stand idle. Use the “idle peasants” command to find idle peasants. Sometimes the lazy blighters hide behind buildings. The “o” key can toggle building transparency which is also useful at times.
5.3
Tactics for Cold Steel Infantry Formations

Understanding Cold Steel Infantry Formations

The following cold steel infantry may be put in formation;

· Pikemen;

· Spearmen;

· Swordsmen;
· Halberdiers.

Their formations sizes are;

· 24 men;

· 36 men;

· 72 men;

· 144 men;

· 288 men;

· 432 men.
The formation types for non-imperial nations are;
· Line;

· Column;

· Square.

The formation types for imperial nations (Austria, Bavaria, Piedmont, and Spain) are;

· Column;

· Compact Square;

· Tercio Square.

The following applies to cold steel infantry. Line formation is most effective for a holding defence when under artillery fire. Columns are effective for marching and attacking. Squares are most effective on the hold ground setting and least effective when moving to attack. Do not move on the attack with squares. Cold steel infantry threatened by heavy cavalry should be put in square formation on the hold ground setting if they cannot safely retire. However, the hold ground bonuses take time to apply as the square has to “set” into defensive posture. It won’t set if enemies are already too close.

Cold steel infantry fully set in square formation do not usually fear light cavalry and certainly not hussars but it will depend on upgrades. Heavy horse and Cuirassiers are a different matter and much more fearsome. When holding ground as an infantry square it is best to hold ground on a hill crest or the forward slope if possible. The exception to this is when threatened by artillery fire. In this case the formation should shelter behind the hill crest (on the reverse slope) as the hilltop will be too exposed. The largest formations (432 and 288) are appropriate for open plains. The mid-size formation (144) is appropriate for most terrain. The smaller formations are appropriate early in the game for attack and defence and also for maps with extremely difficult terrain.

Warning! With the imperial nations, you should use only line formation when walking on the attack. The other two formations are two forms of squares (inner and tercio) and are not good for attack but only for standing ground. They do have extra excellent stand ground bonuses.
Pikemen, Spearmen and Halberdiers are reasonably equivalent in production costs, upgrade costs, production speed and fighting capabilities. Swordsmen possess fewer total upgrades than pikes. Swordsmen are produced more quickly (thus they can be more numerous) but can suffer some real disadvantages when engaging pikes or cavalry. Most infantry (but not all) is armoured and benefits from the armour upgrades. The attack, defence, armour and shot power upgrades, which are vital to fighting power, will be described in future appendices.

The Cold Steel Infantry Formation in Attack

Once you achieve the capability to create cold steel infantry formations (usually pikemen) you will be faced with your first real military decision. Are these early formations to be used for attack or defence? If your scouts have located the enemy base, if certain other conditions are met and depending on the nation you have and the nation you face (experience will teach you about these things) then you can go on the attack with your first and second formation. At this stage, formations of 24 men, 36 men or 72 men are all useful depending on your tactics. Once you have committed yourself to an early attack, rush through your pike upgrades in the barracks as quickly as you can. These can occur as you are traversing the pike formation to the enemy base. Use the walk or attack command depending on your playing style. A word of caution is needed. Do not let a walking group get ambushed as it will not fight and could be quickly destroyed.
Early attacking pike formations have several options once they near the vicinity of the enemy base. The drummer with the formation, acting as spotter, will give you a good sight range so you can make these decisions. The main options are;

1. The “Head to Head” – If you know you have a bigger formation and/or believe you have better upgrades and/or believe your nation gives you an advantage then you can go head to head with a defending pike group. If you crunch through it with men to spare and your opponent has not created another formation then it is game over for any game still in the early stages. If your opponent uses stand ground or you were wrong about relative upgrades then you might fail in this.

2. The “Sidestep” – If you see a static formation waiting for you then you can try to avoid it. Walk around it and seek to go into a weak spot in the base. Maybe head for the field to kill a lot of peasants or go for loose units not yet in formation. You will get a very advantageous kill rate if you do this. Once “inside” the base like this, you can even use the stand ground command (but not a square) and force your opponent to attempt to push you out of his base at considerable cost.

3. The “Zigzag” – When you attempt to walk around an enemy formation it may be moved to cover you. The enemy formation can be moved to keep itself between your formation and its base centre. In this case you can go one way as a feint. As soon as you see the enemy formation move that way, go back the other way to wrong foot him. Because of human reaction time and net lag time you might get around the enemy formation in this way. However, a good defender can retire at an angle and still cover you if he is quick enough and if he does not have his own base obstacles in his way. These are two big “ifs” which can make it quite difficult for the defender.


4. The “Circle and Go In” – If the part of the base you can see looks too well defended then you can circle the base looking for a weaker spot to go in. It is often hard for the defender to match this circling as he has base obstacles to contend with and formation maneuvering can be awkward. There is also the psychological effect. Circling enemy formations are very disconcerting and distracting for the defender.

5. The “Double Stack and Split” - You can stack two pikes groups together; say 24’s or 36’s. Coming in stacked like this may confuse the enemy, who is under time pressure as always, and he may not notice the double stacking. When close to the enemy, split the two formations left and right. Both can attempt to go around the defenders or one can engage the defending formation to “pin” it and the other can go round and seek softer targets.
Targets to look for with early formations are in order;

· Peasants at food, wood or stone sites;

· Unformed units;
· Numerically inferior formations;

· Qualitatively weaker formations (if this can be judged with confidence);
· Poorly guarded mines and structures.

Just pick the juiciest target. The simple rule is: - The more valuable the target is and the more poorly it is defended then the juicier it is.

Captured buildings should be burnt down. Undefended mines are best captured by loose units or the edge of a formation. Mines will blow up on capture if the game is on the settings recommended for OC Mod. If you have to use a formation to capture an undefended mine then just “brush” the side of the formation against the mine. Avoid getting a formation “wrapped around” an enemy mine before the mine is captured. Otherwise the mine explosion can decimate your formation… or worse. I have seen a 36 man pike group reduced to 18 men by a mine explosion. Games have been lost by lesser mistakes than that.
If you get a formation into the enemy base or active at the base edge then you have a decision to make. Will it cause more damage if you just let it run amok? Alternatively, will it cause more damage if you order it to hold position somewhere that is really awkward for the opponent? If the formation is killing peasants and loose units at will then let it run amok. If it is surrounded by equal or superior defending cold steel formations let it engage and then maybe select hold ground. This latter order (hold ground) is usually correct for pikes but not necessarily for swordsmen and certainly not for horse. If you get the chance, put a formation on hold ground at the exit door of an enemy Town Centre or Barracks. Your opponent will have to watch helplessly as his units are slaughtered singly on exit or else he must turn off production. He will need to rout your formation out of there with a superior formation if he has one.
Many of the above hints relate to the management of later cold steel formation attacks also. However, in most of these later cases you will be managing several formations at once. Simultaneous attacks from several directions can be very difficult for the defender to handle. Hold on to that thought for a while as we go back to the issue of base defence.

Base Defence with Early Formations (& Walls)
“The best defence is attack”. It is an old saying and a good one because it is so often true. Accurate defence is exacting and entails being reactive to your opponent’s initiatives. You can often simplify the tactical equation with an almost outright attacking style. I say “almost” because you should never neglect base defence entirely. At the minimum you should have each structure and mine guarded by 1 or 2 loose pikes or other cold steel units. You must of course make formations to be effective in attack or defence thus you will always be in the process of building a formation or will have one just ready at a staging point in or near your base. This group can be used for emergency defence or sent off to attack as the situation demands. These attacking formations can be sent off in offensive waves and can form essentially a dynamic screen behind which you can develop at will. However, be aware of flanking attacks and attacks which circle round to the rear of your base.
Quite often, good players will commit one large pike group to an early attack (36 or 72 pikemen) or maybe two 24 or 36 man groups to make a simultaneous two-pronged attack and then set up some subsequent formations as base defences. There are two methods which may be used separately or in combination. These are the static defence and the mobile defence.
Early static defence usually consists of small pike groups of 24 or 36 in square formation on the hold ground setting. Move and position the pike group in column formation. Place the pike group so that it abuts one, two or even three vital structures. When it is in position, change it to square formation and orient it as you wish. Then set it to “hold ground”. This formation will withstand early assault very well unless attacked by a much numerically or qualitatively superior pike group or by heavy horse, muskets or artillery. Hussars and loose units will die like flies on the pike points of a square.
The Imperial nations are superb at static squares defence because of their great bonuses for squares. Pikes are better at static squares defence than swordsmen because pikes have a longer reach. The problem is that static defence leaves gaps. The Imperial nations have a building to help plug the gaps of their static defence. This is the log cabin which automatically has shooters inside when built. You don’t have to make musketeers and then garrison them in the log cabins. Indeed, Cossacks and Cossacks OC Mod don’t implement garrisoning. Units never garrison buildings, all guarding and fighting is done externally. If an Imperial nation’s base is well guarded by squares and log cabins don’t even think of going in. Your troops will literally melt away.
In this case, it is better to find other ways to punish your opponent’s static or turtling set-up if you can. You can find and take extra mine sites at outlying locations. You can set up formations on a hill near his base but not too close. Then you could add fences and cannon towers to that hill and bring up artillery. Static squares and buildings are great targets for artillery. Your opponent will probably be forced to come out and fight a mobile battle with you before you become too entrenched for him to deal with without heavy casualties on his part.

Note: The Log cabins have been added to OC Mod Balanced to assist the Imperial nations which were a bit lackluster before. The log cabins transform their possibilities. An Imperial nation can now create, for example, an outlying mining province that is a very, very tough nut to crack without bringing up artillery, which is a slow process. A combination of log cabins, cannon towers and wooden fences is one mean tough base which can only be cracked with cannon, howitzers and mortars. On the other hand, it can become too tempting to turtle too much with the Imperial nations. One log cabin alone can be burnt down by archers or mercenary archers with fire arrows but you need a good bunch of archers and you will lose quite a few. If the log cabin is on a hill it makes matters worse. Mercenary archers are quite costly in terms of gold.
An early mobile defence involves keeping pike formations near or outside your closest mines and then maneuvering them to cover and engage incoming formations. This is a good plan for players with fast reactions and keen anticipatory skills. Lookouts such as drummers or loose pikes should be posted further out to give goos sight range of what’s coming. These will give you ample warning of which direction(s) the attack or attacks are coming from. The early defender will usually have a formations advantage say of 4 formations to 2. If he counters the incoming formations well with 2 on 1 in each case then, so long as upgrades are not enormously unequal, then defender will come off much better with more surviving troops. The attacker usually gets the advantage when he sidesteps or wrong foots the defending pikes and gets in to kill peasants. Killing lots of the defender’s peasants in the food field is especially crippling for the defender.

 A little later in the game, some very skillful players combine individual cannon scattered around the base with a mobile pike formation defence. To be effective at this task, these cannon have to be micromanaged to hold fire until the enemy formation is within canister shot range. A blast of canister shot (often incorrectly termed grapeshot) can kill half or more of a 36 man formation. This hurts the attacker a lot! The defender has to be very careful these cannon are not captured and used against him. The results of that can be very painful.
A combination of static and mobile pike formation defence can also be used. When it becomes affordable a wooden wall and later a stone wall can be built around the base making it much more secure. Initially, the vulnerable flanks (and rear if in an inset starting position) can be partially walled off and then the walls later completed. Wooden walls are the first walls that become affordable in terms of resource costs. Wooden walls prevent the passage of all units unless the palings are knocked down.

Wooden walls can be brought down by cannon, howitzers, loose officers, loose cold steel infantry, archers with fire arrows and hussars. Muskets standing behind wooden walls are very effective in defence as they can shoot through the gaps in the palings. The game engine uses a bit of poetic licence here as the walls don’t appear to have gaps and muskets can shoot through wood walls at any distance (within range) without a seeming reduction in shot power. This is one the unrealistic quirks which aficionados tolerate because of the many other excellent features of the game.
Stone walls require a lot of stone and upkeep costs but are very solid and effective once finished. If you are winning and on the attack and you see your opponent setting up a stone wall round his base then you need to raid to kill the builders and destroy the unbuilt sections. In this situation you will want to keep his base open to your attacks. Sich Cossack mercenaries out of the diplomatic centre are good fast raiders for this purpose if your nation does not possess a 17th C hussar unit. The reason for urgency in this case is that once a base is “stone-walled” the game enters a new phase. Only a full-blooded siege can breach the wall and destroy a stone-walled base. Only cannon, howitzers, mortars, forward cannon towers and grenadiers (an 18th C unit) can breach a completed stone wall. Furthermore, mortars are not particularly suited to this task. Mortars are much better employed against buildings, towers and mines.
Combining Cold Steel Formations in Attack
As mentioned earlier, a very effective way to attack early is to attack with two or more cold steel formations coming in at a base from different directions. This is quite difficult to defend against at times. Although it appears to break one golden rule (Thou shalt not divide your forces!) it really puts another into operation namely the value of an encircling or enveloping move with a (possible) re-combination of the forces as they meet at the point of impact. Even if all but one of these attacking groups are met and stopped by superior forces, the one that gets through can do so much damage to an early economy that it can be a decisive blow.
Combining pike formations with heavy horse formations or even light horse raiders in this manner can mean the following procedure is best. Send the pikes (who are slowest) by the shortest route and send the horse by a longer flanking or encircling route. If a formation or two arrives early, hold them back just at the extreme edge of sight range until all formations are in place. Then send in all the formations on attack and try to time them to hit at the same time. Micromanage their attacking paths appropriately. Another attacking method which is used, particularly if the bases are very far apart, is to keep the slow pikemen at the home base for defence and send the more mobile horse on the attacking raids. The cavalry, being faster, have a better chance of maneuvering past defenders and getting into the heart of the enemy base to do real damage. But they can be countered by the defender’s own cavalry of course
5.4
Tactics for Cold Steel 17th C Cavalry

Understanding Cold Steel 17th C Cavalry Formations

The most common 17th C Cold steel cavalry is the Heavy Horse which is able to be produced by most of the standard 18th C nations.

The 17th C Heavy Horse may be put in formation. The formation sizes are;

· 20 horse;

· 40 horse;

· 80 horse;

· 120 horse.

The formation types are;

· Wedge;

· Line;

· Column.

Bonuses are accrued in the following fashion for fully upgraded Heavy Horse in formation (the number after the plus sign is the bonus);
Wedge

Attack

43+27



Defence
15+23
Rank

Attack

43+23



Defence
15+27

Square

Attack

43+25



Defence
15+25

The above differences between formations would appear to be relatively minor so the choice of formation should be based on tactical considerations. A wedge is best for attacking other cold steel, either foot or horse. The wedge will compact itself better in attack and give more concentrated cold steel cutting power. A ranks formation of heavy horse may well be better for attacking a rank of enemy muskets. The idea would be to gallop in front on and parallel to the musket rank on the move command (not attack command) until the cavalry front rank is superimposed on the musket front rank. Then switch to attack. With the ranks of horse among the ranks of muskets, few of the muskets will be able to fire and they will be hacked to pieces at close quarters. This tactic will not work if the musket formation is very large as its density of fire will cut down most of the cavalry before they can engage.
As mentioned earlier, if the starting positions are widely separated then it may be more viable to keep the slower pikes at home for defence and to use the more mobile heavy horse for attack. In general, the combination of good mobility and exceptional toughness make the heavy horse a unit which can range out in proper formation and conduct reconnaissance in force with relative safety. If the heavy horse encounters a superior enemy force it can usually retire safely. Foot soldiers are slower than your Heavy Horse and enemy heavy or light horse can chase but not really gain ground. Only an encircling entrapment (or Polish Winged Hussars in formation) will catch out Heavy Horse in this situation. Standard hussars can catch the Heavy Horse but will immediately wish they had not. Heavy Horse in formation will slaughter standard hussars.

The above is a key point about the use of Heavy Horse. It is summed up by the phrase “reconnaissance in force with relative safety”. If the Heavy Horse encounter superior force they can flee. If they encounter a vulnerable force or base component they can attack.

However, it is a characteristic of OC Mod that early pike groups can defeat early Heavy Horse in a head-on clash. Let us assume that it is a pike group of 36 men and a Heavy Horse wedge of 20. The reason that the early pike group usually wins is that pikes are upgraded first in the natural course of a zero peace time game. By the time Heavy Horse appear on the scene, the pikes have already had several upgrades. Also, with limited resources, pike upgrades might even be completed before horse upgrades are started.
Once pikes and horse are both fully upgraded the situation changes totally. Heavy Horse then become considerably stronger than pikemen at least unit for unit. OC Mod has also changed the relative speed of pike and horse production compared to BTW or Baddog’s Mod. The result is that Heavy Horse are relatively more numerous than they were previously. The combination of these factors (Heavy Horse being relatively stronger and more numerous) certainly means that they play an important role in late 17th C play. Lone pike groups of insufficient size (say anything less than 288 men) are vulnerable in the open once fully upgraded Heavy Horse groups of 80 and 120 are roaming at large. You should never leave lone infantry formations wandering about at that stage anyway. They must have cavalry support. There are some special heavy horse types too, notably the Saxon Guard and Russian Vityaz. These behave essentially as heavy horse with some special characteristics in terms of attack strength or armour. This extra capability usually comes at some increased cost or slower build speed.
Light Horse

A number of nations have very useful light horse which are not to be confused with 17thC fast hussar horse like croats and kurucs. The nations with light horse are Poland, Ukraine, Russia, Algeria and Turkey. The nations with light horse do not have heavy horse with the exception of Poland and Russia. Poland’s “Heavy Horse” are a very special case being Winged Hussars, the most powerful cold steel horse in the game. Light Horse are usually produced more quickly and so can be more numerous on the battlefield. These extra numbers make up for their lack of armour. Their attack power is still good. Their formations and general tactics are the same as for heavy horse. Ukraine and the other nations above can soon flood the battlefield with masses of light horse so beware!
The 17th C Light Horse may be put in formation. The formations sizes are;

· 20 horse;

· 40 horse;

· 80 horse;

· 120 horse.

The formation types are;

· Wedge;

· Line;

· Column.

Bonuses are accrued in the following fashion for fully upgraded standard Light Horse in formation;

Wedge

Attack

43+27



Defence
  0+23

Rank

Attack

43+23



Defence
  0+27

Square

Attack

43+25



Defence
  0+25

From this we see that the attack hitting power of light horse is usually the same as heavy horse. The basic armour defence of light horse is zero but the formation defence bonus is the same as for heavy horse. All this means that the light horse turn out to be remarkably strong and useful. They are a match for heavy horse as they can be produced in somewhat greater numbers and they are a bit faster so more grant more mobility.

Special Horse
Reivers
Some nations produce what we may name “special horse”. Scotland makes Reivers. These horse units possess cold steel and archer capabilities. Their formation sizes and cold steel capabilities virtually match those of heavy horse. Their possession of a ranged weapon (bow) as well as cold steel can be an advantage or a disadvantage depending on how they are utilized tactically. They certainly require more care and micro-managing tactically speaking. In particular, the Reivers need to be deliberately moved in with the move command when you want them to engage as cold steel. Their predilection is to stay at range and fire arrows. Sometimes the arrows can be useful tactically but in just as many or more cases the Reivers are more effective engaging at close quarters with cold steel.
Reivers have the same formation types and sizes as heavy Horse. Bonuses are accrued in the following fashion for fully upgraded Reivers in formation;

Wedge

Attack

40+27



Defence
13+23

Rank

Attack

40+23



Defence
13+27

Square

Attack

40+25



Defence
13+25

Reivers are not as strong as heavy horse in close combat but have the ability to deal some damage by arrows before the enemy gets close. Reivers may well be useful in conjunction with pike formations or other cold steel on foot. (The author has not tried all of these tactics.) The infantry could engage the enemy while the Reivers fire over their infantry’s heads to deal additional damage to the enemy. If their own infantry still fail, the Reivers can then be ordered to engage at close quarters or retreat as required by the tactical situation. If the enemy was seriously weakened and just required mopping up then the Reivers would engage at close quarters. If a still strong enemy cold steel infantry formation remained, the Reivers could attempt Parthian tactics of fire and retire, fire and retire. Reivers (like Dragoons) are units capable of genuine Parthian tactics. The requirements for Parthian tactics are a ranged weapon and the speed to repeatedly run, turn and shoot; the so-called Parthian shot or parting shot.
Winged Hussars

Poland’s Winged Hussars are elite fast horse with heavy horse strength and armour. 

Bonuses are accrued in the following fashion for fully upgraded Winged Hussars in formation;

Rank

Attack

44+34



Defence
13+24

The Winged Hussar’s combination of hussar-like high speed (mobility) plus heavy horse armour and hitting power is unique in the game. On open plains, these Winged Hussars will be able to rule the open territory against any similar sized formation of other horse. The general rule which we established earlier for Heavy Horse, the rule of “reconnaissance in force with relative safety” will not apply if the Heavy Horse meet Winged Hussars in formation (assuming equal numbers and upgrades). The Heavy Horse will not be able to retire to safety in time and will be badly defeated.
Fast Horse (17thC Hussars)

Most nations do not have 17th C fast horse or 17th C hussars as we might call them. Poland has the unique Winged Hussar already discussed. Austria has Croats and Hungary has Kurucs. These latter two units cannot be put in formation and should not used against cold steel formations of any type as they will get slaughtered. They are useful for light raiding particularly early in a zero peace time game. They must be used on soft targets like peasants, unguarded structures or mine and structures with only one or two pike guards. However, it is usually best to use sich Cossacks mercenaries from the diplomatic center for this role and just make your staple heavy horse, light horse or 17th dragoons from the stables.
Larger numbers of 17th hussars or sich Cossacks can prove useful galloping in groups to scout the map and kill lone enemy scouts. They can also swamp and kill very small musket groups if these have been moved out incautiously on their own. They can be handy in combined unit 17th C actions if used judiciously and at the right time. An example would be quick forays to the fringes of enemy lines to capture artillery that has strayed too far. Another example (in numbers) would be as a (largely) sacrificial swamping move to temporarily spike cannon or silence muskets just before a heavier force is brought into the attack.
However, as mentioned above, production of light 17th C hussar units from stables will mean forgoing heavy horse or other horse production. If these light units do not then repay that cost by damaging enemy production with raids then the enemy reply of extra massed Heavy Horse, Light Horse or 17th dragoon attacks is likely to be unstoppable.
More pages over…

6.1
Tactics for 17th C Musket Infantry

As stated earlier, OC Mod is a game where cold steel rules in the early phases. The game then transitions to a mid phase (late 17th C and early 18th C) where it is better perhaps to combine cold steel and musketry in roughly equal proportions. Finally, in the mature 18thC, almost pure 18thC musketry can be used although some cold steel cavalry and hussars can still prove very useful. The simplest rule for the new player to OC Mod would be this. At the outset, in a zero peace time game, build only cold steel. Persist with cold steel until it becomes clear that no further gains or advantages can be achieved with cold steel alone. At that point, start making infantry muskets by turning over either one, two or usually even three out of three 17th C barracks (by then) to musket production depending on the terrain and your playing style.
Nations with numerous swordsmen work the other way. Make swordsmen out of all the barracks. And you can make heavy horse or 17th C dragoons out of the stables. Usually, the choice for heavy horse or 17th dragoons is made from the time the first stable is built. This allows you to specialize in either heavy horse or 17th dragoons and save by not upgrading the type you don’t use. Early defence with 17th dragoons is tricky and micro-intensive. Plus you will need early wooden fences to properly secure your base. This extra wood cost has penalties which can slow development.

Imperial nations may be able to be more flexible by using squares and log cabins without wood walls and then making 17th dragoons. 17th dragoons are good for turtling behind fences or behind squares and log cabins. At the same, being a little faster than heavy horse and having a ranged weapon (musket) they can sally out, do some killing and then trot back to base when threatened. When you rinse and repeat this tactic against heavy horse it can be very frustrating for the chap who has opted for heavy horse. But woes betide you if he traps even some of your dragoons and gets the heavy horse among them.  
A key issue is that muskets, when firing, are a continuous drain on coal and iron. The early economy, in zero peace time games, has trouble supporting this drain. It’s another good reason to stick to cold steel early on. The coal and steel resources are needed for early upgrades to enhance the economy and upgrade units. Only when the economy is established on a well developed footing can it meet the demands of large musket engagements.

More experienced players may be able to introduce 17th C musketry earlier than I usually recommend here and do it with good effect, sometimes as a surprise tactic and especially if the terrain suits. However, until you start to feel confident in your combined tactics, stick with pure cold steel for as long as it works in the 17th C. Early musketry needs protection from a cold steel charge. This can be achieved, for example, by wooden fences around the base. Muskets behind and shooting though wooden fences are very effective. In the open, early musketry will need cold steel formations to provide a mobile “steel fence” to keep the enemy at musket shot range. (Remember, Cossacks and this Mod allow you to shoot through friendly units in front. This makes the ‘steel fence” tactic feasible without incurring friendly fire casualties.) Muskets are also very effective on hills where they get a range advantage.
All musket units have a minimum shot range and a maximum shot range. The maximum (effective) shot range varies according to the type of unit. The minimum range also varies according to unit type. When cold steel units get within the minimum shot range, the musket units cannot fire and will attempt to flee to a safe firing range unless they have their own cold steel (in the form of the bayonet which no 17th C musket has). This minimum shot range is a game-model rendering of reload times, flint/fuse problems and morale issues. Even if the musket is loaded it might be hard to fire it successfully at a charging enemy waving cold steel close by whilst at the same time the musketeer is being pressed and jostled by comrades in his own ranks.
The 17th C musket infantry have the same formations and sizes as 17th C cold steel infantry. Only very large 17th C musket infantry formations (namely 432-man and perhaps 288-man units) will stand a chance on their own against cold steel charges on open ground. They may survive by sheer shot power in this case but this will depend on the size of the cold steel attack, the terrain and the tactics employed both sides. This will be discussed further in the section on combined arms. In fact, most specific tactics for 17th C muskets belong in the Combined Arms section.
6.2
Tactics for 17th C Musket Cavalry (Dragoons)
The 17th C Dragoons may be put in formation. The formations sizes are;

· 20 horse;

· 40 horse;

· 80 horse;

· 120 horse.

The formation types are;

· Wedge;

· Line;

· Square.

When standing in defence, 17th C Dragoons might be most effective in formation. Tailor the formation to the defensive situation. On a hill, the triangle shape of the Wedge will allow them to cluster most effectively on the hill crest. Behind a fence line, the Line will be most effective. When traveling in the open it can be most useful to travel and engage out of formation. Do not try to adopt formations in sight of a large enemy force as they may rush you while you are still forming up. Retire to a hill out of sight and form up there. 17th C Dragoons generally do not have the firepower to cut down equal numbers of enemy heavy horse before they engage with cold steel. Do not let your 17th C Dragoons become entangled with enemy cold steel. Even large formations of enemy pikes are to be feared. Retire to your own cold steel for support. You will also need cold steel support or your own 17th C infantry muskets to take on enemy 17th C infantry muskets in numbers.
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7.1
17th Century Combined Arms – Tactics and Strategy

Once the game has reached the mature 17th C stage, a variety of units and formations are likely to be in operation. It is to be expected that we will see many or all of these 17th Century unit types;

· Cold steel infantry;

· Musket infantry;

· Light horse;

· Heavy horse;

· 17th C hussars or fast cavalry;
· 17th C dragoons;

· 17th C cannon;

· Howitzers;
· Mortars;

· Mercenaries.

The phrase “Combined Arms” refers to combining these unit types and formations to best effect. Earlier it was stated that OC Mod was a game that favoured cold steel early and musket power late. The game will usually trend from pure cold steel to mainly cold steel to a balance of cold steel and gunpowder and finally to a predominance or even a totality of  gunpowder weaponry in the late 18th C.
7.2
A Note on Simulation Flaws and Their Impact

The military reproduction purist will notice a few glaring simulation or modeling flaws in OC Mod. These flaws are inherent in the original Cossacks game engine so the Modification could not correct them. The worst flaw is that muskets can fire through friendlies without causing casualties. Other damage from friendly fire can and does happen. Artillery can damage friendlies and so can errant arrows.
The best that can be said about the musket friendly fire flaw is that with a bit of imagination one can accept it is as men firing accurately between their own ranks at the enemy. Another way to accept it without too much reservation is to assume that both graphically and in terms of formation control we do not get to see or do the micromanagement of putting musket lines in front of the cold steel to fire and then retiring them behind the cold steel to reload. The most pragmatic attitude to adopt is that this is just a game and the simulation is not perfect.
This simulation flaw does have effects on tactics which will not please the purist. However, I would say to the purist that you should still try this game as it has many, many other good features and it is both tactically complicated and strategically profound. The main impact of the friendly fire flaw is that using a cold steel formation as a “shield” in front of a musket formation is a very effective tactic when engaging the enemy. The other impact of this issue is that attacking a musket formation from its flank is not quite as effective as it should be. However, the flank tactic is still very effective if the muskets are in a thin line formation.
Another flaw is the possibility of “formation stacking”. Formations can be stacked or interleaved with each other on the one piece of ground in a way that would not be possible in the real world. Units simply would not have enough elbow room to operate effectively. Again, we can accept this by imagining that at a higher level of resolution these formations could seen as closely adjacent rather than as stacked; an effect we can creatively assume is caused by the need to render the unit as larger than reality relative to the spaces between them in order to show them recognizably on screen. It is the tried and true “willing suspension of disbelief”. Formation stacking can create a much greater concentration of fire power but can also lead to much greater casualties if the formations are hit by artillery so you should be careful how and when you use it.
7.3
17th C Combined Arms and Territorial Control
We could say that the 17th C combined arms phase has commenced as soon as horses of any type (or foot musketry) begin to complement cold steel infantry in operations. If the early combined arms phase is survived by both contestants then the starting base is usually consolidated by putting up a wooden wall and maybe even making towers and producing significant numbers of artillery pieces. Breakthroughs are still possible at this juncture and the bases are not totally secure. However, the contest may well take a modified form at this stage. Direct attacks on the enemy starting base can reduce markedly or even cease as both players swing their efforts towards greater territory control. This will happen if they judge that direct assaults on the enemy base (with its various defensive advantages) are becoming too costly and immediate success unlikely.
The above judgment will be strengthened by an assessment that the best gains possible now are the gains of securing new resources and of frustrating the enemy in the same effort. A decisive advantage may be secured by winning more of the remaining resource locations than the opponent. After winning and consolidating these, a player can commence a long term build up aimed at victory in a later phase with superior quantity and quality of force backed by a better economy.
The very best of players (the most accurate, pressuring and aggressive) can seek to control and exploit the rest of the territory rapidly and at the same time bring up besieging forces and camp on hills and strong points outside the enemy base. They can thus lock an opponent in and trap him in his own base. From these various methods, victories can be gained in the mid to late 17th C or early 18th C. Any game that proceeds to a very late 18th C phase is usually one where fighting and access to resources has been even throughout or else it has been a long peace time game. These late 18th C games are an art in themselves and the province of the deepest strategic thinkers.
7.4
Compact Bases and Nodal Spread

The method for developing most successfully in a game can be explained by using the concepts of “compact base” and “nodal spread”. Cossacks rewards compactness but it is a special form of compactness which still achieves the necessary expansion to achieve a wide area of control. This process we can term “step-wise nodal spread”. Each resource-base node must remain compact and defendable. Each new node is expanded to or “jumped to” at the right time. Expanding or spreading is mainly about economic growth in RTS games. You spread out to exploit far flung resource sites in order to grow your nation.

There is a dynamic contradiction inherent in the above process. The economy and infrastructure require a spread or dispersal to achieve growth but the military requires a concentration to achieve supremacy. The synthesis of these contradictions is contained in exploiting the possibilities of step-wise nodal spread whilst maintaining (usually) some form of internal lines. (Theories of “lines” will be discussed later.) Spread confers other advantages like sight of the map and also perhaps some defence in depth. However, speaking militarily, excessive spread and thin external lines suffer from all the usual problems related to the dispersal and dividing of forces. Sight of the map and defence in depth can be achieved in other ways.

Cossacks (like Age of Empires and Starcraft) has a peasant or worker collection style of economy. When a game needs workers as Cossacks does, the limiting factor in resource collection is how many workers you have and how fast you can grow the worker population. Spreading very early is not viable as at that point in the game you do not have enough workers to exploit your immediate starting environment properly let alone to exploit resources at distant points on the map. This means that early on, in a zero peace time game, the Cossacks player can develop a compact and secure home base with a concentrated defence rather than seek to spread too early to other corners where spare mine sites may be located. For its first defences, this early compact base can rely on various versions of internal or external lines. There are several ways to attempt such defences and these have already been discussed.

Games like Cossacks and the aforementioned AoE and Starcraft are very much about following this step-wise nodal spread plan (to achieve economic growth with military security) rather than following a continuous amorphous spreading plan. In Starcraft, the game theorists talk about “jumping to your natural”. This means expanding at the right time with a quick jump to your next natural resource point. On most maps, Starcraft has a close natural expansion point for new resources which is often called a “natural” for short. You have to grow your economy and military to a certain point to properly exploit and defend your first resource node at the home base before you “expand” or “jump” to a new resource node, attack the enemy base or prevent him from jumping to a new resource node.
Such phases will entail rapid scouting and the use of force levels best characterised as “reconnaissance-in-force” to explore, defend and attack points away from the main bases. Once you get a stone wall around your home base the game will usually be at the mid 17th C phase. At this point it is usually safe to move the bulk of your army outside and away from your base to intensify the fight for the nodal resource points. With correct scouting and sight of the map you can see if there is a need to return for home base defence. On the lean mines setting you might well need another minerals province for extra coal and iron and ultimately for extra gold. 

7.5
The Correct Attitude to Economy & Military in OC Mod
The whole issue of growth of the RTS economy (beyond the simple non-military economic opening) is tied up with the military issues themselves. This manual avoids the most common mistake of RTS guides which is to over-emphasise detailed economic starting recipes or “to do” lists. Such guides then bring in military issues piecemeal in the form of a series of tactical tips usually unrelated to any clear notion of overall strategy. The best way to approach OC Mod is to seek to become militarily expert whilst becoming economically “good enough”. You simply need to be good enough at the economy to support the fighting force appropriate for each phase. Pure economic knowledge in RTS is a learn-by-rote thing. Eventually you will get it down pat if you play often enough. The important insights to gain are;

· a feel for how to balance and grow the economy and military in tandem whilst under enemy pressure (not the same as a simple economic growth guide);


· an appreciation of long range goals and military strategies;


· expertise in the multitude of tactics necessary to achieve those strategic aims;


· an understanding of the right force mix to achieve your objectives in each phase; and


· the ability to adapt by reacting quickly and accurately to unforeseen challenges and changes in enemy strategies and tactics.

7.6
The Influence of Walls on Strategy
First, wooden walls should be built and then later stone walls. Wood walls are often built by the 10 or 15 minute mark with good players and good game speed. Once even wood walls are built, the defence has several advantages. Muskets can play a role, shooting through the walls. Cold steel and muskets can be packed at and behind any breaches to stem the attack. The defender can rapidly get new troops to the breach whereas the attacker has a long logistical tail. The defender can have artillery at the fight before the attacker who has to haul his slow artillery a long way across the map.

Somewhat later, stone walls can be built, usually outside the wood walls. These stone walls are very difficult to breach in the 17th C. The only real options to breach them are 17thC cannons and offensive towers. Offensive towers are towers built in range of the enemy wall. To do this, a small army at least must be stationed where the towers are being built to protect the towers and the peasants. Depending on his strengths and weaknesses, the defender can opt to emerge from his base and attack with his own army or he can opt to sit in the base, build up there and hit the army outside with cannon from inside the base.
One of the key strategic effects of completed walls is that they free more of the army to move away from base defence to operate in the open and attack the enemy. Whilst the game is still at the wood wall phase, the danger of break-ins is moderate and base troops are usually needed. Once stone walls are built, quick break-ins are no longer possible in the 17thC. Any break-in attempt will signal itself in the form of an artillery siege and/or an offensive tower siege. It will take time for the enemy to get through. This is the key fact about walls and static defences. They buy time in defence but they must be supported by troops before the breach danger becomes critical. The other key factor is as mentioned above; with stone walls protecting the base, the army can be concentrated in the field.
7.7
Mature 17th C Strategy
The mature 17thC is characterised both by the stone walls around the bases and the changes in the character of operations in the open. The latter changes manifest themselves as a shift away from separate forces acting in a reconnaissance-in-force manner to the concentration of all or most forces in the open (except scouts) into a single army. This concentration of power is both possible and necessary at this stage. How such concentration of force works and is used strategically will be discussed more fully when considering 18th C warfare. Suffice it to say here that in the late 17th C, the main 17th C army will be used for one of the following main purposes;
· Achieving a break in or siege posture;

· Fighting to prevent a break in or break up a siege posture;

· Securing a decisive victory or victories in the open;

· Covering the expansion to new resources.

It is best not to split the main army. If you are trying to do more than one of the above actions, say to lay a siege and expand to new resources, then proceed as follows. Use the main army to lay the siege. Expand elsewhere with a bare minimum of protective forces. Your siege pressure should keep most of the enemy main army pinned down at his own base. If the enemy moves his main army away from his besieged base then he is probably making a serious mistake. He will lay waste to your outposts but by the time he returns his main base will already be in ruins.
7.8
Laying Siege
The character of warfare in this game is that first occupation of a position usually confers several advantages. Tactically, given equivalent forces at the engagement and at least competent dispositions and actions by both sides, it is generally better to be the defender rather than the attacker. However, strategically it is better to be the attacker. This contrast is very important and is typical of the dynamic contradictions and tensions in the game. The characteristics of a siege illustrate these points very well.
The besieged player inside a stone walled base has a number of tactical advantages if he is threatened by a siege force or attacked by mobile forces through a breach. A siege force outside is vulnerable to cannon fire from inside the base where the cannons are safe. The besieger has to park his main army in sight outside the walls. His main army is there to support his artillery, protect any peasants and offensive works and towers, and to provide the break-in forces when the breach or breaches are made. Forward formations of this main army are both in sight and in cannon range of defending forces and must take some casualties from this fire. The base defender can hide his main army deeper in his base, preserving it from damage by artillery fire and holding it in readiness to rush forward and stop any breach.
The attacker often feels compelled or is at least tempted into trying to come through a breach that is too narrow. Attacking through a narrow breach is usually a bad mistake. Forces can be blocked at the breach. Musket fire from inside the base can be very effective at cutting down forces which are jammed and stuck in a crush at the breach. The attacker’s cold steel can be effective but only if it can get through and close enough to the enemy to lay about with cold steel. The attacker’s muskets are usually relatively ineffective right at a narrow breach, having a narrow arc of fire available and a narrow front line to deliver that fire.
On the other hand, the defender’s muskets can be set up very effectively. At the right moment, a musket group can be brought forward front on to the breach with maybe even cold steel in front to clog the breach. At the same time, more muskets groups can be brought forward to the wings each side of the breach with the walls almost at their shoulder. There they are sheltered from some enemy cannon fire by the walls and from there they can direct a withering cross-fire into attackers coming through the breach. These defending “wing” groups might be vulnerable to howitzers which the attacker could have just outside the wall to the left or right of the breach. However, the defender himself can make great use of cannon and howitzers by dropping balls and shells into the crush of enemy at the breach.
This all sounds bad for the attacker so where are his advantages? Patience my friend! Tactics require speed but strategy requires patience. The attacker may be able to set up (ideally) on a hill outside the base as he has the mobility in the open and the choice of ground. His artillery will then get some range advantage from the hill. This artillery will need some defence but his main forces can lurk just behind the hill and thus be somewhat protected from cannon fire from within the base. Then the attacker should go about laying the siege with patience. A slow build up of pressure can be much more effective than a wild rush through the first narrow breach.
The attacker can build a line of offensive towers, if this is possible, but he must not obstruct the firing line of his mobile artillery. He can also bring up mortars to hit walls and buildings. The best idea may well be to destroy a long line of stone wall by patient bombardment. The defender will use peasants to attempt to repair the wall. This is a delaying tactic. He will lose many peasants and the walls will eventually be brought down anyway. Mortars and even artillery may be able to destroy some buildings just inside the wall if they are within range. The stray fire and falling rubble will kill some enemy defenders and peasants too. This sort of pressure builds up and can eventually make the defender desperate. Desperate defenders start to make mistakes. Note: The building of offensive towers is not effective in the 18th C as 18th C artillery is too powerful and very quickly destroys offensive towers or any attempt to build them.
This kind of siege starts to exert strategic pressure. The defender is often pinned down inside his base and committed to waiting to defend the breach. The attacker may well have a free rein elsewhere on the map, thus getting first and best “dibs” on other resources. This can allow a strategic advantage in resource production and thence military production. With this strategic long range pressure from the patient attacker and the grinding destruction of the base periphery for the defender, it may well reach the point where the defender feels compelled to come out of the base in force in an effort to dislodge the besieging army from its position near the base. In this case, assuming the besieging army is on a hill and is “dug in” with artillery, “breastwork” palings, towers, adequate cold steel and muskets holding position on high ground, then the attacker is hard put to win the position. The strategic pressure will have forced a desperate engagement where all the terrain and tactical advantages are now with the siege-layer.
7.9
Concepts for the Combined Arms Phases
All the combined arms phases are replete with tactical and strategic possibilities. These phases are (to recap);
· 17th C Combined Arms.

· Consolidation and Transition.

· Early 18th C.

· Mature 18th C.

However, it will be best to introduce a number of essential military concepts here and use these to induce in the student of the game further ideas for mature phase tactics and strategies.
8.1
Advantages of attack and defence

Advantages (and disadvantages) accruing to the attack or the defence can be discussed together. An attacker is often said to be taking the initiative. This means he is making the initial moves and the defender is being forced to react to them. Reaction involves a delayed response as there are matters like decision times, general reaction times and obstacles to reaction. These are the first real disadvantages of defence. Defence often contains static or pre-set components. These static defences can prove very strong if assaulted directly but can prove almost useless if they are bypassed by the attack or shelled from a distance.

Attack has the advantage of mobility and the option of where to attack. It can often involve assembling most of the attacking force in concentrated form to drive through the perceived weakest point in the defence. The objective often will be to break through to the economic centre of gravity of the opponent and destroy it or to split a spread-out defence and then defeat it in detail.

The defender has all the advantages that accrue from first occupation of the ground. The ground will be properly spied out. High ground will be occupied. Walls, obstacles, towers and artillery will be properly placed if the game has matured to that point. Mobile reserves will be ready to move to potential weak spots in the defensive line and so on. In OC Mod, significant advantages accrue to formations on the “hold ground” setting and further advantages accrue to formations holding high ground particularly if they are muskets or artillery.

If an attacker is pushing back a mobile defence, then the attacker’s reinforcements will tend to string out and the “pointy end” of the attack will become attenuated. Conversely, a well handled mobile defence, which is retreating in good order (assuming that the defence can trade space for time) can more quickly add to its numbers with reinforcements, mass up and make a succession of retiring stands on pieces of high ground or at natural choke points. One should not underestimate the decimating influence upon the attacker of this kind of “offensive defence” after several engagements.

8.2
Engagements - Forcing & Offering, Accepting & Declining

One does not always have to join battle simply because a battle is in the offing. You should decline a battle if the outcome looks like it will be disadvantageous to you. If the enemy is in superior force, if you have a clear and safe line of retreat and if there is nothing of strategic value in the vicinity then you should retreat. In OC Mod as in many RTS games, replacements will not make up for large numbers lost in a series of ill-considered battles. Your army will be bled white. The enemy will have superior numbers and eventually you will be defeated.

Offer battle when you stand to win in your estimation. The win could be destruction of a significant enemy force or destruction of part or his entire entire economic infrastructure. There will be instances too where you can actually force an engagement. This will be where the enemy cannot retreat for some reason or if there is an area he cannot give up without incurring strategic damage to his economy or prospects. Once again, only attack if you calculate (as best you can) that this will be in your favour. If you are unsure about offering or forcing an engagement then you probably should not do so. If the outcome is uncertain why hazard an action you do not have to undertake? The one exception might be where you are already in a strategically desperate position. Then you may well have to hazard an uncertain action.

Accept an offered battle when you think the enemy has miscalculated in offering it. You might for example have hidden reserves close by of which the enemy is unaware. Make the best of an unwanted forced battle. When you are maneuvering and positioning forces you should keep your options as plentiful as possible in terms of lines of advance, lines of retreat and the dividing and joining of forces. Try to ensure that it is rare for your opponent to be able to force an unwanted engagement on you. It is also possible that the initial phases of a battle can be favourable to you but then the tide of battle can turn. As soon as you sense the tide turning, disengage and retreat if possible and thus reduce your losses.

8.3
Benefits and Dangers of Maneuvers
Mobility is a key quality. Static defences, no matter how powerful, can always be by-passed or shelled from a distance. Large stationary targets are easy to hit. Mobile offence should always seek to amass a local superiority of force and strike at a weak point. To bring this about formations must be maneuvered. However, there is a downside. Many of the greatest debacles of military history have occurred when forces have been caught in the middle of a difficult maneuver and have been unable to offer proper resistance.

Under certain circumstances, formations in OC Mod will be unable to start fighting or fight effectively if attacked while maneuvering. Units in formations can bunch up, get “tangled” or stuck in difficult ground or interfere with the movements of other formations. In all of these predicaments they will present juicy targets for enemy artillery, muskets or cavalry depending upon the situation. The general rule is to avoid difficult maneuvers in sight of the enemy and especially to avoid difficult maneuvers while under fire.

Sometimes in OC Mod, formations will not obey orders to disengage once in a fire fight or orders to move out of a terrain-entangled or formation-entangled position. Repeated orders will usually work. Whilst the Cossacks engine does not implement morale effects and whilst theoretically all units and formations in Cossacks should demonstrate perfect obedience to your commands, the facts in practice are a bit different. The command process can become lagged and formations can get stuck on obstacles or with each other. It leads to situations in the game where the state of such formations can only be described as “stuck” or “entangled”. This can be enormously frustrating but can also be viewed positively as part of the challenge of the game. Such problems can always be seen as commander error. You led your formations into an ill-considered firefight and now you want them to disengage in the middle of a desperate and thunderous exchange? No wonder they can’t hear you or won’t obey orders! You sent large formations over extremely difficult ground, through narrow defiles or on paths where they impede each other. No wonder your formations are now stuck, bunched and in total disarray. Woes betide the commander who runs maneuvers in such a fashion!

8.4
Quantity versus Quality

There are various sayings about the quantity and quality of troops. There is one saying that “Quality beats quantity.” Another says “There is no quality like quantity.” I would advise you to make sure that you have the greatest quantity of highest quality troops! This is easier said than done especially against quality opposition. Cossacks is a “linear growth” RTS game rather than an “exponential growth” RTS game. Discussion of these growth models is relegated to the appendices of this document. Suffice it to say here that the linear growth model, along with the “cost structure” and strategic nature of Cossacks, generally mean it is sensible to produce as many military units as possible of each type as soon as they become possible in the developmental path. Forgoing growth in military numbers to enhance economic growth and thus improve military prospects at some future time will not work in a zero peace time game against any competent and active opponent.

What can be postponed (but often not for too long in a zero peace time game) are the quality upgrades for troops, armor, weapons and so on. Postponing these upgrades can allow the economy to be set up on a better basis to enhance future growth prospects. In a linear growth model with relatively low individual unit costs and relatively high upgrade costs, which is the Cossacks model, the savings from postponement of military unit production (as opposed to the military upgrades) do not seem to give all that much of a boost to economic growth or to long term economic-military prospects except in peace times of 30 minutes or more. In a 1v1 game running at reasonable speed and with a good connection it seems 30 minutes of peace time is about the cutover point. It is ambiguous which path is the best with a setting of 30 minutes peace time as the issue depends on terrain, mine locations, planned strategy and so on. However, at 40 minutes peace time or more (with the ancillary rule of no expansion to neutral territories in peace time) it is possible and sometimes advantageous to forego 17th C military unit production altogether and just build a high quality 18th C army.

One of the greatest quality improvements you can make to units in OC Mod is to put them in formation. For foot soldiers this entails the cost of just one officer and one drummer (or flag bearer) per formation. For cavalry there is no extra cost at all. Light cavalry or hussars cannot be put in formations and so cannot accrue formation bonuses. Artillery does not accrue bonuses from being in formation. The other quality improvements will be discussed in the military upgrades section.

8.5
Reconnaissance and Intelligence

It is recommended that you play OC mod with the “fog of war” operative. This means not allowing the hot air balloon even in the 18th Century. In FFA (free for all) games, this prevents a player from taking undue advantage of conflicts between others unless he does some very good scouting and raiding. In 1v1, FFA or team games, the existence of the fog of war places a premium on good scouting, on the gathering of intelligence and the ability to use other techniques, tactics and stratagems such as internal lines, ambushes, diversions and so on.

It is tempting for so-called “economy players” (who tend to over-emphasise the importance of economic development) to view the time, effort and resource cost of scouts and scouting as a waste and a diversion from the best economic development path. These “economy players” fondly imagine their eventual super-economy will allow them to crush an opponent regardless of military skill. Nothing could be further from the truth. The costs of military blunders brought about by poor scouting and poor intelligence are far greater than the marginal economic gains brought on by forgoing scouting. You should seek to gain as much sight of the map as possible by using a range of cheap scouting units. These can be fast roving units like light cavalry or units with a great sight range like drummers and flag bearers. These latter are best scattered over the map so that their combined fields of view “light up” much of the map. They should be hidden behind trees, hills and even enemy walls where possible.

Before moving a large and therefore valuable force you should reconnoiter with scouts. You want to avoid blundering into an even greater force, falling under the field of fire of artillery, meeting an ambush, getting caught in entangling ground, going up blind alleys (terrain dead ends like a semi-circle of mountains or an impassable plateau) and so on. If you gain good sight of the map and your enemy does not (for one reason or another) it can be astounding how easy it becomes to outwit your enemy. You can see things coming and he cannot thus you can make far better decisions about combining forces at locations, gaining local superiority and on when to force, offer, accept or decline engagements.

The other aspect of intelligence is to work to actively deny intelligence to your opponent. Kill his scouts whenever and wherever possible. Keep him in the dark as much as you can. A very good player can sometimes keep his base and the best approaches to his base continually shrouded in the fog of war so far as his opponent is concerned. Any approach by a scout is met by several scout killers. Larger sorties (reconnaissance in force) are met by larger forces again and so on. This style of denial of intelligence can be achieved by a player adept at internal lines strategy. This internal lines defence is often quite subtle and requires plenty of theoretical grounding and much game practice.

8.6
External Lines and Internal Lines

The concepts of “external lines” and “internal lines” are very important to OC Mod as a war simulation game. The key ideas of concentration of force and “schwerpunkt” or centre of gravity come into play in this context. The simplified definitions for lines would be as follows;

· External lines mean spreading formations around your outer limits of control.
· Internal lines mean concentrating your main force at a single place approximately equidistant from all outer lines or scouts.

The naïve tendency of new RTS players lacking in military theory is to play almost exclusively with external lines set up. The idea is quite natural. The base has to be secured. A fully protected perimeter will theoretically prevent incursions. While the perimeter is intact the base is safe. Such bases tend to have a steel perimeter and a marshmallow centre. To maintain an external lines perimeter, the forces usually need to be spread evenly around the perimeter except where terrain features assist in blocking passage to the enemy. Naturally, if the lines remain static and the enemy controls the open then these lines can be attacked at a point chosen by a mobile and concentrated offensive. In this way a breakthrough can be achieved. If there are no reserves behind the line then the breakthrough force can proceed to the lightly defended base centre. OC Mod allows stone walls and once these are built they can form a good defensive perimeter. Again, the naïve player can come to rely too much on the stone perimeter as his forces range out beyond the base. A hole punched in the wall by artillery or grenadiers can again herald a quick breakthrough to the vulnerable base centre.

The next natural development, upon seeing the vulnerability of long static perimeter lines to a concentrated point attack, is to keep reserve formations inside the perimeter at one or more locations. These are places from whence they can be rushed to the critical perimeter point to stem an imminent break-in. Thus by degrees our thoughts and our formation dispositions are drawn along the continuum from external lines to internal lines. The purest or most extreme form of internal lines will see your main force concentrated at a single location about equidistant from all outer lines. The outer lines may be reduced to thin picket lines or even just scouts with a long sight-range. At a matured stage of the game, the base in OC mod will have a stone wall perimeter and perhaps some towers. Defence inside the base can be kept in a compact internal lines set up and moved to stem any breach. If the attacker attempts to come through a narrow breach in a stone wall then well placed defensive firing units can inflict heavy casualties for only light losses.

To win OC Mod in the mature phase, a main force or set of forces must be moved outside the home base. This force can operate on internal lines by sending out light scouting units in a radiating pattern, gaining sight of as much of the map as possible and operating accordingly. These issues will be fully discussed in the section on the mature phase strategy and tactics. The main advantage of internal lines, if handled properly, is the ability to meet any significant incursion into the base or any other key area with a superior concentrated force. The ensuing victory can punish the attacker severely in terms of relative unit losses. Several victories of this kind can allow the internal lines defender to switch to a full offensive and win the game with his now much superior force numbers.

8.7
Schwerpunkt and Concentration of Force 

There is already enough confusion over von Clausewitz’s concept of “schwerpunkt” or centre of gravity. I should not add too much to it here. Two “centers of gravity” of our Cossacks opponent are immediately apparent. These are his main army and his economic hub or “capital”. Cripple or destroy either of these and the game can be ended quickly in most cases. There is also a third centre of gravity. This is the mind, morale and skill set of the opponent himself; in other words his command and control capability which can wax and wane depending on factors inside and outside the game. Overwhelm the opponent at the command and control level and the rest of his game will fall apart.

OC Mod is typical of RTS games in the way that a player’s side or nation has these two “on-screen” centers of gravity, namely the economic centre of gravity and the military centre of gravity. The economic centre of gravity is constituted by the Town Center(s), the masses of gathering peasants and the main mines. This economic hub must be protected carefully. The houses are more peripheral although a quick loss of the majority of housing stock at any point in the game can cause real problems too. The military center of gravity is the main army or the major proportion of the military whatever its placement on the map. The general tenor of OC Mod as it moves through its phases, from early to late, is that it changes from a game that invites and rewards destruction of the economy before the military to a game that requires destruction of the military (the main army) before destruction of the economy. However, this is only a general tendency and counter-examples can be found in practical play.

Concentration of force in the strategic sense means a concentration of force designed to cripple or destroy one or more of the opponent’s centres of gravity. The concept of schwerpunkt is not so simple nor as literal as that of the single centre of gravity in a discrete physical object. We could view the Cossacks player as someone trying to keep several dynamic and growing systems connected and integrated as they develop about his base centre and radiate further out as he seeks to extend his influence from his starting point. In this representation, the centres of gravity are the integrating, sustaining and protecting forces which supply the “gravitational” forces which counteract the centrifugal or disintegrating tendencies of the expanding system as it is perturbed by the opponent’s attempts to disrupt it. Destroy one or more of these centres of gravity and the system will disintegrate. The concentration and application of force to destroy the opponent’s centres of gravity, to remove one or more of the essential components which hold his whole “nation” together, is the essential strategic conception of the application of a concentration of force.

Let us consider an example. Strategic concentration of force can have subtle beginnings but very brutal long term consequences. Some players in OC Mod have mastered the art of avoiding early battle as much as possible in order to achieve a long term strategic concentration of force. If obliged to fight early battles they will seek to fight defensively and selectively whilst utilising as far as possible all the advantages of defence, terrain and local force superiority to inflict a higher attrition rate upon the enemy. Avoiding or minimizing battle in this manner, it can also be possible to follow a more efficient economic development path by deferring some military upgrades. This style of play is perhaps more viable when there are wide separations between the players’ starting points. (Effective separation (S1) is equal to distance (D) multiplied by the terrain impediment to the traverse (I). S1 = D * I. Flat open terrain has an impediment factor of 1.)
The strategic player is seeking some long term economic superiority which he can then translate into qualitative and quantitative military superiority. Additionally and perhaps more importantly, he is seeking to build up a numerical (quantitative) superiority by engaging in pitched battles only on his terms. These terms are usually those of local superiority of force, superior tactics and utilization of terrain advantages. Such a player is often very mobile in the field in the middle to late game and follows an internal lines plan. He may also station some reserve forces to control key hills and plateaus in and near his base. He scouts well and when he locates vulnerable forces in the open he will fall upon them. He will retreat from superior force, melting back into the fog of war. His retreats will often be luring retreats, leading enemy expeditionary forces forward until they can be annihilated by superior forces combined at a point of ambush.

For a long time, such a player will not seek to attack physical strategic resource points which belong to the enemy. These are usually strongly defended if the opponent is competent. Such strong points exact a high cost on the attacker. Instead, the long term strategic player will be seeking, by winning open ground engagements on his terms, to decimate his opponent, to bleed his opponent’s armies white so that when the time comes for a siege and the storming of strong points he, as the attacker, will have the requisite superiority of numbers to carry through the attack and destroy the enemy capital. This is an example of the long term strategic application of schwerpunkt. It can be the winning of a succession of battles in the open for no immediately obvious strategic objective but rather for the long term purpose of assailing the now (axiomatically) undermanned enemy base. The above style of play not only “attrits” the opponent’s on-screen forces it “attrits” the concentration, patience and spirit of the opponent himself. This psychological attrition is an important component. The opponent’s ultimate collapse is quicker when two or even three of his centres of gravity are disintegrating at once.

8.8
Concentration of Force as a Tactical Concept
Concentration of force can also be employed as a tactical concept. This is the manner in which it is more commonly understood. Concentration of force can be considered as the diametric opposite of “streaming” or attacking piecemeal with dribs and drabs of forces. Because military units in Cossacks come out of production buildings like barracks in a single stream there is a temptation in some circumstances to send this thin stream straight towards the enemy. Naivety, stupidity and desperation are the usual inducers of streaming tactics. The futility of streaming tactics in a properly made RTS game is easily demonstrable from first principles.

A simple demonstration would run as follows. The smallest foot soldier formation in OC Mod is 24 men. Let us assume we have a 24 man musket formation on stand ground on a hill. Being on a hill they will have a range advantage over equal adversaries approaching from the plains below. Let us assume that the enemy is streaming equivalent musketeers one by one in a single stream at the formation. These single musketeers will be operating under at least four disadvantages. One, they need to get closer than the formation’s effective shot range to get in an effective shot. Two, they must walk into effective range and then prepare to shoot which takes longer than the formation’s reaction time as they are simply standing and shooting. Three, the single musketeer has no formation bonus which is the game’s way of modeling the morale of a trained and battle ready formation. Four, the single musket has no advantage from combined shots. The single musket’s chance of a lucky shot to immediately kill a member of the formation is very low. His attrition effect with a wounding shot is negligible. With 24 shots, the formation’s chances of killing the single musketeer on the spot before he can even fire are close to 100%.

Given the above facts, we could imagine singly streaming (let us say) 288 musketeers at the 24 man formation without winning the hill. However, if we first formed these 288 men into one compact formation and marched to take the hill, we would take it easily. These odds of attackers to defenders (12 to 1) are double what is necessary in “classical” theory (6 to 1) to take even a fortified hill. For example, the formation of 288 men could walk into close range and take casualties of 48 dead and wounded from 2 enemy salvos (if all defender shots hit home). The return salvo of 240 shots from 3 ranks at now close range would wipe out the 24 man formation. We have assumed no misfires. OC mod does not quite work in detail like this narrative (due to game engine limitations) but the result is similar. The losses would be acceptable to take a strategic hill.

Concentration of force usually has a multiplier effect which was not illustrated above. More enemy units are killed outright in each salvo thus reducing the return fire in geometric progression. The same essential principle operates for cold steel melees. Let us assume a force of 144 muskets encounters a force of 72 qualitatively equivalent muskets on equal ground. Let us also assume all the volleys on both sides are simultaneous throughout the encounter, there are no misfires and that all shots which hit are lethal. If the deaths were simply 1 for 1 on each side until the total defeat of the 72 man formation we would see the victorious formation reduced from 144 to 72 men. Does this happen? No, it does not. Let us assume exchanges where each salvo achieves a kill rate of 1 man for each 8 shots. The table below shows the survivors after each salvo. Part results (fractions) are considered non-kills thus the kills are rounded down to the whole integer.

SALVO TABLE - THEORETICAL CASUALTIES FOR AN ENGAGEMENT
Salvo

72 - Formation


144 - Formation




Men



Men

0

72



144

1

54 = (72 – (144/8))

135 = (144 – (72/8))

2

38 = (54 – (135/8))

129 = (135 – (54/8))

3

22 = (38 – (129/8))

125 = (129 – (38/8))

4

07 = (22 – (125/8))

123 = (125 – (22/8))

5

00 = (07 – (123/8))

123 = (123 – (07/8))

The 144-man formation has lost 21 men and killed 72. QED.

The above example illustrates the enormous advantages to be gained from a local superiority of effective force. It is no good having a local superiority of force if it is not turned into effective force by the use of good tactics. Often the term “effectives” means units which are fit and able to fight i.e. effective for battle. To be immediately effective in a local firefight, firing units must be in range of the enemy and have a clear and unimpeded line of fire to the enemy. They are more effective if they are firing from a terrain advantage or firing from a wider semi-encircling front into an enemy flank (to give two examples). Concentrated and numerically superior formations, which satisfy all the above criteria and deliver a concentrated, effective and withering fire, will quickly and geometrically reduce the enemy’s ability to produce return fire. This will lead to victories with minimized casualties. Concentrated forces are however very vulnerable to artillery and howitzer fire and can incur extremely heavy casualties from such shelling. Thus there are cases where concentration (in the wrong place at the wrong time) is tactical blunder.

8.9
Feints and Diversions

Concentration of attention is somewhat like concentration of force. It can only be predominant in one place. Briefly, we can flick our attention around to different parts of the terrain just as we can send scouts out. We can also make use of our peripheral vision to watch the strategic map for movements of “coloured blobs” or formations even as we concentrate on the main tactical map. Both divided attention and divided forces can constitute a weakness which another player can exploit. It follows from this that the main purpose of feints and diversions is to divide or misdirect the enemy commander’s attention, confuse his thinking and thence induce him to divide or misdirect his forces.
Some division of forces and some division of attention is good and necessary. Scouts must be sent out, picket lines set up and reconnaissance in force should be used at times. In the mature phases of the 17th C and onwards, one or two groups of 40 Heavy Horse or Cuirassiers are about as much as you would want to commit to cold steel reconnaissance in force. Dragoons may reconnoiter in large unformed masses but do not overextend them or allow them to be cut off from you main army. Always have a safe and direct line of retreat to the main army. Do not reconnoiter in any phase with infantry formations small or large.

Excessive concentration of attention in one place can be as bad as hopelessly divided attention. Learn to concentrate on the main task at hand whilst maintaining peripheral awareness. It may even be possible and necessary at some times to “rotate” your attention around several critical spots. If the enemy is seeking to weaken your attention or your forces at a critical point, he can do it in one of two ways. In the first method, a diversionary attack occurs initially. This is designed to “fix” your attention in the wrong place and perhaps even cause you to rush reinforcements to the wrong place. Then the main attack occurs elsewhere and you may be slow, perhaps fatally slow to react to it. In the second method, a two pronged attack occurs simultaneously and this can be designed to overwhelm your ability to give attention to and manage two fights in two places. Also, there may have been maneuvering by the enemy prior to the two pronged attack; this maneuvering being designed to get at least some of your forces out of position.
Dividing an army to make a two-pronged attack usually only makes sense in two situations. In the first situation, you will be aiming to recombine them at the battle site. You may hit the enemy from the front with artillery and holding forces and at the same time hit a vulnerable flank with a large second force. In the second situation, you may have divided your army in the quest for a base break-in; an attempt to destroy the enemy’s capital which is one of his strategic centers of gravity. One army is designated to fix the main enemy force in a battle away from the break-in attempt even if this diversionary battle is at another wall point. The second army seeks a rapid break-in at a point less well guarded. Even if the “sacrificial” army is badly beaten but the second army manages to break through and destroy most of the base then victory will be ensured. It can be consolidated and finalized by rapid follow up attacks usually through the same breach.

Be prepared to maneuver many times in the late 18th C to achieve these types of break-ins. If the enemy is not fooled by your first maneuvers and diversions and he still appears to have all points well guarded then retire for the moment and seek new ways to deceive him. There is much more that could be said about feints and diversion but perhaps that can wait for an update of this guide.

8.10
A Warning
One of the biggest mistakes you can make is to get mentally fixated on a particular attack approach. You may say to yourself, “I have to take that hill to take his base. It overlooks his whole base! What a juicy hill!” However, if that hill is high, already held by the enemy, fortified with walls and abundantly supplied with artillery on the crest and full-sized musket formations waiting just below the crest ready to advance to the crest when necessary then… against a good player you will NEVER take that hill. In fact, you may well lose so many troops attempting it that the enemy’s riposte attacks will carry all the way back and right into your own base. You may never have the time to assemble another good sized army in your scramble to survive. Keep looking for a better way to pressure and take the enemy base while you keep the core of your army intact and well positioned.
APPENDIX A – The “CHEESY” GUIDES
Starting Tips for Beginners - by Cheesy.
These are a few of the famous Cheese’s starting tips to get you on the way. 
· Step 1 – Build a Mill and a Town Centre. Put the mill in open ground and the Towns Centre south-west of a wood and stone gathering site.


· Step 2 - Use your first 18 peasant (on the standard starting setting) to collect stone and wood before you do anything else.


· Step 3 - In any PT make sure to build a 2nd town hall next!

WHY? You will need the extra peasants to develop your economy.


· Step 4 – Follow the Build sequence best for the nation you are playing. See the next sections of this appendix for these sequences.

General Tips.

· Upgraded armies beat larger non-upgraded armies numbers 9 times out of 10.


· In most PT games players start to upgrade men 5 minutes to go making their army as powerful as possible when PT ends.


· Upgrade your mines. The market is no longer a super tool for trading resources in OC Mod.


· Plan your economy!  Look at what resources do you need to upgrade the mines. You can watch some of the games played in the GSC shell and see how some of the good players do it.


· USE FORMATIONS. WHY? Formations offer a massive advantage over loose troops as they get large bonuses while in formation.


· HOW TO DO THIS. Make officers and drummers and flag bearers for infantry.  Heavy and Light Cavalry can be formed up as long as there are at least 20 of them bunched near by. Cavalry need no officers to form up.


· Here's a list of what office, drummer and flag bearers you need for each infantry type 

17c cold steel infantry (pike etc) 

17c officer and drummer 

17c musketeers 

17c musket officer and flag bearer 

Note: The only cold steel that is different is the Scottish highlander of the 17c that needs a musket officer and flag bearer 

18c musket 

18c officer and drummer / bag piper 

18c grenadier and 18c specialist shoot (chasseurs, highlanders, pandur etc) 

18c Elite officer and flag bearer.
· Use walls, towers and artillery. WHY? Because this game is now balanced so they are not too powerful but still very necessary. HOW TO DO THIS? Well you will need a lot of iron! The second art depot is 12000 iron and then you need iron to fire the things! 

For lean mines and normal peasants starts with peace time! 

· Try to get at least 3 town hall in 30/20 pt really early because the resources the peasants will bring in are very important.
· When looking at going to the 18c make sure you have gold and iron mines at 28 peasants as 18c troop production can be very expensive and drain your economy if mines are not upgraded.
· Having a strong 17c usually beats a weak 18c but you must be aggressive if you are the one who is strong 17c as the other guy won't be weak for long.
· Do not make too many stables in the 17c it is best to make only 4-5 stables while in the 17c as the gold is best used for upgrading mines or troops or even going for 18c.
How to play Russia in OC Mod - by Cheesy.
Russia is awkward to get going but still very powerful in OC Mod.

1. Use 9 peasants to make a mill and use 9 peasants to make a town hall. Once these are built put 9 peasants on wood gathering and 9 peasants on stone gathering.


2. Then make only 4 peasants from the town hall. This allows you extra men early on. The Russian food upgrade for the mill is 1000 food so making extra peasants doesn't really stop you from getting there any faster.


3. Once you have enough stone and wood for your 2nd town hall send all 22 peasants into the field and get the food upgrade in the mill.


4. Take 5 peasants from the field and build the 2nd town hall and a gold mine. Put town halls on infinite production with one pointed to wood and one to stone.


5. Take 5 more from the field and build a blacksmith and iron mine. Take 5 more from the field and build a 17th C barrack and then a gold mine.


6. Your stone and wood should over 1000 now and you can make the academy. Take the guys who are on stone and wood (about 20 of them) and build the academy. Once this has been built send these 20 into the field.


7. Do the first food-gathering upgrade in the academy and wait for food to go up to 6000 and then do the wood gathering upgrade (axe symbol) in the academy.


8. Then wait for wood and stone necessary to get the 2nd 17 barrack. Build it and then an iron mine. Also take 5 peasants from the stone and wood and build your 3rd gold mine and 5 more to build a coal mine.


9. Next, upgrade your gold mines to II (and watch out for when you can do the first stone upgrade as this is needed about now or even earlier if possible).


10. You should now be able make either the 3rd town hall, a stable or the third 17c barrack. Your choice would depend on the peace time setting. Say it is 30pt. In that case, build the third town hall, then the stable and then the third barrack. If it were 0 pt then the stable would be the first building to go for in this situation.


11. After you have built the 3rd town hall in either development path you would then carry on upgrading iron and then coal mines to 10 miners each.

12. Then you come back to the gold mines to upgrade them to 18 and then 28 miners as soon as you can.


A Final Note on Russia
The reason you don't upgrade mines earlier for Russia is that you just don't need it early on but after you have 3 barracks and 2 stables you don't need the wood but need the gold to go to the 18th century. Russia is a “backwards nation”. Build an army first then an economy. Another note to mention is Russia's ability to have artillery quicker than everyone else. Their artillery depots are cheaper as the 3rd one is 40,000 iron rather than most 18c nations’ cost of 60.000 iron for the third. 

Also Russia's towers have to be made early on as part of their defence. The extra cannon in upgraded towers can be incredible. You can't upgrade towers unless you have an artillery depot. Also the costs of Russia's towers are really low. The 1st is 100 wood 100 stone and the 6th is just 6400 wood and 6400 stone. They don't cost gold so can be built quite early on in a game. Russia's defence in 17th C should be quite amazing. All in all, what am I saying is that Russia's early strength is in their defence. Sort of sounds like the Russia I know from history. In the OC Mod Russia’s light horse can mass up and become an excellent raiding and attacking force.
Appendix B - Key Differences in Full
OC Mod must be installed after installing the Baddog Mod from the BTW CD. You will find that OC Mod has the following key differences from the BTW and Baddog versions.

· TRADING - The Market is now more expensive to build. In a standard “thousands” resources game, it is of doubtful value to build a market soon after the start of the game. Market trading has been overhauled to nullify reverse trading and to offer much poorer prices for all trades. It is more productive to gather each resource needed and to do this in a balanced fashion rather than trade for resources. This change increases the need to control terrain and gain access to new mine sites. Trading surplus resources for scarce resources still has some tactical and strategic value in the middle to late phases of the game.


· MERCENARIES - The impact of diplomatic centre mercenaries is much reduced. Mercenaries are stronger but more expensive and slower to produce. There are no musket-firing mercenaries available in the 17th C. Mercenaries are still useful but they must be used judiciously rather than as cheap swarming forces. It is impossible to use mercenaries as a rapidly raised shock force in OC Mod in contrast to the way that mercenary dragoons are used in BTW or Baddog.

· FORMATIONS - Formations give much greater attack and defence bonuses. This encourages the use of formations because units out of formation are very weak. The formations have a different appearance as well being based on companies of 72 for foot and 40 for horse. A definite difference of appearance is now apparent between the 17th C and the 18th C with 17th C troops in typical 17th C column formation and 18th C troops in more apt 3-deep line formations. Another notable formation difference is that the 17th C Imperial nations (Spain, Austria, Bavaria and Piedmont) have square formations which are now Tercio skirts. These fit perfectly around the next size down column formation. Thus these nations can now have a realistic musket skirt around a pike centre. Another great improvement to the formations is the use of flag-bearers which help to reinvigorate ailing troops in much the same way as priests. They also give the battlefield a more colourful look.

· CHURCHES – The church or cathedral is now much more expensive (10,000 gold units for 18th C capable nations) and is built mainly to enable progress to the 18th C. This greatly reduces the number of priests on the battlefield which can only be a good thing from both the secular and the ecclesiastical points of view. Churches can now be captured.

· PROGRESS TO 18th C – It is much more expensive to progress to the 18th C. This ensures the need for more extensive fighting in 17th C mode before progress to the 18th C.

· PRODUCTION RATES – 17th C Pike are now produced at much the same rate as 17th C musketeers. The 18th C musketeers are produced at a greater rate than 18thC pike so the latter become something of a rarity on the battlefield as indeed they should be. Grenadiers are tougher and are the fastest foot troops along with light troops. Horse units now produce slower and the harness upgrade has a reduced effect as well. The horse production speed is homogenised so that all cavalry produce at roughly the same rate. Dragoons and hussars are reduced in overall impact in the game but still have their uses.

· PRODUCTION SITES – A key change is that the 17th C barracks now produce 18th C muskets in the 18th Century. The 18th C barracks are essentially for the production of grenadiers and sharpshooters (skirmishers). This ensures the 18th C battlefield generally is more dominated by combinations of foot musket formations and grenadier formations but artillery and horse are still significant and very necessary.

· ARTILLERY - Artillery has a slower fire rate with slightly greater range and giving slightly more damage. It is also more expensive and slower to produce. Depots are more expensive with an increasing cost per depot so it is difficult to get too many depots. The limits for most artillery are reduced per depot except for cannon. The 18th C cannon are only available in the 18th C. Multi-barrels have a limit of 2 per depot and are much weaker being almost useless against armoured troops in formation but still good against priests and peasants.

· SHOTPOWER - Base shot-power has increased with all units now having between 26 and 42 base shot-power. The disparities of shot-power across troop types and across nations are now much reduced. Reload rates are slowed down. Light troops or sharpshooters now have rifles with extra range, but slower reload time and no melee ability. They also have a new skirmish formation.

· HOUSES - Houses are more expensive but will house more population, thus housing takes up less space on the map.

· WALLS AND TOWERS - There are quite strict limits on wooden walls, stone walls and towers. This ensures that clashes of formations and armies in the open will decide many games.

· STABLES- Stable production is more even across the nations, Bavaria is no longer penalised as greatly compared with say Poland though there is still a difference. Elite horse units have additional bonuses.

· NEW NATION- A totally new nation has been added, Scotland, with an almost completely new troop type base. There is a new AI making full use of the new unit types available to Scotland.

Appendix C - Programming Definitions

It is worth being aware of some game program definitions as these terms may be used throughout the manual. These are the author’s definitions and not necessarily any industry standard;

· Bug – A clearly unintended event which does not crash the game but compromises the accuracy and verisimilitude of the game and/or has unfairly negative or positive consequences for any player or player(s).


· Critical Error - A programming error which crashes the game program at any point. However, many online game crashes are caused by internet communication failures.


· Exploit – Deliberately exploiting an unintended game feature (namely exploiting a quirk, bug or flaw). Some exploits are regarded as dirty tactics and others are generally accepted.


· Game Engine – The main executable file which runs and controls the core processing of the game. This is usually non-modifiable except perhaps by hackers and cheaters.


· Mod – Short for “modification”. Special data files or their equivalent will usually contain unit data; data that defines the characteristics of units, buildings etc. These files can be modified to extensively remodel the game but the game engine usually remains untouched. Some game companies tolerate or even encourage “mods” of their games whereas others do not. It depends on company attitude and policy. A Mod is not a “hack” or “cheat” if all players are using the same Mod. The game will de-synch anyway if they don’t have the same mod.
· Modeling Flaw – This is anything from an incorrect depiction of a uniform of the era to a flaw in modeling the laws of ballistics or physics. Many modeling flaws might be considered intentional simplifications to render the programming project feasible. Others flaws might be considered debatable and still others are clearly mistakes or oversights by the developers.

· Quirk – An unintended consequence of the necessary process of simplification in modeling the real world into a simulation. A quirk may or may not be foreseen but it is not intended. Foreseen quirks are tolerated because other design requirements or constraints are considered to be higher imperatives.

Appendix D – Play like OC_Clausewitz

Introduction

I am sure my good friend OC_Clausewitz will not mind me giving away some of the secrets of his style. In the final analysis, no-one will be able to play the Clausewitzian style as well as “Clause”.

Basis of the Style

It is a profoundly strategic style of play. The key to it is to preserve the main army at all costs and only engage on your terms; namely terms of superior and concentrated force. The main base must be preserved intact too. For quite a long time it may be that these criteria are met by keeping the main army in the main base. A mere 3 gold, 2 iron and 2 coal mines can be sufficient to play this style unless the enemy takes several extra mines, exploits them well and pressures well.
In a 1v1 game, it will be helpful though not ultimately necessary to get more mines and stake out a secondary resource base but do not risk all or any significant portion of the main army to do this. Take the new area with peasants and a minimum of scouts if possible. Perhaps one heavy horse wedge of 40 could be risked as well but retreat it if it looks to be in danger. Also, use mercenary Cossacks or 17th C hussars to scout and attack targets of opportunity. Try to harass the opponent in his attempts to get a second base but do not risk the main force initially.
Focus on getting maximum sight of the map and scout out to find vulnerable enemy forces in the open or behind wooden-only walls. Keep your main force concentrated in your main base. Only move out when a vulnerable enemy force is spotted or when sight of the map is great enough to allow movement in safety. Concentrate your full forces to generate superior force and punish inadequate enemy groups in the open. Focus on winning battles before attempting to destroy enemy resources and infrastructure. Even if your opponent has staked out a second base and taken a temporary resource lead, you will find after winning the first main open ground battle that this secondary base is at your mercy. Destroy the mines and all buildings. Leave a residual force to knock down walls but retreat the main army again to a safe internal lines position. This victory may well give you the cover you need to establish a secondary base and successfully “entrench” it; getting it fully established. You will soon take the resource lead in this case.
In summary your primary goals in order of priority for at least the 30 minutes will be to;

1. Preserve the main base.

2. Preserve the Army.

3. Build up towards maximum population numbers.

4. Force and win battles in the open on your terms.

5. Destroy enemy outposts but leave the main enemy base alone.

6. Establish secure outposts or a secure secondary base.

We will come later to the issue of winning the game. General Kutuzov’s dictum was,

“First, don’t lose. Then look for ways to win.” The first part of this is taking the best ground and holding it impregnably. Properly built, your main stone-walled base with the main army and artillery inside it should be almost impregnable to all but the best play. The only exception will be if you have been extremely unlucky in the lottery for home ground terrain.
An important item in the above list is the building of total population numbers. In the long run, you will need a minimum of 3 gold mines (but preferably 4 to 6 and hopefully no less than the enemy) with 95 peasants in each of them, plus 2 iron mines with 95 each and 2 coal mines with at least one at 95. Though taking iron and coal mines this high can be overkill and a waste of gold. Trading wood for coal and stone for iron can be better with coal and iron mines left at say 28 peasants each. In addition, you will need about 600 above-ground peasants with maybe 200 each on food, wood and stone. If you have too many more peasants than this then you won’t have enough population capacity for your military. So, your maximum peasant population typically might be;
4 gold mines @ 95 ea.

= 380

2 iron mines @ 95 ea.

= 190

1 coal mine @ 95

=   95

1 coal mine @ 45

=   45

food gatherers


= 200
wood gatherers

= 200

stone gatherers

= 200

miscellaneous


= 190

(Miscellaneous covers extra miners, wanderers, idlers and peasants on building detail.)

TOTAL


=   1,500 peasants

When you select all peasants you will only select all peasants above ground not in mines. You should aim for a population goal (with a good 18th C nation) of at least 6,500 in round numbers. This will give you a military about 5,000 strong. Eventually, many of your 17th C units (except some heavy horse and some drummers) can be sacrificed, but not too cheaply, to allow 18th C numbers to take their place. See over the page for a breakdown of military numbers.

A complete 18th C army with some 17th C remnants should look something like this;
Artillery Park

18th C Cannon

= 
12 pieces

Howitzers


=
  6 pieces

Mortars


= 
24 pieces

Siege Guns (“Coastals”)
=
  4 pieces

Multi-barrels


=
  6 pieces

Subtotal


=
42 pieces

17th C Scouts

Heavy Horse


=
40 units (loose and spread, not in formation)

Drummers


=
40 units (spread for sight of map)
Subtotal


=
80 units

18th C Units

1st Infantry Muskets

=
432 men

2nd Infantry Muskets

=
432 men
3rd Infantry Muskets

=
432 men

4th Infantry Muskets

=
432 men

5th Infantry Muskets

=
432 men

6th Infantry Muskets

=
432 men

Subtotal


=
2,592 men
1st Grenadiers


=
144 men

2nd Grenadiers

=
144 men

3rd Grenadiers


=
144 men

Skirmishers


=
288 men (loose)

Miscellaneous


=
180 men (loose)

(Miscellaneous covers assembling units and stragglers from defeated formations.)

Subtotal


=
1,000 men

18th Hussars


=
100 units

18th Dragoons


=
1,200 units
Subtotal


=
1,300 units
TOTAL


=
5,014 units

In his style, “Clause” emphasizes the following factors;
· Every facet of development has a strategic and long-term view and purpose;

· Military production is started as soon as possible (to build numbers up);

· Military upgrades are delayed as long as possible;

· Resource upgrades are emphasized first;

· The base must be securely and accurately fenced and later stone-walled as soon as practical;

· Internal lines must be employed at all times;

· Keep the main army inside the walled base until ready and safe to move;

· Use “offensive defence” against precipitate attackers;

· Scouts must gain as much sight of the map as possible;

· Do not scout with the main army or any large infantry force;

· Make  cold steel infantry early but go for musket power in the long run with little cold steel except maybe Heavy Horse in 17th C and some 18th C Hussars.
Each of these factors will be expanded upon below.
The Clausewitzian long term strategic plan goes about as follows if things run ideally;

1. Secure the main base.

2. Scout the open.

3. Win the first open battle(s) and reduce enemy secondary bases.

4. Consolidate and secure your own secondary resources.

5. Scout constantly and gain wide sight of the map.

6. Reach full economic and military capacity.

7. Win further open 18th C battles as required.

8. Scout and probe forward and increase sight of map.

9. Note siege points to avoid (fortified hills etc)

10. Note open ground features which will assist the siege (forward hills, plateaus etc)

11. Choose intended breach points. (Breach or threaten to breach at at least two points often far apart e.g. different flanks.)
12. Push forward and set up siege batteries

13. Defend siege batteries with loose skirmish type troops in immediate vicinity to minimize casualties from enemy artillery.
14. Hold main troop bodies safe behind hills but some still close enough to siege batteries.

15. Invest (lay siege to) the enemy base.

16. Hold position until breaches are sufficiently wide (Rule of thumb: at least as wide as one 432-man column formation unless the breach is unopposed.)

17. Never attack into the teeth of the main enemy artillery concentration which may well be set up as a counter battery to your artillery. (See next point.)
18. If necessary run secondary breach attacks with grenadiers to breach walls. Back them up with good formations and/or a large surprise force of hussars and dragoons to rapidly overrun the rear of the base.
The use of Clausewitzian style indirection or feints will almost certainly be necessary to confuse the enemy about the final main breach point. It will also prove necessary in most cases to win major victories in the open before investing the enemy base. Achieving victories in the open will also require in many cases indirect tactics such as feints, luring retreats, ambushes, diversionary attacks and so on. If you scout better than the enemy, spread your long sight range scouts and gain oversight of the majority of the map (other than the enemy base area and environs) the above tactics will prove much easier to execute successfully.
We need a final note on unit production for this playing style. If there is a peace time of 20 minutes or more there is no need to build cold steel infantry. You should just build 17th C muskets. It is vital that the base be walled by the end of peace time at least with wood walls but preferably with stone walls. Use your stables (up to 3 or 4 by end of peace time) to produce 17th C heavy horse. These will be your cold steel. Upgrade musket shot power and attack power at about the end of peace time. If operating in the open (using forward scouting and internal lines practice only!), keep your well upgraded heavy horse ready to go in front of the 17th muskets and hold the line. This exploits the shoot through friendlies bug. In 0 PT or 10 PT you will need infantry cold steel initially and then you must judge when to switch to 17th muskets production. The point when you get your base wood-walled is a good indicator usually.
Theoretically, the above style is almost certainly the soundest for the long term. But it takes an enormous amount of patience and long range thinking. You might think that this style seems so technically superior that you find yourself wondering why anyone would use more cold steel than this. Then you would play OC_Coswar, at least in the “old days” of OC Mod. Whilst Coswar’s much greater use of mounted heavy cold steel (including cuirassiers in the 18th C) was not technically sound in pure theory it could be devastating in practice. Coswar perfected tactics like the “steel shutters” with cold steel formations coming in from all sides at once and the tactics of galloping right into musket ranks with the move command and then laying about with the cold steel. Not to mention the effectiveness of his sneak hussar cavalry raids tearing through the back of your base! If there was any fence imperfection or overlooked gap he would find it! But that’s another story. I wish you happy hunting with the Clausewitzian strategy if you choose it.
Appendix E - Strategic Walling

[OC]Clausewitz is the best at stonewalling in the OC Mod. He is also the best strategic player. Clausewitz's stone wall layout is part of his long term strategic plan. The fundamentals of good stonewalling are as below.

· Place a high priority on getting the base fully stone walled as soon as practical.

· Scout out with enough drummers to get full sight range of your general base area.

· With this full oversight make the decisions about your stone wall line.

· Include impassable terrain in your wall line where possible as it saves wall sections.

· Pick out all strategic high ground relatively close to a good base periphery.

· Accurately wall all this high ground inside your base. This is very important.
· What you want are full hills just inside your walls to defend from.

· What you do not want are hills left just outside your wall for an attacker to use.

· Avoid "over-walling" unless it is absolutely necessary.

· Do not make the base too small or too big.

It is more important to include all good high ground in your base than it is to save wall sections by using impassable ground. "Over-walling" means building more than your nation's wall allocation by intentionally clicking and dragging too far on the final wall build. Sometimes over-walling is a necessity but it will mean you can't replace wall sections once they are knocked down. This holds true until you are under your wall allocation limit again.

If the base is too small you can't fit all necessary structures in the base and safely far enough back from the wall line. If the base is too large then the wall line will extend too far away rather than wrap around the base centre a bit. It is hard to defend along very long wall lines. It is better to be able to mount a concentrated defence. Always make sure that key buildings and mines are far enough inside the wall that it is hard for the attacker to sight them and target them with artillery from outside.

There are many formation tactics and artillery tactics necessary to complement a good stone wall defence. Look at Clausewitz's defence in recordings to see these tactics.

Appendix F - A Walling Innovation

Here is a stone-walling innovation in OC Mod. It helps enormously with inset positions a long way from corners or edges and in other cases too. This innovation is based on a characteristic of Cossacks walls. When it ties in with a characteristic of Cossacks buildings it gets even better. This innovation is based on the fact that diagonal walls cover more ground for the same number of wall sections. It's called the checker-board effect. Look at a checker-board. It counts 8 squares along each side and also 8 squares across the diagonal. Yet this diagonal is longer! Measure it with a ruler. Cossacks walls do the same thing.

Try this experiment in a millions PT game against the computer for test purposes. Pick any nation. First, build a square walled area that is 12 by 12 in wall sections. Make this walled area with the walls parallel with the screen edges. This is the standard inefficient method. It will cost 44 wall sections with square corners or about 48 sections with rounded corners. See how many houses you can fit inside. With big Bavarian houses you get only two inside if all the ground inside is useable. You might have to put gates on all sides to get peasants to build inside for this test. Blow all that up after the test.

Now, build a perfect diagonal walled square. It will look like a diamond or lozenge shape on the screen. Use 12 wall sections a side for a total of 44 sections all up again. Then see how many Bavarian houses you can build inside. The number is six! Three times as many! I have done a number of experiments. The results generally are that can you fit two to three times as many houses (or other structures) inside the base for the same wall section count. This is a phenomenal improvement. 

By the by, the most efficient base in terms of safe space gained for walling sections used would be a corner base with a single diagonal wall to make a triangular base. This base is extraordinarily efficient in these terms. A real base has to enclose mines and important hills and follow good general base design. However, remembering the diagonal walls trick will still help in many cases. For example, with any nation inset from map edges and no hills to worry about then a pure lozenge-oriented square base using the full wall section allocation would still house a heck of a lot.

Here is a final word of warning. There are some downsides to diagonal walls. Peasants don't build them very fast as they become stuck and need micromanaging. Sharp square corners on diagonal walls are often faulty. They can leave a gap that the enemy could come through so round your corners with an extra section so it has two 45 degree corners and not a 90 degree corner. Also diagonal walls play hell with path finding so watch that. Extra gates may well be the order of the day. You should watch gathering peasants near diagonal walls also. They may develop serious path finding problems and become inefficient.

Appendix G – Who’s afraid of zero peace time?

In my view there is no need to be afraid of zero peace time in OC Mod. Firstly, the Mod moderates the pace of the game so that players have time to think. Secondly, higher formation bonuses mean the game is based around formation tactics and strategic play rather than swarming attacks. Finally, the market changes mean steady gathering of all resources is required rather than the use of trading tricks.
Peace times are still playable but I don’t recommend them. OC Mod has made Cossacks into a more deliberate and steady-paced formation game. This can make it can seem long and grinding when played with long peace times. To get the full flavor of OC Mod you should learn to play it well from a 0 or 10 minute peace time start. It is quite possible to follow an early development plan (on a 2 times maps) which will allow you to survive many attacks from early tactical raiders. A zero peace time game develops naturally and organically in my opinion. This creates more dynamic imbalances which are exploitable in later phases and aids resolution of the game. Long peace time games start to feel very artificial by comparison once you really master zero or low (10) peace time games.
The key to surviving the early phases of a zero peace time game may well be to follow the “Pike Power” build order in Appendix F and to understand early pike tactics. Essentially, I have pinched the Pike Power” build order from watching Coswar replays and then making a few slight changes of my own.
Appendix H – An Old School “Pike Power” Build Order

(See the New Builds at Appendix I)
Standard 18th C Capable Nation – Zero Peace Time – Standard Resources / Lean Mines
(Note: Russia is not quite a “standard” 18th C nation for this build, nor is England and nor Switzerland if you use their “wood hungry” pikes and halberdiers respectively. These nations need a bit more wood than usual early on.)
1. Select all 18 peasants and use the shift key to queue 8 peasants to make a mill and 10 peasants to make a town hall. The 8 – 10 split will happen naturally if you queue the mill and then the town hall with shift held down. Place the mill right next to the peasants and place the Town Hall south-west of the best and closest stone-wood conglomerate site you can spot. While they are building, hot-key the 8 peasant group on key “1” and the 10 peasant group on key “2”. 


2. Once the mill and Town centre are built put the 8 peasants (key 1) on wood and the 10 peasants (key 2) on stone. But as soon as you do this look for a goldmine. Select key 2 and order the group of 10 to build the goldmine. What will happen is that 5 peasants will remain on stone and 5 will build the goldmine and enter it.

3. Next, queue 5 more peasants from your town centre. This will run your nation close to starvation a little later so work quickly. Set no gather point. As soon as the first new peasant comes out tell him to build a blacksmith right next to the town hall. As each new peasant comes out get him to help finish the blacksmith. Once you have 3 or 4 new peasants out the blacksmith will be finished. By this time the field of wheat will be ripe. Send these five peasants to gather food and save you from starvation.

4. Gather wood and stone until you have just over 2,400 of each. Then send “hot key 2” peasants (there will be 5 of them) to the field to make a total of 10 in the field. Send the “hot key 1” peasants (there will be 8 of them) to build a 2nd town centre, then a barracks, then a gold mine and then an iron mine using the shift key to queue these. You will now have 10 peasants in 2 gold mines and 3 peasants in one iron mine.

5. Right about this time, you will have enough food to run the mill upgrade so run it. Then start the 2 town centers producing peasants with one directed to stone and one directed to wood. Start the barracks production up making pike men.

6. When the first 2 peasants come out grab them and use them to fill the iron mine. You are now going to run for a while on 2 gold mines and 1 iron mine. Food, wood and stone are the priority.
7. In a surprisingly short time you will be able to make your 2nd barracks. In fact wood and stone will likely be the delaying factor and not gold. Make the 2nd barracks with 5 wood/stone peasants and then add those five to the food field.

8. Now you are in a race to get your Academy to get upgrades and formations. Keep gathering wood and stone and build the Academy as soon as you can. Use about 15 wood/stone peasants to make the academy quickly. Then put about 10 of those in the field and make your 3rd gold mine and your 2nd iron mine in the order you find them but you need to find them quickly.

9. You are now in a race for food and academy upgrades so keep transferring wood/stone peasants into the field and running the academy upgrades in this order; geo upgrade (so you can find the enemy quickly), 1st food upgrade, 2nd food upgrade, wood gatherer upgrade, 1st stone gatherer upgrade.
10. I would also advocate a gold mine upgrade before each round of pike attack/defence upgrades.

11. You will have found the enemy by scouting to the geo points or by the “hover the attack symbol” trick. Depending on your chosen tactics, send two pike groups of 36 or one of 72 to the enemy base on attack but be careful they don’t get delayed. Rush through as many pike upgrades as you can while they are in transit. This is the trick. You will find food is the limiting factor so pile peasants into the field. Even make a 2nd mill to spread the gatherers more efficiently. You may well have a lot (relatively) of spare gold. If so, do an armour upgrade when food is limiting you from the next attack/defence upgrades.

12. You may also be able to get a 3rd town centre about now (along with the 2nd mill). Get it and put the gather point of all 3 town centers into the fields. You need food for those final pike upgrades if possible before those first 72 pikes hit the enemy. When you arrive, avoid the mines, walk around enemy defending groups if possible and go straight for the food fields. Let them loose on attack there.
Of course, the enemy can be taking many attacking and defensive actions of his own. Refer to the main guide for ideas on those issues.


Appendix I – Precision Zero Peacetime Play

Overview of the System

A player of either attacking or defensive style can master peacetime opening theory and adapt it to his methods. An attacking player’s advantages consist of initiative, opportunity and early expansion to extra resources. These benefits come at the disadvantage of a dispersal of forces. In a game with an economic-military upgrade model, the upgrades tempo can sometimes compensate for force dispersal.  A defensive internal lines player also has considerable theoretical compensation in the early phases. The core advantage is the ability to concentrate force in defence. The main requirements for early defence are alertness, dispelling the fog of war well beyond the base and an understanding of cold steel formation maneuvers. In particular, the understanding of defensive maneuver means knowing when to walk and when to engage. It is further comprised of knowing how to anticipate zigzags, how to retire walking at covering angles to protect base assets and how to box in attacking formations.

The Precision Zero PT system works by emphasising the following items in order;

1. Proper establishment of the economy.

2. Setting up a bare minimum of early base defences.

3. Assembling two early pike assault groups (2 x 36 pikemen).

4. Retaining subsequent pike groups for defence (subject to the success or otherwise of the two groups pike assault).

5. Running upgrades in the correct order (to build the economy and support the power of the two-pronged pike assault. Building up rapidly to 3 and then 4 town centres at the appropriate times.

6. Switching from pike power to heavy horse power at the appropriate time.

7. Walling issues (putting up your own wall and knocking down the enemy’s including improvising with archers and mercenary Cossacks).

The key aspects of the recommended economic opening sequence and the two-pike-groups early assault opening are that it;

· Minimises mistakes.

· Follows a repeatable standard sequence.

· Uses simple hot keys.

· Establishes a very sound economic base.

· Works for every nation in the game. (Except Russia which struggles early.)

· Enforces comparable upgrade costs or likely serious damage on the opponent by testing him with at least two pike assault groups.

Summary of the Opening Theory

“Near separations” mean any positions set too far in from a neat and proper corner position. Even open corner positions other than on the far diagonal can qualify as “near separations” if one is playing an early aggressive pike attacker. The existence of lakes as partial barriers however will mean any corner becomes a “far corner”. You will learn by experience to judge the map, positions and the potential aggressiveness of the opponent and thus to decide on a Near Separation or Far Separation opening. Also, the Far Separation opening is perhaps viable and good long term in any corner opening if the first two pike groups are kept at home initially against an aggressive player and then used as a riposte attack. It is best not to become too predictable with opening plans.
OC Mod on a two times sized map presents some interesting opening problems. In OC Mod you cannot get early enough intelligence of what the opponent is doing to then decide on your opening plan. In a game like Starcraft, on a standard competition map, you can get this early intelligence and the building choices of the Starcraft opponent further reveal the tech-tree choices being made by him. In OC Mod Cossacks, the building tree is standard and only the upgrades in the building could reveal the early tech choices. However, the upgrade choices are always hidden to the opponent even if the opponent is scouting.  Therefore, your opening plan in OC Mod is always a gambit. The two basic opening choices are early pike power (Plan A) or the economic power-build (Plan B). Each choice is a gambit play you will make each time based on a considered estimate of the terrain, separation distance and skill and aggressiveness of your opponent. 

Although the sequences on the following pages looks complicated, they are easy to learn and soon become automatic. The key is to practice a bit until it is automatic. The Near Separations Plan early on is based on pure pike power via;

· 1 Mill (and food upgrade)

· 2 Town Centres

· 1 Blacksmith

· 2 Barracks

· 3 gold mines

· 1 iron mine

· 1 Academy

· Two academy food upgrades

· All peasants into food fields

· Gold mines to 10 each

· Rush all pike upgrades and first armour upgrade before first formation contact.

This sacrifices early economy development for an early strike at the opponent. Try to get at least one upgraded pike group into his food fields to mass kill peasants.

Hot keys for Buildings

It is very handy to hot key buildings as follows to allow easy selection for rapid upgrades;

· 0 is first Town Centre

· 9 is market

· 8 is blacksmith

· 7 is academy

· 6 is first barracks

· 5 is diplomatic centre

· 4 is stables

· 3 is first artillery depot

· 2 is first 18th barracks

· 1 is for a building detail of 10 peasants

Minimum Early Base Defence

Follow a standard procedure to perform early scouting and set up minimum early base defence.

1. First 2 pikes walk to one of the nearer possible enemy base sites.

2. Second 2 pikes walk to the other of the nearer possible enemy base sites.

3. Third 2 pikes walk to the diagonal, most distant possible enemy base site.

4. Next 5 pikes are spread to search for 3rd gold mine site and dispel fog of war.

5. 1 pike to guard 1st town centre.

6. 1 pike to guard 2nd town centre.

7. 1 pike to guard blacksmith.

8. 1 pike to guard mill.

9. 1 pike to guard each mine in order as it was built.

10. 5 muskets (only make 5 muskets for now) to patrol the food field.

Now you must gather 36 pikes and then another 36 pikes. You should have an academy and thus officers and drummers by the time you have about 40 or 50 free pikes gathered. The two pronged pike assault (as well as defence) is covered below. Spread some more lone pikes further out to get even more sight range.

Two pronged pike assault

Send the first group to the more distant side of the enemy base. Send the second group to a nearer side of the enemy base. Retain subsequent groups for defence until results of the two pronged assault are known. Send the attacking groups on “walk” or “attack” depending on your preference. Each method has advantages and pitfalls. “Walkers” can walk past distracting scouts but can be ambushed by enemy formations unless you are alert and quick. “Attackers” may proceed more slowly and can halt after killing lone scouts. Remember speed is of the essence. These groups will proceed much of the way to the enemy base as non-upgraded pikes because you will be establishing the economy. Then you will rush your upgrades to level IV or V in the barracks and do the first armour upgrade. Ensure this is all done before they engage the enemy. You might even have to manoeuvre and circle a little bit before engaging. This will be to get those upgrades finsihed, especially the first armour upgrade. At this point, a good idea is to have the two attack pike groups hot-keyed as 1 and 2 and your first two defence pike groups hot-keyed as 3 and 4. This will allow you to switch rapidly between attack and defence. At this stage of the game keys 1 to 4 are not needed for buildings although later they will be.

Pike Assault Tactics

The 2 x 36 pike assault (2 formations of 36) is fundamental at any good separation. (Closer positions allow more harassing tactics with loose pikes and/ or assault by 2 x 24 pike groups.) The reasons that the 2 x 36 pike assault is fundamental are as follows;

· Two groups of 36 suit the timing and map separation of the game. Groups of size 36 are large enough to bring sufficient force to bear at the early phase of the game.


· Two groups can get across the map and then usually only meet about 2 to 4 groups in defence (depending on whether the opponent is an attacking or defensive player). Even though a defensive player can have up to 4 groups defending, the early base still has more structures and more weak points than formations to defend them. This means the defender is committed to moving defending groups about to counter the attacker.


· In addition, whilst a pure defender can theoretically get 2 defending groups onto 1 attacking in early formations encounters, practical problems can arise. The attacker can sometimes use lag and reaction time to walk around defending groups. The attacker may be able to enter the food field where his group can run amok and kill peasants wholesale. The attacker can attack at two different points and set various problems in this way. The attacker can perhaps blow up a mine or burn a structure down despite a defender’s best efforts due to the vagaries of the game i.e. the luck of war and opportunism!


· Even if this early two-pronged assault primarily fails it often achieves some secondary objectives. It will have forced the defender to closely match the ante on pike upgrades thus costing his economy as much as it cost the attacker’s economy. If the defender does not match or almost match the ante he will lose at once. The early assault often enforces a psychologically defensive mind-set upon the other player. He may “stay at home” while the more aggressive player audaciously plays an expansive game to gain new resource sites with minimal cover.

“Base Geometry” and Cold Steel Defence

Cold steel base defence with formations is largely about sight range, geometry and manoeuvres. This is before walls are feasible or advisable. Walls carry an economic cost; an opportunity cost in the sense of other economic and developmental opportunities foregone at least for a little while.

The first aspect of base geometry is base situation. A good corner base allows a development path to relatively early wooden walls although some considerable cold steel defence is needed before switching to muskets. An inset or mid-side base is best defended for some very considerable time by cold steel formations. The resources saved by not making walls can be traded for cold steel power. However, the danger in leaving the base open for a very long time is that the enemy can achieve a drive into the food fields (usually by a large heavy horse group) and kill enormous numbers of peasants. This can cripple the economy.

The second aspect of defensive base geometry is the situation of buildings. The first two town centres will be SW of wood-stone sites near to the food field and preferably next to each other as they are harder to defend jointly if they are separated. They also provide obstacles on one side of the food field. The first two gold and first two iron mines are often in pairs (either gold-gold, iron-iron or 2 x gold-iron). Build the blacksmith between one pair (maybe slightly forward) and put the first barracks behind the blacksmith and thus between or slightly behind the mine pair.  Put the second barracks between the second key mine pair. The exiting pikes will help defend these structures early. An ideal situation (not always achievable due to actual mine sites) is that the mine pairs and thus the barracks are each side and slightly to the rear of the food field so that the two pike streams pass each side of the food field and meet in front of the food fields possibly near a coal mine.

The third aspect of defensive base geometry (aside from the actual walling up) is the dynamic aspect of manoeuvring cold steel formations in defence. Imperial nations may also place some static squares on hold at key points but only at a stage where there is the luxury of enough cold steel formations to use both static and dynamic defence. As mentioned earlier, defensive manoeuvres at this stage are very much about covering incoming formations. The idea is to cover by retiring (walking) on the angle to keep between the incoming formation and vulnerable working peasants. When the incoming formation attempts to wrong-foot you by zigzagging, you must turn (enduring lag of up to a second) and cover by retiring at the angle towards your base centre. Sooner at later you should be able to engineer a situation where the incoming formation comes up against a structure and/or another formation (preferably both) and is thus boxed in and forced to stand and fight. Try to avoid this happening at peasant work sites and barracks or town centre exits. Only engage when the enemy formation is fully contained, boxed or entangled.
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