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[bookmark: _3dd2ew599oz8]Introduction
A new island is discovered, or perhaps has risen from the waves. Empires and factions scramble to establish a foothold on the island and exploit its riches for their sponsors.

Or perhaps a fertile plain has been wracked by warfare for generations, and newcomers move and attempt to tie the land to their home empires once and for all.

Instead of simply sending an army to destroy, key players dispatch settlers and builders. They aim to build something to last the test of time. Unfortunately, they aren’t the only ones who have that goal. War inevitably erupts as various great powers vie for control of this virgin territory.
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A campaign involves building cities and developing resources on an overworld map of the newly discovered or contested territory. These resources are then invested into armies which are used to conquer the territory for your faction. This system involves more book keeping and upkeep than standard one-off games, but delivers a more rewarding experience that builds a narrative much more epic and memorable than setting up your models and knocking them down.

The campaign system is intended as a supplement to Kings of War, by Mantic Games. All references to the main rulebook refer to the Kings of War main rulebook. The main rulebook and the Uncharted Empires supplement should be consulted for army lists and rules specific to resolving battles.



[bookmark: _ckpj8896tbwf]The Map
The strategic element of the campaign takes place on an overworld map where terrain and armies are shown and settlements and empires are tracked.

Note that the rules assume a fairly large campaign map, maintained either electronically (in a program such as Tabletop Simulator) or on a spare table. See the end of this section for rules and suggestions for alternate map sizes and types, if desired. The rules assume a hex-overlay is used on the map, however if direct measurement is preferred (IE with a tape measure) this is also perfectly functional. See Alternate Map Sizes and Types for further explanation.

Prior to beginning the campaign, players should create the map that will be used. The campaign map should be approximately 48 hexes by 48 hexes for a 3-4 person campaign. The available space for building, army movement, and other core gameplay should be at least approximately square, however areas of seas or oceans which make the map somewhat asymmetrical are encouraged. For larger campaigns, expand the campaign map as necessary. In addition to armies, cities, etc. the map should show various terrain elements such as mountains, forests, and rivers. These elements will impact the armies moving across the map as follows:
· Roads
· Armies whose entire move is along a road may add 2 hexes to the distance they are allowed to move on their turn. Armies on roads ignore the movement cap for forests.
· Mountains
· Armies moving through mountains must move at half their usual speed. Each hex of movement on mountains costs 2 hexes of movement allowance.
· Rivers
· Crossing a river costs an additional 2 hexes of movement.
· Units crossing at bridges ignore this penalty.
· Forests
· Armies spending any of their movement moving through forests may not move faster than 5 hexes per turn
· Lakes and Seas
· Lakes are generally impassible water features.

Additional terrain features may be employed by the players if they feel they are appropriate.

The campaign map should also include several points of interest, which should have minor passive bonuses agreed upon before the campaign begins. These may be captured by moving an army on to them, at which point they give their bonus to the capturing player. Once captured, the point of interest remains in the capturing player’s control until another player moves an army on to it - no occupying troops are required to continue receiving the bonus. Suggested points of interest include the following:
· Gold Mine: The controller gains 25 gold per turn, including on Winter turns.
· Wizard’s Tower: The controller of the Wizard’s Tower may reroll all the failed hit rolls for one casting attempt per battle.
· Quarry: Players may build towns and cities for 50 gold less than their normal price.
· A central objective, which provides no special effect, but whose control determines the winner of the campaign. See the Campaign Victory Conditions and Player Elimination section for more information on this type of terrain feature.

An example campaign map is below. This map shows mountains, forests, roads and rivers.
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Tokens should be used on the map to represent cities, towns, farms, castles, armies, etc. Each player should have a unique set of tokens that clearly show what they represent. The tokens are placed on hexes and are considered to fully occupy the hex they’re placed on. 

Armies on the map exert a zone of control. Typically, the armies will exert a zone of control on all hexes adjacent to the hex they are located in. Some map features, such as watch towers, may expand this zone of control. Normal situations where armies have expanded zones of control include the following:
· Armies on watch towers have a zone of control of 2 hexes.
· Armies on castles have a zone of control of 4 hexes.
Watchtowers and castles also affect the battles fought over them. See the Battles section for more.
[bookmark: _k9rzocz5m5fu]Alternate Map Sizes and Types
Some players may prefer to forgo a hex overlay and instead measure directly on a modeled or paper map. This is a very straightforward conversion from the rules described above. Instead of moving a set number of hexes, move that many inches (or centimeters, if a small map is desired). When effects apply to adjacent hexes (for example, zones of control and supporting armies), apply the effect out to a radius of 1” instead.

Hexes used by this campaign are assumed to be approximately 1” across. It is also permissible to use fewer, larger hexes. Large hexes are logistically simpler to use, particularly if using a set of snap-fit modeled map tiles, however they remove some granularity which had allowed fleet of foot armies like elves to move faster and dwarves to move more slowly. Note that the campaign rules are not strictly balanced around larger hex based movement and distances.

If fewer, larger hexes are used, the following distance conversions should be adopted:
· Map size (per side):					20 hexes
· Minimum distance between capitals:			6 hexes
· Minimum set up from map center:			6 hexes
· Army movement (default):				2 hexes
· Army movement (all units Speed 7+)			4 hexes
· Road bonus:						+1 hex
· River penalty:						-1 hex
· Default zone of control: 				1 hex
· Watchtower zone of control:				2 hexes
· Castle zone of control:				2 hexes
· Maximum town proximity				3 hexes
· Maximum farm proximity:				1 hex


[bookmark: _kdvgh0rk38im]The Campaign
Each player maintains an empire on the campaign map. They should keep track of which settlements they own, armies under their command, and maintain a treasury indicating how much available gold (points) they have to spend. An example empire sheet is shown below. 
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(Note that veteran abilities cannot be purchased outright and are discussed in the Post Battle Sequence section.)

The template used above can be obtained via this link: Empire Roster Template
[bookmark: _ejkm4ie53rj0]Campaign Rounds
The campaign is divided into years, and each year consists of 10 Campaign Rounds. The year is further divided into 7 rounds of summer and 3 rounds of winter. Summer is a time of harvest and campaigning, whereas in winter armies may be forced to take shelter from the elements as a few brave souls continue fighting. Players should keep track of which turn and season it is. One good way to do this is to add a marker to the campaign map tracking the time of year.
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During summer turns, the following rules apply:
· Each farm generates 25 gold in profit and supplies each turn for the active player. Add this to the treasury.

During winter turns, the following rules apply.
· At the start of each campaign turn, roll a d6 for each uncamped army. On a 3+, the army may act as normal. On a 1 or 2, the army sets up camp for the winter. It may take no further move actions, besides retreating, until winter ends. They still exert a zone of control and will engage approaching enemy armies as normal.
· Rivers don't restrict movement.
· Farms generate no revenue.

Each campaign round, summer or winter, follows a similar sequence. At the beginning of each Campaign Round, each player rolls a d6. Players take their turns in order from the highest roll to the lowest. Each player then takes one Player Turn per Campaign Round.

At the beginning of each player’s turn, they gain any passive gold they generate from farms (except during winter) or other map sources. Players may then purchase additional units, purchase empire upgrades, or build. They may do any combination of these actions in an order of their choosing.
[bookmark: _pypa5qib6udf]Purchasing Units
The main purpose of settlements in the campaign is to generate a steady flow of resources into the players’ treasuries to support their armies. As such, gold may be used to purchase new units. The process for recruiting new units is described below:
· New units may be purchased for an amount of gold equal to their point cost.
· New units must be placed in new or existing armies within 3 hexes of an existing settlement controlled by the active player. They may be placed directly into existing armies, but only if the army is within 3 hexes of a friendly settlement. Units placed into armies follow the same rules as merging armies (See the Armies section for more). New armies must have at least 3 units (of any type) by the end of the active player’s turn.
[bookmark: _7psfrtlpcf7q]Building
Players may build settlements to generate resources for their armies as well as fortifications to defend their territory. All buildings, including towns, cities, farms, and  fortifications, will be placed in a hex on the map. Each hex may only contain a single building (IE a hex may contain a town OR a  castle, but not both). Buildings may not be built on hexes containing special map tiles, such as gold mines or wizard’s towers.

Cities and towns support farms, which in turn generate a steady flow of resources into the players’ treasury. Each town may support one farm. Each city may support up to three farms. A capital city counts as a city in this regard. Cities and towns also have town militia which will help defend the settlement if attacked (see the Battles section).

Purchasing settlement assets is described below:
· Building: Players may spend gold to build new settlement buildings and fortifications. Settlement building may be purchased for a sum of gold as listed below:
· Farms may be purchased for 150 gold. Farms must be placed within 3 hexes of the controlling city or town (draw a line or otherwise mark which towns control which farms). Unless destroyed, these farms will be permanently bound to the town or city they were purchased for. (Note that towns and cities can only support a limited number of farms each - players cannot build new farms if they don’t have a town or city that can support it.)
· New towns may be founded. Founding a new town costs 300 gold. New towns must be placed with 6 hexes of an existing town or city controlled by the player.
· An existing town may be upgraded to a city. Upgrading a town to a city costs 300 gold. Remove a town from a map and replace it with a city.
· Bridges may be built for 50 gold. Bridges must be placed within 6 hexes of an existing town or city.

Players may also build fortifications. Fortifications are placed on an existing army. (This may be the location of an army before or after it moves.) Fortification buildings may be purchased for the sum of gold listed below:
· Watch Tower - 200 gold
· Castle - 500 gold

Fortification buildings have no garrison, and if an army ends its move in contact with a fortification they may either raze it (removing it from the map) or occupy it and gain its benefit. The effect of fortifications is described in the Map and Battle sections of the rules.



[bookmark: _97gdefr7k3pu]Empire Upgrades
Players may also spend gold to purchase Empire Upgrades - passive bonuses to their realms which cannot be lost. Empire upgrades may only be taken once unless otherwise noted. Available Empire Upgrades include the following:
· Invest in the sciences: On the first Game Round after winter ends, the player’s farms generate an extra 25 gold each. Cost: 300 gold.
· Invest in the magic arts: Each game, you may reroll all the hit dice on a single casting attempt. Cost: 300 gold
· Invest in intelligence network: The owning player may add +1 to the roll to act first in a given Game Round. Cost: 150 gold. (This upgrade may be taken more than once.)
· Invest in officer training: A single unit gains +5 experience. Cost: 50 gold. (This upgrade may be taken more than once.)
· City Guard: When purchased, choose one city or town you control. When the town militia for that settlement is called up to fight in a battle, the owner may add 200 points to the number of militia troops used (this normally means the town militia can take 350 points of troops for towns and 500 points of troops for cities). Other restrictions on town militia purchases still apply. This upgrade is lost if the upgraded city is razed or occupied. Cost: 200 gold. (This upgrade may be taken more than once, but each city and town may only be selected to benefit once).


[bookmark: _87bgh1ozc4xy]Armies
Armies are the way players conquer territory and destroy their enemies. They are represented by tokens on the map, occupy hexes, and passively exert a zone of control around themselves (see the Map section). Armies move around and fight battles on each player’s turn.

The process for purchasing new units is explained in the Campaign section. Armies must have a minimum of 3 units (of any kind). If an army falls below this 3 unit threshold, it will automatically and immediately shatter (see the Battles section). Upon reforming, it may not move until it is reinforced to at least 3 units.

At all times, armies will occupy a hex on the map. Each hex can only contain one army. During each player’s turn, each of their armies may move on the overworld map at the speed (in hexes) of their slower member unit. A single army’s movement need not be performed all at once - it is allowed for an army to use part of its movement allowance, move another army, then go back to the first army and complete its move. Armies may move through friendly armies, but they may not end their move on a hex containing another army, friend or foe.

If, at any point during a move, armies enter the zone of control of another player’s army, a battle may be fought (see the Battle section). Armies may also perform other actions by ending their move on various terrain features. These actions are described below:
· Armies ending their move on a hex containing a fortification may occupy it and gain the benefit described in the Map section of the rules. They may instead raze the fortification, if so desired, removing it from the map. No loot is gained from razing a castle, but it may be strategically beneficial to deny the benefit of the fortification to an enemy.
· Armies ending their move on a hex containing an enemy farm or settlement may raze it. Remove the marker token from the map and delete it from the owning player’s empire roster. Settlements with garrisons, including garrisoning armies or town militias, must first be defeated in battle prior to being razed (if the attacker is defeated they will retreat as normal). Capital cities may not be razed, only occupied.
· Armies ending their move on a hex containing a town or city who subsequently defeat the garrison (if any) may instead occupy the city. The settlement’s owner changes to the conquering player, and any farms associated with the settlement change ownership as well. Towns and cities occupied in this manner cannot use the town militia until the end of the year on which they were conquered (the locals are still getting used to their new masters). Note that farms may not be occupied - they may only be razed.
· Armies occupying or razing a settlement cannot move further that turn.
· Armies may end their move on a hex containing a friendly settlement token. In this case they are garrisoning the settlement, and may use the local town militia in any ensuing battle. Measure the army’s zone of control from the settlement  token.

Razing settlements provides loot to the destroying player. Razed farms provide an immediate 25 gold to the razing player. Razed towns provide 50 gold, and razed cities provide 150 gold. Occupied settlements do not provide any immediate resources. If a town or city is razed while it still has farms associated with it, those farms are removed from the map but no additional loot is collected.
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Armies may split up and join together during each player’s turn.

Combining Armies:
· Armies may join together by having one army, or part of one army (see splitting armies immediately below), move on to another. When adding units to an army in this manner, the combined army must be a legal army composition (per the core rulebook) after the units are added. If it is not, the units may not join the army. An army may not continue moving on a turn which units have joined it, but may move prior to the join.

Splitting Armies:
· Prior to moving, units may leave an existing army. The split off units form a new army and may move from the position of their former army. After splitting, both armies must be a legal composition. The newly split off army must move at least one hex in order to occupy a hex separate from the army they split off from. Armies which split off from an army and end their move combined with a combining with another army (IE armies which exist purely to facilitate the transfer of units from one army to another) are not subject to the 3-unit minimum rule.

Armies are not limited to any particular point level, however units may not be added to armies if the army already includes MORE than 2000 points of units. It is allowable, for example, to add a 200 point unit to an existing 1900 point army, and that army may further grow by veterancy or other means, but no additional units may be added to an existing army with 2001 or more points of units in it. This point level test is made on a unit-by-unit basis. If an existing 1900 point army is joined by an army consisting of four 200 point units, only a single unit may join the 1900 point (now 2100 point) army - the other three units must remain in their previous army.

When recruiting units, magic items and unique units may be taken, however such items may only be taken once throughout each player’s entire empire.

It is intended that armies of different point values may fight each other over the course of the campaign. Strategically bringing powerful forces to bear and overwhelming weaker opponents is a key part of achieving victory, just as sound tactics and strategy on the battlefield are key. 

[bookmark: _ljwftxv92e4j]Battles
When armies move within the zone of control of another army (see the Map section), battle is joined. This happens as soon as the army moves within the zone of control, so armies may not move through another zone of control - they stop and fight immediately upon entering. Note that if neither army wishes to fight, no battle is fought and the encroaching army may continue its move (the decision not to fight is made on a case by case basis between players).

If the active player’s army wishes to fight and the other wishes to avoid battle, the non-active player may attempt to withdraw. Roll a d6 and consult the table below. The active player may never attempt to withdraw.

	Withdrawal Table

	Dice Result
	Effect

	1-2
	Caught! - The defending player rolls a d6 for each unit in their army. On a one, the unit is destroyed by the advancing enemy. Any surviving units must fight a battle against their pursuers, as described below.

	3-4
	Disorderly withdrawal - The defending player rolls a d6 for each unit in their army. On a one, the unit is destroyed by the advancing enemy. The rest of the army then move up to their full movement directly towards their capital city. No battle is fought and no additional casualties are taken.

	5-6
	Orderly withdrawal - the defending player may move up to their full movement directly towards their capital city. No battle is fought and neither side sustains casualties.



Once the withdrawal move is complete, the withdrawing army may be engaged again, including by the same army it just escaped from, as normal.

If a battle is fought (or one army withdraws), and the active player wins the battle, that army may continue its move if it has any movement left.

Battles are fought using the Kings of War rules, found in the main rulebook. The type of battle that is fought is determined by the circumstances of the engagement. See below to determine if any special rules are used for the battle:
· When the non-active player’s army is on a castle terrain feature, fight a siege battle. Siege Battles are described in the Siege Supplement.
· If neither army is on a castle, fight a standard battle, determining objectives per the rules from the main rulebook. In addition, make the following modifications to the game or board based on any of the below circumstances that apply.
· If the battle takes place in a forest, add extra forest/trees terrain
· If the battle takes place in the mountains, add extra hills and rocky outcroppings.
· When the non-active player’s army is on a watch tower, fight a standard battle however the player controlling the watch tower may choose which deployment zone to use, and may choose which side goes first after deployment.
· If a town or city is attacked (either by being moved on to by an enemy army or because a garrisoning army - see the Armies section - has its zone of control encroached), the town militia may be called upon to help defend the territory. The owner of the town or city may add 150 (for a town) or 300 (for a city) points of troops to their army. These troops do not gain experience or injuries like normal troops, and may be selected immediately prior to the battle in which they are participating. Monsters, Titans, War Engines, and Characters may not be selected for town militia units, nor may these units take any magic items. Note that town militia are only called up to battles defending the town itself, or aiding an army garrisoning the town. They may never be used as supporting armies (see below) and do not exert a zone of control. If an ungarrisoned town is attacked, the town militia may fight on its own to try to defend the town.

Armies adjacent to a friendly army when battle is engaged may support their ally in the ensuring battle. Supporting armies are controlled by the owner, but do not start on the board. Use the following rules instead.
· The units move on to the board at the start of turn 3 from a random board edge, determined as described below. Set the units up with their rear rank against the board edge they arrive at. The units cannot charge the turn they arrive, and count as moving at Advance speed regardless of whether they make any additional moves.
· After deployment zones are chosen but before any units are set up, the player bringing in allies rolls a d6. On a 1-2 the allied army will arrive on the board edge to the player’s left. On a 3-4 it will arrive on the board edge to the player’s right. On a 5-6 it will arrive on the player’s board edge. See the diagram below.
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· All supporting units for a given player will arrive from the same board edge at the same time.
· Any supporting units that cannot be deployed on Turn 3 do not participate in the battle, but don’t count as destroyed or otherwise affect the battle in any way.
· Both players may bring in allies. Use the system described for both sides. Note that if both armies come in on the same side of the board, reroll which side of the board they arrive on until this is no longer the case.
[bookmark: _fsguf7ij6a3x]Battle Resolution
Determine the victor of the battle based on the victory points or conditions for the mission used.

Both armies should resolve what happens to their routed units, as well as determine experience gains and level ups for survivors (see the Post Battle Sequence section).

The losing player must roll a Shatter Test for their army. The player rolls a d6. On a result of 1, the army is shattered. Any surviving units will return to the capital city after d6+1 Game Rounds (they arrive at the end of the owner’s turn). Determine when the army reforms by rolling once, immediately, for the whole army. On any other result, the defeated army must move it’s full movement allowance directly towards its capital city, stopping if it enters the capital. This move happens before any other post battle moves.

The victorious player may then continue their army’s movement, assuming it has any movement left. The army is allowed to engage another army and fight an additional battle in a turn in which it’s already fought. There is no limit to the number of battles an army can fight in this manner.



[bookmark: _n2drzhdzgy6y]Post Battle Sequence
At the conclusion of each battle, both players resolve the effects of the battle on their units. Units gain experience and may level up, and units which were routed attempt to regroup and make their way back to camp, or have their few survivors return home after being thoroughly scattered.
[bookmark: _5b7oe7xay9dq]Experience Gain and Levels
Units gain experience for the following:
· Each unit that participates in a battle gains +1 experience.
· Each time a unit is routed, add +1 experience to a single unit which damaged it that phase (it may help to mark which units gain this experience as units are routed in the battle rather than waiting until the end of the battle to recall all the action).
· If a unit is scoring an objective at the end of the game or is carrying a loot token, it gains +1 experience. If multiple units are within the scoring range of a single objective, choose one of the units to gain this experience.
· At the end of each battle, add +1 experience to a single unit that was not routed at the end of the battle.

After gaining enough experience, units may gain levels and improve their performance on the battlefield. Units gain levels at the following experience thresholds:
· 5 Experience - Trained Soldiers
· 15 Experience - Veteran Soldiers
· 30 Experience - Band of Heroes
· 75 Experience - Living Legends

When a unit gains enough experience to move to the next experience threshold, it gains a level. The unit may roll on one of the tables below and permanently apply the result to its unit profile. There are two tables, and the unit may choose which table to roll on.
















	Ranged Upgrade Table

	Dice Roll
	Effect

	1
	The unit gains Elite (ranged). If it already has this rule, it may choose a different upgrade from the table instead.

	2
	The unit gains Steady Aim. If it already has this rule, it may choose a different upgrade from the table instead.

	3
	The unit gains Iron Will. If it already has this rule, it may choose a different upgrade from the table instead.

	4
	The unit gains Pathfinder. If it already has this rule, it may choose a different upgrade from the table instead.

	5
	The unit gains +1 Speed.

	6
	The unit increases its waver and rout limit by 1, each.



	Melee Upgrade Table

	Dice Roll
	Effect

	1
	The unit gains Elite (melee). If it already has this rule, it may choose a different upgrade from the table instead.

	2
	The unit gains Crushing Strength (1). If it already has this rule, it increases it’s Crushing Strength value by 1 instead.

	3
	The unit gains Iron Will. If it already has this rule, it may choose a different upgrade from the table instead.

	4
	The unit gains Pathfinder. If it already has this rule, it may choose a different upgrade from the table instead.

	5
	The unit gains +1 Speed.

	6
	The unit increases its waver and rout limit by 1, each.



For each level gain, increase the unit's cost by +5/+10/+15 for a troop/regiment/horde. Characters, monsters/titans, and war machines always increase in cost by +10 points.
[bookmark: _p350j82xz7v8]Unit Recovery and Injuries
Units which were routed during the battle need to test to determine if they’re still in good enough shape to return to camp and rejoin the army, or if they are so thoroughly decimated that the survivors return to their homes.

Each unit routed during a battle must make a recovery check. Roll a d6 for each unit that has been routed. On  3+, the unit has managed to escape the battlefield in basically good order and return to camp. It suffers no further ill effect. On a roll of 1-2, the unit has suffered calamity and may be destroyed. 

On a 1-2, non-character units are destroyed unless its owner pays it’s point value (including magic items, veterancy bonuses, etc.) to refill the ranks. This must be paid immediately, or the unit is deleted from it’s owner’s empire roster.

On a 1-2, characters are wounded. Roll another d6 and permanently apply the listed effect. Subtract one from the roll if the character was routed in the melee phase.
· 1: Dead: Remove the character from the owner’s empire roster
· 2: Head Wound: -1 to the characters waver and rout test limits
· 3: Leg Wound: -1 Speed
· 4: Arm Wound: -1 attack (minimum 1)
· 5+: Flesh wound. The character recovers with no ill effect
· Each wound (besides flesh wounds) accumulated by the character decreases their point value by 5.
· Players may not pay to prevent characters being killed or injured. It’s much harder to recruit a replacement hero than to replace rank and file soldiers.

The victor of the battle may reroll one failed recovery check. Players may attempt to recover each of their units before determining which check will be rerolled.

[bookmark: _69uuvssz15m5]Army Specific Rules
Each army has specific strengths and weaknesses which affect how it carries out campaigns. The following rules apply to each player depending on the faction they use.

Dwarves
People of the Mountains: Dwarves are not slowed by mountain terrain and may move through it at their normal rate/movement cost.
Fortress Builders: Dwarves may construct fortifications for 50 gold less, each, than their normal prices. This stacks with any other effects which lower building prices.

Kingdoms of Men
Pioneers: Kingdoms of Men may build towns and cities for 50 gold less, each, than their normal price. This stacks with any other effects which lower building prices.

Basileans
Holy Cause: Basilean armies are never shattered after losing a battle. Do not roll a d6 after they lose, they simply withdraw towards their capital as if their shatter test passed. (Basileans armies will still shatter if they contain less than 3 units.)

Elves
People of the Woods: Elves are not slowed by forest terrain and may move through it at any speed.
Lithe: Elves may add +1 to the roll to determine who has the first turn in each Game Round.

Northern Alliance
People of the North: Northern Alliance armies are never forced to set up camp during the winter. On winter turns their armies may act as normal (though other winter rules, such as farms not producing any gold, still apply).

Undead
Necromancy: When the undead win a battle, they immediately gain +10 gold for each enemy unit that has been routed over the course of the battle (whether or not they are permanently destroyed in the post battle sequence).
Mindless dead: Skeleton and zombie units never gain experience
Unstoppable Death: Undead armies are never forced to set up camp during the winter. On winter turns their armies may act as normal (though other winter rules, such as farms not producing any gold, still apply).

Goblins
Retreat!: If there is one thing goblins excel at, it’s retreating. Goblins may add +1 to the dice roll (to a maximum of 6) when attempting to withdraw before a battle.


Orcs
Raiders: Orcs gain twice as much gold as normal when razing farms, towns, and cities.

Forces of the Abyss
Unnatural Terror: The forces of the abyss are a terrifying foe. When an army is defeated by a Forces of the Abyss army, that army takes a -1 penalty (to a minimum of 1) to the dice roll to determine if it has been Shattered.

Twilight Elves
Seafolk: Twilight Elves are expert mariners and pirates. Twilight elf armies may move through water features as if they were open ground. If a Twilight Elf army’s entire move is along a water feature, it may move at 10 hexes per turn. Water features include lakes, rivers, oceans, seas, etc.

Ratkin
Underempire: Ratkin dig endlessly sprawling tunnels deep under civilization. Instead of moving, a Ratkin army may declare that it is beginning to tunnel. Starting on the next turn, that Ratkin army will operate underground. It no longer exerts a zone of control and ignores zones of control of other armies. It may not be engaged in battle until it emerges from its tunnels. Tunneling armies move at 3 hexes per turn, regardless of normal speed, and ignore all terrain rules affecting army movement. At the end of a move, the Ratkin player may declare that an army is emerging from their tunnels. From that point forward, it operates normally. If an army emerges from tunnels within the zone of control of an enemy army, or emerges directly into an enemy settlement, a battle is fought immediately, following the normal rules and effects.
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[bookmark: _dpesa4zbmnz]Set Up
Prior to the campaign, the players should develop an overworld map (see the Map section), on which the campaign will take place. All special map sections, such as gold mines and wizard’s towers, should be marked and their effects should be recorded for all players to easily reference.

At the start of the campaign, each player rolls a d6. Starting with the player that rolls the highest, players set up their starting empire. As explained in the Map section, the armies and settlements should be represented by tokens on the map.

Each player’s starting empire consists of the following:
· A Capital City. A capital city functions as a city in all regards, except it cannot be razed. If a player loses control of their capital city they may be eliminated from the campaign (see Campaign Victory and Player Elimination).
· Two farms linked to the capital city and located within 3 hexes of it.
· Each player starts with troops worth up to 1500 points. These troops may be divided into any number of armies. All of these armies must start within 3 hexes of the capital city.

Each player’s capital city must be at least 15 hexes from the nearest enemy capital city, and may not be within 12 hexes of the center of the map.

Players should create an empire roster to record their gold reserves, settlements, armies, etc., as explained in the Campaign section.

Once all players have set up on the map, the campaign begins. The first Campaign Round of the campaign takes place on the first turn of summer. Roll for first turn as described in the Campaign section.



[bookmark: _xba8s2gzoja4]Campaign Victory Conditions and Player Elimination
When a player loses control of their capital city, they must reclaim it by the end of their next player turn or they are eliminated from the campaign. If they fail to retake their capital, their supporters and surviving soldiers return to their farms, flee the contested territory, or otherwise stop fighting. Remove all remaining settlements and armies owned by the eliminated player and revert any owned map features to neutral control. Elimination applies regardless of victory condition.

Prior to the start of the campaign, players should determine the victory condition they are playing for. What victory conditions are appropriate will depend on the players involved, but they should be selected so in order to prevent burnout and maximize fun. Several potential victory conditions are below, however this is not an exhaustive list. Players are encouraged to be creative.
[bookmark: _r1d7r0y1syw6]Elimination Victory
In this victory condition, the campaign continues until only one player still controls their capital. That player then wins the campaign.

It may also be clear before the campaign is down to a single remaining player who this winner will be, as they control an overwhelming majority of the board’s resources. In this case the other players may concede to the inevitable winner. Players are encouraged not to concede piecemeal, however. Only end the campaign by concession when all players agree “it’s over.”
[bookmark: _j16szro8di1e]King of the Hill Victory
In this victory condition, players complete over an objective and score victory points for holding it. Place an objective in the center of the map. Whoever controls the central objective at the beginning of the first Campaign Round each game-year (IE the first turn of each summer) scores 1 victory point. The first player to reach an agreed upon number of victory points (a minimum of 5 is recommended) wins the game.

The central objective may take the form of a spire or Pylon of Power at the center of the map which the players can fight over. Settlements and fortifications may not be built within 6 hexes of the objective.
[bookmark: _yl6fp6kzt3xh]Timed Victory
Players may also decide that the campaign will last a set number of campaign years, and when the time is over the players calculate the strength of their empire to determine who has won.

One proposed scoring system is below:
· Each town owned				+3 victory points
· Each city owned:				+6 victory points
· Each 500 points of troops owned:		+1 victory point
· Special terrain features grant +1 VP for each feature controlled at the end of the game.

[bookmark: _q7l39nlr6k8a]One Page Rules Summary
Resource Generation:
· Farms generate 25 gold, each every summer turn.
· Some special map locations, such as gold mines, may also generate gold.
· Razing enemy farms and settlements also generates gold.

Purchasing and Building:
· Armies and buildings are placed in hexes on the map.
· Units may be purchased for their point cost, in gold.
· Farms may be purchased for 150 gold. A town supports 1 farm, and a city 3.
· Towns may be purchased for 300 gold.
· Towns may be upgraded to cities for an additional 300 gold.
· Watch towers may be built for 200 gold, and castles for 500 gold.

Armies:
· Armies exert a zone of control (typically to adjacent hexes).
· Armies must contain at least 3 units (of any type) or they immediately shatter.
· Armies moving into the zone of control of another army will engage it in a battle.
· Armies may attempt to withdraw instead of fighting when another army engages them.
· If an army moves on to a farm or town it may raze it, after defeating any defenders. They may instead occupy a town, gaining control of it.
· Units may leave armies before they move.
· Units may join armies as long as the army has 2000 or fewer points of units in it before the new unit joins.

Moving Armies:
· Armies move a number of hexes equal to the speed of their slowest member unit.
· Mountains slow armies to half speed (except dwarves).
· Forests cap movement at 5 hexes per turn (except elves).
· Rivers cost 2 hexes of movement to cross (except for twilight elves).

Battle Resolution:
· Test for recovery of units routed during the battle. On a 3+ the unit is fine, otherwise the unit is destroyed and removed from the empire roster unless its owner pays full point cost immediately. Characters that fail roll on the injury table instead. Battle winner rerolls one failed recovery check.
· Defeated army takes a shatter test, failing on a 1. Shattered armies return to their capital city in d6+1 Campaign Rounds. Otherwise, the loser retreats at their full movement speed directly towards their capital.
· Units gain experience for participating in battles, scoring objectives, and routing enemy units.
· Units level up when they have accumulated at 5/15/30/75 experience points.
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Player:[The Creator Empire:[New Halpi
Race:[Dwarves Alignment:[Good
Settlements
Name [Type Upgrades Farms
Hammerfall Capital City City Guard 3
Deeprock [Town - 1
Empire Upgrades
Name Effect
Invest in Science +25 gold per farm at winter's end
Armies
[Army 1
Unit Experience Points __|Upgrades Cost (pts)
Dwarven Lord 3 Magic Item: Sword of Slashing 110
Warsmith 2 Magic Item: Cloak of Saint 115
Ironclad Regiment (20) |4 Eqpt: Throwing Mastiff 125
Ironclad Regiment (20) |0 - 110
Veteran Ability: Elite (Ranged)

Ranger Troop (10) 16 |Veteran Ability: Steady aim 150
Ironwatch Rifle Troop (10) |4 - 115
Earth Elemental Horde (6) |9 |Veteran Ability: Crushing Str +1 235
Leadbelcher Cannon 2 - 110

ARMY 1 TOTAL 1070
[Army 2
Unit Experience Points __|Upgrades Cost (pts)
Dwarven Lord 1 - 110
Ironclad Regiment (20) |0 Eqpt: Throwing Mastiff 125
Ironclad Regiment (20) |3 Eqpt: Throwing Mastiff 125

Magic Item: Healing Potion

Ironguard Regiment (20) |6 |Veteran Ability: Elite (Melee) 165
Mastiff Hunting Pack (3) |0 - 65
Ironwatch Rifle Troop (10) |2 115

ARMY 2 TOTAL 705,





