The Secondus Prime Campaign

“First the Chaos fleet tries to invade Ibor Prime and fail. Then some of them land on Secondus and start an invasion with some Orks, trash the joint and leave. Then when we think everything is safe, another Chaos and Ork fleet attacks. Most of them are driven away but some transports make it to the planet, then the weirdest thing, half the planet gets wasted by their missiles. Why would someone invade and then bomb them self once they have made planetfall? The PDF, the Arbites and the Marines root out the invaders and the planet gets back to normal, well as normal as you can be when half of your planet is a smouldering wreck.  Then just last week when we were getting ready to celebrate Tiberius Day an uprising occurred, nothing like your normal small weekend cult uprising, but an organised, cold, efficient, tactical uprising. We had no warning; all our contacts in the PDF, Palace and government agencies either turned up dead that morning or must have gone over to the other side. The city is now in ruins and Chaos walks the street. I won’t tell you some of the things I have seen, I don’t want to remember them. Some relief has arrived to help but they may be too late.

Arbites Lietenant Endel Prochow

The City of Secondus Prime, the capital City of Ibor Secondus is under siege from Chaos and Ork forces. A massive Cult uprising occurred on the national holiday of Tiberius Day spearheaded by the forces of the Thunder Warriors. Well-armed and trained cultists struck at every major target in the City, grinding it to a halt. The Governors palace Astropath managed to get an emergency message out before being gunned down with the Governor and his family, The message was intercepted by the Adeptus Astartes and relief forces of Marines were dispatched. The city is now a deathground. Small armed forces roam the city trading lives for every building gained. If the city falls the path to the Ibor Prime Research facility is wide open.

The Secondus Prime Campaign is based on the Imperial city of Secondus Prime on the planet of Ibor Secondus. The campaign is map-based; some of the locations within Secondus Prime are of varying strategic importance and hence have a Victory Point total allocated to them according to their status. For instance, a hab-block may be worth 1 VP, the Palace Grounds 4 VPs, etc. Some locations, however, will earn you no VPs at all.

Basic Rules

The way the campaign is played is as follows:

1. Each player starts with a location by bidding for their top 3 choices. Allplayers should tell Alan ASAP which 3 locations they want in order of priority. If no one else wants your number one location its yours. If multiple people want it the winner is the one who bid the highest vps for it and so on. If you are outbid on all your locations you will be given a random one. Any location you own is occupied by your forces

2. On the Wednesday before each (Satruday) Club Meeting all players need to email Alan before 8pm and advise your orders for the campaign turn (details later). Games will be announced by email by Thursday night.

3. If two or more players end up in the same map location, play a game of 40K with. The winner gains ownership of the location, the loser losers their force.

4. If you lose all your pins, you’re out of the campaign!

5. Games are of any agreed points value, and use a randomly determined Cityfight mission  unless specified otherwise in the location information 

6. If your force occupies a location with a Victory Points value and there are no opposing pins in that location, you can claim those points to add to your total. 

7.  At the end of the campaign (decided by the campaign organisers), the player with the most Victory Points in total is the winner.

8. All players are requested to keep a turn by turn diary from their generals point of view. Each turn is assumed to be a week in campaign time.

That’s the basic premise. This ensures everybody fights over locations of strategic importance.

However, not everybody is available whenever someone else feels like having a scrap, so these

rules are adjusted as follows.

Advanced Rules

Orders: Every campaign turn you may do one of the following.

1. Advance into another location. The next location must be adjacent to one you already own. If no one else owns it or moves into it then you gain control of the location. Other wise you need to play a game to determine the owner. 

2. Instead of moving into another location, you may FORTIFY one existing location. This adds a dot of Fortifications to the square (each dot being worth 100pts). When fighting a game in this location, you have an extra 100pts to spend on equipment from the Defender’s Armoury in Codex Cityfight (p21). This may be done more than once, adding 100pts per dot, but no more than three times in any one location. Some of the locations already have fortifications, eg (•••) would mean someone defending that square may spend 300 extra points on equipment from the Defender’s Armoury. This can be used as an alternative to aggressive tactics if you’re simply too busy to play. NB you will need to make any fortifications you use but are not represented by club or your terrain.
3.  If someone is contesting a location with you but you cannot play them before the next orders are due for any reason (holiday, too chicken etc.), then you automatically lose (
4. Certain critical areas of the map have certain special rules and these are listed on the separate document detailing Secondus Prime’s important locations. Any special rules that the owner gains (as opposed to special conditons the location has for playing there) for the location cannot be used until the turn after you take control. 

5. No assassins or special characters may be used unless specified in the location brief. 

6. You do not have to fight a game against someone on your ‘side’ if neither of you want to. You just have to decide who gains control of the location (. While you can ally if you wish, you can do whatever the hell you want and backstabbing is encouraged. It is after all every one for himself. Alliances should be notified on your orders, if you notify of an alliance but your ‘ally’ does not, then you automatically lose any contested location.
7. In all games keep track of Vps, this will be used for a separate campaign-scoring tally.
There will be the official scoring for map VPs, one for Battle Vps, and one for number of locations owned, plus any other amusing list I think of.

