WARHAMMER FANTASY

Rules for games by e-mail (v1.0)

Introduction..

    Welcome to the world of Warhammer Fantasy by e-mail.  In this document you will find all the information you’ll need to be able to play games over the internet via e-mail – perfect for those people who live in isolated communities or who are otherwise unable to get together often enough to play.  The idea is to replicate as closely as possible the game that we all love to play, but in such a way as to make it simple enough to be played in a reasonable length of time.  As a result, some rules have been removed altogether, and others have been modified to better fit this style of play.

What You Will Need..

     What do you need to play this game by e-mail?  You need six things which you very likely already have:

a computer with internet access,

photoshop software,

an e-mail address,

an opponent,

the latest Warhammer rulebook,

and your army book.

That’s it and that’s all!  Most of

 these are simple enough to come by, the one exception being photoshop software.  It is a simple enough matter to download trial versions of professional software such as Adobe Photoshop.  Free trials last 30 days, at which point most will allow you to un-install and re-install.  Even with limited functionality, they are more than capable of doing the simple tasks we require of them.

Generalities:

How Does It Work?

     So the burning question everyone must be asking is: How is this supposed  to work?  The answer is simple.  It works almost exactly like your regular old game of Warhammer.  Units move the same way, shoot the same way, fight the same way, there are really only minor differences, except for the fact that e-mail games can last quite a long longer.  In past games, one turn has taken as short as an hour or as long as a few days depending on schedules.

     Players will begin with a virtual table of standard size – simply a green rectangle along with a scale for measuring purposes.  Terrain placement happens exactly as it would in a normal game – either one player sets it up and the other chooses their edge, or both mutually agree on the terrain and roll for edges.  Terrain is simply drawn onto the table as appropriate.

     Players deploy their armies by creating a new ‘layer’ over the table and drawing in appropriately-sized and shaped blocks representing their units.

Rolling Dice..

     How do you roll dice, though?  I’m sure that’s another question burning in everyone’s mind.  Well it’s not as difficult as one might think.  No webcams needed, and there’s no need to wonder whether your opponent is trying to pull one over on you.  You simply head to one of the following websites!

http://games.queriousdesigns.com/fun/dice_roll.php
http://games.queriousdesigns.com/fun/war_roll.php
     These sites are simple and straightforward to use.  All you do is enter the required information, such as the reason for the roll, the number of dice, numbers needed for success, as well as your e-mail address and the address of your opponent.  You can even put in notes for more info.  The program then generates all the dice rolls for you, and e-mails the results to both players.  Simple, fair, and impartial!

Movement and Measuring..

     Another question which arises is the question of distance measuring and movement.  This is easily solved by the use of a scale on the same layer as the table.  Marked off in inches, it makes for quick and easy measurement.  Simply take a piece of paper and put it up against your screen, right up against the scale.  Mark off the required distance, and then use the piece of paper as your ruler.

     The only real caution in measuring this way is to remember not to change the zoom on your image between the time you mark off distance on your paper and the time you measure it out on-screen.

     If you’re moving a unit, find its final destination with your new paper ruler, and then move your unit accordingly.  If you’re simply shooting, use your new paper ruler to find whether you are in range, are at short range or long, etc.

     All in all, this method is just like how you would do it in a real-life game of Warhammer.  Simple as that!

General Conduct..

     Now, playing this game via e-mail means there is bound to be a situation here and there which is impossible, unfair or advantageous to one side, or otherwise hard to deal with.  If you come across a situation such as this, your best bet is to resolve it between yourselves in any manner you see fit, and then to contact the author of these rules at pettinp@hotmail.com with the info so that a solution can be implimented in the next rules version.  Also, feel free to contact the author if you have a suggestion for rule changes or additions!

Specific Rule Changes:

     This section of the rules will discuss specific rule changes which apply to games played by e-mail.

Before the Game Begins..

     Perhaps the most important way to ensure that a game goes smoothly is to make sure that both players understand the rules behind his opponent’s armies.

     Before the game begins, each player should send to the other their finalized army list, which should include the statlines of the units to be used in the game, the effects of magic items, unit and army special rules (or at least a brief synopsys), etc.  This will make things much easier later on, since your opponent will not have to wait for a response to ‘what was that unit’s Toughness again?’.

     This is also a good time to work out any other specific house rules you’d like to use, discuss terrain and such.  Sharing this info beforehand has saved many a game from becoming an argument.

Phases of the Game..

     The next big difference one will notice is the streamlining of the decisions made in each phase of the game.  In regular games of Warhammer, when both players are standing across from eachother, it’s a simple matter to say “my knights are charging your infantry” – “I’ll stand and shoot” – “next, my infantry are charging your archers” – “I’ll flee”, etc.  Because players might not have agreeing schedules, the following rules will streamline communication between both parties.

     Only two e-mails will be necessary for each phase of the game, one from each player.  The first is from the player whose turn it is declaring his “Intent” for the turn, and the second is his opponent’s “Response”.  In addition, the Magic and Shooting phases will be merged into one e-mail.

      Following are what should be included in each e-mail:

Movement:

Intent: This e-mail should include first the declaration of all charges for the turn, as well as a list of all compulsory movement this player’s army is required to perform.

Response: The response should include the charge reactions of all applicable units, countercharges, as well as a list of that player’s compulsory movement.

Magic and Shooting:

Intent: This e-mail should include a list of each spell being cast (including bound spells), the order in which they will be cast, the model casting that spell, and the number of power dice which will be used to cast that spell.  Include here also any attempts to dispel ‘Remains in Play’ spells. It should also include a list of units who will fire in the Shooting phase, and the target of their shooting.

Response: The response to this e-mail should include the number of dice which will be used to dispel spells, or an indication of a scroll being used.

Note on Magic: Once rolling for the Magic phase begins, the dice and scrolls being used to cast or dispel spells can NOT be changed.  Yes, this does change the Magic phase significantly.  Should a wizard suffer a miscast, the dice put into his casting of subsequent spells are lost.  This, however, is not so bad for the caster.  It balances out due to the fact that the player defending also loses dispel dice if used on a spell which does not get cast.

Combat:

Intent: This e-mail should include the issuing of challenges, as well as a declaration of what weapons the units will be using.

Response: The response should include the acceptance/rejecting of a challenge with all pertinent information, as well as a declaration of what weapons the units will be using.  Also included here is the issuing of the defender’s own challenges.

End of Turn:

Intent: This e-mail should include the results of the combat, the player’s intent to pursue or restrain pursuit, as well as any final information required.

Response: The response should include the player’s intent to pursue or restrain, as well as any final information required.

Conclusion:

The final e-mail is sent which should include the file containing the table, edited with the final positions and sizes of all of the units.

Note on E-Mail: It is entirely possible that players can actually be online at similar hours, or that neither player agrees with the arrangements presented here.  If this is the case, the game might go much quicker by simply using an Instant Messaging service instead.  Alternatively, a quicker way to do this entirely by e-mail would be to declare the intent for all phases in a single e-mail rather than as one e-mail per phase.  It’s up to you!

Who Does What?

     In a normal game of Warhammer, each player moves their own units, measures their own distances, and rolls their own dice.  If that were how we did things by e-mail, the game would take an exceptionally long time.

     When playing by e-mail, the player whose turn it is does everything but make his opponent’s decisions.  The player is responsible for the movement of units, adjusting the map accordingly, and is also in charge of making the appropriate dice rolls for both armies, thus streamlining the game considerably.

Cocked Dice..

     Sometimes, the data entered into the dice-rolling form is incorrect.  This is our version of ‘cocked dice’.  There might, for example, be an extra attack from one unit onto another.  Unless some solution to such a problem has been discussed and agreed upon before the game, this situation should be resolved with the re-rolling of all dice in the set.  Fill out the form correctly this time, and roll them again.

Special Dice..

     Obviously we cannot roll a scatter die to determine random directions.  Instead, a D6 and a D8 will be rolled.

The result of the D6 determins whether it is a hit or is inaccurate.  A 5 or higher means a hit, and a 4 or less means a scatter.

Assuming the top of the table is North, use the result of the D8 to determine the direction of scatter.  A result of 1 is North, 2 is North-East, 3 is East, 4 is South-East, and so on.

     Artillery dice  will be rolled as a regular D6.  Simply double the result of the roll to obtain your number.  If the roll is a 6, the result is a Misfire.


Roll

Result

1
2

2
4

3
6

4
8

5
10

6
Misfire!

Guess-Range Weapons..

     It is plainly seen that some things just won’t ever translate well into a play-by-e-mail system.  Perhaps the best example of this are guess-range weapons.  To balance out the fact that anyone can measure any range, we must either adjust the points cost for now-very-accurate artillery, or instead, introduce a random element to the process.  We’ve decided to add a random element.

     The process for using guess-range weapons is the following:

In the declaration of intent for the shooting phase, the shooting player is free to choose any point within range as his point of impact.

Before the player rolls for scatter, bounce distance, etc, that player rolls a D6.  The result of this die roll is added onto the end of the chosen point.  This represents the random nature of guessing distances.  (Remember that this score will always be at least 1, so it’s best to choose your point accordingly!) 

Once this extra distance is added onto the ‘guessed’ distance, roll normally for scatter, for extra cannon distance, etc.  In other words, resolve the shot normally from that point on.

Templates..

     In addition to the scale for range provided with the table, templates will also be provided which can be used as you would in a regular game.

Terrain and Line of Sight..

     The system for terrain and line of sight will be similar to that used in 40k.  Every piece of terrain and model is given a ‘height value’ or a ‘size value’.

     Anything which is not a Large Target is considered to have a size of 1, and anything which is a Large Target has a size of 2.

     Hills have a height of 1, bushes have a height of 1, forests and buildings have a height of 2.  Any terrain considered a low wall has a height of 0, but can still be defended as normal.  For any other terrain on the table, discuss beforehand what size it will be.

     Models standing atop terrain features such as hills will add their values together to determine how high they are.  So for example, a man-sized model on a hill would actually be at height 2.  This also holds true for terrain – a hill resting upon another hill is height 2, putting a man-sized model atop it at height 3.

     Models may not draw line of sight beyond interposing models or terrain unless its target is at a height higher than anything in between.

Example: Unit A is standing on the ground at height 1.  Unit X is also at height 1.  Unit Y is on a hill behind unit X.  In this case, unit A can draw line of sight to both units X and Y.

     Models may only draw line of sight to other models at a level below them if there is no terrain at their own height between they and their target.

