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Introduction

The following campaign rules are designed to allow two players (or any number of players divided up into two sides) to engage in a campaign. The campaign is very versatile and can be adjusted as the players see fit to accommodate their own preferences.

Unless otherwise stated below, follow all the normal campaign rules as presented in the BFG  rulebook (pages 148 - 158). 

Fleets
Players are free to use any fleets they wish in order to play this campaign, even Ork vs. Eldar is good (no one said you had to play Imperial and/or Chaos). If you are playing with more than two players you must divide all the players up into two sides. All players on a side command the same fleet, one player being chosen as overall commander for the fleet. One its time to play a battle all players should take part, each commanding one or more ships/squadrons of their fleet.

Campaign Points (CP) 
At the conclusion of each battle the winner of the battle gains a number of CP. The CP gained is based on the difference between the winners and losers victory points at the conclusion of a battle (see the Victory Table below). The Loser of a battle does not gain any CP.

Note that even in scenarios that don't use them, victory points must still be calculated.

The campaign ends as soon as the one side has gained supremacy (see below). To determine the type of victory gained by the winner, again refer to the Victory Table below.  The winner will need to determine the victory ratio gained (the ratio of winners CP to Losers CP) on the table.

Victory Table

    VP/CP

     Ratio
          CP

Gain for battles
                                 Campaign Result

Less then

       1:1*
         5 CP
Pyrric Victory!!!

Although the enemy has been defeated, the cost has been great.

       1:1
         0 CP
Draw!!!

The bloodshed will continue as neither side has gained an upper hand.

Up to 1.5:1 
        5 CP
Minor Victory!!!

Although beaten, the enemy still lives to fight another day.

Up to 3:1**
       10 CP
Major Victory!!!

It will be a long time indeed before the enemy will recover from this loss.

Greater than

       3:1***
       15 CP
Decisive Victory!!!

The enemy has been utterly destroyed. No longer will his forces be a major threat.

Raids (except Major Raids) are never worth more than 5 points to the victor. Any victory in a raid scenario always counts as a minor victory. So even if a player wins a raid decisively, he still only gains 5 CP. There is therefore no need to calculate the winners VP ratio.

*This result only occurs in scenarios where winner isn't decided through victory points (such as the Convoy and Exterminatus scenarios), and where the winner has fewer victory points. You must still calculate victory points even if they are not used to determine the winner.

**To count a battle as a Major Victory the winner must have gained at least 25% of the defeated armies point value as victory points, otherwise the victory counts as a Minor Victory instead. 

***To count a battle as a Decisive Victory the winner must have at least 50% of the defeated fleets point value as victory points, otherwise the win counts as a Major/Minor Victory instead.

If a battle ends early due to a player conceding the game, the opposing side gains victory points for all of the defeated sides remaining ships/models as if they were destroyed.

Note that each sides accumulated CP totals are not kept secret; either player is free to examine the others total CP gain so far.

Gaining Supremacy and Winning

The campaign is played until one side has gained (or exceeded) 30 CP. The side who reaches or exceeds this amount is deemed to have gained supremacy and wins the campaign. The winner then consults the Victory Table above to determine the type of victory he has gained over his opponent (ie, Major, Minor, etc.).

If players wish a longer campaign they can choose to increase the number of CP required to win the campaign.

Optional Rules
Players may agree before starting the campaign to use any of the following optional rules to add some diversity to their campaign.

1). The Final Battle 

Instead of ending the campaign as soon as one player gains supremacy, play one last final battle instead. The winner of this battle is also the winner of the campaign (regardless of the results of previous battles). The scenario to be played in this final battle is chosen  based on how well the player with the most CP so far in the campaign has done. The side with more CP so far in the campaign finds his success ratio as detailed under Campaign Points. In addition, in order to count as Decisive, the player must have won at least 1 battle as a Decisive victory, otherwise it automatically counts as a Major result instead. In order to count as Major, the player must have won at least 1 battle with a Major/Decisive victory, otherwise it counts as a Minor result  instead. Increase these requirements by 1 battle for every 30 CP additional required to gain superiority when playing longer campaigns. 

-Draw: Play the Escalating Engagement scenario. 

-Minor: Roll a D6. On a 4+ play the Fleet Engagement scenario. On the roll of 1-3 play the Escalating Engagement scenario instead. 

-Major: Play the Fleet Engagement scenario. 

-Decisive: Play the Suprise Attack scenario, with the side with more CP being the attacker.

In all the scenarios above, the side with the most CP plays with his entire fleet registry (up to 2,000 points max). However, his opponent must play with no more than 75% of his fleet list (up to 1,500 points max) unless the opponent has scored a draw or minor victory. If the opponent has scored a Draw or Minor Victory, both sides play with their entire fleets (upto 2,000 points each fleet).

If players wish they can modify the max fleet points to fit their collections. They might even decide that there will be no max. Instead of playing with a max of 2,000 points allow the players to play with their entire fleets instead, whatever that may be.

When using the Final Battle option in a campaign, you cannot play three raid scenarios in a row. Whenever two raids are played in a row, the next battle is automatically a Battle scenario.
The winner of the final battle is deemed the winner of the campaign. The quality of the victory in this battle also determines the quality of the victory in the campaign, regardless of past battles in the campaign. Use the victory ratios detailed under Campaign Points to determine the quality of the victory (ie, Major, Decisive, etc.). 

As an added option, players may wish to simulate a 'build-up' feel to the campaign by having the initial battles start off relatively small, gradually getting larger until the final 2,000 point battle is played. To reflect this use the following rules in addition to those above:

Until a player reaches 1/2 of the required CP to win the campaign (normally 15 CP), both player's are restricted to a max fleet size of 1,000 points (750 for a Raid).

Once a player gains 1/2 or more of the required CP to win the campaign (normally 15 CP), fleets may be any size as normal.

2). The Prolonged Campaign 

As soon as one player has gained superiority,  the campaign in that sub-sector concludes. However, the campaign itself is not. The campaign instead continues in to another sub-sector by having the players choose new fleets, starting systems, etc. However, the following special rules apply:

1). Starting Systems: Players choose their starting system as normal. However, the player that won in the previous sub-sector starts off with an additional system as reward for his past victory.

2). Fleets: Players choose their fleets over from scratch just as when they start any campaign. However, players are allowed to buy ships/squadrons from their previous fleet registry (at their points cost) in addition to new ships.  Players are allowed to buy up to 1 ship or squadron from their previous fleet for every 15 points (or fraction thereof) of renown they accumulated, up to a max. of 4 ships.. Example: a player accumulated 35 renown in the previous sub-sector. Upon restarting the campaign in a new sub-sector, he may buy up to 3 ships or squadrons from his previous fleet registry. 

Ships/squadrons bought from the players previous fleet registry keep all refits, experience, etc they may have gained. Ships with any damage are assumed fully repaired by the time they are bought (damage doesn't carry over).

3). CP: It is suggested that when playing with this option the CP required to win be increased to 50-60 CP.

3). Adding a Narrative 

The campaign works very well without any story line whatsoever; just roll up the battles and have a go. However, players may wish to play their campaign in the context of some story that is going on. Foe example, perhaps the campaign is based around an Ork invasion, or the hunt for a secret pirate base. Such things are left to the players imagination and it is up to them to determine what special rules will be added to the campaign to reflect the story.

Players could for example predetermine the scenarios to be played (and the order in which they will be played) instead of randomly rolling them up before play. Such scenarios might very well be modified versions of those provided in the BFG rules, or even scenarios made up entirely from scratch by the players.

Of course adding a story behind the campaign doesn't mean you have to create any special rules or scenarios. You could simply say that certain ships, crews, etc are only available for certain battles instead and that's that. Or, you could simply do nothing and let the story revolve around the battles rolled up and the fleets created by the players. The latter method is by far the most simple and allows versatility in the story line.

If players decide to add any special rules/scenarios to the campaign they will both need to agree to such changes before play.

4). Starting Renown

Instead of players starting with 1 renown apiece, you can choose to start off with more renown. This option is particularly useful in short duration campaign.

Both players fleet commanders start off with 20 renown, and thus may have an improved Ld.., re-rolls, etc. In addition,  roll a 2D6 for every ship/squadron in the fleet. If the score is higher than the currant Leadership of the ship/squadron that ship gains either a +1 to its starting Leadership, or it can have one Crew Skill instead. 

In addition, each fleet gets D3+1 refits to distribute to any capitol ships in his fleet. However, no ship can start off with more than one refit gained in this way.

Players could of course choose to allow even more renown, experience, refits, etc. if they choose. Such should be agreed upon prior to the start of the campaign.

