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by Mike Headden
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INTRODUCTION

This set of rules is intended to generate a number of battles of variable size and type between 

three or more players without the need for one player to opt out of the campaign. Players represent the war-leaders of their respective nations but not the rulers.

1. Starting Territories

For a standard campaign all players start with a Capital and five other territories. Smaller or larger campaign battles can be generated by having more or fewer starting territories

The capital normally generates 1000 points of troops with the normal army list restrictions. For campaigns using smaller forces this can be varied to 500 or 750 points.

Roll 2D6 for each territory to be generated and consult the chart below to see what the territories are. Many will modify army composition if used as a Base of operations for the years campaign. All variables are re-rolled every game year. So, for example, if you used Houses of Healing last year and this one you roll for the stat upgrades for each year. 

	DIE ROLL
	DESCRIPTION
	POINTS GENERATED
	SPECIAL RULES IF USED AS BASE OF OPERATIONS

	2
	Legendary Hero 
	100
	A Legendary Hero may join your army. One character, not the General, gains +1 Command, +1 Attacks and increases their command range by 20cm

	3
	Hiring Hall
	100+(D3x10)
	You may hire mercenaries. Player may include one unit from another army or one more than the maximum permitted in their own at the normal points cost. Only Infantry or Cavalry units may be recruited in this way.

	4
	Houses of Healing
	100+(D3x10)
	The healers may boost the health of a single unit. One unit get +1 Hits if player can roll number of hits or over. E.g. Empire Halberdiers get +1 Hits on a roll of 3+, Dragon Riders on a 6+.In addition the same unit gets the Regenerate special rule (as Trolls) if the player can roll number of Hits or over E.g. Empire Halberdiers get Regenerate on a roll of 3+, Dragon Riders on a 6+.

	5
	Mine
	90+(D3x10)
	High quality weapons and armour may be available for one unit. One unit gains +1 Attack if player can roll number of attacks or over. E.g. Silver Helms get plus one Attack on a 3+, Boar Boyz on a 4+, Dragon Riders on a 6+. In addition same unit gets +1 armour (max 3+ as usual) if player can roll minimum armour value or less. E.g. Silver Helms get 3+ save on roll of 1-4; Boar Boyz on a 1-5. 

	6
	Market Town
	90+(D3x10)
	-

	7
	Farmland
	80+(D3x10)
	-

	8
	Noble's Seat
	90+(D3x10)
	-

	9
	Port
	90+(D3x10)
	Can be used to land reinforcements. Owning player nominates one unit. If it is completely destroyed  roll to see if it will re-appear in the centre of the owners table-edge as though it had been driven off table. This roll is made at -1 for every 100 points (or part of 100 points) value of the unit. Battle Honours and Magic Items are lost.

	10
	Fortress
	100+(D3x10)
	Holder may opt to fight a siege rather than an open battle if they prefer. If both players have a Fortress as Base of Operations and choose to be besieged,  roll 2D6 each. Highest roll is defender. Re-roll ties

	11
	Battle School
	100+(D3x10)
	Gain an extra Battle Honour for use in this battle only.  

	12
	Place of Power
	100
	Owner places a piece of scenery, no more than 6cm across, on the battlefield to represent a source of magical energy. If dwarven, then no Spell may be cast by a caster within 20cm, if any other race friendly casters within 20cms add 1 to die roll to cast any spell. If both players choose a Place of Power as a Base of Operations then roll 2D6. Highest roll places first. If the area of effect of a dwarven and another Place of Power overlap treat the area as normal casting chances. 


2. Campaign Phase

It is assumed that the nations represented are in a state of permanent war with all others and that each year a campaign will be fought culminating in a major battle or siege. Only this final conflict is modelled by the campaign. 

A card is needed for each player, these may be specially created or existing cards can be used as long as everyone is clear which card represents which player. 

Shuffle the cards and deal pairs of cards. These players' nations are at war and they will fight a battle in this campaign year.

Each player nominates one of their territories as the Base of Operations for that year's campaign. Capital territories may not be used as Base of Operations unless they are the only territory remaining.

If there is an odd number of players then the extra player joins a battle on the side of the player who is out-pointed by their opponent by the greatest amount. They do not choose a territory and only field a 1000pt army.

Work out the points value of the army raised for this year's campaign based on territories held.

3. Battle Phase

Battles are fought as per the Warmaster rules.

Terrain may be influenced by the territories chosen.

Players should fill out an after-battle report form and hand it to the campaign moderator at the end of the game. 

Points are scored for enemy units destroyed or reduced below half-strength, as per Warmaster Rules.    

4. After the Battle

Points are totalled and the army with the highest points value wins the game except that if all the players lost 50% or more of their units or lost their general that side can only get a draw, at best.

Where two or more players are involved in a battle on the same side, the points for enemy losses will be divided equally amongst them, regardless of who did the "donkey work".

If a player wins the battle they now control both territories that were used as base of operations.

If any player loses their capital then their nation is destroyed. They must spend one quarter of their current campaign points to relocate to a new nation. Generate 5 new territories for the new nation and carry on.

If a player captures an enemy capital roll on the territory table and count it as that type - they may add or subtract one from the roll. Generate an extra Battle Honour for this victory.

The "extra" player only ever gains campaign points for enemy units damaged or destroyed and Battle Honours. Regardless of the outcome they do not gain control of either territory.

Allies may never directly attack each other but they may refuse to make way and may fire artillery or cast spells which "spill over" (eg Fireball could be cast to hit both enemy and allied units but not just allied ones) to the detriment of their "supposed" partners.

Each army on the winning side gains one Battle Honour unless they lost 50% of their units or their General. This honour is given to a specific unit type and cannot be transferred. E.g., if an army gives a "Hard as Nails" Battle Honour to, say, a unit of Knights then they could not use the Battle Honour if no knights were included in the army.  An army can have a number of Battle Honours equal to the number territories it controls.

An army that loses a battle loses all Battle Honours gained to date, regardless of whether the appropriate unit type is present or not.

5. Minor Powers

The campaign world is assumed to include any number of rampaging hordes, dispossessed armies and minor powers who rise and fall.

To represent this any player may opt to be a Minor Power. It is assumed that these players will be involved infrequently and therefore they generate no territories and accumulate no campaign points.

Minor Powers always have an army of 1000pts.

Minor powers join other battles in the same way as an "Extra" player does.  See 2. Campaign Phase, above.

6. Winning the Campaign

The winner will be the nation, or nations, with the highest points total at the end of the campaign.

Armies which lose 50% or their general still count their full score for campaign total rather than rounding down to the points total of their enemy.

7. State Of The Nation

For each "After the Battle" Phase the campaign moderator will generate an updated points total for each player and list territories held, current Battle Honours, etc. This information will be made available to all players. 

Appendix 1: After Battle Report Form

SIDE 1

Player 1
Name _____________________________ 
LOST Gen [   ]  50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

SIDE 2

Player 1
Name _____________________________ 
LOST Gen [   ]  50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

Player 2
Name _____________________________ 
LOST Gen [   ]  50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

UNIT TYPE
__________________________________
# Lost  ALL [    ] >50% [   ]

Fill in the players names, tick the boxes if they lost their General and/or 50% of units.

Write in type of troop and number of units losing all stands or more than 50% of stands. 
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