
 

Campaign Builder ς Draft Version 

 

Table of Contents         Page 

1: Using this guide 

2: DŜǘǘƛƴƎ ǎǘŀǊǘŜŘ όǿƘŀǘ ȅƻǳΩƭƭ ƴŜŜŘύ 

3: Scale and time considerations (turn length) 

4: Main Editor 

5: Rule Types and Resources 

6: Installations 

7: Unit Types 

8: Movement and Transporting 

9: Deployment Zones 

10: Boundaries 

11: Area Objectives 

12: Victory Conditions 

13:  Factions 

14: Battlegroup Point Cap 

15: Order of Battle 

16: Detailed Information on Unit Types and Battlegroups 

  

  



1: Using This Guide 

 This guide is a short introduction to Campaign Builder. It is a feature packed utility and will help 

you to make great, memorable campaigns. There are many options and campaigns can be quite 

ŎƻƳǇƭŜȄΦ CƻǊ ȅƻǳǊ ŦƛǊǎǘ ŎŀƳǇŀƛƎƴΣ ȅƻǳΩƭƭ ǿŀƴǘ ǘƻ ǎǘŀǊǘ ǎƛƳǇƭŜ ŀƴŘ ƎŜǘ ǘƻ ƪnow both Campaign Builder and 

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 

 ¢ƻ ŎǊŜŀǘŜ ŀ ŎŀƳǇŀƛƎƴΣ ȅƻǳΩƭƭ ƴŜŜŘ /ŀƳǇŀƛƎƴ .ǳƛƭŘŜǊΣ ŀ CƭŜȄaŀǇΣ ŀ ƎŀƳŜ ǎȅǎǘŜƳ όǘƻ ǊŜǎƻƭǾŜ 

combat) and a general idea of what your campaign will cover. Start small, when playing a campaign for 

ǘƘŜ ŦƛǊǎǘ ǘƛƳŜΣ ƛŦ ƛǘΩǎ ǘƻƻ ōƛƎΣ ǇƭŀȅŜǊǎ ǿƛƭƭ ƴƻǘ ōŜ ŀōƭŜ ǘƻ ǎǘŀȅ focused. Keep your games simple and moving 

ŀƭƻƴƎΦ ¸ƻǳΩƭƭ ŀƭǎƻ ƴŜŜŘ ǘƻ ǇƭŀȅǘŜǎǘ ȅƻǳǊ ŎŀƳǇŀƛƎƴ ǿƘŜƴ ƛǘΩǎ ŦƛƴƛǎƘŜŘΣ ǎƻ ȅƻǳ ƪƴƻǿ ƛŦ ƛǘ ōŜƘŀǾŜǎ ǘƘŜ ǿŀȅ 

ȅƻǳΩŘ ƭƛƪŜ ƛǘ ǘƻΦ  

 A campaign is just a map and units, until you create a background. A background is pretty easy 

ǘƻ ŎƻƳŜ ǳǇ ǿƛǘƘ ŀƴŘ ƘŜƭǇǎ ȅƻǳ ŀǎ ǘƘŜ ŎŀƳǇŀƛƎƴ ŘŜǎƛƎƴŜǊ ǘƻ ŦƻŎǳǎ ȅƻǳǊ ǘƘƻǳƎƘǘǎΦ ! ōŀŎƪƎǊƻǳƴŘ ŘƻŜǎƴΩǘ 

ƘŀǾŜ ǘƻ ōŜ ŜƭŀōƻǊŀǘŜ ǘƻ ŀŘŘ ǾŀƭǳŜ ǘƻ ȅƻǳǊ ŎŀƳǇŀƛƎƴΦ Lǘ Ŏŀƴ ōŜ ǉǳƛǘŜ ǎƛƳǇƭŜΣ ŦƻǊ ŜȄŀƳǇƭŜΥ ά¢Ƙƛǎ ŎŀƳǇŀƛƎƴ 

is a series of battles fought for the town of Doomville. The Doomvillians try desperately to defend the 

bridges and hold off the invading aliensέΦ ²ƘŀǘŜǾŜǊ ǿƻǊƪǎ ŦƻǊ ȅƻǳ ŀƴŘ ǇŀŎƪŀƎŜǎ ǘƘŜ ŜǎǎŜƴŎŜ ƻŦ ȅƻǳǊ 

campaign will suffice. 

  

3: Scale and Time Considerations 

 ItΩs important to take into consideration the scale of the wargame you are playing, compared to 

that of the map you are using. LǘΩǎ ŘƛŦŦƛŎǳƭǘ ǘƻ ƛƳŀƎƛƴŜ ŀ Ŧǳƭƭ ǇƭŀƴŜǘŀǊȅ ǎŎŀƭŜ ƛƴǾŀǎƛƻƴ ƻƴ ŀ ƳŀǇ нȄн ƳƛƭŜǎ 

with huge armies per side. While your campaign can represent the batǘƭŜ ŦƻǊ ŀ ǇŀǊǘƛŎǳƭŀǊ ŎƛǘȅΣ ȅƻǳΩƭƭ ǿŀƴǘ 

to have a map large enough for maneuvering, but not so large that units are lost. So if you want a 

ǇƭŀƴŜǘŀǊȅ ƛƴǾŀǎƛƻƴ ŎŀƳǇŀƛƎƴΣ ȅƻǳ ǎƘƻǳƭŘ ǳǎŜ ŀ сƳƳ ǿŀǊƎŀƳŜ ǎȅǎǘŜƳΦ hŦ ŎƻǳǊǎŜΣ ǘƘŀǘΩǎ Ƨǳǎǘ ŀ 

suggestion, and you can reaƭƭȅ Řƻ ǿƘŀǘŜǾŜǊ ȅƻǳΩŘ ƭƛƪŜΣ /ŀƳǇŀƛƎƴŜǊ ƛǎ ŦƭŜȄƛōƭŜ ŜƴƻǳƎƘ ǘƻ ƘŀƴŘƭŜ ƛǘΦ 

 ¢ƘŜ άƭŜƴƎǘƘέ ƻŦ ŜŀŎƘ ǘǳǊƴ ƛǎ ŀƭǎƻ ƛƳǇƻǊǘŀƴǘΣ ŀƴŘ ǘƘŜǊŜ ŀǊŜ Ƴŀƴȅ ŎƘƻƛŎŜǎΣ ŦǊƻƳ ŦƛǾŜ ƳƛƴǳǘŜǎ ǘƻ ŀ 

month per turn. This allows very large areas to be covered even by ancient armies. For instance, you can 

create a campaign representing a few years of Hun progression across China. On the other end of the 

ǎŎŀƭŜΣ ȅƻǳ Ŏŀƴ ƘŀǾŜ ǎƳŀƭƭ ǳƴƛǘ ŀŎǘƛƻƴǎ ƻƴ ǘƘŜ ƻǳǘǎƪƛǊǘǎ ƻŦ ƳŀƧƻǊ ƳƛƭƛǘŀǊȅ ŀŎǘƛƻƴǎΦ ¸ƻǳΩƭƭ ƘŀǾŜ ǘƻ ǎŜŜ ǿƘŀǘ 

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 campaign. If you select 15 minute turns, 



each rule use will be reset and resources will be generated. The game 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, number of 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 

ǎƻ ȅƻǳǊ ǇƭŀȅŜǊǎ Ŏŀƴ ŘŜǇƭƻȅΦ .Ŝƭƻǿ ȅƻǳΩƭƭ ŦƛƴŘ ǎƻƳŜ ƛƳǇƻǊǘŀƴǘ ŘŜŦƛƴƛǘƛƻƴǎΦ 

Chart 4-1 

Term  Definition  
Unit  This is the basic component in a Battlegroup. It can represent an entire army (for instance 

Ȭ'ÒÏÕÎÄ 5ÎÉÔȡ ÒÅÐÒÅÓÅÎÔÓ ςπππ ÐÏÉÎÔÓȭɊ ÏÒ ÉÔ ÃÁÎ ÂÅ Á ÓÉÎÇÌÅ ÍÏÄÅÌȢ 5ÎÉÔÓ ÈÁÖÅ ÍÁÎÙ 
properties to help define them. 

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

Rule These help add more flavor to your campaign. They do not actually impact the campaign, but 
ÃÁÎ ÂÅ ÁÓÓÉÇÎÅÄ ÔÏ ÂÁÔÔÌÅÓ ÏÒ ÕÓÅÄ ÄÕÒÉÎÇ Á ÐÌÁÙÅÒȭÓ ÔÕÒÎȢ Ȭ!ÒÔÉÌÌÅÒÙȭ ÉÓ Á ÇÒÅÁÔ ÅØÁÍÐÌÅ ÏÆ Á 
rule. It can have a range, and allow a player to perform a preparatory bombardment. Rules 
can be created by the 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 and 
consumed by rules. They are generated at installations and can be used as a victory 
ÃÏÎÄÉÔÉÏÎ ɉȰÈÁÖÅ ÁÔ ÌÅÁÓÔ τππ ÏÒÅȱɊȢ 

Element  %ÌÅÍÅÎÔÓ ÁÒÅ ȰÄÅÓÃÒÉÐÔÏÒÓȱ ÔÈÁÔ ÃÁÎ ÂÅ ÁÓÓÉÇÎÅÄ ÔÏ Á ÕÎÉÔȢ )Ô ÁÌÌÏ×Ó ÁÎ ÁÄÄÉÔÉÏÎÁÌ ÌÅÖÅÌ ÏÆ 
detail if so desired. For instance, you can have optional equipment marked as an element 
and added to a unit.  

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

Faction  There are two factions in Campaigner. Each faction has maximum deployable point value as 
well as a definition and unique name. There can be any number of players in a game, but 
they each must belong to one of the two factions. There is no diplomacy in Campaigner to 
support more than two factions. 

Detection Range (LOS) This is the maximum range a Battlegroup can detect an installation or other Battlegroup. 
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 Battlegroups 
ÃÁÎȭÔ ÐÁÓÓ ÔÈÒÏÕÇÈ ɉÉÎÔÏ ÁÎÄ ÂÅÙÏÎÄɊ Á :/#Ȣ 4ÈÅ ÅÎÅÍÙ ÍÕÓÔ ÅÉÔÈÅÒ ÍÏÖÅ Á×ÁÙ ÆÒÏÍ ÔÈÅ 
source of the ZOC, or move directly toward it. ZOC can be used 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 smallest 
reinforcement range is used to determine how far that group can reinforce another. 
2ÅÉÎÆÏÒÃÅÍÅÎÔ ÃÁÎ ÂÅ ÔÕÒÎÅÄ ÏÆÆ ÉÆ ÙÏÕ ÄÏÎȭÔ ×ÁÎÔ "ÁÔÔÌÅÇÒÏÕÐÓ ÔÏ ÒÅÉÎÆÏÒÃÅȢ 

Detection Power  (LOS P) 4ÈÉÓ ÉÓ Á "ÁÔÔÌÅÇÒÏÕÐȭÓ ÁÂÉÌÉÔÙ ÔÏ ÏÆÆÓÅÔ ÓÍÁÌÌ ÓÉÚÅÄ ÅÎÅÍÙ ÉÎ ÃÏÎÃÅÁÌÉÎÇ ÔÅÒÒÁÉÎȢ 4ÈÅ ÈÉÇÈÅÒ 
the detection power, the farther away a Battlegroup can detect an enemy. 

Size 4ÈÉÓ ÅÆÆÅÃÔÓ ÈÏ× ×ÅÌÌ ÔÈÅ "ÁÔÔÌÅÇÒÏÕÐ ÃÁÎ ÈÉÄÅ ÉÎ ÔÅÒÒÁÉÎȢ )Ô ÉÓ ÔÈÅ ÔÏÔÁÌ ÏÆ ÁÌÌ ÕÎÉÔÓȭ ÓÉÚÅ ÉÎ ÔÈÅ 
Battlegroup. Getting the size of units right can be one of the more tricky aspects of building a 
campaign. 

Token  This is a chit that does not fight, but can generate resources or use rules. It also has a 
movement value but may not form Battlegroups. They can be used to represent refugees, 
mobile artillery posts or a whole host of other ideas. <currently not in the beta build> 



Figure 4-1: The main editor 

 

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 you have 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 a new map by 

pressing the open folder button . 



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

number of turns. 

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

 

Objects you define here are simply templates or typesΦ CƻǊ ƛƴǎǘŀƴŎŜ ƛŦ ƛƴ ǘƘŜ ƎŀƳŜ ǎȅǎǘŜƳ ȅƻǳΩǊŜ 

ǳǎƛƴƎΣ ȅƻǳ ƘŀǾŜ ƳƻŘŜƭǎ ƻŦ {ƘŜǊƳŀƴ ǘŀƴƪǎΣ ŀ ǳƴƛǘ ǘȅǇŜ ǿƛƭƭ ōŜ ά{ƘŜǊƳŀƴ ǘŀƴƪέΦ ²ƘŜƴ ǇƭŀȅŜǊǎ ƭƻƎ ƛƴΣ ǘƘŜȅ 

can then use the unit types to build their Battlegroups for deployment. 

 

5: Rule Types and Resources 

 Here is where you can 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 have no 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, they become useful. 

 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 battle on the tabletop. So, you create a rule 

ŎŀƭƭŜŘ ά!ǊǘƛƭƭŜǊȅ .ƻƳōŀǊŘƳŜƴǘΥ hǿƴƛƴƎ ŦƻǊŎŜ Ŏŀƴ Ŏŀƭƭ ƛƴ ŀƴ ŀǊǘƛƭƭŜǊȅ ōƻƳōŀǊŘƳŜƴǘ ŦǊƻƳ ƻŦŦ-ǘŀōƭŜέΦ You 

Ŏŀƴ ǎŜǘ ǘƘŜ ǊŀƴƎŜ ǘƻ ǿƘŀǘŜǾŜǊ ȅƻǳΩŘ ƭƛƪŜ όŦƻǊ ƛƴǎǘŀƴŎŜ у ƳƛƭŜǎύΦ bƻǿΣ ȅƻǳ Ŏŀƴ ŎǊŜŀǘŜ ŀƴ ƛƴǎǘŀƭƭŀǘƛƻƴ ƻǊ 

unit and give 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 

ǘƘŜȅ ǎŜǘ ǳǇ ǘƘŜ ƎŀƳŜΣ ǘƘŜ ǇƭŀȅŜǊ ǿƛǘƘ ά!ǊǘƛƭƭŜǊȅ .ƻƳōŀǊŘƳŜƴǘέ Ŏŀƴ ǳǎŜ ǘƘŀǘ ŜŦŦŜŎǘ ŘǳǊƛƴƎ ǘƘŜ ǘŀōƭŜǘƻǇ 

game.  

 

 

 

 

 

 

 

 



Figure 5-1: Rule creation 

 

 In the above window you can see the rule picker. This allows you to create and edit rules. In our 

ǎŀƳǇƭŜ ŀōƻǾŜΣ ǿŜ ŎƘƻǎŜ ǘƘŜ ƴŀƳŜ ά!ǊǘƛƭƭŜǊȅ .ƻƳōŀǊŘƳŜƴǘέ ŀƴŘ ƛǘ ǿƻǊƪǎ only for combat. You can use 

ά/ƻƳōŀǘέΣ άbƻƴ-/ƻƳōŀǘέ ŀƴŘ ά/ƻƴǎǘŀƴǘέΦ άbƻƴ-/ƻƳōŀǘέ ƳŜŀƴǎ ȅƻǳ Ŏŀƴ ƻƴƭȅ ǳǎŜ ƛǘ ƻǳǘ ƻŦ ŎƻƳōŀǘΣ ŀƴŘ 

ά/ƻƴǎǘŀƴǘέ ƳŜŀƴǎ ǘƘŜ ǊǳƭŜ ƛǎ ŀƭǿŀȅǎ ƛƴ ŜŦŦŜŎǘΦ ά/ƻƴǎǘŀƴǘέ ǊǳƭŜǎ ǎƘƻǳƭŘ ƴƻǘ ŎƻƴǎǳƳŜ ǊŜǎƻǳǊŎŜǎ ǎƛƴŎŜ ǘƘŜ 

player never needs to selecǘ ǘƘŜ ǊǳƭŜ ŦƻǊ ǳǎŜΦ L ŀƭǎƻ ƳŀŘŜ ǘƘƛǎ ǊǳƭŜ ŎƻƴǎǳƳŜ ŀ ǊŜǎƻǳǊŎŜ ŜŀŎƘ ǘƛƳŜ ƛǘΩǎ 

ǳǎŜŘΦ Lƴ ǘƘƛǎ ŎŀǎŜΣ ƛǘ ǊŜǉǳƛǊŜǎ мл Ψ!ǊǘƛƭƭŜǊȅ tƻƛƴǘǎΩΦ LŦ ǘƘŜ ŦŀŎǘƛƻƴ ŘƻŜǎ ƴƻǘ ƘŀǾŜ ǘƘŜ ǊŜǉǳƛǊŜŘ ǊŜǎƻǳǊŎŜǎ 

available, the rule will not be available for use. 

  Resources can add to a campaign 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, munitions, etc).  

 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 be used. For instance, if each time a player wanted to use 

ŀǊǘƛƭƭŜǊȅΣ ƘŜ ƘŀŘ ǘƻ ǎǇŜƴŘ ŀǊǘƛƭƭŜǊȅ Ǉƻƛƴǘǎ ƘŜΩŘ ōŜ ƘŜǎƛǘŀƴǘ ǘƻ ŎƻƳƳƛǘ ǘƘƻǎŜ ǊŜǎƻǳǊŎŜǎ ǘƻ ŀ ōŀǘǘƭŜΦ 9ǾŜƴ 

with resources being generated by installations, you can easily force difficult resource decisions upon 

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 tyǇŜǎ ŀǎ ȅƻǳΩŘ ƭƛƪŜ ŀƴŘ ǇƭŀŎŜ ǘƘŜƳ ƻƴ ǘƘŜ ƳŀǇΦ Lƴǎǘŀƭƭŀǘƛƻƴǎ Ŏŀƴ ƘŀǾŜ ǊǳƭŜǎ ŀƴŘ 

resources as well as zone of control, detection range, and size. Here is are the properties of an 

installation: 

Figure 6-1: Installation Properties 

 

 In the case above, we have no 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 

ǘƘŜ ǘŀōƭŜǘƻǇ ōŀǘǘƭŜŦƛŜƭŘ ǇǊƻǇŜǊƭȅΦ ¸ƻǳ Ŏŀƴ ǿǊƛǘŜ ǿƘŀǘŜǾŜǊ ǘŜȄǘ ȅƻǳΩŘ ƭƛƪŜ ǘƻ ƛƴ ǘƘŜ description. Try to 

make it clear on how to use the installation during combat if possible. 

 

7: Unit Types 

 ¢ƘŜǎŜ ŀǊŜ ǘƘŜ ōǊŜŀŘ ŀƴŘ ōǳǘǘŜǊ ƻŦ ŀ ŎŀƳǇŀƛƎƴΦ ¦ƴƛǘ ǘȅǇŜǎ ŀǊŜ ǳǎŜŘ ǘƻ ŘŜŦƛƴŜ ŀ ǇƭŀȅŜǊΩǎ 

Battlegroups. Battlegroups are drawn on the map and moved around taking objectives and represent a 

ǇƭŀȅŜǊΩǎ ŦƛƎƘǘƛƴƎ ŦƻǊŎŜ ǿƘƛŎƘ ƘŜ ŘŜǇƭƻȅǎ ǘƻ ǘƘŜ ǘŀōƭŜǘƻǇΦ A unit type usually represents a single model. 

IƻǿŜǾŜǊΣ ȅƻǳ ŀǊŜ ŦǊŜŜ ǘƻ ƳŀƪŜ ŀ ǳƴƛǘ ǘȅǇŜ ǊŜǇǊŜǎŜƴǘ ǿƘŀǘŜǾŜǊ ȅƻǳΩŘ ƭƛƪŜΦ CƻǊ ƛƴǎǘŀƴŎŜΣ ƛƴ hƎǊŜϭ ōȅ 

Steve Jackson Games©, we have light tanks, heavy tanks and mobile howitzers. In our campaign, we can 

ƳŀƪŜ ƻƴŜ ǳƴƛǘ ǘȅǇŜ ŦƻǊ ŜŀŎƘ ƻŦ ǘƘŜƳΣ ƻǊ ǎƛƳǇƭȅ ƳŀƪŜ ŀ ǳƴƛǘ ǘȅǇŜ ǘƘŀǘ άŎƻƳǇǊƛǎŜǎ ǳǇ ǘƻ рл Ǉƻƛƴǘǎ ƻŦ 

ŀǊƳƻǊέΦ ¢ƘŜ ŘǊŀǿōŀŎƪ ƻŦ ǘƘƛǎ ƛǎ ǘƘŀǘ ǇƭŀȅŜǊǎ ǿƛƭƭ ƘŀǾŜ ǘƻ Ƴŀƛƴǘŀƛƴ ǘƘe point value in the Battlegroup (or 



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 

unit type thaǘ ǎǘŀǘŜǎ άǊŜǇǊŜǎŜƴǘǎ мллл ǇƻƛƴǘǎέΦ ¢Ƙŀǘ ǿŀȅΣ ŀƴƻǘƘŜǊ ǇǊƻƎǊŀƳ Ŏŀƴ ōŜ ǳǎŜŘ ǘƻ ǘǊŀŎƪ ǘƘŜ 

actual army composition. 

Figure 7-1: Unit type properties 

  

 ¸ƻǳΩƭƭ ƴƻǘƛŎŜ ƛǘ Ƙŀǎ Ƴƻǎǘ ƻŦ ǘƘŜ ǎŀƳŜ ǇǊƻǇŜǊǘƛŜǎ ŀǎ ǘƘŜ ƛƴǎǘŀƭƭŀǘƛƻƴ ǘȅǇŜΣ ǿƛǘƘ ǘƘŜ ŀŘŘƛǘƛƻƴ ƻŦ 

Reinforcement Range and movement. {ƻƳŜ ǳƴƛǘ ǘȅǇŜǎ Ŏŀƴ ōŜ ƳŀǊƪŜŘ ŀǎ άŎŀƴ ōŜ ǘǊŀƴǎǇƻǊǘŜŘέ ŀƴŘ άŎŀƴ 

ǘǊŀƴǎǇƻǊǘέΦ ¢ƘŜǎŜ ŦƛŜƭŘǎ ǿƛƭƭ ōŜ ŦǳǊǘƘŜǊ ŜȄǇƭŀƛƴŜŘ ƛƴ ǘƘŜ ƳƻǾŜƳent section. Unit types can also have 

ǊǳƭŜǎΣ ǎƻ ƛŦ ȅƻǳ ǿƛǎƘΣ ȅƻǳ Ŏŀƴ ƳŀƪŜ ŀ ƳƻōƛƭŜ ŀǊǘƛƭƭŜǊȅ ǳƴƛǘ ŀƴŘ ƎƛǾŜ ƛǘ άŀǊǘƛƭƭŜǊȅέ ŀǎ ŀ ǊǳƭŜΦ ¢ƘŜƴΣ ŜǾŜƴ ƛŦ ƛǘΩǎ  

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

 

 

 

 

 

 

 

 



Figure 7-2: Abstract unit type properties 

 

 ¢ƘŜ ŘƛŦŦŜǊŜƴŎŜ ƛǎ ƎŜƴŜǊŀƭƭȅ ǘƘŜ ǎŎŀƭŜ ƻŦ ǘƘŜ ƎŀƳŜ ŀƴŘ ǘƘŜ ŘŜǎƛǊŜŘ άŀŎŎǳǊŀŎȅέΦ ¸ƻǳΩƭƭ ƘŀǾŜ ǘƻ 

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 abstract 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 waypoint-based movement system that takes into account the 

composition of a Battlegroup and the terrain to determine how far it may move in one turn. The speed 

ƛǎ ōŀǎŜŘ ƻƴ ǘƘŜ .ŀǘǘƭŜƎǊƻǳǇΩǎ ƳƻǾŜƳŜƴǘ ǎǇŜŜŘ ŀƴŘ ƳƻǾŜƳŜƴǘ ŎƭŀǎǎΣ ŀǎ ǿŜƭƭ ŀǎ ǘƘŜ ƭŜƴƎǘƘ ƻŦ ǘƘŜ ǘǳǊƴΦ 

This means that movement scales according to the turn length selected. If you have a 2 mile by 2 mile 

ƳŀǇ ŀƴŘ м Řŀȅ ǘǳǊƴǎΣ ǳƴƛǘǎ ǿƛƭƭ ƳƻǾŜ ǾŜǊȅ ǉǳƛŎƪƭȅΣ ŀƴŘ Ŏŀƴ άǎƪƛǇέ ƻǾŜǊ ǘŜǊǊŀƛƴ ŦŜŀǘǳǊŜǎΣ ǎǳŎƘ ŀǎ ǊƛǾŜǊǎ ƻǊ 

ŜǾŜƴ Ǉŀǎǘ ŜƴŜƳȅ ½h/Φ ¸ƻǳΩƭƭ ƘŀǾŜ ǘƻ ǘŜǎǘ ŀ ŦŜǿ ŘƛŦŦŜǊŜƴǘ ǎǇŜŜŘǎ ŀƴŘ ǘǳǊƴ ƭŜƴƎǘƘǎ ǘƻ ƎŜǘ ǘƘŜ ŦŜŜƭ ŦƻǊ Ƙƻǿ 

Battlegroups move in 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 far during 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 

composition. For instance, if you have 20 infantry and two tanks, the Battlegroup will use the slower 



movement of the infantry. This system is dynamic and is calculated for every turn. So if all of the infantry 

are killed, the Battlegroup would then use the speed of the 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 zone, first, select 

the faction for which the deployment zone will be for. Then, press the deployment zone toolbar button. 

 ¸ƻǳ ǿƛƭƭ ƴƻǿ ōŜ ŀōƭŜ ǘƻ ŘǊŀǿ ŀ ŘŜǇƭƻȅƳŜƴǘ ȊƻƴŜ ƛƴ ŀƴȅ ǎƘŀǇŜ ȅƻǳΩŘ ƭƛƪŜ ƻƴ ǘƘŜ ƳŀǇΦ ¢ƻ ŘǊŀǿ 

the deployment zone, simply click on a location on the map, 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 (connecting the first point to the last point), 

ǇǊŜǎǎ ΨŜƴǘŜǊΩΦ  

Figure 9-мΥ ! ŘŜǇƭƻȅƳŜƴǘ ȊƻƴŜ ōŜƛƴƎ ŘǊŀǿƴΣ Ƨǳǎǘ ōŜŦƻǊŜ ΨŜƴǘŜǊΩ ƛǎ ǇǊŜǎǎŜŘΦ 

   

After closing the deployment zone, a window will pop up with the properties of the deployment 

zone. See figure 9-2.  Deployment zones belonging to the selected faction show on the map as light blue, 

while enemy are red.  

 

 



Figure 9-2: Deployment zone properties 

 

 In figure 9-н ȅƻǳΩƭƭ ǎŜŜ ŀ ŦŜǿ ǇǊƻǇŜǊǘƛŜǎ ŦƻǊ ǘƘŜ ŘŜǇƭƻȅƳŜƴǘ ȊƻƴŜΦ ¢ƘŜǎŜ ŀǊŜ ǾŜǊȅ ǳǎŜŦǳƭ ŦƻǊ 

ŎƻƴǘǊƻƭƭƛƴƎ ǘƘŜ ōŜƘŀǾƛƻǊ ƻŦ ȅƻǳǊ ŘŜǇƭƻȅƳŜƴǘ ȊƻƴŜΦ ¢ƘŜ ΨLǎ !ŎǘƛǾŜΩ flag denotes whether or not at the 

start of the game the owning faction may use the zone. If this is left unchecked, the deployment zone 

ǿƛƭƭ ƴƻǘ ōŜ ǳǎŀōƭŜ ŀƴŘ ǿƛƭƭ ƛƴǎǘŜŀŘ ƘŀǾŜ ǘƻ ōŜ ΨŀŎǘƛǾŀǘŜŘΩ ōȅ ǎƻƳŜ ƻǘƘŜǊ ŀŎǘƛƻƴ ƛƴ /ŀƳǇŀƛƎƴŜǊ 

(completion of a victory ŎƻƴŘƛǘƛƻƴΣ ŜǘŎύΦ Ψaŀȅ ōŜ ŎŀǇǘǳǊŜŘΩ ǘŜƭƭǎ ŎŀƳǇŀƛƎƴŜǊ ǿƘŀǘ ƘŀǇǇŜƴǎ ǘƻ ǘƘŜ 

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 fields for point value. One 

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

Ŏŀƴ ōŜ ŘŜǇƭƻȅŜŘ ŀǘ ǘƘŀǘ ȊƻƴŜΦ ¢Ƙƛǎ ƛǎ ƎƻƻŘ ŦƻǊ ƎŀƳŜǎ ǿƘŜǊŜ .ŀǘǘƭŜƎǊƻǳǇǎ Ŏŀƴ ƳƻǾŜ ƛƴ ŦǊƻƳ άƻŦŦ-ƳŀǇέΣ 

such as a road. You can set a very high maximum deployment point value, but limit the Ψper turnΩ to 

make the Battlegroups come on slowly. Also, the faction maximum point value is not affected by the 

ŘŜǇƭƻȅƳŜƴǘ ȊƻƴŜǎΩ Ǉƻƛƴǘ ǾŀƭǳŜǎΦ CƻǊ ƛƴǎǘŀƴŎŜΣ ƛŦ ǘƘŜ ŦŀŎǘƛƻƴ Ƙŀǎ ŀ ƳŀȄƛƳǳƳ Ǉƻƛƴǘ ǾŀƭǳŜ ƻŦ рлллΣ they 

will never be able to deploy more than 5000 points, no matter how many 5000 maximum point value 

deployment zones you place. 

 ²ƘŜƴ ȅƻǳ ŀǊŜ ǎŀǘƛǎŦƛŜŘ ǿƛǘƘ ǘƘŜ ŘŜǇƭƻȅƳŜƴǘ ȊƻƴŜΣ ŎƭƛŎƪ άhYέΣ ǿƘƛŎƘ ǿƛƭƭ ŎƭƻǎŜ ǘƘŜ ǿƛƴŘƻǿΣ ŀƴŘ 

ȅƻǳΩƭƭ ǎŜŜ ȅƻǳǊ ƴŜǿƭȅ ǇƭŀŎŜŘ ŘŜployment zone on the map. You can use the tabs under the faction listing 

ǘƻ ǎƘƻǿ ŀƭƭ ŘŜǇƭƻȅƳŜƴǘ ȊƻƴŜǎΦ ¸ƻǳ Ŏŀƴ ǎŜƭŜŎǘ ŀ ŘŜǇƭƻȅƳŜƴǘ ȊƻƴŜ ŦǊƻƳ ǘƘŜ ƭƛǎǘ ƻƴ ǘƘŜ άŘŜǇƭƻȅƳŜƴǘ 

ȊƻƴŜǎέ ǘŀō ŀƴŘ ŘŜƭŜǘŜ ƛǘ ƛŦ ȅƻǳ ǿƛǎƘΦ 

 

 

 



Figure 9-3: Shows the selected deployment zone after creation. 

 

 

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 the άōƻǳƴŘŀǊȅέ ōǳǘǘƻƴ ŀƴŘ ŎƭƛŎƪ ƻƴ ǘƘŜ ƳŀǇ ƛƴ ǘƘŜ ǎƘŀǇŜ ȅƻǳ ǿƛǎƘ ǘƻ ƳŀƪŜ ǘƘŜ 

ōƻǳƴŘŀǊȅΦ tǊŜǎǎ ΨŜƴǘŜǊΩ ǿƘŜƴ ȅƻǳ ŀǊŜ ŦƛƴƛǎƘŜŘΦ ¸ƻǳ ǿƛƭƭ ǘƘŜƴ ǎŜŜ ŀ ǇƻǇ ǳǇ ǿƛƴŘƻǿΦ 

 

 

 

 

 

 

 

 

 



Figure 10-1: Boundary properties 

 

 You can name the boundary and set its pattern, color and ŘŜǎŎǊƛǇǘƛƻƴΦ ²ƘŜƴ ȅƻǳ ǎŜƭŜŎǘ άhYέΣ ƛǘ 

will close the window and you will see your boundary on the map. 

 

 

 

 

 

 

 

 

 

 



Figure 10-2: Boundary as shown on the map. 

 

 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 to represent an area of significance. It could be the area of an 

airport, or a beachhead or any number of other things. Area objectives are used with 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.  

 /ǊŜŀǘƛƴƎ ŀƴ ŀǊŜŀ ƻōƧŜŎǘƛǾŜ ƛǎ ǘƘŜ ǎŀƳŜ ŀǎ ŀƭƭ ƻǘƘŜǊ ŘǊŀǿƴ ƛǘŜƳǎΦ {ŜƭŜŎǘ ǘƘŜ άhōƧŜŎǘƛǾŜέ ǘƻƻƭōŀǊ 

button and draw on ǘƘŜ ƳŀǇΦ tǊŜǎǎ ΨŜƴǘŜǊΩ ǘƻ ŎƭƻǎŜ ƛǘ ŀƴŘ ȅƻǳΩƭƭ ƎŜǘ ŀ ǇƻǇ ǳǇ ŘƛŀƭƻƎ ǘƘŀǘ Ƙŀǎ ŀ ǎƳŀƭƭ 

amount of information concerning the area objective. 

 

 

 



Figure 11-1: Area objective properties 

 

 ²ƘŜƴ ȅƻǳ ǇǊŜǎǎ άhYέ ǘƘŜ ŘƛŀƭƻƎ ǿƛƭƭ ŎƭƻǎŜΣ ŀƴŘ ȅƻǳΩƭƭ ǎŜŜ ǘƘŜ ŀǊŜŀ ƻōƧŜŎǘƛǾe on the map, from 

the perspective of the selected faction. 

Figure 11-2: Area objective on map 

 

 In the case above, itΩs owned by the opposing faction and shows up as a red area.  



12: Victory Conditions 

 Victory conditions are very important in a campaign, and Campaigner uses a simple point-value 

system to determine the winner of a campaign. Each faction can have any number of victory conditions, 

each with its own point value. When you click the victory conditions toolbar button, a dialog box pops 

up where you can edit the victory conditions for the selected faction. See figure 12-1. 

Figure 12-1: The victory conditions editing window 

 

 Lƴ ǘƘŜ ǘƻǇΣ ȅƻǳΩƭƭ ǎŜŜ ά±tǎ ǘƻ ²ƛƴέ ŦƻƭƭƻǿŜŘ ōȅ ŀ ƴǳƳŜǊƛŎ ŜƴǘǊȅΦ ¢Ƙƛǎ ƴǳƳōŜǊ Ŏŀƴ ōŜ ŘƛŦŦŜǊŜƴǘ ŦƻǊ 

both factions. This is the total number of achieved victory condition points the faction will require in 

order to win the campaign. Victory conditions are optional and you do not have to use them. They do 

add a lot of content to a campaign. 

Chart 11-1: 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 victory 
ÃÏÎÄÉÔÉÏÎȭÓ ÐÏÉÎÔ ÖÁÌÕÅȢ 

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

Resource /ÂÔÁÉÎÉÎÇ Á ÃÅÒÔÁÉÎ ÎÕÍÂÅÒ ÏÆ Á ÐÁÒÔÉÃÕÌÁÒ ÒÅÓÏÕÒÃÅ ×ÉÌÌ ÅÁÒÎ ÔÈÉÓ ÃÏÎÄÉÔÉÏÎȭÓ ÐÏÉÎÔÓȢ 



 

 

 

Figure 12-2: Shows resource victory condition and area objective victory condition. 

 

 

 

 

 

 

 

 

 

 

 

 



Figure 12-3: This shows chit destruction and attrition victory conditions. 

 

  

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 expose. This means that with multiple 

players, one player could use 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 in a campaign that are assigned to 

the faction. The faction point value total is shown when a player creates a Battlegroup to deploy. To edit 

ŦŀŎǘƛƻƴ ƴŀƳŜǎ ŀƴŘ Ǉƻƛƴǘ ǾŀƭǳŜǎΣ ǎŜƭŜŎǘ ǘƘŜ άŜŘƛǘέ ƳŜƴǳ ƛǘŜƳ ŀƴŘ ǎŜƭŜŎǘ ά9Řƛǘ CŀŎǘƛƻƴǎέΦ ¢Ƙƛǎ ǿƛƭƭ ƻǇŜƴ 

the faction dialog window. 

 

 

 

 

 

 



Figure 13-1: Faction dialog window 

 

 CƻǊ ȅƻǳǊ ŎŀƳǇŀƛƎƴΣ ȅƻǳ ǎƘƻǳƭŘ ŘŜŎƛŘŜ ǘƘŜ ŀǇǇǊƻȄƛƳŀǘŜ ƴǳƳōŜǊ ƻŦ .ŀǘǘƭŜƎǊƻǳǇǎ ȅƻǳΩŘ ƭƛƪŜ ŜŀŎƘ 

faction ǘƻ ƘŀǾŜΦ ¢Ƙƛƴƪ ŀōƻǳǘ ǘƘŜ ǎƛȊŜ ƻŦ ǘƘŜ ǘŀōƭŜǘƻǇ ƎŀƳŜǎ ȅƻǳΩŘ ƭƛƪŜ ǘƻ ǇƭŀȅΣ ǿƘŜǘƘŜǊ ƛǘΩǎ ƘǳƎŜ ƎŀƳŜǎ 

or small quick ones. For example, we are playing Warmaster©, using 2000 point tabletop armies. Each 

.ŀǘǘƭŜƎǊƻǳǇ ǿƛƭƭ ōŜ ǳǇ ǘƻ нллл ǇƻƛƴǘǎΣ ŀƴŘ ǿŜΩŘ ƭƛƪŜ ǘƻ ƘŀǾŜ у-12 Battlegroups per faction. From that 

math, we know that we should have between 16,000 and 24,000 max points.  

 It might take a little getting used to, and the best solution is to try a few different things out with 

ŀ ŎŀƳǇŀƛƎƴΦ ¸ƻǳΩƭƭ ƴŜŜŘ ǘƻ ŀŘƧǳǎǘ ǘƘŜ ȊƻƴŜ ƻŦ ŎƻƴǘǊƻƭ ŀƴŘ ƭƛƴŜ ƻŦ ǎƛƎƘǘ ǾŀƭǳŜǎ ŦƻǊ ȅƻǳǊ ǳƴƛǘǎ ǘƻ ƳŀƪŜ ƛǘ ŀƭƭ 

work out the way you expect. 

 

14: Battlegroup Point 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 ŀ Ǉƻƛƴǘ ǾŀƭǳŜ ƳŀȄƛƳǳƳΣ ǎƻ ǘƘŀǘ ǇƭŀȅŜǊǎ ŎŀƴΩǘ Ǉǳǘ рлΣллл 

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 smaller value. 

Keep in mind, that if you use large values, players can still make small Battlegroups, and the chance of 

mismatched battles increases (a common problem you will have to find a solution for ς our suggestion is 

to fight it out). 

 You can adjust the Battlegroup maximum point value (Battlegroup point cap) in the main editor 

ǳƴŘŜǊ ǘƘŜ ǘŀō άhǇǘƛƻƴǎέΦ 



Figure 14-1: Main editor options tab 

 

 

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 

ǳƴƛǘǎ ǘƻ ōŜ ǇƭŀŎŜŘΦ LŦ ȅƻǳΩǊŜ ǇƭŀȅƛƴƎ ŀ ǎǇŜŎƛŦƛŎ ǇŜǊƛƻŘ ƛƴ ƘƛǎǘƻǊȅ όǊŜŀƭ ƻǊ ŦƛŎǘƛƻƴŀƭύΤ ȅƻǳ Ƴŀȅ ǿŀƴǘ ǘƻ ǘŀƪŜ 

the approach of forcing order of battle. You can create order of battle units and not force the players to 

ǳǎŜ ƻƴƭȅ ƻǊŘŜǊ ƻŦ ōŀǘǘƭŜ όōȅ ƭŜŀǾƛƴƎ ǘƘŜ Ψ!ƭƭƻǿ hƴƭȅ hǊŘŜǊ ƻŦ .ŀǘǘƭŜΩ ǳƴŎƘŜŎƪŜŘύΦ 

 To create an order of battle unit, select the faction you are creating the order of battle unit for, 

and prŜǎǎ ǘƘŜ άhΦhΦ.Φέ ōǳǘǘƻƴ ƻƴ ǘƘŜ ǘƻƻƭōŀǊΦ ¢Ƙƛǎ ǿƛƭƭ ƻǇŜƴ ŀ ŘƛŀƭƻƎ ǘƘŀǘ ǎƘƻǿǎ ŀƭƭ ŎǊŜŀǘŜŘ ƻǊŘŜǊ ƻŦ 

battle units ŦƻǊ ǘƘŜ ǎŜƭŜŎǘŜŘ ŦŀŎǘƛƻƴΦ ¢ƻ ŀŘŘ ŀƴƻǘƘŜǊΣ ǇǊŜǎǎ ǘƘŜ ά!ŘŘέ ōǳǘǘƻƴΦ 

 

 

 

 

 

 

 



Figure 15-1: The order of battle dialog 

  

 To add a new order of battle ǳƴƛǘΣ ǇǊŜǎǎ ǘƘŜ ά!ŘŘέ ōǳǘǘƻƴΦ ¸ƻǳΩƭƭ ƎŜǘ ŀ ŘƛŀƭƻƎ ōƻȄ ǘƘŀǘ ǿƛƭƭ ŀƭƭƻǿ 

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 units to the Battlegroup by selecting 

ǘƘŜƳ ƛƴ ǘƘŜ ǊƛƎƘǘ ǿƛƴŘƻǿ ŀƴŘ ǇǊŜǎǎƛƴƎ ǘƘŜ άҌέΦ 

 

 

 

 

 

 

 

 



Figure 15-2: 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 15-2, we added an Orc General, two Heroes and Orc Warriors. Once youΩre happy 

with the new Battlegroup, press άOKέ and it will be added to the list of existing Battlegroups for the 

selected faction. 

16: Detailed Information about Unit Types and Battlegroups 

 This chapter explains the more complex portions of Campaigner Builder, and how the choices 

made with unit types will affect the overall campaign. You 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 that can be 

purchased. For example, in Warmaster©, you create an army out of a block of (usually) 3 models. While 

the models are bought separately, they must be bought in groups of 3. This means that the smallest part 

would be a group of 3 in the case of halberdiers. Each halberdier costs 45 points and we must have 3. 

So, we can create a unit type called άHalberdiersέ and make it cost 135 points. This would then 

represent 3 models on the board. You could create a halberdiers unit type that costs 45 points and 

represents one stand if you wish. This would allow more accurate tracking of the surviving forces. 


