Mighty Empires

Modified ruleset v1.3 by Tarjei Aasen, Kristoffer Sande & Martin Dahl

What follows is a variant of the Mighty Empires rules designed to a) allow the campaign to be played by teams of two players over less rounds but with more happening in each round, and b) fix some of the weaknesses of the basic rules.
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The realms

The players in the campaign are divided into realms of two players each, with the standard campaign assuming six realms. It is up to the participants themselves to find a suitable campaign partner.

Who can ally?

A ‘Y’ on the table below means that two armies can ally together to form a realm, a ‘-‘ means they can’t.

	
	Bretonnia
	Chaos
	Dark Elves
	Dogs of War
	Dwarfs
	Empire
	High Elves
	Lizardmen
	Ogre Kingdoms
	Orcs & Goblins
	Skaven
	Tomb Kings
	Vampire Counts
	Wood Elves

	Bretonnia
	Y
	-
	-
	Y
	Y
	Y
	Y
	Y
	-
	-
	-
	-
	-
	Y

	Chaos (all types)
	-
	Y
	Y
	Y
	-
	-
	-
	-
	Y
	Y
	Y
	Y
	Y
	-

	Dark Elves
	-
	Y
	Y
	Y
	-
	-
	-
	-
	Y
	Y
	Y
	Y
	Y
	-

	Dogs of War
	Y
	Y
	Y
	Y
	Y
	Y
	Y
	Y
	Y
	Y
	Y
	Y
	Y
	Y

	Dwarfs
	Y
	-
	-
	Y
	Y
	Y
	Y
	Y
	Y
	-
	-
	Y
	-
	Y

	Empire
	Y
	-
	-
	Y
	Y
	Y
	Y
	Y
	Y
	-
	-
	Y
	-
	Y

	High Elves
	Y
	-
	-
	Y
	Y
	Y
	Y
	Y
	Y
	-
	-
	Y
	-
	Y

	Lizardmen
	Y
	-
	-
	Y
	Y
	Y
	Y
	Y
	Y
	-
	-
	Y
	-
	Y

	Ogre Kingdoms
	-
	Y
	Y
	Y
	Y
	Y
	Y
	Y
	Y
	Y
	Y
	Y
	Y
	-

	Orcs & Goblins
	-
	Y
	Y
	Y
	-
	-
	-
	-
	Y
	Y
	Y
	-
	Y
	-

	Skaven
	-
	Y
	Y
	Y
	-
	-
	-
	-
	Y
	Y
	Y
	Y
	-
	-

	Tomb Kings
	-
	Y
	Y
	Y
	Y
	Y
	Y
	Y
	Y
	-
	Y
	Y
	-
	Y

	Vampire Counts
	-
	Y
	Y
	Y
	-
	-
	-
	-
	Y
	Y
	-
	-
	Y
	-

	Wood Elves
	Y
	-
	-
	Y
	Y
	Y
	Y
	Y
	-
	-
	-
	Y
	-
	Y


Setup

The campaign map will be set up with a number of starting areas equal to the number of realms; each starting area containing four tiles, one of them containing a city. In random order, each realm selects one starting area, until all are selected. In the first turn, the realm who got to choose its starting area last counts as the smallest realm.

Realm size

The size of a realm is equal to the number of tiles it controls, plus the number of cites on those tiles. Having a smaller realm is an advantage in that you will get to take your actions before the other realms in the Events, Challenge and Conquest & Build phase, while having a bigger realm is an advantage in that you can get extra points for your army, and at the end of the campaign, the largest realm wins. In the case of a tie for the smallest empire, randomly determine who counts as the smallest at the start of each phase.

Connection

All tiles that belong to a realm must be connected to form a continuous area. If, at the start of a turn, the tiles are not all connected, the players must decide on one group to keep. Any tiles not connected to that group become neutral and any features on them are removed.
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Sequence of play

The campaign assumes six rounds of three weeks each, making for a campaign that lasts about one school term, though this can be adjusted as desired.

1. Events

2. Revenue

3. Challenge

4. Battle

5. Conquest & Build

The first three phases are done at that turn’s meeting, battles are fought any time before the next meeting and the Conquest & Build phase is done at the start of next round’s meeting.
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Events phase

Each realm picks one event from the event chart, starting with the smallest realm. You may not pick an event that another realm has chosen The exception is when there are more realms than events, in which case each event may be chosen a second time after all events have been chosen once.

1. Fool’s Gold
Pick a realm. That realm cannot collect any revenue during this round.

2. Building Boom
You may place a castle, mine or monument marker in any tile that you control, or replace a castle you control with a city.

3. Disaster
Pick one realm. They must roll a D6 for each castle, city, mine or monument. On a roll of 1 the feature is destroyed.

4. All or Nothing
Your realm get +1 empire points for any of its victories this turn, but no empire points for draws or losses.

5. Scouts
In any battles you fight in this round, your opponent must deploy their whole army before you deploy your army, and you get the first turn.

6. Diplomacy
Pick one realm. They may not issue a challenge against you this round.

7. Land Grab
The first netural tile you claim this turn only costs 1 empire point rather than the normal 2.

8. Elite army
In any battles you fight in this round, you may include 1 extra Special choice, 1 extra Rare choice and only need 1 Core choice.
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Challenge phase

During the challenge phase, each player must issue a challenge to another realm, starting with the players with the smallest empire. It is up to the players of the challenged empire to decide who will take up the challenge, as a challenger cannot normally choose who to fight against. The exception to this is if the challenger lost a battle to one player of the challenged realm last turn, he can specify that he challenges that player to a grudge match. The players of a realm must try to distribute their battles as evenly as possible amongst themselves so that during the course of the campaign, both players fight roughly the same number of battles.

Forming a team

When issuing a challenge, a player can declare that he is supporting another player in an already declared battle. A player can always refuse support, but if he doesn’t, the battle will follow the rules for a team battle (see below). Any number of players can form a team, but all armies on a team must be legal allies (see table on p. 1).

Maximum number of battles

For practical reasons, a realm can only be involved in six battles per round (a team battle counts as a number of battles equal to the number of players on the largest side). Once this number is reached, the realm can neither issue any more challenges or be challenged any more.
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Revenue phase

Each realm collects revenue from any mines they control. The gold is added to the realm’s treasury each round and can be spent or saved up and spent in future rounds. Each realm must keep a record of how much gold they have – or the players may choose to nominate one of their number to keep track if they prefer.

Mines generate 2D6 x 10 gold pieces to a realm’s treasury each round if they are on a river tile, and 3D6 x 10 gold pieces each round if they are on a mountain tile.

Exhausting a mine

Should the dice for a mine all show the same number, the mine only generates half the normal amount of gold pieces that round and is then removed. A new mine can be built in the tile later.
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Battle phase

It is up to the players to agree on when and where to fight their battles, as long as each battle has been fought in time for the next meeting.

Army size

The size of the armies in the campaign starts at a rather modest level, but increases during the course of the campaign, to allow players to start with a small selection of models and gradually increase it.

	Round
	Army size

	1
	1000

	2
	1150

	3
	1300

	4
	1450

	5
	1600

	6
	1750


· The realm with the largest size receives a bonus of 100 points in all battles that they fight. The second and third largest realms receive a bonus of 50 points. In the case of a tie, the players get the bonus for the lower position they are tied for. E.g. when two players are tied for first place they are also tied for second, and get that bonus. Initially, all players are tied and thus get the bonus for last place, which is no bonus.

· Any realm may spend up to 250 gold pieces from their treasury to generate extra points which can be used once by each player’s army during that turn. 1 gold piece = 1 point for each player once (see Revenue).

Army composition

Regardless of army special rules, a realm is limited to the following choices:

· 1 Hero
A realm can contain one extra Hero for each monument it contains. 
Note that armies cannot under any circumstance contain Lord characters.

· 2+ Core choices

· 0-1 Special choice
A realm can contain one extra Special choice for each castle it contains.

· 0 Rare choices

· Each city a realm contains allows it to include one extra Special or Rare choice.

Note that if these restrictions constradict restrictions in the army list, these restrictions take presedence. Thus a bretonnian army doesn’t get any extra character choices and cannot include a Battle Standard Bearer when it only has one Hero choice available. Similarly, a Tomb Kings army with only one available character choice can only contain either a Tomb Prince (who will function as the Hierophant) or a Liche Priest (who will function as the army general), but not both.

Team battles

Sometimes players will fight together as teams. When this happens, the players must agree between themselves who will be the primary army, which will be the secondary, and so on. The first player gets the normal amount of points for that round, along with any bonuses, while the secondary army gets only half the normal amount of points, plus any bonuses (the bonuses are not halved). The tertiary army gets a quarter of the normal points, plus any bonuses, and so on. See the separate rules for fighting team battles.
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Conquest & Build phase

When you play a game of Warhammer you earn empire points as shown on the chart below. Empire points are used to take territory; to build cities, castles, mines or monuments; or to remove territory from a rival player. Players take it in turn to spend their empire points, starting with the smallest empire and working up.

Earning Empire points

The number of empire points a realm has to spend depends on how well the players did in the battle phase. The points each player earns is added together and give the number of points available that turn.

If a player fights more than one battle, he earns a number of empire points for his realm equal to the number of empire points he earned in the battle where he earned the most. If a player fought two battles in a round and earned 2 empire points in the first and 4 in the second, he contributes 4 empire points to his realm that round. The number of empire points that can be earned for a battle depends on how well you did and the size of the enemy realm compared to yours.

When fighting a team battle, count the size of all the players on a team’s realms added together to find out which column to use. Each player then gains the appropriate amount of empire points.

	Result
	Enemy realm half your size
	Enemy realm smaller
	Equal realm size
	Enemy realm larger
	Enemy realm twice your size

	Loss
	1
	1
	1
	2
	3

	Draw
	1
	1
	2
	3
	4

	Minor victory
	1
	2
	3
	4
	5

	Solid victory
	2
	3
	4
	5
	5

	Massacre
	3
	4
	5
	5
	5


Spending empire points

Empire points can be spent as follows. Unspent points are lost and cannot be saved for use in later rounds.

· Claim tile (2 empire points)
Place a banner on a neutral tile that is adjacent to a tile you held at the start of the phase.

· Conquer tile (3 empire points)
Remove another realm’s banner from a tile that is adjacent to a tile you held at the start of the phase and replace it with your own. You must have won at least one battle against that realm this turn for each tile you conquer from them. 

· Build (1 empire point)
Add a castle, city, mine or monument to a tile you already control (see Builds below).

· Raids (1 empire point)
Add 2D6 x 10 gold pieces to your treasury.

Mountains: It costs 1 extra empire point to claim or conquer a mountain tile.

Castles or cities: It costs 1 extra empire point to conquer a tile that contains a castle or city.

Builds

You can spend empire points to add a castle, city or mine feature to a tile that you control. Alternatively, you may instead replace a marker on a tile you control with another one.
There is a maximum number of each type of feature a realm can build (due to a limit on what you get in the box). A realm that already contains the maximum number of a given feature cannot build more and the only way to get more is to conquer them from other realms. In addition, you can only build more features if less than half your tiles are built on. The only way to go above this limit is to conquer tiles with features from other realms.

· Castle
Makes it more difficult for players to conquer the tile (see above). Cannot be built on marsh tiles. Having more castles allows the armies in a realm to include more Special choices (see Army composition above).
A realm cannot build more castles if it already contains 4 or more castles.

· City
To build a city there must already be a castle on the tile. You may upgrade a castle in the same turn that you build it, and the city replaces the castle. As with tiles that contains a castle, a tile with a city is more difficult to conquer in addition cities increase your realm size. Cities cannot be built on mountain or marsh tiles. Having more cities allowes the armies in a realm to include more Special or Rare choices.
A realm cannot build more cities if it already contains 2 or more cities.

· Mine
Generates gold pieces in the revenue phase (see above), which can be used to increase the size of your army. Can only be built on river or mountain tiles.
A realm cannot build more mines if it already contains 2 or more mines.

· Monument (Wizard’s Tower, Idol of Gork, Dwarf Brewery, etc.)
Having a monument allows the armies in a realm to include more Hero choices (see Army composition above).
A realm cannot build more monuments if it already contains 1 or more monuments.
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How to win

The realm with the largest realm size at the end of the campaign is the winner. In case of a tie, the realm with the largest treasury is the winner. See Realm size on p. 2.

[image: image9.jpg]



Tips and tricks

· Remember that you can challenge anybody and use the points to grab tiles belonging to either him or tiles that are neutral – you do not have to challenge the players closest to you. Later in the campaign the number of neutral tiles is likely to be few and you will be forced to challenge your neighbours if you want to grab any tiles. Thus, if you want to fight battles against players further away, it is best to challenge them in the first few rounds.

· As there is a limit on how many features you can build and how many of each type, you can gain a lot by conquering enemy tiles with features on them, this being the only way of going above those limitations. Similarly, if you were beaten in battle by a neighbouring realm and build before they do, it can be risky to build features where your neighbour can grab them.
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