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Campaign Builder Tutorial

Creating a campaign can be as complex or abstr
into the guts and inner workings of the campaign
house for your campaign, but at least knowing wioatcand o . I 6m just going to jun
my thought process as we go along.

Backgroundand Getting Started

First, youoll need a background for your campa
write a little blurb to help mdecidewhat the current situation surrounding the campaign was. | just used
notepad to throw ideas together. Hhéarhaminer 401000. b | ur b

used this system bec aunanyofthdfeatsresaf thenCarhpaignersysteru gh t o u

So, after some spacing out and looking at the map | started jotting a little of the history down, and
then it pretty much writes itself. You donodot have
a setting of some kihto help the ideas flow and mesh.

Campaign Description

fil2 years ago, imperial forces rebelled and stormed the cities and star ports of the planet.
Loyalists continued to hold on, but only barely, and the planet fell into chaos. An ongoing stalemate has
continued, with both sides attempting massive assaults. However, the separatists have the upper hand,
and hold major planetary defense installations. Space Marines dispatched 6 years ago have finally arrived
and caught the defenders unaware. They weretalnd some forces at a derelict star port before the
defenses came fully online. Once the full defenses were online (3 1/2 minutes late), the remaining Space
Marine forces had to abort the landing, and began bombing other targets from orbit.

Assault Fore

With some troops on the ground, the marines have a few options available. The highest priority
mission is to shut down the planetary defense laser network. Destroying this particular defense network
(which is protected by a shield and can't be bombarddbput a small hole in the defense network,
which will allow imperial troopships to begin landing.

The defense network consists of three batteries of defense lasers. Other secondary defenses
include bunkers and firebases. The secondary defenses amadstant to destroy, as they will make it
easier for the loyalists to fully retake the area. Pranu City is also home to the theater general's
headquarters as well as multiple factories. It is a target rich environment for the assaulting marines.

Separasts

With marines on the ground, the situation is dire for the separatists. Though the force is small,
they can accomplish what the loyalists have been attempting for years. They managed a surprise landing
at a derelict space port before the defense gugldaup with them. The loyalists have been unable to
launch and land troopships within the heart of separatist territory.

Destruction of thessaultingorce is paramount to holding the planet. A loss here would open a
hole in the defenses that will slowly weigh the troop strength into the favor of the loyalists.



Pranu City is also the focal point for distribution and manufacturing of war goods arabis bo
a very strong industrial capacity. Pranu City is well within separatist territory, so available forces are not
particularly strong (as the main forces are deployed on the fyont).

Knowi ng which map youdre goi nlpyot definea thhestoiys i mpo
Al so, the scale of t hat map i s i mpworld teme tyour Yo u 6|
campaignh cover s. | an asshu#t oncrebel gositforts ron ardontested world/esd r e
going to limit the campaign to23turns,each 15 minutes long (the first 8 hours of conflidthis also
means youol |l have to pick a map that is the righ
before really gettingintoit. f it s t oo smal | , otghicklydBrassthd neapg.r oups Wwi

Now that | have my map and turn length decided, | throw around ideas for installations and rules.
I dondét actually do it in Campaign Builder at fir
i roned o uup Campaigh Builder@mdrstart. You can jump right in with Campaign Builder, or
gather your thoughts first.

Creating Your New Campaign

Run Campaign Builder, and press the fANewo too
call ed fAMai n Erkithe beardof yolr ltampaign resideshHere, you can edit your base
types and set campaigevel options.Once the Main Editor is opened, fill in your campaign name, turn

length, number of turns and press button to select your map.
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webdbve | oaded our map , and set u
our way to making our campaign. We can also thee width and height of our map That 6s goo
information for later (knowing the size of the map).

Hereyoucanese t hat

Usually right after | do thisl| cl ose

the main editor by pressi
fl edgling game. You can get ri ght back->iMaim o t he
Editoro.
B i aAvap 3
File Yiew Create
Faction Daka D
Main Editor Deploy
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In Campaigner, we have two Factions. Each player that is created must beldractamn, and
the two Factions are at war with each other. Players may only fight players from the opposing Faction.
Each player has their own Battlegroups, but they share installations. So, if there are two players on one
Faction, they will have to managesources and rules that the installations have. The players are created
after the campaign is built, and it is done in Campaigner. There is no player information available in
Campaign Builder (you canét create players with C

To edit theFaction data, including the maximum number of deployment points, use the menu
item->0ERacti on Dat ab.

L CBuilder [Savage Assault]

Main Editor
Moderator Passwaord

This will bring up the Faction dialog, where you can set the maximum number of deployment
points, and the names of the Factions. The maximpaimt value is the total number of points a Faction
can deploy during a game. Players on the same faction share this, so make sure all players know how
many points they should havEhis is where you want to think about how epic your campaign should be.
fal l your players are new, ités good to use a sma
you have too many, pl ayers may get confused and
like to have in a standard game, then decide how Battiegroups each faction should have.

In this campaign, we want the fights to be sh
should be 750 points (in Warhammer 40KE terms, th
what to inclu@ in each Battlegroup). | want both Factions to have between 5 and 8 Battlegroups, so our
Faction point valwues should be around 4500). | 6

m
have quite as many def en dionData aften detting the values.s e. So, he
Side Ore Faction Mame Side Two Faction Mame
|Separatists
Paint V alue 4500 Paint ¥ alue 4000
D'escription D'escription
Attacking marnes and ather lopal Defending rebel forces.

imperial troops.




Hi t AfOKO on that to close the AEdit Factionso
just right, with a good point value in each. Youbd
good or not, yowan always tweak it later.

Ok, now we go back into the Main Editand select some Campaign specific options. When you
selected the map, you might have noticed the AOpt
options to set the behavior a mpai gner f or certain things. Clicl
something like this.

Map  Optichs | Description ]

v Dama Game

[ Adiowe Qe Drtiar O Safite

v Afow Plapers To Manage Chs
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v Lz Zanes OF Confrof
tax BG Point Yalue
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This information changes the way Campaigner behaves and is important for your campaign. A
campaign marked with the fADemo Gaonfe 0Cafnhpaagi gcnaenr . b e
Only Order of Bat t Icamnpt creadea thewr Battlebreups, thpeymaist ese she
Battlegroups you have created with the Order of

pl ayers use the GdMapaigenmer .f efaMamagerion al l ows t he
their Battl egroups during t he game, and i s goo
Reinforcementso | ets nearby chits contribute to a
contact with the enemy to fight in a battle, wunch

Control rules so that Battlegroups may not pass through enemy Zones of Control without attacking the
source of the zone fsetstlsetmaximurivipoit vaue tha a Battiegronpadn be 0
If you do not want to use a maximum point value, simply set it to zero.

Now that our opttiomnst arrte meaeki,ng tadlsl ttihhee: i t e ms
installation types, rules, seurces and unit types. A semantic note hetgpais like a template. So, an
installation type called fAbunkero defines what a
linked to the bunketype Changes to the type will change the plaoad as well (for instang&one of
Control). This helps a lot when first creating a campaign, since you may have to change the values of the
type many times until you get it the way you want.

| usually make some rule types first, since my installatengqu i r e t h e m. Letds sta
obvious that | can think ofartillery . We want a player to be able to call in-tefble artillery support
during a tabletop engagement. To do that, we use

also create an installation to expose the rule.



To create the new rule, press tE2 rule button on the toolbar. This will bring up a dialog box
where you can set the properties of the new rule.
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| Add | | Remove |
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Enter a description
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You might have noticed in the middle of thisdialogis\a ndow t hat says fAResoul
can add resources by pressing the AAddo button. T
have enough of the resources that you have added
goi g to require a resourc
e ncelling, we need to h

A

fiCanoel|l Dhi s, and webd

re in
yet, so thatds why webr ca

Press the @ resource button on the toolbar and it will open another dialog bomm | goi ng t o
create a new resource called AArtillery Pointo th

The dialog is very small and simple, so quite quick to fill out.



Resource Type X
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Reprezents the abillity to fire an
artillery barrage. Consumed by
thi rule Artilleny’.
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Now, hit AOKO and wedl | have wooticethdtareseurceyoa mpai g
did not create exists, called Adepl oyment pointo.
troops (the value is added to the owning,butacti onf¢
its t her eikeitd makeaw idsthllation that adds points to the available deployment of a faction.

This can represent forces moving from-sfh o r e or into a spaceport or
probably use it later as well. Your Main Editor should be sometHiaghis:
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Ok, with the O6Artillery Pointbé resource, we ¢
across the map i s, and we don 6everywherain the map, sawet i | | er

need to make it have a radius significantgd than the map width. We can assume that the type of
artillery is short ranged light artillery. Though the firebase might have bigger artillery available in reality,

we wonot be modeling it i n the ¢ ampaainggose ahdsi nce |
personal). So, the artillery we are modelingistheetoseppor t st uff. Press the ac
away! We also have to decide how many of the resc
OArtillery Poin&6, resburoes poéde wvwseme of the 7rul e
OAppliesd drop down box. This means, a player cal

There are two other o@dmbatsg. ACOMsS taarndgdappiesla MsN otnh
and will consume resources (if it does) automaticallgryturn. This would be a good rule for something

|l i ke a shield, and would work in concert with ano
use that symbiotic relationghiater in the tutorial.



When you pr es s citclbden yalawdimfigureboul)t t oint (wi | | bring up
Costo dialog. Here you can pick a single resource
AOKO, i t wi l|tHe resolroedoethe dax.dYouacandhen add another resource, if you like. We
donot need to for the Firebase though. So, after
new rule.
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Now that we have the rule, and a resource to limit its use, we can create a new insi@haditm.
a new installation type by pressing the installation b&hnThis opens up a slightly more complex

window.Ther e are some nice icons in the Ainstallatio
donét find an icon you I|like in the sample icons,
Panbr ush. Or, you can | ook online for images, icon

build our first installation type (Firebase).

The basic information is pretty simple, the LOS (detection range) and power (how well it can
detectenemyni more difficult terrain), and the size of
see client areas for listing the rules and resources of the installation. To add a resource or rule, press the

add butto next to the list you want to add 6o remove and item, simply select it in the list, and

press the remove buttcﬁl. Click the add button for rules (the top one) and pick the Artillery rule

from the rule picker dialog window. You can add the same rule multiple times. This will give the
installation the ability to use the rule more than once (for combat andarmbat rules) during a turn. We

want the firebase to be abl e t o s uprydeoowrer twitebp ¢ o0 mb ¢

pressing the add arro__| twice.
Now, you can ad the resources this installation generates. You get the choice on how many of

each resource it can hold, and generate. Press the add button that is next to the resources list (which is
currently empty). Herebds what | selected for this
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on the map, sel ect t he f i r eb akfecornenof théhneain wibdew,i n e d
then click on the map where you want the first firebase to go. A small input box pops up to prompt you to
name the instalteon. This is wherd¢ypesand deployed items are different. When you place it on the map,

it effectively stamps a firebase object on the map, and it gets its own unique name and becomes its own
entity. However, whatever changes you make tdypewill affect the placed object as well.

L* CBuilder [Savage Assault]
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Youbl | notice a couple things after-1)pYouname t
can see a white circle around the place object, and a filled green circle. The filled green circle is the zone
of control, and the white one is the detection r

assaulting force selected in the upper left window. This means that the firebase belongs to that faction.
That 6s not what we vasershogdbklong tb thesdefpnderst(Semaratista)r f i r e b

When you place an installation or deployment zone, it will belong to the selected f&ctincan
di fferentiate which items belong to each faction
will be green, while if the enemy faction owns it
our deployment zones. When you start creating victory conditions, or order of battle, it will belong to
whichever faction you have selected, sefkgour eye on that when setting those up.

We also see in the image, that the zone of control is very small. It is so small as to be ineffectual.
We wi | | open the main editor wup ( sebecont hbeib



ofthendefined itemso | i st in the Main Editor. No w,
back to the map. The ZOC grows a bit to match the

dy
delete this test objedt Chy t o e lt_=Cht bang thein tliek(ther e s s t

b4
installation on the map, @).press the Aremoveod t

Panning: You can pan the map, and move it around by holding the right mouse button and moving the
mouse.

Webve del eted t he eoffdreen dwen gd oF i a reyomosree pbluac eéome n
some more types. For the players to create and de
unit type represents a model or a squad, or even just a pool of points. Stick with one methodeaall crea
of your unit types the same way.

In Warhammer 40k©, each model has a point value (even for those that are bought in groups).
Webre going to create a unit type for each model
getalistngofdl t he models the players can purchase, S
and set the suggested point value of the unit type to what the book says. Here is an entry from the army
book, showing only the name and point value.

: Pts/Model

Master 75
Captain 60

I press the unit type tool bar button and fil]l
what the each property means, you can look it up in the Campaign Builder manual.
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Now we can continue making new unit types, untib&llhem are complete. This is probably one
of the most boring parts, but once ités done, you
this Campaign, the models can purchase additional war gear, such as bombs, different guns, etc. To
represat these items, we can create Elements. When a player creates a Battlegroup, and adds unit types to
it, he can add elements to the unit type, to further define it. So, here are some entries from the army book,
and the elements in Campaign Builder.

Pts |
Bolt Pistol 1
Chainfist 30

Close Combat Weapon 1

Single Lightning Claw 25

You may not need to go into this much detail [
can do with elements. Here is the Element Manager window. To open it, press Elements on the Main

Editor Elements .



Elements are a fairly new addition, sothe Gl &t al |l that great, but t

On the top, there are NAEIlI ement Cl asseso. These ar
add two new categories, Space Marine and | mperia
El ement Cl asses. You get a simple dialog where vyo

adding the two classes, your Element Manager will look like the one below.



