Mighty Empires

Modified rules v3.0 by Tarjei Aasen

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 any number of realms of two players each. 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 should be set up with roughly ten tiles for each realm in the campaign and have pre-defined starting areas. Campaign organisers are strongly urged to have the starting areas placed as symmetrical as possible and pages 9 and 10 of this document have some suggested setups. Each realm then rolls 2D6, the highest rolling realm selecting a starting area first and then the rest doing the same in descending order. Re-roll ties.

After all realms have selected a starting area, each realm (in the same order as before) places either a city or a castle in any territory within their starting area.

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. Ties are resolved randomly, rolled at the start of each phase when two or more realms have the same size.

Connection

A realm counts as fully connected when all tiles that belong to a realm are joined together to form a continuous area. Having tiles that are not connected to the rest gives you a penalty to the size of your army (see below). At the start of the turn, you can elect to discard disconnected tiles to avoid having the penalty. Discarded tiles become neutral but keep any features.

There are two kinds of feature that provide connection for tiles that would normally be unconnected. Trade routes provide connection to all friendly areas up to two tiles away (i.e. with up to one intervening tile that doesn’t belong to you) and fleets provide connection to all your tiles along the same river system.
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Sequence of play

The campaign assumes five 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.

Initiative order

In each phase, the realms take their actions in initiative order. This does not apply to the Battle phase, where this would be inconvenient and in any case irrelevant. Initiative order starts with the smallest realm (see Realm size above) and continues with increasing realm size. Note that realm size may alter during a turn and is recalculated at the start of each phase when it is relevant. In the case of a tie, the order is determined randomly by the realms rolling dice and the higher number going first. The roll-off only applies for that phase; if you are still tied at the start of the next phase you make another roll-off then.

The exception to this procedure is in round 1, when initiative order is the opposite of the order in which players got to choose their starting territories. So the realm that got the last starting area gets the first pick in events for round 1.
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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 immediately place any feature costing no more than 1 EP in any of your territories, subject to the normal limitations on features.

3. Disaster - Pick one realm and roll a D6 for each feature they have, in any order you like. Each feature you roll a 1 for is destroyed.

4. All or Nothing - Your realm get +1 empire point for any of its victories this turn, but no empire points for losses. This is the only way for a player to gain more than 5 EP in a single round.

5. Scouts - In any battles you fight in this round, you gain a +2 bonus to any rolls to choose deployment zones, see who starts deploying and to see who goes first (if applicable).

6. Diplomacy - Pick one realm. That realm may not issue any challenges against you or play events against you this round (unless they have already done so).

7. Land Grab - The first tile you claim this turn costs 1 empire point less than normal. This applies whether the tile was neutral or belonged to an enemy realm.

8. Elite army - In all battles you fight in this round, you may include 1 extra Special 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. This is done in initiative order. 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.

Maximum number of battles

For practical reasons, a realm can only be involved in six battles per round. Once this number is reached, the realm can neither issue any more challenges or be challenged any more that round.
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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. It is recommended that one player is tasked with keeping a record of this.

Mines generate 3 gold tokens each round if they are on a mountain tile and 2 gold tokens if they are on any other tile.
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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
	1200

	3
	1400

	4
	1600

	5
	1800


· 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 realms 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. 

· Any realm may spend up to gold tokens from their treasury to generate extra points which can be used in any battle during that turn. 1 gold token = +50 points in one player’s army for one battle (see Revenue). Gold tokens are expended once all battles have been declared.

· For each tile that is not connected to the main body of their realm (a realm’s largest cluster of tiles), a realm gets -25 pts, up to a maximum of -100 pts.

Example: In round 4, the armies have a basic size of 1600 pts. If your realm is the third largest it is instead 1650 pts. Additionally you may spend gold to increase the size of your army in any or all of your battles if you can afford it. If you spend one gold token your army will be 1700 pts in one battle and 1650 pts in all the others.

Army composition

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

· 0 Lords
Armies cannot under any circumstance contain Lord-level characters.

· 1 Hero
In round 5, armies may contain one extra Hero.
A realm can contain one extra Hero for each monument it contains. 
· 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.

· Only half the number of characters (rounded up) may be Wizards.

Remember that the realms all start off with either a castle or a city of their choice, which will affect their army composition restrictions. Note also that if these restrictions contradict restrictions in the army list, these restrictions take precedence. 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.
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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.

Placing garrisons

At the start of the phase, in initiative order, realms may deploy garrisons, one for each castle they control. Garrisons may be deployed in any tile adjacent to their castle, though each player may not have more than one garrison in each tile. Two different realms may garrison the same tile if they wish. Having a garrison in your own tile makes it more difficult to conquer for the enemy and having one of your own garrisons in an enemy tile makes it easier to conquer. Third-party garrisons have no effect. Garrisons used to increase or decrease the cost of a conquest, are removed after they have been ‘used’, though they can be used again in later turns.

Castles themselves do not automatically count as being garrisoned, but after an enemy realm has declared which of your tiles it intends to conquer, you may recall the garrison to defend a castle that is being attacked. If the enemy realm then does not want to (or cannot afford to) spend the extra empire point to conquer the castle, they can’t decide to grab any other tile from you that turn instead (other than ones already declared). They can choose to abort the conquest and use the empire points on other uses, including grabbing tiles from other realms. Recalled garrisons may not be deployed again in the same turn, they stay in the castle.

Earning empire points (EP)

The number of empire points a realm has to spend depends on how well the players did in the battle phase. The EP the two players earn are added together and give the number of points available that round. So if one player in a realm earns 5 EP in a round and the other earns only 2, the realm will have 7 EP to use that round.

If a player fights more than one battle, he earns a number of empire points for his realm equal to the number of EP he earned in the battle where he earned the most EP. So 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, as that is the highest number. 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.

	Result
	Enemy realm smaller
	Equal realm size
	Enemy realm larger

	Loss
	1
	1
	2

	Draw
	
	2
	3

	Minor victory
	2
	3
	4

	Solid victory
	3
	4
	5

	Massacre
	4
	5
	


Unplayed battles give 4 EP to the player who made an effort to get it played (regardless of realm size) and 0 EP to the other. If both players made an equal or no effort, no EP are earned.
Spending empire points

Empire points can be spent conquering tiles, building features and raiding. Players can do these actions in any order, but they must do all the actions of one type before they can do any actions of any other type. So if you choose to conquer tiles first, you cannot then build a trade route in that tile and then go and conquer more tiles with your extended range. Unspent empire points are lost and cannot be saved for use in later rounds.

Conquering tiles

You can spend empire points to conquer tiles that belong to other realms or which are neutral. When conquering tiles, all tiles you conquer must be adjacent to tiles you already control. Thus it is not possible to conquer one tile, then another, forming a long chain. Having trade routes or fleets lets you get around this restriction and conquer tiles that would be otherwise out of range.

You can only conquer one tile from an opponent for each victory you had against them in this turn. This is very important to realise right from the start.

	Factor
	Cost

	Base cost
	2 Empire points

	Tile belongs to an enemy realm
	+1 EP

	Tile contains mountains
	+1 EP

	Tile is garrisoned by the enemy realm
	+1 EP

	Tile contains one of your garrisons
	-1 EP

	Each time the tile has been conquered already this turn
	+1 EP


Builds

You can spend empire points to add a castle, city, mine, monument, fleet or trade route feature to a tile that you control. If you want to replace features, you may remove existing ones at no cost. With the exception of fleets, features cannot be built on swamp tiles.

	Feature type
	Cost
	Limit

	City
	2 EP
	2

	Castle
	2 EP
	3

	Monument
	1 EP
	1

	Fleet
	1 EP
	1

	Mine
	1 EP
	2

	Trade route
	1 EP
	3


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. So if you have one monument already and conquer a tile that controls one, you don’t have to remove one of them.

In addition, you can only have features on half your tiles (rounding fractions up). You can only get above this limit by conquering tiles with features already on them from other realms. So if you have nine territories, you can normally only have five features, but if you conquer a tile with a city on it, that is legal even if you now have six features on only ten tiles.

Castle - Having more castles allows the armies in a realm to include more Special choices (see Army composition above). Each castle allows you to place a garrison in one tile adjacent to the castle at the start of the Conquest & Build phase. Castles built later in the turn may not place garrisons.


City - Each city in a realm lets all armies of that realm include one extra Special or Rare choice. Cities also increase the size of your realm, which can give you more benefits. Due to its larger population, a city always counts as being garrisoned (see above).

Mine - Generates gold pieces in the revenue phase (see above), which can be used to increase the size of your army. Mines generate 3 gold tokens per turn if they are built on mountain tiles and 2 if they are built on any other tile.

Monument - Having a monument allows the armies in a realm to include more Hero choices (see Army composition above). Monuments can be represented by any suitable feature, such as a Wizard’s Tower, Idol of Gork, Dwarf Brewery, etc.
Trade route - Normally, you can only conquer tiles that are adjacent to ones you already control and all your tiles must be connected. With a trade route, you can conquer when there is an intervening tile between the trade route and the tile you wish to conquer. Trade routes also count as being connected to all friendly tiles up to two tiles away.

Fleet - A fleet works in the same way as a trade route in allowing you to conquer tiles further away and keeping your territory connected. However, instead of working at a fixed range, a fleet has an effect on all tiles connected to the same coast or river system (including swamps). 

Raids

Players may raid if they feel they have no better use for their Empire Points. 

	Action
	Cost

	Remove 1 EP from a chosen realm*
	2 EP

	Gain 2 gold tokens
	1 EP


* EPs removed are lost; you do not get to keep them for yourself.

Trading

At the end of the conquest & build phase, the realms may freely trade territories for any amount of gold amongst each other. Players may give away territories if they so wish.
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How to win

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

Should one realm drop out of the campaign for whatever reason, their tiles are auctioned off at the start of the next Conquest & Build phase. Tiles keep any features in them. 

Starting with the smallest realm, one tile is selected for auction and the realms bid in initiative order, using the Empire points they earned that round. Each realm (including the one that selected the tile) may either increase the bid or pass. Passing means they can’t bid for that tile later, but does not prevent them from bidding on other tiles. If nobody at all bids on a tile it becomes neutral. When a realm gets the winning bid on a tile, the next realm in the initiative order is the one that selects the next tile to be bid over.
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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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Changes from the second version

Here is a list of the (reasonably moderate) changes from version 2 to version 3 of these campaign rules:

· The starting areas the realms have gone back to being pre-defined, as they were in v1 (p 2). Having free choice in starting territories was the major problem of the v2 rules.

· High Elves no longer automatically benefit from the Elite Army event (p 3). High Elves are plenty good enough already.

· Limit on the number of Wizards a realm may have added (p 5). Magic being especially powerful in smaller forces, it is reasonable to impose some restriction.

· Due to popular demand, the mechanism for recalling garrisons to protect a castle has been made more intuitive (p 5).

· Option for realms to trade territories added (p 8).

Note that the improvised mechanism for adding in a new realm after the start of the campaign never made it into this version of the rules, as in hindsight it was probably not a good idea anyway. 

Other changes are clarifications of rules, more examples and similar cosmetic changes.
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Suggested map setups

The recommended number of realms in a map campaign using these rules is six, giving twelve players in total. Using the Mighty Empires tiles, you can then set up a map with 61 tiles where all of the realms are placed symmetrically. This has the great advantage of letting all the realms start on an equal bases, if you disregard any minor advantages or disadvantages you get from the terrain in different parts of the map. Below you will find two different suggestions for setting up the starting territories, one suggestion where the realms start with seven tiles each and one where they start with six. The players should either agree on one setup or roll randomly for which to use.
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The campaign can still be played with fewer players (or more, for that matter), but around six is recommended as it should give players a decent range of opponents to challenge and prevent players from fighting the same people every turn, which tends to get dull rather quickly. Having other numbers of players can often also lead to assymmetric setups where some realms start off in a better situation than others. The setups shown below try to minimise this as much as possible. Going clockwise from top left in the illustration below, you will find suggested setups for campaigns with five, three, seven and four realms respectively. They have either six or seven starting territories per player, depending on what works best with that map shape. 
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Players who want a campaign for just two players should instead go to my ‘We Iz Orcs’ website and find the rules for the ‘Little War in the Borderlands’ campaign.
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