Map-Based Campaign

Updated March 5, 2007

Chapter 1 The Map and Orders

The Campaign Organizer- This individual is not a referee or Game Master but rather a person to whom players can submit their moves and who updates and maintains the campaign map.  Any rules disputes must be resolved between players.

The Map- The Area of the campaign is a map divided into 117 irregular sections, or territories.  The campaign will circulate around capturing these territories and defending them against other hostile factions.  Your armed force, divided into Banners, will move across this map face in order to secure these territories, but in so doing they may contend with or benefit from, the various features of the land.

Special Map Sections-  There are several map sections that have a unique name and rules that are detailed in a later chapter.`

Selecting an HQ Territory- To start the campaign, each player must select a single map section in which his realm will begin.  This map section, called an HQ territory, represents a small capital city, an underground warren, a necropolis, or an army base camp.


Each player rolls 2D6 to determine the order in which players select where their realm will begin (highest score picks first).  Players must select a section located on the edge of the map and may not select a marsh, road, bridge or special map section as their HQ territory, nor may they select an HQ territory within two spaces of another HQ territory.  Place a control counter, an HQ counter, and a single Banner in each player’s HQ territory.


An HQ Territory always counts as having a Fortified Counter while one of your Banners occupies it.

Losing HQ Territory:  A player that loses control of his HQ territory has the next three full campaign turns to regain control of the territory or else be eliminated from the campaign.  All the Banners of the eliminated player are removed from the map.  Half the territories controlled by the losing player (rounded up) will be picked and given control to the player that controls the HQ territory when the losing player is eliminated.  The rest of the territories will become uncontrolled.

The Campaign Turn
Each campaign Turn is organized into the following phases:

· Write Orders

· Execute Orders

· Fight Battles

· Retreat/Scatter

· End of Turn

Orders-  In each Campaign Turn, Banners may be given one of the orders listed below.  You can fill out the Banners Order Card or fill it out on a scrap of paper.  Some armies have special rules for movement (such as Forced March for Orcs) and should be indicated when they write these orders.  Possible orders include:

· Raze and Hold

· Raze and Move

· Move

· Fortify

· Recover
· Hold

Submitting Orders-  All players move simultaneously and must write complete orders at the start of each Campaign Turn.  If a player fails to submit orders for Banners, they act as though they received Hold orders.  After all orders are turned in, they are then executed in the following order:

1. Raze

2. Move

3. Fortify 

4. Recover
Raze- A Banner given Raze orders will burn crops and settlements, salt the earth, loot all useful property, and generally ruin the map section for armies who might seek to control it.  Depending on the Banner’s orders, it will either Hold after Razing, or attempt to Move.  If the Banner attempts to Move after Razing, roll a D6.  On a 4+, the Banner may Move as normal after making any Difficult Terrain Tests or any other special tests required.  On a 1-3, the Raze order has taken too long to execute and the Banner may not Move this turn.


Razed map sections may be controlled as normal but do not add to the number of Banners that realm may field.  When a Special Map Section is Razed, none of its special rules apply unless noted specifically.  A Razed map section may not be Fortified.
Move- In general, you may move a Banner into a single adjacent map section.  Banners may be moved into any adjacent section no matter how small the border.  If there is no enemy Banners in the map section, you may place a control marker there to indicate that you now control the map section.  Some armies have special rules for movement and mountains, river and special terrain features may also restrict movement.

· 
Difficult Terrain- Rivers, marshes, and mountains can block army movement.  When a Banner attempts to move into a map section that contains a mountain or marsh feature or cross a section border with a river along it, the controlling player must make a Difficult Terrain Test by rolling a D6.  A result of 1 or 2 means the Banner is halted and cannot move, as the troops failed to find a safe route through or around the terrain.  The Banner is treated as being given a Hold order.  The Banner may attempt to move again in the next Campaign Turn.  A result of 3-6 means the Banner moves as normal. 

· Don’t Pass in the Night- When enemy Banners are in adjacent map sections and both receive orders to Move into the enemy Banner’s map section, the Don’t Pass in the Night rule applies.  Banners will never pass each other and exchange map sections with out conflict.  In this situation, both players roll a D6.  The higher-scoring player’s Banner may move as normal; the lower-scoring player’s Banner remains stationary.  A battle is fought for control of the map section occupied by the lower-scoring play’s Banner.  It is assumed that the higher-scoring player’s Banner has moved slightly faster than it’s enemy, gets a jump on its foes, and is able to execute troop movements.  An exception to this rule is made when the higher-scoring player fails Difficult Terrain Test and cannot move.  In this case, the lower-scoring player moves, and a battle for control of the higher-scoring player’s map sections.  If both players fail a Difficult Terrain Test, neither Banner moves and no battle is fought.

· Living off the Land-  Each map section can support only one Banner, as your troops need food lodging, campgrounds, and supplies, which they will take from the countryside and local settlements.  Therefore, it is not possible for more than one friendly Banner to occupy a single map section.  The only time two Banners can occupy a single map section is when two enemy Banners are fighting a battle.

· Simultaneous Movement-  After orders are submitted, all movement occurs simultaneously.  It is possible for one of your Banners to vacate a particular map section, which will then be occupied by another Banner from your realm or one from another player’s army (remember the Don’t Pass in the Night rule).  

· Failed Moves- If a Banner cannot execute its movement orders, then other Banners cannot move into what was to be the vacated map section.  Such Banners act as though they had been given Hold orders instead.

Fortify-  If a Banner is given a Fortify order and is not brought to battle this turn,  then it spends the turn digging in, collecting supplies and scouting.  Place a Fortify counter on the map section at the end of the turn if no battle occurred here.  If a Banner given the Fortify order is brought to battle, it acts as though it was given Hold orders.

Banners that are attacked while in a map section with a Fortify counter may add 300 points of additional troops to their army list and may have a Defended Obstacle( in its deployment zone.

The Fortify counter is removed when the Banner that created it moves out of the map section, either from normal movement or by retreating.  

Recover-  Banners occupying Razed map sections may attempt to Recover them by rebuilding and transporting new infrastructure.  If a Banner is given Recover orders and is not attacked, roll a D6.  On the result of 4+, the map section Recovers and is no longer considered Razed.  For each subsequent turn the Banner attempts to Recover the map section, the player may add 1 to the die roll.  

Hold- A Banner given Hold orders remains in place and does nothing.  A Banner may wish to defend a map section it has Fortified in a previous turn or sees no advantage in moving.  When a Banner is not given orders during the Campaign Turn, it will Hold by default.

Chapter 2 Characters & Banners

Characters- A character leads each of your Banners. This character must be a Hero choice.  This character is selected and upgraded and given an Archetype when a new Banner is created and all is written down on the Banner Profile Sheet. This character may not be a Battle Standard Bearer.  This character may not be changed until he reaches the rank of Marshal. This character is the general for the new Banner even in instances where this character does not have the highest leadership in the army. A character’s points value is still taken out of the points value of the army.  If your character is killed in battle, roll on the Injury Chart after the battle and apply the results

Example- Alan has reached the End of Campaign Turn and his High Elves control enough map sections to allow him to field a new Banner.  Alan writes up a new character on a Banner Profile Sheet, giving the character any upgrades that he believes will be useful for a general of a Banner to have.  In this case he creates Finnion Longsight, a High Elf Commander.  Alan give Finnion a Sword of Might and an elven steed.  He also decides to give Finnion the Noble Archetype figuring that it’s a useful collection of abilities and fitting for a High Elf.  He writes all of this down on the Banner Profile Sheet along with the name of the Banner that Finnion will be leading.  Finnion begins at the rank of Chief and so may only field a 1500pt army until he gains ranks from fighting battles.

A character has archetypes that reflect his personality and can be a benefit in the battles he fights.  At the end of each battle this character fights and that he survives, you may roll on the ability table for his archetype and gain a new ability permanently.  If your character gains enough abilities he may increase in rank and may thus field a larger army in battle.

Example- Chris’s character, Harlock the Mighty is a Chaos aspiring champion with the Intimidator Archetype.  Harlock’s banner has just fought a battle and he survived it.  He may now roll on the Intimidator abilities table to gain a new skill.  In this case Chris rolls a 2 and Harlock gains the Executioner Ability.  This is also Harklock’s fourth battle that he has fought in and survived so he has gained enough Archetype abilities to be gain a new rank.  He moves from the rank of Captain to General and may now field a larger army in battle.

Marshals- When a character has gained all of the Archetype Abilities on his list he has reached the rank of Marshal.  This character may now be upgraded to a Lord character available in his army book. This is an option that must be selected when the character becomes a Marshal or else he will remain a hero level character.  He may have new common and magic items.  Write down all the new changes on the Banner Profile Sheet.  Note that this is still the same character and as such, any injuries he has sustained will remain and a certain limitation should be observed when upgrading this character.  Obviously an Empire Captain could not be upgraded to a Wizard, nor could a Beastman turn into a Minotaur.  A Hero should be upgraded to a Lord character that is concurrent to his profession (and race).  The only exceptions to this rule are as follows:

1. A Skink character (Shaman or hero) may be upgraded to a Slann Mage Priest.

2. A Skaven Engineer may be upgraded to a Grey Seer.
3. A Mortal Chaos character may be upgraded to a Demon Prince.

Some Hero characters do not have a Lord equivalent and so are stuck in their position and may not be upgraded.  Dark Elf Beast-masters, Empire Engineers, Vampire Count Wraiths and Wight Lords may not be upgraded to Lords.

Banners- Each realm supports a large armed force.  This force is broken up into fighting divisions called Banners, each of which is represented on the map by a marker.  Throughout the campaign, troops are moved, reassigned, killed, and transferred from region to region.  New recruits are hired, and existing armies are bolstered by new additions to their forces.  As such, each banner’s composition, other than its leader, will not necessarily be the same from battle to battle. 

The size of a Banner is dependent on the general leading it.  The less experience a character has, the less responsibility he will be given.  As he acquires Archetype skills from surviving in battles he will gain higher ranks and be able to gather a larger force around him


A Chief may field a 1500pts army while a Marshall will field a 3000pt army.  A Banner leader increases ranks by gaining Archetype abilities.  A Banner leader gains a new Archetype ability when he survives a battle.  An Archetype Starting ability does not count towards this total.

0 Archetype abilities = Chief- 1500pts

2 Archetype abilities = Captain-2000pts

4 Archetype abilities = General-2500pts

All Archetype abilities = Marshal-3000pts
Gaining and losing Banners and Characters

Bear in mind that if your armies loose battles, you will loose territory and your realm’s forces will grow smaller.  The number of territories you control determines the number of Banners you can field.


Each Realm has one additional Banner for every three map sections you control.  These are in addition to your starting Banner.

Realms can always field a minimum of one Banner. Remember to name each of your Banners in an appropriate manner.  If a player loses enough territories so that it cannot support one or more of its Banners then the player must remove Banners from the map (he must begin with Scattered Banners first) until the number of Banners is balanced with the controlled territories.  The character controlling the Banner is however, not lost entirely.   If a player removes a Banner and then in subsequent turns gains an amount of map sections necessary to have a new Banner then the removed character may return to lead the Banner.  All items and injuries must remain on this character and because of his time lost away from the battlefield, the character will return with one less Archetype, determined at random.

Chapter 3 Battles

Battles: After orders are executed, Banners that find themselves in a map section with another Banner will fight a battle. (!)  Unless the battle takes place in a special map section that has special scenario rules, both Generals make a Command Check to determine the scenario as detailed below.   Unless the scenario results say otherwise, the winner of the battle keeps his Banner in the map section and places one of his control markers therein.  The loser must Retreat into an adjacent map section that he or one of his allies controls.  If the losing Banner is Massacred in the battle, or has no friendly map section to retreat to, it is Scattered.  In the event of a draw, each player must move his Banner into an adjacent map section that he or one of his ally’s controls, and the map section in which the battle was fought does not exchange hands (a neutral territory remains neutral).  

Supporting Banners- All battles are fought between two Banners only.  However, it is possible for friendly Banners in adjacent map sections to the one in which the battle is being fought to support their friends in a battle.  A Banner may increase its point size by 500 points for every friendly Banner supporting it.  A Banner may only support a single battle.  In cases where there are several battles in adjacent map sections the controlling player must choose which one his Banner will support.  A Banner may not offer support if it is fighting a battle.  A Banner may receive support from more than one adjacent friendly Banner (and so may have 500, 1000, or more points added to its army size).  This can be cumulative to a Fortified bonus.  Banners do not need to receive orders to offer support to friendly Banners and may take other actions during the Campaign Turn (they may have Moved, Fortified, Razed, Held, or Recovered).

Most often, Banners will be supported by other Banners from their own realms.  It is possible for allies to support one another.  When this occurs, the allied players have two options:

1. The player whose Banner is engaged in battle chooses 500 points of additional troops from his own army.
2. The allied player may bring 500 points worth of Core troops from his own forces, which he will command himself, to lend support to the allied Banner.
Retreat/Scattered-  After battles are completed, Banners that have lost or  tied must Retreat into an adjacent friendly map section.  No Difficult Terrain Test is required to Retreat. If the losing Banner is Massacred in the battle, or has no friendly map section to retreat to, it is Scattered.  Scattered Banners are removed from the map until the end of the Campaign Turn.  If your realm is large enough to continue to support the Scattered Banner, then the controlling player may reform the Banner in the HQ territory.  The Scattered troops are reformed and reinforcements are conscripted to bring the Banner up to fighting form. 

A Banner that has no empty map section to retreat to is Scattered.

All Retreating, just like normal Movement, occurs simultaneously.  Thus, two or more Retreating Banners cannot Retreat to the same map section.  When only one friendly map section is available for two or more Retreating Banners, one Banner Retreats as normal; the other Banner or Banners are Scattered.

Command Check & Scenarios
To determine the scenario used in a battle both players make a Command Check before setting up.  Roll 2D6 and add the Leadership of their Armies respective Generals as well as other modifiers such as Archetypes.  The General with the highest result will have the Initiative and be able to choose one of the five Battle Scenario list below. 

Battle Scenario List

Pitched Battle- This is a normal battle as described above.

All or Nothing- This is a Pitched Battle, but the General that won the Command Check has upped the stakes and pushed his entire force into one suicidal rush.  The loser of this battle is automatically Scattered (including a Tomb Kings Banner).  Other Banners may not support a Banner that chooses this scenario, since no general would want anyone other than himself to push his troops into a suicidal assault.

Delaying Tactic- This is a Pitched Battle.  If you win or draw in this battle then both Banners involved in the battle must be given Hold orders in the next campaign turn.  Ignore this result if the opponent is Scattered. 

Flank Attack- This is a Flank Attack as described in the scenarios section in the Warhammer Rulebook pg 231.  The Attacker is the Banner that won the Command Check roll.

Blitzkrieg-A Banner that did not have a Move or Raze and Move order this turn may not opt for a Blitzkrieg.  This is a Pitched Battle.  If you are victorious in this battle your Banner may attempt to press the attack and follow into the map section where the defeated Banner Retreated.  Roll a D6 and on a 5+, the Banner may press the attack but must make a successful Difficult Terrain Test to do so if the terrain requires it.  If your Banner succeeds, both Banners must Hold in the next Campaign Turn and will fight a battle per the regular Pitched Battle rules, no Command Check is made.  Adjacent Banners may support as normal (remember that movement happens before battles), and any other bonuses and penalties apply.  Banners may not press the attack against Banners that have been Scattered.

Deciding Quick Battles: If two players do not find time to play out a battle before the beginning of the next campaign turn the result of the battle will be determined by a dice roll from both players. To dice off, both players roll 3D6 and add +1 for every full 200 points they can field above the opposing Banner size, taking into account variables such as fortified counter or support from adjacent Banners.  For instance if one Banner would field a 2000pt army and the opposing army is 1500pts then the first army would gain +2 to the roll. The player with the higher result wins the battle. If the higher-scoring player's result is 10 or higher than his opponent's, then he has achieved a Massacre, and the losing player's banner is Scattered as normal.
Chapter 4 Army Special Rules

Beasts of Chaos-  Beastmen are accustomed to living in the wilderness and dealing with harsh terrain.  As such, they may reroll any failed Difficult Terrain Test.
Bretonnians- Bretonnian Knights value honor and chivalry above all else.  They may only break an alliance by announcing their intention to do so and not by invading, Razing, or withdrawing support.  In addition, if an ally of a Bretonnian realm breaks an alliance with the Bretonnians by any of these dishonorable means, the Knights of the Bretonnian realm (not the commoners) will Hate all the turncoat troops, and the Bretonnian realm may not enter into alliances with the traitor subsequently.

Chaos Dwarfs- Chaos Dwarf Banners may move into mountainous map sections without making a Difficult Terrain Test.  As Chaos Dwarfs make their homes in the mountains, they are accustomed to the steep terrain and have no trouble finding safe passes.

Dark Elves- Dark Elves are masters of torture and sacrifice, practices they engage in both for religious reasons and for pure sadistic pleasure.  When a Dark Elf Banner Fortifies a map section, instead of taking 300 points of additional troops and adding a Defended Terrain Piece, the Banner may opt to sacrifice the indigenous populace instead.  The Banner gains no additional troops from the Fortified map section.  Instead the army gains D3+2 rerolls that the controlling player may use to reroll any D6 result in the game.  Khaine smiles on those who shed blood in his name.  Dark Elf Banners may also choose to Fortify a map section as other Banners do.

 Dogs of War- Dogs of War armies are expert at hiring and conscripting troops from the local populace.  As such, their standard Banner size is 200 points larger than that of other realms in the campaign, thus making a Banner led by a Captain 2200 points (before bonuses and penalties for Fortification, support, etc. are included).  In addition, Dogs of War are ruthless mercenaries with little care for whom they fight as long as their pockets are full.  Dogs of War may ally with any other army in map-based campaigns.

Dwarfs- Dwarf Banners may move into mountainous map sections without making a Difficult Terrain Test.  Steep mountains are where Dwarfs traditionally make their homes and so they are at ease in such environments and have no trouble finding safe passage.

Empire- The Engineers of the Empire are experts at making battlefield defenses and equipment.  When defending a Fortified map section, Empire troops may add 400 points of additional troops (instead of the normal 300-point bonus).  Also, the Empire player may add an additional Defended Terrain Piece to the table.  

High Elves- High Elves are masters of quick deployment and precise tactics.  High Elves automatically win Don’t Pass in the Night rolls.  If a situation arises in which two enemy High Elf Banners are trying to attack one another, both Banners make Don’t Pass in the Night rolls as normal.

Hordes of Chaos (Daemons)- Daemons, like the winds of Chaos, are highly unstable.  Instead of deploying new or reformed Scattered Banners in the HQ territory (or map section adjacent to the HQ), Daemon Banners appear in a random territory.  When a new or reformed Banner is to be deployed, the Chaos player must nominate six map sections in his realm (or fewer map sections if he controls fewer than six map sections) and roll a D6 to determine where the Banner appears.

Hordes of Chaos (Mortals)- Northmen are adept at pillaging land and making lightning fast attacks.  Your Banners add +1 to the Blitzkrieg scenario in order to press the attack.  In addition, opposing Banners only receive half the bonus points for Fortified counters or HQ territory bonuses.

Lizardmen- Lizardmen Banners may move across river borders or move into marsh sections without making Difficult Terrain Tests.
Ogre Kingdoms- Ogres are vicious in combat along with victory and to reflect this when calculating the results on the Victory Chart on page 103 of the Warhammer Rulebook, an Ogre Kingdoms Banner that wins a Solid Victory is counted as winning a Massacre instead. 

Orcs and Goblins- Though Elves and Skaven are faster than the greenskins, most Warbosses care little for the health and well being of the individuals in their army and think nothing of driving them through grueling day-and-night treks.  Each turn, a SINGLE Banner from an Orc & Goblin realm may make a Forced March to move through two map sections.  The controlling player must note which single Banner will be attempting a Forced March when he submits his orders.


After a Forced March order is submitted, the Orc & Goblin player must roll on the chart below and apply the results.  Note that either or both moves of the Forced March may be subject to Difficult Terrain Tests if the terrain warrants.  If a Difficult Terrain Test is failed before the first leg of a Forced March, the Banner is halted and cannot more at all, regardless of the result rolled on the Forced March Table.  If a Difficult Terrain Test is failed before the second leg of a Forced March, the Banner moves only one square and then stops, regardless of the result on the Forced March Table.


Forced Marching Orc & Goblin Banners will fight battles only in the map section where they end their move.  They cannot be brought to battle as they move through the first of two map sections during a successful Forced March.  Also, Don’t Pass in the Night rolls apply only to the final leg of a Forced March.  Note that an Orc & Goblin Banner may take control of two map sections in a single Campaign Turn by executing a Forced March.  A Forced Marching  Banner cannot return to the map section where it began the turn.  While it may be tactically sound to do so under certain circumstances, Orc Warbosses get frustrated if they don’t feel as though they’re “makin’ eadway.”

Forced March Table

D6 Roll

1- Mutiny. The troops refuse to obey the general’s orders to march through the night.  The Banner does not move at all this turn and acts as though it had received Hold orders instead.

2-3- Fatigue. The Banner presses on as best it can, but exhaustion overtakes the troops.  The Banner can move into one map section only.

4-6  Forced March. The Banner completes a successful Forced March.  Move the Banner two map sections.
Skaven- The Skaven are always expanding their Under-Empire, and a Skaven player may opt to move one or more of his Banners through the underground tunnels.  Should the Skaven player take this option, he must submit Move Underground orders for the Banner in question.  Instead of specifying a particular map section, the Skaven player should simply specify that he is moving underground.  The Banner is removed from the map and placed aside.  The Banner does nothing else in the turn it is given Move Underground orders and nothing else in the subsequent turn.  On the 3rd turn, the Skaven player rolls a D6.  If the result is 3+, the controlling player may place the Banner in ANY Razed section on the map.  This map section could be one in the Skaven realm; and occupied enemy one, in which case a battle would be fought for control; or an unoccupied enemy/neutral map section, in which case the Skaven player would assume control of it.  Treat the Banner as having recieved Hold orders for this turn.  However, if the result is 1-2, or if there are no Razed map sections at the start of the 3rd Campaign Turn, the Banner returns to the map section where it began its underground movement or to the Skaven HQ (Skaven players discretion) and acts as though it received Hold orders instead.

Tomb Kings- The relentless nature of the Tomb Kings makes it difficult to pursue and destroy their Banners.  As such, Tomb King Banners are seldom Scattered.  If Massacred, Tomb Kings Banners may Retreat as normal and are not Scattered.  In addition, to avoid being Scattered when there are no friendly map section into which to Retreat, Tomb Kings Banners may Retreat into unoccupied enemy or uncontrolled map sections and will immediately assume control of the map section.  Tomb Kings may only make this special Retreat move if there are no adjacent friendly map sections available for Retreat.  If there are no adjacent friendly map sections AND no unoccupied enemy map sections into which the Tomb Kings may Retreat, then the Banner is Scattered as normal. 

Vampire Counts- Vampire Counts can raise the corpses of their enemies to bolster their ranks.  Each time a Vampire Count Banner is victorious, it may add 300 points to its size in the next turn.  This bonus is lost if the Banner is dissolved prior to the start of the next turn or if the Banner does not fight a battle in the next turn.  (Thereafter, the extra troops are distributed throughout the Banners of the realm.)  Place a marker on the Banner when it is eligible for the bonus and remove it when the next turn is over.

Wood Elves- When Wood Elf Banners fight a battle in a Forest map section, they may add 200 additional points of troops to their Banner size.  As Wood Elves are experts at moving, fighting, and hiding in the woods, they are always able to bring a greater number of forces to bear in their favorite environment.
End of Campaign Turn
After all actions in the turn have been resolved, each player counts the number of map sections in his control and consults the Banner Table.  A Realm may have expanded enough to add an additional Banner or even more.  Perhaps the realm has lost territories and the player will have to dissolve Banners it can no longer support. Scattered Banners are dissolved in this manner first and then the player chooses from Banners left on the map.  Heroes from Banners that are removed in this way are lost permanently, subsequent new Banners will have new heroes leading them.

Newly formed Banners and Banners that were Scattered and reformed are deployed at the End of Campaign Turn in the HQ territory.  If the HQ territory is occupied and/or more than one new or reformed Banner has to be deployed, Banners may also be deployed in map sections adjacent to the HQ.  If both the HQ territory and some or all of the adjacent map sections are occupied by friendly Banners and/or controlled by enemy realms, players may not be able to deploy some or any new or reformed Banners in a given turn.  When these maps sections become unoccupied and/or become friendly in subsequent turns, new and reformed Banners may then be deployed in them during the End of Campaign Turn Phase.  No new or reformed Banners may be deployed at all if the controlling player’s HQ territory is controlled by another player.
Allies
In the Warhammer world, alliances are almost always tentative affairs.  Nonetheless, they can be useful tools during your realm’s expansion.  At best, alliances are marriages of convenience; at worst, they are weapons with which to manipulate an ostensibly friendly neighbor and maneuver him into a vulnerable position.  


Players may declare an alliance at any time, and allies should alert the rest of the campaign players that they have formed a pact.  Players may ally with as many players as they wish as long as the alliance is permitted by the Allies Table located on pg. 109 in the General’s Compendium.  


There is no fixed amount of time an alliance must last, although crafty players may want to put their treaty in writing and specify a minimum amount of time.  In the end, even with a written agreement, allies can stab one another in the back at any time.  Having it on paper does afford the betrayed player great propaganda and damning evidence against the turncoat, however.


As long as an alliance is in place, allies may take advantage of the following rules.

· Banners may move through their allies’ map sections without control of the map sections changing hands.

· Banners may defend their allies’ map sections by fighting battles therein.  If a Banner is victorious in an ally’s map section, the losing enemy banner must Retreat or Scatter as normal and control of the map section does not change hands (i.e., the victorious Banner’s ally maintains control of the map section).

· Banners may Retreat into allied map sections without being Scattered.  When Banners Retreat in this manner control of the map section does not change hands.

· Banners may support adjacent allied Banners in battle.

Alliances may be broken by employing one of the following methods.

· Announcement. During the End of the Campaign Turn, a player can announce that an alliance is broken (though only a foolish Bretonnian would honor an alliance and miss the chance to stab a former friend in the back).  During the next Campaign Turn, the rules for allies will cease to apply for the two realms in question.

· Invasion.  A Banner can end an alliance by taking control of one or more of an ally’s map sections.  The backstabbing player’s decision to do so must be noted in his orders.  Otherwise, the campaign organizer should assume that Banners moving through allied map sections do not intend to take control of those sections.

· Raze.  A Banner can end an alliance by Razing an ally’s map section that it occupies.  By Razing the map section in this way, the Banner also takes control of the section. 
· Withdraw of Support.  The final and most insidious way to break an alliance is to do so in the midst of battle.  When one of your Banners is supporting an allied Banner in battle, and you have opted to command 500 points of your own Core troops to lend support to your soon-to-be-former ally, you may withdraw support in the middle of the game.  This trick can be particularly devastating as, say, a flank, formerly believed to be held by stalwart allies, not only becomes vulnerable, but becomes the site of a surprise attack.  To withdraw support in the midst of battle, wait until it is you and your soon-to-be-former ally’s turn.  The surprise withdraw of support will occur during the Movement Phase when all charges have been declared, but no chargers have been moved yet.  You must then announce that your troops are withdrawing support.  None of your troops may do anything during your erstwhile ally’s turn, after which your troops will act (i.e., move, use magic, shoot, etc.) on your former opponent’s turn.  Your former ally must follow through on any charges he declared, but remaining moves may be made to respond to the new threat your troops pose to his forces.
Chapter 6 Archetypes and Injuries

Character Archetypes 

A character’s Archetype entitles him to one special Starting Ability and determines a possible course of advancement for that character as he gains experience and wisdom.  Consult the Archetype Table in the Warband Rules to see which Archetypes are available for your army of choice.  A character’s Archetype can never change over the course of the campaign.
After each battle your character is involved in and survives, roll on their Archetype Skill table to gain a new ability up to the five listed on each chart.  These abilities are permanent and are recorded with your Banner Profile Sheet.  Only a wizard character may have the Magician Archetype.  Reroll any duplicate result. 

Barbarian

Starting Ability- Bravado. This character and any unit he leads automatically pass the first Panic Test they are called upon to make.

D6 Roll

1-Charge. Once per game, any unit led by a Barbarian character (or the Barbarian character himself if he is acting alone) may add +D3” to its charge distance.

2-Over the Walls. The opposing Banner must have one less Defended Obstacle when facing this character.  Remove the Fortified counter from this map section after each battle this character is involved in.
3-Land Advantage. The opponent may not gain victory points for captured table quarters, if this character is alive at the end of the battle.

4-The Mob Rules. Once per game, a unit with a Unit Strength of 15 or more that is led by this character may double its normal rank bonus in combat (up to a maximum of three ranks for a total rank bonus of six).

5-Berserker Rage. Once per game, the character and any unit he leads may fight a single round of combat as though they are Frenzied.  The controlling player must declare that he is using the Ability before the combat round begins.  This ability may not affect models that are Frenzied or Immune to Psychology. 
6-Choose. The player may choose one of the Abilities listed above.

Intellectual
Starting Ability-  Master Scheme- This ability does nothing initially, however, if this character acquires all the Intellectual Archetype abilities then while he is attached to a Banner, all the Banners you control will  receive a +1 to Command Checks.

D6 Roll

1-Speedy Deployment. After deployment but before the game begins, one friendly unit or model within 12” of this character may make a bonus move up to 2D6”. This unit counts as moving during it’s army’s first turn.

2-Flankers. One unit in the Warband of no greater than Unit Strength 10 may be nominated as a flanking unit. The flanking unit will enter the board from any spot on any table edge (controlling player’s discretion) on a D6 roll of 6 on Turn 2, of 5+ on Turn 3, of 4+ on Turn 4, of 3+ on Turn 5, and of 2+ on Turn 6. If the flankers do not show up at all, they have lost their way but are not counted as casualties.
3-Perceptive. Once per game, the controlling player may declare that this character is employing his exceptional powers of perception and tactical assessment.  The controlling player’s opponent must reveal all “secrets” and hidden items and troops (e.g., magic items, Night Goblin Fanatics, Assassins) within 18” of the character with this Archetype Ability.

4-Dictate Terms- This General may add +2 to his Command Check roll and must use the Flank Attack Battle Scenario if he wins the roll.

5-Wolf Paws. This Banner may reroll Difficult Terrain Tests
6- Choose.  The player may choose from the abilities listed above.
Intimidator

Starting Ability-Raider. The Banner led by this character is +1 to the Raze and Move roll.

D6 Roll

1-Hold Fast. Once per game, the character and any unit he is with may reroll one failed Break Test.

2- Executioner. After Combat Resolution has been calculated but before a Break Test has been made, this character may execute a number of models in the unit he is with up to his number of Attacks.  Do not roll to hit or wound; simply remove the models as casualties.  These casualties do not count towards Combat Resolution.  For each model executed as punishment for failure, subtract 1 from the result of the dice when rolling the Break Test to represent the renewed sense of resolve that the Intimidator’s leadership has inspired. 

3-Reckless Charge. Once per game, the character and any unit he is with may add D3” to its charge move but will hit only on a result of 5 or 6 in the 1st round of combat.

4-Hold Your Ground. Any fleeing friendly unit, even with less than 25% of their original numbers within 12” of this character will automatically Rally.

5- Mighty Blow.  Once per game, the character may give up all of his usual Attacks to make a single Attack at +3S (no other Strength bonuses or abilities from Magic Items or mundane weapons such as Halberds, apply to this Attack).

6-Choose.  The player may choose one of the Abilities listed above.
Magician

Starting Ability- Calmer of the Winds.  As long as the Magician character is on the tabletop, the controlling player may reroll any result on the Miscast Table.  The second result always stands.

D6 Roll

1-Nullifier. Once per game, the Magician character may add an additional die to the Warband’s pool of Dispel Dice.

2-Enhancer. Once per game, the Magician character generates an additional Power Die, which is added to the communal pool available to any friendly Wizard.

3-Potential. Before a battle roll a D6.  On a 5+ this character knows one extra spell for this battle.

4-Eagle Eyes. The Magician character has eyes above the battlefield that allow him to foresee enemy movements.  The character may add +1 to his Command Checks.

5- Counter Magic. Once per game, the Magician character can ignore the fact that an enemy spell was cast with Irresistible Force and may attempt to dispel the spell as normal.

6- Choose. The player may choose one of the Abilities listed above.
Noble

Starting Ability- Noblesse Oblige. This character may not choose the All or Nothing Battle Scenario.  Also, the character’s nobility inspires his troops such.  As such, he will always pass Look out, Sir rolls; he can make and will always pass Look out, Sir rolls even when there are fewer than five models in his unit.

D6 Roll

1-Duelist. The character fights at +1 to hit any time he is fighting in a challenge.  This bonus does not extend to the character’s mount.

2-Despise Cowardice.  Any unit or model that chooses the flee reaction in response to the Noble character’s charge inspires disdain in the Noble.  For the rest of the game, the character and any unit he is with Hates the unit or model that fled.

3- Line in the Sand.  This character adds +1 to Command Checks while his Banner has the benefit of a Fortified counter.

4-Gentlemanly Restraint.  This character and any unit he is with automatically pass the Leadership Test for Restraining Pursuit.

5-Challenger.  The character must always accept a challenge when one is issued.  However, the character adds +2 Ld to his score (to a maximum of 10) in every turn in which he is fighting the challenge.

6-Choose.  The player may choose one of the Abilities listed above.
Psychopath
Starting Ability- Vicious Pursuit.  This character may not choose the Delaying Tactic Battle Scenario.  The character and any unit he is with must always pursue a fleeing enemy.  However, they may add D3” to their pursuit move each time they do so.

D6 Roll

1-Dauntless.  Once per game, the character and any unit he is with may reroll a failed Break Test.

2-Crazed.  Once per game, the character and any unit he is with may fight a round of combat as though they are Frenzied.

3- Murderous Intent.  This character may add +3 to Command Checks and must choose the All or Nothing Battle Scenario if he wins the roll.

4- Resilient.  This character may reroll any result on the Character Injury Table.  The second result stands.

5-Determined.  Once per game, the character and any unit he is with may fight a single round of combat as though they were Stubborn.

6-Choose.  The player may choose one of the Abilities listed above.
Trickster
Starting Ability- Withdraw. Any unit/model in this Character’s army (not allies), even ones with less than 25% of its starting numbers, will automatically Rally after choosing Flee as a charge reaction.  Fast Cavalry may use this ability and still move thereafter.

D6 Roll

1- Fast Footed.  The Banner this character is attached to may add +1 for Difficult Terrain Tests.
2-Slinker. The opposing Banner may not gain victory points for Enemy General Slain (he snuck away!) nor for Captured Battle Standard (he snuck of with it!).

3- Even the Odds.  The Banner opposing this character must have one less supporting Banner in his army to a minimum of one.  If two Banners are supporting the opposing army only one will arrive, so only 500 rather than 1000 pts will be added to the list.  A Banner supported by only one Banner will always receive the support.

4-Sneaky. This character may refuse a challenge but still remain in the front rank to continue the fight.

5-Worldly.  Choose another Archetype (other than Magician) and make a roll on that Ability Table.

6-Choose. The player may choose one of the Abilities listed above.
Veteran
Starting Ability- Iron Nerves. This army gains a reroll that may be used once per game on a To Hit, To Wound or a single D6 on a Leadership test.

D6 Roll

1-Commander’s Discretion. This Veteran General is +1 to Command Checks.

2-Fearless. The character and any unit he leads automatically pass the first Fear or Terror test they are called upon to make.

3- Disciplined. The character and any unit he leads may reroll failed Leadership Tests to restrain pursuit.

4-Strong Blows. Once per game, the character and any unit he leads may reroll all their to wound rolls in a single turn of Close Combat.

5-Grizzled Fighters. Once per game, he character and any unit he leads may reroll all their to hit rolls in a single turn of Close Combat.

6-Choose. The player may choose one of the Abilities listed above.
Injury Table

At the end of a battle in which your General has been slain (not when his Banner is Scattered), roll on the chart and then apply the results.  A result that is permanent cannot be suffered more than once (you can’t loose both your eyes or arms but you can suffer multiple Head Wounds). Injuries marked with a * may only ever be suffered once.

2D6 Roll

2- Severe Arm Injury.* Lose an arm, -2 WS, may not use great weapons or a shield

3- Battered!* Character suffers –1 Toughness permanently.

4- Head Wound.* The character permanently suffers from Stupidity.  

5- Loss of an eye!* –2 Ballistic Skill permanently.

6- Deep Wound. This character has one less Wound for the next Campaign Turn.

7-8 Beaten Down. This character is at half attacks (round up) during the next battle he participates in.

9- Old War Wound.* –2 Initiative permanently.

10- Leg Injury.* 1/2 Move characteristic permanently (round up).

11- Weakened.* –1 Strength permanently.

12- Impressive Recovery. Full recovery and you may roll on your Archetype Ability Chart for a new Ability. 
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Chapter 7 Map Section Rules

Normal Map Sections

Mountain Map Section
Jagged cliffs and towering spires make navigating these areas very difficult.  A Difficult Terrain Test is required to enter this map section.

Forest Map Section

Vast trees, shrubs, and other vegetation clustered together.  These places do not hinder a Banner, but only the Wood Elves know a forest’s true potential.

Plains Map Section

This is a large expanse of flat, dry land.  Good luck finding water.

Marsh Map Section

This is a sunken morass that presents an inhospitable and grueling path to cross.  Only Lizardmen would find this place hospitable.  A Difficult Terrain Test is required to enter this map section.

River Borders

Long deep rivers travels in between the borders of some map sections.  A Banner attempting to cross a river must make a Difficult Terrain Test.

Bridge Map Section

A Map Section containing a Bridge is treated as normal terrain unless it has a Razed counter on it in which case a difficult terrain test is required in order to enter this map section.

Special Map Sections

This is a list of the important and unique locations on the map campaign.  It is possible that control for these places will become the focus of many Banner movements as each realm seeks to control and benefit from the advantages of these areas.  Remember that a map section’s special rule is removed while it has been razed, unless stated otherwise in the rule’s description.

The Meeting Stones

This collection of chiseled pillars and smooth slabs was, in a previous age, a gathering place for local tribes for parley and rituals.  Long abandoned, this place retains some of the essence of conciliatory feeling that the stones had been built for.  The Meeting Stones is a Mountain section.  

Parley Circle:  A player who controls The Meeting Stones and is part of an alliance will gain a +1 to Command Checks for all his Banners and the Banners of anyone who has an alliance with this player.   This ability is removed while the map section is Razed.

The Tower Totenhorn

The shattered tower of Turm Totenhorn has stood since the Empire controlled the territory and the structure has a commanding view of the surrounding plains.  This is a Plains section.  The map section retains the Watchtower and Command Post ability even if it Razed.  A Banner in the Turm Totenhorn map section can take advantage of the following rules:

Watchtower. Banners that begin the campaign turn in the Turm Totenhorn map section, always win Don’t Pass in the Night rolls, even against High Elf Banners.

Command Post.  In battles in the Turm Totenhorn and adjacent map sections, a player that controls this map section may choose which side of the table to deploy their forces on and whether to take the 1st or 2nd turn.  

Brunn

The fortress-town is a large settlement that has maintained its existence because of the stout stone walls built by ambitious conquerors many decades ago.  It now stands abandoned.  This is a Plains map section.  

Vast Resources:  Because of the nearby mines and well established fields, Brunn is counted as three map sections for determining the number of Banners a realm may field.  

Brunn Castle:  If a Banner from the realm that controls Brunn is attacked in this map section, the Banner will withdraw into the fortress rather than meet the enemy on the field.  Play a Siege scenario instead of a Pitched Battle, no Command Check is rolled.  Note that, Brunn is already Fortified and it cannot be Fortified further. The Attacker is allowed a normal Banner size and any normal bonuses.  Both sides are allowed to buy siege equipment.  If the defender is defeated, his Banner is automatically Scattered.

The Camp of the Black Hand Tribe

The Camp of the Black Hand Tribe is a rocky inhospitable region that hosts a seasonal campsite for local greenskins.  The area is largely infertile and only Orcs and Goblins would find the landscape pleasant to build on.  This is a Plains map section.  

Orc Raiders:  Whenever Banners fight a battle in this map section, each player should roll a D6, consult the chart below, and apply the results.  Do not make this roll while the territory has been Razed.  When the Banners do battle in this section the local tribes of Orcs can disrupt the armies.

1-2 -The Banner encounters few of the local greenskins.  The Banner is not affected in any way.

3-4-The Banner encounters a small band of Orcs & Goblins.  Orc & Goblin Banners may recruit them and add 2D6x20 points of troops to their numbers for the upcoming battle only.  Non-greenskin Banners suffer from ambushes and small skirmishes that precedes the main battle and lose 2D6x20 points beforehand.

5-6 -The Banner encounters a large warband of Orcs, perhaps a small Waaagh in the making.  Orc & Goblin Banners may recruit 2D6x40 points of troops for the upcoming battle only.  All other Banners lose 2D6x40 points of troops in the encounter.

The Warrens

Jagged boulders and unpleasant creature inhabit this gutted valley.  All manner of unpleasant creatures inhabit and contend for food among the sharp and barren landscape.  A Banner must make a Difficult Terrain Test to enter this map section.  This map section is always counted as Razed and may not be Recovered.  Obviously the special rules for this map section still apply.  

Unpredictable Terrain:  All Generals fighting battles in this maps section with a leadership of 8 or greater are –3 to their Command Checks.

Loathsome Inhabitants:  While you control this map section, and you are a Beasts of Chaos, Dogs of War, Ogre Kingdoms, Orcs & Goblins, or Skaven player, your Banners may have an additional 2D6x40 points in battles at this map section or map sections directly adjacent to the Warrens.

Freitown

This town sees a great deal of foreign trade, despite its remote location.  This traffic brings a number of specialist mercenaries, caravan guards and other well trained soldiers into the town.  This is a Plains map section.  

Exotic Market:  If you control the map section containing Freitown, you may add an additional Special OR Rare choice to every Banner in your realm.  For instance, a 2000pt Banner could field 5 Special choices where they could normally have only 4 choices.  This extra Special OR Rare choice must be paid for from your normal allotment of points and does not affect the minimum number of Core choices you must field. 

Twilight Harbor

A vibrant harbor town that is the only reliable connection to the nations of the Old World.  It is one of the few places in the world that one can find members of many races walking it’s streets, from humans and dwarfs to elves, ogres and more.  This is a Plains map section.  

Far Travelers:  A realm that controls this map section may include an extra hero choice in each of their Banners.  

Twilight Bridge
This is a thin strip of rocks and sand that forms the only land path to Twilight Harbor, at least during low tides.  

Tidal Bridge:  During each odd numbered Campaign Turn a Banner must make a Difficult Terrain Test in order to enter this map section.  Lizardmen may ignore this test.  This rule remains even when this map section is Razed.

Chapter 8 Siege Rules

Walls and Gates

In a siege, walls, gates and towers are treated like a building as described in the Warhammer rules book, page 97-99, with the following exceptions.

Towers

A tower may not be assaulted except by flying units, since its walls are too tall for other units with siege equipment.  A unit occupying a tower may shoot with up to 20 models rather than 10.  A war machine may occupy the tower but it takes up all the space and no other unit may occupy the tower at the same time.

Destruction:  A castle section in a siege may be destroyed by very powerful attacks from shooting or some other siege weaponry.  See the shooting, building damage chart and siege equipment sections for more details.

Movement:  A unit moving into a wall or gate treats each section as a separate building, therefore each section may have a single unit with a unit strength no greater than 30 and distances for psychology and shooting at the unit is measured to that section as per the normal rules.

Shooting:

Shooting into a Building:  Use the normal building rules for shooting at a unit in a tower, wall or gate section.  Also, if a shooting attack with a strength of 8 or greater is directed at the unit occupying a wall or gate section, there is a chance of damaging or collapsing the entire structure.  Along with any normal damage directed at the occupying unit, roll to damage the section as detailed below.

Shooting from Buildings: Because the ramparts or a wall and gate are designed in this way, up to 10 models, or 20 if it is a tower, rather than 5 may shoot from these sections.  These sections are considered elevated positions (pg.9 W.R.) and so may shoot at a larger number of targets.

Assaulting Buildings:  Fighting an assault to take control of a castle section is very similar to the normal rules for assaulting a building.  Charging a building is treated as the normal rules; measuring distance to the building, charge reaction, etc.

Some units that are not armed with siege equipment may instead try to assault a castle section (such as a gate) with the intention of knocking it down.  Such a unit may make a normal charge against a section and in the ensuing combat may make its normal attacks against the building itself.  Attacks hit automatically, consult the Building Damage Table to see if the attacks cause damage to the section.  At the end of the combat the unit is placed 1” away from the section, (if it still stands) out of combat.

Fighting an assault: Instead of each side having a number of models up to unit strength 10 involved in the combat, the type of siege equipment used by the attacker determines the number of models that may fight in the combat.  If the attacking unit is flying then combat is resolved as normal with each side fighting with models that have a total unit strength no greater than 10.  See the description for siege equipment below.

Combat Resolution:  This treated as normal except that the defenders have a +1 to combat resolution from High Ground, unless the attackers are flying.

Buildings and Fleeing:  This is treated as normal.

Buildings & Magic:  This treated as normal, with the addition that magical shooting attacks with a strength of 8 or greater directed against an occupying unit have a chance of damaging or collapsing the castle section.

Siege Equipment: Both the attackers and defenders in a siege may acquire equipment to help in their tasks.  

Attacker’s Equipment:

Ladders:  Each non-skirmishing, infantry unit containing models with an individual Unit Strength of 1 that is part of the attacking army may have ladders to use against gate and wall sections.  Towers are too tall to be assaulted with these rickety tools.  A unit may have 1 ladder for every 5 models in the unit’s starting size.  When fighting in an assault using ladders the attackers use 1 models for every ladder in the unit while the defender may use up to two points of unit strength for every ladder in the attacking unit.  Example: An attacking unit with a unit strength of ten assaults a wall section.  They have two ladders so in the ensuing combat the attackers would fight with 2 models while the defender would have 4.  If the unit suffers casualties (perhaps from shooting) so as to reduce its size by 5 then it must reduce the number of ladders it is carrying by 1.

Grappling Hooks:  Each skirmishing unit containing models with an individual unit strength of 1 may carrying Grappling Hooks.  A unit with Grappling Hooks that assaults a wall or gate section will fight the combat with up to 10 models and the defenders will models with a unit strength of 10 or less.  The attackers will require 6’s to hit in this combat.

Siege Tower:  A Siege Tower costs 100pts and an attacker may have 0-1 for every 1000pts in his army.  An attacking unit with starting unit strength of 10+ may purchase a Siege Tower.  If the unit’s unit strength is ever reduced below 10 (perhaps from shooting) they may not move further with it and must abandon the Siege Tower where it stands.  A unit that begins the game with a Siege Tower may make a free move of 2D6” directly towards the castle after setup but before the first turn.  A unit with a Siege Tower may not march, but will move double distance for charging as normal.  When shooting at a unit with a Siege Tower randomize any hits between the unit and the tower.  On a 1-3 the tower is hit and on a 4-6 the unit is hit.  The tower has a T7 and 4W.  In a combat away from a castle section the unit with a Siege Tower will form a normal front rank in front of the tower and then the Siege Tower will take up 6 places in each rank behind it and each rank that must be considered full must have at least two models in it (on each side of the tower).


When a siege tower assaults a wall or gate section, in the ensuing combat the attacker may use a number of models with a total unit strength of 6 and the defenders with a total unit strength of 8.  The defenders do not gain a High Ground bonus in this combat.  If neither unit flees from combat resolution then the combat will continue into the next turn rather then end after the combat phase.

Battering Ram:  This siege equipment is 50pts each.  A unit with a unit strength of 10+ may purchase a Battering Ram. .  If the unit’s unit strength is ever reduced below 10 (perhaps from shooting) they may not move further with it and must abandon the Battering Ram where it stands. A unit with a Battering Ram may not march, but will move double distance for charging as normal.  When shooting at a unit with a Battering Ram randomize any hits between the unit and the tower.  On a 1-2 the ram is hit and on a 4-6 the unit is hit.  The ram has a T7 and 3W.  Instead of assaulting a gate section’s ramparts, a unit equipped with a Battering Ram may attempt to destroy the gate and enter the castle directly.  When a unit with a Battering Ram charges a gate section it does not fight a normal combat, a unit occupying the gate section may stand & shoot as normal, during the combat phase the assaulting unit makes a single attack against the gate section.  This attack automatically hits the gate on the gate section with a Strength of 8, +1 for every full unit strength of 10 beyond 10 (Max S10). Example:  A unit of 7 ogres armed with a Battering Ram assault a gate.  They have a Unit Strength of 21 and so would make a single attack with a strength of 9. A Halberdier unit with a Unit Strength of 30 would make a single S10 attack against the gate.
Defender’s Equipment:

Boiling Oil:  A pot of boiling oil costs 30pts.  A unit occupying a wall or gate section that is equipped with a cauldron of Boiling Oil may use this item rather than stand & shoot with any normal ranged weapons.  Obviously the oil cannot be used against a unit assaulting with a siege tower.  To use the oil, after the assaulting unit has made it’s charge move up to the gate and wall section (if the charge was successful) then place the small template over the attacking unit with the edge touching the side of the wall.  Any model completely covered is automatically hit, models partially covered are hit by the oil on a 4+.  All models hit suffer a S5 hit with no armor saves possible.  Any wounds suffered will count towards combat resolution.  Boiling Oil may only be used every other turn (it takes time to heat more of it).  

Rocks:  A unit that is not equipped with Boiling Oil may be given Rocks for 1pt per model in the unit.  Once per game a unit armed with rocks and occupying a gate or wall section may stand and shoot with the rocks rather than with any normal shooting weapon they possess.  Roll to hit as normal for a stand & shoot (-1 to hit), each Rock has a S4.  Wounds inflicted count towards combat resolution that turn as normal.  

Castle Damage Charts:  Any shooting attack or close combat attack with a S8 or greater has a chance of damaging or collapsing a castle section.  Take the Strength of a hit and add the number of wounds the attack would normally cause (such as 1 for a normal attack or D6 for a Great Cannon) and then roll a D6, add the total together and consult the relevant chart.  If a section collapses during the shooting, magic or combat phase, then any models occupying a section will suffer an automatic S5 hit.  The section is removed from the battlefield and the unit that was occupying the section (after passing any relevant panic test) will be placed where the section had stood and may act normally from there.

Tower Section:  A Tower is reinforced and forms the bastions of the castle making them hard to collapse.

Result:

10-16:  The Tower is shaken by the hit but remains intact.

17-18: The Tower shudders from the hit.  A unit occupying this section may not shoot next turn.

19+:  With a resounding crack the Tower collapses upon itself and is removed.  The area were the Tower had stood counts as a defended obstacle for any unit occupying the space.

Wall Section:  Sturdy rock slabs that will deflect all but the strongest hit.

Result

10-15:  The Wall section is unmoved.

16-17:  The ramparts are broken up by the hit and the wall is holed in places.  A unit occupying the section may not shoot next turn.  Add +1 to any subsequent rolls on this chart for this section.

18+:  The Wall crumbles on itself.  Remove the section from the battlefield.

Gate Section:  Against shooting attacks directed at this section including shots that do not roll to hit (cannons and stone throwers) roll a D6 for each hit.  On a 3+ roll on the Wall Section damage chart.  On a 1-2 the shot has struck the gate itself, roll on the Gate Section damage chart.  Any close combat attacks directed at the gate section will automatically hit the Gate.

Result:

10-13: The Gates suffers the hit but remains standing.

14-15:  The Gate is weakened from the hit.  Add +2 to any subsequent damage roll for this gate.

16+:  The Gate is smashed in.  Attacking unit may continue to assault the rest of the section as a wall or move through the gateway.

Errata Index

 3-5-07:

Added- 

· “This unit counts as moving during it’s army’s first turn.” To the Intellectual Speedy Deployment ability.

· “Losing HQ Territory:  A player that loses control of his HQ territory has the next three full campaign turns to regain control of the territory or else be eliminated from the campaign.  All the Banners of the eliminated player are removed from the map.  Half the territories controlled by the losing player (rounded up) will be picked and given control to the player that controls the HQ territory when the losing player is eliminated.  The rest of the territories will become uncontrolled.”

· Deciding Quick Battles: If two players do not find time to play out a battle before the beginning of the next campaign turn the result of the battle will be determined by a dice roll from both players. To dice off, both players roll 3D6 and add +1 for every full 200 points they can field above the opposing Banner size, taking into account variables such as fortified counter or support from adjacent Banners.  For instance if one Banner would field a 2000pt army and the opposing army is 1500pts then the first army would gain +2 to the roll. The player with the higher result wins the battle. If the higher-scoring player's result is 10 or higher than his opponent's, then he has achieved a Massacre, and the losing player's banner is Scattered as normal.
( A Defended Obstacle may be a Hill, 6-12” of Walls, or a Building no larger than 8”x8”.





