[bookmark: _ln5mvi1gemmz]Campaign: A Tale of the Crimson Peaks

The Vetian villages harbour many tales and legends regarding the Crimson Peaks, be it about the fabulous forges of the Dwarves, the wild shrines of the Beastmen or the arcane groves of the Elves. Darker tales of Undead and Daemons can also be heard, though most villagers have lived undisturbed by these evils for several generations. A tale heard often is that of the Triskelion, an ancient structure hidden in the mountains. Some say it was built by the Elves in the Second Age, who fought bitterly against the Dwarves, some say it was built by the Dwarves and their intrusion angered the Beasts, who tore it apart. At least two different tales speak of Vampires and Necromancers who tried to find it during the times of the Black King of Equitaine. It seems that, by chance or fate, several adventurous generals have managed to gather enough resources to make another attempt at uncovering the truth.
[bookmark: _pi50bso2rlof]1. Introduction
Welcome, general, soldier, or adventurer of curious mind! This document  describes the rules for a map campaign in the setting of Fantasy Battles: The Ninth Age, or T9A for short. 

The goal of the campaign is to reach the legendary Triskelion, a structure hidden somewhere in the Crimson Peaks, a mountain chain in south-western Vetia. Its nature varies wildly depending on whom you ask, for some it is a sacred temple, for others a place where the Veil is thin, and for others the opportunity to get rare materials, some treasure and, if the legends hold true, powerful magical artifacts. No matter their motivation, it will be clear from the start that the path to the Triskelion is full of unwanted attention from other courageous explorers (or greedy thieves, depending on the point of view).

The campaign can have any number of players, but in practice a number between 3 and 9 will provide the best results. For a low number of players tree campaigns might be more suitable, while for a higher number of players one can dare to play more ambitious map campaigns with complex resource and army management, diplomacy and terrain rules. Regardless of the number of players, you are always welcome to try the campaign out.

This campaign system is designed to last for 6 or 8 Turns, where each turn typically requires up to 2 battles per player to be fought. We wanted the campaign to be flexible enough to be adapted to the schedule of different gaming groups, so a Turn can last between one week and two months, depending on how much time is available for the players to fight their battles. 

Another feature is the escalation system, which represents the growth of the army forces of each player over time. In the beginning the armies are relatively small and contain a higher percentage of Core units, to represent the initial troops that start to explore and settle in a section of the Map. As time passes by, Generals are able to recruit more exotic forces for their army and field a larger number of troops, until they reach the 4500 points of classical T9A armies. Winning battles will of course reap rewards for the victorious Players, while defeats will slightly increase the grim determination of the soldiers to get vengeance.
[bookmark: _jxdojma7kt8o]2. The Map
The map of the campaign is made up of hexagonal tiles. It can be set up in any way the organizers/players of the campaign see fit, but we provide one example map below.
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Example Map for the Campaign.
(Made with Inkarnate: https://inkarnate.com/)

Each hex can be owned by either a player or it can be Neutral. A hex controlled by a Player can be indicated in the map with a marker of the colour chosen by that Player, and the set of all hexes controlled by a single Player constitutes its Realm. The Realm represents the land under control of the faction chosen by the Player, and its inhabitants and resources that provide food and manpower (or ratpower, if you play Vermin Swarm) to keep armies active. 

We chose not to represent the location of specific armies in the map and the logistics behind mustering troops to lower the amount of bookkeeping, allowing players to put more emphasis on the actual T9A battles. Feel free to include extra rules for this if your group enjoys those aspects!

In custom made maps, we recommend that the Triskelion is kept outside of the Players’ immediate reach so its location is only accessible in the late part of the Campaign.
[bookmark: _q8xizh5yxtam]2.1 List of terrain elements in the map
· Forest
· Hills
· Mountains
[bookmark: _wcwbfgu6yeyh]2.2 List of structures in the map
· Watchtower
· Village
· Ruins

These terrain elements and structures influence the terrain features present in the battles fought in the hex where they are located, and some of them provide benefits for battles happening in surrounding hexes, as is explained later in Section 5.
[bookmark: _m35y8q3nabgc]3. Initial Setup
[bookmark: _f9zikhbcx05p]3.1 Starting Realms
As mentioned before, a Realm is represented in the map as the set of tiles a player owns, which is assumed to provide enough supplies and space for two armies dedicated to fight other Players. As the size of the Realm grows, a Player will need to dedicate some of his troops to control a larger area, so the number of armies available to a Player to fight other Players remains two throughout the whole campaign.

Each Player chooses at the start of the Campaign a colour which will be used to mark their controller territories. Divide the territories as evenly as possible among the Players, such that they control the same number of hexes and no Realm is completely surrounded by other Realms. 

An example for 4 Players in the Map is provided in the next page.
[bookmark: _pqgr5h33jkjg]3.2 Starting Armies
At the start of the campaign each player has two armies available from one of the factions in T9A. Each army must comply with the Warband rules in the T9A Rulebook and with the following army organization rules:

1) The maximum number of points is 3000 points.
2) The minimum Core percentage is set on 35%.
3) No single unit can cost more than 800 points.
4) No model in any army can take the Wizard Master upgrade.
5) The Special Equipment allowance for each character is limited to 75 points, but a single character in each army may take 150 points in Special Equipment.

Feel free to change the starting point size for your campaign if you wish to start with smaller armies. If you do this, we recommend that you also change the maximum cost of single units. Another option is to use the T9A: Quickstarter rules for the first turns of the campaign, which is particularly useful when teaching new players!
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Example of Starting Realms for a Campaign with 4 Players.
(The player markers were added with Dia: http://dia-installer.de/)

Note that during the campaign the players will get rewards that will lift these restrictions on their armies, as detailed later on. Victorious armies will attract exotic troops and will be able to lift these limitations faster.
[bookmark: _ahd0ytxamrz0]4. The Campaign Turn Sequence
Each Campaign Turn consists of 4 phases, listed below.

1. Declaration of Map Movements.
2. Decision on which Battles need to be fought.
3. Fighting the Battles.
4. Determine Campaign Progression according to the Results from the Battles.
[bookmark: _hng5t1odrfz]4.1 Declaration of Map Movements.
During this phase Players declare which hexes they are going to invade. Players can choose up to 2 hexes to invade from those up to 2 hexes away from their Realm, which can be either Neutral or part of another Player’s Realm. Players cannot move their two armies into the same hex.

In order to determine the order of declarations, you can use either of these systems:
I. All players write their Movements in secret and reveal them simultaneously. This can be achieved either by writing them in papers and revealing them in a meeting where all Players are physically present, or writing them in documents which can be compressed with a password and send to a Campaign Master (who can be one of the Players).
II. An Order of Declaration is determined at the beginning of each Campaign Turn, which Players then follow to declare their Map Movements. For example the Order can be lower Real size first (this allows players who are behind to have the initiative). Another option is to determine it randomly every round, with a bonus for Realms who control certain structures such as Watchtowers or Villages. Since there are 2 Map Movements per Player, the Order can be different for each set of Movements. For instance, Players may declare their first Movement in the order of lower Realm size first, and then the Order is reversed and the Player with the largest Realm size starts the Movement declaration for the second Movement.

Regardless of the method chosen to determine the Order of Declaration, it will be kept throughout the whole campaign.
[bookmark: _3jng9iqucvkl]4.2 Decision of Battles to be fought.
Once the Movements are revealed, the following situations can happen:
A. An army from a Player moves to a Neutral Hex. The Hex immediately becomes in possession of that Player without a battle happening.
B. Two armies from two different Players move into a Neutral hex. A battle takes place in that Hex.
C. An army from a Player, say Player A, invades a hex under control of a different Player, say Player B. Player B has the option to cancel one (and only one) of their Movements to defend the hex. 

A special situation happens in case A when the Neutral hex was adjacent to a hex containing a Watchtower controlled by another Player. This Player may change one of their declared Movements to battle for the control of the Neutral hex.
[bookmark: _nff0z65ccazf]4.3 Fighting the Battles
It’s time to fight the battles! Check Section 5 for more details.
[bookmark: _7e29n9l7g4qd]4.4 Determine Campaign Progression 
After all Battles have been fought, Players who have been victorious gain control of the hex where the Battle took place. Draws result in no change of ownership of the hex, so Neutral hexes remain Neutral and the defending Players keep control of their hexes.

Besides, starting from turn 2, every 2 victorious battles (not necessarily in the same Turn) allow the Player to choose one of the following options:
· Permanently reduce its Core requirement by 5% (e.g., from 35% to 30%).
· Permanently increase the Special Equipment allowance of its characters by 25 points, to a maximum of 50 (e.g. from 75 to 100).
· Permanently increase the maximum point cost of a single unit by 5% of the total maximum point cost of the army (e.g. from 800 to 950 at 3000 points since 150 is 5% of 3000).

If a Player has held control of a hex containing Ruins for 1 Turn (not counting the Turn where it gains control of the hex) it will obtain availability of the Wizard Master upgrade for the rest of the Campaign. Obviously, only models who have the upgrade in the corresponding Army Book may take it.

Players who suffer 2 defeats in one Campaign Turn will gain the rule Grim Determination, which allows up to two Standard Bearers in their armies to gain the rule Hold Your Ground with a range of 6’’ in all battles during the next Campaign Turn. It must be specified in the Army List which Standard Bearers are given this rule.

Finally, every ¼ of the total number of Turns of the Campaign, rounding up, the maximum points of the armies for all Players will be increased by 500 points at the end the Turn. For example if the Campaign is planned to last 8 Turns, points will be increased at the end of Turns 2, 4, 6 and 8.
[bookmark: _io2et4dndglo]5. Battles and Pre-Battle Setup
Battles are fought following the rules of T9A with armies subject to the maximum point cost corresponding to the current Turn and the army composition restrictions in place for each Player.

The type of terrain in the hex where the battle takes place affects the terrain features present in the actual T9A battle. If the battle takes place in a hex without any terrain element then generate the terrain in the battlefield as usual.
· Forest: if the battle happens in a Forest hex, place a minimum of 2 Forest Terrain Features in the battlefield. The Player who controls the hex may add a +1 to its roll to choose Deployment Zone (this represents the better knowledge of the forest by the controlling Player’s army).
· Hills: if the battle happens in a Hills hex, place a minimum of 2 Hill Terrain Features in the battlefield, with at least one of them completely inside a deployment zone.
· Mountains: if the battle happens in a Mountains hex, place a Cliff Terrain Feature with its centre in the centre of the board and the scatter it.
· Ruins: if the battle takes place in a hex with Ruins, place a Ruins Terrain Feature with its centre on the centre of the board and then scatter it. Wizards within 6’’ of this Ruins Terrain Feature gain Channel(1).
· Village: if the battle takes place in a hex with a Village, place two Fields Terrain Features in the battlefield. The defending Player may place up to two Wall Terrain Features anywhere in the battlefield after Side Selection has been determined.
· Watchtower: if the battles takes place in a hex with a Watchtower, the defending player may re-deploy one of their units after Deployment has finished (but before Scouts and Vanguard).

[bookmark: _2ij9kzi0uj2a]6. Winning the Campaign
To reflect the experience and glory gained by victorious armies, Players get 1 Campaign Point per Victory in a Battle, or 2 points if the Victory was scored as 16-4 or higher.
If a Player reaches the Triskelion it gets 8 Campaign Points, which are turned to 16 Campaign Points if a Player controls the Triskelion for 2 consecutive Turns.
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