T’ien Ch’i

Theme: Spring and Autumn

Initial Spells: Demon of Heavenly Fire, Demon of Heavenly Rivers, Spirit Mastery, Flight

Dominion Design:

Turmoil (1): You are forced to take a minimum Turmoil Scale of 1.  Each scale you lose 7% income and a 10% increase in Random Events.  You are best to avoid taking more than the minimum Turmoil as it can cripple your economy.  If you take anything beyond the minimum you absolutely need to take a high Luck scale.

Production/Sloth: It is best to either take Production to 3, or leave it normal.  Sloth is unadvised; because you do need to field normal troops with your summonable armies; as well as your focus on Independents in order to fill the gaps of your national units.  I recommend you take either Production or Growth to 3 and not spread the points between both.  The primary issue is the 2% income boost per scale.

Heat/Cold: I would not adjust this scale.  It’s economic and supply negatives can destroy your empire.

Growth/Death: See above in Production.  The only reason to take Growth over Production is if you have supply issues or you plan on doing any sort of blood magic.  The increase of population to the economy is not as much an issue as the 2% income boost per scale.

Luck (3): Because of forced Turmoil and the power of negative events requires to you limit your exposure to them.  I would take Luck 3 no matter the Turmoil scale.  The positives are your national heroes, which are all immortal and you can use the random gem events that often pepper your lands.

Magic (1): You are forced to have at least Magic 1.  I would not adjust this because of the sheer number of points you are using in other scales and leave some for your Pretender and Dominion.  More often than not you do not need more than Magic 1 because of your access to a powerful selection of mages.

Conscription is the special bonus of T’ien Ch’i, it causes random increases in local defense of your provinces.  Order affects the chance of an increase, high defense reduces the chance.  This bonus is pretty much meaningless however.

National Pretenders:

Jade Emperor – (Cost: 100.  Air 1, Astral 1, Water 1, New Path: 50) The Jade Emperor is a strong national specific Pretender.  He is forced to take Astral 1 and thus need to take at least 4 more picks in it in order to keep from being an easy target for Mind Duel.  He can be made into a supercombatant with such spells as Quickness, Body Ethereal, Personal Luck, Resist Magic, Astral Shield, Astral Weapon, Mistform, Mirror Image and others.  The Emperor has a minor Fortune ability that is a great addition to a Luck 3 environment.  He has a 10% chance in whatever province he is in, to see a good luck event happening outside of the normal events of your Nation - how good the event is based off of the Luck scale you have; though it will never be a "bad" event. 

Note: What this means is certain good events require a certain luck scale.  Example: The 1500 gold event is only in a Luck 3 environment.  So you have the chance of getting up to that type of event if your nation is Luck 3 with the random luck event of the Emperor every turn 10% of the time.
Notable Non-Specific Pretenders:

Lady of Fortune – (Cost: 100.  Water 2, Nature 1, New Path: 50) The Lady of Fortune is a powerful pretender for Spring and Autumn.  Combined with Luck 3, and their inherent greater Fortune ability (25% chance to get a bonus event; see Jade Emperor above); it can counteract some of the forced Turmoil issues you will be running into.

Nataraja – (Cost: 0.  New Path: 50) The Nataraja is a powerful pretender with four arms that allows for great supercombatant.  The low cost allows you to pick a path and specialize or pick two paths.  Earth is a common pick here because your Mages can forge the essential Astral items (Luck and Ethereal).

Sacred Units:
Celestial Master, Master of the Five Elements, Master of the Way, Master of the Dead – See below in the Magic section.

Demon of Heavenly Fires – The Demon of Heavenly Fires is the artillery of the Spring and Autumn war machine.  They are not recruitable and only can be summoned and require 1 Astral, 1 Fire paths to cast.  The flaming wheel has a range of 30 and acts as a Fire Blast which is armor piercing, with the high precision of the Demons makes them deadly.  They also radiate heat, which you have to remember when you place them in Troop placement.  A map movement of 3, and flying allow them to change roles during combat and allows you cut off supply lines of your enemies and reinforce quickly.

Demon of Heavenly Rivers – The Demon of Heavenly Rivers is the heavy cavalry of the Spring and Autumn.  They, like their brethren of Heavenly Fires, can only be summoned and require 1 Astral, 1 Water path to cast.  They have high strength, decent protection, good magic resistance, a great club, berserking, low encumbrance and good movement.  They are also amphibious which allows the versatility to fight in water provinces.

Commanders:

Noble – Riding in a chariot, the Noble is a formidable combatant.  With trample, good protection (17), defense (16) they can do some damage to human-sized opponents and archer ranks.  Their low leadership can be circumvented with either a Scepter of Authority or Whip of Command to hold more units; though more often than not, independent commanders can take the place of carrying units freeing the Noble up to face death in close combat.

Units:

Footmen - The three types of Footmen are nearly useless.  Equipped with Pike – Glaive – Spear and Tower Shield.  Their cost and resources for each are expensive for their use as fodder.  In Spring and Autumn gold is a precious resource and you can’t afford to have paper units as these.  Archers with Composite bows are much better patrollers and I would avoid Footmen.

Archer – Armed with Composite Bows, they are a notch above short bows but well below Longbowmen.  They have a higher resource cost than most normal archers, which doesn’t allow you as easily early expansion.  But they are an important part of your army and more often than not you need large groups of them to soften up enemy units before your Heavy Footmen engage them; as they are lower caliber than other races.

Heavy Footmen – The two types of Heavy Footmen are the bulk of your recruitable armies.  Equipped with Glaive – Spear and Tower Shield.  Armored with Scale Mail Armor they are the core of your armies.  They are unable to stand toe-to-toe with most other national heavy infantry and their slow movement is a hindrance for your other armies.  The Tower Shield variety are designed to shore up your center and the Glaives can do decent damage if used on a flank.

Horseman – With only one type of recruitable cavalry you don’t have a lot of options.  They are rarely recruited unless you have extra money or are in desperate need of fast reinforcement of normal archers to a position (because of their Map Movement of 3).  In Spring and Autumn you normally do not have enough money to burn on these types of fragile units and the money is better used with independent armies.  If used in great numbers, holding while they pepper the enemies then charging they can turn the tide of a battle for T’ien Ch’i, however you will not have the money in order to give a significant number for every army.

Magic:

Magic is more important to Spring and Autumn than most other Nations.  Your strength is your versatility and ability to adapt to any situation with your magic.  Initially you want to focus on Construction to level 2 for the Forging of Clam of Pearls, which you should manufacture as quick as you possibly can.  Every gem that does not provide an instant purpose should be alchemized to Water to produce these.  Alteration 2 is another benchmark for success with Quickness, then Evocation 3 is extremely important.  From then on; it is important to keep your research in time to whatever situation you need.  Conjuration 2 for Dark Knowledge, Enchantment for Revive King and Thaumaturgy for Communion access.

Celestial Master (1 Fire, 1 Air, 2 Water, 1 Astral, 3 Holy, 2 Random) – In Spring and Autumn Celestial Masters are the some of the most powerful and versatile mages of any nation.  They are the only standard mage that can summon the sacred Demons of Spring and Autumn.  Movement of 3 and Flying allow you to move and strategic movement to jump provinces.  It also allows the movement of your reinforcement summoning mages to new points with relative ease.  With 3 Holy they can cast Sermon of Courage.  Weak against Mind Duel they have Water that allows you to forge Clam of Pearls.  1 Astral allows you to cast Power of the Spheres and Communion Master.  1 Fire and 2 Water let you cast Acid Bolt.  Higher levels in evocation and picks in death allow Nether Darts and Ice Strike.  Air allows Aim to make the Master even more deadly.  The random picks allow even more versatility in both combat and searching for magical sites which Master excels at.  The Celestial Master is Capital only.

Master of the Five Elements (1 Fire, 1 Air, 1 Water, 1 Earth, 1 Nature, 2 Holy, 1 Random) – Mot5E are the answer to the Mind Dueling nation(s).  Weaker than a Celestial Master as long as the random pick is not in Astral they are useful against powerful nations like Pythium and Arcoscephale.  Land bound but still exceptional searchers the most common battlefield spells are Eagle Eye, Magma Bolts depending on the Random pick better spells are available.  Important magic site searching for Earth or Nature if you don’t have access to it in other ways.  If you have access to Crystal items and cheap Astral Mages (Lizardman Shaman, etc) Masters can become very powerful battlefield mages.  The Mot5E is Capital only.

Master of the Way (1 Water, 2 Holy 1 Random) – The Master of the Way is a good researcher but a poor combatant.  With the random pick you are less likely to get a decent path.  If he gets an Astral, he can be a communion slave or another in Water will allow him to forge Clam of Pearls.  If you are facing undead Masters of the Way are cheap and have access to Quickness and Banishment, a powerful combination.
Master of the Dead (1 Death, 2 Holy) – Spring and Autumn has instant access to Spirit Mastery, which allows 15 Dispossessed Spirits for 4 Death Gems.  On the battlefield most often they are used for Blessing and casting Decay.  After Conjuration 6, Ghost Grip is the standard.  Semi-decent researchers and cheap; they fill out the tremendous versatility and are important for a successful campaign.

Strategy:

It is important to keep your gem income high for your summons.  Searching for Magical Sites as soon as a province is discovered is incredibly important and you should chose your searching mage(s) with care.  Multiple random picks in Fire, Air, and Earth are important to utilize in this manner.  Keeping up the production of Clams of Pearls is also a primary objective.

Use your normal troops for initial expansion; then when you find a decent province with a strong independent troops build and convert your troops to those found there instead of your National troops.  Worth noting are: Hoburg Crossbowmen, Heavy Cavalry, Heavy Infantry, Archers, (All), Shamans, Amazonians.

Don’t be afraid to fly a group of 2 or 3 Celestial Masters with a core of 10-15 Demons of Heavenly Fire into the back of enemy terrain.  Striking back or ‘safe’ provinces you can defeat nearly any provincial defense and cut your opponents economy.  As demons do not require food; you will never be in fear of starving or supply issues.

Watch out for dependence on Demons of Heavenly Fire as there are quite a few counters to this troop.  Keep varied armies always available and play on your opponent’s weaknesses as you have such a wide variety of magic to compensate your own weaknesses.

Don’t be afraid to take water provinces or invade water nations.  In the Demon of Heavenly Rivers you have a formidable aquatic force and the extra income from underwater provinces in both economy and gem production can give you an edge.

Use your variety of cheap units (Dispossessed Spirits) and heavy summons to throw your opponent off guard, and don’t be afraid to change troop composition of your armies and their placement so your opponents never feel comfortable in knowing what you are doing.

Once you have a good economy splurge on building massive independent armies to support your summon core.  Use the strengths of every path of magic and recruitable independent commander/unit you find in order to circumvent common tactics and weaknesses of your opponent.

Kill astral nations first and foremost; they will present the greatest challenge to you and the longer you allow them to build, the more you lose your magical edge.

National Heroes:
Lu-Tung Pin the Immortal (1 Fire, 1 Air, 2 Water, 3 Astral, 3 Holy)

“Lu-Tung Pin is one of the Immortals, the ancient heroes of the T’ien Ch’i that have attained a limited form of divinity.  Lu-Tung Pin became an immortal when he was given a sip of wine by a mysterious old man.  He fell asleep and had many a strange dream.  When he awoke, he secluded himself and lived as a hermit until he had perfected the arts of swordsmanship and inner alchemy.  He is armed with an enchanted demon slaying sword given to him by a Dragon.  He also wields an annoying Fly Whisk.”

- Lu-Tung Pin is highly mobile (Map Movement of 3 and Flying) and has great Leadership.
Li T’ieh-Kuai the Master with the Iron Crutch (2 Air, 2 Astral, 2 Death)

“Li T’ieh-Kuai is one of the Immortals, the ancient heroes of the T’ien Ch’i that have attained a limited form of divinity. Li T’ieh-Kuai lived as a hermit and explored the celestial spheres by astral travel.  One day, his travels carried him farther than normal, and when he returned, he found his body cremated.  He was forced to enter the body of a freshly dead, crippled old man.  He now wanders the land, cursing and pestering good folks.  His ugly face, crippled body and bad demeanor are frightening to say the least.  As if that was not frightening enough his mere presence causes leprosy in those nearby.”

- Li T’ieh-Kuai has a Leprosy cloud surrounding him in battle.  It is often a good plan to place him away from other units who you do not wish to be diseased.
Ho Hsein-Ku the Immortal (1 Air, 2 Nature)

“Ho Hsein-Ku is one of the Immortals, the ancient heroes of the T’ien Ch’i that have attained a limited form of divinity. Ho Hsein-Ku was a young lady who dreamed that mother-of-pearls would give her Immortality.  Living on a diet of mother-of-pearls and moonbeams, she gradually turned ethereal and finally became Immortal.  Now she floats from mountaintop to mountaintop, collecting magical herbs.  Her skill in healing is well known and she gladly helps wounded soldiers with their afflictions”.

- Ho Hsein-Ku can heal like Arcoscephale priestesses allowing the healing of afflictions she is like Lu-Tung Pin is highly mobile (Map Movement of 3 and Flying).

- Zen -
