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A strategic map campaign

Chronicling the realms fighting for the control of this long

 overlooked piece of land during the years 2523 to 2530 I.C.

by Tarjei Aasen
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Author’s notes

This map campaign centres on two things, the development of a realm controlled by more than one player, and the development of the army General. It does not revolve around the army as a thing in itself, and it is assumed that a realm may have many more troops at arms than those who fight in the battles. Instead the make up of a realm dictates what an army may consist of. Initially the restrictions will be very limiting for most armies, though the realms will have several turns where they can build features granting them acess to more uncommon units before they start fighting each other.

This document is written in English to make it accessible to foreign readers. Feel free to copy as much of it as you like and adapt it as you see fit, as long as I get some form of credit.

Credits, inspiration and thank yous

Dylan Owen – The Bloodlands campaign

Anthony Reynolds – Path to Glory

Che Webster – Warhammer Border Patrol
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The story of Hex Island

In the year 2523 (Imperial Calendar) a Bretonnian expeditionary force on its way to the island of Albion was blown off course by a storm and landed on an island not marked on any of their maps. The island, named Hex Island because of the large number of wizard’s towers dotting the landscape, seemed to have been settled by norse raiders some centuries before. Though not as rich in ancient treasures as their original destination of Albion, the climate was much more pleasant and once the rumours started spreading Hex Island became a target for adventurers from many races. 

The island itself contained only six landing sites large enough to harbour ocean going vessels: Ash Beach, Blood Beach, Cobalt Beach, Dragon Beach, Endless Beach and Fury Beach and this created several more or less reluctant alliances, most not lasting more than a few years.
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The Map

The map of Hex Island is made up of 60-ish hexagonal tiles making up a larger roughly hexagonal shape with a diameter of 9 tiles. Each tile represents a separate territory and can be conquered by the players. The master map will be available to the players during the War Meetings and each realm will have its own copy. The tiles being used can be downloaded from the Warmaster website at http://www.Warmaster.co.uk.

At the start of the game, before the initial year 0, all territories on the map are neutral, though all territories may be conquered by the player realms during the game. None of the neutral territories have armies, though some territories are controlled by territorial wizards that must either be bargained with or subjugated. 

Types of territories

A territory may be one of several types, for example Coastal, Lowlands or Highlands. When a territory is first conquered by a realm the invading realm rolls the indicated combination of dice to see how bountiful it is. This only done once for each territory during the entire game, you do not roll again if the territory is later captured by another realm. How many resources a territory produces should be noted on the map in some way.

Coastal territories

The coast of Hex Island is rugged and there are few places where it is safe for ships to land. Controlling one of the few landing sites on the island is therefore vitally important.

Resources: The landing sites yield no natural resources. For the other coastal territories roll two D6, select the highest and subtract one to see how many resources the territory produces per year.

Lakes

Hex Island has few large lakes and even the largest, Deepwater Lake is hardly impressive by most standards. A lake always counts as a River Valley.

Resources: Roll a D6 to see how many resources the territory produces per year.

Lowland territories

Lowlands are ideal for growing crops and often yield plenty of resources. A Lowland territory may contain a river, in which case it is also a River Valley territory.

Resources: Roll two D6 and select the highest to see how many resources the territory produces per year. 

Highland territories

Highlands are difficult territories to suppress, as the natives flee into the hills and only emerge once the invaders have tired of looking for them. A Highland territory may contain a river, in which case it is also a River Valley territory.
Resources: Roll a D6 to see how many resources the territory produces per year.
Special: If an army attacks from a Highland territory and is defeated then the defeat is shifted one level in favour of the attacker (i.e. Massacres become Solid Victories, and so on). Draws are not affected.

Swamps

Swamps and marshlands are largely unproductive and are the homes of the miserable savages who are particularly difficult to suppress.

Resources: Roll two D6 and select the lowest to see how many resources the territory produces per year.

River Valleys

The soil of river valleys is often far more nutritious than in other places and the river itself makes transportation of goods easier. A Highland or Lowland territory may also be a River Valley and a Lake always is one. Note that the mouth of a river is not a River Valley territory, merely a Coastal one.
Resources: When income is collected in the Construction phase a River Valley territory yields an additional D6 resources (roll separately for each territory in each Construction phase) if the owning realm controls all the other territories along the river downstream all the way to and including the mouth of the river. When a river splits into two it is only necessarily to control one of the two paths. When a River Valley is pillaged the pillagers do not gain the variable income, though if the River Valley is Pillaged or suffers from a Failed Harvest the owning realm doesn’t get the income either.

Dense Forests

A forest provides extra resources in the form of lumber, but it is harder to suppress as it is often wild and trackless. A Lowland territory may contain Dense Forests.

Resources: A territory containing Dense Forests yields an additional +1 Resource per year.
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The Realms

The game is intended to be played by six realms, each controlled by two players. Each player has a separate army led by his or her General. The Generals are important, they are the ones that order the armies and if a General is slain it will be costly to replace him. The players controlling a realm together may lead armies from different races, see the table below to see which armies can be combined.

B = Battle brothers – same race so no problems

X = Disallowed – may not ally

T = Trusted allies – no special rules, alliance is permitted

D = Distrustful allies

Distrustful allies

An army may ally with another army it distrusts, though there are penalties.

· If two distrustful allies fight in a combined invasion all units and characters within 6” of each other suffer a –1 Leadership penalty (after other modifiers).

· After a realm has collected it’s income in the Construction phase a realm with two distrustful armies lose D3 resources as the armies cheat each other. If 2 or more resources was lost in a year roll a D6 for each General in the realm. On a 6 that General gains 1 point of Glory.

	
	Bretonnia
	Chaos
	Dark Elves
	Dogs of War
	Dwarfs
	Empire
	High Elves
	Lizardmen
	Orcs & Goblins
	Skaven
	Tomb Kings
	Vampire Counts
	Wood Elves

	Bretonnia
	B
	X
	X
	D
	T
	T
	T
	T
	X
	X
	X
	X
	T

	Chaos (all types)
	X
	B
	D
	T
	X
	X
	X
	X
	T
	D
	D
	D
	X

	Dark Elves
	X
	D
	B
	T
	X
	X
	X
	X
	D
	D
	D
	D
	X

	Dogs of War
	D
	T
	T
	B
	T
	T
	T
	T
	T
	T
	T
	T
	T

	Dwarfs
	T
	X
	X
	T
	B
	T
	D
	T
	X
	X
	D
	X
	D

	Empire
	T
	X
	X
	T
	T
	B
	T
	T
	X
	X
	D
	X
	D

	High Elves
	T
	X
	X
	T
	D
	T
	B
	T
	X
	X
	D
	X
	T

	Lizardmen
	T
	X
	X
	T
	T
	T
	T
	B
	X
	X
	D
	X
	T

	Orcs & Goblins
	X
	T
	D
	T
	X
	X
	X
	X
	B
	T
	X
	D
	X

	Skaven
	X
	D
	D
	T
	X
	X
	X
	X
	T
	B
	D
	X
	X

	Tomb Kings
	X
	D
	D
	T
	D
	D
	D
	D
	X
	D
	B
	X
	D

	Vampire Counts
	X
	D
	D
	T
	X
	X
	X
	X
	D
	X
	X
	B
	X

	Wood Elves
	T
	X
	X
	T
	D
	D
	T
	T
	X
	X
	D
	X
	B


Eliminating realms

A realm is eliminated from the campaign if one of the following happens:

1. It has no territories at the start of a Construction phase.

2. It has no Generals at the start of a Declarations of War phase.

3. Both players fail to show up for a War Meeting.

When a realm is eliminated all territories revert to being neutral, though they keep any features.

Connection

Usually the territories in a realm will work better together if they are connected. Two territories A and B are connected if you can draw a line (not necessarily straight) from A to B that does not pass through an enemy or neutral territory. A feature A is connected to a territory B if A is in B or in a territory connected to B. Two features A and B are connected if they are in the same territory or if their territories are connected.

Contracts with other realms

A realm is allowed (and encouraged) to make contracts, pacts, trade and temporary alliances with the other realms. Examples of this may be:

· One realm bribing another realm to attack a common enemy.
· Two realms agreeing not to attack each other.
· One realm selling a territory to another realm.
· A realm setting a bounty on the head of an enemy General
Any of these and others may be made and they may be made in public or in secret. The one limitation is that any contracts regarding the transferral of assets (resources, territories and slaves) must be told to the organizer when they are made (e.g. “Realm A has agreed to give Realm C 5 resources if Realm C does not attack territory H7”). These contracts may not be broken, as it is assumed that the realms make sufficient preparations to avoid treachery.

Of course, any other contracts (“Realms D and F have agreed not to attack each other this year.”) may be broken as the realms wish.
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The year

A campaign turn will typically lasts for two or three weeks in real time and represents a year in game time and is therefore usually called a year. Each year is divided into the following phases

· Phase 1 - Declarations of War
Each realm in turn declares one or two invasions of other territories

· Phase 2 – Battles
Players fight battles declared in phase 1

· Phase 3 – Construction
Realms harvest resources, export and construct fortifications.

The Construction phase at the end of one year and the Declarations of War phase at the start of the next will be done at the start of each turn with the Battle phase taking up the rest of the turn. Initial set-up and the first two years involve no battles and will therefore be done on the first day, together with the Declarations of War phase for year 3.

Year 0 - The beach head

Initially each realm rolls a dice, the one rolling the highest selects one of the six landing sites marked on the map as its starting position. From there their realm may expand to cover large parts of the island. After the first realm has selected a landing site the second highest roller selects one of the other landing sites, and so on. Holding your landing site is important as without it an army will be unable to bring in reinforcements and unable to export goods.

After all the realms have selected a landing site each the realms take it in turn to select two of the territories adjacent to their landing site to make up their original beach head. One territory is selected in turn, in the same order as the realms selected landing sites.

At the end of Year 0 each realm generates Resources from its territories and can build in the Construction phase (see below).

Years 1 and 2 – Initial gains

In the first and second year on the island the realms may expand from their original beach heads. This is mainly done by suppressing the natives that inhabit the island. In the first two years the realms may only attack neutral territories, they may not attack territories held by other realms.

Years 3 to 7 – Conquer the land

In the third to seventh year the realms may continue to attack neutral territories as they wish and they may also begin to invade enemy realms.

Time plan for the campaign

	War meeting year 0 – 3
	February 2.

	War meeting year 4
	February 16.

	War meeting year 5
	March 1.

	War meeting year 6
	March 15.

	War meeting year 7
	April 5.

	Campaign ends
	April 26.


Winning the campaign

At the end of the campaign each territory held and which is not razed is worth 1 Victory Point. In addition to this Victory Points are earned from exporting resources (see Phase 3 below) as well as in some other circumstances. The realm with the highest number of Victory Points is the winning realm. In the case of a tie the realm that controls the largest number of territories is the winner. If this is also a tie the realm where the Generals have earned the largest number of points of Glory in total (including points that have been spent) is the winner. Should this also be a tie the result is a draw.
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Phase 1 – Declarations of War

1. Invasions are declared

2. Travel expenses are paid

3. Extra troops are called in

1.1 Invasions are declared

At the start of each year each General may declare that his army is invading a neighbouring territory. Each General may only declare ONE invasion, so if one of a realm’s two Generals is slain that will limit how fast a realm can expand. During each year one or both of a realm’s Generals must declare an invasion, unless the realm has no surviving Generals, in which case it fragments and is destroyed.

To decide the order in which invasions are declared one complete suit of cards is divided amongst the realms with two cards to all realms, except one realm which gets three cards. In year 1 the realm that got to select their beach last (i.e. the one who didn’t get a choice) gets the extra card, in later years the realm with the lowest high card last year gets the extra card. The realms may keep their cards secret if they wish.

The declarations start with the Ace being called. The realm that has the Ace may then show the card and declare an invasion. An invasion is always declared from a territory held at the start of the year into a territory that was neutral or enemy held at the start of the year. A realm must also declare which General is leading the invading army. Only one General may attack from each territory per year, they can’t both attack from the same territory. In addition you cannot declare an invasion from a territory that is already being invaded, unless it is being attacked by the other General of your realm or it is a friendly territory being attacked by a two enemy Generals (see Combined Invasions and Relief Force below) and you cannot invade a territory that has already launched an invasion this turn.

A realm does not have to declare an invasion when one of their cards is called, or even admit that they have the card, though a realm must declare between one and two invasions per year, with a maximum of one invasion per General.

After the Ace has been called and any invasion declared the King is called and the procedure repeated. This continues until all the cards have been called.

1.2 Travel expenses are paid

Mounting invasions can be very costly. In some circumstances invasions cost extra resources. All expenses are cumulative.

· Invading across mountains (i.e. the enemy territory has mountains on the border with the territory you invade from) costs 2 resources.

· Invading through woods (i.e. the enemy territory has dense woods on the border with the territory you invade from) costs 1 resource.

· Invading swamps costs D3 resources.

· Invading an adjacent territory where you have no connection across land costs 3 resources.

· Invading from a territory not connected to a city or landing site costs 1 resource.

· Invading from a territory not connected to other territories at all costs 2 resources.

Should a realm be unable to pay for an invasion they must pay all resources they have and the invasion is cancelled. Note that this happens after all invasions have been declared, so the General ordering a cancelled invasion may not declare another.

1.3 Extra troops are called in

If a General wishes he may spend resources to temporarily increase the size of his army. These increases only apply for the single battle they are bought for and no other battles during the same or later years. He may buy increases for any or all of his battles in a year. The resources for this must be taken from resources in territories connected to the territory the invasion is launched from or at. The costs are as follows.

· For the first 100 additional points: 2 resources

· For the second 100 additional points: 3 resources (total of 5)

· For the third 100 additional points: 5 resources (total of 10)

An army may not have more than 300 points of additional troops.

Invading neutral territories

Immediately after an invasion of a neutral territory has been declared the invading General rolls a D6 to see if the pacification of the territory was successful. The dice score needed to conquer the territory is shown on the table below:

	Lowlands and Costal
	2+

	Lake*
	3+

	Highlands
	4+

	Swamps
	5+

	Territory contains dense forests
	-1 on the dice roll

	The invaders attack across a river**
	-1 on the dice roll


* A lake also counts as a river (see below).

**The invaders count as attacking across a river when the invaded territory contains a river and the invaders do not attack from a territory immediately up- or downriver.

Note that some armies get a bonus when invading certain territories, see the Armies section.

If you roll the needed number your realm conquers the neutral territory. If you fail it remains neutral and other Generals (including the second General from your realm if he hasn’t declared an invasion yet) may try to pacify it instead.

The first time a neutral territory is conquered the conquering General rolls on the appropriate table below to see if the territory contains any native features. Explanations for these features are given below the table.

Native features table

	2D6
	Highlands
	Lowlands
	Coastal

	2
	No feature
	No feature
	No feature

	3
	No feature
	No feature
	No feature

	4
	No feature
	No feature
	No feature

	5
	No feature
	No feature
	No feature

	6
	No feature
	Town
	Trading route

	7
	Gold Mine
	Shrine
	Monster’s Lair

	8
	Monster’s Lair
	Trading Route
	Town

	9
	Wizard’s Tower
	Mercenary Camp
	Shrine

	10
	Town
	Wizard’s Tower
	Mercenary Camp

	11
	Trading Route
	Monster’s Lair
	Wizard’s Tower

	12
	Re-roll this result and roll once more on the same table.


Gold Mine – A territory containing a gold mine produces an additional D3+1 resources per year. Roll once to determine how bountiful the mine is.

Mercenary Camp – For each mercenary camp a realm controls each army may contain one of the following units beyond the normal restrictions:

· Norse Marauders or Light cavalry (Dogs of War list)

· Archers (may not be upgraded to Huntsmen) (Empire army book)

· Marauders or Marauder Horsemen (Hordes of Chaos army book)

Monster’s Lair – The territory contains the lair of a fierce monster. Roll a D6 to determine the type: 1-2: Griffon, 3-4: Giant, 5-6: Hydra. At the start of each year (or immediately after the territory was first conquered) the realm may attempt to “bribe” the monster with 2 resources to make it fight for them. Make a Leadership test for the monster (even if no bribe was paid). If a double is rolled the monster goes on a rampage and the territory yields no resources that year. If the test is failed and no double was rolled the monster does nothing that year. If the bribe was paid and the test was passed without a double being rolled the monster takes the bribe and may be included in each battle played this year. This is in addition to the normal limitations on Larget targets, Terror causers, Rare slots, etc., though the points for the monster must still be paid (the cost of the Hydra is 200 pts without beastmasters). Should the monster be slain during a battle roll a D6 at the end of it. On a 1-2 the monster is permanently dead and the feature counts as razed.

Shrine – For each shrine a realm controls each army may take one Common magic item (if allowed) worth 25 pts or less for free.

Town – This is a normal town. See the Features section.

Trading Route – A trading route adds +1 to the resources produced by the territory, plus 1 additional resource per city it is in contact with.

Wizard’s Tower – The territory contains the tower of an influential native wizard. The realm may spend up to 4 resources in an attempt to bribe the wizard at the start of a year (or immediately after the territory was first conquered). Roll a D6 on the table below, adding +1 to the dice roll for each resource spent on bribes. A 1 rolled always counts as a 1, regardless of bribes.

	1
	Revolt: The territory reverts to being neutral.

	2-3
	Hoard: The territory yields no resources that year.

	4-6
	Peaceful: The wizard does nothing this year.

	7+
	Willing: The wizard agrees to fight for your army.


If the wizard agrees to fight for your army he counts as a Hireling Wizard Lord from the Dogs of War list. He may be taken in addition to any limitations on Characters and Wizards, though he still costs points as normal. Magic items may be given him from the Common Magic item list or the magic item list of the army he is included in.

All native features except Monster’s Lairs and Wizard’s Towers may be either razed or run, just like other features. See the Features section. If the players of a realm wish to raze a Monster’s Lair or a Wizard’s Tower they own one General must declare an “invasion” on it, in the same way as when a neutral territory is invaded. The roll needed to raze the feature is the same as to conquer it plus 2 (ie. a 6 is needed to raze a Monster’s Lair in a Highland territory). Ignore modifiers for rivers.

Invading enemy territories

In the years 3 to 7 you may choose to invade a territory held by another realm at the start of the turn. You may not choose to invade an enemy territory that has already been invaded this turn, a territory that has already launched an invasion this turn or a territory that was neutral at the start of the turn but which is now enemy held.

To avoid some realms fighting a huge number of battles in a single year each realm may only be involved in six invasions per year. This includes own invasions of neutral territories (successful or not), own invasions of enemy territories and invasions from enemy realms. Once a realm reaches this limit no further attacks may be made upon it and it may declare no more invasions itself. If a realm reaches this limit before it has had a chance to declare any invasions itself it does not and cannot declare any invasions that year.

When an invasion is declared the invaded realm must immediately declare if they will stand and fight or withdraw and let the invading army take the territory without battle.

If a realm withdraws from a territory it does not count towards its limit of six invasions per year, though it still counts for the invading army. The invading army takes over the territory and no other Generals may invade it that year.

If a realm chooses to stand and fight a game of Warhammer Fantasy Battles will be fought for it during the course of the turn. The players should agree when to fight each battle once the Declarations of War phase is over. The invader must provide at least five reasonable times during the course of the turn when he will be able to fight. If the players of the invaded realm cannot agree to fight at any of these times they must surrender the territory without a fight.

Combined invasions

If both Generals from one realm invade the same enemy territory (remember that they must do this from separate territories) and the invaded realm chose to stand and fight against the first invasion they now have two choices.

Firstly they may choose to withdraw the army originally committed to battle, in which case it is treated like any other withdrawal. This counts as two battles for the attackers and none for the defenders.

Alternatively the originally committed army may fight both invading armies at once, in which case the battle will be a Rear Guard scenario. This counts as two battles for the attackers and one for the defenders. When working out the result of the scenario, a victory for the attackers count as Massacre, while a victory for the defenders count as a Minor Victory. A loss for the attackers will affect both realms the attackers invaded from.

Relief force

If one of the territories in a realm is being attacked in a combined invasion and the realm has not yet declared all its invasions then one General can declare one of his invasions as a relief force, effectively invading the territory under attack. In this case the usual limitation that you can’t invade a territory that is already involved in an invasion is ignored, though the territory the releif force “invades” from must be a legal source of an invasion. This will result in a battle where both armies from each realm fight. A loss in this case will also affect the territory the relief force invaded from.

Diverting attacks

If a realm’s landing site is invaded the defender can choose to divert the attack against any of the two other territories adjacent to the territories being invaded from and to. To be able to do this the defender must have controlled the target territory at the start of the year and the target territory must be a legal target for an invasion (ie. it is not already be involved in an invasion this turn). You must declare that you are diverting an invasion as soon as it is declared, you cannot wait until all invasions are declared and then decide to divert or not.
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Phase 2 - Battles

Unless the battle is a combined invasion all battles will be fought as Pitched Battle scenarios. Standard table size is 4 x 6 feet for one-on-one battles and 4 x 8 feet for combined invasions.

Forces

A player’s army must always be led by his General, who will be the army General. If the General in unavailable for some reason the army will have no General but still follows the normal restrictions (i.e. a Slaanesh Mortal army follows the normal restrictions for Slaanesh Mortal armies even if its General is dead). Note that no other character may take over control of the army should the General be unavailable.

Beyond this the forces available will be limited by the restrictions in the Armies section and the territories the realm controlled at the start of the year.

Terrain

The terrain table used is the Realms of Men for Lowland and Coastal territories and the Dwarf Realms for Highland territories. For territories containing dense forests the defender may count any doubles he rolls as Wood.

The battlefield is divided into rectangles approximately 2 foot square and a marker is placed in the centre of each. Both players take it in turn to nominate one marker and roll on the terrain table for it. The player then rolls the scatter and artillery dice. On a Misfire result the terrain is not placed and the marker is removed. If a Hit is rolled the marker is moved in the direction of the small arrow on the Hit symbol a number of inches equal to half the number on the artillery dice. Otherwise the marker is moved in the direction of the arrow on the scatter dice a number of inches equal to the number on the artillery dice. After this is done the terrain piece is centred on the marker and the marker is removed. A scatter dice can also be rolled to determine the orientation of the terrain piece.

Consequences of battles

After a battle ahs been fought the result is looked up on the table below to see what effect is has on the two realms involved. If the armies are of different sizes the column used to determine the degree of victory is the one belonging to the winning army. Note that there are two types of draws, one where the attacker scored more victory points than the defender and one where the defender scored more victory points. If the sides get an equal amount of VPs it’s a draw in favour of the defender. Explanations of the results are given below.

	Result
	Effect if Attacker had most VPs
	Effect if Defender had most VPs

	Draw
	Failed harvest
	Status Quo

	Minor Victory
	Attacker may pillage territory
	Failed harvest

	Solid Victory
	Attacker claims territory
	Defender may pillage territory attackers came from

	Massacre
	Attacker claims territory and may pillage adjacent territory belonging to defender.
	Defenders claims territory attackers came from.


Attackers win

Failed harvest – The invading army causes much destruction before being forced back to where they came from. The defenders gain no resources from the territory this year.

Pillage – The invaders loot and burn as they wish and there is little the defenders can do to stop them leaving with the spoils of war. The attacker gains the resources from the territory this year.

Claiming territory – The defenders are driven back by the might of the invading army. The attackers take control of the territory and gain the resources from it from this year onward.

Claiming territory and may pillage adjacent territory – The invaders raze the area for many miles around and the defenders are powerless to stop them. The attackers claim the area as above and may pillage one adjacent territory belonging to the defender. A territory may only be pillaged once per year and a razed territory may not be pillaged.

Defenders win

Status Quo – The invading force is driven back without too many losses but fail to make any gains. The territory stays in the hands of the defenders.

Failed harvest – The invading is driven back and the defenders pursue them across the border, sowing disorder in their realm. The attackers gain no resources from the territory they attacked from this year.

Pillage –The invaders are driven back across the border and the victorious defenders take advantage of the situation to mount raids of their own. The defenders gain the resources from the territory the attackers came from this year.

Claiming territory – The attackers are driven back and the scattered remnants of their forces are not enough to stop the defenders from claiming their land. The defenders take control of the territory the attackers came from and gain the resources from it from this year onward.

Claiming territories

When you have claimed a territory you must choose whether you want to raze it or run it. If you choose to run it you get resources for it in the Construction phase and it is treated like any other territory belonging to you. If you choose to raze a territory you immediately gain twice the normal yearly amount of resources for the territory. However, the territory will yield no resources in the Construction phases until it has been rebuilt and a razed territory is worth no Victory Points to the realm that controls it at the end of the game.

Features in the territory are razed or run independently of the territory itself. A razed feature is destroyed. If the feature provided resources (e.g. a town or city) razing it will give you the regular bonus of twice the normal income. Apart from this, razing features does not gain you resources.
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Phase 3 – Construction

The Construction phase is broken down into the following steps.

1. The realms collect income

2. Upgrades take effect

3. Prisoner exchange

4. Trade

5. Sacrifices

6. Rebuilding

7. Upgrades and construction

8. Exports

3.1 Realms collect income

All realms collect fixed and variable income for territories and features. A territory (including features in the territory) only generates income if it is connected to a landing site or a city. Territories cut off from these places generate no income at all. Razed territories generate no natural resources.

3.2 Upgrades take effect

An upgrade bought last year, for example to make a town into a city or a fortress into a castle now takes effect. Until this point the feature count as whatever it was upgraded from for all intents and purposes (battle bonuses, pillaging, etc.)

3.3 Prisoner exchange

Any realm with captures Generals may now negotiate for their release. Any assets (resources, territories, slaves) may be traded and any agreements may be agreed upon. Remember that any contract concerning assets is binding, while any other contract may be broken.

All realms must have at least one General at the start of each year or the realm will fragment and be destroyed.

3.4 Trade

The realms may freely trade assets (resources, territories and slaves) in any way they wish, they may even give these away if they really want to. As usual any contracts regarding the transfer of assets are binding. 

3.5 Sacrifices

Any realm with one or more lots of slaves may sacrifice any number of them to gain their gods’ favour. Declare how many lots of slaves each General is sacrificing. To be able to sacrifice slaves in a suitably appropriate way a realm must have at least one temple belonging to the same army (i.e. a Dark Elf General may only sacrifice slaves at a Dark Elf Temple).

3.6 Rebuilding

A razed territory may be rebuilt, though not in the same year it was razed. The cost of rebuilding the territory is equal to the fixed income of the territory. Note that rebuilding a territory will not restore any razed features in the realm, just the harvesting of natural resources. A territory does not produce any natural resources the year it is rebuilt.

3.7 Upgrades and construction

In this sub-phase the realms may buy or upgrades in any way they wish. This is done in the same orders as the realms declared their first invasions. Upgrades take effect in segment 3.2 Upgrades take effect of next years Construction phase, while all other purchases take effect immediately. This means, for example, that is is possible to buy both a town and a city upgrade for that town at the same time, though the town will not become a city until the end of next year. See the Features and Armies sections for details on which features may be bought and constructed for each army. Should the players wish they may also raze any of their own features (except temples) in this sub-phase. Razing your own features never gain you any resources.

3.8 Exports

Excess resources and slaves may be exported abroad from a landing site to gain Victory Points for the following rate:

· 1 Victory Points for every 10 resources
· 1 Victory Points for every 3 slaves
The advantage of export is that the Victory Points gained in this way can not be lost (they are stored in the Warhammer equivalent of a Swiss bank account).

Assets not exported must either be stored at a landing site or in a city (specify how many are stored at each place if given a choice).
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Features

Unless specifically mentioned otherwise each territory may not include two features of the same type. There is not otherwise a limit on the number of features per territory.

Some features lets you include extra units of types normally limited by the Armies sections, for example, a ranger station lets you include Scouts. These allowances apply per army in the realm, so if a realm has one ranger station both armies may have one unit of Scouts. 

Note that features only give the bonuses that are mentioned and nothing beyond this. So a feature that gives free models does not automatically provide slots for the unit, nor does it extend any limits on unit types, such as knights, war machines or flyers.
Free models come with their basic equipment and anything beyond that has to be paid for.

These allowances only apply if the feature is connected to the territory the invasion is launched from and any bonuses the realm had at the start of the year count.  Note that unless specifically mentioned a feature does not provide you with the points needed to field these extra units.

Some features also gain the owing realm Victory Points if they are intact at the end of the campaign.

Limitations on features

Some features have a limitation of 1 per X number of territories, for example 1 per 4 territories. This means that if the realm contains less than X territories it may not contain any features of that type. If the realm contains X or more territories it may contain one feature of that type, if it contains twice X number of territories it may contain two features of that type and so on.
It may happen that by either capturing new territories or losing old territories a realm may exceed the allowed ratio. This is okay, and features do not have to be razed, but the realm may not build any more features of the type while it exceeds the ratio. For example a realm with five territories and one city may conquer an enemy territory containing a city. This means that they have more than one city per four territories and may not build any more cities until they have reached twelve territories.

Artillery camp / Salamander Spawning Pools / Clan Skryre Testing Site

Territory: Any containing a fortress.
Cost: 2 resources
Special: A realm may have one additional war machine costing 100+ points or two different types of war machines costing 99 points or less in each of its armies for each artillery camp it controls.

Bridge

Territory: River Valley
Cost: 2 resources
Special: If a territory containing a bridge is invaded the defender may demand that the whole enemy army (except Scouts) are deployed first. This does not apply if the attackers invade along the river.

Castle
Territory: Lowland, Coastal, Highland
Cost: 15 resources
Limit: 1 per 4 territories
Income: -2 (i.e. a realm containing a castle must spend 2 resources each year to maintain it. If they fail to do so it will be destroyed).

Special: A realm may have one additional Rare unit in each of its armies for each castle it controls. Whenever an army attacking from a territory containing a castle, or defending a territory defending one is defeated the defeat is shifted one level in favour of the owner of the castle (i.e. Massacres become Solid Victories, and so on). Draws are not affected. This is cumulative with Highlands. A castle also has all the bonuses of a fortress.

Victory Points: 1

A castle must be upgraded from a fortress. A territory may not contain both a fortress and a castle.

Chariot construction site

Territory: Any Lowland or Coastal containing a fortress.
Cost: 2 resources

Special: A realm may have one additional chariot or chariot unit in each of its armies for each chariot construction site it controls.

City

Territory: Lowland, Coastal. Not in a territory containing Dense Forests.
Cost: 6 resources
Limit: 1 per 4 territories
Income: Doubles natural resources from territory

Special: D3+1 Slaves if razed. A realm may have one additional Hero choice in each of its armies for each city it controls.

Victory Points: 1
A city must be upgraded from a town. A territory may not contain both a town and a city.

Fortifications

Territory: Any
Cost: 2 resources
Special: Fortifications give two benefits when the territory is invaded. After deployment zones have been decided the defender can remove any one piece of terrain on the table. Following this he can place D3+2 stone walls in his deployment zone. Each stone wall should be approximately 6” long and counts as obstacles and hard cover. At the start of each Construction phase roll a D6 for each fortification feature. On a 1-3 the feature has fallen into disrepair and counts as razed.

Fortress

Territory: Lowland, Coastal, Highland
Cost: 6 resources
Limit: 1 per 3 territories
Special: A realm may have one additional Special unit in each of its armies for each fortress it controls. A territory containing a fortress may not be pillaged when a friendly adjacent territory suffers a massacre.

Upgrades: A fortress may be upgraded to a castle. The cost for this is paid for in the Construction phase and the fortress becomes a castle at the start of the Construction phase next year.

Great War Forge

Territory: Any containing a fortress, castle or city.
Cost: 4 resources

Income: -1 (i.e. a realm containing a great war forge must spend 1 resource each year to maintain it. If they fail to do so it will be destroyed).

Special: All armies in a realm may have an additional 50 points in the army for each Great War Forge it contains (75 pts if the realm contains one or more Dwarf or Chaos Dwarf armies).

Knight school

Territories: Any containing a fortress or castle.

Cost: 2 resources
Special: A realm may have one additional unit of knights in each of its armies for each knight school it controls.

Landing site

Territory: Coastal
Cost: N/A
Income: A territory containing a landing site yields no natural resources.

Special: A realm may have two additional Special units in each of its armies for each landing site it controls. Landing sites also affect how income is earned (see the Construction phase) and allows a realm to export slaves and resources. Landing sites may not be razed.

Victory Points: 1

Outpost

Territory: Any containing no other features than fortifications, ranger stations.
and watchtowers.

Cost: 2 resources
Special: An invasion on a territory containing an outpost may be diverted in the same way as an attack on a landing site. An invasion can only be diverted once.

Ranger station

Territories: Any, except one containing a town or city.

Cost: 1 resource
Special: A realm may have one additional unit of Scouts in each of its armies for each ranger station it controls.

School of Wizardry

Territories: Any containing a city

Cost: 2 resources
Special: A realm may have one additional Wizard for each school of wizardry it controls. Does not provide any additional Hero slots.

Shipyard

Territories: Coastal

Cost: 4 resources
Special: Lets armies in the realm invade any other coastal territory, though a travel expense of 1 resource for each whole four territories traveled must be paid. Invasions of landing sites may be diverted to any coastal territory adjacent to the landing site, following the normal rules for diverting invasions. Should an amphibious invasion be defeated the result is always Status Quo. Amphibious invasions otherwise follow all the normal rules for invasions (only one invasion may be launched from each territory with a shipyard per year, for example).

Temple

Territories: Any containing a town or city.

Cost: 2 resources
Special: A temple is always dedicated to one army and may not be used by others. When constructing a Temple one General in the realm belonging to the same race gains 1 point of Glory. A temple may be used to sacrifice slaves (see the Assets section). Razing a temple belonging to another army gains the razing General 1 point of Glory.

Town:

Territory: Any
Cost: 4 resources
Income: +2 resources to territory

Special: 1 Slaves if razed

Upgrades: A town may be upgraded to a city. The cost for this is paid for in the Construction phase and the town becomes a City at the start of the Construction phase next year.

Watchtower

Territories: Any

Cost: 3 resources
Special: A realm defending a territory containing a watchtower may add +1 to the dice rolls to choose deployment zones and to decide who starts deploying.
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Assets

The system deals with three types of assets that may be used: resources, territories and slaves. During the Trade sub-phase in the Construction phase any of these assets may be traded with other realm for other assets or favours.

Resources

Resources are things like foodstuffs, lumber and ore but also more processed resources like tools and cloth. Resources are divided into two types:

· Natural resources are the basic values produced by each territory. They are determined when a territory is first conquered and will stay the same for the rest of the game. Should a territory be razed it will stop yielding natural resources, though the production will be restored to its original level if the territory is rebuilt.
Natural resources also include the additional D6 resources granted by River valleys.

· Processed resources are those produced by features in a territory, such as a town, a city or a gold mine. If a feature is razed it is gone permanently, though in some cases it may be replaced with an identical one.

Territories

At the end of year 7 each realm gets 1 Victory Point for each territory it controls. Razed territories gain no Victory Points.

Slaves

Although most armies employ slave labour to a lesser or greater extent some armies are particularly renowned for it. Only the armies listed as slavers may ever have slaves, if an army that does not use slaves should ever gain any slaves they are immediately set free and lost.

These armies receive 1 lot of slaves when they massacre an enemy army. In addition 1 lot of slaves is gained each time a town is razed and D3+1 lots of slaves is gained each time a city is razed.

Slaves may be sacrificed at temples and this is always done on behalf of one of the realm’s Generals. Slaves may be sacrificed one lot at time, roll a D6 for each lot of slaves sacrificed.

	1
	The gods are angry. Sacrifice 1 additional lot of slaves immediately and re-roll the dice roll or lose D3 points of Glory.

	2 - 3
	The gods are not impressed.

	4
	The gods are pleased. +1D3 points of Glory.

	5
	Gift of the Gods. The General may have one additional magic item worth up to 25 pts for free.

	6
	The gods smile upon you. +1 Victory Point


A captured enemy General may be sacrificed in the same manner as 1 lot of slaves.
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Generals’ development

Each player is represented in the campaign by his or her General and the General is the only thing that may not be altered as the player pleases from game to game. The following may not be altered for the General:

· Type (i.e. Empire Captain, Dark Elf Sorceress, etc.)

· Marks and Gifts of Chaos (Chaos only)

· Blessed Spawnings (Lizardmen only)

· Bloodline powers (Vampire Counts only)

· Honours (High Elves only)

· Virtues and Vows (Bretonnians only)

· Magic level (Wizards only)

Everything else (magic items, mundane equipment, mounts and so on) may be freely changed. A replacement General may be bought in the Upgrades and construction segment of the Construction phase at a cost of 20 resources. Note that this does not cover the points cost of the General, it just gives you the option for replacing the General. A General may always be replaced if the player wishes, he does not have to be dead. He could be captured, fatally wounded or just too unlucky. The old General is retired and takes no more part in the campaign. Note that a General may only be replaced in the Construction phase, not at other times.

The General gives you several benefits, the most important ones is that he may lead an invasion in the Declarations of War phase, and that he is your General in battle. Note that your General is always the army General, even if the army should happen to have other characters with higher Leadership.

A General is also able to improve, rising to be the equivalent of a Lord in power, though he may also be injured in battle.

Generals’ injuries

If a General is slain in battle it does not necessarily mean he is dead, he might be too injured to continue the battle or he may have been simply knocked unconscious, he may have run away (boo!) or he may have been captured. After a battle where a General is removed from the battle as slain he must roll on the Injury table below. Some of the results have longer explanations given below the table.

Injury table

	D66
	Result

	11 – 13
	Dead

	14 – 16
	Captured

	21 – 22
	Multiple injuries. Roll a further D3+1 times on this table, re-rolling arny further ‘Dead’, ‘Captured’, ‘Multiple injuries’ and ‘Full recovery’ results.

	23
	Leg wound. –1 Movement

	24
	Arm wound. Roll a further D6:

1: The arm must be amputated. The General may only use single handed weapons from now on and may not carry a shield.

2-6: Miss next battle

	25
	Madness. Roll a further D6

1-3: Stupidity

4-6: Frenzy

	26
	Amnesia. –1 Magic level (re-roll if not a Wizard)

	31
	Chest wound. –1 Toughness.

	32
	Blinded on one eye. –1 Ballistic skill. Should the General lose both eyes he must be retired.

	33
	Old Battle Wound

	34
	Nervous condition. –1 Initiative

	35
	Hand injury. –1 Weapon skill.

	36
	Lack of confidence. –1 Leadership.

	41 – 61
	Full recovery. The General recovers with no ill effects.

	62 – 63
	Bitter enemy. Roll a further D6 to see who the General Hates:

1-2: The enemy General

3-4: All models in the enemy General’s army

5-6: All models in the realm of the enemy General

	64
	Hardened. Immune to Fear

	65
	Horrible scars. Causes Fear

	66
	Survives against the odds. +1 point of Glory


Dead: The General is dead (no, really!). A new General may be recruited in the next Construction phase.

Captured: The General is captured by the enemy army. You may attempt to buy him back in the Prisoner exchange segment of the Construction phase. Should you be unable or unwilling to get the General back a replacement may be recruited. Note that captured Generals may be sacrificed by some armies.

Miss next battle: The General may not fight in the next battle, which means that the army will have no General. Should the General get this result after the last battle of a year he may not declare any invasions next year.

Old Battle Wound: Roll a D6 at the start of each battle the General is involved in:

1: “Ow, my leg.” The General may not fight this battle. His points cost is not redeemed and may not be used to buy other units.

2: “Let me fight, I can take them!” The General starts this battle with 1 less Wound than normal, but should he survive (i.e. he’s not slain again) he gains +1 point of Glory.

3-6: “I can fight.” No adverse effects. The General fights as normal.

It is possible for a character to have more than one Old Battle Wound. If this is the case one dice is rolled for each and the lowest result is taken.

Characteristics reductions: No characteristic may be reduced below 1. Should this happen re-roll the result on the injury table.

Glory

A measure of a General’s prowess is how many points of Glory he has earned. A General starts the campaign with 3 points of Glory. During a battle points of Glory may be earned according to the list below. All are cumulative.

· Fighting a battle resulting in a Draw or better: +1
· Fighting a battle resulting in a Solid Victory or better: +1
· For each enemy character slain by the General: +1
· Your General has slain the enemy General: +1
· For each enemy banner captured by the General or the unit he was with*: +1
· For each own banner lost while the General was with the unit: -1
· For each challenge refused by the General: -1
*only banners captured while the General was with the unit counts.

In addition some features and other circumstances may provide the General with extra points of Glory. It is possible for a General to have a negative ammount of Glory.

Glory may be spent in a few ways. First and foremost 6 points of Glory may be traded in for a roll on the Generals’ Advancement table. 

Secondly 4 points of Glory may be traded in to re-roll the initial roll on the Injury table. Note that the points must be spent before rolling any further dice (i.e. if you get Multiple injuries you must decide whether or not to re-roll before rolling how many injuries the General gets) and the second result stands. 

Thirdly 3 points of Glory may be spent to re-roll a failed roll to pacify a neutral territory.

For each 6 points of Glory traded in the General gets one roll on the Warrior’s Advancement table. Generals who are Wizards may choose to roll on the Wizard’s Advancement table instead, but they don’t have to. Any advances must be reported to the organiser.

Warrior’s Advancement table

	2D6
	Result

	2-3
	New skill: Pick one from either Combat or Leadership

	4
	Characteristics increase. +1 Strength

	5
	Characteristics increase. +1 Leadership

	6
	Characteristics increase. +1 Attack

	7
	Characteristics increase. +1 Weapon skill

	8
	Characteristics increase. Choose either +1 Initiative or BS

	9
	Characteristics increase. +1 Wound

	10
	Characteristics increase. +1 Toughness

	11-12
	New skill: Pick one from either Strength or Miscellanious


No characteristic may be increased by more than +1. Should this happen, roll again.

Wizard’s Advancement table

	2D6
	Result

	2-3
	The Wizard adds +1 Power dice to his side’s pool.

	4
	The Wizard adds +1 Dispel dice to his side’s pool

	5
	The Wizard adds +1 to all his casting rolls.

	6
	The Wizard knows +1 spell.

	7
	The Wizard may cast spells with one more dice than normal.

	8
	The Wizard may re-roll one Miscast result per battle.

	9
	The Wizard adds +1 to all his dispel rolls.

	10
	The wizard may carry one additional Arcane item.

	11-12
	The wizard may pick his first spell instead of rolling for it.


Should a Wizard roll the same result twice he may re-roll the dice if he wishes.

Skills

A General getting a Skill result from the advancement table may freely pick which skill he wants from the available lists. A General may not have the same skill twice.

Combat

	Unstoppable charge
	The General may re-roll any failed to-hit rolls on the turn he charges.

	Lightning reflexes
	When charged the General and all enemies in base contact fight in order of Initiative instead of the attackers automatically striking first.

	Step aside
	The General gains a 5+ Ward save.

	Parry
	At the start of each combat phase the General may choose one enemy in base contact that loses 1 A. When an enemy model has more than one type of attacks the opponent picks which is lost.

	Honourable
	When issuing a challenge the General may nominate the enemy character who must accept or refuse the challenge.


Strength

	Mighty blow
	General may choose at the start of each Combat phase choose any number of attacks to give up. Each attack given up gives him +1 S for that phase

	Strongman
	When using a weapon that would normally make him strike last the General strikes at Initiative 3.

	Master strike
	Models hit by the General suffer an additional –2 to their armour saves.

	Killing blow
	The General gains the Killing blow ability.

	Resilient
	All attacks that hit the General suffer a –1 Strength penalty


Leadership

	Commanding presence
	Friendly troops within 18” may use the General’s Leadership.

	Dauntless
	The General and any unit he leads is Immune to Panic.

	Fearless
	The General and any unit he leads is Immune to Fear.

	Steadfast
	The General and any unit he leads may re-roll one failed Break test each battle.

	Beloved leader
	The General’s presence in a unit adds +1 Combat Resolution, as long as he is in a fighting rank.


Miscellanious

	Blessed
	The General and any unit he leads gains Magic Resistance (2).

	Hard to Kill
	Killing Blow has no special effect on the General. When hit by an attack that causes multiple wounds the character never takes more than 1

	Warrior Wizard
	The General gains all the abilities of a level 1 Wizard of the appropriate type. He may not cast spells while wearing armour. This is in addition to the limit of 1 Wizard per army.
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Armies

Each realm has two armies, each lead by its General which represents the player controlling the army. The armies are selected to 1500 points following the guidelines given below. As long as the armies satisfy the limitations of this section plus any bonuses granted by features it may be structured in any way the player wishes and does not have to be the same from one battle to the next.

Note that when the rules below talk about realms of a specific type (e.g. a Wood Elf realm) it means a realm where both players belong to the same army. This means that the Orc & Goblin special rule giving them 1 less resource per territory ony applies in realms where both armies are Orcs & Goblins, for example.

Army specific rules, for example the Dwarf special rule saying they do not pay 2 resources when invading across mountains, apply to all Dwarf armies no matter what the other army in the realm is, though it still only applies to the army in question and not to any allied armies. Army specific features may be built in realms where at least one army in the realm belongs to the appropriate army.

Choosing an army

	Heroes
	1-2

	Core
	3+

	Special
	0-2

	Rare
	0


Note that the option to take up to two Special units comes from a realm holding its original landing site. Should it ever lose this territory it may include 2 less Special units.

Limitations

· No special characters may be taken.

· Dogs of War units may only be taken in Dogs of War armies.

· Regiments of Renown may not be taken.

· No Scouts may be taken.

· 50 points or less may be spent on magic items (including anything else that comes from the magic items quota) in total for the army. You may not spend it all on Dispel Scrolls.

· Only one model may be a Wizard.

· Only one model may be a Large target.

· Only one model may cause Terror.

· Only one chariot or chariot unit (Tomb Kings only) may be taken.

· Only two different types of war machines costing 99 points or less, or one war machine costing 100 points or more may be taken.

· Only one model or unit that can Fly may be taken.

· No knights (cavalry units that have or can be upgraded to a 2+ save or better) may be taken.

Note that these are only initial limitations. They may seem unreasonably strict and some people may react to the fact that a Bretonnian army may not include knights, for example, but remember that a realm has three years of construction before it may fight the other realms and all of these may be used to build feature that lets you take units beyond these limitations.

Generic alterations to the army lists:

· All units equipped with short bows, bows or longbows costs 1 point less per model than the listed cost*.

· All units of S3 infantry models equipped with spears costs 1 point less per model than the listed cost*.

· All units of T3 models with halberds cost 1 point less per model than the listed cost*.

· Only units with no close combat weapons other than hand weapons may use the hand weapon + shield bonus.

Points reductions are cummulative, so units armed with both spears and bows could get a 2 point discount.

*does not apply to the updated Dark Elf list or to any army list released after that.

Bretonnia

Special Bretonnian feature:

Grail Chapel

Territory: Any

Cost: 2 resources
Special: For each Grail Chapel in a realm all Bretonnian armies in the realm may include one free Grail Knight.

Chaos Beasts

Chaos armies may take slaves and sacrifice them. A Chaos temple is always dedicated to a specific Chaos power and only a General dedicated to the same power gains any bonuses from it.

A Chaos Beast General gains 1 Victory Point to his realm for each Enchanted Forest (special Wood Elf feature) he razes.

Chaos Beast armies may not initially have Daemon units. Instead one unit of Daemons may be included for each Temple the realm contains.

Special Chaos Beasts feature:

Great Herdstone

Territory: Any not containing a town or city

Cost: 2 resources
Special: For each Great Herstone in a realm all Chaos Beasts armies in the realm may include one free Minotaur or two free Centigors.

Chaos Daemons

Chaos armies may take slaves and sacrifice them. A Chaos temple is always dedicated to a specific Chaos power and only a General dedicated to the same power gains any bonuses from it.
Chaos Mortals

Chosen Knights and Warriors count as Special unless you have at least as many un-Chosen models of the same type.

Exalted Champions count as two Hero choices.

Chaos armies may take slaves and sacrifice them. A Chaos temple is always dedicated to a specific Chaos power and only a General dedicated to the same power gains any bonuses from it.

Chaos Mortal armies may not initially have Daemon units. Instead one unit of Daemons may be included for each Temple the realm contains.

Special Chaos Mortals feature:

Place of Madness

Territory: Any containing a city

Cost: 3 resources
Income: As city

Special: Any city may be upgraded into a Place of Madness. If it is a captured city it gains one Chaos Mortal General in the realm 1 point of Glory. For each Place of Madness in a realm all Chaos Mortal armies in the realm may include one free Chaos Troll or Spawn (marks must be paid for).

Chaos Dwarfs

The cost of musicians in the Chaos Dwarf army is half the cost of a Champion, rounded up.

Chaos Dwarfs add +1 to the dice roll when invading neutral territories containing mountains.

Chaos Dwarf armies may take slaves and either export them or sacrifice them.

Chaos Dwarfs do not pay the normal 2 resources for invading across mountains.

Chaos Dwarf realms get twice the normal natural resources from Highlands.

Chaos Dwarf realms do not get the extra D6 resources from River Valleys.

Special Chaos Dwarf feature:

Greenskin Slave Camp

Territory: Any

Cost: 2 resources
Special: For each Greenskin Salve Camp in a realm all Chaos Dwarf armies in the realm may include one unit of Orcs or Goblins beyond the normal restriction on Special units.

Dark Elves

Dark Elf armies may take slaves and either export them or sacrifice them.

For each Dark Elf temple all Dark Elf armies in the realm may include three free Witch Elves.

Special Dark Elf feature:

0-1 High Temple of Khaine

Territory: Any

Cost: 6 resources
Special: A High Temple of Khaine is an upgrade to a Temple. Each Dark Elf army in a realm containing a High Temple of Khaine may include a Cauldron of Blood beyond the normal restrictions on Rare units. When sacreficing slaves at a High Temple the dark elf player may re-roll the dice once if he is not satisfied with the initial roll. Dark Elf armies in a realm containing a High Temple may include Witch Elf Death Hags as Hero choices. Death Hags cost 80 points and are identical to Nobles except that they have Frenzy, may not take any kind of armour (including shields) and may select items from the Temple of Khaine. They may only join Witch Elf units.

Victory Points: 1

Dogs of War
The cost of musicians in Dogs of War units is half the cost of a Champion, rounded up.

Dwarfs

Dwarf armies add +1 to the dice roll when invading neutral territories containing mountains.

Dwarf armies do not pay the normal 2 resources for invading across mountains.

Dwarf realms get twice the normal natural resources from Highlands.

Dwarf realms do not get the extra D6 resources from River Valleys.

The following appendix lists may be used:

· Overground defence

· Undgrin Ankor Force

Special Dwarf feature:

Slayer Shrine

Territory: Any

Cost: 3 resources
Special: Each Slayer Shrine may only be constructed after a Dwarf army has suffered a Solid loss or worse. For each Slayer Shrine in a realm all dwarf armies in the realm may include five free Slayers or one free Dragon Slayer.

Empire

Inner Circle Knights count as a Special unit unless you have at least as many Outer Circle Knights of the same order.

An Empire army may include 3 free Flagellants for each battle it has lost.

All Empire armies in a realm containing one or more Empire temples may have an additional Warrior Priest beyond the normal restriction on Heroes.

The following appendix lists may be used:

· Cult of Ulric

Special Empire feature: 

0-1 Engineer’s College

Territory: Any containing a city

Cost: 5 resources
Special: If a realm contains an Engineer’s College all Empire armies in the realm may include one free Master Engineer and buy Repeater Hanguns, Repeater Pistols and Hochland Long Rifles at half cost.

High Elves

Ignore the Intrigue at Court rule.

For each Highland territory controlled each High Elf army in the realm may include one additional Great Eagle beyond the normal restriction on Flyers.

Special High Elf feature:

Tower of Sorcery

Territory: Any

Cost: 3 resources
Special: A Tower of Sorcery gives the same benefits as a School of Wizardry. For each Tower of Sorcery in a realm all High Elf armies in the realm may include four free Swordmasters.

Lizardmen

Lizardmen armies do not suffer the –1 penalty when invading neutral territories containing rivers.

Lizardmen armies may take slaves and sacrifice them.

Salamanders count as war machines.

The following appendix lists may be used:

· Lizardmen of the Southlands (skinks in Cohorts start at 4 pts each, not 6).

Special Lizardmen feature: 

Kroxigor Spawning Pool

Territory: Any containing a town city

Cost: 3 resources
Special: For each Kroxigor Spawning Pool in a realm all Lizardmen armies in the realm may include one free Kroxigor.

Orcs & Goblins

Orc realms do get Victory Points for holding razed territories at the end of the game.

Orc realms get –1 resource from each territory in the Realms collect income segment.

Each Orc & Goblin army

The following appendix lists may be used:

· Night Goblin Horde

· Common Goblin Horde

· Savage Orc Horde

· Mountain or Troll Country Waaagh!

· Nomadic Badlands Waaagh!

· Snotling Horde

Special Orc & Goblin feature: 

Squig Pit

Territory: Any 

Cost: 2 resources
Special: For each Squig Pit in a realm all Orc & Goblin armies in the realm may include three free Squigs.

Skaven

Weapon Teams count as war machines.

Skaven armies may take slaves and export them.

The following appendix lists may be used:

· Clan Eshin

· Clan Moulder

· Clan Pestilens

Special Skaven feature:

Clan Moulder Laboratory

Territory: Any containing a town or city

Cost: 3 resources
Special: For each Clan Moulder Laboratory in a realm all Skaven armies in the realm may include one free Rat Ogre.

Tomb Kings

Chariots are taken as Core units, not as Special.

Tomb Kings soldiers may not be taken as slaves.

Since Liche Priests cast spells in a slightly different way from other wizards the following changes apply:

+1 Spell means that the Priest may split his available dice (2 for a basic priest) between one more incantation than normal. A basic Priest may then cast two incantations with one dice each.

+1 Power dice means that the priest may cast with one more dice per phase (assumes he either also has the +1 Spell of the ability to cast with +1 dice).

The ability to cast spells with +1 dice lets the priest roll up to 3 dice per spell (assumes he has extra dice available).

Re-roll miscast results and the ability to pick a spell gives no benefit.

Special Tomb Kings feature: 

Glorious Monument

Territory: Any

Cost: 2 resources

Special: Each Glorious Monument may only be built after a Tomb Kings Solid Victory or better. For each Glorious Monument in a realm all Tomb Kings armies in the realm may include one free Ushabti.

Vampire Counts

Ignore the limitation on having a Wizard as your General; the General is selected in the same manner as in normal armies.

Vampire Counts soldiers may not be taken as slaves.

The following appendix lists may be used:

· Blood Dragons

· Lahmia (Swains as listed may not be taken. Instead, if the army captures an enemy General he may be taken as a character in the Lahmian army, following all the normal restrictions on Heroes and equipment available to his type.)

· Necrarch

· Necromancer

· Strigoi

· von Carstein

Special Vampire Counts feature: 

Haunted City

Territory: Any containing a conquered city

Cost: 3 resources
Income: As city

Special: A city in a conquered enemy territory may be upgraded into a Haunted City. For each Haunted City in a realm all Vampire Counts armies in the realm may include one free Spirit Host.

Wood Elves

Wood Elf armies ignore the –1 penalty for invading neutral territories containing Dense Forests. 

Wood Elf realms get twice the normal resources from territories containing Dense Forests.

Wood Elf realms get no resources from Highland territories.

Wood Elf realms may build cities in territories containing Dense Forests.

Wood Elf armies do not pay the normal 1 resource for invading through woods.

For each Highland territory controlled each Wood Elf army in the realm may include one additional Special unit which must be a single Great Eagle. This is in addition to the allowance of 1 flying model/unit.

The special Wood Elf rules regarding the battlefield only apply when the Wood Elves are defending a Lowland territory.

Special Wood Elf feature: 

Enchanted Forest 

Territory: Any containing Dense Forests

Cost: 4 resources
Special: Gains 1 point of Glory to all Wood Elf Generals in the realm. For each Enchanted Forest a realm all Wood Elf armies in the realm may include three free Dryads.
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