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Many Factions Frome Peninsula Campaign
Start State

1 INTRODUCTION

This is a simple mini-campaign set in the Frome Peninsula. There are twelve factions involved. Ten of the
factions each starts with an army of the same value (120 AP), a treasury, a single capital city and three
smaller (Town) settlements. The settlements that are owned by a faction, provide the faction leader with a
monthly income which they can spend as they see fit. The other two factions are different and are raiders;
one raids on horseback from the steppes to the north; and the second raids by boat from the sea to the
south. They get a small regular income from their home which the other factions cannot get to but must
supplement this by raiding the other factions. The raiders ‘home’ does not count as a settlement for
Victory Point purposes. They may capture settlements and retain them, or they can ‘loot’ the settlements.
If they get the ‘loot” home it counts double, as both SPs and VPs.

Ultimately all the other faction leaders are in competition with you, but this does not prevent you from
making short term deals and alliances with other faction leaders to reduce the number of enemies that you
face, at least for a period of time. You may even find it necessary to subordinate yourself to another
faction leader for a while, thus contributing some wealth to their treasury each month, whilst you amass
victory points via other means.

However, you should note that each faction, apart from the raiding factions, have a single ‘historical’
enemy faction. They will not ally with their historic enemy and will attempt to destroy them (in Campaign
terms you get double VPs for beating their armies in the field) and will plunder their settlements (like a
raider) when you capture them (gaining extra SPs initially that, if you get the ‘loot’ home, you can trade for
additional VPs).

2 START STATE

2.1 GROUND

A map of the Frome Peninsula is presented at Annex A. It has been settled over a period of many centuries
and, at the time that this campaign starts, is occupied by ten different ‘factions’ which own the settlements
presented in the table at Annex B. It is also often raided by two additional factions, one by land from the
north, and the other by sea from the south. Their details are also noted in the table at Annex B.

2.2 SITUATION

Each faction (raiders are an exception) within the Frome Peninsula is of an equivalent strength and size at
the start of the campaign. Each has a centrally located and well defended city, with several (3) smaller
surrounding settlements (towns). Each starts the campaign with a single Army Command and a treasury (of
100 Supply Points (SP)). Each faction starts the campaign controlled by a player.

In addition to the faction’s resident within the peninsula, the additional ‘raiding’ factions will turn up to raid
the other factions 1D6+1 turns after the campaign starts and may appear in a number of potential locations.
If such a raiding command appears, it will be looking to raid settlements and take as much loot (SPs) as
possible home. To do so they must occupy or invest a settlement hex and hold it uninterrupted for one
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month. Raiders do not have siege equipment but can effectively invest a city or even assault it. They can
certainly plunder the territory surrounding a city. They are very effective at looting and obtain 4SP for each
town that they loot and 10 SP if they loot a city hex. Alternatively, they can capture the settlement instead
and obtain ‘tribute’ each turn instead. Such captured settlements provide VPs in the normal way if they are
retained at the end of the campaign. Raiding factions also gain VPs by defeating their enemies in battle.

By defeating a raiding faction, a settled faction not only gains military status in the normal way but may
also gain any loot they have amassed. If the raiders escape, then the loot is retained. Additional rules on
raiders are presented in Annex C.

Each faction (other than raiders) have a historic enemy. If they capture the settlements of their historic
enemy then they loot it (like raiders), and if they get the loot home then they get additional VPs. Only
looting a ‘historic enemy’ settlement allows a settled faction to gain VPs in this way.

All the factions in the campaign, their historic enemies and their initial settlements are listed at Annex B.

2.3 MISSION

As faction leader, your aim is to become the dominant faction in the Frome Peninsula by the conclusion of
the campaign. To do this you must capture (or loot) as many settlements as possible, amass wealth (in SPs),
and/or amass military prestige (by defeating opposing armies or for raiders by returning home with the
loot). All are a source of Victory points.

2.4 ArRMY COMPOSITIONS

Armies within the peninsula are organised on traditional lines and as a consequence the number and mix of
troops within each faction’s army are well known. The traditional army composition provided to each
faction at the start of the campaign is presented in a separate Army List. The Umpire will track the
movement of elements from the Field Army into the Reserve and visa versa.

2.5 FRIENDLY FORCES

You control 1 x Army Command which consists of 120 Army Points (AP). It is organised in the traditional
way (see Annex D — Each Annex D is a separate Army List spreadsheet). Each baggage train starts the
campaign with a total of 20 Supply Points (SP), thereafter it has to be maintained by the faction.

3 PLANNING FACTORS

3.1 TimE

Each campaign turn is a month in duration. The campaign starts in April, Year 1, in the Spring season. It
concludes in March, Year 2.

The Frome Peninsula is a Warm climate region.

3.2 FINANCE

Your treasury is located in your Capital City. It starts the campaign with 100 SPs within it. Your Army
Command baggage train starts the campaign with 20 SPs in it.
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3.3 VicToRry CONDITIONS

Victory points are gained by controlling settlements, by gaining Military Prestige from victory in battle (or
getting loot home), and by amassing wealth within your faction’s treasury. If a faction’s historic enemy is
destroyed (i.e. all its settlements are captured, and its army is destroyed), then that faction gains a bonus
of 20 VPs. The player with the most victory points at the end of the campaign will win. If a raiding faction
captures any CITY then they gain a bonus 20 VPs, and in addition can thenceforward besiege settlements,
as well as raid enemy settlements.

Control of a settlement is conferred on a player if their faction has uncontested control of the hex in which
the settlement sits, and they were the last faction to have occupied the settlement with at least one
command of troops.

Settlements that start the game under your factions control can only be conquered by the opposition when
they occupy the hex containing the settlement with at least one command of troops and hold it
uncontested for the whole of one campaign turn.
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4 ANNEX A—THE FROME PENINSULA MAP
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5 ANNEX B —THE FACTIONS, THEIR SETTLEMENTS AND THEIR MORTAL ENEMIES

Ser Faction Remarks CITIES Town 1 Town 2 Town 3
1 Avriarathid Kappadokian (325 BC) — Historic Enemy is Parthians AKARIN Vinnus Kin Pa Linianus
James Honey (Hex P10) (Hex S11) (Hex P09) (Hex R12)
2 Phoenician (660BC) — Peter Connew Historic Enemy is Marian Roman JUNISSUS Fallin Kinashil Crismanus
(Hex J02) (Hex 101) (Hex G03) (Hex N0O2)
3 Pyrrhic (300 BC) - Toby Whitty Historic Enemy is Polybian Roman | BRUSUSIS Dunbrahan Yessira Gammahan
(Hex J08) (106) (Hex H11) (Hex N0O9)
4 Late Hoplite Greek Theban (350BC) — | Historic Enemy is Persians XYESTON Epherus Livari Aruni
Richard Newland (Hex K17) (Hex L13) (Hex M16) (Hex N15)
5 Marian Roman (90BC) - Jerry Handy Historic Enemy is Phoenicians GULDAN Pirion Dulberon Heherrab
(Hex B04) (Hex B04) (D03) (Hex E02)
6 Ptolemaic (250BC) — Neil Ford Historic Enemy is Seleucids LARIVINUM Wissus Tefron Herrianus (
(Hex C12) (Hex B13) (Hex D12) Hex C11)
7 Seleucid (270BC) — Steve Aspinal Historic Enemy is Ptolemaic CAMPANI Culperin Sarian Brunusus
(Hex C08) (Hex C07) (Hex E08) (FO6)
8 Parthian (200BC) - Alan Curtis Historic Enemy is A-Kappadokians | PARMINA Risinnus Nebarn Murinal
(Hex G14) (Hex E17) (Hex H17 (Hex H15)
9 Polybian Roman (270BC) — Stephen Historic Enemy is Pyrrhic OCCRINUS Sussika Navinius Mufrap
Etheridge (Hex NO5) (Hex K05) (Hex RO7) (Q04)
10 Early Archaemenid Persian (500 BC) — | Historic Enemy is Greeks BARRAVIUS Bernaus Jullianus Zharia
Alex Jeffries (Hex P15) (Hex R16) (Hex Q15) (Hex N14)
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Ser Faction Remarks CITIES Town 1 Town 2 Town 3

11 Scythian (275 BC) — Paul Gerrard Land Raiders — From Steppe off Hex K01 (6) Hex A01 (1, 2) Hex 101 (3, 4) Hex EO1 (5)
map to North

12 Lykian (450 BC) — lan Hayward Sea Raiders — From Islands off Hex M17 (6) Hex F16 (5) Hex C13 or Hex R13 or
map to South D13(1, 2) R14 (3, 4)
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6 ANNEX C—RULES FOR THE RAIDING FACTIONS

6.1 INTRODUCTION

There are two Raiding factions of the following types:

a.

Scythian Nomad Raiders. These can come into the peninsula via either of the two road routes
from the North and also via a number of other border hex locations. They can sometimes be

persuaded not to raid settlements but will need to be paid off. They can also be persuaded to
act as allies, for a fee. Otherwise they tend to see any of the factions as fair game for raiding.
See more detail on Land Raiders below.

Lykian Pirate Raiders. These take the form of sea-borne pirate raiders from overseas territories
(off the map to the south). They normally raid coastal settlements in the south of the peninsula
but can further north and raid any location they can reach by sea. In order to raid they must
land troops ashore. They can sometimes be persuaded not to raid but will need to be paid off.
They can also be persuaded to act as allies, for a fee. Otherwise they tend to see any of the
factions as fair game for raiding, but they cannot raid the same settlement twice in the same
year. See Annex C for more detail on Sea Raiders.

6.2 LAND RAIDERS

1

They will initially invade from a hex determined by the umpire by dice roll on turn 1D6 +1. They
will then attempt to raid any settled location they can. They get double plunder points by raiding
any settlement that is over 8 hexes from the northern border.

Land Raiders can return to the Steppe at any time simply by crossing the northern edge of the
map and staying off the map for one whole month. However, they cannot return having
‘deposited’ their plunder at ‘home’ until they roll 4, 5 or 6. They dice again for the entry hex
location.

Scythian Raiders cannot besiege cities but can plunder the surrounding hex. They cannot
plunder any settlement that has already been raided that year. They can dismount to assault a
city on foot but must exchange 2 x LH elements to get 1 x 3Ax element (and visa versa).

Land raiders live off the land and have mobile baggage but will suffer attrition if they lose their
baggage (as per normal). As their baggage is mobile they can remove their baggage from a battle
site and withdraw on 3,4, 5 or 6 rather than the normal 5,6 if they wish to withdraw from a
battle and escape with their plunder.

If brought to battle and defeated, they lose all plunder held if they lose any elements of baggage.
All plunder that is removed from the peninsula gains VPs in addition to the SPs that go into the
treasury.

6.3 SEA RAIDERS

C.

They will initially land at an initial hex determined by dice role by the umpire on turn 1D6+1.
Sea Raiders cannot besiege cities but can plunder the surrounding hex. They can also assault a
city if they choose.
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d.

They can always withdraw to their ships at their selected landing site and withdraw to sea to
avoid clashing with other land factions. If they fight a battle in their landing site hex, then their
ships count as ‘mobile baggage’ and can be withdrawn to sea on 3,4, 5 &6 rather than 5 & 6.
Elements that get to the ‘landing site’ are assumed to get to their boats and to withdraw.

They can move by sea to invade again as they choose. Once landed, however their command
baggage is as slow and cumbersome as anyone else’s so if they get caught away from their
ships it could be a disaster. Like land raiders they lose all plunder if they lose a baggage
element.

Sea raiders can only land at hexes with beaches or at a coastal settlement with no defending
army.

They obtain double plunder by raiding settlements over 8 hexes from their initial landing site
for that raid.

They retain all plunder that is returned to their boats and then moved off the map to the south
accompanied by the raiders command. The fleet & command must remain off the map for a
month, but can then return on a 4,5, 6. They may then land in a new hex location.

If brought to battle and they lose, then the enemy captures all plunder held in baggage trains or
ships (if the ships represent the baggage) at that point. If their ships are destroyed then they
become stranded.

They only have one fleet. If it is destroyed (enemy army enters the most recent landing hex
without being defeated) then the pirate raiders are stranded and must capture and retain
settlements in the normal way.

Pirate fleet can move independently from the Command ashore if they wish but can only land
at hexes with a beach or a settlement controlled by the pirates..
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