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MILITARY CAMPAIGN TYPES

As a combatant, soldier, war will play a focal part in your life. However, not all wars are 
created equally.  Since you may not be told upfront which campaign model your particu-
lar war is following, it is important that you are able to recognize the different military 
campaign types. Each will have a direct bearing on your role within the war. 

Study these examples carefully. There will be a test later.

TYPE I: LIFE ON THE FRONTLINE

ñHave you heard? The new postings are up. Iôm sorry, bud, but weôve drawn the short 
straw ï the 99th Mechanized Infantry are being deployed to the killing ý elds on Mars. 
Again.ò

SUMMARY
Heroic soldiers go to war on the battlefi elds of the future.

CAMPAIGN IN BRIEF
The Type I military campaign has the characters taking the roles of soldiers and offi cers 
within their military during a war. Characters may be dispatched to all manner of differ-
ent worlds to fulfi ll a variety of duties, from scouting out a landing zone to leading the 
charge when battle is engaged.

Life on the frontline may be very brief. Being sent into battle is never going to raise 
a character’s life expectancy, but the potential for excitement and adventure is great.    

Characters may gain honor and renown through heroic actions in battle and may rise 
through the ranks until they have their own units – or even armies – at their command.

ROLE OF MILITARY PERSONNEL
Characters might fi nd themselves as part of an invasion fl eet, playing soldiers deploying 
into the thick of the fi ghting by dropship. They might play gung-ho air cavalry pilots who 
pilot drop ships and their escorts, or the crew of the heavy armor unit deployed alongside 
the soldiers. Characters could play fl eet offi cers on board the starships used to deploy the 
ground forces, struggling to cope with the diffi culties of transporting a thousand grunts 
to battle.

Conversely, characters could play the part of the defending forces on the receiving end of 
the invasion fl eet. In this type of campaign the characters must be prepared for constant 
attack, occupying bunkers and trenches and keeping abreast of military intelligence. 

CAMPAIGN TRAITS
Life on the Frontline conjures up scenes reminiscent of such historic sources as Saving 
Private Ryan, Apocalypse Now or Starship Troopers. Soldiers may go to war with highly 
advanced alien civilizations, primitive creatures or even rival nations of their own race, 
but beneath the surface one war is much the same as another.

PROGRESS LEVEL
Life on the Frontline can be set at any Progress Level. The higher the PL, the more tech-
nology will play apart in the soldier’s lives. At lower levels this may simply mean better 
weaponry, whereas at higher levels a soldier’s life may be protected by the use of robots 
or clones to fi ght instead. Or the characters may be the robots and clones out on the front 
line, in which case their existence will be as dangerous as ever.

POSSIBLE SCENARIOS
Battle is an inevitable part of such a campaign and perhaps one session in every three 
or four should see the characters engaged in confl ict in some way, whether they are part 
of a push on the front line, raiding on an enemy base or assigned to defend an important 
dignitary during a renewed offensive. 

It may seem a little odd to suggest that only a third of sessions should directly involve 
the war, but it is important not to diminish the impact of the confl ict. If every session in-
volves the characters desperately fi ghting for their lives amidst a sea of soldiers, then the 
emotional impact is likely to be less. Of course, there is no reason for you not to string 
several such sessions together, but they should be balanced with time spent doing other 
things, even if they are no less dangerous or exciting.

For both sides – invaders and defenders – war may include long periods calm,                    

COMMANDER’S ORDERS

NEW CAMPAIGN MODELS

You may wish for war to be the primary focus for your campaign, 
concentrating on battle and confl ict far more than, say, diplomacy 
or exploration. A campaign centered on a war need not have the 
characters as military offi cers, or even focus exclusively on battle. 

Instead a war campaign might have one or two sessions that 
take part in a confl ict, while the rest focus on activities between                    
battles, such as intelligence gathering or garnering support from 
other races. Just as no two wars are alike, the same can be said for 
war campaigns, and the ten new campaign types here present just a 
few of the myriad possibilities available.
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punctuated by bursts of frenzied activity as forces clash in small skirmishes or engage 
in open battle. The commanding offi cer should not skip over the lull between battles 
and should use this opportunity to move other aspects of his story arc along. Be sure to        
allow time for character exposition and development, interaction with other characters 
and involvement in plots and intrigue tangential to the confl ict itself.

Not all aspects of a war campaign must occur on the battlefi eld. During a period of peace 
characters may be dispatched to convey top secret orders elsewhere on the front, or to 
fetch replacement parts for important equipment. They may fi nd themselves with spare 
time on their base or with leave to spend far from the combat zone, during which they 
could become embroiled in any conceivable plot!

LOW LEVEL MISSION SIMULATION
After a victorious battle the heroes are left behind to guard a vital supply dump – a    
seemingly simple and boring task. No sooner have their forces departed than the supply 
dump is attacked by an enemy raiding force. The heroes will have to defend the supply 
dump until reinforcements can return to relieve them.

MID LEVEL MISSION SIMULATION
The heroes are part of a force evacuating civilians out of an area in advance of artillery 
bombardment. They are still someway from being fi nished when the timetable is brought 
forwards. The enemy is closer than fi rst thought and no time can be wasted beginning 
the barrage. The heroes must not only help the last civilians to escape, but must also get 
themselves to one of the fi nal transports out of the area, all while dodging enemy patrols 
and fi ery death from above.

HIGH LEVEL MISSION SIMULATION
The heroes have learned that an infamous enemy commander is holed up in a frontline 
bunker. Killing the commander would be a signifi cant step towards victory; capturing 
him even more so. The heroes must launch an attack on the bunker and take the com-
mander prisoner, cutting it off from the outside before the commander can escape or call 
for reinforcements.
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