Theorycraft
Orc vs Night Elf

Cookie cutter tier 2 push
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At Tier One, there will be a Demonhunter harassing you, accompanied by a couple of Archers. The Night Elf will also have some Moonwells and an Ancient of War in his base to back him up. This makes it pretty much impossible for you to inflict any serious damage. Once he reaches Tier Three, he will have either master Druids of the Talon or master Bears; neither will make an army that you want to face. Also, once the Demonhunter rakes in the levels he is sure to become increasingly difficult to handle.

Going into Tier Two all the opponent will have is his still low level Demonhunter, half a dozen Archers, a freshly hired Beastmaster, and either Ancients of Lore or Wind going up. This is when you need to strike.

At this point, most Orc players opt for the hero focus strategy: they choose Blademaster first, adding a Shadowhunter and Raiders for the Tier Two push. This has several disadvantages though. Most importantly, it takes too long to get ready. The Shadowhunter needs to be trained at your Altar while the Night Elf hires his Beastmaster immediately and can push you before you can push him. Raiders take even longer to build, as you have to get your Bestiaries up first. 

Once your army is ready to cause some pain, the Night Elf already has a couple of Dryads or Druids of the Talon out, and your early Tier Two advantage has passed. Besides, both the Demonhunter and the Beastmaster are quite tough and therefore difficult to kill. A high level Demonhunter means that hero focusing is out of the question.

This is where the theorycraft comes into play; our aim is a hard push at early Tier Two. What units do you need to get? Well, Raiders aren’t ready yet, so Grunts are your main units. But a handful of Grunts are obviously not going to take over an Elf base; they need backup. Time to remember what every Elf player fears the most: Siege and Towers!

Being the veteran warmongers they are, the Orc conveniently builds its Demolishers in the same building as Grunts, the Barracks. This means that as long as you have a War Mill up, you can start producing a Demolisher the second you hit Tier Two. It will take some time to build of course, but it will join the fray faster than Raiders. And the good thing is that with a War Mill already constructed, you're also set to Tower Rush. Tee hee.

Let us take a look at what this battle craving army includes thus far. Basically, you are using the good old Gruntapult push supported by some offensive towers. So far, nothing really new. But there is something missing! Which heroes will lead your willing warriors?

This is where we enter the misty, mysterious lands of innovation. In fact, we charge right into their depths, for the heroes that I suggest trying out are none other then the Shadowhunter first and the Goblin Tinker second! Take a minute to savor the absolute havoc this combo could wreck! As mentioned above, you will need a tavern hero second so that you can push sooner. The Tinker fulfills that requirement. But the real reason for choosing him is his primary spell, Pocket Factory. Those little Mechanical Goblins that explode in your enemies' face can be extremely pesky, especially for Archers who not only have low hit points but also take additional damage from them due to armor type vulnerabilities.

Now why get the Shadowhunter first? The main reason is his Serpent Wards. They not only dish out a lot of damage, but also have a low Mana cost. This allows them to be spammed even after having been Mana burned. Also, like the Tinker’s Pocket Factory, Serpent Wards cannot be dispelled, so those wimpy Wisps and Dryads are useless.

Now let’s see what all of that adds up to! When attacking your opponent's base at early Tier Two, you should already have a significant damage capability due to your Serpent Wards, the Demolisher, and the Towers going up. A solid front line composed of Grunts and the Mechanical Goblins protects your Demolisher and heroes while also dealing damage. Even if your opponent manages to break through that front line, he has to make a difficult choice: focus the Towers and take lots of damage from the Demolisher and the Serpent Wards, or focus the Demolisher and Serpent Wards and let the towers go up. Either way, he is at a disadvantage and quite often, you'll end up claiming victory right then and there.

So it seems that theorycrafting has left us with an extremely strong early Tier Two. Now it's time for a reality check. Using the above unit and hero combinations, what happens at Tier One? Is it even possible to survive until Tier Two? And if your Tier Two push fails, what happens afterwards?

You may think that the Shadowhunter, being a physically weak ranged hero, will have huge problems fending off an aggressive Demonhunter. In short you’d be wrong. Despite his low amount of hit points, it’s actually quite easy. Invest your first skill point in Hex, and you will be set for success. This not only allows you to fend off the Demonhunter, but also allows you to surround him once you have three Grunts out. Keep in mind the added bonus Hex has on your ability to quickly creep.

Getting through Tier One is therefore not a problem. You should always be able to reach Tier Two safely. Once there, you are at your strongest point and in control of the game. This leaves you to tackle Tier Three, where you will most likely be facing either mass Talons or Bears and Dryads.

Against mass Talons you have the advantage because you chose a Shadowhunter first. Why do races like Elf and Human mass casters against Orc? Simply put, Orcs lack a magic immune unit to counter said casters. But you have judged well by enlisting the Shadow Hunter’s services. His Serpent Wards are magic immune and cannot be attacked by Druids of the Talon. On top of that, they deal piercing damage, which means that they are very effective against the unarmored Talons. Of course, they can be focused by the Elf heroes, but are still protected by your solid front line. This makes it quite difficult to actually reach them. Also, Hex, and later, Ensnare, work in your favor by preventing the enemy from reaching your back line.

Facing Druids of the Claw and Dryads can be difficult. I suggest trying to kill the Dryads as fast as possible by flanking them with Raiders and focus firing them with Demolishers and Serpent Wards. Once they are dead, you can Hex the Bears, which will be an immense help. Remember to use the units that you normally would; Raiders, a Kodo or two, and maybe a few Spirit Walkers if you have some gold to spare.

At any rate, winning at Tier Three is possible. However, don't forget that if your opponent reaches Tier Three, that normally means that he had fended off your tower rush and forced you to retreat. After a failed tower rush, you are automatically at a slight disadvantage, as you invested quite a lot of resources in those Towers. Finishing the game at Tier Two is therefore strongly desirable.

With a little practice and an open mind this crazy strategy could render you victorious against the pesky Night Elf Sentinels, particularly on small and mid-sized maps. It certainly takes some getting used to, but it’s better than whining about imbalance. Best of all, it makes the Elf players you beat scream in frustration as they drown in a flood of summons and Towers; what more could you wish for?

