Aztecs

They are an aggressive faction which can deliver powerful early rush attacks.
The can capture prisoners of war and can sacrifice them in order to summon heroes and unlock special technologies. Also, they are unique in the way they improve their units: through combat experience rather than technological research, meaning that they will need to keep fighting and the more they fight the better they will be at it.
Their priests can curse enemies (debuffing them) and they have a unique special unit, an invisible spy capable of sneaking and performing assassination attacks.
What they lack in cavalry and siege weapons they make for in numbers.



French

They are a late bloomer, with a very powerful economical development and a focus on cavalry. Many of their units are on horseback. They have a rather varied cavalry which is capable of charging: if they have accumulated enough momentum their next attack will be more powerful and deal AoE damage, meaning that if you get charged in an open field by the french cavalry you’re in for a nasty surprise.
Their priest can bless other units for a permanent buff.


Byzantines


They have a unique synergy between infantry and cavalry: Infantry will cause targets to be Disrupted, and byzantine cavalry will cause more damage on Disrupted units. Basically, with the Byzantines you will have to use a Combined arms approach. They are a very well rounded faction which can face any situation. Similarly to the French, they have a late game focus: they can be extremely powerful then.
Their priests provide an efficency bonus to nearby villagers, making the Byzantines an economical powerhouse.


Chinese

Buildings have an Overseer active ability making your villagers collect more resources and be more efficient, at the cost of their wellbeing: they will be damaged anytime they return to the building to deliver resources.
As a faction they are extremely skilled at ranged combat, having really strong crossbowmen as well as snipers and grenadiers. 
Their priest is a Shaolin Monk which can fight, dodge attacks and heal friendly units.
They have Engineers which can build minefields and can build other siege weapons, including flamethrowers! 


Mongols

They are a nomadic faction: all of their buildings are built by a special Settler unit and can be dismantled and moved around the map. The Settlers can also be transformed into ships or siege weapons. Villagers can’t build anything and can’t build farms but they can harvest small quantities of food from trees – this makes gathering and harvesting finite food resources extremely important for them. 
All of their units are on horseback and they have very strong horse archers. 
Their units have a skill called Bloodlust which makes them more powerful as they get more kills. Their priest is a horse riding shaman which through Divination abilities, gives other units a chance to avoid enemy attacks.


Arabs


A powerful support and versatile faction. They have a hospital building which can heal friendly units, plus a doctor which can similarly heal other units. Their priest, instead, can convert enemy units. 
They have an assassin which kill any unit in the game as well as give a debuff to every unit that witnessed the murder. Their universities buildings can use Knowledge to boost and improve nearby buildings.
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