Warmaster Campaign Rules


    As you may have figured out by now this is a set of campaign rules written by me (David Simpson) for running a map based campaign for the Warmaster game written by Rick Priestley. I think they are written quite well, although knowing me I've probably waffled on a few bits. However I do know that the rules do work very well and are relatively easy to pick up and understand especially if you already play Warmaster. �    How do I know this, well I've been using them in a campaign I've been running at the Brent Cross Games Workshop store for about three months. Which brings me to a brief history of these campaign Rules. �    When I saw the pictures of the Warmaster miniatures in White Dwarf I started going all frothy, this was the game I had been waiting almost six years for! I love Epic scale battles and I love WHFB, what a great combination. So when the game came out a month or so later one of the other regulars at Brent Cross and myself started bugging Dean (the store manager) to run a campaign. His response was "sure, if you come up with the rules for it you can run it". �    So the following week Dan (the other regular), Dean and I all sat around the painting table with a pen and paper (in Dan's hands, my handwriting is appalling) and started to brainstorm on what we needed in a campaign system. The result of this session was several sheets of scribblings with some rough ideas, the odd table and so on. Dan was kind enough to type the notes up and gave me the floppy with the text file. �    Once I had possession of these rough notes my original intention was to fully pad them out then put them on the Internet, however I decided that it would be best to get something up ASAP so I posted the bare notes on my new Warmaster Campaign Rules site. I then started the process of fleshing the rules out into the separate sections, putting tables of modifiers in where appropriate. �    This process took approximately a month. Once they were complete (well sort of) I carried out a few test games with Dan and made the appropriate modifications to the rules (this apparently is called `play testing`). Once I was satisfied I went up to Dean and said something like this: "There you go, the rules are now finished so where's the map"? He responded by saying something along the lines of: "I'll make it on Monday". However when Monday came Dean suddenly found himself under a mountain of paperwork, the next week he had to build a table for Games Day, and so on. Basically he just didn't have the time available to make the map. �    So after almost a month of waiting I thought, "well, I suppose I could make the map". So I did. I still got every player to construct their own starting islands (that way each player has invested something into the campaign), but I constructed the main island that would be fought over as well as another little island. AS I said the campaign has been running for some time now and I have even set up a website specifically for the campaign which has pictures of the player's armies and so on. �    Whilst the campaign has been going on I have been updating, rewriting and modifying the rules when I noticed if something was not working like it should or if things just did not seem right. So I suppose you could say that the whole campaign has been a big `play test`. The rules as they stand now are about as fine tuned as they are going to get, although I am intending to expand them in the future to include all sorts of wonderful stuff like racial modifiers and so on. �    I would like to thank Dan and Dean for their help and support with these rules. Dan obviously for helping me come up with a lot of the initial ideas (and for someone to argue with) . And obviously Dean for letting me run the campaign in his store. �    I would also like to thank all the other guys at the Brent Cross store that have taken part in the campaign so far, these are Tony (thanks for the scanner), Will (thanks for being an opponent that anyone can win against ;-)), Chris (thanks for being the only other good aligned player in the campaign, if only for a short time), Alan (thanks for taking over Chris' empire when he could not make it in anymore) and thanks to anyone else I've forgotten. �    I would also like to thank all the guys all the guys on the web that have given me feedback, support and encouragement especially those on the Warmaster E-Group and the guys running the Maximum Warmaster site (who frequently featured my site in their news section). �    Last but certainly not least I would like to thank Rick Priestley for taking the time to look at my rules and helping me in the right direction (I was staring to make it a bit too complex). And obviously I would like to thank him for considering my campaign system worthy of publication in the Warmaster Magazine. 


David Simpson. �(author of these here campaign rules) � 
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