The IBOR Campaign – the City of Secondus Prime

Map Location Special Rules

Administrative Quarter

The center of Commerce in Ibor Secondus, the sturdy storage areas have been vital command bunkers once cleared of the now worthless paper.

2 VICTORY POINTS

Arbites Precinct

The HQ of the local Arbites forces, the precinct is a self-supporting fortress with its own power supply and munitions. 

4 VICTORY POINTS: An Imperial player who owns this location may utilise a squad of Arbites (from the Journal) for free when defending the location. If the precinct is ever captured by non-Imperial forces then the Arbites scatter. In that situation small guerilla groups of Arbites continue to work with the underground resistance. In any game where there is an Imperial player attacking a non imperial player, on a d6 roll of a 6 a minimum sized unit of Arbites may be used with no upgrades.
Basilica Imperious Dominatus

The oldest structure in the capital city, the Basilica Imperious Dominatus, or Basilica, as it is more commonly known, is the hub of the Imperial cult of Ibor. Every day the priests of the Ecclesiarchy ring the faithful to worship.

2/4 VICTORY POINTS: If a Sisters of Battle player controls the Basilica, they benefit from D3 extra Faith points in every battle they play. The Basilica is worth 2VPs to non-sister Imperial players, and 4VPs to Sisters and non-Imperials; as the Basilica is a potent symbol of Imperial authority and cannot be seen to fail.

Building 235

A large corporate building suspected to have its own generators and underground access tunnels.

4 VICTORY POINTS: The High Ground mission is always played in this location with Building 235 as the objective.

Cartel House Dwellings

The temporary residence of travelling merchants from the family cartels on Ibor. The habs in this area were stripped of anything useful early on the war by hungry citizens but are still a warren of defensible structures..

1 VICTORY POINT. 
Comms Sector

Home of the cities largest Telecommunications Company, the Comms sector has the only long-range comms gear working in the city. 

2 VICTORY POINTS: The owner of this location can ignore the first failed morale test of each game as the propaganda being blared out of the cities speakers spur them on.

Dealers’ Accommodation

The middle-men who negotiate the sales and prices of the Ibor production to off-world buyers often travel far and wide across the landmass of the planet to secure the best prices. When they travel to Secondus Prime it is customary for them to stay in this fashionable district, enjoying the lavish hospitality of the family cartels. Suspicion of corruption lead the Inquisition to mount a covert surveillance and investigation of the area. Had they been more thorough they might have had more warning of the uprising. 

2 VICTORY POINTS. A Callidus Assassin is still operating here and may be used by Imperial

players for free. If the assassin is killed in any game then they may no longer be used.

Execution Square

When the defence laser batteries were constructed on Gibbet Hill, public executions were moved to the more sheltered location of Execution Square. Lawbreakers, heretics, traitors and witches were dragged in chains to the centre of the square and either shot or burned at the stake for the citizenry’s edification. 

2/4 VICTORY POINTS: 4 Victory Points for Chaos players, 2 for all others.

Fortifications

These large bunkers on the wall surrounding the city used to house the gun crews or the massive macro defense cannons. Since the uprising the weapons are destroyed or gone but the towers are still sturdy Strongholds.

0 VICTORY POINTS:

Garden of Peace

The Garden of Peace is where the Manufactorium and the STC labs test out their vehicles and weaponry in battles. 

1 VICTORY POINTS: All games in this location are fought using the normal 40K rules (not cityfight). Terrain should be a normal grasslands table, albeit with a few craters.

Genatorium

Virtually all of Ibor’s power comes from coastal wave generators and is channelled to the Northern Genatorium. From here, power is distributed throughout the city and this was one of the first buildings targeted by Thunder Warriors rebels. The rebels booby-trapped the machinery with crude explosives and the resulting detonation flattened buildings for two hundred yards in all directions, opening a breach in the north wall. The area around the Genatorium has become a no-man’s land as automated underground turbines continue to pump out scalding hot water in man-killing steam geysers.

2 VICTORY POINTS: The steam geysers follow the rules for Magma Vents outlined in Hostile Terrain, WD255, p36. There are D6+1 geysers on the battlefield. You could use cotton wool to mark out where the geysers are.

Gibbet Hill

Situated on an exposed and windswept rocky island to the northeast of the city walls, Gibbet Hill has always had associations with death. Once, convicted murderers were hung by the neck until dead here, but now it is a fortified gun emplacement. When public executions were moved to the more sheltered location of Execution Square by popular demand, the hill was fortified and defence laser silos constructed atop the old detention complex.. Though only fifteen metres or less above sea level, it provides a vantage-point from which the Imperial palace can be bombarded. 

5 VICTORY POINTS: If you control the arsenal of laser silos on Gibbet Hill you may use preliminary bombardment in every game you play. You may also destroy one ‘dot’ of Fortifications in any square or location per campaign turn.

Gun Towers 1,2,3

These heavily armoured gun towers were constructed to provide static defense to the STC lab and the Law courts. 

2 VICTORY POINTS per gun tower location: Each of the Gun Towers has both Lascannon and Heavy Bolter Sentry Guns, set on point defence mode. They are elevated 8”. Once the location is claimed, they will fire upon the nearest enemy target every turn. High Ground is always played in these locations, with the gun towers themselves as the objective. The towers are treated as a standard bunker but with no capacity for troops.

Haakon’s Gate

These swallow-tailed bastions guarded the eastern approaches to Secondus Prime and the river crossing at Cho-Kai Bridge. These bastions were to play little part in the conflict as the rebels were already within the city and their open rears rendered them largely useless in terms of attacking the city.

0 VICTORY POINTS

Hab-blocks Alpha, Beta, Gamma, Delta.

The homes of the regular citizens of Secondus Prime. Driven mad by the shelling, those who steadfastly refused to abandon their homes have been forced into to starvation and looting. Fiercely protective of their shattered domains and obsessed with obtaining more of their filthy possessions, the area swiftly attained a dangerous reputation where a lone sentry could be dragged into the shadows by crazed looters and murdered for the laces in his boots.

1 VICTORY POINT PER HAB: If a model is All On Its Own at the beginning of any turn, remove it from play as it is mobbed and murdered by a band of armed scavengers. If you have all the Hab-blocks under your control, they are worth 8 VPs in total

Hab-blocks Epsilon & Zeta

More Hab Blocks, now mostly demolished.

1 VICTORY POINTS EACH

Hab-block FI

The accommodation of the scientists and ecclesiarchy from the basilica and STC lab. Consequently this hab is more valuable than the others are. It is also largely abandoned by its original inhabitants who have holed themselves in the basilica or Lab. But there are still a lot of useful notes and blueprints lying around for those who bother to look.

2 VICTORY POINTS

Hab Zero

A mysterious location, not named on any map. Definitely a Hab area but official records declare it as empty. This location is a secret base for members of the Index Astartes set up by Haakon Iron Wolf and Grendel Khan Aslan when they felt that certain members of the Inquisition were getting too radical and too interested in the Astartes. It was used as a secret storage location of information that no one outside key personnel in each chapter knew of. When the uprising happened, the Marines there managed to destroy all the priority alpha material and join the Imperial forces at the PDF HQ.

2 VICTORY POINTS: Owning this location gains you information on every building and street in the entire city. You may always deepstrike or infiltrate or subterranean move one squad per game in any location.

Imperial Senate House

The Senate House was built when Ibor was first founded and, at the time, stood as a symbol of co-operation between the planet’s various family cartels. Local laws were passed here and disputes between the cartels resolved. Most of the building has been turned into a field hospital yet some senators still remain using their vast resources and contacts, plus their own personal wealth to aid in the fight.

1 VICTORY POINT:  If you play a battle and win by less than 200 VP, then you may ignore the usual restriction counting this a draw as the senators pull strings to help you out.

Iron Wolf Shrine

The Space Wolf Great Company of the Iron Wolf are the Imperial ‘Owners’ of Ibor. They liberated in an earlier incursion of Chaos and were ceremonially gifted the planet. They are the systems patron defenders and this shrine was created to honour them.

1/4 VICTORY POINTS: While in Chaos Hands this location is worth 1 vp. if held by an Imperial player that player may re roll once failed difficult terrain test per game (for their vehicles) as the power of the Iron Wolf inspires them.

Law Courts

The foremost authority on the planet, the law courts were the preserve of the wealthy, where members of the mercantile cartels would bring any grievances to the Chief Judge of the Adeptus Arbites. Only the most serious and public cases were tried here and frequently these attracted the avid attention of the masses. Imperial officers quickly realised that the capture of the Law courts was a necessary precursor to the assault on the Palace of Peace. The south wall of the palace had been under repair when the uprising occurred and the position of the Law courts, so close to the damaged section of wall, made it a logical position to launch an assault.

5 VICTORY POINTS: Any player controlling the Arbites Law Courts may discount two ‘dots’ of fortifications when attacking the Palace of Peace.

Manufactorium

The Manufactorium on Ibor Secondus produces all the tanks and support vehicles for numerous Guard regiments and some of the Fleet based Marine Chapters. It is a hugely vital location for the Imperium.

4 VICTORY POINTS: Anyone controlling the Manufactorium is able to keep the machinery running and producing new equipment. To reflect this, if the Manufactorium is attacked, the defender may place D3 defense turrets; to represent half built tanks. Also in any other game if you own the Manufactorium, you make take an additional 2D6 * 10 Pts worth of cityfight gear (Attacker or Defender gear).

Mercantile and Pleasure Districts

The once prosperous mercantile and pleasure districts, popular with the moneyed members of society, lay to the north of the Palace of Peace and were a target of opportunity once the rebellion began. Looters from the nearby worker habs took the chance to ‘liberate’ much of the merchandise from this district in the mistaken belief that this uprising was a simple civil matter and they could wait it out in comfort.

2 VICTORY POINTS EACH

Museum of Tiberius

This museum is home to many artifacts celebrating the events of the Tiberius Sector with halls dedicated to its greatest heroes. It is a large sturdy building ideal for defense. 
2 VICTORY POINTS:

North Road Gate

The main entrance to Secondus Prime that is not under major scrutiny from the wall guns, this gate connects to all of the main roads through the allowing the owners to penetrate deep into the city virtually.

4 VICTORY POINTS: If you control the North Road Gate, you may re-roll any unsuccessful

reserves rolls you make in all locations.

Organics

The hydroponics farms of the Organics sector produce the majority of the food for the whole city. Once the uprising happened, the staff barricaded the farms and took to defending them against all comers, citizen, invaded or ally.

2 VICTORY POINTS: The owner of this location can ignore the effects of the Water purification plant.

Palace Grounds

This once fertile and pleasant park was used for state functions and gala dinners of the Governor when Ibor’s temperamental summer would allow such events to be held outdoors. These events were said to be magnificent and only those members of Ibor’s mercantile cartels who currently enjoyed the Governor’s favour would be invited. However, the ornamental gardens and lush orchards of the palace grounds were burned to the ground in the early stages of the war to prevent enemy infiltrators from approaching the palace undetected.

4 VICTORY POINTS PER HALF: The grounds consist of hectares of rolling greenery, with much of the vegetation now burnt to the ground. All games in these regions follow normal Warhammer 40,000 rules. Use a standard green table and scenery. The grounds cannot be fortified.

Palace of Peace

The Governor’s Palace sits at the centre of Secondus Prime and is perhaps the oldest structure on the

planet, with the exception of the Ecclesiarcial temple. It is a massive fortress housing its own defense force, which nearly to a man turned rebel when the uprising started. The body of the Governor and his family were left swing from massive gibbets constructed in the courtyard. The rebel leader is said to have his base here.

10 VICTORY POINTS: This is a fortress, indispensable in times of war and the jewel in the crown of Ibor. The Grand Assault scenario is always played here. It already counts as having three ‘dots’ of fortifications. You may not move into the Palace unless you have a solid foothold in Secondus Prime. Such a massive undertaking as claiming this fortress requires well-established supply lines, troop bases and specialist equipment. Therefore, to take the Palace you must have garnered no less than 8 Victory Points. If you lose control of the Imperial Palace in the Grand Assault, you must lose D3 pins as well as the pin claiming the Palace as your forces are routed. These must be the pins nearest the Palace of Peace.

PDF HQ and Barracks

The HQ of the Ibor PDF, who are trained to fight against the Chaos incursions that threaten Ibor Secondus or Prime. The PDF has been reduced in effectiveness as the majority of the command personnel were killed at the outset of the war by their disaffected children who were corrupted by the Thunder Warriors.

2/4 VICTORY POINTS: Imperial Guard players may claim their base for 2 Victory points. It counts

as having two ‘dots’ of fortifications. However, if the base falls to a non Imperial player, the player that takes it can claim the Imperial Guard base for 4 victory points as the Guard’s morale is broken due to the traitors in their midst helping its downfall.

Prison

The prisoners who were tried of non-capital crimes or waiting their case are kept here. A breeding ground of resentment they will throw themselves in with the first person to rescue them. 

0/2 VICTORY POINTS: The first person to hold this objective gains 2 VP, if taken by anyone else after that it is worth 0 as the prisoners loot anything not nailed down. If the first owner is a Space Marine, SOB, Necron, Tyranid or Eldar (any) then the prisoners are killed/eaten/violated. If Tau then when defending this location they gain free human auxillary squad, IG get a free 10 man PDF squad, Chaos gets a free 10 man cultist squad (as per new codex chaos).
Railhead Depots and Terminus

The major rail artery from the massive harbour facilities on Ibor’s southern coast enters the city next to the Manufactorium where most product is either going to or from. At the outset of the uprising Suicide bombers packed a train with high explosives and drove it through the gates of the railhead terminus before detonating it. Fortunately for the defenders, the blast shielding of the Manufactorium protected it from major damage destroying all of the main routes from the terminus to the Manufactorium, but the devastation wreaked within the rail terminus

was catastrophic and 90% of the facility was damaged beyond repair. It is still of some use and allows forces to move quickly into areas and bypass some of their fortifications.

2 VICTORY POINTS EACH: If you control either the railhead depots or the terminus, you may reduce the fortifications of anyone you attack by 1 (if you control both then you can reduce them by 2). However if you attack the Manufactorium and the only locations you have next to it are the depots or terminus then the defender gets another 2 dots of fortification instead as there is no easy access to the Manufactorium over the massive amounts of rubble.

.

Smeltery

The majority of the Planets metal work is done in this factory before being shipped by rail to the other cities or being sent off planet. The core of workers here live and work in rotated shifts as the forges never stop. The forces of Chaos were unable to subvert any workers here and it is a stronghold of the imperial resistance. 

2 VICTORY POINTS: Any Imperial player owning this location is able to field a free 20 strong unit of PDF fighters when defending it to represent the workers. No matter who owns this you may add ½ a dot of fortifications to any location you own each turn as long as there is no battle being fought at either the target location or the Smeltery.

Sniper’s Alley

Two narrow alleyways with a lot of vantage points for the enemy to shoot you

2 VICTORY POINTS for Sniper’s Alley South,

4 VICTORY POINTS for Sniper’s Alley North:

A Vindicare Assassin is operating in Sniper’s Alley and may be used by Imperial players for free when defending these locations. If killed in any game the assassin in unusable from then on. The Gauntlet is always played in these locations.

Spaceport Complex

The massive complex of the Ibor Space port is the only public access off world. It is the main trade route for Ibor to send its trade to other planets. The massive area of the complex as well as the numerous hangars and storage buildings mean that it is very hard if not impossible to knock out all the facilities.

0 VICTORY POINTS: Any forces with a pin in the Spaceport Complex may place a pin in any

location on the map within 2 squares of an owned location. They may also Deep Strike any units they wish to in battles. The spaceport cannot be devastated as it is simply too large.

STC Lab

One of the prime factors making Ibor a vital Imperial stronghold is the STC lab. Scientists have been working for generations, attempting to restore damaged or corrupted STC templates.

1 VICTORY POINTS: The owner of the STC lab may use its unfinished and experimental weaponry if they wish. A maximum of one piece may be used per campaign turn. You can either use it to bypass all enemy fortifications when attacking, but you suffer a preliminary bombardment on yourself before the game starts. If you use it during a game, 1 model is designated as carrying the item, treat is as an Assault 1 Zzap gun, however if a double 6 is rolled for strength it explodes 6 inches, str 10 Ap1.

Theatre House

Patronised by the wealthy members of society and trade negotiators, the finest works of Imperial playwrights were performed here. The building’s enormous armaglass dome was said to be the most magnificent example of the architect who also built the Palace of Peace. 

2 VICTORY POINTS: Controlling the theatre allows you to infiltrate one squad when attacking the palace of peace as you are able to understand the layout of the building since the cheap architect used the same plans for both buildings.

The Tip 1,2

All the leftover tanks and experimental weapons are left in these dumps as a grave yard to the machines soul, because superstitious Adeptus mechanicus will not allow the metal to be re-melted into new vehicles. Some of the pieces here still work, a bit.

1 VICTORY POINTS EACH: In all battles in this location there are d3 working vehicle turrets, treat as twin linked las-cannons on point defence mode. All battles here are fought with normal 40K rules (not cityfight) and the table should be made up of rubble and ruined vehicles.

Tourism Dept

This small building ran tours of the Palace of Peace before the uprising. In the uprising an explosion levelled part of the building which had a door with a tunnel directly to the Palace.

0 VICTORY POINTS: If you own this location and attack the Palace of Peace you may use Subterranean movement.

Trading Houses

The main business of Ibor took place here, in the heaving, sweating floor of the trading house as the cartel’s representatives negotiated with off world buyers. Competition was fierce and fights common as the methods of sale frequently became little more than brawls. The rebels showed their hatred of the workers here by flying looted flyers into the buildings reducing them to little more than slag.

2 VICTORY POINTS:  While most of the buildings in this sector have been flattened there is still enough left to play cityfight. Most of the terrain however should be rubble and not above 6 inches tall, with very few open areas to move, making the area nearly impossible to use bikes, jumpacks, cavalry or vehicles.

Transport Pool

Where all the heavy trucks and vehicles are kept. 

1 VICTORY POINTS: The owner of this location can add +1 fortification to any game they play (even attacking) as they are able to ship them in with the trucks. The fortifications may be attacker or defender stuff.

Upper Habs

The homes of the wealthy citizens of Secondus Prime, these habs were homes to chaos cults fostered by the forces of Sammael. They have created a warp portal that allows the daemonic troops of the chaos forces a strong foothold in this plane. 

2/4 VICTORY POINTS: If held by Chaos forces then any daemons summoned with the same mark as the owner of the portal (i.e. Nurgle if Deathguard, unaligned if Black Legion, any if Wordbearer etc) are summoned at + 1 and gain a bonus of +1 to instability tests. If owned by Imperial forces then ALL Daemons are at –1 to summon and –1 to instability tests.

Victory Square

This square is the site of many celebrations of the victories of the Heroes of Tiberius. Large statues of Haakon Iron Wolf, Grendel Khan Aslan, Maximillian and others ring the perimeter of the square facing in towards a large statue of the Emperor. 

4 VICTORY POINTS: While this location is in Chaos hands all Imperial forces (Imperial Guard and all their variants, Sisters of Battle, Adeptus Arbites, and all Space Marine Chapters) suffer from –1Leadership.

Water Purification Plant

Due to the high industrial nature of Ibor Secondus, there is a high toxin level in the air. The water purification plant is necessary to remove all the poisons from the water. 

0 VICTORY POINTS: The owner of the Water plant may turn off the water for anyone they are attacking. This has the same effect as a preliminary bombardment except only troops can be hurt. If the plant is devastated then everyone suffers this effect for the whole campaign until it is repaired. The owners troops also benefit from the Subterranean Movement rule.
Wastes

There are numerous locations that have been completely leveled since the outbreak of war. There is very little left to indicate that buildings once stood here.

0 VICTORY POINTS: All battles fought in the wastes are fought with normal 40K rules not Cityfight. Terrain should be rubble and craters with little to no organic elements.
