Running the Battles for the Empire

There are three main options.

1/ as with Erengrad, let the party pick a regiment to fight in or they can choose to attack as individuals. The rest of the battle is run abstractly.

2/ Convert to WFB and run it as such.

3/ Run it WFRP style. In which case certain combat details become necessary as well as some options to help it run more smoothly. This option basically means that the course of a battle hinges on the actions of leaders and the characters, a single officer can change the course of the entire thing, but generally, standard troops have little effect other than to fight and be expended against the foe.

Regiment size: Cutting graph paper into the correct sizes allows fatalities to be crossed off and ranks cut away from the back. Ogres, Snotling units, and Trolls take up two squares, Orcs occupy one and a half, while Humans, Dark Elves, and Goblins take up one square. Cavalry take up one wide, and three long, except for Boar Boyz who occupy 1.5 by 4. War machines generally occupy a five by five yard area in which reside the crew, spare ammunition, the weapon, and spare parts and other assorted items. Monsters occupy a four by four area. Forest Goblin Spider Riderz occupy a 2 by 2 yard area.

Units: Troops fight in blocks and will remain in this formation if they can. The average sensory input of a soldier is nil when lost within dense ranks. Their only option is to obey orders and stay in formation. If the man in front goes down and reveals the enemy - attack them before they kill you. Anything else could be disastrous.

Cavalry: For simplicity, mounts are not targeted lest the slain beast topple forward and crush those fighting it. Riderless mounts are swiftly disgorged from a regiment as those with riders push forward to continue the attack. A rider against foot soldiers gains +10 weapon skill, and the attacker suffers –10 due to targeting the rider.

Skills: The tight formation of a unit renders dodge blow and parry impossible. There is nowhere to leap and no space to perform any fancy sword work. Battle is a matter of hacking at the enemy and pouring troops in until one side or the other breaks.


Leaders and other highly skilled warriors often choose a mount or chariot to enter the fray because although this leaves them more exposed, they can employ their full fighting skill without hindrance.


With regard to the initiative test of an area effect magic missile, because there is no escape, no test can be made to avoid the full ravages of the spell.

Missile Weapons: Only the front two ranks may fire. When firing from a gradient, all those on the slope and one rank on the crest and on the foot may fire.

Spells: Those attacks that do not affect the first thing they hit, such as fireballs and other area effect magic missiles may be ‘lobbed’ into the enemy ranks. No targeting is required, they are just cast into the dense ranks and apply their damage. Again, zone spells cannot be employed for more than one round due to the constant shove and jolt from a fluctuating battle line.


Both armies should state how far their spellcasters are going to hurl their magic, giving a number of ranks (generally at least four into the enemy force to avoid the spell causing casualties to their own frontline should it surge during the casting process). This way, should there be characters directly opposite a spellcaster on this decreed rank, or the one before or behind, they may well end up inadvertently dropping their spell onto them.

Characters: Because a regiment uses the leadership characteristic of an officer/boss with higher social standing, deploying all characters of rank in the front line is an invitation to disaster should they be killed. Unless coerced by serious motivation such as a hatred beyond that of those they are leading, most characters stay a few ranks back, helping to give orders and maintain order and courage, and shoving fresh meat into the fray.


By situating officers throughout a regiment, even if some of them are killed by missile fire or area effect strikes such as artillery or magic, others are left to keep order. Should the unit begin to ail, some characters may step into the front rank and intervene to steady the line, but otherwise they are not involved in the combat.


Magic users intent on using offensive spells will be towards the front. Those who can lob their spells or intend to generate zones will be in the fourth or fifth rank so they can affect friendly troops and also gain at least a vague glimpse of where to hurl their magic missiles. Others will often be in the second or third rank so they can step forward and unleash their spells into the enemy regiment. In this case, the troops around them help defend them until the spell is unleashed. This is risky because once they have cast a spell and revealed their position, it means that troops or other characters in the enemy line may have the chance to punch through and attack them.


Basically, before the battle begins, mark on each regiment the location of characters and spread them out throughout the unit. Before the templates are laid down, artillery is given its orders. The list of the enemy and rough sizes of the regiments and what order they are coming in is revealed, and then the opposing force decrees how many and of what are going to target which units and roughly where. The crew then continually pound that location, with the assaulted regiment closing ranks during the reload period.


Projectiles wander as normal should the crew miss and if a character is hit, they take damage as expected. As the ranks are depleted from combat, the unit gets smaller and the chances of characters being hit is greater because if a cannon is firing on the upper right corner of a huge mob, as ranks vanish, the chance of a character being left in that upper right corner starts to increase.

Psychology

All tests are made at the characteristic of the unit’s leader. Mob mentality rules a unit, and if a leader can stand firm, project strength, and stay calm, the troops are more likely to stand and fight. When they are taking heavy casualties or being attacked in the flank, most of the troops will only hear cries and shouts and will look to the leader to settle their worries and confirm that all is well, even if it is not.

Results: Large battles use a variant of winning and losing. After each round, total the following for each unit engaged in combat.


+1 per rank after the first (Max of +3 for 4 ranks).


+1 attacking a flank or rear (5+ attackers only).


+1 per casualty caused.

Losing: If 25% or less casualties have been sustained they are forced back 2 yards and the enemy gain +10 weapon skill next round. If 25% or more casualties have been sustained a rout test is required at –5 leadership per point of difference between the totals. The leadership characteristic of the highest ranking officer is used, and they gain +10 per point of difference between their social standing and that of the average troopers. 

If they fail, they break and flee. Every unit they pass must make a leadership test or be panicked and join them. Goblins do not cause Orcs to make a test, only Ogres cause Ogres to test, war machines and characters are immune, and Orcs and Human troops may try and make a leadership test each round to recover and spend another round forming back into an orderly regiment.

Winning: When the enemy fall back a little, no matter what carnage has been wrought around them, the troops will surge forward and cannot be prevented from pressing the attack next round. With this simple sign of impending victory and thus survival, the enthusiastic winners also gain +10 to hit.

Note, winning and losing does not apply to mounts, and so spiders, wolves, boars, and horses do not gain bonuses and only flee if their rider demands it.

Animosity: Those Goblinoid regiments that are not in combat are prone to animosity. They are fired up and ready to fight, and if there are no enemies available then it may well be each other or another unit. If they lack sorcerous protection or a Black Orc Boss to keep the peace, they must test at the start of each round. Roll a d6 for each unit and on a 1, they have been overcome by internal squabbling (some Warlords have luck to offset this occurrence in their Ladz). If a unit succumbs, roll d6…

1 - Get ‘em: The unit attacks the nearest Orc of Goblin regiment. If they have missile weapons, they stand and open fire. If not, they charge. If they cannot charge due to there being non-animosity forces in the way (chariots, war machines, Trolls, Squigs, monsters, characters etc) they squabble instead. After one round of combat, they stop and dust themselves and then continue as normal.

2-5 Squabble: Due to an internal punch up the regiment cannot move or shoot this round.

6: We’ll show ‘em: The unit instantly runs toward the nearest enemy unit. If they reach them, they are deemed to be charging.

Artillery

A failed ballistic skill roll means the projectile has deviated 2d6 yards in a random direction. The strike is then worked out as normal.

Impact Area: Projectiles strike as a spell does, affecting a group unless stated otherwise. A strike into a unit of Humans, Elves, or Goblins, affects a group nine individuals (one in the middle, and every adjoining person). Because Orcs a significantly larger, a strike in the middle of a group affects only five of them. With regard to Ogres and Trolls, only three are affected in a unit when a group is hit. With regard to cavalry, an impact will affect four mounts and riders.

Aiming: It takes 1 round per 45 degrees or part thereof to realign artillery to attack a new target. It cannot fire during this time.

Loss of Crew: A minimum of three crew are required to operate a war machine. Two crew operate the machine, reload, and fire at double the listed times. One crew man requires three times as many rounds to operate the functions of the weapon.

Misfires:

01-35
Destroyed: the weapon breaks/explodes killing the crew.

36-55
Disabled: A problem occurs that takes 1 turn to fix.

56-70
Damaged: A minor problem occurs and requires 1 round to clear.

71-00
Wild Shot: The projectile deviates 26x10 yards from the target in a random direction.

Night Goblin Fanatics

Placement: It takes the press of around four Goblins to contain the mushroom frenzied fanatic. Therefore each fanatic will be spaced sixteen or more yards from any other fanatic and due to the stress of holding them, units rarely situate them on the sides or flank lest in battle they break loose and start to devastate their own troops.

Attack: As soon as any enemy is within 16 yards of a Night Goblin, they heave and strain and break free of their comrades. Leaping from the unit they swing their titanic ball and swiftly become a whirlwind of deadly and random motion. This attack interrupts the initiative process and occurs instantly. The fanatic moves 4d6 yards towards the target.

Move: After this initial movement the disorientation from their spinning passage takes over and they move 4d6 yards every round at their initiative in a random direction. If any move roll results in three identical numbers, this is deemed a misfire and the chain wraps around their neck and snaps it, or they have a coronary. The fanatic is dead.

Damage: The smashing and tearing passage of a fanatic will inflict d6 S:5 hits divided amongst all targets along its path. The huge iron ball ignores all armour and causes armour damage as a stomp. Any regiment loosing 25% or more of its forces to a fanatic onslaught must make an immediate panic test.

Moving through a fanatic: Any regiment that willing wants to charge through a fanatic must make a leadership –40 test to muster the courage to brave such danger. They will take d6 S:5 hits spread amongst those whose route takes them over the fanatic.

Obstacles: Any solid object or running into another fanatic results in instant death.

Missiles: Hand to hand attacks are knocked aside before they can reach passed the iron ball and strike the Goblin at the centre. Only missile fire can travel fast enough to slip through. BS is reduced by 10, and any rolls between this amount and actual BS are swatted aside by the ball.

Squig Hunters

Two Night Goblins both carry a massive trident that they use to jab at monsters and Squigs and herd them into combat.

Move: They travel at the same rate as their Squigs unless the beasts go wild. A squig line moves as one, with only one die roll to determine how far the unit scurries.

Attack: The Squigs attack anything in front of them and the Prodder team can reach over and jab at the target as well. Prodders do +1 damage. If one of the Goblins wielding the large weapon is killed, the benefit is lost but the weapon may still be used by his partner.

Wild Squigs: Each team may only control up to three Squigs, any excess will go wild and will move in a random direction each round, and anything it comes across is deemed to have been charged. The Squig will now fight to the death, ignoring all psychology.

Saving Time

Some options are…

Wounds: At zero wounds a character is combat ineffective and is either pulled away to collapse, or drops and will most likely be trampled to death.

Standard Troops: When forces are engaged, work out how many on average each normal warrior will disable. Discount any facing characters or officers/boss types and just deduct them per round from each side. Roll for sergeants, captains, princes, generals, bosses and other important characters. Armour can be rounded off to an average overall amount, with body and head counting as 50% of the overall physique, so a shield, breastplate and pot helm offer 1.5 on average.

For example, a line of 80 humans with weapon skill: 33 and strength: 3 attack Goblins with toughness: 3, wounds: 5, who have a sword, shield, mail shirt, and pot helm (1.5 armour points). On average, 26.4 of them will hit. The human’s strength, plus strike mighty, plus the 3.5 average roll of the damage die against the toughness and armour of the Goblins results in an average of 3 wounds.

26.4 of them inflicting 3 wounds results in 79.2 wounds. When this damage is divided by the wounds of an average Goblin, 15.84 of the enemy are reduced to zero wounds and rendered combat ineffective or dead.


The eighty humans negate sixteen of the foe every round.

Providing that casualties caused by leaders and magic users, or magical item effects do not ensure that the Goblins cause significantly more casualties, the Humans will enjoy the +10 weapon skill bonus for winning each round.

34.4 of them now hit, and cause 103.2 wounds in total, inflicting 21 casualties per round while they are winning and pushing the Goblins back with every round that passes.

The same casualties are caused automatically should the unit break and flee because of the free attack gained when an opponent flees combat, along with the bonus to hit. 

Bows: If you want to save time during the fight, archers may be summed up. They are firing into groups of possibly hundreds of targets and so it is very hard to miss (See Combat Rules that offer +5 to hit per person in a group, hitting at random. This means that any group of 20 or more forces acquires +100 to hit). Archers may move at cautious and still fire because even a fairly hap hazard shot is still assured of striking something in a huge Mob of tightly packed greenskins or Humans.

Average kill ratios for 10 archers against nominally armoured foes.



Weapon








Bow/longbow

Crossbow

Handgun


Target
Range
No shield
Shield
No shield
Shield
No shield
Shield

Goblin
Short
6
4
8
6
9
8


Long
4
2
6
4
7
6


Extreme 
2
0
4
2
5
4

Orc/Black Orc
Short
2.86
1.43
4.29
2.86
5
4.29


Long
1.43
0
2.86
1.43
3.57
2.86


Extreme 
0
0
1.43
0
1.14
1.43

Savage Orc
Short
1.43
0
2.86
1.43
3.57
2.14


Long
0
0
1.43
0
2.14
0.71


Extreme 
0
0
0
0
0.71
0

Ogre
Short
0.59
0
1.18
0.59
1.47
0.88


Long
0
0
0.59
0
0.88
0.29


Extreme 
0
0
0
0
0.29
0

Human
Short
4.29
2.86
5.71
4.29
6.43
5.7


Long
2.86
1.43
4.29
2.86
5
4.29


Extreme
1.43
0
2.86
1.43
3.57
2.86

Dark Elf
Short
1.67
1.11
2.78
1.67
3.89
2.78


Long
1.11
0
1.67
1.11
2.78
1.67


Extreme
0
0
1.11
0
1.67
1.11

Artillery: Because most artillery ignores all armour and does a massive amount of damage at a high strength, it is just generally better to assume that all affected troops are rendered combat inoperative either through shock, wounds, or being killed.

Banners

These potent enchanted standards draw on the collective energies of a cohesive military unit to fuel a blanket effect for all those travelling under it. The effect is only present if the unit is twenty or more strong and is not fleeing or being routed.

Courage: May re-roll 1 break test per round

Banner of Arcane Protection, half effect magic, duration, damage, magic tests doubled, Daemons and Undead suffer d6 wounds/round when engaged with the unit.

War Banner, +1 combat result.

Banner of Arcane Warding, any hostile magic coming within 12 yards of the banner is deflected 8d6 yards in a random direction.

Banner of Might, +10 WS
Banner of Shielding, +1 AP all locations

Rune of Courage: Immune fear, terror, panic, animosity, break

Dread Banner, cause fear, unit is immune to fear.

Gorks War banner, +1 Strength when charging.

Evil Sun Banner, re roll any animosity test.

Mork’s War Banner, spells are absorbed and turned into raw Waaagh energy. The unit takes half effect from all magic – duration, damage, effects etc. Spells cannot be cast by anyone in the unit, including those from items. Any spellcaster, friendly or hostil that comes into the contact with the unit is instantly swamped by raw power and killed.

Spider Banner, 1 x day, in the first round of hand to hand combat, everyone under the banner doubles their attacks.

Bad Moon Banner, the unit is enveloped in shadow and all missile fire is at –10 to hit if targeting specific people in the unit. The regiment also surprise on those who seek to engage them, emerging from the shadows to attack charging or advancing foes. +d3 x 10 effective initiative.

Spells

The following assumes that the spell is hitting normal troops without magic armour, who are all in close formation. Because the spells ignore armour, their effect on a close knit group is quite potent.

Battle Magic

Magic Missiles: Because they all land in the same area and some effect a maximum of people based on the level of the caster, there is a listed limit to the amount of casualties. The spells also ignore armour and so only toughness is appropriate. With regard to the damage inflicted, divide the listed damage by the wound score of the standard trooper to see how many casualties are caused, which cannot exceed the limitations of the spell (max casualties).


Toughness 




Fireball
3
4
5
Max casualties

Level 1 caster
8.25
6.75
5.25
3

Level 2 caster
33
27
21
6

Level 3 caster
74.25
60.75
47.25
9

Level 4 caster
132
108
84
12

Lightning Bolt





Level 1 caster
9.75
8.25
6.75
3

Level 2 caster
39
33
27
6

Level 3 caster
87.75
74.25
60.75
9

Level 4 caster
156
132
108
12

ICE MAGIC





Ice Shard 
31.5
24.5
17.5
9

Chill Blast
24.5
17.5
10.5
9


Toughness 




Colour Magic
3
4
5
Max

AMBER 





Awakening of the Wood
31.5
24.5
17.5
9

Flock of Doom
36.75
26.25
15.75
9

BRIGHT





Fireball
3
4
5
Max

Level 1 caster
9.75
8.25
6.75
3

Level 2 caster
39
33
27
6

Level 3 caster
87.75
74.25
60.75
9

Level 4 caster
156
132
108
12

Fire Blast
3
4
5
Max

Level 1 caster
13.75
11.25
8.75
4

Level 2 caster
55
45
35
8

Level 3 caster
123.75
101.25
78.75
12

Level 4 caster
220
180
140
16

The Burning Head





Boar Boyz
Cavalry
Ogre
Orc
Human, Elf/Goblin

5 kills
54 wounds
3 kills
12 kills
23 kills/32 kills

CELESTIAL





Lightning





Purple Sun of Xereus: Calculate the yards covered and affect by length (divide by 1.5 for Orcs, 2 for Trolls and Ogres, 3 for cavalry, and 4 for Boar Boyz) and width (2 for Orcs, 3 for Humans and Goblins, 1 for Ogres and Trolls). Use the average willpower of the troops as the percentile of those who survive the spell. E.g, a sun that travels 28 yards through a Goblinoid unit (willpower 19) will kill 68 of them. 


Toughness




DARK MAGIC
3
4
5
Max kills

Doombolt





Level 3 caster
144.375
118.125
91.975
12

Level 4 caster
192.5
157.5
122.5
16

WAAAGH MAGIC





Puttin’ The Boot In





Level 2 caster
7.5
4.5
1.5


Level 3 caster
11.25
6.75
2.25


Level 4 caster
15
9
3


Gaze of Mork





Boar Boyz
Cavalry
Ogre
Orc
Human/Goblin/Elf

9 kills
104 wounds (max 16 kills)
6 kills
25 kills
45 kills/62.4 kills

Arnizipal’s Black Horror: Calculate the yards covered and affect by length (divide by 1.5 for Orcs, 2 for Trolls and Ogres, 3 for cavalry, and 4 for Boar Boyz) and width (2 for Orcs, 3 for Humans and Goblins, 1 for Ogres and Trolls). Use the average strength x 10 of the troops as the percentile of those who survive the spell. E.g, a horror that travels 28 yards through a Goblinoid unit (strength 3) will kill 59 of them

.

