Gunslinger Solitaire Rules

Expanding the use of Automatic Characters (Optional Rule 9.)

Adapted by Steven R. Schacher, May 2000

9. Automatic Characters

9.1. In a showdown, the characters on the most numerous side are automatic characters who play automatically, without the direction of a player.  This rule allows you to play two-sided games solitaire, with only one player.  Use a separate character sheet for each automatic character.

9.2. Each automatic character has a TAC marker that acts as specified for it on the AUTOMATIC ACTIONS table.  He starts the game with TAC A and at the start of each turn a result card is drawn for him.  If the TAC entry mentions his marker, it is changed as indicated.  On each segment, do the following:

· Determine whether the automatic character will target an enemy, a hex, or a weapon (see rule 9.2.1 for determining targets).  

· Find the section of the AUTOMATIC ACTIONS table for his TAC marker and cross-index the segment and number of hexes to his target to find out what he will do.  

· Then cross-index the automatic action with the character’s situation on the AUTOMATIC ACTION TO ACTIVITY conversion chart to determine what the automatic character will do.  Some activities may refer you to another column. 

· The four TAC markers represent doctrines: TAC A is moving in quickly to subdue the enemy, TAC B is moving in slowly and taking quick shots, TAC C is staying in place and taking well-aimed shots, and TAC D is running for cover and then taking well-aimed shots.

· The situations are listed in order of precedence.  The first entry that fits the automatic character’s situation is to be used.  If an ambiguous situation arises, resolve it in the spirit of fair play and the particular TAC doctrine.  

The automatic actions are described below.

9.2.1. Target Priorities

9.2.11.1. If the automatic character has a one-handed weapon and a two-handed weapon, then his target is the closest enemy in his LOS and at the same elevation.

9.2.11.2. If there are no enemies in the LOS of the automatic character, then the automatic character will target the closest hex that is in the closest enemy’s aim zone (ignoring the enemy’s LOS) that is also in the automatic character’s LOS and closest to the enemy.  Project the aim zone and/or target hex off of the map, if necessary.  This is intended to allow automatic characters to cut off enemy retreat by causing an alley hex to become the target if the enemy is inside a building, for instance.

9.2.11.3. If the closest enemy is closer than the target hex found in rule 9.2.11.2, then target the enemy.

9.2.11.4. If the automatic character has a one-handed weapon only, and his two-handed weapon skill is greater than or equal to his one-handed weapon skill, and a two-handed weapon is in his LOS, then his target is the two-handed weapon.  EXCEPTION: If the automatic character is in an enemy’s LOS, then the automatic character will ignore the two-handed weapon and choose the enemy as his target.

9.2.11.5. If the automatic character has no weapon, he will target the closest usable weapon.

9.21. MOVE: 
9.21.1. If the automatic character has aim points on an enemy, then SHOOT.

9.21.2. If the automatic character is not aiming, he moves one hex towards his target along the best route. A character will take the best route to his target using the following criteria:

9.21.2.1. If a character crosses a path, he will stay on the path as long as it does not take him further away from the target than would another route.

9.21.2.2. If two hexes are equally distant from the target and one is a path, the character will choose the path.

9.21.2.3. If two hexes are equally distant from the target, the character will choose a hex that is not already occupied.

9.21.3. Character Facing: A character will always face his target.  If the current target is in the character’s aim zone, then no turning will occur.  If, at the start of the segment, the target is not in the character’s aim zone, then turn the character to face the target, but take one delay point for turning.

9.21.4. If the target is a weapon and the automatic character is in the weapon’s hex, then he will use the segment to draw it from the ground.

9.21.5. If he is down he will use the segment to get up.  If he has any leg wounds, he will stay down.

9.21.6. If the target is a hex, the automatic character will not enter a building, unless the enemy is in that building.

9.22. AS(number): 

9.22.1. If the automatic character’s weapon is unloaded, he will DRAW AND COCK another weapon.  If he has no other weapon, he will head for cover (see rule 9.23).

9.22.2. If the automatic character’s weapon is uncocked, then he will use the segment to cock it. 

9.22.3. If the automatic character’s weapon is cocked and his aim time is less than the indicated amount he puts two AIM marker points on his target; otherwise he shoots.  His aim time equals his AIM points plus his skill plus 1 (for a two-handed gun) or 2 (for a one-handed gun).  If he does not have a clear LOS, he MOVES instead of aiming or shooting.  

9.22.4. If the automatic character’s target is not an enemy, he MOVES towards his target.

9.23. C/AS(number): 

9.23.1. The automatic character moves one hex towards the closest cover position, using the best route (if two routes are equally best, he uses the one closest to his target). A cover position is a hex (corner, door, etc.) where he can trace a LOS to his target from his head counter but not from his body counter. 

9.23.2. If the automatic character has a loaded weapon and the closest cover position is 7 or more hexes away from the target, then MOVE instead.  If he must put his head out after taking cover, then count the distance from where the head would be.

9.23.3. If in a cover position, he takes cover by getting down.  If down (or if not necessary to get down), he puts a head counter out.  If his weapon is unloaded or uncocked, then he does not put a head counter out.  He will use his next C/AS action to begin loading his weapon (see rule 9.22).

9.23.4. If he already has a head counter out, he aims or shoots as explained in rule 9.22.

9.23.5. If the automatic character’s weapon is unloaded, he will DRAW AND COCK another weapon.  

9.23.6. If the automatic character has no more weapons, he will stay in cover and do nothing.

9.24. HOOK, JAB, KICK: The automatic character makes the indicated attack on his target.  This attack can be cancelled by the appropriate defense(s).  If the target is not an enemy, then MOVE.

9.3. An automatic character suffers all normal penalties (delay, fatigue, wounds, etc.).  He uses his two-handed gun, or if he has none, then his best one-handed gun.  He may acquire a better gun during the showdown.

9.3.1. If an automatic character has delay points during a turn, then remove one delay point instead of performing the segment in that turn.  If all delay points are removed, perform the segment normally.

9.3.2. Remove half of the delay points at the end of the turn.

9.4. An automatic character has Move target status when moving one hex per turn, Run status when moving faster.  He will have Head status if his head is out.

9.5. Bonus Cards

9.5.1. If automatic characters have certain bonus cards, then additional TAC entries may apply.  See the AUTOMATIC ACTIONS (including Bonus Card Overrides) chart for additional segments resulting from bonus cards. EXAMPLE:  B1: MOVE means that a character with the B1 bonus card may MOVE during that segment.

9.5.2. Bonus card segments are skipped if the automatic character has delay points.  Do not remove a delay point for skipped bonus card segments.

9.5.3. For an easier game, ignore Bonus Cards and use the original AUTOMATIC ACTIONS chart.

Designer Notes

Let me see if I can clarify my intent regarding automatic character targets. 

As an example, here are two situations: when the player controlled character is facing in the same direction as the automatic character, and when the player controlled character is facing in the opposite direction. 

First off, I make the distinction between aim zone and LOS. LOS is 360 degrees -- aim zone radiates from front-left facing to front-right facing. The automatic character will always turn to face the player-controlled character if the player-controlled character is in the automatic character's LOS. Therefore, there is no target hex -- the player-character is the target. Also note that the automatic character should only turn the number of hexsides necessary to bring the player-character into the automatic character's aim zone. Since turning is a normal foot action (but not represented in the TAC charts), I charge the automatic character one delay point for turning, thereby canceling his next TAC action. 

When the player character is not in the automatic characters LOS, either because it is blocked by buildings or terrain, then the automatic character will look for a target hex. Each phase, he will determine a new target hex until a character becomes the target. Since I am trying to eliminate the Terminator effect and try to "head them off at the pass," I make the automatic character target the closest hex to him that is also closest to the player character and that is in the player-character's aim zone (ignoring LOS of the player-character). I did not mean for this to be an equidistant hex -- I was only saying to choose the closest hex to the automatic character that is nearest to the enemy since several hexes (possibly all six surrounding the automatic character) are in the player-character's aim zone. If the automatic character has to turn to face the target hex (since he always faces his target, which is a hex this time), then the same delay penalty applies. 

In the case of the gulley, if the automatic character can't see the player character in the gulley, he should still be able to see a hex in the player character's aim zone. If the player character is facing away from the automatic character, then the target hex would be the first non-gulley hex on the other side of the gulley from the automatic character. Each phase, this should still be the target hex. If the player character is facing the automatic character, but in the gulley and out-of-sight, then the target hex will be the hex immediately in front of the automatic character (closest to the automatic character and in the player-character's aim zone). Each phase, the target hex will move to the next closest hex as the automatic character closes in on the position of the player character. 

If a situation arises due to facing where there will never be an intersection between aim zone and LOS, then do what is reasonable to get the automatic character into play. If the character is outside, usually he should be able to see enough down a street or alley to see a hex in somebody's aim zone if he can't see the character directly. If he is inside a building and can only see out the door, and if this causes no targeting rules to apply, then just have him run out the door until the intended rules kick in. As a last resort, have him move directly towards the character. 

The LOS rules are still used as originally written when determining shots, but my rules are used for determining the target hex, so it ignores LOS and projects the hexes as far out as necessary to determine where the automatic character will head. 

An automatic character will always target a character that he can see (in his LOS) before looking for a target hex. You would turn the character to face the enemy in his LOS, even if this character is further away than another character who is blocked. 

Automatic Actions (including Bonus Card overrides)

TAC A


0-1 hex
2-3 hexes
4-6 hexes
7+ hexes

Segment 1
AS(0)
MOVE
MOVE
MOVE

Segment 2
B9: STRENGTH
B1: MOVE
B1: MOVE
B1:MOVE

Segment 3
JAB
MOVE
MOVE
MOVE

Segment 4





Segment 5
KICK
MOVE
MOVE
MOVE



TAC B


0-1 hex
2-3 hexes
4-6 hexes
7+ hexes

Segment 1





Segment 2
AS(0)
MOVE
AS(4)
MOVE

Segment 3
AS(0)
MOVE
AS(2)
MOVE

Segment 4
B8,B9: STRENGTH
B2,B3: AS(2)
B2,B3: AS(2)
B1:MOVE

Segment 5
HOOK
AS(2)
MOVE
MOVE



TAC C


0-1 hex
2-3 hexes
4-6 hexes
7+ hexes

Segment 1
B2,B3: AS(2)
B2,B3: AS(4)
B2,B3: AS(6)
2H: Nothing B1:MOVE

Segment 2
AS(2)
AS(4)
AS(6)
2H: AS(6)

MOVE

Segment 3





Segment 4
AS(2)
AS(4)
AS(6)
2H: AS(6)

MOVE

Segment 5
AS(0)
AS(4)
AS(6)
2H: AS(6)

MOVE



TAC D


0-1 hex
2-3 hexes
4-6 hexes
7+ hexes

Segment 1





Segment 2
C

AS(4)
C

AS(4)
C

AS(6)
2H: C/AS(6)

MOVE

Segment 3
B1: C

B2,B3: AS(4)
B1: C

B2,B3: AS(4)
B1: C

B2,B3: AS(6)
2H: Nothing B1:MOVE

Segment 4
C

AS(2)
C

AS(4)
C

AS(6)
2H: C/AS(6)

MOVE

Segment 5
C

AS(0)
C

AS(4)
C

AS(6)
2H: C/AS(6)

MOVE

Gunslinger Automatic Action To Activity Conversion Chart

Situation
TAC Automatic Action To Activity Conversion


MOVE
AS(number)
C/AS(number)
HOOK, JAB, KICK

Target is enemy
If character has aim points on target
SHOOT
If weapon is uncocked, then
AS(number)



If character is not in cover hex
Down and no leg wounds
GET UP
COCK. 

Else if enemy not in LOS,
GET UP




Down and has leg wounds
See C/AS(6)
then see MOVE. 

Otherwise, AS(number)





Weapon is unloaded

DRAW AND COCK weapon from holster, moving empty weapon to OH. If no other weapon, see C/AS
ADVANCE towards cover position












Up and cover hex is less than 7 hexes from enemy


ADVANCE towards cover position




Up and cover hex is 7 or more hexes from enemy 


See MOVE



If character is in cover hex
Body in enemy LOS

If weapon is uncocked, then COCK.
GET DOWN
HOOK, JAB, KICK



Not in enemy LOS and weapon loaded
ADVANCE towards enemy
Else if enemy not in LOS, then see MOVE.
HEAD OUT




Head is out and weapon is loaded

Otherwise, AS(number)
If weapon is uncocked, then COCK. 

Else if enemy not in LOS, then see MOVE. Otherwise, AS(number)




Head is out and weapon is unloaded

DRAW AND COCK weapon from holster, dropping empty weapon. If no other weapon, see C/AS
HEAD BACK




Not in enemy LOS and weapon unloaded

DRAW AND COCK weapon from holster, dropping empty weapon. If no other weapon, see C/AS
LOAD or DO NOTHING

(once started, continue loading until done or in enemy LOS)


Target is hex
If character us up
ADVANCE towards hex 
ADVANCE towards hex
ADVANCE towards hex
ADVANCE towards hex


If character is down
GET UP
GET UP
GET UP
GET UP

Target is weapon
If character is in weapon’s hex
DRAW AND COCK weapon from ground
DRAW AND COCK weapon from ground
DRAW AND COCK weapon from ground
DRAW AND COCK weapon from ground


If character is not in weapon’s hex
ADVANCE towards weapon
ADVANCE towards weapon
ADVANCE towards weapon
ADVANCE towards weapon

