Map Campaign Rules Summary

These are the base rules for Map Campaigns as summarized from the General’s Compendium book. Believe me this is a lot less pages than the book, so please read at least this and be familiar with it. The Appendix below is a set of additional rules we intend to use, please comment soon on which you like and which you feel might be too much.

A player’s starting square on the map is their HQ. If your HQ is taken, you have 3 turns to recover it or you are out of the campaign. New banners and detachments are deployed here; scattered banners are redeployed here. HQ's are permanently fortified, they cannot be razed, and they are maintained by their very residents. Battles fought at HQ’s are always sieges.

Banners - Banners represent a gathering of troops. The size can be set by the group, typically a banner is a set number of points like 1500 to 3000 points per banner and a limit of 1 banner per square. Banners are gained through ownership of sections (e.g. 1 Banner per 4 sections controlled).

Map sections - A map section can be in 1 of 3 states Normal, Razed, or Fortified. Razed squares do not count towards control and have all fortifications (and often other special features like bridges) destroyed. Normal sections count towards control. Fortified sections count towards control and give a bonus to defense, but if no banner occupies the square for a turn, the fortifications are not maintained and the square returns to normal (except HQs).

Scoring - We play until 1 player has a certain number of points, depending on map size. HQ's (yours and anyone’s you take over) are worth 500 points, some special squares on the map are 250, the rest are 100. You score for any section that you control. If you move through a section you gain control of it if uncontested by a banner unless the square is owned by an ally (of course you could choose to stab the ally in the back to gain control).

Turns 

Turns are very much like the Diplomacy board game but with combat. A banner can be given several types of orders:

Raze and Hold

Raze and Move

Move

Fortify

Recover

Hold

Support *

(Some races have special orders)

They are handed into the GM and executed in the following order (all players simultaneously):

Raze

Move

BATTLE

Fortify

Recover

Raze - Destroy all fortifications, bridges, most special features, etc. It also sets the value of the square to 0. For raze and move, GM rolls for the army and on a 1-2 there is not enough time to move after razing and the order becomes raze and hold.

Move - Move one square. If the target square is difficult terrain (desert, swamp/marsh, river crossing without bridge, mountains) the Gm makes a die roll, on a 1-2 the banner cannot move into the section. Various races have modifiers or no rolls for certain terrains. 2 Banners that move toward each other (both attack) roll off and the high roll moves into the square of the low roll, the low roll is considered to have held.

Fortify - A banner can be ordered to construct fortifications. As long as the banner is not attacked, the square is considered fortified at the end of the turn. Fortifications offer bonuses when defending (approximately 250 points plus terrain features). Fortifications are destroyed if the banner moves away and no unit moves in to maintain them, they are also destroyed if razed or if the defender loses a battle.

Recover - Recover returns a razed square to normal status. It does not restore fortifications, but will restore bridges and other special features destroyed by razing. It also restores the value of the square.

Hold - Unit does not move, may support adjacent units.

Support - Support can be added to any order (Move & Support, Raze and Move & Support, Fortify & Support). To support an attack, your banner must be adjacent to the square being attacked, to support a defense, your banner must be adjacent to the square being attacked. You may support allied armies as well as your own.

After everyone has moved, battles are run. Units that lose battles must retreat to a friendly adjacent square (theirs or allies). If no friendly square is available, the banner is scattered. Any unit that loses in a Massacre is also scattered.

After battles are fought, fortifications are added and sections recovered. Sections are counted up. Banners are added or removed based on # of sections controlled. Scattered unit are removed first, then players choice. Units gained are deployed at HQ as are scattered units.

Alliances

Alliances are made public to the group before a turn begins. Alliance can be broken in a few ways:

Announced - At the end of a game turn, either player announced the end of an alliance.

Invasion - A move order into allied territory includes the note INVADE (so the GM knows it’s not simply movement into an allied square), the alliance is broken as the invaders take control (or fight for control if the square is occupied).

Razed - A banner on an allied square issues a raze order, breaking the alliance.

Withdraw of support - The most evil, the army issues a support order and goes to battle with the ally, deploying on his side. If the enemy goes first, the former ally joins him on his turn and attacks (continuing to go on enemy turns). If the ally goes first, the treacherous unit declares after any charges that he is switching sides and his unit moves on the enemies next (and future) turns.

Battles

Battles are played as normal from the Warhammer book with the following exceptions and additions:

1. All battles are pitched battles unless a special square determines otherwise or a HQ battle (which is a siege)

2. If both armies are attacking the same square, a pitched battle is played.

3. Terrain should be set up to mimic the terrain of the square.

4. If a defender is being attacked, after the board is laid out and sides are chosen, the defender may choose to remove one element of terrain from the board, or add one piece to the board.

5. If the defender is fortified, the defender may pick which side of the board he wishes to play from, and then add/remove up to 2 pieces of terrain. This is in addition to the 250 point army bonus.

------------------------------------------------------------------------

Custom Rules for our Map Campaign

Entrance: Each player pays $10 to be put towards materials for the campaign (copies, documents, improved and additional terrain). Players must also have or have access to an army they can use for the duration of the campaign, capable of supporting up to 3000 points. Anyone short on points can consider borrowing Dogs-of-War units to round out their total. There should also be time enough to purchase and assemble additional units until 3000 points is necessary to field.

Turns: Each turn will consist of players being notified of the updated online map and then submitting orders for each of their banners. Once orders are executed and battles are fought and casualties calculated, the results are tallied. Each player learns the total amount of territory they control. They may then buy banners or detachments for any points of control that exceeds their existing armies, or destroy units to meet their new lower score. Updated Army Builder lists must then be submitted to the group. New units are added to the map and the turn begins anew.

Example Turn:

Turn 8 begins, the Lizardman player controls 800 points and has 1 800 point banner. The dwarf player controls 1100 points and has a 1000 point banner and a 100 point detachment. The dwarf orders his banner to attack the lizardman in the fortified swamp, a risky maneuver. The lizardman orders his banner to hold the fort. The 2 banners meet and a battle is played. The defending lizardman plays with an additional 250 points of core and makes some terrain adjustments before the battle begins. Sadly the Lizardman still loses, though not a massacre. Both players roll for casualties. The dwarf has recovered all but 100 points, but his unit of troll slayers was reduced to 5 (minimum for most infantry is 10) and must be disbanded freeing up 66 points on top of the 100. The lizardman loses 500 points and although his Kroxigor unit is still legal, he chooses to disband it, freeing up an additional 150. The dwarf player spends most of his 166 on a new trollslayer detachment that forms at his HQ while the lizardman buy a new unit of Kroxigors and a Terradon unit, also forming at his HQ. Army lists are updated and new ones created for each detachment, and an updated map is provided so they can plot their next move. 

Banners: These rules replace the original rules for banners in the standard map campaign.

 

1. There are banners as per map campaign rules, but banners can be of any size up to 2500. Banners must be valid armies per the rules (aside from special exceptions won in the campaign).

2. The amount of control one has determines the number of total points allowed (e.g. a map section might be worth 200 points). The total of all banners must equal or be less than this number (aside from special exceptions won in the campaign).

3. 1 Banner per square, but banners can move into the same space and combine as long as the total is less than 2500 and the resulting army is legal. 

4. Each banner has a semi-permanent army list; the number of points is set and can only be changed by adding and removing detachments, combining with other armies or through loss of casualties. Occasionally this number may be exceeded due to special circumstance or benefits from a map square. Experience and special bonus are tracked on this list as well. 

5. Scattered banners are dissolved, they must be bought when banners are reformed (basically burn the army list and start over). If you wish to keep the hero and a friendly adjacent square is available, rolls on the hero casualty chart, and the hero becomes a detachment (see Detachments below) unless he is captured. 

6. Banners should have unique names that correspond to their army builder files and each map square should note the exact banner it contains. 

7. At the end of a turn armies in adjacent sections can exchange units (and heroes) as long as the armies remain valid. This would include any army next to a newly formed group at the HQ.

 

Detachments: These rules are in addition to the standard map campaign.

1. A unit may be removed from a banner in whole to create a detachment (as long as the banner remains a legal army). Newly bought units at an HQ can also be purchased as detachments. 

2. A hero may be a detachment unto himself (or with his mount), or he may be in a detachment with a unit he is normally allowed to be fielded with.

3. Detachments may not be broken up. (ie a hero may not leave the unit he is in a detachment with, a unit of 20 spearmen cannot become 2 detachments of 10).

4. Detachments without heroes have no leadership and can only be commanded to go to a certain location (join an army or go to a map section and wait). Once so ordered, the detachment can do nothing else, except move directly towards its ordered objective (taking the fastest route given orders below). If its order becomes impossible (join army X and army X is dissolved, or only enemy territory exists between the detachment and army X), it returns to HQ for new orders. 

5. Detachments cannot attack or take terrain. They can maintain forts and be attacked by other armies. If a player does not wish to fight a battle as a detachment, he may use the “overwhelming odds” rules from the General’s Compendium, basically the fight is simplified into a single die roll. 

6. A banner that takes so many casualties as to be no longer valid (e.g. all heroes are killed, or not enough core units) has 2 choices: become a set of detachments (the number being the number of units left in the army) or be scattered (or a combinations, perhaps keeping an experienced unit and scattering others). These detachments must return to HQ to get orders (unless they have a hero in them). 

7. If a banner becomes illegal due to having too many units (such as lords or rares for example) the unit(s) can be removed from the army as detachments instead of turning the entire army into detachments, as long as the end result is a valid army list. The next movement phase, either the detachments or banner (or both) must move so as not to have banners and detachments on the same square.
8. A banner that moves into the same square as a detachment may add it to itself, but the banner must intercept the detachment and must be a legal army list after combining (including # of heroes if the detachment included a hero). The banner may also give the attachment new orders (and can only give orders if it would form an illegal army). 

9. Detachments merging with banners may become a discreet unit in the army, or if they are equipped the same as an existing unit, it may join that unit to increase it’s size (i.e. a unit of 10 spearmen are joined by a group of similarly armed and armored 20 spearmen to create a block of 30).

10. Detachments that move into a square with a banner of their player being attacked join that army for that fight as long as the result would be a legal army, otherwise they sit out. They may then join the army or receive new orders per 5 above post battle. 

11. Detachments cannot support, they either join the battle or they don’t. Detachments can be supported when defending. 

12. They cannot join or assist allies, they may only join banners of their race. They can accept support from allies.

13. No more than 2500 points of detachments can reside in the same square. If a square with multiple detachments is attacked, the owning player decides which detachment commits to the defense (or is thrown under the bus, see #5) and the rest retreat as though they lost the combat.

14. Detachments may not move into squares with banners of 2500 points, that square is supporting as many points as it is capable of.

15. In all other ways, detachments act like small banners. 

 

Movement: These rules are in addition to the standard map campaign.
Armies made up entirely of cavalry and flying units (mounts, chariots, etc) may move 2 squares per round as long as none of the squares are considered difficult terrain. Armies made up of entirely flying mounts (and all wizards which count as flying for map movement) may move 3 squares per turn regardless of terrain. Detachments can always move 1 square more than armies (i.e. regular detachments 2 squares, mounted 3) with the same terrain restrictions as above, but flying detachments move the same as flying armies, 3 squares regardless of terrain.

Support: These rules are in addition to the standard map campaign.

 

1. Fortifications offer 250 point bonus to a defending banner or detachment. This bonus can be spent only on artillery or core troops. If the battle is siege defense, the 250 may be spent on siege equipment.

2. Supporting armies provide 250 points from their army list. This 250 can be a whole unit, or a unit trimmed down to 250 points (A 30 skeleton unit from a supporting army can be trimmed to 25 members to fit the criteria). It can only be a hero if the hero as equipped is less than the 250 points, a hero will not leave his magic sword or favorite horse home to support the fight. 

3. If a banner being supported is a siege battle, the support may be spent on siege equipment; the supporting banners construct the equipment and send it to the banner involved. 

Disbanding: These rules are in addition to the standard map campaign.

1. A banner may disband 1 unit per turn to be recommissioned back at HQ (as long as the banner remains a legal army). A player who loses territory and must reduce his overall points may burn as many units as necessary (but may not burn additional units to be recommissioned from that banner that turn). Detachments can be recommissioned at any time. A banner may not both create a detachment and disband a unit in the same turn.

2. Recommissioned points may be spent to form detachments at HQ, or spent with other points earned to form a new banner. Several banners may recommission in the same turn to form an entire new banner at HQ.

3. Only 1500 points may be formed at HQ in a turn. A player who has more than 1500 points to spend in a turn (through conquest or scattering of armies) may only spend 1500 points on a new banner/detachments. Remaining points can be spent the following turn, assuming they are not lost.

Forfeiture: If a player cannot play a battle within 2 weeks, or doesn’t wish to play the battle, the battle is replaced with a roll on the fleeing chart (page 73). If neither player can meet for the battle, a draw is assumed. 

Post-Battle: All of these actions need to be run post battle and should be kept in mind during the game.

1. After a battle, casualties rolls should be made for each unit that was reduced to below its starting number, wiped out, is fleeing when the battle ends or is run off the board. Roll 2d6 for each unit (witnessed by your opponent) and add +1 if you won the battle, -1 if you lost. Consult this chart:

1-2 – No Recovery

3 – 1 in 4 Recovery

4-6 – 1 in 3 Recovery

7-9 – 1 in 2 Recovery

10-11 – 2 in 3 Recovery

12-13 – Full Recovery


Round up if you won, otherwise round down.

2. Monsters, single (non-hero) multi-wound models and artillery make the following roll (same 2d6 with modifiers):

1-6 – Monster/model dies from wound, artillery destroyed beyond repair.

7-13 – Monster/model recovers, artillery is able to be repaired between battles.

3. All heroes who were casualties of the battle roll on the following chart:




1-3 – Dead, dead, dead




4-5 – Injured and Captured

6 – Stunned. If battle was lost, captured on a 1-3 on a d6, otherwise full recovery.


7-9 – Roll a d6, on a 1, Injured, otherwise full recovery.  




10-11 – Full recovery

12 – Full recovery, character gains hatred for race of opposing army.


Injured heroes roll on the injury chart (page 72)

4. Captured heroes can be executed but there is risk involved (see page 73). They may also be traded to the original player for territory or any deal involving moving units, alliance, assisting in attack, etc. Note the deals are not enforceable.

5. Every battle that a unit does not flee off the table, end the battle retreating or lose over ½ its units (before casualty buy-back), the unit gains a veteran point. After a certain number of veteran points a unit gains a veteran ability from the chart (see page 85). If the unit flees off the table or loses ½ its members, it returns to 0 veteran points and loses all abilities. Units gain abilities at 2,5,8,11,15,20,26,33, and 41. If the same ability (or an unusable/redundant one) is rolled a second time, the owner may choose the ability gained instead. Animals, swarms, Undead (except for heroes) and anything with a leadership below 5_cannot gain Veteran Points.
6. Once casualty buy-back and veteran point calculation are complete, any unit that no longer meets the required minimum must be disbanded (and counts against the allowable disbandment/detachment for the turn). The banner now has a new point total based on its size after all of these modification. The points freed up may be spent at the HQ that turn (assuming terrain wasn’t loss to offset the new points). The updated list should be submitted to the group.

Map Specific Rules

All squares on the map are worth 100 points unless otherwise noted. Squares marked with a 250 or 500 are worth that much. Typically capitals are worth 500 and other special squares are worth 250.

Winner

First Person to 4500 points or to own 3 capitals (there own and 2 opponents).

The Map

Online at: http://www.e-sedulous.com/whfb/campaign/map_campaign.html
The map will be kept up to date at this location and should be considered the latest and greatest.

Terrain

Different squares on the map feature different terrain types, some terrain have special rules.

Mountain – All mountain squares are difficult terrain. They require a difficult terrain roll to enter. The mountain squares are 5,9,10,14,21,23,25,27,36,37,65,77, 81,83,93,94.

Passes – Some mountain squares have passes in them. These passes allow movement along one axis without need for difficult terrain tests, but coming from the orthogonal directions requires a test. The passes are squares: 82, 89, 92. If you enter square 82 from 81 or 83 it is difficult terrain. If you enter square 89 from 80 or 94 it is difficult terrain. If you enter square 92 from 93 it is difficult terrain.

Swamp – Swamp squares count as difficult terrain. Swamps squares include 6, 15,16,17,29,30

Rocky Barrens/Hills – These squares are considered difficult terrain. They include 7,8,18,31,41,42.

Desert – All desert squares are considered Razed except to the Tomb Kings who consider them normal 100 points, these squares can be further razed, destroying their tombs and thus their value to Tomb Kings. Any non-undead/demon 2000+ point banner who stays in a desert square (raze without move, recover, fortify, or hold) or moves from a desert square to another desert square loses 1 unit (supply lines are strained due to 2 turns in the desert). Lizardman armies lose a unit regardless of size. Note: The oasis and the 2 250 point squares (sphinx and obelisk) are not desert squares. Desert squares are 58, 67,68,69,70, 78,7980, 88.

River Squares – When a banner enters a river square, it is considered to be on one side or the other. If the river runs east west and you enter from the north, the banner is automatically on the north side. If you are at the rivers source (such as 18, 44, and 65) or a bridge square (46 and 120) that is not razed and you move down river, you must declare which side of the river your army moves along. Moving your banner from one side of the river to the other requires a move order and a difficult terrain test. The river squares are 28,40,45,63,64,118. Also bridge squares that have been razed are river squares.

Special Squares

3 – The Gate – Any battle played on the Gate square is a “Race to Center Objective” scenario. The winner unleashes an ancient evil. The losing side does not get casualty buy-back.

6 – The Fens – The Fens is steeped in mud and muck, the entire tabletop is considered difficult terrain for any battle fought in the Fens.

14 – The Lone Tower – Any army that spends a turn in square 14 can send a hero to investigate the lone tower. Roll a d6 on a 1 the hero dies, 2-4 the hero rolls on the injury chart and gains a veteran point, 5+ the hero gains a 15 point magic item and a veteran point. This item does not count against the total the hero is normally allowed to be equipped with but may never get this bonus more than once (from this or any similar square).

17 – The Dark Basilica – The power of the Dark Basilica is seductive, owner of this square must play a “Defend the Village” scenario when attacked here.

22 – An Alchemist’s Tower - Any army that spends a turn in square 22 can send a hero to investigate the alchemist’s tower. Roll a d6 on a 1 the hero dies, 2-4 the hero rolls on the injury chart and gains a veteran point, 5+ the hero gains a 15 point magic item and a veteran point. This item does not count against the total the hero is normally allowed to be equipped with but may never get this bonus more than once (from this or any similar square).

35 – Forgotten Tower – Wizard heroes who spend a turn at the tower may re-pick their spell selection and keep it until they are slain, gain a level at a city, or visit the Tower (or Tower of Wizardry) again.

32 – Border Town – The owner of this square is allowed to spend points on Dogs of War detachments. The DoW units start here instead of at the capital.

38 – Large Border Town – The owner of this square is allowed to spend points on Dogs of War detachments. The DoW units start here instead of at the capital.

50 – The Roadhouse – Fierce fighters, the roadhouse is always considered fortified for defense against attackers. The fortification points must be spent on core empire troops regardless of the owning army.

59 – Desert Stronghold – The owner of this square is allowed to spend points on Dogs of War detachments. The Dogs of War units start here
instead of at a capital. This square is always considered fortified.

64 – Tower of Wizardry – Wizard heroes who spend a turn at the tower may re-pick their spell selection and keep it until they are slain, gain a level at a city, or visit the Tower (or Forgotten Tower) again.

66 – The Oasis – The Oasis scenario from the General’s Compendium must always be fought on this square.

74 – Mysterious Obelisk – Any player controlling the mysterious obelisk with a banner in the square may attempt to use it to control the Passage to the Deep (see square 84). The highest leadership model makes a LD test. If successful they may modify the d100 of the Dark Passage by +/- up to their LD. This may be done whether the army using the passage is allied, an enemy or of the same owner. If failed, the model rolls on the injury chart.

84 – Passage to the Deep – An army on this square may choose to enter the passage as a move action. If they do so, roll d100 to determine where they enter the board. If they enter a square with an opposing army, they are the attacker.

87 – The Sphynx – Any army that spends a turn in square 87 can send a hero to answer the riddle of the Sphynx. Roll a d6 on a 1 the hero dies, 2-4 the hero rolls on the injury chart and gains a veteran point, 5+ the hero gains a 15 point magic item and a veteran point. This item does not count against the total the hero is normally allowed to be equipped with but may never get this bonus more than once (from this or any similar square).

91 – Ruined Gates – The rubble of this gargantuan and ancient gate covers the landscape and is too large to move or remove. This square cannot be fortified.

96 – The Tomb - Any army that spends a turn in square 22 can send a hero to investigate the alchemist’s tower. Roll a d6 on a 1 the hero dies, 2-4 the hero rolls on the injury chart and gains a veteran point, 5+ the hero gains a 20 point magic item and a veteran point. This item does not count against the total the hero is normally allowed to be equipped with but may never get this bonus more than once (from this or any similar square). Any army who uses a magic item taken from the tomb is hated by the Tomb Kings.
99 – Engineering Workshop – The army that owns this square may create war machine detachments here instead of at their capital. If there army list does not allow for war machine choices, they may purchase the DoW Galloper Gun at this square.

102 – The Sanctuary – Undead armies cannot enter the square with the sanctuary, nor can they support an attack on it. Only DoW units they own may attempt to enter this square. Any Empire hero designated as an army general who spends a turn on the square gains 1 LD in his/her next battle. Any other race who RAZE this square get the same benefit for their general. Once RAZED, Undead may enter the square containing the sanctuary until the square is restored.

103 – Mercenary Tower – The owner of this square is allowed to spend points on Dogs of War detachments. The DoW units start here instead of at the capital.

112 – The Witches Hut – An army spending a turn here may send a wizard to investigate the witch. Roll a d6 on a 1 the wizard dies, 2-4 the wizard loses a level (min 1) but gains a veteran point, 5+ the hero gains an extra spell they may cast in combat. A wizard may only visit the hut once in their lifetime regardless of result.

121 – The Obelisk – Any army that spends a turn in square 14 can send a hero to investigate the lone tower. Roll a d6 on a 1 the hero dies, 2-4 the hero rolls on the injury chart and gains a veteran point, 5+ the hero gains a 15 point magic item and a veteran point. This item does not count against the total the hero is normally allowed to be equipped with.

Racial Abilities
Each army has special map-level abilities for the campaign. These are specified below:

Orcs & Goblins – Force March as per General’s Compendium. Only armies can be forced marched, detachments follow the normal rules.

Empire – Fortifications are worth 50 bonus points (300 total)
Tomb Kings – Banners are NEVER scattered unless there is no square to retreat to. Tomb Kings can even retreat to squares owned (but not occupied) by other players if no friendly squares are available. This results in the Tomb Kings taking control of the square.

High Elves – Always considered high-roller in simultaneous attack.

Ogre Kingdoms – Free Re-roll on all failed difficult terrain tests

Vampire Counts – After winning a battle, gets a one time bonus of up to 250 points for the next battle that banner is in (bonus limited to 250 or the amount of casualties taken by the opponent after buy-back, whichever is smaller). After losing a battle, V.C. are limited in casualty buy-back to what the opponent lost.

