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1: Using This Guide

This guie is a short introduction to Campaign Buildiris a feature packed utilitgnd will help
you to make great, memorable campaignihere are many options and campaigns can be quite
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Campaigner. Very nearly any campaign you can think of, you can create with a little imagination and the
tools here in Campaign Builder.

2: Getting Started
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combat) and a general idea of what your campaign will cover. Start small, when playing a campaign for
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A campaign is just a map and uniistil you create abackground A background is pretty easy
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is a series of battlebught for the town of Doomville. The Doomvillians try desperately to defend the
bridges and hold off the invading al@én® 2 KI 6 S@SNJ g2NJ1 & F2N) 82dz FyR LI
campaign will suffice.

3: Scale and Time Considerations

It@ important b take into consideration the scale of the wargame you are playing, compared to

that of the mapyouareusing. 1 Qa4 RAFTFAOdzA G G2 AYFIAYS |+ Fdz £ LI |
with huge armies per side. While your campaign can represent thieba® F2 NJ I LJ NJi A Odzf I NJ
to have a map large enough for maneuvering, but so large that units are lost. So if you want a
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month per turn. This allows very large areas to be covered even by ancient armiasstioce, you can
create a campaign representing a few years of Hun progression across China. On the other end of the
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works best for your campaign.

You set the turn length in the Main Editor window. You can also set the maximum number of
turns, so you can choose the total maximum duration of your camp#igtou select 15 minute turns,



each rule use will be reset and resources will be generatedg@ime may halt a turn early (before each
15 minute segment) if a new enemy is detected, or if there is a combat.

4: Main Editor

Most of the information that defines your campaign can be found in the Main Editor. Here you
can set options, turn length, numbeof turns, unit types, installation types, resources, rules and
elements. You can put as much or as little information in here, but you will need at least one unit type
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Chart 41

Term Definition

Unit This is the basic component in a Battlegroup. It can represent an entire army (for instanc
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properties to help define them.

Installation This is a nonmoving structure, campus or group of buildings. An installation can be a se
port, military base, hospital, castle or whatever else you can dream up. Installations c
generate and store resources if so desired.

Rule These help add more flavor to your camaign. They do not actually impact the campaign, bu
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rule. It can have a range, and allow a player to perform a preparatory bombardment. Rul
can be created byhe campaign designer, and both installations and units can have rules.
Rules can be set to consume resources for each use.

Resource Resources can be anything from cash to bullets. They can be created by the designer
consumed by rules. They are genated at installations and can be used as a victor
AT TAEOCEIT j OEAOA AO 1 AAOGO tnn 1 OA6 Q8

Element %wl Al AT OO0 AOA OAAOAOEDPOI O0O6 OEAO AA1T AA
detall if so desired. For instance, you can have optional equipmentarked as an element
and added to a unit.

Battlegroup This is one or more units combined together. The Battlegroup level is where players s
waypoints and orders. The Battlegroup tallies up the point value and detection values fror
its comprising units.

Faction There are two factions in Campaigner. Eachddaon has maximum deployable point value as

well as a definition and unique name. There can be any number of players in a game,
they each must belong to one of the two factions. There is no diplomacy in Campaigner
support more than two factions.

Detection Range (LOS)

This is the maximum range a Battlegroup can detect an installation or other Battlegrou
The range is determined by the detection range of the units within the Battlegroup
Detection is modified by target size and intervening terrain.

Zone of Control (ZOC)

The area around a Battlegroup that is considered to be controlled by it. Enemy Battlegrou
AAT 80 DPAOO OEOI OCE j EIT O AT A AAUITAQ A
source of the ZOC, or move directly toward it. ZOC can bsed for force Battlegroups to
attack installations that defend choke points.

Reinforcement Range

This is the range at which a Battlegroup can join a battle. For the Battlegroup, the smalle
reinforgement range is AusAed to dgtern]ine hqw~ farA that groupcan reinforce angther.
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Detection Power (LOS P)
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the detection power, the farther awaya Battlegroup can detect an enemy.

Size 4EEO0 AEEAAOO EI x xAl 1 OEA "AO0OI Acoi 6 AA
Battlegroup. Getting the size of units right can be one of the more tricky aspects of building
campaign.

Token This is a chit that does not fight, but can generate resources or use rules. It also ha

movement value but may not form BattlegroupsThey can be used to represent refugees

mobile artillery posts or a whole host of other ideas. <currently not in the éta build>

azy



Figure 41: The main editor
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1: These buttons allow you to create new installation, unit, rule and resource types.

2: These are filter buttons that allow you to view and hide certain types of objects. This is just to keep
things tidy if yolthave a lot of different objects.

3: This box lists all of the objects you have defined for you campaign: resources, rules, tokens, unit types
and installation types.

4: This is an overview of the map you have chosen for the campaign. You can select amdoy m
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pressing the open folder buttd




5: Here you set the game name (which is displayed in Campaigner) the turn length and maximum
number of turns.

6: Here you can edi or delete E) an object that you have selected in the objects list.

Objects yOLdeflne here are simpliemplatesortypesp C2 NJ Ay aidl yOS )\ F Ay GKS
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can then use the unit types to build their Battlegroupsdeployment.

5:Rule Typesind Resources

Here is where yowan add some flavor to your campaign. Rules are text descriptors that allow
the players to take some kind of action during or after a battle. They can represent anything you can
think up, but haveno actual impact on Campaigner. This means that they are, for the most part, passive.
They can be set to consume rules each time they are used, but other than that, there is no real effect.
However, once you assign a specific action to the text, theyrheasseful.

For instance, imagine you are setting up a WWII game. The campaign centers around the
destruction of weapons emplacements and punching a hole through the enemy lines. First, you create a
rule that allows indirect bombardment when playing a lbaton the tabletop. So, you create a rule
OFfftSR Ga! NOLAfEfSNE .2Y0IFINRYSYGY hgyAy3d -Fl2axse @t y C
Oty &aSié GKS NIy3aS (2 oKIFIGSOSNI 82dzQR tA1S O0F2NJ Ay
unit andgive it the ability to USE the rule you created. During combat, a list will show what rules are
within range of the selected combat, and the players may assign those rules to the combat. Now, when
GKS& aS3i dzZlJ GKS 3IF YSZT (KSy st F @FSyNJ daaaSi Ki Kl NS T T SO
game.



Figure 51: Rule creation

Pick Rule

Type Mame |.-’-‘uti||el_l,J Bombardment |

B azic Range miles

Applies |Cambat ~|

Fesources Used

Atillery Point [10]

| Add | | Remaove |

Fiule Text

Dhwning force can call inoan artillen
bombardment from off-table.

| ] || Cancel |

In the above window you can see the rule picker. This allows you to caedtedit rules. In our
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available, the rule will not be available for use.

Resources can add tocampaign as well as rules. They can be used as victory conditions
(gather 100 ore, etc), or can be consumed by rules. In advanced campaigns, supply can be modeled
where actions (moving, engaging) can require a specific resource (such as food, mugtitjons,

Resources are passive, and do nothing on their own. They can be generated by installations, or
simply given to an installation (where they would end up running out eventually). Resources are a great
way to reduce the number of times rules can tsed. For instance, if each time a player wanted to use
FNGAEESNESYS KS KFER (2 aLISYyR FNIAftfSNE LRAyla KSQR
with resources being generatdaly installations you can easily force difficult resource deaisiaipon
your players.



6: Installations

These are structures, compounds, bases, monoliths and more. These can be used to represent
bunkers, fuel depots, space ports, naval bases and processing plants. Remember that you can create as
many installation tfJSa | & @&2dz2QR fA1S FyR LXIFOS G(KSY 2y GKS
resources as well as zone of control, detection range, and size. Here is are the properties of an
installation:

Figure 61: Installation Properties

=1 Ground Chit Properties

Type Mame |Furtified Bunkers | Rules
LOS Miles 7
LOS Power |Stru:ung ﬂ EI
Size |Large ﬂ
Uzes 200 |Yes ﬂ
Z0C Range iles
Resources
Icon == | [click icon ta edit] EI

Description

Thiz reprezents up to & bunkers that can
be place by the owner defending plaver.

Cloze

In the case above, we have rules associated with the installation, but they can easily be
added. When a battle occurs at the location of the installation, its text will show to help players create
GKS GlrofSd2L) oFGif STASE R LINRLISNI & ® deséigionOTryto ¢ NR (0 S
make it clear on how to use the installation during combat if possible.

7: Unit Types

tKSaS FITNB (GKS ONBFR IYyR 0dzidSNJ 2F | OF YLI A3y
Battlegroups. Battlegroups are drawn on the map and movedrad taking objectives and represent a
L I @ SNRA FTAIKGAY T F2NDOS AdritiyPeKusuKllP regReSdnis & single mogel. G KS  (
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Steve JacksoBames©, we have light tanks, heavy tanks and mobile howitzers. In our campaign, we can
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the moderator will), and edit it after each combat. But, some games warrant using abstract methods

and its perfectly acceptable to do. For instance, if you simply want to get started, you can make a single
unittypethai adl G6S&a ANBLINBASYGa mnnn LRAYyGaédd ¢KIFG oI @&
actual army composition.

Figure #1: Unit type properties

=) Ground Chit Properties

Type Name |Heav_l,l T arik. | Rules
LS Miles it
LOS Power |Stmng j E |
Size |Big ﬂ
Uszes Z0C |YE$ j
Z0C Range Miles
Suggested PV 14 :
| :I Movement Type che
Reinforcment | a.0 il
Movement Speed MPH
lcon ol || [click icon to edit]
. [~ CanBe Tranzported
Description

& zingle Ostracizer tank.

[ Can Trarsport

Cloze
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not in combat, it can contribute with its artillery rule.



Figure #2: Abstract unit typgroperties

=1 Ground Chit Properties

Type Mame |Hea\-'_l,I Tank Co. | Rulez
L0 iles ]
LOS Power |Stn:ung ﬂ E
Size |Big | —l
Uszes Z0C |Yes ﬂ
Z0C Range Miles
Suggested P | 140 :'
Mavement Type |Trau:ked j
Reinfarcrment | gn :'
tMovement Speed 280 =1 MPH
lcon [click icon to edit]
o SR [ CanBe Transported
D ezcription
A company of 4 Ostracizer heawy tanks
with ane HE platoon, [~ Can Transport
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decide which way you like to play and cater your campaign around that. If you like to use generic point
values and not record the units, use the abst method. If you want to be able to track the actual units
in a Battlegroup down to the model, define each model as a unit type.

8: Movement

Campaigner uses a simultaneous waypdiated movement system that takes into account the
composition of a Balegroup and the terrain to determine how far it may move in one turn. The speed
Ada oFasSR 2y GKS . FGdf SANRdzZLIQa Y2@0SYSyid aLISSR | yR
This means that movement scales according to the turn length selecteol liave a 2 mile by 2 mile
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Battlegroups movén order to avoid too slow and too fast movement.

Each turn is broken in to 50 phases. During each phase, movement speed, zone of control and
detection is calculated. If you are using a time scale too large for your map, the Battlegroups will move
too farduring the phase and will appear to skip. Try to avoid this.

All unit types have a movement speed and movement class. A Battlegroup can be comprised of
one or more unit types. The movement speed and class used during the phases will depend on the
compositon. For instance, if you have 20 infantry and two tanks, the Battlegroup will use the slower



movement of the infantryThis system is dynamic and is calculated for every turn. So if all of the infantry
are killed, the Battlegroup would then use the speddhe tanks (or other slowest unit type).

9: Deployment Zones

Each faction can have any number of deployment zones. These are areas that your players will
be able to deploy Battlegroups to at the start of a campaign. To create a deployment zonsgeféast,
the faction for which the deployment zone will be for. Then, press the deployment zone toolbar button.

.2dz oAttt y26 06S oftS (2 RN} g | RSLX2eYSyid 12y
the deployment zone, simply click on a location on i@, and then another and another in the shape
you wish to make the zone. The uncompleted deployment zone will show as a red line, connected by
black spots. When you want to close the deployment zone (connectinfiritigooint to the last point),
LINESyal SIND ©

FiguremyY | RSLX 2eYSyid 1T2yS 6SAy3 RNIgys 2dzaili 06ST2NB

£t CBuilder [Warmaster]

File Edit View Create

B alH|l | & N | E | & | X | @ | m|E
New | Open | Save | Place | FDeploy Boundary | Objective | Sel Chit | Remove | Victory | Label | 0.0.B

| Imperial Army

Properties | Objectives | Labels I
Installations I Boundaries | Deployment Zones |

[+ Lortu Hyzak's Tower

After closing the deployment zone, a window will pop up with the properties of the deployment
zone. See figure-2. Deployment zones belonging to the selected facsbow on the map as light blue,
while enemy are red.



Figure 92: Deployment zone properties

Zone Mame |I:Ir|: South Deployment

|z Active [w

May Be Captured ™ Capturable
" Mat Capturable

Capture Event  |Hold ~|
Max Per Tumn | 2000
Max Total | E000
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start of the gamethe owning faction may use the zone. If this is left unchecked, the deployment zone
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deployment zone if the enemy enters it. There are three options, as listed in the drop down box
underneath: Hold, Changes Ownership and Destroyed. Finally, there are two fieldsnovgdae. One

field is the number of points that can be deployed per turn, and the second is how many points in total

Oy ©6S RSLX2@SR G GKIG T2ySd ¢KAa Aa F22ARET2NI 3|
such as a road. You can set a venhhigaximum deployment point value, but limit thger turnQo

make theBattlegroups come on slowly. Also, the faction maximum point value is not affected by the
RSLX 28YSyid 12ySaQ LRAYyG OFfdzSad C2NI AyadilhgydSs AF
will never be able to deploy more than 5000 points, no matter how many 5000 maximum point value
deployment zones you place.
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g2dzQf t aSS & 2plaikdent Zoad od thd diap. Vdbi Ban BSE the tabs under the faction listing
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Figure 93: Shows the selected deployment zaafeer creation.
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Delete ||  Edi

10: Boundaries

Boundaries are lines drawn on the map, but only show up in the campaign, not in FlexMap (they
are attached to the campaign). Boundaries are aesthetic, but can add flavor to a campaign. To create a
boundary, click thed 6 2 dzy R NB ¢ odzidz2zy FtyR Ot A0l 2y (GKS
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Figure 161: Boundary properties

Boundary M ame

|.-'1‘-. political border |

Boundary Style

|Da$h j

Boundary Width

4 -

Boundary Dezcription

Political border dividing bwo nations

You can name the boundary and set its pattern, colorBfla ONR LJGA 2y @ 2 KSy @& 2dz
will close the window and you will see your boundary on the map.



Figure 1€2: Boundary as shown on the map.

£* CBuilder [Warmaster]
File Edit View Create

EJ
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Mew | Open | Save | Place | F Deploy | Boundary Objective | SelChit | Remove | Victory | Label | 0.0.B

' Imperial Army

Properties I Objectives | Labels |
Installations Boundaries | Deplayment Zonesl

A political border

Edit

Delete I I

You can use the tabs below the factions to select a boundary and delete or edit it. Boundaries
are a great way to add a little extra fluff to your campaigns.

11: Area Objectives

These are drawn onto the map represent an area of significance. It could be the area of an
airport, or a beachhead or any number of other things. Area objectives awith victory conditions.
To capture an area objective, a Battlegroup or installation must be present within the objective, with no
enemy faction forces present.

Area objectives are either enemy owned, friendly owned, or uncontested. Friendly area
objectives are green, enemy are red and uncontested are gray. The color of the objective will change
even if the enemy forces are not visible.
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amount of information concerning the area objective.
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Figure 111: Area objective properties

Area Objective ]

Objective Mame

|H|:|rsun City |

Dwhing Faction
IImperiaI Ay j

Objective Dezcription

Thiz city represents the main recruiting abiliby
af the Imperial army.
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the perspective of the selected faction.

Figure 132: Area objective on map
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In the case above,® owned by the opposing faction and shows up as a red area.



12:Victory Conditions

Victory conditions are very important in a campaignd Campaigner uses a simple peiatue
system to determine the winner of a campaign. Each faction can havewmber of victory conditions,
each with its own point valuaVhen you click the victory conditions toolbar button, a dialog box pops
up whereyou can edit the victory conditions for the selected faction. See figurk. 12

Figure 121: The victory conditions editing window

(<] Victory Conditions

WPs Tawin | 100 -+

E wisting Canditionz M ew Victory Candition

Capture Horgun City & -Mat Achieved Area Dbjective

Chit Destruction

Resource

| Attrition |
[ |

Edit

Delete
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both factions. This ishe total number of achieved victory condition points the faction will require in
order to win the campaign. Victory conditions arptional and you do not have to use them. They do
add a lot of content to a campaign.

Chart 111: Victory condition types

Victory Condition Description

Area Objective The faction must hold a specific area objective to earn its point value.

Attrition Reduce the total point value of the enemy by destroying enemy units to earn the victo
AT 1 AEOEI 160 DI EI O OAlI OAs

Chit Destruction Kill a specific enemy installation to earn the point value for this victory condition.

Resource | AOAET ET ¢ A AAOOAET 101 AARO 1T £/ A DAOOEAODI A




Figure 122: Shows resource victory condition and acdgective victory condition.
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(] Victory Condition

[ Area Objective

Yictory Condition Mame

|Gather 00 Ore

Rezource Type

Amount Bequired

|Elre ﬂ

Wictory Point Walue

| 5 =

Yictory Condition D escription

| 500 =

Autamatic Victony

[ Automatic Yictary

Gather 500 are

Yictory Condition Mame

|Eapture Hoarzun City

Area Objective Target [owned ADs do not show)

|H|:|r$un City ﬂ

Yictory Point W alue Autamatic Yictony

| he il [ Automatic Yictany

Yictory Condition D escription

Harzun City ig the Imperial recruiting ground, capturing it
will deal a devastating blow to their war effort,

ak | | Cancel

] | | Cancel




Figure 123: This shows chit destruction and attrition victory conditions.

[¥] Chit Destruction

[l ¥Yictory Condition

Yictory Condition Mame Yictory Condition Mame
|Destru:uy the Wwizard Tower | |Ki|| their warriors
Select an installation to destroy [owned installations do
ot ghiow] I+ Reduce Enemy Deployed Paintz To z
|L|:|rtu Hyzak's Tower ﬂ [ Reduce Enemny Tatal Point Walue Ta E 4
Wictary Paint Y alue Automatic Yictory Yickary Point Value Automatic: Yickorny
| 25 il [ &utornatic Wictomn | 10 il [ Autarnatic Wictomn
Wictary Condition D escription Yictary Condition D' escription
Reduce the wizard tower to rubble| Reduce the enemy's in theater strength to 40% |
] 4 | | Cancel ok | | Cancel

13: Factions

There are two factions in Campaigner. They are enemy factions and there is no diplomacy model
in Campaigner. When Battlegroups of opposing factions encounter each other, a combat occurs.
Factions share installations and the resources and rules they expbse.means that with multiple
players, one playecoulduse up all the rules and resources before the other player had a chance. This
must be understood and dealt with by the players.

A faction will share its deployment points with all the players immgaign that are assigned to
the faction.The faction point value total is shown when a player creates a Battlegroup to deploy. To edit
FILrOGA2Y ylIYSAa YR LRAYyG @FftdzSaz aSt SO0 GKS GSRAG
the faction dialg window.



Figure 131: Faction dialog window

Edit Factions [

Side One Faction Mame Side Two Faction Mame
|Imperial Ay
Point Yalue | 10000 Point Yalue | 7500
Description Description
Attacking Force Defending Force
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or smdl quick ones. For example, we are playing Warmaster®©, using 2000 point tabletop armies. Each
GG SANRAzZLY oAt 0SS dzZLd (2 -w2sBattegrduldsipsf iadtian. ArofiRhatg SQR
math, we know that we should have between 16,000 and 241868 points.

It might take a little getting used to, and the best solution is to try a few different things out with
- OFYLI ATdyd L 2d2Qff ySSR (G2 FR2dzaAld GKS T2yS 2F 02y
work out the way you expect.

14: BattlegroupPoint Cap

Battlegroups are drawn on the map and can be moved around by the players in Campaigner.
They are comprised of units that you create in Campaign Builder. A Battlegroup represents a full
tabletop fighting force. Battlegroups have L2 Ay G @I f dzS Yl EAYdzyz &2 GKI
points into one spot on the map. Usually, the maximum tabletop game point value is used. If you want
HUGE games, use a large value, if you want to force smaller, quicker engagements, use a $ugaller va
Keep in mind, that if you use large values, players can still make small Battlegroups, and the chance of
mismatchedbattles increases (a common problem you will have to find a solutiog doir suggestion is
to fight it out).

You can adjust the Ba¢igroup maximum point value (Battlegroup point cap) in the main editor
dzy RSNJ G4 KS (106 ahLiAz2yaso



Figure 141: Main editor options tab
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15: Order of Battle

You can set the forces available to each faction using the Order of Battle editor. These can be
suggestions, or in the options of the main editor, you can set the flag that will only allow order of battle
dzyAtla G2 0SS LIXIFOSR® LT &2dzQNB LI Fe&Ay3a | &ALISOATAO
the approach of forcing order of battl&ou can create order of battle units and not force the players to
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To create an order of battle unit, select the faction you are creating the order of battle unit for,
andpSaada (GKS dahoho. dé¢ odzidzy 2y (GKS G(G22folF NP ¢KAA& ¢
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Figure 151: The order of battle dialog
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To add anew order of battldzy A 1 = LINS&aa (GKS a! RRE odzidz2y o | 2dz
you to create a new Battlegroup. Click on the black box in the upper right. This will open a file dialog to
find the icon that will represent this group on the map. You can add unitset@®attlegroup by selecting

iKSY Ay G(KS NRIKG gAYyR26 FyR LINBaaAyd (GKS abéd




Figure 182: Adding units to an order of battle Battlegroup

The Battlegroup point cap does not apply here, so you can create special sized Battlegroups if
you wish.In figure 152, we added an Orc General, two Heroes and Orc War@mse yo@e happy
with the new Battlegroup pressdOK and it will be added to the list of existifattlegroupsfor the
selected faction.

16: Detailed Informatim about Unit Typesand Battlegroups

This chapterexplains the more complex portions of CampaigBeilder, and how the choices
made with unit types wilkffect the overall campaignYou should be more familiar with unit types by
now, and understand the basic principles.

Point Values

A unit type usually represents a single model, or the smallest part of an army thatecan b
purchased. For example, in Warmageryou create an army out of a block oi(ally 3 models. While
the models are boughgeparatelythey must be bought in groups of 3. This means that the smallest part
would be a grap of 3in the case of halberdiers. Eabhlberdiercosts 45 points and we must have 3.
So, we can create a unit type callédlalberdiers and make it cost 135 points. This would then
represent 3 models on the board. You could create ldraiers wnit type that costs 45 points and
represents one stand if yowish. This would allow more accurate tracking of the surviving forces.



