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A strategic map campaign

An epic saga of the reclamation of this region of the Empire from the savage hordes after the passing of the Storm of Chaos.
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Author’s notes

This map campaign 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 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 very 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. After the Storm
Following the events of the Storm of Chaos large regions of the Empire suffered from a breakdown of law and order. Bandit armies could roam unchecked and several warlords tried to set up minor realms for themselves. One of these areas was Nordland. The Elector Count had joined the Emperor along with most of his army and the troops left behind faced both deserters from the various armies, remnants of Archaon’s horde and other supposedly allied forces claiming to be ‘liberating’ the province.
The players will be teaming up two and to in an attempt to claim as much of Nordland as possible, whether for their own sake or on behalf of distant masters.
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2. The Map

The map of Nordland is made up of 66 hexagonal tiles making up a larger roughly hexagonal shape with a diameter of 9 tiles. 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. The tiles being used can be downloaded from the Warmaster website at http://www.Warmaster.co.uk.

[image: image4.jpg]



2.1 Campaign setup

Initially each realm rolls 4D6, the one rolling the highest (Realm 1) selects one of the six starting territories marked on the map as their Capital. To this is added the six territories around this. Together they form a player’s Homeland. After Realm 1has selected a Capital; Realm 2 selects one of the other starting territories, and so on.

After all the realms have selected a capital, Realm 6 selects two new territories from anywhere on the map and adds them to their realm. Then Realm 5 selects to new territories, and so on. When the turn comes to Realm 1 they select four new territories and the turn passes back to Realm 2, which selects two further territories and so on. This continues until all territories have been claimed, at which point all realms should have eleven territories in all and there are no free territories left.

2.2 Territory special rules

Different types of territories have different special effects

· Lowland territories
No special rules.

· Highland territories
Highland territories provide Support even when razed. See section 5.1. Support Contingents marching pay 1 additional Resource per allied Highland territory moved into. See section 5.5.
· Coastal territories
Coastal territories can be rebuilt at the cost of 2 Resources, rather than 3. See section 7.1.
· Dense forests
Lowland territories containing Dense forests provide Resources even when razed. See section 5.1.
· Rivers
Lowland, Highland and costal territories can contain rivers. Support Contingents marching pay 1 less Resource per allied River territory moved into when the move follows the course of the river. See section 5.5.
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3. The Realms

The game is intended to be played by six realms, each controlled by two players. 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.

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

	Chaos (all types)
	S
	
	
	
	
	
	
	
	
	
	
	
	

	Dark Elves
	S
	D
	
	
	
	
	
	
	
	
	
	
	

	Dogs of War
	D
	T
	T
	
	
	
	
	
	
	
	
	
	

	Dwarfs
	T
	S
	S
	T
	
	
	
	
	
	
	
	
	

	Empire
	T
	S
	S
	T
	T
	
	
	
	
	
	
	
	

	High Elves
	T
	S
	S
	T
	D
	T
	
	
	
	
	
	
	

	Lizardmen
	T
	S
	S
	T
	T
	T
	T
	
	
	
	
	
	

	Ogre Kingdoms
	D
	T
	D
	T
	T
	T
	D
	D
	
	
	
	
	

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

	Skaven
	S
	D
	D
	T
	S
	S
	S
	S
	T
	T
	
	
	

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

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

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


T = Trusted allies – no special rules, alliance is permitted

D = Distrustful allies

S = Sworn enemies – may not ally

3.1 Distrustful allies

An army may ally with another army it distrusts, though there are penalties. If two distrustful allies fight on the same side in a battle, all units and characters within 8” of distrustful allies must test for Distrust each turn. Roll a D6 for each such unit at the start of each turn; on a 1 something has gone wrong and you must roll a second D6 on the table below:
	1
	The unit fires at the closest unengaged unit it distrusts. If it has no missile weapons it will immediately charge the closest unengaged unit it distrusts instead. Fight a round of combat immediately, but no combat results are worked out and no Break or Panic tests are taken.

	2 – 5
	The unit refuses to do anything this turn.

	6
	In an attempt to outdo its allies, the unit immediately moves its full normal move towards the closest enemy unit, charging if within range. Note that this is in addition to the unit’s normal move and it can move again in the Movement phase. It counts as having moved for the purpose of Shooting.


On the bright side, units do not have to test for Panic from distrusted allies fleeing or being destroyed.

3.2 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.

3.3 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.

3.4 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.
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, since it has no territories connected to the Capital. Secondly it cannot support other armies, since sending support can only be done from a territory connected to the Capital. Players of the realm can still launch invasions from their remaining territories, but the size of these armies is limited to the basic 1000 pts. As an exception to the general rules for supporting battles the players in a realm can support each other when attempting to liberate their capital.
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4. The turn

A campaign turn will typically lasts for two or three weeks in real time and represents a year in game time and is therefore usually called a year. Each year is divided into the following phases

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

2. Battles
Players fight battles declared in phase 1

3. End of the turn phase

4.1 Time plan for the campaign

	War meeting turn 1
	31. January

	War meeting turn 2
	21. February

	War meeting turn 3
	14. March

	War meeting turn 4
	11. April

	War meeting turn 5
	2. May

	Campaign ends
	23. May


4.2 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.
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5. Start of a turn phase

1. Support and resources are allocated

2. Trade

3. Promotions
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 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. 
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 5 points of Wealth are only transformed into a single Resource.
Table 5.1 – Spending Resources

	Modifying an Initiative roll 
	1 Resource

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

	Promoting a Lieutenant to General
	4 Resources

	Rebuilding a razed territory
	3 Resources


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

In this segment a player that has lost his General may promote a Lieutenant to General status for a cost of 4 Resources. If he has no Lieutenants he can make one up to promote; it is not necessary for him to have fought in a battle yet. A player may dismiss an old General in order to promote a Lieutenant if he wants to, but he cannot have any more than one General at any one time.

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 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 six invasions 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 for it 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.

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. A player can always refuse support if he doesn’t want it.
When declaring support you must also declare how many Detachments your Support Contingent will consist of. Each Detachment is worth 300 pts and there are further rules for detachments which are given below, but in short each 300 pts you send to support another player’s invasion means you have 300 pts less for your own invasion. This means that by increasing one army, you are also decreasing another army by the same amount. It is not possible to increase the total number of points by using Support Contingents.

If you do not send any Support Contingents you can also choose to send your whole army as support, in which case you obviously declare no invasion of your own.

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 it. 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 1.850 pts and send off two Detachments then you have 1.250 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 invasion armies. 

The number of Heroes, Special / Rare units and so on also apply to the main invasion army + Support Contingents combined. I.e. if you can take up to 2 Special units and take one in your Support Contingent you can only include one further Special unit in your main invasion.

In addition, for each Detachment in your Support Contingent the Support Contingent must include at least 1 Core unit. The Contingent must also include one Lieutenant (i.e. you cannot send your General unless you are sending your whole army) to act as the Contingent Commander. See section 8.5 for rules on Substitute Generals.
Marching costs
Sending troops marching off to support another realm costs Resources, sending troops in support of the other player in your own realm does not. To find out how many Resources you must first trace the path the Contingent will march to battle. The path must start in any of your territories connected to your capital and end in the territory being invaded. You may only move through another realm’s territories without invading if you gain their permission and if the realm is neutral in the conflict it might demand payment to let you pass. When you have traced a legal path from start to finish 1 Resource must be spent for each territory the Contingent moves into along the way which belongs to an allied realm. The Resources spent are discarded and does not go to the realm you move through. 
Example: Let us look at figure 5.1. If you are Realm 1 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 one of your border territories (D or E) and the shortest path to B goes into allied territories C (cost: 1 Resource) and B (cost: 1 Resource).
Example: In figure 5.2 we see a player using the advantage of rivers to move from A to B. Normally this would have cost him 4 Resources, but since two of those moves are from one river territory to another along the course of the river those moves cost 1 Resource less (i.e. 0) and he only pays 2 Resources in total.
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Figure 5.1
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Figure 5.2


Note that the cost is per Contingent that is sent in support and it does not matter if the Contingent consists of 1 Detachment, 2 Detachments or your whole army.
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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 1.000 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 1.550 pt armies. Beyond this, the forces available will be limited by the restrictions in the Armies section.

Since players can support each other determining the total size of one side’s army for scenario purposes (i.e. determining the degree of victory, for example) can be rather complex. What determines army size is this:

· The max allowed points the attacker / defender can field.
· + The max allowed points for each complete army received as support.

· - 300 pts for each Detachment received as part of a Support Contingent.
· + 300 pts for each Detachment sent away as part of a Support Contingent to other players.
As with normal battles it does not matter if one side fields less than they are allowed to, a 1.850 pt army counts as an 1.850 pt army even if only 1.845 pts were used. 

Remember that if a player is defending his Homeland (his capital or any of the adjacent territories) he can add +10% points to his army. So if his army is 1800 pts he can add an additional 180 pts to his army. See section 3.5.

6.2 Scenarios and terrain

Use the Random Scenario Generator to create a scenario for each battle. In an Assault the invading army is always the attacker.

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 his 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.

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 20% 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 – Battle consequences

	Winner
	Result
	Effect
	Territory is razed?

	Attacker
	Massacre
	Attacker conquers territory
	No

	
	Solid Victory
	Attacker conquers territory
	Yes

	
	Minor Victory
	Attacker may follow up (+10)
	Yes

	
	Draw
	Attacker may follow up (+5)
	Yes

	
	Minor Victory
	
	Yes

	
	Solid Victory
	Defender may follow up (+5)
	Yes

	Defender
	Massacre
	Defender may follow up (+10)
	No


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, it may happen that one side wins the battle and the player leading that side does not actually have any scoring units (see Scenario generator) left on the battlefield. In that case any other player on the same side that has any scoring units left may claim the victory for himself or for the wiped-out player. Should there be more than one supporting player able to claim the victory and they cannot agree on who should have it they should immediately fight a new battle to determine the real victor. Players should roll a D6 for each of their models fleeing at the end of the battle and every wound lost. On a 5+ the model returns / the wound is restored.

Razed territories

A razed territory provides no Support and Resources at the start of the turn. A razed territory is automatically rebuilt in the End of the turn phase if no battle was fought there that turn. Razed territories can also be rebuilt by paying Resources. 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.

6.4 Allocate Glory earned

During a battle points of Glory may be earned according to table 6.2 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.

Table 6.2 - Glory

	Heroic deed
	General
	Lieutenant

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

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

	For each enemy character slain (apart from the General) 1)
	+1
	+1

	Slaying the enemy General
	+2
	+1

	For each enemy banner captured by the character or the unit he was with while he was with the unit. 2)
	+1
	+1

	For each own banner lost while the character was with the unit 2)
	-1
	-1

	For each challenge refused by the character 2)
	-1
	-1

	For every 750 pts the opposing side has less than your side
	-1
	0


1) Enemy characters slain by either shooting, magic or close combat attacks count. Running them down as they flee does not.

2) If two characters are eligible only one gets the bonus / penalty (if one of them was the General he will always be the one getting it).
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 banners lost, refusing challenges and having a larger army are ignored.
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 Lieutenants. These points will then count towards the Lieutenant’s advancement but no the General’s.

6.5 Rolling for advances

For every sixth point of Glory a character has he gains one roll on the advancements table. See section 10. Rolls for advancements can be made immediately if the player wishes.

6.6 Roll for injuries

Each General and Lieutenant 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 do not have to test.
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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

2. Unspent resources become Wealth

7.1 Rebuilding

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.

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 ration. 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 is 5:1 instead of 1:1.
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8. Characters’ development

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 following may not be altered for the General:

· 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)
· Magic level (Wizards only)
Everything else (magic items, mundane equipment, mounts and so on) may be freely changed. 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. Note that your General is always the army General, even if the army should happen to have other characters with higher Leadership.

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.

8.1 Lieutenants

A player may designate any number of the characters in his army, apart from the General, as Lieutenants. This should be done at the start of a battle. A Lieutenant must be given a name, may earn Glory (and thereby advances) and must roll for injury if ’slain’ in battle. The limitations for altering Marks, Spawnings, Honours and so on that apply to Generals apply to Lieutenants as well.

Lieutenants must be used in each and every battle a player fights if you want to keep him in the army, except when he is too injured to fight. The normal points cost must be paid each battle. If not used it is assumed that the character is replaced / demoted / retired and he may not be used again, though of course other characters of the same type may be recruited. There is no disadvantage for striking a Lieutenant from your army record, other than the fact that you lose any points of Glory and any advances he has gained.

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 battle 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 Lieutenant is removed from the battle as slain he must roll on the Injury table below. Some of the results have longer explanations given below the table.

Table 8.1 - Injuries
	D66
	Result

	11 – 13
	Dead

	14 – 16
	Captured

	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
	Leg wound. –1 Movement

	24
	Arm wound. Roll a further D6:

1-2: The arm must be amputated. The character may only use single-handed weapons from now on and may not carry a shield.

3-6: Miss next battle

	25
	Madness. Roll a further D6

1-3: Stupidity

4-6: Frenzy

	26
	Amnesia. –1 Magic level (re-roll if not a Wizard)

	31
	Chest wound. –1 Toughness.

	32
	Blinded on one eye. –1 Ballistic skill. Should the character lose both eyes he must be retired.

	33
	Old Battle Wound

	34
	Nervous condition. –1 Initiative

	35
	Hand injury. –1 Weapon skill.

	36
	Lack of confidence. –1 Leadership.

	41 – 61
	Full recovery. The character recovers with no ill effects.

	62 – 63
	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

	64
	Hardened. Immune to Fear

	65
	Horrible scars. Causes Fear

	66
	Survives against the odds. +1 point of Glory


Dead: The character is dead (no, really!). You may of course recruit a new character of the same type, 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. 

Miss next battle: The character may not fight in the next battle. If the General gets this injury it means that the army will have no General. Should the General get this result after the last battle of a year he may not declare any invasions or send support next year.

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

1: “Ow, my leg.” The General may not fight this battle. His points cost is not redeemed and may not be used to buy other units.

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 one dice is rolled for each and the lowest result is taken.

Characteristics reductions: No characteristic may be reduced below 1. Should this happen, 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 sixth point of Glory a character has he gets one roll on the Warrior’s Advancement table. Rolls can be made at the end of the battle the character reached the limit. Characters who are Wizards may choose to roll on the Wizard’s Advancement table instead, but they don’t have to. 

Table 8.2 - Warrior’s Advancement
	2D6
	Result

	2-3
	New skill: Pick one from either Combat or Leadership

	4
	Characteristics increase. +1 Strength

	5
	Characteristics increase. +1 Leadership

	6
	Characteristics increase. +1 Attack

	7
	Characteristics increase. +1 Weapon skill

	8
	Characteristics increase. Choose either +1 Initiative or BS

	9
	Characteristics increase. +1 Wound

	10
	Characteristics increase. +1 Toughness*

	11-12
	New skill: Pick one from either Strength or Miscellaneous


* 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 8.3 - 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.

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.
Combat

· 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.
· 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 A. 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.
Strength

· Killing blow.
The character gains the Killing blow ability when using a mundane close-combat weapon.
· Master strike.
Models hit by the General suffer an additional –2 to their armour saves.
· 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 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.
Leadership

· Beloved leader.
The character’s presence in a unit adds +1 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.
· Steadfast.
The character and any unit he leads may re-roll one failed Break test each battle.
Miscellaneous

· Blessed.
The character and any unit he leads gains Magic Resistance (2).
· Hard to Kill.
Killing Blow has no special effect on the character. When hit by an attack that causes multiple wounds the character never takes more than 1.
· Monster rider.
The character may ride any monstrous mount available to the army which may normally be ridden by a character of his race.
8.5 Characters on holiday

This is war! Nobody gets any holidays!
Once you have created a Lieutenant or General, he must be used in each battle you play, unless he is forbidden to do so, because of an injury or because he is captured. If you don’t use a named character in a battle, it is assumed that he has left the army or died in some obscure way. All his Glory, advances and injuries will be reset, should you wish to use a similar character in a later battle.

8.6 Substitute Generals

If a General is unavailable for a battle due to an injury or similar the army is still selected as normal and the Lieutenant with the highest amount of Glory will act as general for that battle. If two or more Lieutenants 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 Lieutenant to be the General. A Lieutenant acting in this way still earns Glory as a Lieutenant and only units within 8” may use his Leadership, instead of the normal 12”.

If a General is permanently dead or otherwise removed from his position (he is captured and the owning player cannot get him back, he has sustained too many injuries, etc.) the leading Lieutenant will take over as General in the same manner as listed above. From the next battle onwards the army is selected based on the new general’s Glory and abilities.
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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, depends 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
	1
	0
	2

	1 – 4 pts
	2
	2
	0
	3

	5 – 9 pts
	3
	2
	1
	4

	10 – 15 pts
	3
	3
	1
	5

	16 – 21 pts
	4
	3
	2
	6

	22 – 28 pts
	4
	4
	2
	7

	29+ pts
	5
	4
	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 may be spent on the same type of Limited unit. So if you may have 5 Open choices then up to 2 of them may be spent on Wizards, for example.

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. Each Limited unit in your army will cost you either a Basic choice or an Open choice.

Example: The Limited units table tells us that each army has 2 Basic choices that can be spent of Fast cavalry. If a player wants to include more than 2 units of Fast cavalry, then each additional unit 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 Limited choices.

Table 9.2 – Limited units

	Unit type
	Basic choices

	Unit of Chariots or single chariot model 1)
	1

	Daemons (not Daemonic characters or mounts)
	0

	Dogs of War
	0

	Fast cavalry
	2

	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
	2 2)

	Scouts 3)
	0

	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.

3) Characters don’t count towards this limit.

9.2 Army special rules

Bretonnia

Brettonians have 2 Basic choices for Knights and 0 for War machines.
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.
The following appendix lists may be used:

· Errantry War
Chaos Beasts

No special rules.
Chaos Daemons

Daemons obviously do not count as Limited units in a Daemon army.

The following appendix lists may be used:

· Daemonic Legion
Chaos Mortals

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.

The following appendix lists may be used:

· Archaon’s Horde

Chaos Dwarfs

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

Dark Elves

Temple of Khaine items taken by Hags do not count towards the number of Magic items in the army.
Dark Elf armies may include Witch Elf Death Hags as Hero choices. Death Hags cost 80 points and are identical to Nobles except that they have Frenzy; may not take any kind of armour (including shields) and may select items from the Temple of Khaine. They may only join Witch Elf units.

The following appendix lists may be used:

· Cult of Slaanesh (Trusts Chaos Slaanesh armies)
Dogs of War
The cost of musicians in Dogs of War units is half the cost of a Champion, rounded up.

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

Dogs of War units are obviously not Limited units in Dogs of War armies. Instead, Regiments of Renown are Limited units (0 Basic choices).
Dwarfs

Dwarf armies pay 1 Resource less per territory when marching to the support of another army through Highlands.

A realm that contains at least one Dwarf army may not transfer Wealth back to Resources (the dwarfs like to hoard it).

Empire

When rolling for setup (section 2.1), a realm may add +2 to its score for each Empire army it contains, representing that this is Empire turf.
Inner Circle Knights count as a Special unit unless you have at least as many Outer Circle Knights of the same order.

The following appendix lists may be used:

· Cult of Ulric

· Army of Middenland
High Elves

Ignore the Intrigue at Court rule.
Lizardmen

Each Salamander counts as one war machine.

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
Ogre Kingdoms

No special rules.
Orcs & Goblins

The following appendix 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

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.

The following appendix lists may be used:

· Clan Eshin (from the Storm of Chaos)

· Clan Moulder

· Clan Pestilens (Trusts Chaos Nurgle armies)
Tomb Kings

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 Spell means that the Priest may split his available dice (2 for a basic priest) between one more incantation than normal. A basic Priest may then cast two incantations with one dice each.

· +1 Power dice means that the priest may cast with one more dice per phase (assumes he either also has the +1 Spell of the ability to cast with +1 dice).

· The ability to cast spells with +1 dice lets the priest roll up to 3 dice per spell (assumes he has extra dice available).

· Re-roll miscast results and the ability to pick a spell gives no benefit.
Vampire Counts

Ignore the limitation on having a Wizard as your General; the General is selected in the same manner as in normal armies.

The following appendix lists may be used:

· Blood Dragons

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

· Necrarch

· Necromancer

· Strigoi

· Sylvania (from the Storm of Chaos)

Wood Elves

The Wood Elf special rules for Victory points and extra Wood only apply when defending one of their realm’s territories, not when invading other realms or defending allied territories.
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