Half-Random Tactical Arena
Version 1.9
This map is the evolution of Random Tactical Arena.
The objective is to win the only battle between two leveled heroes. Playing on this map consists of two phases – fast preparation to the battle and the battle itself.
Creating a game
Faction choosing (instead of Difficulty)
You can choose how the factions for you and your opponent will be chosen. There are four variants:

Any faction: the players may choose any existing faction. If the Red player visits the Sky Daughter (she’s standing in Starting Area), the factions for both players will be chosen at random.

Your faction: the players choose factions for themselves out of two.

Opponent's faction: the players choose factions for their opponents out of two.

Strikeout: you and your opponent strike out factions offered to you or your opponent one by one unless there are two faction on each side. After that a special message will tell you for whom (for yourself or for your opponent) you should strike out the last faction.
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Simultaneous turns
You cannot play without simultaneous turns switched on.
Autosaves

It is strongly recommended to switch on autosaves to be able to reload you game in case of disconnection.
Quick combat
Recommended to switch on.
Time Limit

It’s usually chosen 15 minutes, but you may set any you want. In fact this parameter mainly determines the time you have for preparing your hero for the battle.
Game lobby
In game lobby you can only choose the Starting Bonus. Your faction and hero will be determined after game starts.

Possible Starting Bonus:

Artifact – a minor artifact

Gold – 4000-5000 gold

Spell – 1 or 2 spells of level 1-3
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Server message: Player 1 has joined the game
Server message: Player 2 has joined the game
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Cancel
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Turn one

This turn must be skipped to autosave the starting layout.
Turn two

On this turn your faction and heroes are chosen.
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Your Starting Hero (it is always Biara for Red Player and Giovanni for Blue Player) is standing in the Starting Area. Here factions offered to the Red Player stand near red crystals, faction offered to the Blue Player – near blue crystals. To choose or to strike out a faction you need to move your hero to it.
After that on the same turn you can choose a hero pool for you or your opponent (depending on the Faction choosing mode you selected when creating the game).
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You need to move you Starting Hero to one of the hero sets you want to strike out. Two of six heroes you left will be randomly chosen for you / your opponent. The list of heroes left to your opponent will be available at Starting Area anytime.
After it is done you need to finish the turn.

Turn Three

On this turn you level up your hero, buy your army and artifacts, etc. I.e. you get ready for the battle.
On this turn you get:
1. A built up town of your faction

2. Two random heroes of your faction

3. An army (you need to buy it)
4. A large sum of money (about 150,000 gold)

Academy also gets some resources to equip creatures with mini-artifacts.

The area where you get ready for the battle is divided into two parts – Town Location and Pre-Battle Location.
Town Location
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Level-up Building
Here you can level up your hero. Every faction has its unique Level-up Building (Pyramid for Academy, Obelisk for Fortress, Crypt for Necropolis, etc.) but irrespective of the faction it does the same thing.
You can get 17 levels free of charge. Every further level will cost:
18 – 8000 gold
19 – 9000 gold
20 – 10,000 gold
21 – 11,000 gold
21 is the highest level you can get (in case you don’t have Dark Revelation).

Tavern
Tavern is always Tavern and will be it till the end of the World. (c) Vsev
Allows recruiting of a new hero. It's only one hero available in Tavern. All other Tavern functions are turned off.
There is no Tavern in the Town.
Master (somewhat alike the Memory Mentor)
Allows the 1st-level hero to change his/her initial skills. It costs 2500 gold for each attempt.
A 17th-level hero can take full training anew at a cost of 15,000 gold.

Artifact Merchant
Works as usual.

Eldritch Well
Works as usual, but can be visited as many times as you want (don’t mind if you see the message that you’ve already visited it).

There is another Eldritch Well in Pre-Battle Location.

Necropolis: Undead Factory

Necropolis Town Location has its special building – Undead Factory. It allows you to get additional undead army. The size of this army depends on your Necromancy skill level. You can choose three stacks of any tier (but it cannot be two or three stacks of the same tier).
To get the additional army your hero's level must be 17 at least.
Sylvan: an army of opponent faction creatures

Needed for Sylvan heroes to set Favored Enemies. There are six stacks tier 1-6.
Pre-Battle Location
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Trading Post
Works as usual.
Memory Mentor

Works as usual but at a different cost. First four unlearned skills cost 2500 each. Every next skill costs 500 gold more than previous. Skills unlearned at Master are also counted.

War Machine Factory
Works as usual.
Buildings for raising hero stats

Soldiers' Camp (Mercenary Camp) – raises Attack by +1.

Minaret of Defenders (Marletto Tower) – Defense +1.
Spellpower Shrine (Planetarium) – Spellpower +1.
Monument of Ancient Knowledge (Crystal of Revelation) – Knowledge +1.
Raising a stat costs 2500 gold. You can raise you stats only twice – either two different stats, or the same for two times.

Eldritch Well
Works as usual, can be visited as much times as you want.
Learning spells
One of the map features is the ability to regenerate the spells that available to your hero. This led to some changes in how the available spells are displayed.
The set of available spells is now shown on the Starting Area (where the factions and heroes are chosen on Turn Two).
Player gets a standard set of spells just like in Magic Guild (first profiling magic, second profiling magic and three random spells of level 1-3).

Besides:

1. Academy gets five random spells level 1-5 (instead of Library)

2. Dungeon gets five random spells level 4-5 (instead of Arcane Library that Dungeon had on previous versions of the map)

3. Fortress gets a set of runes (instead of Runic Shrine)

4. Stronghold gets a set of Warcries (but there is only one warcry of level 1; three Warcries altogether)
Also, there is a 25% chance that you get a third set of non-profiling magic spells (but in this case you don’t get three random spells of level 1-3). If you get the third set of spells, it means that your opponent got it, too. What spells can appear in the third set depends on the race. For all the details about third set of spells, see RTA 1.9 Changes in mechanics.
Also, now hero learns all spells irrespective of his Magic skill level (but it must be Basic at least).

The spells are learned by your hero according to his/her skills at the end of Turn Three (this means you don’t need to visit your town or any other building, the spells will appear at your spellbook automatically).

Changing the set of spells

 To regenerate the set of spells you need to visit the Spellbook located right in front the Starting Hero. It will cost you 10,000 gold. After visiting it the spells (and runes, too) will be changed.
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After you finish your preparation you need to finish your turn.

Turn four
Your main hero is automatically teleported to the Arena. Your Mana Points automatically restore to maximum (but it does not restore if your opponent plays Inferno).

On the Arena you can find terrains of any type except the Stone Halls (no obstacles).

It is usually the Blue player who chooses the terrain where the battle will take place (the Blue player places his or her hero to the chosen terrain).
Note that native terrain gives a slight bonus to an army so we don’t usually choose it. On tournaments it is restricted to choose a native terrain.
You do not fight on this turn. So, after choosing the terrain you need to finish your turn.

You could also notice that on this turn the Red player doesn’t do anything.

Turn five
The Red player attacks the Blue player.

Good luck, have fun!
Academy Town location. Here your town is on the left, Level-up Building is on the right (Pyramid).








