Little War in the Borderlands

A 2-player mini campaign by Tarjei Aasen.

I really enjoy map campaigns and have run six different ones these last years, each with around a dozen participants. This little set of campaign rules was written because there wasn’t really any set of rules for smaller campaigns with just two players available anywhere. They are not terribly original by any means and are mostly an adaption of several similar Lord of the Rings campaign systems printed in White Dwarf, especially ‘The Wrath of Keiseimu’ from WD 315 (UK). What ‘Little War...’ does is provide a generic version of this two-player campaign for Warhammer Fantasy Battles and in the Further ideas section a good number of optional extra rules are included. These can be used if you like but are not necessary to play.

Well, calling some rules optional is probably a silly thing to do, since all of these rules are optional. Most sections give you options you can choose between and some also provide a random option if you can’t make up your mind. Even those things that are not actually listed as optional can be altered, of course.

What you need

· Two players, each with a Warhammer army and somewhere to play.

· A set of army markers for each player. How many markers each player needs depends on how many armies you agree to have per player (see Deployment below), but will be around half a dozen.

· A set of control markers for each player. The little flags you get in the Mighty Empires set are quite nice, especially if you use the Mighty Empires tiles. The number of markers you need depends on the victory conditions, but a dozen per player (or a little more) is good.

· A map. The Mighty Empires tiles (old or new set) are good for this and highly recommended, but any kind of map will do.

In the Resources section I also provide links to GW sites with downloadable stuff you can use for your map campaign, such as PDF-files with markers you can print out and use. Additionally, my own website ‘We Iz Orcs’ (http://folk.ntnu.no/tarjeia/avian) contains more articles useable in the campaign, such as my (exhaustively tested) Random Scenario Generator, which I recommend when playing the battles of the campaign. And should you want a ‘Little War in Lustria’ or a ‘Little War in Naggaroth’, then my site contains rules for fighting in those inhospitable places as well. The campaign set you are reading now, however, does not otherwise contain anything on the scenarios to be used.

Players are encouraged to adapt these campaign rules to other settings, making a ‘Little War in the 41st Millennium’, for example, or a ‘Little War a Long Time Ago, in a Galaxy Far, Far Away’ or anything else they might imagine.

Good luck!

Setup

Many years of experience has taught me that campaigns work best if all players start off equal. Thus the following section may seem a bit dull and artificial, with players starting as mirror images of each other. If your experience has taught you otherwise, feel free to use a setup with more freedom for the players!

The map

There are many ways to make a map, with my preferred solution being to use the nice, new Mighty Empires plastic hexagonal tiles. These have a texture that is quick and easy to paint up and can be taken apart and assembled in a great variety of ways.

For a cheaper solution, the GW Specialist Games website has scans of the original Mighty Empires tiles available for you to download and print out. The tiles can be cut out and clued together on a sheet of carton and make a very nice and cheap map. See the link in the Resources section.

However you choose to make the map, it must be divided into a number of territories. The number of territories should be between 10 and 15 per player (or D6+9). The fewer territories, the harder the fight will be. The illustrations below show some examples of the map layouts you can use.
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Each territory can only hold one army at a time, except when a player sends an army into a territory occupied by an enemy army, which will lead to a battle being played. 

Once the shape of the map has been decided, players should determine which territories contain difficult terrain. This is done by rolling a D6 for each territory in turn. The chance of whether a territory contains difficult terrain depends on where it is on the map.

· Territory on the edge of the map: 4+

· Territory in the interior of the map: 5+

Difficult terrain could be represented by mountains, dense forests or anything else the players find appropriate. If players are using tiles to set up the map, they should sketch out the shape of the map first, then roll to see which territories contain difficult terrain, and then assemble the tiles accordingly.

Deployment

Players must first agree on how many armies each player will have. Usually, anything from 4 to 6 is good, though it is important to note that both players will have the same number of armies. If you want a random factor, try rolling D3+3, or using the number of territories on the map, divided by four.

Along with the number of armies, the players must decide on how large each army should be. It is recommended that all armies are of the same size, though this is not absolutely necessary. For a normal little campaign, an army size of 1,000 to 1,500 pts is good. Significantly more than that and the campaign can take a very long time to play through. As only one army is used at a time, the players only need to have enough models for one army, plus some extra ones for support (see below). The rules below assume armies of 1,000 pts and if you play with larger armies you may want to adjust the numbers accordingly. For example: With armies of 1,500 pts, each supporting army would contribute 75 pts rather than 50.

Both players then roll a D6 (re-rolling ties). The high roller selects which of the territories on the map will be the starting territories. He must abide by the following restrictions:

· The two starting areas must contain the same number of territories, equal to the number of armies. So if both players have four armies, each starting area must have four territories.

· The two starting areas cannot be touching.

· The starting areas must be placed symmetrically opposite each other.

· It is recommended that the territories in each starting area are all connected.

After this is done, the second player chooses which of the two starting areas he wants, leaving the other for his opponent. Because of this, the high roller should make an effort to make both starting areas equally interesting or the second player will just choose whichever is the best. See the illustrations below for some suggestions on the placement of starting areas.
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Both players then roll a D6, with the high roller getting to choose which starting area he wants. At the start, these are the only friendly territories you have. You gain more territories by moving armies into them and then claiming the territory at the end of the turn, assuming your opponent doesn’t send in his own army to kick you out and claim it for himself!

Each army is placed in a separate territory within your starting area. The armies should be numbered as – although they start off identical – they may later alter in size and so it is important to be able to tell them apart. If you are using the optional rules for army archetypes and/or pre-determined army lists it is even more essential to be able to tell the armies apart.

The Round

The campaign lasts for a number of rounds; how many depends on which victory conditions you choose to use. See the Winning the campaign section. Each round follows the same procedure and after one round is finished a new one starts.

1. The Initiative phase – Players determine who is the first player this turn.

2. The Movement phase – Players move their armies on the map.

3. The Battle phase – Battles initiated in the Movement phase are fought.

4. The End phase – New territories are claimed.

The Initiative phase

These campaign rules use a mechanism called Initiative (which has nothing to do with Initiative values in Warhammer) as a way of determining who goes first in the various phases. The player who has the Initiative will make the first move in the Movement phase of the campaign and decide which battle is fought first in the Battle phase.

In the first round, whoever did not get to choose his starting area first has the Initiative. In later rounds, both players roll a D6 to see who has the Initiative that round. The high roller has the Initiative. In case of a tie, the player who did not have the Initiative last round gets it this round.

The Movement phase

The player who has the Initiative starts by nominating one of his armies anywhere on the map. The army can move from the territory it is in and into a neighbouring territory. You don’t have to move an army if you don’t want to, but if you nominate an army and choose not to move it; it cannot be moved later in the round. Armies who have been attacked by enemies cannot be nominated; they are locked in combat, must remain where they are and fight.

As mentioned above, each territory can only hold a single army, except when you invade a territory occupied by an enemy army. In this case, two (and only two) armies can occupy the same territory. Further armies can not enter this territory this round. 

Movement in difficult terrain

Armies wanting to move into or out of a territory containing difficult terrain must first roll a D6. On a 4+ they may move as normal, while on a 1-3 they get lost and their move is halted.

The Battle phase

The player who has the Initiative nominates one battle to be fought. The players then fight out this battle and resolve the result according to the table below. The other player then nominates another battle to be fought, and so on until all battles have been resolved.

Army restrictions

The army composition in the campaign should be a bit more limited than in a regular game of Warhammer, though as with everything else this is up to the players. Below you will find a couple of suggestions for limitations:

	Type
	1,000 pts
	1,500 pts

	Lords
	0
	0

	Heroes
	1-2
	1-3

	Core
	2+
	3+

	Special
	0-1
	0-2

	Rare
	0
	0-1


When planning the campaign, players can also agree to allow one or more of the armies to follow one of the archetypes in the Further Ideas section.

Scenarios

When fighting a battle, players should use the Random Scenario Generator to determine the scenario to fight.

Support

When one of your armies fights a battle, other armies around it can lend support. Armies that are locked in battle can not lend support to other armies and neither can armies that are fleeing. Each army you have in support gives the fighting army 50 pts extra in that battle only.

There is no limit to how many neighbouring battles each army can support, on how many armies you can receive support from in a single battle. Because of the way the support rules work, when it is your turn you should look to see which battle it would be best to resolve first, because an army that wins a battle is free to support other battles nearby.

Example: A battle is about to be fought. In the neighbouring territories you have two other armies. Normally that would give you +100 pts in the coming battle, but since one of those two armies is locked in combat it does not count and you only get +50 pts. If the other battle had been resolved first and you had won, your victorious army could also lend its support.

Consequences of battles

The consequence a battle has depends on the result.

	Result
	Consequence

	Draw
	Both armies withdraw

	Minor Victory
	Loser withdraws

	Solid Victory
	Loser retreats

	Massacre
	Loser retreats and is decimated


Withdraw - An army that is forced to withdraw must immediately move into one neighbouring friendly territory. Remember that – as always – only one army can occupy each territory. If there is no adjacent territory the army can move to, it must retreat instead (see below).

Retreat - A retreating army must immediately move to one of its side’s unoccupied starting territories. If there is no such territory, the opposing player may move the army to any unoccupied territory on the map and the army will be decimated (if it would be decimated anyway, it is decimated twice). In addition, the army counts as fleeing until the end of this turn.

Decimated - A decimated army loses one tenth of its current army size. So a 1,000 pt army would lose 100 pts and be reduced to 900 pts if it was decimated; and lose 90 pts and be reduced to 810 pts if it was decimated a second time. If an army is decimated to the point where it isn’t possible to field a legal army, it is disbanded and removed from the map.

Fleeing – An army that was forced to retreat will also be fleeing. A fleeing army cannot support friendly armies around them and cannot claim territories in the End phase. A fleeing army will rally at the end of the campaign round.

The End phase

In the rally phase, armies occpying hostile or neutral territories can claim them for their own realm, while fleeing armies gather their wits, ready for next turn.

Claiming territory

At this point, any army may claim a neutral or enemy territory it is currently occupying as its own. Armies cannot claim territory if they are fleeing. When a territory is claimed, the player who claims it places one of his markers in the territory and removes any enemy marker that was in it. Note that armies can only claim the territory they are in at the end of the turn; they cannot claim territories they have moved through but no longer occupy.

Rally

As the very last thing that happens in the turn, all armies that are fleeing rally and stop being fleeing. Note that unlike in Warhammer there is no dice roll needed to rally an army.

Winning the campaign

The victory conditions must be determined before the campaign starts. Below you will find three basic types of victory conditions that can be used. Players can either agree on which to use or roll a D3 for it. “Last man standing” is not recommended as a victory condition.

1. The player who first gets a given number of territories is the winner. A good number is about three times the number of starting territories each player has.

2. The player with the most territories after a given number of rounds is the winner. This can be any number depending on how much time you have, though three should be the absolute minimum. If you want a random number, try D6+2.

3. The player who first gains a large enough lead on his opponent in the number of territories he controls is the winner. This number could for example be equal to the number of starting territories, so in a campaign with four armies (and thus four starting territories), a player wins if he controls four territories more than his opponent at the end of a campaign round.

Further ideas

Below are some more ideas for (slightly) more advanced campaigning.

Army archetypes

Players may agree to let some or all of the armies on each side be of a special archetype. The limit could for example be that no more than half the armies a player has can have an archetype, or you could let all armies have an archetype. The different archetypes also generally have a limit on how many of that type you may choose. Archetypes are chosen at the start of a campaign, after the map has been set up but before starting territories are chosen. Archetypes cannot be altered during the campaign.

· 0-1 Supreme Commander
The army containing the Supreme Commander may swap one of its Hero choices for a Lord choice. The Lord (or his mount) may not have the Large target special rule.
It is recommended that this archetype is not used for armies of less than 1,500 pts.

· 0-2 Veteran Force
A veteran force can contain one extra Special choice and needs one less Core choice than normal.
A veteran force can swap two of its Special choices for a single Rare choice, though it is recommended that only armies not normally allowed Rares can use this option.

· 0-2 Cavalry Force
A cavalry force can move up to two spaces in the Movement phase instead of just one. If they twice move into or out of difficult terrain, they must make a test for each in turn. A failure on the first test means that the army loses its chance for a second move.
All models in a cavalry force must have a Movement value of at least 7 or be able to fly. If they have a random movement value, this must be at least 3D6.

· 0-2 Scouting Force
A scouting force automatically passes difficult terrain tests.
At least half the units in the scouting force (rounded up) must have the Scout, Skirmish or Fly special rule, or have some other special rule that lets them move through difficult terrain without penalty. This does not apply to characters.

· Any number of Levies
A levy is immune to the effect of decimation, their numbers quickly replaced by local recruits.
Apart from the characters, all models in a levy force must be Core models.

Pre-determined army list

Normally, a player can choose his army list from scratch from one battle to the next. However, a more realistic approach is to write up the army lists for each army at the start of the campaign. These lists can not be altered during the campaign, with a couple of exceptions. 

Firstly, support points can be used to temporarily add models to existing units, or add a new unit if you have enough points for that. Secondly, when an army is decimated, the player must remove models or units worth 10% of the current army size. What remains must still be a legal army list, if at all possible (see the rules for decimation, above).

If using this rule, remember to make sure you can tell which army on the map corresponds to each army list!

More players

The basic rules for ‘Little War...’ assumes just two sides, but there is no reason you can’t adapt them for more than that. You will have to use a proportionally larger map, and it is important to still have the starting areas symmetrically placed so that one player starts off with a disadvantage. It is recommended that the campaign is played for a set number of turns, with the winner being the one with the most territories at the end, or the campaign might never end.

Alliances

You can decide to fight the Little War in the Borderlands campaign between two teams of players, with each player controlling one or more armies. This has the advantage that you can get through a campaign turn a lot quicker with several battles fought at once, instead of one after the other. This way, armies can also be larger without the campaign taking more time. The downside is that it can be very difficult to keep track of which army is capable of supporting which other army, so it is recommended that the consequences of battles are all resolved at the start of the End phase instead of immediately after each battle. Instead of the team with the Initiative deciding the order in which battles are resolves (which no longer matters), they now decide the order in which the consequences of battles are resolved. If alliances are used, it is recommended that the massed battles rule is also used or it can easily happen that some players fight battles and have all the fun, while others only hang back and get to play a lot less. 

For simplicity’s sake, when allied armies provide support to each other, the supporting troops sent are chosen from the receiving player’s list, not from the sending player’s list. This also avoids oddities, such as an Empire player receiving 50 pts worth of Bretonnian troops, which is not enough to get a legal unit.

Massed battles

In the standard rules, all battles between armies are one-on-one. If you choose to use this optional rule, you can send more armies into battles and they will all fight. These battles are fought according to the Random Scenario Generator’s appendix on Uneven Battles. If you are using alliances, you will also need the Multiplayer Battles appendix. All armies on the losing side suffer the same consequences, according to how badly their side did.

Advanced difficult terrain rules

When a territory is determined to contain difficult terrain, instead of just having a single generic type, players may choose to roll a D3 to determine its type:

1. Hills – Hills are easy to traverse and armies moving into or out of hills need only roll a 3+ on a D6 to pass the difficult terrain test.

2. Forest – Forested areas are more difficult to find your way through. Armies must roll a 4+ on a D6 to pass the difficult terrain test.

3. Mountains – Mountains are very difficult to pass through and armies must roll a 5+ on a D6 to pass the difficult terrain test.

When an army is moving from one territory with difficult terrain into a territory with another type of difficult terrain, use the difficulty roll for the most difficult type. So if an army moves from a territory with mountains into a territory with forest, they must roll a 5+ on a D6 to pass.

Rivers

Players should agree on whether to have a river on the map or not before setting up the map. A river can either be placed in a mutually agreeable manner, or its course can be randomly determined. The following is a procedure for how to do this when using a tile map. First, draw a rough sketch of the shape of the map, including the territories. Select a random place on the edge and place a straight river piece there, pointing from the edge of the map towards the centre. Then place all the other river tiles in a pile. Draw a tile randomly and connect it to the end of the river tile you have on the map. If the tile can be connected in several different ways, randomly determine which. The river cannot exit from the map from the same edge as it entered and it cannot loop back on itself. Once the entire length of the river has been charted, the rest of the map is filled in in the usual manner.

In the campaign, a river tile counts as difficult terrain (4+ to pass), though an army exiting a river tile along the course of the river need not make a difficult terrain test. In the Movement phase, armies that end their move on a river tile can move one (and only one) extra tile along the course of the river, representing the troops are being ferried on boats up or down the river. This second move can only be used if the army is otherwise free to move; it cannot be used if the army has failed a difficult terrain test, for example, or if the army is locked in battle. The extra move is also not cummulative with the extra move Cavalry forces can make.

Castles

Players may agree to use castles as a focal point in the campaign. Each player will then place one castle anywhere in their starting territory when they deploy at the start of the campaign. Attacks on an army defending a castle is fought according to the Siege rules (my Random Scenario Generator has an appendix on that, too!). If the players use castles, it is recommended that the massed battles rule (see above) is also used or it will otherwise be nearly impossible to defeat an army defending a castle.

Territories with castles in them count as five territories rather than one for the purpose of winning the campaign.

Supplies

This mechanism adds another element for players to worry about. When playing with supplies, every territory that does not contain difficult terrain is considered to be farmland. Players with more unusual armies, such as Undead, may wish to consider them as something else instead but the effect is the same. River territories are also considered farmland. During the End phase of each turn, after territories are claimed, each farmland territory a player has produces one supply point. Each supply point can feed one army and each army that is not fed is decimated (the owning player chooses who starves). Supply points can’t normally be saved from one turn to the next (the peasants eat whatever is left!), though if players use castles (see above), each castle can store up to 2 supply points from one turn to the next.

If players wish, not all territories without difficult terrain need be farmland; you could for example roll a D6 for each and having it be farmland on a 3+. The less farmland, the quicker things will go bad for a player who lacks it.

Resources

Games Workshop has a lot of stuff you can download for free off their website which make great resources for a campaign organiser. Here are some of them!

Map tiles - Scans of the original Mighty Empires tiles can be downloaded from the Specialist Games website: http://www.specialist-games.com/warmaster/playera.asp

Counters - Campaign counters for the General’s Compendium can be found on the GW UK website: http://uk.games-workshop.com/warhammer/campaign-tokens/1/

There are two PDF files with markers here. The first listed contains army markers, which are very useful. The second file also has a lot of useful stuff on it. The markers on the first page make great control markers while the ‘F’ markers on the second page can be used to mark fleeing armies and the ‘R’ markers can be used to mark which armies have had their movement resolved that turn.

Using the resources generously provided for free above, along with the rules you are now reading, players can get a complete map campaign at the cost of a little printer ink!

PAGE  
10

