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WARHAMMER FANTASY MAP-BASED CAMPAIGN
INCURSION OF CHAOS
 - General Rules -
- 8th Edition -
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LEAGUE FORMAT

· 8th Edition - 2500 points

· $20 entry fee for prize support

· Order vs. Destruction map-based campaign; top generals from each faction will play for overall championship
· 6 campaign turns; 2 weeks are allotted for each "turn"
· Standard tournament Battle Points will be recorded for tie breaker purposes only
· Victory points will be determined based on control points on the campaign map

· Prize support will be given by winning faction and participation; if you do not play all of your games, you will not be qualified for prize support
All players in the league will be divided into opposing factions. Game play will be faction vs. faction.  All players will be divided into factions according to the table below:

	Alliance of Order
	Unaligned Forces
	Forces of Destruction

	Bretonnians
	Dogs of War
	Chaos Armies (All)

	Dwarves
	Ogre Kingdoms
	Dark Elves

	High Elves
	Tomb Kings
	Orcs & Goblins

	Lizardmen
	
	Skaven

	The Empire 
	
	Vampire Counts 

	Wood Elves 
	
	

	
	

	
	


Unaligned Force players must choose a faction to ally with at the start of the league. 
Army Selection and Lists
· 2500 points
· Army list must be printed and present at the time of the game 
· Composition may be changed from game to game, although army selection may not be changed
· No special (or named) characters - even if purchased as a unit upgrade 
· Disposition of magic items need not be disclosed prior to use in the game or until after the battle
· Due to popular demand, the Power Scroll, Book of Hoeth and Fozzrik’s Folding Fortress are not allowed in the campaign.
Models
· While models used in the league do not have to be Games Workshop models, they are recommended to minimize confusion. 
· All models used in game play must be completely assembled and identifiable as the unit they represent. No model may be represented by washers, dice, empty bases or trays, etc. 
· Models that do not adhere to these requirements may be removed without replacement.

Proxies & Conversions
· Proxies are not allowed for released models.  
· If there is a representative model that is produced for the unit that is being used, then the model for that specific unit must be used (i.e. Dark Elf Executioners cannot be fielded as Dark Elf Black Guard). 

· Conversions are allowed for individual character models or a few models within a unit.
· Conversions need to be on the appropriate sized base for the model they represent.

A note on Models and Proxies: The rules for models and proxies are not intended to stifle creativity or conversion and are to be used with some measure of discretion. It is the intent of the rules to limit players from taking units they do not have and creating confusion during game play. 

Campaign Venue

· All games must be played at Little Wars to be counted

· Reporting will be made at the store after the game is played

· Failure to report the game and make necessary adjustments to the board after the game will result in a skipped game (see below).




Campaign Turns
· A Campaign Turn (or turn) is defined as a 2 week period where 1 game is played per general

· Time will be strictly enforced in the campaign. If you do not play your game, the turn will end and your game will be skipped. Think of it as a scouting error, misdirection from the enemy, or some other form of inaction
· A schedule of opponents will be provided prior to the campaign start

· It is possible that several campaign games may be played simultaneously or near simultaneously on any given day. Results for games are recorded in the order they are completed (not started).
Proxy Generals and the Ringer Army
· Due to the nature of the campaign - Order vs. Destruction, skipped games can have a significant impact on both sides

· Proxy generals are allowed to be used in the event that the scheduled opponent is unable or unwilling to play the game within the scheduled time
· They do not have to be campaign participants - only willing to play

· The score is not recorded for the proxy general, but any territory taken or held will be counted as a normal game

· It is the responsibility of each player to complete their game - if a game is unplayed in the campaign turn, and not filled by a proxy general game, it will be considered as skipped.
· The Proxy General will use the store “ringer army”

· The ringer army cannot be changed prior to the battle
Campaign Games:

· A Campaign Game, hereafter Game, will follow the procedure as outlined below. Additional information on each step will be covered in separate sections

· Generals meet at Little Wars for Game

· General with initiative chooses location to attack & places battle arrow

· Battle: Set up terrain, determine scenario and play game

· After Action Step

· Report Game and make necessary changes to Campaign Map.

· Generals Meet at Little Wars

· Generals must have a printed copy of their List prior to game

· Choose battle location and place battle arrow:

· In turns 1, 3 and 5, the Forces of Destruction will have the initiative. In turns 2, 4 and 6, the Forces of Order will have the initiative.
· General with initiative chooses territory to attack from and which territory to attack by placing a battle arrow on the map.

· The battle arrow must be in place prior to initiating battle phase
· Once a battle arrow is placed in a turn, no arrows may be placed going the opposite direction over the same border. A maximum of 3 battle arrows may enter a single territory no matter the number of adjacent territories
	
	
	


	
	
	


	
	
	


	
	
	


	
	
	

	
	
	

	
	
	



· Set up Terrain
· Terrain must be set up in accordance with location of battle of map
· If there are various "types" of terrain on a location, then the Defending player selects the terrain table that will be used in the battle
· See Appendix A on terrain rules for map territories

· Roll for Objectives
· Advance victorious troops
· The winning general places an Order/Destruction control marker on the opposing general’s territory

· Yes, this means that if you attack and lose, the defender takes the territory that you attacked from
Map Specific Rules
· Important information is included on the map, understanding this information will be critical for success.

· The map contains 5 types of terrain: Plains, Forest, Mountainous, Wasteland and Settlement
· Complete terrain rules are included in Appendix A
· Scenario Objectives are independent of terrain and are included in Appendix B
· 
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Scoring
Campaign Scoring

· Total number of victory points from the map as of Sunday at 6PM on the last day of the campaign will determine which side wins
Individual Scoring

· Ranking will be based on wins with battle points being the tie-breaker

· Sportsmanship, Composition, and Painting will not be scored

· Conceding victory is not allowed. If a game is "called" then the points at that time will determine the result of the game.
	Victory Point Difference
	Result
	Winner's Points
	Loser's Points

	Less than 100
	Draw
	10
	10

	100 - 500
	Minor Victory
	13
	7

	501-1000
	Major Victory
	15
	5

	1001 +
	Massacre
	17
	3
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Appendix A: Terrain

· Terrain will be determined by the area the battle takes place in

· Buildings will hold 1 unit up to 30 models (or equivalent) as per the IGT rules
· For terrain set roll d6+4 times on the chart below alternating placement of terrain
	Terrain/Die Roll
	1
	2
	3
	4
	5
	6

	Plains
	Forest
	Hill
	Hill
	Hill
	River/Lake
	Forest

	Forest
	River/Lake
	Forest*
	Forest
	Forest
	Hill
	Marsh

	Mountainous
	Scree Slope
	Hill
	Hill
	Forest*
	Scree Slope
	River/Lake

	Wasteland
	Forest
	Scree Slope
	Hill
	Marshland*
	Mystical Monument**
	River/Lake*

	Settlement
	River/Lake
	Hill
	Buildings
	Wall/Fence
	Wall/Fence
	Arcane Architecture**


· * Roll a die; on a 4+ this terrain piece will have a special property – see page 142 in the main rulebook and randomly determine what special property this piece has when discovered
· ** In the Wasteland roll a die; 1-3 will be a randomly determined Sinister Structure, 4-6 will be a randomly determined Magical Mystery. In a settlement – if the Settlement is controlled by Order then randomly generate a Steadfast Sanctum; If controlled by Destruction, randomly generate a Sinister Structure
Appendix B: 




Objectives
· All battles will be played using the setup rules for the Battle Line scenario

· The player who lost the initiative will roll on the table to determine the secondary objective (if any). Secondary objectives are described below and give bonus victory points
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	Die Roll
	1
	2
	3
	4
	5
	6

	Secondary Objective
	Capture the Flag
	Traitor
	Arch Rivals
	Gain Ground
	Treasure Hunt
	Valley of Death


Secondary Objectives
Capture the Flag

· If at the end of the game you have more banners than your opponent (including captured banners) you receive an additional 200 victory points
· This can change the outcome of the game
Traitor
· The Traitor is any hero/lord model (not the general) that is selected by your opponent
· If the Traitor is killed then you receive an additional 200 victory points
Arch Rivals

· Killing your opponents general is worth 200 additional victory points
· Killing your opponents general with your general is worth an additional 200 victory points
· Breaking the unit the opposing unit is in with the unit your general is in counts as killing the opponents general with yours
Gain Ground

· Each table quarter that you occupy unopposed in your opponents half of the table is worth an additional 200 victory points
· Warmachines, Flyers, Skirmishers, and Characters cannot occupy or contest occupation of a table quarter
· To qualify as an occupying unit you must have at least 1 complete rank and must have at least half of the unit within the table quarter
Treasure Hunt

· Your opponent must reveal the location of his most expensive magic item - but not what it is
· If you kill or capture the character with the item you will gain an additional 200 victory points 
Valley of Death

· Wiping out your opponents most expensive "Core" unit is worth an additional 200 victory points
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