Age of Mythology Cheat Sheet

Screw: Term used when a given unit or strategy or other game element is horribly overpowered.  Example: “Giant laser alligators are a screw because they kill any other unit in one shot and only cost 50 gold.”

Culture: Egyptian, Norse, or Greek.  The three “sides” in Age of Mythology, each with different game mechanics, units, and art.

Major God / Civilization (“Civ”): Loki, Tutankhamen.  One of 9 specific sides you can play in the game, which controls specific bonuses, special units, and choice of minor gods.  

Minor God / Age Upgrade: When you progress to the next Age (overall tech level) you get to choose one of two minor gods, and that selection customizes your civilization as the game progresses.  The “Age Upgrade Dialog” comes up when you start to go up to the next Age in order for you to make your minor god selection.

God Power: Dervish, Nightmare, Lightning Storm, Forest Fire, Dervish.  Very powerful one-shot abilities in the game that you receive for worshipping minor and major gods.  You get a maximum of 4 in any one game (one for each Age).

Myth Unit: Mountain Giant, Phoenix, Walking Woods, Wendigo.  Powerful, rare, and expensive units that are also tied to your selection of minor god.  Countered by Hero units.

Hero: Specialized infantry units that are good at killing Myth units.  Norse heroes are gain Favor by participating in combat.

Favor: Economic resource used for mythological things like myth units and blessings from the gods.

Gaia: The name of the virtual “player” that controls all of nature’s units like wild animals and trees.

Pharaoh, Dwarf, Priest, Throwing Axeman: Units you can build in the game.  

Drop Site: A building suitable for villagers (your main economic gathering unit) to drop off resources at.

Ox-Cart: A special Norse unit that acts as a mobile drop site.

Random Map: Paradise Island, Mediterranean, River Nile.  Different types of randomly generated maps that players play on.  For example, Mediterranean is dominated by a large sea in the middle of the map.

Huntable: Hyena, Boar, Lion.  Wild animals that can be attacked by your villagers in order to gather food from them.  

Herdable: Goat, Pig, Sheep, Chicken.  Domesticated animals that can be controlled by players and do not fight back.

Converting: Special ability of priests and pharaohs (in certain circumstances) to cause units to change sides.  Herdable Gaia animals also “convert” based on what units are nearby.

RAID: Our internal bug tracking database.

Settlement, Town Center: Population centers that are vital for economic expansion.  Players all start with one Town Center, but must acquire more by taking over neutral “Settlements” on the map.

Trigger: Special content in scenarios that is “triggered” by user actions, like gathering a certain number of resources or moving to a certain map area.

Garrison: Units can get inside certain buildings (like Town Centers and Towers) for protection and to increase the attack strength of that building.

Building Tabs: A user interface element that is used to switch between creating economic buildings or military buildings.

Army Banner: A user interface element that facilitates user-defined unit groupings by giving them an on-screen visual representation.

