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Terra Mystica - Strategy Reference Sheet (version 0.5 - 17 february 2015)
This reference sheet can help (new and not so new) players to learn about how they could play with each faction. It is based on in-depth analysis of close to 1000 top scoring games (with at least 150 victory
points) from top players at Terra Mystica online. It helps to pick starting location and bonus tiles that typically work well for each faction. Player experience, game dynamics and setup will obviously greatly impact
the decisions you have to make and the victory points that can and will be scored. In general, choosing factions that least compete in combination with picking victory point scoring favor-tiles, is resulting in more
victory points. You will have to manage and benefit from the cult tracks and scoring tiles while also paying attention to choosing the right bonus cards, which is different every single game. Following these tactics
should get you easily beyond 130 victory points when practising with the online Artificial Intelligence version. This sheet is not intended to be final and/or perfect and will be updated upon new statistics and
insight. The data in this sheet is primarily based on facts, with little interpretation (no opinion) added .

{ Online Terra Mystica play http://terra.snellman.net/ EArtificiaI Intelligence play http://lodev.org/tmai/ EChrome Extension https://github.com/rafalimaz/TMTools/
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Faction

Convert money into VP and vice verse. Very much driven by power circulation. Stronghold gives 12
power once and 2 power with every spade.
Uses Priest for one spade. Expensive sanctuary, but gives 2 Priest income. Stronghold gives the
option to convert up to 3 workers into Priest.
Can use a water tile (as the 4th tile or more) to connect tiles when building a city. Loves water,
starting with shipping level 1, to be develop up to 5.
Can upgrade a Dwelling to a Trading Post each round with Stronghold. Expensive Sanctuary but 2
Priest income. Every city gives 3W immediately.
Strong SH, with 1 extra favor tile and every round 2 cult track steps and 2 power. Lack of money can
be a limiting factor early in the game.
Can build, once per turn, a free dwelling on any green terrain on the board after building a
stronghold. Every city gives 5 victory points.
Can build tunnels (one terrain inbetween / skip one terrain) for 2 workers. With a stronghold, this
costs just 1 worker. Cannot develop shipping.
Can build bridges for 2 workers and earns points for each connected bridge. Not all dwellings give
income and second Temple gives power.
Chaos Starts at 1 location. Receives 2 favor tiles when building temples and the Sanctuary. Can do (per
Magicians round) two actions in 1 turn with Stronghold.
Can transform any terrain by using two spades. Building the Strondhold gives a two spades action
each round.
Flies on carpets for one priest to skip one terrain and build a dwelling. With a Stronghold, 1 Priest
income and fly 2 terrains. Cannot use shipping.
Starts with 3 dwellings. A Stronghold gives the abililty to transform any adjacent terrain every single
round for free (and pays to build a dwelling).
May do a step on culttrack when others accepts power (or get 1 power when no one accepts).

Neighbours! Sanctuary & Stronghold more expensive.
Each spade is one victory point, so loves using them. Spades are cheap and a stronghold gives three

spades at once.
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Faction
Get 2 extra workers through bonus card and build Stronghold in round 1. Make sure you have a neighbour to start with. Use double spade power action after Stronghold build to also build a Dwelling. Develop spades early for easy power.
Alche Develop ship level and try to build 3 towns with the -1 town-size favor tile. Trading Post 3 and 4 give extra income, although it can be a choice to ignore Trading Posts and use the faction's special ability as a money supply. Exploit Spade
2VP round scoring tile, especially when available in round 4.
Get 1 worker as extra income with bonus cards or power action, so you can build 3 or 4 Dwellings or even better a Temple and one or two Dwellings. Might want to get the +3 coins income favor tile. Sanctuary can be nice early on in the
Da game when you can receive Round Scoring and Bonus Card victory points while also increasing your Priest income, but Stronghold can be build later or not at all. Move most Priest to cult tracks in last round(s). Shipping (for network) has
lower priority. Try to get at least 2 or 3 Priest income each turn and maximize spade bonus (especially when available in Round 4).
Try to build 3 towns, all Dwellings and all Trading posts and at least two Temples. Stronghold and Sanctuary are nice, but mainly when the SH/SA bonus is in play. Build a Temple and a few strategic Dwellings (when possible 2 or 3) in
aid round 1. This can be done through the +1 ship bonus card and/or the Priest power action followed by advance shipping and/or through the spade power actions. Make sure to start the second round with enough money. Plan for the Town
round scoring tile and use your faction's special ability to connect all in the same round.
Try to build 3 Dwellings and a Trading Post in round one or alternatively build a Stronghold and ideally a temple instead. Advance on spades and build one dwelling and upgrade to a trading post every round. Try to stay at 1 dwelling and 2
trading posts all the time for maximizing income, while also getting the right dwelling and trading post related Favor Tiles. Don't burn too much power early in the game. The Priest can be a good alternative bonus card for the first round,
since it will get to you to Cult level 4 on any track.
Build 4 Dwellings or alternatively a Stronghold in round one. Make sure you have enough coins (preferably trough a Power action or Round Scoring Tile) for the next rounds. Don't delay building a temple early on. Score a lot of victory
Aure points through top positions in the cult tracks and scoring tiles. Make sure to maximize the cult bonus from pass Bonus Cards. The 'Ship +3PW' round bonus card can help to expand quickly in round one. Alternatively a Pries in combination
with any Air (grey) related round scoring tile can give a great start.
Base your opening on the Round Scoring Tile pass bonuses available in round 1 and 2. Build 4 or 5 dwellings (using spade and ship) ideally together with a Temple. Also a Stronghold can be a good opening. Use ship to expand quickly to the
available green terrains near the river. Developing spades in round 3 and 4 can be very powerful, especially when the Spade Round Scoring Tlle is in round 4. Use free Witchride strategically before upgrading and developing your towns.
Develop at least 2, preferably 3 towns using the Town-Size -1 favour tile.
Build upwards on right side of the board. Use rounds four to six to tunnel a lot (ideally after you have build a Stronghold). Build a temple and a dwelling through power action spade or spade bonus card in round one. Build Trading Post 1 in
Dwa round two since it gives more income. Maximize points through Round Scoring Tiles and Pass Bonus cards. Must have many workers for tunneling, especially in the second half of the game at the moment that the Dwelling build bonus is

present.
Build at least one temple and a few dwellings or two temples in round 1. Ensure to quickly build your second temple for power income or alternatively gain power through bonus cards. At the beginning of the second round, make sure you

have enough money (burn power, use bonus cards or be the 1st to pass; Spade 2VP Round Scoring Tile in round 1 is very strong for this purpose). Build bridges in first 3 or 4 rounds and use spade bonus card and power action spade to

build dwellings. Build Stronghold latest in round 4 to maximize Victory Points.

Make sure that you pick a location where you can build at least one dwelling in round 1 or 2. Ideally build Sanctuary (with power action or bonus card) in round1 and get most of the income favor tiles first. Alternatively pick spade bonus
a0 card to build another dwelling in round one. Upgrade shipping in order to develop a second town but also to connect the many red terrains near the river. Stronghold is not necessary. A late town bonus is strong since it takes time to grow

and expand. Pick the Favor Tlles not only to secure your income but also to maximize Round Scoring Tile cult track bonuses.

Build the Stronghold in round one in order to expand easily in the subsequent rounds. Ideally use the double spade power action in turn one or early in round two and build a temple in round two. Make sure to start round two with

enough money. Timing is essential in order to secure the double spade power action as much as possible. You need to get the power circulation going. Use the faction's special ability or the double spade power action to strategically take

positions and block others.

Ideally use the spade bonus card and try to build a temple and two dwellings in round 1. Temple is needed to secure a Priest income. When starting in F3, and after expanding to G2, one can use the Fakir's carpet to also build in 17 in the
Fakirs first round (A5, B2, D3 is another option; or F3, E6, E8). Build a Sanctuary or another temple in round 2. Stronghold is not necessary unless there are pass or bonus victory points to be gained. Use faction's flying power to gain points and
build a lot of Dwellings in the rounds they score most victory points. Focus on cult track later in the game.

Build a Stronghold in round 1 or 2 (depending on SH/SA round bonus) or alternatively a Temple and/or 2 Trading Posts. Compensate less base income through bonus cards or by building a few trading posts. Focus on building a Temple in
Nomads either round 1 or 2 to get the Dwelling 2VP favor tile. Get -1 town-size favor tile and try to build three towns. Use the sandstorm special ability to strategically block others. Try to maximize expansion to secure the greatest connected

network.
Make sure you have neighbours, so you progress fast on the cult track. Develop temples early on in the game in order to get a Priest as income and to maximize the cult track related scoring tiles pass bonuses. Build a stronghold in one of

the last rounds for 7 victory points. Focus on upgrading buildings and upgrade shipping in the end to connect them. Upgrades spades in the last rounds when the cult tracks are full or don't give any additonal victory points. Be smart about

what building to upgrade, and try to maximize the chance that neighbours take power.
Use spade a lot. Pick Spade2V/2C or 3PW/1W bonus card and build a few dwellings in turn one by transforming G5 or E10. Build a temple in round one, so the priests can be used to upgrade spades. Alternatively pick the Priest bonus card

in round one to developing spades or transform & build another dwelling. Building a Stronghold and Sanctuary is not required, although 3 spades at once with the Stronghold later in the game is nice when you have dwellings left. Exploit
Spade 2VP round scoring tile, ideally when available in round 4.
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