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Just read some of the recent posts on this subject, and thought I'd interject a couple of ideas into the mix.

7K forces:

John's right - Thralls are the 7K's main advantage.  They are tactically superior to any force on Talislanta, and operate equally well in small or large units.  Thralls cannot be routed or demoralized, because they do not feel fear as other races do.  And they excel at defense.

I don't have as high an opinion of the Cymrilians, who I think are overrated and neither trained nor equipped for real warfare.  Magic gives them a big advantage in terms of information gathering (scrying, etc.) and some other situations, but Tal magic is not very imposing on the battlefield.  Cymrilian windships would be a big advantage in a "conventional" war pitting two large armies fighting in the open - an unlikely scenario, given the preferred tactics (commando, hit-and-run, etc.) of the Sub-Men.  Windships are also fragile, vulnerable to siege weapons and Stryx airborne attacks, and costly to replace. 

The Sindarans may be the most intelligent beings on the continent, but their strategic brilliance does not necessarily extend into the realm of organized warfare.  Their knowledge of alchemical agents could make them indispensible vs. an attack by the Ur (see below). 

The Gnomekin are tough fighters who would be needed to secure the Underground Highway, a potential weak spot for the 7K. Aeriad Rangers are useful for information gathering and woodland operations, but lack offensive or defensive firepower.  The Muses are much tougher than anyone suspects, but would not participate in organized warfare; the best approach for the Sub-Men would be to just ignore them. 

Sub-Men forces:

Definitely underestimated by "civilized" Talislantans; particularly the Ur clans, who are equipped with heavy siege weapons and massive stockpiles of toxic alchemical agents (plagues, poison gas, etc).  The fact that the Ur would probably not hesitate to use weapons of mass destruction makes them the most dangerous of all the Sub-Men, IMO. 

Stryx airborne units and Darkling spies/saboteurs add to the Ur's capabilities.  However, Darkling units are poorly motivated and unreliable (and also no match for Gnomekin), and the Stryx are not much better. 

The main factor with the Ur is leadership. If the three Ur clans are united under the Tirshata, they are a force to be reckoned with.  However, without a strong leader like the Tirshata, they are no threat to anyone but themselves.

While the Za and Beastmen have the advantage of numbers, they cannot hope to win a fair fight vs. the Thralls and the Cymrilian air armada.  The Tirshata is aware of this, and wouldn't be so foolish as to use such conventional tactics against a conventionally superior foe.  Quick hit-and-run strikes on 7K caravans and outposts, and the destruction of windships, roads, bridges, and crops, makes more sense; a war of attrition would suit the Sub-Men better than the 7K.  Just as important, the threat of invasion by a large army of Za and Beastmen keeps most of the 7K army positioned along the eastern borderlands - which leaves an opening for the Ur to the north.

Other factors

The Kang: not likely to get involved if the Mondre Khan, Saurans, and Chana are keeping them busy. Given an opening the Horde might join the fray - though on which side, I don't know.

The Danuvians: a small army, and the need to protect their home from attack, prevents them from being major players in the 7K theater of operations.

The Arimites: very tough, but the Drukhs and a few well-placed Ur units could keep them so busy protecting their home that they would be unable to help the 7K.

Aaman and Zandu: tend to cancel-out each other. They'd never fight on the same side, and are too wary of each other to commit troops to either side of the battle.

The Dracartans: a major military force, and IMO the key to the outcome of the war.  If the Rajans can keep them busy, Carantheum can't help the 7K; if the Rajans fold early on, the Dracartans swing west and catch the Za and Beastmen in a vice between their forces and the Thralls - adios, Sub-Men uprising.

The Gryphs: also important, as they could easily neutralize any threat posed by the Stryx, allowing Cymrilian windships to operate in less hazardous conditions.  I think that the Gryphs are the most effective airborne force on the continent: faster and more maneuverable than windships, Aeriad, Stryx, or anything else I can think of.

Well, that's my take on things, anyway...

SMS

--- 

For list service help, send a message to talislanta-l-request@mars.galstar.com with a subject of HELP.
Drohem (10/25/2010):  this article by SMS was posted to the archived Talislanta Central website.
