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Nubt (Naqada)

Population: 300

6 Meager Shanties
Nubt is the first mission in Pharaoh and is intended to introduce new players to a few simple concepts: housing creation and evolution, food procurement and distribution, and the use of Wells, Water Supplies, and Firehouses to supply basic city services.  The tutorial panels that appear during this mission contain valuable information regarding these services and should be read carefully by new players.  

As a Pharaoh player, you will inevitably develop a favorite method of arranging housing and services.  The Nubt scenario gives you an opportunity to see how different arrangements can work to your advantage or disadvantage.  Following are a few important concepts to keep in mind:

· Housing must be within two spaces of a road.  Any unoccupied housing lots that are more than two spaces from a road will disappear, and a banner message will appear to inform you that some housing is too far from a road.  Build enough housing to attract 150 immigrants, and hunting will become available.

· The walker that appears when you place any building requiring employment is wearing a white hat.  In order for the building to gain employment, that walker must pass by an occupied house.  Keep this in mind when building Hunting Lodges, Granaries, Bazaars, Water Supplies, and Firehouses.  Try to prevent the employment walkers from wandering down long empty roads by deleting sections of road that lead away from populated areas.

· Six Meager Shanties are required to win this mission.  In order for a Hut to become a Meager Shanty, it requires access to water, food, and shouldn't be near undesirable buildings like Granaries or Hunting Lodges. Crude Huts have a negative effect on other housing.  Deleting them will sometimes help other houses evolve more quickly.  Right-click on any house to see what it needs to evolve.

· If a fire breaks out, be sure to place a few Firehouses so that your whole village doesn’t burn! 
· Try to avoid building housing too close to the ostriches.
Thinis

Population: 500
Culture: 10

10 Ordinary Cottages

To reduce the time it takes to convert gold to debens, try to keep your palace close to your Gold Mines.  It may be necessary to clear some trees to make room for the buildings you need.  Move your mouse over the Palace to get information on your city.  When your city has unemployment, you know that there is a pool of workers available to staff new structures.   

Remember that mines are particularly susceptible to collapse, so make sure you keep an Architect’s Post close by to monitor them.

After gold mining is up and running, you'll be introduced to an Egyptian goddess, Bast. She can help keep your people happy, healthy, and well fed. Build some Temples and Shrines for Bast, or risk her anger.

After you build enough Temples and Shrines to appease Bast, entertainment will be introduced. Juggler's Booths must be built on a crossroads or 'T' intersection, as must other entertainment venues. Become familiar with how entertainment venues work as soon as you can. It will help your city design greatly if you plan for entertainment venue locations when laying out the beginnings of your cities. Juggler’s Booths won't work well without trained jugglers, so be sure to build Juggler’s Schools, too. 

The culture rating will be achieved when you provide your people with plenty of entertainment. Don't forget the housing requirement!  To evolve housing into Ordinary Cottages, keep undesirable elements (like Granaries) away from housing, and be sure to provide access to a Water Supply, food, a Temple and entertainment.  

Perwadjyt (Buto)

Population: 600

10 modest homesteads
Here is your first opportunity to try out floodplain farming!  Begin by creating some housing and providing your people with water access and fire protection.  Lay a section of road onto the flood plain and place Fig Farms on both sides of it.  Floodplain farmers come from Work Camps, so be sure to build one nearby the floodplain farms. Work Camps negatively affect the desirability of the surrounding area, but must be placed near housing in order to gain employment.  Once the Work Camp is staffed, laborers will walk to the floodplain farms and begin working.  Laborers look like employment walkers without hats.  

Right-click on a floodplain farm to see when the flood will come (in this case September).  Use the time before the flood to prepare your city for food distribution by building a Granary and some Bazaars.  Make sure to keep Osiris happy, too… doing so can be rewarding!  Laborers will harvest figs in August, but unless there is a Granary for them to take the food to, they will remain on the floodplain and drown when the floodwaters arrive.  

Once you have sufficient food in your Granary, some basic industry buildings will become available.  Place a Clay Pit or two near the water or edge of the floodplain to begin clay production.  Keep in mind that the citizens of your city do not want to live near these mud holes.  Clay Pits will collapse quickly if they do not have access to an Architect.  Once your Clay Pits are placed and have employees, build a few Potters nearby.  When clay production is complete, a deliveryman will take clay to the Potter, who will begin pottery production.  Potters need somewhere to deliver their finished goods; that somewhere is a Storage Yard.  Build one, and when pottery is produced, it will be delivered there.  Excess clay will also be delivered to the Storage Yard.  Since you cannot do anything with clay in a Storage Yard at this point, consider giving your Storage Yard special orders to not accept clay.

When some pottery has been delivered to your Storage Yard, Municipal Structures will become available.  Read about Roadblocks!  Did you hear me?  Read about Roadblocks!  They can be used to keep fire marshals, architects, priests, bazaar sellers, and other walkers who have no business being on the flood plain from wandering onto it.  

Pottery will accumulate in your Storage Yard until your housing develops into Ordinary Cottages.  Follow the same process you learned in Thinis to make the city's housing improve.  Try using Statues and Gardens near housing to help housing evolve.   When you have some Ordinary Cottages, the bazaar buyers will buy pottery and distribute it to those houses.  The Ordinary Cottages will then evolve into Modest Homesteads.  Once you have 10 Modest Homesteads and 600 people living in your city, you will win the scenario.

Nekhen (Hierakonpolis)

Population: 1000

10 modest apartments

Nekhen is a large area, but much of the land is arid, so be careful how you use it.  Water Supplies can only be built on grassland, and water carriers will only walk so far from their sources.  This means you’ll want to keep your people housed close to the banks of the Nile, or else they might find themselves without a reliable source of water.

Clay Pits have to be even closer to the Nile, so you’ll need to leave some space available on the riverfront.  

There is a limited amount of flood plain, so plan farm placement carefully, making sure to leave some room to grow barley.  Remember to build a Work Camp or two to provide laborers for floodplain farms.

There is no gold to be mined in Nekhen, so building a Palace isn’t crucial.  Now that the Overseer of the Workers is available, you can consult him instead of the Palace to monitor your city’s work force.  If you have a lot of unassigned workers (but don’t really need to build any new industries), building a Palace will reduce unemployment.

Men-nefer (Memphis)

Population: 1500
Kingdom: 40
Prosperity: 20
Culture: 15


Monuments: 1 small Mastaba
This scenario is quite a step up in difficulty from the previous one and will provide the first true challenge of the game.  Be prepared to use all of the knowledge that you have gained in previous scenarios to provide your people with access to many different services.  

Begin by establishing housing near the flood plain and growing chickpeas to feed your people.  Then provide them with access to two types of entertainment, healthcare, magistrates, religion, and give them pottery and beer.  This will allow your city’s houses to evolve into Spacious Apartments.

Your supply of money is not as large as it might seem here, so plan on building Tax Collectors’ offices, too, and try to be frugal in your spending.  You’ll need the money later for buying bricks.

When your city has at least one Spacious Apartment, the Education tutorial panel will pop up.  Read carefully!  Papyrus will soon become very important to you in this scenario, so make a lot of it.  Begin by building a Reed Gatherer and two or three Papyrus Makers.  Reed Gatherers produce quite a bit of reeds, so consider ordering your Storage Yards to not accept reeds so that they don't become clogged with them.  

Once you have some papyrus in a Storage Yard, build a Scribal School near your nice housing.  Papyrus will be delivered to it from a Storage Yard, and a teacher will emerge from the school.  When a teacher passes one of the Spacious Apartments, it will evolve, and trade with other cities will become available.  Read the tutorial panel carefully.  You need to open a trade route with Perwadjyt and import bricks in order to proceed.  

Click on the World Map button on the control panel, next to the Overseer button.  Read about the World Map and then click to continue.  Only Perwadjyt and Nekhen are willing to trade with you.  You can buy bricks from Perwadjyt and sell papyrus to Nekhen.  You will need to scroll the World Map down to see Nekhen, which is to the south.  Bricks are expensive, but so is papyrus, so you can offset the cost of importing bricks for your Mastaba with the money you make from taxes and from exporting papyrus.  Open trade routes with both of these cities, then visit the Overseer of Commerce to begin importing and exporting.  

The Overseer of Commerce has information regarding all of the goods that you can buy, sell, or produce.  Click on bricks.  Since they are so expensive, it is a good idea not to import too many of them at the beginning.  Click on the button that says, “Click to import.”  Now it will say “Let Overseer set import level.”  This is a helpful setting, but since the overseer is taking into consideration the fact that you need a lot of bricks to build a Mastaba, she will attempt to import enough to bankrupt you forever.  For the time being, click on this button again.  It now says, “Import to maintain 11300” which is the amount that your overseer would have tried to import.  Click on the down arrow (you can hold the mouse button down) until it says “Import to maintain 1000.”  This should be enough for now.  Exit this panel and return to the Overseer of Commerce.

Now, click on papyrus.  Your overseer takes into consideration how much papyrus should be maintained in your city to support your education network, and will set an export level appropriate to this.  Click twice on the “Click to export” button to see what the overseer is currently recommending.  Allowing the overseer to set the export level for papyrus is probably a good idea at this point, so return the panel to that setting and exit back to your city.

Consider building a Storage Yard to hold nothing but bricks and telling the other Storage Yards to not accept bricks at all.  It will be helpful later on to have all your bricks in one place instead of scattered around the city. Watch as caravans enter your city to sell bricks and buy papyrus at your Storage Yards.

When you have 800 bricks in a Storage Yard, the Monuments tutorial panel will appear.  Read it carefully.  You need to build a small Mastaba.  However, before importing all of the bricks for it, you need to place the monument and have your workers clear the base for it.  

To choose a location for the Mastaba, select it from the Religious Structures: Monuments menu and move the green placement footprint around to see where it will fit.  Make sure that there is some open space around it on all sides.  Not only will this ensure that placement doesn’t hinder construction, but it will also provide you with an unobstructed view of the construction process.  After you have placed it, notice the small “welcome mat” staging area.  This is the point through which all construction workers must pass in order to access the Mastaba.  Blocking the staging area will halt Mastaba construction.  Most monuments have a staging area that must remain accessible during construction.

Once the Mastaba is placed, construction will begin.  The same laborers that work the floodplain farms will clear the base of the Mastaba and haul bricks there.  However, during farming months, food production takes priority over monument construction.  If you do not have an ample number of laborers, Mastaba construction will proceed slowly.  If you have extra employees available, consider building more Work Camps to produce more laborers and speed up monument construction.

Finally, you need a Bricklayers’ Guild to provide skilled labor at the monument construction site.  After the base has been cleared, bricklayers will line up on the Mastaba and laborers from the Work Camps will deliver bricks to them from Storage Yards.  This is all there is to it!  Remember that you can track construction progress by right-clicking on the Mastaba or visiting the Overseer of Monuments.

To finish the scenario, you will need to balance papyrus exporting with brick importing to keep your city out of debt.  When the Mastaba is finished, make certain that you have at least 1,500 people in your city, a culture rating of at least 15 and a prosperity rating of at least 20.  Once you do, it's off to the next city!

Timna

Population: 2000
Kingdom: 70
Prosperity: 10

In Timna, you'll begin to realize that you are not alone in the world.  Pharaoh ( and sometimes even other cities ( will begin to make demands for goods that they need.  When Pharaoh or another city makes a demand, you are given a limited amount of time in which to fulfill the request.  Do what you can to be prepared to meet these requests in the time allotted: if you are late delivering the goods, or if you don't comply with the request at all, your Kingdom Rating may suffer.   Make sure you have plenty of goods in storage to keep up with requests as the game progresses, specifically copper, gems, copper, money, copper and weapons.  Did we mention copper?  You’ll want to build your city close to the natural resources and get your industries started as soon as possible.  It’s easy to end up with all your structures crowded around the city’s  resources, so remember to leave space for your city to grow.

Try to place Hunting Lodges near the ostrich flock and Granaries near the Hunting Lodges. This will help maximize game meat production. It's possible to hunt enough food to feed all of your people, but you may need to import additional food.

As with Thinis, keep your Palace relatively close to the mines to reduce the gold-to-deben turnaround time.

In addition to demands for goods, there will be another reminder that you're not alone: enemy attacks.  In this city, Bedouin nomads are your enemy.  They are quick, but not very strong.  A mixed force of archers and infantry should have little problem dealing with the invasions.  

One more note: when building your city, be careful not to build close to the edge of the play area. Since invading forces appear at the edge of the play area, you could find enemies in the heart of your city before your soldiers have time to respond! 

Bedhet (Apollinopolis)

Population: 2500
Kingdom: 45
Prosperity: 20
Culture: 15


Monuments: 1 medium Mastaba

Behdet introduces you to the joys and perils of living along the water.  The Nile offers tasty fish for your people to eat, but the river can also bring invaders who want to destroy your city.  

To get started, first get pottery, beer, papyrus and fish industries up and running.  You'll notice, too, that you can build gold mines, but don’t be too eager to exploit your gold resources right off.  Meeting demands for pottery, beer, papyrus, and fish will require your attention first.

To start your fish industry, you'll need to build a Fishing Wharf and a Shipwright.  The Shipwright supplies the Fishing Wharf with a boat.  

Pay close attention to trade. Some of your trade partners will approach your city by water, so be sure to build a Dock where they can moor while conducting their business.  The Dock employs its own deliverymen who will bring imported goods to Storage Yards, and deliver goods for export from the Storage Yards to trade ships.  It's a good idea to build Storage Yards near the Dock to minimize the distance the Dock's deliveryman needs to travel.  

You will have to export goods and mine plenty of gold to be able to afford all the bricks you need for the Mastaba.  Papyrus and beer are your main exports, but you can also import flax, build Weavers to turn it into linen, and export the linen for a healthy profit.

Also watch your food levels.  You might consider using some of your profits to buy extra food as your population grows.  If you decide to import food, remember to tell the city's Storage Yards to accept the particular food you are importing.

You’ll have to build a navy to defend your city from attack.  Warships attack waterborne assailants.  To build a warship, you must first build a Warship Wharf.  Then, make sure the Shipwright has a supply of wood.  With a supply of wood, the Shipwright will begin building the warship as soon as the Warship Wharf is placed.

It’s also a good idea to have soldiers at the ready in case enemy transport ships make it past your warships and land their troops.

There is plenty of land in Bedhet: make sure to take advantage of all the room you have.  You can build on the land across the river by building a pair of Ferry Landings.  Be sure to keep an eye on any settlements you place across the river.  You will have to provide them with the same basic necessities as the rest of your city.  

While you have a lot of land in Behdet, riverfront land is limited, and there are plenty of different buildings – Ferry Landings, Warship Wharves, Fishing Wharves and the Shipwright – competing for this precious waterfront space.  Be sure to plan carefully.  To help make the most of this waterfront land, try to build Clay Pits adjacent to the flood plain instead of to the river.  

Abedju (Abydos)

Population: 2500
Kingdom: 60
Prosperity: 25
Culture: 25


Monuments: 2 small Mastabas, 1 medium Mastaba
The best place to begin building your city here is on the eastern bank, so that you have access to the larger section of flood plain.  Don’t worry too much about the flood plain at first, though, as it will not provide a source of food.  Rather, build a Shipwright and some Fishing Wharves, and enjoy your first foray into Egyptian fishing!  

Income in Abedju comes mainly from exportation of beer and linen.  Many of the important trade routes here are water routes.  Trade by water is simple and requires nothing more than a Storage Yard to accept goods and a Dock with employees.  Otherwise, settings in the Overseer of Commerce are the same for both land and water routes.  If you do start your city on the eastern bank, be aware that both Ferry Landings in a pair will need employee access in order for caravans to travel across.

Papyrus exporting is another source of profit in Abedju.  Notice that a bridge can be built across the small lake on the eastern side near the flood plain.  Reed gatherers will cross the flood plain during farming months if you build a road for them.  During the flood, though, they will need to go the long way to access the marsh.

Since river trade is brokered through a Dock, and the Dock sends out deliverymen to deliver and fetch goods being traded, it is wise to arrange your city in a manner that minimizes the distance that these deliverymen have to travel.  Otherwise, a bottleneck can form at the Dock.  It is also possible to build multiple Docks.

Concepts introduced in Abedju also include Warship and Transport Wharves.  Just like Fishing Wharves, these are placed along the river and are provided with ships from the Shipwright.  However, unlike fishing boats, warships and transport ships cannot be built until the Shipwright has a supply of wood.  Open a trade route with Byblos (located in the far northeast of the World Map) to import wood.  Be careful!  Wood is expensive and you do not need an abundance of it.

The final new concept introduced here brick making.  There are three Mastabas to build in Abedju, so begin making bricks as soon as possible.  To make bricks, import clay and straw.  The Storage Yard's deliveryman will deliver the raw materials to a Brickworks.  To make 100 bricks you will need 100 bags of clay and 25 bundles of straw.  When production is complete, bricks will be delivered to Storage Yards.  Ready-made bricks can also be imported.  As the scenario progresses, fulfilling requests for beer will bring gifts of bricks, which is helpful with so many Mastabas to build.

As for the Mastabas, it is best to only build one at a time.  Build several Bricklayers’ Guilds, though, to expedite construction.  Once the Mastabas are complete, you will need a population of 2,500, a culture rating of 25, a prosperity rating of 25, and a kingdom rating of 60 in order to move on to the next scenario.  

Congratulations on bringing your people out of the Archaic Period.

Selima Oasis

Population: 3000
Kingdom: 55
Prosperity: 20
Culture: 20

At the Selima Oasis, your city’s economy will need to rely heavily on the export of wood, especially in the beginning.  Take great care in clearing any woodland to make way for new structures.  Once cleared, trees won't grow back, and you don’t want to destroy your only natural resource!

Consider building your city in a loop around the forest.  This leaves the corners of the area free - perfect spots to place Forts!

Once you’ve got the workforce and some capital, you can expand your exports by making papyrus and beer, which are two very good sources of income.

Be sure to avoid building on ostrich spawning grounds.  No more spawning grounds equals no more ostriches, which equals no more food, which equals no more city! You can only stretch ostrich meat so far and may need to supplement your people's diets with imported food.

Some of the neighboring cities (like Behdet) are key trade partners, so it’s important to defend them if they’re in trouble.  You’ll also have to watch your own city’s borders.  It’s a good idea to import copper for weapons.  Archers come in handy, but if an enemy gets too close, you’ll need infantry for close combat.

You must import luxury goods from Kerma to satisfy Pharaoh's requests. Sometimes you will have to dispatch troops to Kerma to keep the trade route open. If you happen to miss a request because the trade route is closed, be patient. You should soon have the opportunity to reopen trade with Kerma.

Abu (Elephantine)

Population: 4000
Kingdom: 50
Prosperity: 30
Culture: 30


There are a few new concepts in Abu, all of which are simple to learn and implement.  Read the tutorial panel entitled “The Finer Things” for explanations.  Here are the basics:

· Provide a Jeweler with gemstones to make Luxury Goods.

· Stone quarrying works the same way as copper and gemstone mining.

· Build a Temple Complex to appease your city’s patron god, in this case Ptah.  After the complex itself is built, an altar and oracle can be added to please minor gods, which will bring additional benefits to your city.  

As for the main city itself, it should be built on the large island.  Notice that there is a small patch of accessible stone at the southern end of the island, which is useful for establishing initial exports.  As time progresses, requests and trade demands will require you to access the rocky area on the western bank.  Ferries can either be built at the north, skipping across the small island, or directly to the quarry area at the southern part of the island, near the rocks in the water.

You will have to establish several small communities here in order to tap all of the resources available in the play area.  A farming community will be necessary on the eastern bank and a quarrying community on the western bank.  Try to limit the size of the quarrying community on the western bank, since the majority of the food production is so far away.

Finally, your Dock should be built on the western body of water – there it will have access to passing trade ships.  Good luck, and enjoy building a thriving city at Abu.  The city you found here will become an important trading partner as you progress through the campaign.

Saqqara

Population: 3500
Kingdom: 50
Prosperity: 15

Monuments: 1 medium Stepped Pyramid

There are two sources of food in Saqqara: ostrich meat (tastes like chicken!) and pomegranates (yummy!).  Whereas it may serve you best to provide your people with game meat at first, you’ll soon want to foray into the world of meadow farming and give your people pomegranates to eat.  Meadow farming is simple. For an in-depth explanation, read the “Innovations” tutorial panel.

Build Gold Mines in the north part of the play area for income.  There is ample room for them, so money should not be a problem.  Beware of the hyenas, though, as they may attack your Gold Mine deliverymen.  There is a dearth of raw materials in this area, so use the money earned from gold mining to import raw materials, and then produce your own finished goods.  

By the way, you also get to build your first Pyramid in Saqqara!  We know: it's not quite as exciting as meadow farming.  Since the base of the Pyramid has to be cleared in the same manner that the base of a Mastaba has to be cleared, place the Pyramid and build a Work Camp as soon as your initial town is established.  You can expand your city as the workers clear the base.

The large amount of industry required for monument construction tends to put a drag on prosperity.  One good way to handle this is to ignore prosperity and culture requirements until monument construction is complete.  At that point, monument-specific industries can be destroyed, yielding employees which can be shifted to entertainment and education.  Each Pharaoh player will develop her own way to best handle this dichotomy, so this is only offered as a suggestion.

Pyramids differ from Mastabas in one important way – they require the services of carpenters and stonemasons.  To produce a carpenter, a Carpenters’ Guild needs a supply of wood, which in this mission has to be imported.  Stonemasons function in the same manner as bricklayers, so you shouldn't have a problem with them.  For each pair of stonemasons on the Pyramid, one team of laborers from the Work Camp can haul blocks to the pyramid.  Therefore, to speed up construction, build multiple Stonemasons’ Guilds.  One final suggestion regarding Pyramid construction is that it is helpful to build up a large supply of stone in storage while laborers are working on the base.   

Other than the monument requirement, the most difficult of the win conditions for Saqqara is the population requirement of 3,500.  Reaching this should be a cinch.  If you find that you have met all of the requirements and still haven’t won, visit the Overseer of Monuments to make sure that you have dispatched all of the necessary burial provisions.

At some point during the mission, the people of Selima Oasis might offer you a gift of pomegranates.  By all means, accept this gift, even if your city is already choking on pomegranates!  Refusing their gift will anger the Selimans, with potentially disastrous consequences for your city’s trade options.    

Serabit Khadim

Population: 2000
Kingdom: 80


You’ll need to build a lot of armies in order to win this mission.  Invasions will start within the first few years.

Set up Copper Mines as soon as possible, and make sure there are plenty of them.  You need to be able to meet Pharaoh’s demands and still be able to equip your military forces.

Don’t be afraid to clear roads in order to reorganize the city layout.  It’s probably a good idea to leave the Walls where they are.  Keep your city within their confines.  There’s a lot of military activity in this scenario, and the Walls will provide protection as well as limit the approaches enemies have to your city.  But, they also limit your soldiers’ movements.  If you’re not careful you could find your forces taking the scenic route to the battlefield while your enemies are sacking your city!

Pay attention to where enemies appear, and place Forts to put your soldiers in a position to intercept.  The Bedouins and Canaanites are both seeking to destroy your city, so be prepared for one attacker to follow on the heels of another!

As with the Selima Oasis, be careful not to build over ostrich spawning grounds.  Exporting jewelry and excess copper will bring in enough money to build up your military and supplement sparse food resources.

Invasions and requests for goods (like gems, weapons, and luxury goods) will grow in size with each passing year, so try to meet the win requirements as quickly as possible.  

Meidum

Population: 3000
Kingdom: 40
Prosperity: 25
Culture: 25


Monuments: Stepped Pyramid Complex, small Stepped Pyramid
The Meidum scenario offers quite a challenge for the up-and-coming pyramid builder.  The Stepped Pyramid Complex you construct here is huge, and offers a glimpse at what is to come in later scenarios.  Luckily, though, you are supplied with everything needed to complete the Pyramid Complex.  

The best way to approach Meidum is to establish some sources of income from the beginning.  Both wood and papyrus are lucrative exports and are easily accessible.  It will be necessary to use resources on the eastern bank of the Nile to develop your city.  Most notably, all of the flood plain is accessible from the eastern bank.  

There are several spots where river crossings are possible.  At the northern end of the river, there is a possible crossing near the hippo-populated marshland.  This crossing is useful, but off of the beaten path.  It is better to establish the first crossing point on the landmass that becomes the southernmost island when the floodwaters are in.  This spot provides access to both flood plain and trees.

Consider placing the Stepped Pyramid Complex as soon as possible.  Not only can the laborers work on the base during the flood, but city layout is also dependent upon its location.  Generally speaking, it is best to have Pyramid Complexes near the southern edge of the play area.  The causeway (which extends to the water) blocks passage, and will dissect the city if the Pyramid is in the middle of the play area.  Furthermore, the longer the causeway, the further walkers have to go to get around it.  If the complex is placed near the southern edge of the play area, then the entire city can be built to the north of it.  Just make certain that the immigrant entrance and exit points are not being blocked.

Also note that the causeway's length is limited, so be sure to place the Pyramid Complex close enough to the water.

Note that there is some meadow near the rocky areas on the western part of the play area.  It is a good idea to build a few meadow farms there to provide food for your quarrying community.  You will need a large set of quarries to provide all of the stone needed for the Pyramid Complex.

Do not be surprised if the Libyan army assaults your city! They may attempt a sneak attack from the east, so be prepared to defend the eastern bank of the river.

Finally, don’t forget the small Stepped Pyramid!

Buhen

Population: 3500
Kingdom: 75
Prosperity: 25
Culture: 25


Monuments: 1 small Obelisk

You get a good amount of starting cash on this mission, but you’re going to need it.  You’ll have to do a lot of importing, and items like copper will burn through your funds quickly.  Take advantage of every gold deposit you can.

Your access to copper is limited, so be ready to protect those trade routes.  Remember: no copper means no infantry!

Also be ready to hand over hefty sums of limestone for Pharaoh’s building projects.  It’s a good idea to dedicate several quarries and a Storage Yard or two for this purpose.

You’ll be faced with several demands on your city at once, such as beer, troops, and debens.  Try to prioritize, while at the same time striking a balance between your military and industrial growth.  You don’t want to throw all your resources into mining limestone for Pharaoh, only to get caught off guard by a request for troops!

If you don’t send enough troops, or if they’re not trained at an Academy, they might lose a distant battle.  This loss will affect trade, sending the price of copper through the roof.

The Nubians will get bolder as the mission unfolds.  Given the difficulty of moving troops around the city’s terrain, and the real possibility that you may have a shortage of infantry to defend it, building a formidable series of Walls and Towers may be necessary. Seth is your city’s patron god, and he may be persuaded to help.

Ferries will be essential to the success of your city, as will the wise use of available land.  Leave some space on your shores where transport ships can pick up and drop off your troops.  The terrain is broken up, and deserves careful consideration before placing structures hither and thither.

You’ll need to store up 100 blocks of granite to build the small Obelisk, so have some Storage Yards ready.

South Dahshur

Population: 3500
Kingdom: 50
Prosperity: 25

Monuments: 1 medium Bent Pyramid

The scenario at South Dahshur is straightforward and builds upon all of the skills that you have learned during the previous scenarios.  Excess limestone provides a reliable source of income, as do limited beer exports.  The eastern shore does not provide a suitable location for a Dock, so limestone has to be ferried across the river to be exported.  Consider setting up several Storage Yards right next to the Dock so that the deliverymen will not have to travel far to pick up the limestone you are selling.  Make sure to keep some of it, though, as it will be needed for construction of the Bent Pyramid.

Trade with Meidum should be established early.  Meidum buys limestone and sells plain stone, which you will need for your city’s Bent Pyramid.  Fulfilling requests for various goods may bring large gifts of plain stone, so do not forget the needs of Pharaoh and your fellow Egyptians.

North Dahshur

Population: 3000
Kingdom: 55
Prosperity: 30
Culture: 20


Monuments: 1 large Pyramid

The land offers few resources, so you will have to import heavily.  Buying raw materials, refining them, then selling them will be a major source of income.  You can grow barley, however, and profits from exporting beer will offset the cost of all your imports.  You may have to build several Docks so that your sea trade flows smoothly.

You’ll have to set up bridges and ferries to access your food resources.  If you plan your farms carefully enough, you can utilize almost all of the flood plains.

There’s some combat, but you shouldn’t need more than a few Forts to meet the region’s military demands.  Any gifts of copper can be used for infantry, and the excess can be sold for a nice profit.

Requests will usually be for grain, barley, or limestone, so keep some on hand.  If you keep meeting these demands, you can expect gifts of plain stone, which means you don’t have to import quite as much to build your pyramid.  If you’re really good, you might not have to buy any plain stone at all!  Make sure your have enough room in your Storage Yards to accept these gifts.

Iunet (Dendera)

Population: 4000
Kingdom: 65
Prosperity: 30
Culture: 30


Monuments: 1 small Mastaba

Fish is your only local food source and not a particularly plentiful one.  As your population grows, you’ll have to import other foods.  You’ll need to mine enough gold or export enough goods to cover the cost of feeding your people.

You can also mine copper, which fetches a good price, and you can use the excess to make weapons for your soldiers.  You shouldn’t need too many soldiers as long as you have a strong navy.

Expect invasions from the Kushites starting early in the mission.  They are not the strongest seafarers, and initially one or two of your warships should be able to thwart any invasions by water.   As time passes, though, the Kushites will send larger and stronger forces, so be prepared to repel them.

Since you can’t ferry directly to the largest section of land, think about building in distinct phases.  Develop a small, self-sustaining community on the land near the kingdom road.  Once that’s up and running, you can do the same across the water on the land to the south.  From there you can finally expand onto the largest tract of land, taking advantage of the rich ore resources to start making some real money.

Watch for requests for granite and copper.

On (Heliopolis)

Population: 4000
Kingdom: 60
Prosperity: 35
Culture: 40


Monuments: 3 small Mastabas
Building an efficient city at On is a test of your ability to create different self-sustaining zones.  There are five landmasses here: the east bank, the west bank, and three islands.  The only way to access the west bank is to skip across the islands from the east bank.

Begin your city by building ferries that will allow immigrants to access the west bank.  It is there that you should set up the first zone in your city.  Build some housing, Hunting Lodges, and a papyrus-making industry.  Build a Dock there, too.  Make sure that the ferry from the west bank to the western island has access to employees on both sides.  Use the western island to grow flax for linen production.  Linen and papyrus can then be exported through the Dock on the west bank.

Next, establish a quarrying community by the rocks on the east bank.  Build a Dock there, too, and export limestone from that Dock.  You should now have some well-established sources of income.  

Establish a food-producing community on the middle island.  Since the west bank is self-sufficient, there is no reason to provide employees to the ferry leading from the center island to the western island until later in the scenario, when your entire city needs linen and papyrus.  However, the east bank is without a source of food, so the ferries leading from the east bank, across the eastern island and to the middle island should all have access to employees and road connections.  This is a good place to employ your knowledge of Roadblocks.  Build a Granary by the limestone Quarries, and you will be able to feed your people there.

By ensuring that there is no way for Dock deliverymen from the east bank to get to the west bank, and vice versa, you will isolate river trade, thereby making it more efficient.  Trade ships will only visit the west bank to buy papyrus and linen, and only visit the east bank to buy limestone.

The eastern island is a good location for a brick-making community.  You'll need lots of bricks to build the three small Mastabas.

If you use these tips as a start and remember to save room for the three small Mastabas, you should soon have a thriving city at On.

A word of warning: you will be asked several times for gifts of limestone.  If you don’t fulfill these requests, one of your trading partners will become upset and close its route, potentially cutting off your source of luxury goods, which you need as a burial provision.  Either stock up on luxuries early, or be sure you don’t miss these limestone requests.

Rostja (Giza)

Kingdom: 50


Monuments: Sphinx, Pyramid Complex, medium Pyramid

The Rostja scenario is one of the most difficult in the game and requires wits and patience.  Take a moment to look at the terrain before getting started.  There are a few things to notice:

· First of all, despite the presence of flood plain here, you cannot build farms.  So, take a look around and locate the ostrich breeding grounds, because your people are going to be eating a lot of ostrich meat!  Be particularly careful when placing the Pyramid Complex not to cordon off the ostriches on the western bank of the main Nile branch here.  You will need to be able to access them for food.  

· Secondly, notice that all of the rocky areas are at the western edge of the play area.  You will need A LOT of plain stone for Khufu’s Pyramid Complex, not to mention the medium Pyramid that you have to build for Khafra too.  You will also need to mine lots of gemstones and create lots of luxury goods (jewelry) for export.  These are your main sources of income and should be attended to from an early stage.  

· Finally, suitable areas for Dock placement are a long way from the mining areas, so try to devise a system to efficiently move gemstones and jewelry for exportation.  Instead of making Dock deliverymen come to the mines to get gems, make the gems available near the Dock. Build Storage Yards near the Dock and tell the Storage Yards to "Get" gems.

On will become your most important trading partner during early stages of the game.  Trade ships from On will not only buy your gems and jewelry, but will sell you the limestone that you need to complete the Pyramids.

Through all of this, do not neglect your military.  It is important that you slowly build up your forces, as your city will most certainly be invaded during the course of building these great monuments.

As for the Sphinx, it is the easiest of the monuments to construct.  Consider building it first as you stockpile plain stone and limestone for Pyramid construction. The Sphinx just requires stonemasons and carpenters, so be sure to have some wood ready for the Carpenters’ Guilds.

With an efficient city setup, building the monuments at Rostja is just a matter of time.  So much time, in fact, that you are advised to begin monument construction early, before you entirely solve the main challenge of establishing an efficient distribution system.    

Bahariya Oasis

Population: 3000
Kingdom: 40
Prosperity: 25
Culture: 15


Monuments: Sun Temple

Libyans and Bedouins will pose a constant threat to the city at the Bahariya Oasis.  They will attack from (literally) the four corners of the play area.  You should set up Forts or Towers near the edges of the city to block them.  You may even try isolating the oasis, turning it into a walled fortress.

Watch out for invasions that come without a pop-up warning message (sneak attacks!).  You can check your military status in the Chief Overseer’s panel to see if enemies are approaching.  Invasions will escalate the longer the mission goes uncompleted.

The sooner you begin exporting wood, the sooner you can afford to import other raw materials such as barley, flax, and clay.  You can then develop the industries to turn these raw materials into refined goods and sell them for even more profits.  You will need these proceeds to buy copper to arm your infantry with weapons, as well as the sandstone needed to construct the Sun Temple.  Set up plenty of Storage Yards to house the 220 blocks of sandstone you’ll need to start it – and don’t forget that the initial 220 blocks are only a down payment.  You need even more sandstone after construction begins.

Djedu (Abusir):

Population: 4500
Kingdom: 50
Prosperity: 40
Culture: 45


Monuments: Sun Temple
Several requests come at the beginning of this scenario that must be filled in order to open trade routes offering goods needed to win.  Don’t fret too much if you miss these requests, as later opportunities will allow the same routes to become available.  However, it is always nice to be able to open the routes as soon as possible.

With that in mind, you should set out to have a stockpile of game meat, wood, and grain as soon as possible.  Not only is it beneficial to have these industries up and running, but having the goods available for early requests will help you avoid trade difficulties.

Other than that, begin importing sandstone for the Sun Temple as soon as you are making money from exports, since it will take you a number of years to import all of the stone needed.  It takes 220 blocks to place the Sun Temple, and more sandstone to complete it.  Finally, don’t forget to save some room for the Sun Temple when you are planning your city!

Dunqul Oasis

Population: 3500
Kingdom: 80
Prosperity: 20
Culture: 20


Monuments: 1 small Obelisk

The land is broken up by mountains and forests, which leaves precious little room for Water Supplies to support your population.  Plan carefully, especially when it comes to clearing trees.  You’ll need to do a lot of mining, manufacturing, and wood cutting to earn money.

There’s a strong possibility you will go into debt in the beginning of the mission.  As long as you have a steady supply of exports to sell, you’ll be able to get back on the plus side.  Just don’t take too long getting back in the black.  Prolonged debt will decimate your Kingdom Rating.  When your Kingdom Rating hits zero, there’s very little you can do to prevent Pharaoh from sending troops to level your city.

Things get off to a rocky start, to say the least.  Trade routes close, armies invade, and requests for goods are made that you can’t possibly meet.  But don’t worry, you’ll find ways to export wood and jewelry to keep your funds growing.

Invasions will begin within the first few years of the mission, so start building your armies early.  Growing threats from invaders will require you to expand your defenses.

Occasionally you may be asked to fork over weapons, game meat, and granite. 

Dakhla Oasis

Population: 5000
Kingdom: 65
Prosperity: 45
Culture: 50


Monuments: 1 small Obelisk

The first struggle at Dakhla is to get immigrants past the hyenas and into the city.  There is a simple solution to this – designate housing areas that will prompt immigrants to travel south of the oasis to get to the housing.  A good rule of thumb is to establish areas of housing south of the road that leads northwest out of the region.  If the hyenas continue to plague you, build some Forts, and use the military to send the hyenas to the “Field of Reeds.”

By this stage in the game, you should be able to recognize your biggest initial source of income and build the beginnings of your city around exports of that good -- in this case, wood.  However, do not forget to pay attention to other goods that your city can produce because other cities will inevitably request them.  Make sure that you are producing and storing beer, bricks, grain, and wood before the scenario progresses too far.  Pre-emptive stockpiling is a good economic tactic for Pharaoh. 

Granite is needed for construction of the small Obelisk, but will only become available through fulfilling the needs of your fellow Egyptians.  As soon as it does become available, begin importing it.  You will need 100 granite blocks stored before you can begin work on the Obelisk.

If you are able to successfully manage the economics of the Dakhla Oasis, you are well on your way to becoming a master of Pharaoh.

Thinis

Population: 4500
Kingdom: 90
Prosperity: 35
Culture: 25


10 Common Residences

This is arguably the hardest mission in the game.  You’ll want to save your progress often.  Consider pausing or slowing down the game to get past critical moments when a lot is happening, like during combat.

There’s a small, fortified settlement when you start, but remember that troops can move through dunes, so you’re city is not as safe as it might seem.

You are stuck between two warring factions who struggle for supremacy of Egypt: the rulers of Henen-nesw and the rulers of Waset.  You will be asked to take sides.  Thinis is being rebuilt by the rulers of Waset, which makes them the “good guys”. Don’t accept gifts (however tempting) when Henen-nesw tries to bribe you, and don’t give in to their extortion demands.  

Be scrupulously true to your Waset allies, or you will set off a series of events that will send army after army to destroy your city. Your choices may not make you popular, but it’s easier to rebuild your Kingdom Rating than it is to rebuild your city after it’s been sacked!  This is a heavy combat mission, so regardless of your choices, you’ll still need soldiers. 

Lots of soldiers.

Multiple invasions will occur, and sometimes they’ll overlap, so you’ll be fighting two enemies at once!  One way to reduce your losses is to use your warships to take out enemy transport ships before they land their troops.

You might have to go into debt for a while, but as long as you can set up Gold Mines in a timely fashion, you shouldn’t have any lasting problems.  Mining gold should be one of your first priorities.  You’ll need it to pay for the copper you’ll need to import.  Don’t overlook beer, though.  Exports of that can be just as lucrative.

Take advantage of the road system.  With a little adjustment and carefully placed housing and roadblocks, you’ll be in a position to harvest every resource the city has to offer.

You start out with high unemployment, so no one wants to come to your city.  Try clearing some of the housing (like the housing outside the Fort) until there’s no unemployment, then you can start building new housing to attract workers to the areas you want to develop.

Requests aren't made often, but when they are, look out.  You may have to come up with a heap of pottery – or worse – dispatch troops during a mission where every soldier counts.

If you can make it through the first 15 years or so, the invasions should taper off, and you can concentrate on meeting the winning requirements.  The most difficult of these will be your Kingdom Rating, which will most likely be at rock bottom.  Don’t forget to dispatch a gift or two (at most) every year to Pharaoh and hold lots of festivals to Ra.

Waset (Thebes)

Population: 6000
Kingdom: 70
Prosperity: 45
Culture: 55


Monuments: Sun Temple, small Pyramid
It is a time of civil war and you are being called upon to build Waset as a capital and a support net for those making a stand against Henen-nesw.  Not only do you need to build a city powerful in its own right, you must stand ready to provide your allies with any supplies they might need.  

At the same time, your city is vulnerable to attack and you must build an army and navy to protect the city you are constructing.  You must utilize all of the resources you find at Waset, and you must do it quickly.

Your initial settlement should be three-pronged.  Build a gold mining camp and a City Palace near the gold resources at the northern end of the river.  When funds are suitable, build a farming community directly across the river from there, employing both floodplain and meadow farming tactics.  Then, build a fishing community on the island at the south end of the river.  Make sure that you are providing your mining community with food so that they do not develop disease.  Finally, to prepare yourself to fill requests, stockpile half a Storage Yard of each of the food types.

As long as your city is well established and your military is prepared by the time Henen-nesw begins trying to extort money from you, completing the Waset scenario should be no problem.

Kebet (Coptos)

Population: 7000
Kingdom: 85
Prosperity: 45
Culture: 40


Monuments: 1 large Obelisk, 2 small Obelisks
Begin your struggle to reunite Egypt by cleaning up your recently ransacked city.  Clear away rubble and area desirability will improve.  If you are wondering what buildings used to be there, right-click on the rubble before deleting it.  There are valuable resources here that you cannot do without; therefore, do no destroy everything, or you will definitely lose.  Most importantly, make sure that you have a Granary and a Storage Yard.

Be aware of three things at first: there are allocation priorities pre-set by the Overseer of Workers, the gods are displeased, and you do not need to import clay because your city can produce its own.

Your most profitable export is copper, so start mining!  Buhen buys copper.  If you decide to build Gold Mines, make sure that the City Palace is near them.  As soon as your copper exporting becomes stable, begin making weapons.  You will need a lot of them to replenish your army and to send to other cities per their requests.  

Expect an early invasion.  Assuming you continue to support your military labor pool, you should have two complete companies of archers (from the pre-placed Forts) by the time the invasion comes.  If you have the money, add a few Towers to the existing Walls. The first invasion comes from the north, on the west bank.

The invasions continue, giving your army only a little time to recover between attacks.  There is also a water invasion, so make certain to have some warships.  Be aware of land invasions from the east bank, too!  Either provide transport ships for moving troops across the river, or build Forts on the east bank.  It’s probably a good idea to do both.  You can use the transport ships later for dispatching troops to distant battles, so they are useful to have around.

When things settle down a little, consider beginning work on the monuments.  You have to build two small Obelisks and one large one in Kebet.  That’s a lot of granite!  If you need extra income, you can sell granite to Buhen.

As long as you do everything possible to support your military, your growing city at Kebet should be able to effectively repel all invasions.  Balancing the need for military resources without going into too much debt is the biggest challenge here, but it is definitely surmountable.  

Menat Khufu (Beni Hasan)

Population: 7000
Kingdom: 75
Prosperity: 50
Culture: 60


Monuments: 2 small Obelisks
Your initial task at Menat Khufu should be to expand the scope of the farming and prepare to fill famine requests for food.  Assuming this is done quickly enough, and a few Storage Yards are set up to receive the food, you should be able to meet all of the requests in a timely fashion.  You may have to sacrifice giving your own city food during the first year to fulfill the needs of other Egyptian cities suffering famine.  Do not hesitate to do so.

Once food production is adequate, begin establishing beer and linen industries.  Beer and linen are needed by your people, are valuable exports and are needed to replenish the burial provisions stolen from the Pyramid in your city.  Income received from exports should be used to purchase the granite and wood needed to construct two small Obelisks in your city.  

Efficient city layout and centralized exporting will help you overcome some of the geographical limitations of the Menat Khufu region.  If you ensure high-quality floods by appeasing Osiris (a Temple Complex dedicated to him is invaluable!), filling famine requests will be significantly easier.

Itjtawy

Population: 7500
Kingdom: 85
Prosperity: 60
Culture: 60


Monuments: Sphinx, small Brick-core Pyramid, medium Brick-core Pyramid

6 Stately Manors

This mission will require you to concentrate on economics and large city management.  Start exporting linen to create income.  You can also expand your city across the river to take advantage of the reed fields.  These reeds can be turned into lucrative papyrus exports.

You’ll receive plenty of requests for goods, starting relatively early in the mission.  Have grain, pottery, bricks, limestone, and meat on hand.

Itjtawy has problems with water contamination, so make sure you have plenty of physicians and apothecaries to keep your population healthy.

As long as you keep meeting requests and keep making a profit from exports, you will be able to expand your city steadily.  There’s a lot of space in the play area, and you’ll need it to get your city’s population to 7,500 people.  Think about prefabricated city blocks.  That is, design a city block that is more or less self-sufficient (water, food, religion, health, infrastructure, etc.). Make sure to leave some empty space in the design for structures you might not need right away (Courthouses, Libraries, Mortuaries, etc.), but will want to add later.  As your city grows, add an identical block next to it.  When the second block is running smoothly, add a third, and so on.  It’s a great way to keep your city organized and manageable.

Then you’ll be in a position to start closing in on your city’s other goals like prosperity, culture, and the three monuments you need to build.  Don't forget the housing requirement!

Iken (Mirgissa)

Population: 8000
Kingdom: 80
Prosperity: 45
Culture: 45


Monuments: 1 large Obelisk

This large area sees frequent military activity.  The problem here is that there are several places where the potential invaders might attack.  Depending on where you decide to build, some of the waterborne invasion forces might land on an unoccupied island.  If they do, you are in luck: they will eventually get bored and go away.

Don’t count on enemy soldiers meekly going away too often, though.  Eventually, you'll  probably expand your city onto some of the islands.  You can place Forts on island settlements to guard them, or build Transport Wharves to shuttle troops around.  The latter can take a lot of time, so you’ll have to figure out a layout that will allow you to respond to threats in a timely manner.

Invasions begin within the first few years of the mission.  You should try to bring your military to maximum strength as soon as possible, because the Kushites will attack in large numbers.

A strong naval presence will be necessary.  Always remember to target enemy transport ships first.  Remember that when it comes to conducting warfare, a little help from Seth never hurts!

Requests for goods such as game meat, debens, linen, and barley will demand your attention.  Fulfilling these requests will improve your Kingdom Rating, create new trade routes, and sometimes earn you gifts of valuable copper. Be sure to help out the new city of Sawu whenever possible.

Fortunately, there are rich deposits of gold in the area, and harnessing these deposits should be done as early as possible.  Natural resources are spread throughout the region, so you may have to build separate communities simultaneously to take advantage of the land's resources. 

Once you’ve got your economy and military running smoothly, the only other major task will be meeting the population requirement.  Eight thousand is a lot of people, so manage your space carefully!

Sawu (Mersa Gawasis)

Population: 8000
Kingdom: 75
Prosperity: 65
Culture: 65


Monuments: Mausoleum, 1 small Brick-core Pyramid

There are several ways to begin establishing a city in Sawu, so keep a few things in mind:

· The location of your initial settlement is important.  Choose a site that maximizes resource availability.

· In Sawu you will be in the business of importing raw materials and exporting finished goods.  Other Egyptian cities will expect certain services from you; after all, you are Pharaoh.  Be prepared to fill some early and large requests for manufactured goods.

· Mine some copper and make some weapons as soon as you can.  Not only will you need to dispatch weapons to other cities and send off troops to distant battles, but you will also need to defend the city from invasions.  Make sure that you have some transport ships and warships for dispatching troops via ship and defending against sea-borne attacks.  Invasions could come from any direction.  Troops are also handy for ridding the area of hyenas.

· Keep in mind that you will need to import sandstone for Mausoleum construction, and provide bricks and limestone for the Brick-core Pyramid.  

Prove to your people that you are worthy of the title Pharaoh.

Heh (Semna)

Population: 6000
Kingdom: 60
Prosperity: 45
Culture: 50


Monuments: Mausoleum

Heh will pull your resources in many directions at once.  In the beginning, you will need to balance mining gold with food production and military requests.

Defending distant cities is essential and, provided your troops are victorious,  will always result in benefits. Remember, you can dispatch a combination of both warships and transport ships carrying soldiers.  Requests for military support come frequently, sometimes while you still have troops abroad.  It's a good idea to continue to build ships and Forts while your forces are away.

If you can spare them, keep some troops at home in case the Nubians try to conquer your city.  Watch out for invasions that come from both land and water.

Usable land is scarce, so plan carefully and consider expanding to the opposite bank of the Nile.  Use archers to sterilize hyena spawning grounds; otherwise, they will continue to kill your city walkers and interrupt the flow of goods and services.  

Bubastis

Kingdom: 65
Prosperity: 85
Culture: 85


Monuments: 2 large Obelisks

4 Palatial Estates
Immigrants will enter the city on the road shown when the scenario is first started, at the southern edge of the play area.  The first few years here will be quiet, so use them to fill up your treasury through wood exports.

To provide all of the services needed to develop four Palatial Estates you will need a medium-sized city.  Most likely, this will require you to expand your city across the river.  Useful coastline is not abundant and should be used in the most efficient manner possible.  Do not forget to build a transport ship or two for dispatching troops to distant battles.

Palatial Estates are difficult to develop, but definitely not impossible.  The good news is that building four of them is almost as easy as building one of them.  It’s the first one that’s the hardest, though.  Remember one very important key to developing prosperous neighborhoods: nice housing takes up more space than lesser housing.  Surround housing that you are pampering with Gardens, which raise the desirability of the area.  Houses will expand onto Gardens, but they cannot expand over Statues.  If a house is trying to evolve and claims to not have enough room, try deleting the houses, roads, and/or other buildings that are cramping it.  You really have to cater to nice housing.  If you ignore it for more than a few minutes, it will likely devolve.  Use the overlays to make sure that all necessary services are being provided.

The other challenge in Bubastis is to provide enough services to your citizens to achieve a Prosperity Rating of 85.  Check the Overseer of Ratings frequently to find out what is needed to further raise your city’s ratings, and then use the overlays to discover which parts of your city may be missing vital services.   

Remember, you have to build 2 large Obelisks, too.

Khmun (Hermopolis)

Population: 6000
Kingdom: 75
Prosperity: 50
Culture: 55

Monuments: supply small Brick-core Pyramid (already present) with burial provisions
This region has a previously built small Brick-core Pyramid that has been robbed by Hyksos invaders.  It is your job to reclaim the area and restock the Pyramid with burial provisions, all the while keeping an eye out for more Hyksos invasions.

Resist the temptation to build your city around the Pyramid, which lies to the south.  Instead, concentrate on the northeastern portion of the mainland that contains farmland.  Start your city along that strip of fertile land, making sure not to build too close to the northern edge where an invading army might suddenly appear.  Eventually, you will want to build Docks for trade and Wharves for combat ships; available coastlines are just below the eastern strip of floodplain, so it is best to start there and spread your city north and south from that point.

After you provide for your citizens’ basic needs you will want to establish trade routes to start making money – the sooner the better.  You can produce beer right away, and a couple of cities are willing to buy it.  Use any spare arable land to grow barley and build breweries to begin brewing beer.  Both Itjtawy and Men-nefer will buy beer from you.  Open the trade route to Men-nefer first; the route is less expensive to open than the route to Itjtawy, and it's a land trade route, so you won't need a Dock yet. 

Don’t wait until you hear about a possible invasion to start building an army.  This is hostile territory and you can expect many invasions as well as requests for troops to be sent to other cities.  Don’t forget to build transport ships.

You have the rare luxury of having the monument already built for you, so your main task is to build a strong, prosperous city and restock the Pyramid.  You will have to import almost all of the raw materials for the items that you require.  Resupplying the Pyramid should not prove to be difficult.  

You also don't really need to cross the river to the east.  You don't need to mine plain stone, and there is plenty of farmland on the mainland.  

As long as you maintain an adequate army and continue to make enough money to import resources, you should be able to complete this scenario successfully.

Sauty (Lykopolis)

Population: 6500
Kingdom: 60
Prosperity: 75
Culture: 70


Monuments: 3 medium Brick-core Pyramids

There are two things to be aware of in this mission.  The first is that there is no rescue gift if you run out of cash.  Set up exports immediately and then tend to other matters.  It is absolutely crucial that you establish a source of sustainable income before you begin to expand.  

Secondly, the three Pyramids take up a lot of room.  Planning for their placement from the beginning is important, or you may discover that you have not left enough room for them.  It looks nice if one is on the landmass that becomes an island during the flood.  If you choose to place one here, access the island by ferry from the northern bank of the river to avoid isolating part of your city during flood months.

Be prepared for some requests for food.  The abundance of flood plain in Sauty makes meeting these requests simple, if you are adequately prepared.

Like many of the scenarios with monuments, plan on shifting the focus of your economy after the Pyramids are constructed.  Achieving high levels of prosperity and culture is much less of a burden when monument-related industry is eliminated.

Don’t forget to watch out for the crocodiles!

Byblos

Population: 6000
Kingdom: 75
Prosperity: 40
Culture: 60

Monuments: 1 large Obelisk, 2 small Obelisks


Don’t let the large amount of starting debens lull you into a false sense of security.  Defending Byblos properly is expensive, and your trade opportunities are initially quite limited.  Spend wisely!

Begin by building up in the southwestern corner within the walled-in area to take advantage of the grassy area (for water access).  Also, build up around the already developed area just south of the walled area along the coast.

Concentrate on the necessities first: food, income, and defenses:  

· Food.  Fishing wharves will be the only source of food you will need in Byblos.  Place enough to supply a small city, but be sure to leave enough room for Warship Wharves for later on. 

· Income.  Your best and easiest source of income will be gold mining.  Place a healthy number of Gold Mines on the western side of the ore-bearing rocks.  Leave some room for Copper Mines (two or three should suffice) for weapons for infantry (you'll need them).

· Defenses.  Place Towers at the northernmost corner of the Walls and, eventually, near the mines and trees. You will be attacked at these two locations first.  Also, prepare to have at least three warships to ward off enemy transport ships.  Tip:  NEVER allow transport ships to unload.  Take them out first and fast!  Start first with an Archer Fort. Because they do not require any supplies (e.g., weapons or chariots), you can quickly field a full company for initial defense. Build either a Chariot or Infantry Fort to support the archers' efforts.  Be sure to build the industries and procure the raw materials you need to equip charioteers and infantrymen. You might also want to place your initial Forts just to the north of the northern Walls.

You have three Obelisks to erect, so open up the trade route to Abu and begin importing granite as soon as you can.  Building three Obelisks can be time consuming, so the sooner you start the better off you'll be. 

As the game progresses you should find that the southern Walls do not really provide any sort of defensive function, so feel free to tear them down to make room for expanding your city (start with southwestern Wall).

You will only need a couple of Forts at the beginning of the mission for city defense, but it won't be long before you start receiving requests for military aid from neighboring cities. Keep in mind that all six Forts will most likely become a necessity to cover both domestic and distant battles.  Build two of each type of Fort.

When you find your space is becoming limited within the Walls of your city and just south of them, you might want to consider expanding in a northwest direction towards the river.  This is a relatively safe area to expand into.  The six forts, along with the city's Towers, should provide the city with all the protection it needs.   Consider tearing down any unneeded Walls to encourage city growth and development.  

Requests to be ready for: wood, fish, chariots and troops.

Rewards for fulfilling requests:

· Trade route to Rowarty opens (Sells: pomegranates, pottery, flax, bricks, beer, papyrus.  Buys:  gems, sandstone, copper).  You will now be able to sell copper to supplement your income rather nicely.  In fact, copper exports can be so lucrative that you might want to replace some of your Gold Mines.

· Trade route to Heh opens  (Sells: chickpeas, luxury goods, gems.  Buys:  weapons, beer, wood, copper, pottery, linen, papyrus).

You should now import flax from Rowarty so you can produce linen to sell to Heh, along with surplus weapons and copper.

With the ability to trade with both Rowarty and Heh, your financial problems should quickly fade away which, in turn, should expedite closing in on your kingdom, prosperity, culture, and population goals.

Baki (Kuban)

Population: 10000
Kingdom: 85
Prosperity: 70
Culture: 70


Monuments: Mausoleum, medium Brick-core Pyramid, small Brick-core Pyramid
To found your city at Baki, look for an area where you will have early access to gold, copper, gemstones, and game meat.  There are several such locations within the play area; some are more appropriate than others because of their proximity to the river.  Begin stockpiling goods for both economic and military request fulfillment as soon as possible.

Then, as with any city, isolate the industries that will provide your city with income.  This is less of an issue here because of the amount of gold available, but, nevertheless, is wise.  Establish a large center of food production when the opportunity arises – you will have to feed 10,000 people.  You will also need to develop an efficient method of moving different types of food to all corners of the play area.  This is necessary for ensuring a prosperous environment.

Straw and limestone will have to be imported to produce the materials needed for the Brick-core Pyramids.  Sandstone for the Mausoleum is available for quarrying.  Be careful that a bottleneck is not formed near the Dock areas.  Isolating self-sufficient city sectors from each other can be a useful way of handling trade problems, but can also deprive certain sectors of goods they require to prosper.

Baki provides a large canvas for the construction of an economic powerhouse.  Successfully completing this scenario requires taking advantage of all of the resources available, supporting a strong army for dispatch, and meeting the needs of all requesting Egyptian cities.  

Baki is the penultimate scenario, yet is merely a warm-up for the final mission.  By this point in the game, you should have a firm grasp on efficient housing and production schemes.  Concentrate on perfecting your city design skills.  You’re going to need them…

Rowarty (Avaris)

Population: 7000
Kingdom: 80
Prosperity: 50
Culture: 65


Monuments: Mausoleum, medium Brick-core Pyramid, small Brick-core Pyramid

There is no shortage of invasions in this scenario.  The fierce Sea People dominate the waters with their powerful ships.  Expect them to start paying you visits within the first few years.  You’ll have to build the maximum number of warships you’re allowed.  And even then, you’ll often be outnumbered.

Try using one of your ships to lure the enemy warships away from their transport ships, then have the rest of your ships move in for the kill. If you can’t sink their transport ships, make sure you have plenty of troops to greet them when they land.

You’ll have to expand your city on more than one body of land in the play area.  If the Sea People land on an island while your troops are on another, you’re in trouble.  By the time you transport your troops to stop them, it might too late.  You might not even be able to move troops at all if enemy ships have sunk your transport ships!  So, it’s a good idea to place Forts on each island you’re using.

Elsewhere in the kingdom battles are raging, and you’ll need to dispatch troops often.  If your armies are victorious, they will help make new trade routes available.  These routes are crucial for goods such as copper and a second type of luxury good (required to support the Stately Manors you need to win).  You’ll have to send troops on several occasions to keep these routes open.

Aside from shipbuilding, there’s not much call for wood, so you can clear most of the forests to make room for your city.  Papyrus, beer and linen will be your main sources of income.  Multiple Docks will keep the flow of trade ships smooth.

Land management is a key issue in this mission.  The islands don’t offer a lot of room.  Keep most structures inland, as the waterfront property should be reserved for the Wharves, Docks, and ferries crucial to this scenario.  On top of that, you have to set aside room for your monuments.

The large central body of land offers the best place to build the majority of your city.  You can expand to the land to the West if necessary.  Even though the terrain is irregular and broken up, prefabricated city blocks can still be used effectively.  Try to avoid building near the hippos.  They are prone to rampages that kill your city walkers, disrupting city services.

Hetepsensusret (Kahun)

Population: 12000
Kingdom: 75
Prosperity: 80
Culture: 80


Monuments: Mausoleum, large Brick-core Pyramid Complex, large Brick-core Pyramid
Only two cities are willing to trade with you when you found Hetepsensusret: Dakhla Oasis and Baki.  You must rely upon what they are willing to buy in order to survive, as funding here is limited.  To be straightforward, start making a lot of papyrus. It will be your lifeline throughout this scenario.  Due to the limited initial funding, your city must export from the very beginning if it is to survive and grow. And grow it must, and soon…

Satisfying the needs of your fellow Egyptian cities will entice them to trade with you.  Beware, though. If you fail to meet their requirements in a timely fashion, it may be a long time before they give you another chance to prove your worth.  Requests will be for everything you possess and can manufacture, including all types of food.  By serving Egypt you will serve yourself.

Choosing a proper place to begin your city is crucial.  Find a location where you have access to as many resources as possible, namely, game meat, wood, reeds, fish, clay, and grain.

Before you build too much, make sure you take the time to scout out a location for the large Brick-core Pyramid Complex.  It requires a lot of space and has a causeway.  Building it as close to the point (and the water) on the main landmass is probably the best option.  However, before you delve into monument construction, know one thing: it will take an enormous amount of resources and a very long time to build the Pyramid Complex, so consider carefully which monument you wish you build first.  Begin manufacturing bricks as soon as you can.

Finally, as the years pass and your city grows, one thing will become clear – the amount of money in your coffers makes absolutely no difference if your city is not well designed.  To achieve Prosperity and Culture Ratings of 80 with a population of 12,000 requires very careful building placement.  Consult your Ratings Overseer to determine what is lacking and your overlays to find city sectors in need of attention.

Good luck, Pharaoh!  You have served Egypt well.
