











Warmaster Campaign

scason. For instance if you had a reserve force
of 400 (the maximum) and you had a 500 point
army which fought a bartde and suftered 300
points worth of casualtics (which would
normally causc the army to disband) you could
use 300 points of vour reserves to replace
these casualties. You would then have 100
points of reserves that vou could use later on
in that campaign season. Obviously vour
reserve forces will most likely change from one
campaign season to another, sometimes you
might not have any reserves at all.

It for any rcason you wish to reorganise the
size composition of one or more armices, you
may do so before the relevanr armies have
taken any actions at the beginning of their
move. This basically means that to reorganise
several smaller armies into one large army all
the armies involved must already be in the
same  territory  at the beginning of (hat

particular campaign turn.

Once reorganised, all the armies involved may
then act as normal. [tis even possible to turn a
500 point army and a 1300 point army into two
1000 point armics if you so wish, so long as
both armies started the campaign turn in the
sime territory.

A little tip on how (o represent your armies.
Since they are organised in blocks of 500
points from SO0 to 2500 points it gives you five
steps of army size. The old square Epic bases
have five slots in them and are ideal for
representing your armics with

Fleets: Ships arc used for only one thing in this
particular campaign system,  transporting
armies. Fleets, like armics. are organised into
blocks of 300 points. although in this case the
500 points is 500 points of transport capacity
(3500 points of transport capacity = 500 points
of army that can bhe transported). However,
tleets of ships are different from armics in that
they only come in 500 point blocks, vou may
never combine fleets into larger tleets or for
that matter split them up.

Land Movement, Difficulty Rating and Modifiers

Criteria

Fleets are made by using a build action which
is explained later as are the transport rules.

4. Movement and Actions

Land Movement: Everything in this particular
campaign system is achieved through the use
of actions which arce performed by the armies
of a player. This scction includes everything
from moving armies around the map to
claiming territories and building ships.

There are two basic types of action. The first
and most commonly used is the movement
action, the second are special actions. Special
actions are covered in more detail in Jater
sections but they are further split into two
groups, territory actions and build actions.

Each different action is assigned a difticulty
rating. To successfully complete the action you
must roll equal to or under the difhculty rating
of that action on 2D6. The funny thing about
the difficulty level of the commands is that they
get casier the higher the difficulty rating (I
haven't been able to think of a better name for
it yer). You also have to apply all the relevant
modifiers to the difficulty rating for cach action
attempt that you make, this includes a
cumulative -1 moditier for each successive
action. Also unless specifically noted all
modifiers are also cumulative.

For instance moving has a difficulty rating of 9
which mcans that to move an army you must
roll 9 or less on 2D6. However there are quite
a few modifiers to this basic roll including a -1
per 300 points of army size and the +1 for
moving into unowned territory. Thus if vou
tried to move a 500 point army and there were
no other modifiers you would need to roll 4 9
or less on the first move, 8 or less on the
second move and so on. In most instances
there would be other modifiers to this roll for
terrain and so on. This is a rather complicated
way of going about things (taking a point then
adding a point), but it has been done this way
to make moving larger armies more difficult.

Base Difficulty rating — 9

‘Territory moving to is not owned

Territory moving to is owned by same player
Size of army being moved .
Territory moving from contains ¢nemy army
Territory moving to contains moderate terrain
Territory moving to contains difficule terrain

‘Territory moving to contains extreme terrain

Territory moving to contains impassable terrain

+1

+2

-1 per 500 points

-1

-1

-2 (+ may only move S00pt armies)
-3 (+ may only move 500pt armies)

cannot cnter
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cver come in 500 point transport capacity
blocks, thus if you want to transport a 1000
point army by sea vyou would have to have two
fleets to be able to do so and you would also
have to split your army into two 500 point
armies before even trying to board the ships.

For an army to board a fleet requires two
things. Firstly both the army and fleet must be
in the same territory at the beginning of that
campaign turn (obviously the fleet in the water
part and the army in the land part). Secondly it
requires a successful movement action check
on a difficulty of 9 with no added modifiers.
Once the army is successfully boarded the fleet
may move as normal.

If vou want the army to disembark the fleet
must obviously be in a coastal territory. Pretty
much the same procedure is used as for
cmbarking,  except  that  modifiers  for
subsequent actions and terrain modifiers such
as cliffs and forests must be taken into account.
Basically embarking and disembarking count
as a land movement action. Remember that
e¢mbarking  counts  as  an  action  when
calculating the roll needed for subscquent
movement by the fleet. Also once a fleet has
had its transported army disembark, the flect
may no longer move and neither can the army.
It is assumed that the off loading of supplies,
cstablishing a temporary harbour and so on
takes quite a while, besides vour soldiers will
most likely be feeling more than a lictle sea sick
s0 won't be too happy with being ordered to
march as soon as they get off the ships.

There is onc  slight  exception to  the
embarkation and disembarkation rules. When
attempting to do so in vour capital tile the
action is always an automatic success. This is
because it is assumed that vour capital territory
has a well equipped dock facility to help
facilitate the loading of troops and cargo
aboard ships. However, although this makes it

an automatic action, it still counts as an action
as far as consideration for subsequent action
check moditfiers.

When it comes to actually moving a fleet it is
effectively treated as an army that cannot go on
land. The base difficulty rating for water
movement is exactly the same as for land
movement, that being 9. However as you might
cxpect there is a completely different set of
modifiers for water movement which are given
in the table below.

The one main thing that you must remember
when calculating the action check required for
water movement is that the large sea tiles can
never be owned by anyone. The only sea
territory that can ever be owned by a particular
empire is the water section of a coastal tile.

If players really wish to do so then it is possible
to add further modifiers to this table to include
things such as ice flows, treacherous rocks,
coral reefs or sand banks. However 1 think that
adding this amount of detail to sea movement
in a normal campaign is a bit excessive.

5. Special Actions

Special actions ave just that, special. There are
two types of special actions, territory actions
and build actions. Special actions are used to
achicve all the other things in a campaign other
than moving troops, such as claiming new
territory, building new ships and so on.

Like all actions they are carried out by
individual armies, however there are two
things that makes them most different from
movement actions. Firstly only one special
action may be attempted by an army cach
campaign turn. Secondly an army may not
attempt any further actions after attempting a
build action, obviously if the attempt was a
failure then it would not be able to carry on
anyway.

Claim Action, Difficulty Rating and Modifiers

Criteria

Base Difficulty rating - 6

LEnemy territory -
For cach adjacent enemy territory-
For each adjacent friendly territory

Size of claiming army

1 per level
I per territory
+1 per territory

+1 per 500 points

Criteria

Base Difficulty rating - 6

For each adjacent friendly territory

Size of pillaging action

+ 1 per territory

+1 per 500 point
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