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Against the Zerg





Zergling - Mass ground forces,  such as Zealots,  Cannons,  and  Bunkers


Hydralisk - Anything that has a strong attack, such as zealots,  or multiple Firebats.  Anything with long range,  such as tanks, cannons or bunkers in groups.


Zerg Rushes - Extra strong attacks,  such as combinations of cannons and zealots,  or bunkers in groups of about 4


Hydra Rushes - Groups of bunkers in 5's or cannons in groups of  10.


Mutilisks - Spore Colonies,  missile turrets, or cannons in groups of 3 or more.


Hydralisks - Dragoons, or marines


Scourge - No air forces should work, only attack scourge with ground forces.


Queens - Best bet is any air forces, usually they go in alone. Destroy them quickly. Use Battlecruisers or scouts for your best bet. 


Ultralisks - Massive air or ground forces.  Use multiple cannons or bunkers for best bet


Defiler - Psionic storm is best bet.  If terran, use attacking forces of any kind combined with Science Vessels so you can see them underground


Guardian - Air forces.  Best bet is Scouts or Battlecruisers.  NEVER attack from ground.


Spore Colony - Guardians, or Yamato Cannons from air. Any ground forces that you can,  Nuke them to keep cloaked units out of sight


Underground Colony - Air forces,  cloaked units if out of range of detectors.  





Against The Terran





Terran Marine - Just about anything will work on them.  If they are in large groups then use large groups against them


Firebat - Mutilisks, or dragoons.  Use in groups to attack them. Any air forces.


Ghosts - Anything that can see cloaked units,  If they are nuking,  do anything you can to kill them Vulture About anything can attack them.  Use air forces if you can. swarm them for best results 


Tanks (Tank mode) - Air forces,  otherwise use something strong like 2 or 3 Archons or Ultralisk 


Tanks (Siege mode) - Zerglings in groups.  Best if running and attack speed is upgraded. If Protoss, use upgraded zealots


Goliath - Groups of Hydras,  Ultras,  Zealots,  or anything else with fair attack and defense.  Use Guardians,  or Scouts if attacking from sky.


Wraiths Use Mutilisks,  or scouts for an air battle.  Always have observers or Overlords nearby if you have to attack. 


Battlecruisers Multiple Scouts for best results.  NEVER use Carriers on them,  it's not worth it.  If you are zerg,  prepare for mass forces on them. Your best bet is massive scourges attacking. 


Science Vessels If you are Protoss,  attack in strong forces,  NEVER use archons of them,  they will waste the shields away.  If they are with a group of attackers,  attack the vessels first.  If you are zerg,  use anything that can attack them,  for they cause little danger to you


Bunkers - Swarm them if you are zerg,  and focus only on the bunkers until they troops are out.  Preferred if you use Mutilisks in forces.  If you are Protoss,  then use a small swarm of zealots to kill them


Missile Turrets - Ground forces if possible,  if you are in the air, use guardians or carriers from a distance on them

















Against the Protoss





Zealots - Don't waste zerglings on them,  they swat you away like a fly.  Use massive groups of Mutilisks,  Firebats with marines to back them up,  or whatever else that can survive a swarm of them.


Dragoons - Zerglings,  Mutilisks,  groups of marines or Firebats,  or anything that can attack from air.  If they are fully upgraded,  use strong attacks,  because they aren't as weak now.


Templar - Anything you want,  they can't attack ground forces,  unless they use Psi Storm on you.  They aren't a problem unless you are Zerg,  in which case,  rush them fast.


Archon - Definitely use Science Vessels on them.  Then attack with a ghost if you feel like it.  If you are zerg,  swarm them with ranged attacks or use the queen's broodling on them for best results���


Scouts - mutilisks in large groups,  the attacks will bounce onto each of them if you use mutilisks, if you have ghosts, use lockdown on it.


Carriers - Use Battlecruisers in groups if the carriers are in groups.  If you are Zerg,  use Groups of mutilisks DIRECTLY on the carriers


Cannons - Use tanks in siege mode on them if you are terran,  or use Yamato cannon from a distance.  If you can,  take the pylons powering them out.  It may save you some trouble.  If you are zerg,  use guardians from a distance,  they work perfectly on the
