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A strategic map campaign

Getting rich in the pleasant and nearly 
uninhabited lands of the Dark Elves.

by Tarjei Aasen

Version 1


Changes from previous campaign rules

· plenty more army specific rules

· more options for gaining and less for losing Glory

· more injuries, fewer full recoveries

· advancement table altered, more skills

· several minor things and clarifications

· economic properties of territories removed

· the option to raid added (see section 5.9)

Red indicates new, altered or clarified rules.
Grey indicates rules which will be removed in this edition. 
The text is coloured grey and not simply deleted to make it 
clear that the rule has been removed. 
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Author’s notes

This map campaign (like the previous variants) centres on two things, the development of a realm controlled by more than one player, and the development of the army General. It does not revolve around the player’s army as a thing in itself, and it is assumed that a realm may have many more troops at arms than those who fight in the battles. Instead the personal abilities of the Generals and the make up of a realm dictate what an army may consist of. Initially the restrictions will be quite limiting for most armies, but as the Generals increase in Glory they attract more exotic troops and elite warriors to their side and as the realm grows it can support larger armies.

This document is written in English to make it accessible to foreign readers. Feel free to copy as much of it as you like and adapt it as you see fit, as long as I get some form of credit.

Credits, inspiration and thank yous

Dylan Owen – The Bloodlands campaign

Anthony Reynolds – Path to Glory

Che Webster – Warhammer Border Patrol
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1. Background

One might wonder, during the dark times known as the Storm of Chaos when every god-fearing individual fought for dominion of the Empire, what the greedy and selfish individuals of the Warhammer World were doing. The answer was that a lot of them were in southern Naggaroth, digging for gold.
The wild lands south of the Dark Elf lands have always been largely unexplored, but lately a few brave adventurers have returned bringing news that several of the freezing streams running down from the bleak and barren mountains actually had gold in them. Many ships sent out (somewhat fewer arrived) and several small townships sprung up. Initially these were lawless places, until enterprising commanders saw fit to impose their rule on them in order to tax everything in sight.
Not long after the situation was complicated somewhat by several armies moving north from Lustria. These were mercenary armies who had served Morathi and her Cult of Slaanesh in their raids on the Lizardmen temple cities, as well as some self-serving commanders who were now being kicked out of the jungles by the Slann Mage Priests. Deprived of ships to carry them home, these armies were taking the long route by land.

1.1 Plot hooks

Many players like it when their armies have some sort of back story for being where they are and doing what they do. The following are some suggestions; they have no actual effect on the campaign and players are free to come up with other explanations if they like.

· Your army has arrived in Naggaroth to claim their spoils from the gold rush. This reason could fit just about anybody from Dwarfs, who are renowned for their gold lust, to Tomb Kings on the look out for more gold to aggrandise their burial tombs and Orcs & Goblins who just want the riches.
· Your army could have fought in the war in Lustria and are now seeking a way home. On the way you have happened upon a chance to get rich, letting you afford to pay a captain to transport you back to your own lands.

· Linked to the above, your army could be Lizardmen sent to make sure the invaders stay away permanently.

· Your army could have been living in the area already. The most obvious examples of this are Dark Elves, whose cities lie a bit further north, but the High Elves also have the colony of Arnheim on the coast. Furthermore, there are tribes of Beastmen living in remote parts of the continent and bands of escaped slaves who have fled their Dark Elf masters

· As a further alternative, your General may have heard that his arch rival (one of the other Generals in the campaign) is in the area and has arrived to settle a score or two.
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2. The Map

The map of the Badlands is made up of hexagonal tiles – 11 for each normal realm and 6 for each pirate realm. Each tile represents a separate territory and can be conquered by the players. The master map will be available to the players during the War Meetings and from the Trondhammer website. 

2.1 Campaign setup

Initially each realm rolls 4D6, the one rolling the highest (Realm 1) selects one of the starting territories on the map to define their Homeland.

If the realm has two players they must select one of the mainland Capitals. To this are added the six territories immediately around it, to form the realm’s Homeland.

Single-player realms (pirate realms) must select one of the island Capitals. To this is added the three other territories on the island to form his or her Homeland.

After Realm 1 has selected a Capital, the next highest rolling realm (Realm 2) selects one of the other starting territories, and so on.

After all the realms have selected a capital, Realm 9 (assuming that there are 9 realms) selects two* territories from anywhere on the map and adds them to their realm. Then Realm 8 selects two territories, and so on. When all realms have claimed two extra territories, the turn passes back to Realm 9, who selects a further two extra territories. This continues until all territories have been claimed, at which point all normal realms should have eleven territories and all pirate realms should have six and there are no free territories left.

* Pirate realms select only one, since they only have one player. The same applies to all other cases where this paragraph says “two”.

Starting with Realm 1, each realm then has the option of placing either a single Stronghold or up to two Outposts in any territory they control. Placing a Stronghold makes it possible to get full benefits from a territory that is not connected to the Capital and makes it cheaper to send support, while Outposts just make it cheaper to send support.

2.2 Territory special rules

Different types of territories have different special effects

· Lowland territories.
No special rules.

· Highland territories.
Support Contingents and armies marching pay 1 additional Resource per allied Highland territory moved into (i.e. usually 2 rather than 1). See section 5.5.
· Coastal territories.
Coastal territories have no special rules, except that players may launch fleets from them.
· Primeval forests.
There are a number of special rules that apply to battles in Primeval forests. See the appendix on jungle fighting rules.
· Swamps.
You cannot build Outposts / Strongholds in a territory containing swamps (they’d only sink). When placing terrain in a battle over a swamp and a double is rolled on the terrain table, the invaded player may decide that a swamp is placed instead of whatever was originally rolled. Otherwise swamp territories count as Primeval forests.
· Rivers.
Lowland, Highland and costal territories can contain rivers. 
· A realm may launch a fleet from a territory containing a river.
When placing terrain in a battle over a river and a double is rolled on the terrain table, the invaded player may decide that a river is placed instead of whatever was originally rolled.
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3. The Realms

The game is intended to be played by six realms, each controlled by two players plus up to three realms controlled by a single player each. Each player has a separate army led by his or her General. The Generals are important, they are the ones that order the armies and may improve with experience. The players controlling a realm together may lead armies from different races, see table 3.1 below to see which armies can be combined.

T = Trusted – may ally

D = Distrusted – may ally, some disadvantages

S = Sworn enemies – may not ally

NOTE: Khorne and Slaanesh armies Distrust each other, while Tzeentch and Nurgle do the same. Armies always trust other armies led by a General with the same Mark of Chaos (so a Dark Elf Cult of Slaanesh army would trust a Slaanesh Beastman army, for example).

3.1 Eliminating realms

A realm is eliminated from the campaign if one of the following happens:

1. It has no territories at the start of a turn.

2. It has no Generals when invasions are declared.

When a realm is eliminated all territories become neutral. An invasion against a neutral territory automatically succeeds and no battle is fought.

3.2 Trusted and Distrusted armies

In both of these cases two armies are allowed to ally and there are not a lot of differences. The differences crop up more often when interacting with armies from a different realm (it would after all be strange if an army trusted a competing realm more than the army it was allied to). The differences are as follows:

· A Senior Officer gains +1 Glory for leading a Support Contingent to the aid of a Trusted army

· An army may not be transported on a fleet from a realm where it does not Trust at least one of the armies.

· A General may not execute a Trusted character if he is captured in battle. Trusted characters are instead kept securely locked up in the capital.

3.3 Sworn enemies

Two armies that are sworn enemies of each other may not form a realm together and may never fight on the same side in a battle. So you may not send support to a sworn enemy, or to an ally that is already receiving support from a sworn enemy.

Table 3.1 - Alliances

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

	Bretonnia
	T
	S
	S
	D
	T
	T
	T
	T
	S
	S
	S
	S
	S
	T

	Chaos (all types)
	S
	T
	D
	T
	S
	S
	S
	S
	T
	T
	D
	D
	D
	S

	Dark Elves
	S
	D
	T
	T
	S
	S
	S
	S
	D
	D
	D
	D
	D
	S

	Dogs of War
	D
	T
	T
	T
	T
	T
	T
	T
	T
	T
	T
	T
	T
	T

	Dwarfs
	T
	S
	S
	T
	T
	T
	D
	T
	T
	S
	S
	D
	S
	D

	Empire
	T
	S
	S
	T
	T
	T
	T
	T
	T
	S
	S
	D
	S
	D

	High Elves
	T
	S
	S
	T
	D
	T
	T
	T
	D
	S
	S
	D
	S
	T

	Lizardmen
	T
	S
	S
	T
	T
	T
	T
	T
	D
	S
	S
	D
	S
	T

	Ogre Kingdoms
	S
	T
	D
	T
	T
	T
	D
	D
	T
	T
	T
	D
	T
	S

	Orcs & Goblins
	S
	T
	D
	T
	S
	S
	S
	S
	T
	T
	T
	S
	D
	S

	Skaven
	S
	D
	D
	T
	S
	S
	S
	S
	T
	T
	T
	D
	S
	S

	Tomb Kings
	S
	D
	D
	T
	D
	D
	D
	D
	D
	S
	D
	T
	S
	D

	Vampire Counts
	S
	D
	D
	T
	S
	S
	S
	S
	T
	D
	S
	S
	T
	S

	Wood Elves
	T
	S
	S
	T
	D
	D
	T
	T
	S
	S
	S
	D
	S
	T


3.4 Connection

Usually the territories in a realm will work better together if they are connected. Two territories A and B are connected if you can draw a line (not necessarily straight) from A to B that does not pass through an enemy or neutral territory.

Example: In figure 3.1 the territories marked A, B and C are not connected to the Capital, though B and C are connected to each other.
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Figure 3.1


3.5 Defending your Homeland

Whenever a player is defending his Homeland (i.e. the Capital or any of the adjacent territories) from being invaded he can add 10% to his army size, to represent the advantages of fighting on your own turf. This bonus only applies when defending and does not apply to any allies who send troops to support you.

3.6 Losing your Capital

To lose your Capital is a great disadvantage, because there are a lot of things you can only do with a territory connected to the capital. Firstly a realm with no Capital cannot earn Support or Resources from any of its territories, unless they are connected to a Stronghold. Secondly it will be limited in its support of other armies, since sending support is mostly done from the Capital. Players of the realm can still launch invasions from their remaining territories. 
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4. The turn

Campaign turns will typically lasts for three weeks in real time and represents a number of months in game time and is therefore usually called a year. Each turn is divided into the following phases.

1. Start of turn phase
Realms collect Resources, Support and declare invasions

2. Battles
Players fight battles declared in phase 1

3. End of the turn phase
Territories are rebuilt and excess Resources converted to Wealth

4.1 Winning the campaign

At the end of the campaign the realm that controls the largest number of territories is the winner. If there is a tie then Wealth is the tiebreaker, then the combined Glory of a realm’s Generals. Should this also be a tie the result is a draw.

Since a pirate realm only has one player (and hence is limited in how many territories it can conquer), its territories, wealth and Glory count double for this purpose.
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5. Start of a turn phase

1. Support and resources are earned

2. Trade

3. Promotions and purchases

4. Invasions are declared

5.1 Support and Resources are earned

At the start of a Declarations of War phase each territory in a realm which is connected to the Capital or a Stronghold and is not razed generates one Support point and one Resource. Support points add to the size of each army the realm can field, while Resources can be spent during a turn to give various bonuses. Section 3.4 deals with connection and sections 6.3 and 7.1 on razed territories. If you look at figure 3.1 all territories, except A, B and C would add Support and Resources. 

Pirate realms will at this point receive an additional 5 Support points and 5 Resources from their off-table backers. They receive this bonus even if they have lost their Capital and even if they have no territories left on the map at all! 

At the end of the turn each unspent Resources is transformed into one point of Wealth. Wealth can also be transformed back into Resources in later turns, but in this case 3 points of Wealth are only transformed into a single Resource.

Table 5.1 – Spending Resources

	Action
	Resources

	Modifying an Initiative roll 
	1

	Each territory moved through when marching to support an allied army
	1

	Each territory moved through when marching with your entire army
	2

	Marching into or through a Highland territory
	+1

	Promoting a Junior Officer to Senior Officer
	2

	Promoting a Senior Officer to General
	3

	Purchase an Outpost
	4

	Purchase a Stronghold
	7

	Upgrade an Outpost to a Stronghold
	4

	Rebuilding a razed territory
	3

	Launching a fleet
	2


5.2 Trade

During this segment the realms may freely trade Resources, Territories and captured prisoners. Note that this is the only time that trade can be done and that saved Wealth cannot be traded. All trade is done openly, though any deals behind the trade need not be open and the realms are free to honour or break any deals as they see fit. To avoid exposing bribes it can be wise (though risky) to agree to deliver payment next turn instead.

5.3 Promotions & Purchases

Central to this segment is the Promotions & Purchases sheet, which each realm will receive a copy of at the start of each turn. The players note down any purchases in secret before handing them in. Once everyone has handed in their sheets, the organiser reveals them all.

In this segment a player can promote Junior Officers (insignificant no-names) to Senior Officers, capable of earning Glory and maybe leading your forces in battle one day. Mark down on your Promotions & Purchases sheet his name and abilities (see chapter 8) and hand it to the campaign organizer. Each time you field your Senior Officer in battle, make sure to note down any Glory and injuries he gains and report it to the organizer.

A player that has lost his General may promote a Senior Officer to General status for a cost of 3 Resources. If he has no Senior Officers to promote he’s in trouble and will have no General this turn – you cannot promote a Junior Officer directly to a General in one campaign turn. A player may dismiss an old and injured General in order to promote a Senior Officer if he wants to, but he cannot have any more than one General at any one time.

A realm can also purchase fleets, outposts and strongholds. A fleet lets you patrol the waters close to your coastline and launch amphibious invasions. Outposts function as staging points for Supporting Contingents. Strongholds do the same, but also let you gain Support and Resources from territories that are connected to the Stronghold but not the Capital. This makes Strongholds really useful if you want to establish little ‘colonies’ away from the bulk of your realm. Realms start with either two Outposts or one Stronghold for free, but can purchase additional Outposts later and upgrade their Outposts to Strongholds. You can build a Stronghold from scratch and this is even slightly cheaper than upgrading it. Outposts and Strongholds have the advantage that they stay on the map from turn to turn while fleets do not.

Any such purchases, along with which territory they are placed in, should be noted down on your Promotions & Purchases sheet. Fleets may be placed in any Coastal or river territory you currently control and will patrol that territory and all adjacent coastal, river and sea territories, while Outposts and Strongholds may be placed in any territory you control. Once purchases have been revealed, relevant markers will be placed on the map (players are encouraged to convert their own markers if they wish).

Special: Pirate realms may, if they wish, place fleets they purchase in any sea territory. This lets them launch invasions even if they have no territories.

5.4 Invasions are declared

During this segment each General may declare that his army is invading a neighbouring territory. Each General may only declare one invasion, so if one of a realm’s two Generals is slain and not replaced that will limit how fast a realm can expand. 

To determine the order inn which invasions are declared the players roll for initiative. Each player in a realm publicly rolls 3D6, generating a number somewhere between 3 and 18. Invasions will be declared in descending order of Initiative (roll a dice to determine the order if two players have the same Initiative score). A player can at any time spend Resources to modify his Initiative roll (up or down), though if a player has declared an invasion it cannot be interrupted. Each Resource spent lets you modify an Initiative roll by up to 1 point in either direction.

An invasion is always declared from one of your territories into an enemy territory. Only one General may attack from each territory per year, and you cannot declare an invasion into a territory that is already being invaded. 

To avoid some realms fighting a huge number of battles in a single turn each realm may only be involved in three invasions per player per year. This includes own invasions of enemy territories and attacks from enemy realms (defensive battles). Once a realm reaches this limit no further attacks may be made upon it and it may declare no more invasions itself. If a realm reaches this limit before it has had a chance to declare any invasions itself, it cannot declare any invasions that turn.

When an invasion is declared the invaded realm must immediately declare if they will stand and fight or withdraw and let the invading army take the territory without battle. If a realm withdraws from a territory it does not count towards its limit of six invasions per year, though it still counts for the invading army. The invading army takes over the territory and no other Generals may invade it that year. The same happens if the army invades a territory that is not held by any realm.

If a realm chooses to stand and fight, a game of Warhammer Fantasy Battles will be fought over the territory during the course of the turn. The players should agree when to fight each battle once the Declarations of War phase is over. A player must have a reasonable amount of free time to play battles in when he declares an invasion. The players in a realm must also strive to let each play an even share of the battles. It is difficult to make a rule here, because players may have real-life commitments that eat into their gaming time, but at the end of the campaign both players should have fought close to the same number of battles.

5.5 Supporting invasions

When a player announces his invasion he may also declare that parts of his army will support another player’s battle by sending a Support Contingent. This could be the other player in the same realm or a player in a different realm. You cannot support a sworn enemy (see table above), or a player that is already receiving support from one of your sworn enemies. Note that you can support both invasions and defensive battles and you can send more than one Support Contingent, though not more than one to each battle. A player can always refuse support if he doesn’t want it. A player can not send more than one Support Contingent to the same battle, but he can send Contingents to several different battles if he wishes to and has enough Heroes to lead them all.

When declaring support you must also declare how large your supporting force will be. For simplicity’s sake there are only two sizes to choose from: 300 pts or 600 pts. These points are taken from your own invasion this turn and means you will have fewer points left over to fight your battle with (unless someone sends you support). This means that by increasing one army, you are also decreasing another army by the same amount. 

If you declare support for another player that has not had his turn to declare an invasion yet you can change your mind and cancel the support if it turns out that his invasion plans were not what you expected, if you cannot afford to pay the marching cost, or just because you feel like being nasty. When support is cancelled you may not direct it to fight in another battle and you may not use it in your own invasion. The points are simply lost that turn and you also have one less Hero choice for your main invasion. You do not, however, pay any Resources for marching.

Composition of Supporting Contingents

The most important thing to remember about Supporting Contingents is that they and the invasion you declare count as a single army and follows all of the restrictions of that. So if you can field an army of 1750 pts and you send off 600 pts you’ll have 1150 pts left for your main invasion. The compositions of any defensive armies (i.e. any battles you fight when your realm is attacked) are not affected by Support Contingents, only your invasion army. 

The number of Heroes, Special / Rare units and so on also apply to the main invasion army and Support Contingents combined. I.e. if you can have up to 2 Special units in your army and choose to have one in your Support Contingent you can only include one further Special unit in your main invasion. 
In addition, Support Contingents of 300 pts must include at least 1 Core unit and Contingents of 600 pts must include at least 2 Core units. Units that don’t count towards the minimum number of Core units in an army (such as Warhounds of Chaos) don’t count towards this limit. The Contingent must also include one Senior Officer (you cannot send the General to lead a Support Contingent) to act as the Contingent Commander. See section 8.5 for rules on Substitute Generals. Since each Hero in the Support Contingents counts towards the total number of Heroes in the army, this limits how many Support Contingents an army can send.

Marching costs

Sending troops marching off to support another army costs Resources. To find out how many Resources you must first trace the path the Contingent will march to battle. The path must start in either your Capital or an Outpost or Stronghold which belongs to you, and end in the territory being invaded. You may only move through another realm’s territories without invading if you gain their permission and you may not march through the realm of a Sworn enemy (see table 3.1). When you have traced a legal path from start to finish 1 Resource must be spent for each friendly territory the Contingent moves into along the way. The Resources spent are discarded. 

Example: Let us look at figure 5.1. If you are Realm 1 with an Outpost in territory D and want to support Realm 2 in attacking Realm 3’s territory A from territory B, you would have to pay 2 Resources. This is because your Support Contingent starts in D and the shortest path to B goes into allied territories C (cost: 1 Resource) and B (cost: 1 Resource). You do not pay for the move from B into A, since territory A is not a friendly territory.

Note that the cost is per Contingent that is sent in support and it does not matter if the Contingent consists of 1 or 2 Detachment.
Supporting Contingents in battle

Battles with supporting contingents present are fought as per the multiplayer rules. Note that Senior Officers acting as substitute Generals still earn Glory as Senior Officers and only units within 8” may use his Leadership.

5.6 Invading through allied territories

An army may attack over land through an friendly realm, similar to how it can be sent with ships (see 5.7 below). The same limitations as for marching with a supporting contingent applies, but the marching cost is 2 Resources per territory moved, rather than just 1. We are after all talking about a much larger force. The last friendly territory you moved through counts as the territory you launch the invasion from and as normal you cannot invade from a territory that is already being invaded or from where an invasion has already been launched.

5.7 Amphibious Invasions

If you have a fleet launched this turn you may use it to transport your army in an amphibious invasion of another coastal territory. A fleet may only carry one army per campaign turn, so if your realm wants to launch two amphibious invasions you need two fleets.

When declaring an amphibious invasion, the starting territory is always the one containing the fleet, while the territory you invade can be any other coastal territory in the same sea. Declare which route your fleet will take to reach its destination, a fleet can move freely through any sea or coastal territory or along any river. Then look up the cost on the table below. If you do not have the available Resources, you may not launch the invasion.

Table 5.2 – Fleet transport costs

	Territories moved into / through
	Cost in resources

	1 – 3
	Free

	4 – 6
	1

	7 – 9
	2

	Each additional 3
	+1


Enemy fleets or coastal fortresses may hamper or damage your fleet on the way, so you may want to pick a longer route to avoid trouble. If your chosen path passes through or ends up in a territory containing an enemy Stronghold or a Capital, or if it passes through or ends up in the patrol area of an enemy fleet, you must roll a D6 for each Stronghold, Capital and Fleet and select the lowest result. If you move through two or more territories patrolled by the same fleet, only one dice is rolled (a fleet can’t be everywhere at once!).

Table 5.3 – Fleet mishaps

	5+
	The fleet moves through unhindered

	4
	The defender gains +1 to all his pre-game dice rolls (roll to select deployment zones, place scouts, see who goes first, etc.)

	3
	The result of the battle is shifted one step in favour of the defender (a Draw becomes a Minor Victory in his favour, for example), in addition to the disadvantage for the above result.

	2
	The invading force is reduced by 10%, in addition to the disadvantages for the above results.

	1
	The fleet is forced to head back, lest it be sunk with all hands. The invasion fails.


Note that the bad effects are cumulative, so if you rolled a 2, you would also suffer as if you had rolled a 3 and a 4. Tough luck!

Fleets may also be used to transport Supporting Contingents if you wish, but a fleet can only transport a single force per turn. If you are transporting a contingent, treat results of 3 and 4 on the table as 5+ instead.

A fleet can even transport an army or support contingent belonging to an friendly realm, though only one that at least one army in the realm trusts.This can result in some rather complex invasions, where your army either starts by marching across a friendly realm and is then transported by their fleet, or by launching your own fleet and having the army march across land from a friendly harbour. Be creative!

5.8 Attacking Capitals

Capitals are an exception to the rule saying that you cannot attack a territory that is already being invaded. When attacking an enemy Capital, up to two armies may attack, though each must invade from their own adjacent territory.

5.9 Raids

When declaring an invasion, a player can declare that he is launching a raid rather than a normal invasion. This option is intended for those times when a player has a much smaller army than the one he is attacking (for example because he has sent away one or more Support Contingents) and the intent is to make the battle more interesting than the normal “Massacre in two turns” or “Hunt the Skinks” that these uneven battles often turn into. The effect of making a raid is as follows:

· The defending army size will be the same as the attacker’s army size (unless it would normally be smaller). So if a 950 pt army is attacking an 1800 pt army, both players would field 950 pt forces.
· The result of the battle will be shifted three steps in favour of the defender, up to a maximum of a massacre in favour of the defender (see below). So anything worse than a victory for the attacker counts as a massacre in favour of the defender.

· Players do not have to field their Generals in raids; a Senior Officer could act as a substitute General instead (see section 8.5).

Table 5.4 - Result of a Raid
	Result*
	Counts as

	Massacre
	Draw

	Solid victory
	Minor loss

	Minor victory
	Solid loss

	Draw
	Massacred

	Minor loss
	Massacred

	Solid loss
	Massacred

	Massacred
	Massacred


* As seen from the attacker’s point of view.

Raids are intended to be used when you have a much smaller army than the one you are attacking (there is no point in raiding a smaller army). You have a decent chance of razing the enemy territory (you just need to win and have an equally large army) and you avoid the dullness of a very uneven battle. The task of the player is to estimate when it’s more effective to fight a regular battle and when it’s more effective to raid.
Raids where the players have armies of only a 1000 pts or less should be played on a 4’ by 4’ table.
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6. The Battle phase

1. Forces

2. Scenarios and terrain

3. Consequences of battles

4. Allocate Glory earned 

5. Roll for advances

6. Roll for injuries

6.1 Forces

A player’s army must always be led by his General, who will be the army General. See section 8.5 on what happens should the General be unavailable.

An army may consist of 1200 points, plus 50 pts for each point of Support the realm has. Each point of Support adds to the size of all armies in the realm, so if a realm has 11 Support points in turn 1 and fights four battles then all four armies are 1750 pt armies. Beyond this, the forces available will be limited by the restrictions in the Armies section. Remember that Support is only gained at the start of the turn, so if you capture or lose a territory it won’t affect the armies in your realm until next turn.

6.2 Scenarios and terrain

Use the Random Scenario Generator to create a scenario for each battle along with the special campaign scenario rules. 

Betraying your allies (hee, hee, hee!)

Even though a player has declared that he will give support to another player he can decide not to show up for the battle, or even support the opponent instead! This must be declared before a battle starts, at the latest as soon as the players show up for the battle. Naturally this alters the size of one or both forces and can affect how the scenario is played. 

When you decide that your troops will not show up this is treated exactly like cancelling support (see section 5.5), and you get back any Resources paid for marching.

If you decide that your troops will fight for the other side this is treated as if you had decided to support him all along, though you pay the same cost for marching, even if the path is of a different length. To be able to change sides like this a player naturally has to be able to ally with the other side, and a player can always refuse the support of turncoats. You cannot change side midway through a battle, though your troops can always go and stand quietly in a corner.

Attacking a capital

Armies defending a capital (including one that they have conquered from another realm) may elect to fight the battle as a siege if they wish, in which case they receive a castle for free. Remember that the capital is part of the Homeland and thus gives a 10% bonus to the army size.

6.3 Consequences of battles

After a battle has been fought the result is looked up on table 6.1 below to see what effect is has on the two realms involved. If the armies are of different sizes the column used to determine the degree of victory is the one belonging to the smallest army. Explanations of the results are given below. When one side concedes the match during or before the battle starts, it automatically counts as a Massacre to the other side.

Table 6.1 – Attacker benefits from battles

	Result
	Conquers territory?
	Follow up?
	Territory razed?
	May Blitz

	Massacre
	Yes
	-
	-
	Yes (+5 In.)

	Solid Victory
	Yes
	-
	Yes
	-

	Minor Victory
	-
	Yes (+10 In.)
	Yes
	-

	Draw
	-
	Yes (+5 In.)
	Yes
	-


Table 6.2 – Defender benefits from battles

	Result
	Follow up?
	Territory razed?

	Massacre
	Yes (+10 In.)
	-

	Solid Victory
	Yes (+5 In.)
	Yes

	Minor Victory
	-
	Yes

	Draw
	-
	Yes


Who actually won?

A battle is normally between two players, but with these campaign rules it may not be as simple as that and each side may have more than one player. Still, a battle counts as being between the player initially declaring the invasion (the attacker) and one of the players from the realm being invaded (the defender). Other players supporting either side do not normally gain any benefits from the battle, other than the Glory they may earn, and any rewards the attacker or defender may give them.

However, if a supporting player on the winning has more Scoring units left on the table than the player he is supporting, he may claim the victory (along with any spoils) for himself. If there are more than one supporting player, the faction of players with the greatest total number of Scoring units left may claim the victory and split any spoils amongst themselves. In case of a tie, the supported player’s faction gets the victory (even if his faction did not have the greatest number of Scoring units).

Razed territories

A razed territory provides no Support or Resources at the start of the next turn. A razed territory is automatically rebuilt in the End of turn phase of a later turn if no battle was fought there that turn. A Razed territory can also be rebuilt by paying 3 Resources during the End of turn phase. See section 7.1.

Follow-up invasions

When a player achieves a result that allows him to Follow up he may add +10 / +5 to his Initiative next turn under the following conditions:

· If he was the attacker he must attack the same territory again from the same territory as he did last turn. Effectively the same invasion over again.

· If he was the defender he must attack the territory that launched the invasion from the territory that was attacked. Effectively the opposite of last turn’s invasion.

If you gain a follow-up after launching an amphibious invasion you don’t need a fleet to transport you – the army is already there. The same applies to marching across friendly territories. Other limitations still apply.

Blitz

When the attacking player conquers a territory which is not razed he may perform a Blitz in the next campaign turn, gaining +5 to his Initiative if he does so. A blitz is an invasion from the newly conquered territory into one of the three territories which is not in contact with the territory he invaded from last turn (see figure). If you capture a territory with an amphibious invasion, a blitz may be launched into any adjacent non-coastal territory, regardless of where the invasion came from.

[XXXX]

6.4 Allocate Glory earned

During a battle points of Glory may be earned according to table 6.3 below. Players should keep a note of how much Glory each character earns during a battle. Treat any result below 0 Glory in a battle as 0. A character can gain Glory even if he is slain during a battle (standing and fighting like a man / woman / thing is generally regarded as more heroic than running away, even if you get splatted by the enemy).

Winning battles (or getting a draw) is the most common way of gaining Glory. Note that only Generals get Glory from the result of a battle - Senior Officers do not, even when they lead Supporting Contingents. However, a Senior Officer leading a Support Contingent in aid of a Trusted army (from any realm, including his own) gains +1 Glory, regardless of the outcome of the battle.

Slaying enemy characters, that laudable pastime, is something every character should aspire to. You gain one point of Glory for this (or two, if you are the General and kill the enemy General) and you get it even if the character is not permanently dead from the injury – reducing him to 0 Wounds is what counts. As far as methods go - close combat attacks, shooting and magic (but not items containing bound spells) count, while simply running people down as they flee does not. A Wizard killing an enemy wizard with magic gains a further point of Glory (again Bound items do not count).
Standards are a prime source of Glory. A character can claim Glory for capturing a standard if he was with the unit that captured the standard and the standard is still held at the end of the battle. If two characters are eligible then only one gets the bonus (if one of them was the General he will always be the one getting it). Remember that standards are only captured either by breaking enemy units in close combat and pursuing them, or by wiping out the unit that held the banner in close combat. If two units break and pursue the same enemy unit, the pursuing player may decide which of his units captured the banner.

Missions are something Senior Officers can get Glory for while Generals can’t (a General is praised for the overall plan that won the battle, not executing the details). A Senior Officer gains a point of Glory for each mission he or the unit he was with was vital in fulfilling, for example by capturing enough standards to fulfill a Trophy mission or for holding a table quarter in a Cleanse mission. A Senior Officer does not get any Glory if the mission would have been successful anyway – so if your side holds 5 standards at the end of a battle and the opponent holds 3, a Senior Officer would only get Glory if his unit held two banners (anything less than that and the mission would have succeeded anyway). Only one Senior Officer can get Glory for each mission.

Table 6.3 - Glory

	Heroic deed
	General
	Senior Officer

	Fighting a battle resulting in a Draw or Minor Victory
	+1
	0

	Fighting a battle resulting in a Solid Victory or Massacre
	+2
	0

	Leading a Support Contingent to a Trusted army
	N/A
	+1

	Each enemy Junior or Senior Officer slain
	+1
	+1

	Slaying the enemy General
	+2
	+1

	Slaying an enemy wizard with magic (not Bound items)
	+1
	+1

	Each enemy standard captured
	+1
	+1

	Each own mission fulfilled
	0
	+1

	For every 500 pts the opposing side has less than your side
	-1
	0


If one side concedes the match the opposing side gets Glory as per a Massacre result (since a conceded match always counts as a Massacre), but any negative factors for having a larger army are ignored. If a battle is not played in time, it counts as a Massacre in favour of the player who made an effort to get it played. If both players made a decent effort, the battle is simply discounted.

When Glory is allocated after the battle, a General may give away up to half of the Glory he has earned and distribute it amongst his Senior Officers (you may not share the glory with someone else’s officers). These points will then count towards the Senior Officer’s advancement but not the General’s.

6.5 Rolling for advances

For every fifth point of Glory a character has he gains one roll on the advancements table. See section 10. Rolls for advancements should be made immediately.

6.6 Roll for injuries

Each General and Senior Officer that was ‘slain’ during a battle (i.e. either reduced to 0 Wounds or run down) must roll on the Injuries table. See section 10. The effects of injuries will apply from the next battle and onwards. Characters that run from the battlefield roll twice on the table and apply the highest result.
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7. End of the turn phase

The End of the turn phase is broken down into the following steps.

1. Rebuilding & Destruction

2. Unspent resources become Wealth

7.1 Rebuilding & Destruction

At the end of a turn a razed territory is automatically rebuilt by the locals if no battle was fought there this turn. This is free.

A razed territory where a battle was fought this turn is not automatically rebuilt, though the players of the realm may choose to pay 3 resources to have it rebuilt.

A player may raze his own territory (to avoid blitzes) and may also choose to destroy an Outpost or Stronghold in a territory he controls, should he wish to do so, for example if he fears that it will be taken over by the enemy easily.

7.2 Unspent Resources become Wealth

Any Resources not spent by the end of the turn are now transformed into Wealth in a one-to-one ratio. This is not generally money, but other signs of wealth. It can be imagine that the resources are spent on temple ornaments, big banquets and bards praising the glory of the generals. Wealth can be transformed back into Resources in the Start of the turn phase, presumably by melting down the temple treasures and sending the bards off to fight, though this time the transfer rate is 3:1 instead of 1:1.
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8. Characters

The characters in the campaign are divided into three types: Generals, Senior Officers and Junior Officers (anyone who is not a General and Senior Officer). 

Each player is represented in the campaign by his or her General and the General is the only thing that may not be altered as the player pleases from game to game. The General gives you several benefits; the most important one is that he may lead an invasion in the Declarations of War segment, and that he is your General in battle. Each player may promote one character in his army for free during the Promotions segment of the first campaign turn. A General may be replaced during the campaign (for example if he has been slain, captured or is too injured to continue) and a Senior Officer may be promoted in his place, but each army may only ever have a single General. A General is also able to improve, rising to be the equivalent of a Lord in power, though he may also be injured in battle.

Senior Officers are lower-ranking Generals. They gain glory, advances and injuries, just like your General and may command your support contingents. A player may have any number of Senior Officers “on hold” (doing dull paperwork back at HQ, most likely), though it cost Resources to promote them and the number of characters you may field in battle is still limited by the number of Hero slots your army has available.

Junior Officers are the rest of your characters. They cost no Resources but don’t gain Glory (or injuries), can’t lead Support Contingents and can’t take over if your General has been slain. Junior Officers can be swapped out from one battle to the next just as a player wishes and no record is kept of them.

Once promoted, the following abilities may not be altered for your Generals and Senior Officers:

Table 8.1 – Innate abilities

· Type (i.e. Empire Captain, Dark Elf Sorceress, etc.)
· Marks and Gifts of Chaos (Chaos only)
· Big Names (Ogres only)
· Blessed Spawnings (Lizardmen only)
· Bloodline powers (Vampire Counts only)
· Honours (High Elves only)
· Virtues and Vows (Bretonnians only)
· Kindreds (Wood Elves only)
· Magic level (Wizards only)
Everything else (magic items, mundane equipment, mounts and so on) may be freely changed. Note that your General is always the army General, even if the army should happen to have other characters with higher Leadership.

8.1 Senior Officers

An army is assumed to contain many more models than a player fields in any one battle and naturally more characters than a player is allowed to field at once as well. Out of all these characters, a player only has a single General. The rest is divided into two categories, those being Junior and Senior Officers. These work in much the same way in battle, and most differences concern tracking a characters progress throughout the campaign.

· A record is kept over which Senior Officers a player has, while Junior Officers may be swapped in or out from one battle to the next and no record is kept.

· It costs 2 Resources to promote a Junior Officer to a Senior Officer.

· Senior Officers can gain Glory, a Junior Officer can not.

· If a Senior Officer is ‘slain’ during a battle, an injury roll must be made for him. Since no record is kept for Junior Officers, this is not neccesary for them.

· Innate Abilities (see table 8.1) belonging to Senior Officers do not count towards the number of magic items in a player’s army, while those of Junior Officers do (if they come from the same quota as magic items) The limitations for altering Marks, Spawnings, Honours and so on (see table 8.1) that apply to Generals apply to Senior Officers as well.

· Senior Officers can lead support contingents and be promoted to General (if the old General is lost or retires), Junior Officers can not.

As opposed to Generals, Senior Officers do not have to be used in each battle, if not used it is assumed that they serve at some outpost where the situation is more peaceful.

8.2 Characters’ injuries

If a character is slain in battle it does not necessarily mean he is dead, he might be too injured to continue the fight or he may have been simply knocked unconscious, he may have run away (boo!) or he may have been captured. After a battle where a General or Senior Officer is removed from the battle as slain he must roll on the Injury table below. No record is kept of Junior Officers, so they don’t have to roll. Some of the results have longer explanations given below the table.

If the character ended the battle fleeing, or fled from the battlefield, he must roll twice on this table and apply the highest roll.

Table 8.2 - Injuries

	D66
	Result

	11 – 13
	Dead (see below)

	14 – 16
	Captured (see below)

	21 – 22
	Multiple injuries. Roll a further D3+1 times on this table, re-rolling any further ‘Dead’, ‘Captured’, ‘Multiple injuries’ and ‘Full recovery’ results.

	23
	Wasting Injury. –1 Wound. Roll a D6 at the end of each battle the character fights from now on (after Victory points have been calculated). On a ‘1’ the character suffers a further –1 Wound permanently.

	24
	Leg wound. –1 Movement

	25
	Lost an arm. The character may only use single-handed weapons from now on and may not carry a shield.

	26
	Deep wound. –1 Strength

	31
	Madness. Roll a D6 at the start of each battle the character takes part in from now on.

1-3: The character suffers from Stupidity that battle

4-6: The character is subject to Frenzy that battle.
Both apply even if the character is otherwise Immune to Psychology.

	32
	Chest wound. –1 Toughness.

	33
	Arm wound. –1 Attack.

	34
	Old Battle Wound (see below)

	35
	Lack of confidence. –1 Leadership.

	36
	Hand injury. –1 Weapon skill.

	41
	Amnesia. –1 Magic level (re-roll if not a Wizard)

	42
	Paranoia. The character may no longer join friendly units. Re-roll if the character was not allowed to do this to begin with.

	43
	Embarassing injury. Only the unit the character is with may use his Leadership.

	44
	Deathwish. The character refuses to buy any form of armour (including shields, barding, etc.) or magic Talismans. Re-roll if the character was not allowed this to begin with. Discount any default armour the character has.

	45
	Thaumaphobia. Refuses to ever carry any magic items.

	46
	Trampled by own steed. Refuses to ever be mounted again. Re-roll if the character was not mounted in this battle.

	51
	Robbed. In the next battle the character takes part, all equipment, magic items and mounts cost double the normal points cost. Innate abilities (see table 8.1) are not affected.

	52
	Bitter enemy. Roll a further D6 to see who the character Hates:

1-2: The enemy General

3-4: All models in the enemy General’s army

5-6: All models in the realm of the enemy General

	53
	Horrible scars. Causes Fear (or Terror, if the model already causes Fear)

	54
	Survives against the odds. +1 point of Glory

	55
	Blinded on one eye. –2 Ballistic skill. Should the character lose both eyes he must be retired.

	56
	Nervous condition. –2 Initiative

	61 – 66
	Full recovery. The character recovers with no ill effects.


Dead: The character is dead (no, really!). You may of course recruit a new character of the same type later, but any points of Glory, advances and injuries are lost.

Captured: The enemy army captures the character. You may attempt to buy him back in the Trade segment of the Start of the turn phase. Should you be unable or unwilling to get the character back a replacement may be recruited. A captured General or Senior Officer who is either Hated or a Sworn Enemy of your General may be executed (or sacrificed, or eaten...) during the Promotions segment, gaining your General +1 Glory. You may even buy another player’s captured General off a third party and execute him, earning the same bonus.

You may execute a Distrused character for no bonus, while Trusted characters are kept in captivity at your capital, where they will be rescued if the capital is ever conquered.

Old Battle Wound: Roll a D6 at the start of each battle the General is involved in:

1: “Ow, my leg.” The character may not fight this battle. His points cost is not redeemed and may not be used to buy other units. If he is the army General, the army has no General in this battle.

2: “Let me fight, I can take them!” The General starts this battle with 1 less Wound than normal, but should he survive (i.e. he’s not slain again) he gains +1 point of Glory.

3-6: “I can fight.” No adverse effects. The General fights as normal.

It is possible for a character to have more than one Old Battle Wound. If this is the case a D6 is rolled for each and the lowest result is taken.

Characteristics reductions: No characteristic may be reduced below 1, apart from Wounds (in which case the character is dead). If the character was already at 1 in that stat, re-roll the result on the injury table.

8.3 Glory

A measure of a character’s prowess is how many points of Glory he has earned. For every fifth point of Glory a character has he gets one roll on the Warrior’s Advancement table. Rolls should be made at the end of the battle where the character reached the necessary amount of Glory. Characters who are Wizards may choose to roll on the Wizard’s Advancement table instead, but they don’t have to. 

Table 8.3 - Warrior’s Advancement

	2D6
	Result

	2-3
	Characteristics increase. +1 Toughness*

	4
	New skill: Pick one Combat skill

	5
	Choose either +1 Strength OR one Strength skill.

	6
	Characteristics increase. +1 Attack

	7
	Characteristics increase. +1 WS and BS and Initiative

	8
	Characteristics increase. +1 Wound

	9
	Characteristics increase. +1 Leadership 

	10
	New skill: Pick one Leadership skill

	11-12
	Choose either +1 Movement OR one Miscellaneous skill.


* Elves and characters with Toughness 5 must re-roll this result.

No characteristic may be increased by more than +1. Should this happen, roll again.

Table 8.4 - Wizard’s Advancement

	2D6
	Result

	2-3
	The Wizard adds +1 Power dice to his side’s pool.

	4
	The Wizard adds +1 Dispel dice to his side’s pool

	5
	The Wizard adds +1 to all his casting rolls.

	6
	The Wizard knows +1 spell.

	7
	The Wizard may cast spells with one more dice than normal.

	8
	The Wizard may re-roll one Miscast result per battle.

	9
	The Wizard adds +1 to all his dispel rolls.

	10
	The Wizard may carry one additional Arcane item.

	11-12
	The Wizard may pick his first spell instead of rolling for it.


Should a Wizard roll the same result twice, he may re-roll the dice if he wishes.

Wizards who already know all available spells in their lore (such as Ogre Butchers) re-roll results that would otherwise gain them extra spells or let them choose a spell. Similarly, Wizards who don’t Miscasts re-roll the result that would let them re-roll the Miscast roll.

8.4 Skills

A character getting a Skill result from the advancement table may freely pick which skill he wants from the available lists. A character may not have the same skill twice.
Table 8.5 – Combat skills

· Dodge.
The character gains a 5+ Ward save.
· Honourable.
When issuing a challenge the character may nominate the enemy character who must accept or refuse the challenge. Roll a D6; if the result is equal to or less than the number of Glory the challenged character has, he must accept the challenge.
· Lightning reflexes.
When charged the character and all enemies in base contact fight in order of Initiative instead of the attackers automatically striking first.
· Parry.
At the start of each combat phase the character may choose one enemy in base contact that loses 1 Attack (two if he has less Initiative than the character). When an enemy model has more than one type of attacks the opponent picks which is lost.
· Unstoppable charge.
The character may re-roll any failed to-hit rolls on the turn he charges.
Table 8.6 – Strength skills

· Killing blow.
The character gains the Killing blow ability when using a mundane close-combat weapon.
· Master strike.
Models hit by the character suffer an additional –2 to their armour saves (-3 if they have less WS than the character).
· Mighty blow.
The character may choose at the start of each Combat phase any number of attacks to give up. Each attack given up gives him +1 S for that phase.
· Resilient.
All non-magical close combat attacks that hit the character suffer a –1 Strength penalty.
· Strongman.
When using a weapon that would normally make him strike last, the character strikes at Initiative 3.
Table 8.7 – Leadership skills

· Beloved leader.
The character’s presence in a unit adds +1 to the unit’s Combat Resolution, as long as he is in a fighting rank.
· Commanding presence.
If the character is the army General, friendly troops within 18” may use his Leadership.
· Dauntless.
The character and any unit he leads is Immune to Panic.
· Fearless.
The character and any unit he leads is Immune to Fear and treat Terror as if it was Fear.
· Steadfast.
The character and any unit he leads may re-roll one failed Break test each battle.
· Personal standard.
One unit in the army may take a magic standard worth up to 25 pts for free, including a unit not normally allowed magic standards.
Table 8.9 – Miscellaneous skills

· Blessed.
The character and any unit he leads gains Magic Resistance (2).
· Hard to Kill.
Killing Blow and Poison have no special effect on the character. When hit by an attack that causes multiple Wounds, the character never takes more than 1.
· Hoardmaster
The character may add +50 pts to his magic items quota (in most cases increasing it to 100 pts). Open choices and points must be spent on items as normal.
· Looter
When the character kills en enemy model in close combat, he may use that model's weapon (even if it's magical) in future battles, by paying the normal cost for it. Weapons without a specified cost (Leadbelcher cannons, Choppas, etc) may not be looted.
· Connections
The army may include up to one unit or character from a variant army list that the character has connections to (e.g. a Priest of Ulric in a regular Empire army could let you include a unit of Wolf-kin). You cannot include a unit if it is normally available to your army (to get around 0-1 restrictions, restrictions on equipment, or having the unit as Core instead of Special, etc.). It cannot be available at all for this skill to apply. 
A character has connections to a variant list if he could be taken in that army, or has the same Mark of Chaos.

· Survivalist.
The character and any unit he is with ignore the effects of Encounters on a D6 roll of 2+.
· Combat engineer.
All units in the army’s rear guard may start the game fortified or may fortify during the game by spending one own turn doing nothing else. Fortified units count as being in soft cover and behind a defended obstacle. Units stop being fortified if they move for any reason.
· Path-finder.
All Core infantry units in the army’s vanguard may Scout.
· Army-specific Misc. skill.
If your army has a unique Miscellaneous skill you may pick that one instead of one of the common ones. In the cases where the skill lets the character pick an additional innate ability (such as a free Big Name), this may let the character have more than the normally allowed number of such abilities.

8.5 Substitute Generals

If a General is unavailable due to being dead or captured, the army is still selected as normal according to his Glory and other special rules for the rest of that campaign turn, with the Senior Officer with the highest amount of Glory stepping in as substitute General. If two or more Senior Officers have the same amount of Glory the eligible one with the highest Leadership is the General. If that too is equal the owning player chooses one eligible Senior Officer to be the General. A Senior Officer acting in this way still earns Glory as a Senior Officer and only units within 8” may use his Leadership, instead of the normal 12”, but otherwise counts as the army General. If the player has no Senior Officer to take over, his army will have no General.

If a General is lost the player must promote a Senior Officer to General status in the Promotions segment next turn, if at all possible. If unable to do this, he cannot declare any invasions that turn and the highest-ranking Senior Officers acts as a substitute General, as above, but the army is now selected according to his Glory and other special rules.
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9. Armies

Each realm has two armies, each lead by its General which represents the player controlling the army. As long as the armies satisfy the limitations of this section it may be structured in any way the player wishes and does not have to be the same from one battle to the next, even if these battles are fought in the same turn. The limitations of what an army may contain depend a lot on the Glory of the General. After all, a more experienced General is more likely to have assembled an elite army than a fresh one is. The Glory of a General decides the maximum number of Heroes, Special units, Rare units and how many Open choices an army has in terms of Limited units. Open choices are explained below.

Table 9.1 – Army selection

	General’s Glory
	Heroes
	Special
	Rare
	Open choices

	0 pts
	2
	2
	0
	2

	1 – 4 pts
	2
	3
	0
	3

	5 – 9 pts
	3
	3
	1
	4

	10 – 15 pts
	3
	4
	1
	5

	16 – 21 pts
	4
	4
	2
	6

	22 – 28 pts
	4
	5
	2
	7

	29+ pts
	5
	5
	3
	8


Heroes

The number of Heroes a realm can field includes the army General and any other characters the player wishes to include.

Core units

The army may contain any number of Core units. If the player wishes he may have an army containing no Core units at all, though usually the limitations on Heroes and Special and Rare units means he’ll have to take some.

Open choices

In the campaign certain types of units are limited and therefore called Limited units. Each Open choice an army has allows it to take one Limited unit of any type beyond the restrictions on table. No more than half of the Open choices (rounding down) may be spent on the same type of Limited unit. So if you may have 5 Open choices then no more than 2 of them may be spent on Wizards, for example. See below.

Forbidden units

The following may not be taken:

· Special characters

· Regiments of Renown

· Albion units

· Kislev units

9.1 Limited units

In addition to taking up Hero, Core, Special or Rare choices, some unit are also called Limited. Which types of units are limited are listed in table 9.2 below. An army can have up to the listed number of each Limited unit. For each time you take more than the limited amount you must spend one of your Open choices.

Example: The Limited units table tells us that each army can always include 2 Magic Items (there are 2 basic Magic Item choices). If a player wants to include more than 2 Magic Items, then each additional item will cost him an Open choice.

Note that some units count towards more than one limitation, for example a Dragon, which is a Large target, can Fly and causes Terror, would take up 3 Open choices.

Table 9.2 – Limited units

	Unit type
	Basic choices

	Unit of Chariots or single chariot model 1)
	1

	Dogs of War
	0

	Unit of Flyers or single flying model 1)
	0

	Knights (cavalry units that have or can have a 2+ save or better) 3)
	1

	Large targets
	0

	Magic items or abilities 2)
	2

	Terror causers
	0

	Unbreakable units 3)
	0

	War machines 1)
	1

	Wizards
	0


1) When two models may be taken as the same Special / Rare choice they still count as two units and you therefore need Basic / Open choices for both.

2) A Magic standard carried by a Battle Standard Bearer does not count towards this limit. Neither do innate abilities (see table 8.1), when they are taken by Generals or Senior Officers. Innate abilities taken by Junior Officers do count. Free ones never count.

3) Characters don’t count towards this limit.

9.2 Army special rules

Bretonnia

Army structure: Bretonnians have 2 Basic choices for Knights and 0 for War machines.
Bretonnians do not gain an additional Hero choice, but do not have to include a Battle Standard Bearer.
Capturing Peasant’s banners give you no Glory.

Army-specific Misc. skill – Virtuous. The character may pick one Virtue worth up to 25 pts as a Misc. skill if he gains one. The Virtue is free and must be taken in every battle.
Alternative lists: The following lists may be used:

· Errantry War

Chaos Beasts

No special rules.
Chaos Daemons

Army-specific Misc. skill – Gift of the Gods. The character may pick one Daemonic Gift worth up to 25 pts as a Misc. skill if he gains one. The Gift is free and must be taken in every battle.

Alternative lists: The following lists may be used:

· Daemonic Legion (may be led by a Herald)
Chaos Mortals

Army structure: Chosen Knights and Warriors count as Special choices unless you have at least as many un-Chosen models of the same type.

Exalted Champions count as two Hero choices.

Alternative lists: The following lists may be used:

· Archaon’s Horde

· Crom’s army

Chaos Dwarfs

Army structure: The cost of musicians in the Chaos Dwarf army is half the cost of a Champion, rounded up.

Dark Elves

Bloodrites: Dark Elf armies may sacrifice any captured characters, even ones who are Trusted. Roll a D6 for each point of Glory the victim had. If any dice comes up as a 6, your General gains a point of Glory (no more than one point can be gained per victim - if you want more Glory, get more victims!).

Our own turf. When rolling to see which realm starts where on the campaign map (section 2.1), a realm may add +1 to its score for each Dark Elf army it contains, representing that this is their turf.

Army-specific Misc. skill – Blessed of Khaine. The character may pick one Temple of Khaine poison, artifact or skill worth up to 25 pts as a Misc. skill if he gains one. The item is free and must be taken in every battle.
Temple of Khaine items taken by Hags do not count towards the number of Magic items in the army.
Alternative lists: The following lists may be used (all use the updates to the main army list, such as Chariots being 1-2 per choice and Warriors/City Guard being 2 pts cheaper):

· City Garrison (Bolt Throwers are 1 per Special, not 1-2 per Special)

· Cult of Slaanesh (Trusts Chaos Slaanesh armies, may not take Blessed of Khaine)

· Watchtower Patrol

Dogs of War

Army structure: Dogs of War units are obviously not Limited units in Dogs of War armies. Instead, Regiments of Renown are Limited units (0 Basic choices).
Dogs of War armies do not have to include a Paymaster unless they have 3 or more characters in the army (including Regiment of Renown unit leaders with 2+ Wounds).

The cost of musicians in Dogs of War units is half the cost of a Champion, rounded up.

Dogs of War armies pay 1 less Resource per territory moved when marching (down to 0), but a Dogs of War army may not receive support from Support Contingents.

Dwarfs

Dwarf armies pay 1 Resource less per territory when marching through Highlands.

Grudge: A Dwarf player may at one time during the campaign declare a grudge against any other General. From that point on, when fighting against that General, the first mission the dwarf player has will always be Revenge (ie. kill the enemy general), the dwarf general Hates the enemy general and all dwarf characters gain double Glory for killing enemy characters. The grudge is stricken when the nominated General is permanently dead.

Hoarding the Wealth: A Realm that contains one or more Dwarf armies, may not transfer Wealth back to Resources.

Empire

Humanitarians: Empire Generals who sell (or give) back Trusted enemy characters gain +1 point of Glory.

Army structure: Inner Circle Knights count as a Special unit unless you have at least as many “Outer Circle” Knights of the same order.

Alternative lists: The following lists may be used (all should say “Dogs of War” where they say “Regiments of Renown”):

· Army of Middenland

· Crusader Army. Must be led by a Knightly Captain (as Seneschal of the White Wolf, but does not have Crush the Weak and comes with a lance and shield instead of a cavalry hammer). The army may belong to a Legendary order or may pick one Advantage (NOT Unquenchable Zeal) and one Disadvantage (NOT Disorderly). See WD 310.

· Cult of Ulric

· Marienburger Mercenary army (Dogs of War Special / Rare units still count as Special / Rare)
· Sigmarite army
High Elves

Army structure: Ignore the Intrigue at Court rule.
Army-specific Misc. skill – Great Honour. The character may pick one Honour worth up to 25 pts as a Misc. skill if he gains one. The Honour is free and must be taken in every battle.

Lizardmen

Army-specific Misc. skill – Re-spawn. The character may pick one Sacred Spawning worth up to 25 pts as a Misc. skill if he gains one. The Spawning is free and must be taken in every battle.

The following appendix lists may be used:

· Lizardmen of the Southlands (skinks in Cohorts start at 4 pts each, not 6).
· All Blessed Spawning armies
· The Red Host
Ogre Kingdoms

Cannibals: Ogre Generals may eat other captured Ogre generals and gain a point of Glory for it, even though they are not Sworn enemies.
Army-specific Misc. skill – Bigger Name. The character may pick one Big Name worth up to 25 pts as a Misc. skill if he gains one. The Big Name is free and must be taken in every battle.

Alternative lists: The following lists may be used:

· The Ironskin tribe

· Gnoblars
Orcs & Goblins

Army structure: Goblin armies may include extra Big Bosses as normal.

Army-specific Misc. skill – Quell Animosity. The character may choose to take the Quell Animosity ability as a Misc. skill if he gains one.
Alternative lists: The following lists may be used:

· Grimgor’s ‘Ard Boyz
· Night Goblin Horde
· Common Goblin Horde

· Savage Orc Horde

· Mountain or Troll Country Waaagh!

· Nomadic Badlands Waaagh!

· Snotling Horde
Skaven

To encourage the others: When dismissing an old General (not one who is dead or injured), the Senior Officer taking over may pay +1 Rescource to have Clan Eshin provide a sufficiently grisly example of his predecessor to put fear into the troops, gaining him +1 Glory.
Army structure: Ratling guns and Warpfire Throwers count as war machines.

A Warlock Engineer gaining the +1 Spell advance will instead gain +1 free Warpstone token. A Warlock Engineer gaining the “choose first spell” advance will instead gain free Warp Blades.

Alternative lists: The following lists may be used:

· Clan Eshin (from the Storm of Chaos)

· Hell Pit (WD 311)

· Bubonic Court (from the Lustria book, trusts Chaos Nurgle armies)
Tomb Kings

Army structure: Chariots are taken as Core units, not as Special.

Since Liche Priests cast spells in a slightly different way from other wizards the following changes apply:

· +1 Power dice means that the priest may cast his spell with one more dice per phase.

· The ability to cast spells with +1 dice lets the priest re-roll one of his casting dice.

Vampire Counts

Army structure: Ignore the limitation on having a Wizard as your General; any type of character may be the General. If the General is unavailable for a battle (see 8.6) and you have no available Senior Officers to be the substitute General, nominate one Junior Officer – if that character is slain the army starts crumbling.
Army-specific Misc. skill – Boon of the Sire. The character may pick one Bloodline Power worth up to 25 pts as a Misc. skill if he gains one. The Power is free and must be taken in every battle.

Alternative lists: The following lists may be used:

· Blood Dragons

· Lahmia (Swains as listed may not be taken. Instead, if the army captures an enemy character he may be taken as a character in the Lahmian army, following all the normal restrictions on Heroes and equipment available to his type. He will be undead.)

· Necrarch

· Necromancer

· Strigoi

· Sylvania (from the Storm of Chaos)

· Army of the Cairns (WD 311)

· Zombie Pirates of the Vampire Coast

Wood Elves

The Wood Elf “extra Wood” rule only apply when defending one of their realm’s territories, not when invading other realms or defending allied territories.
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