Setting up a campaign map

by Tarjei Aasen

The following is a suggested method for randomly setting up a campaign map using the Mighty Empires tile set, something I have often wished I had in our local map campaigns. The method for determining the content of filler tiles (page 3) is inspired by a mechanism in the game ‘Landnám’ by a friend of mine, Tor Gjerde. Many thanks to him.

Campaign map basics

The first thing to do is to decide on the shape of the map. On the last page of this document I have illustrated some suggestions. Those maps have, going clockwise from the top right, around 30, 40, 50, 60 and 70 tiles. Thus in a campaign using our modified set of Mighty Empires rules, they’d be appropriate for campaigns with 3, 4, 5, 6 and 7 teams respectively. If you are using some other kind of campaign rules some different number of tiles might be appropriate.

After this is done, cut the tiles away from the frames using a pair of good clippers and make sure you remove the mould lines along the edges. This makes the tiles fit together much better and you can connect and disconnect them with much less effort.

Tile types

For the purpose of this little article, the tiles are divided into the following types:

· Mountains – Tiles containing mountains (no kidding).

· Rivers – Tiles with rivers in them. Tiles with tiny little lakes don’t count.

· Swamp – Tiles with swamps. For some purposes these are lumped with river tiles. In these cases this will be mentioned.

· Farmland – Tiles with fields in them that are not also containing rivers.

· Wilderness – Any other tile containing plains or woods.

If you have modified some of the tiles to make more types, there are some tables you must also modify below.

Sketch the map

Placing tiles on the map is made much easier if you sketch it out in some way beforehand. You might do this by drawing a sketch on paper or setting up a number of tokens, each where the centre of a tile would be. This way you can replace the tokens when each tile is determined.

On a related issue, it is highly recommended that you don’t connect the tiles to each other until you have set up the whole map and are convinced that it is a good setup. Altering a few tiles in the middle of the map when all the tiles are locked together is quite a pain.

Placing tiles

The way this method works is that you first place any rivers on the map, and then fill in any blank spaces after that. From experience it is a lot easier to place rivers in first.

Placing a river

Players should agree on whether to have a river on the map or not before setting up the map. To get an interesting setup, around one river per 30 tiles (give or take) is recommended. For a random number of tiles, roll a D6 on the table below.

	D6 roll
	14 tiles or less
	15 – 44 tiles
	45 – 64 tiles
	65 or more tiles

	1
	No river
	No river
	1 river
	2 rivers

	2 – 5
	No river
	1 river
	2 rivers
	3 rivers

	6
	1 river
	2 rivers
	3 rivers
	4 rivers


Start by gathering up all the river and swamp tiles and shuffling together. Then, for each tile, 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. Continue doing this until the river exits the map. A river cannot exit from the map from the same edge as it entered and it cannot loop back on itself. If you’d get this kind of situation, replace the last tile with a new random tile instead. You may occasionally find that you have to remove several old tiles and draw new ones. This is perfectly okay.

If you draw a swamp tile, roll a D6 on the table below to find out how many rivers exit from the swamp (not including the one you have already placed).

	D6 roll
	Exits

	1
	None

	2 – 4
	One exit

	5 – 6
	Two exits


Exits should be placed in random positions around the swamp. The course of each is determined as above.

For maps with more than one river, each river should start from a different map edge, unless the sides of the map are very long. Two different rivers may be joined together if they connect. This can be done using either a swamp tile or one of the river fork tiles from the special tile sprue that came in White Dwarf. If you have no appropriate tile to connect two rivers, go back and draw other tiles so they do not connect.

Remaining tiles

Once the entire length of any rivers has been charted, the rest of the map is ready to be filled in. Start at any point on the edge of the map and work your way across it. For each tile you get to, roll 2D6 and look up the result on the table below to find which terrain type the tile is. The roll is also modified by the adjacent tiles that have already been placed, which means that mountains tend to cluster together in mountain chains and people tend to build their farms close to water.

	2D6 roll
	Tile type

	2 – 3
	Swamp

	4 – 6
	Farmland

	7 – 8
	Wilderness

	9 – 12
	Mountains


· For each adjacent swamp or river tile: -1 on the dice roll.

· For each adjacent mountain tile: +1 on the dice roll.

Example: If you are rolling for a tile where one of the adjacent tiles you have already placed contains mountains, you’d roll 2D6 and add one. If you were rolling for a tile that had two adjacent river tiles you’d roll 2D6 and subtract two. If you were rolling for a tile that had both one adjacent mountain tile and two adjacent river tiles, you’d roll 2D6 and subtract one.

If you roll up a tile type you have run out of, roll again.

Check the result

After all tiles have been determined you should always check the map and see if it’s interesting. You should always feel free to swap some tiles around or – if the setup is utterly ridiculous – swear, dismiss this method and set up the map according to your own sensibilities instead.

Some suggested map shapes of various sizes
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