Solitaire Play

 Basic Automated Enemy Variant

In this solitaire variant of Battleground Fantasy Warfare, you command your army against a larger enemy force. Fortunately for you, while the opposing army is formidable their leader is inept and unable to truly inspire his troops. Your superior generalship is your army’s only hope of defeating the larger enemy force. 

Your Army

You play your army using the normal rules.

The Enemy Army

The enemy army is automated using the rules below. 

Note: In the case of a specific solitaire scenario, the enemy army’s configuration, deployment, standing orders, and behavior may be adjusted. 

Army Design

The enemy army should be larger then your army. For your first game, use an enemy army that has superior range fire and that is 25% larger (more points) then your army. You can increase the difficulty level by increasing the size of the opposing army.

Deployment

Deploy the enemy army first, with the best generic configuration you can. All range-only units should be given the range (R) order. All other units should be given the close (C) order. Have the main enemy force advance in a line (all arrows pointing to the right or all arrows pointing to the left). 

Next, deploy your army and give your units any standing orders you like.

Movement and Command

The enemy army gets no command actions, and never draws command cards or uses army abilities.

At the beginning of the enemy army’s turn:

1) Give all enemy units on hold (H) the close (C) standing order (except for range units that get penalties in HTH, which instead get the range (R) standing order).

2) If an enemy range unit is close enough to shoot at or be shot at by one of your range units, change it’s standing order to (R – objective) where the objective is the nearest of your range units. 

3) Rally all routing enemy units.

4) Move all enemy units according to their standing orders.

Attacks

All enemy units attack according to their standing orders. 

An enemy unit that is engaged by multiple units will attack forward. If there are two or more units engaged on its front it will swing at the most wounded unit. If both units are equally wounded it will attack at the easiest to damage. If there is still a tie, roll a die to determine which it will attack. 

Winning the Game

As with any scenario you can play with goals, time limits, victory points, or the like. For a standard scenario the game ends when all of one sides units are destroyed.
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