GWaS Solo Play.

While solo play always requires a bit of schizophrenia in ones approach something I’ve tried and think has some merit is to use a “presumed double-blind and plausible information known” approach that I’ve been tinkering with. Dave, it seems like your random events would integrate easily into the concept as well. My approach is to select the scenario; Ideally one where it stipulates most if not all of the units involved starting locations. But that’s not a prerequisite. And then choose “my” side. Once my side is chosen I research my sides scenario victory conditions and objectives and study how I feel best to go about achieving them just like playing ftf. Once that’s done I plot ALL missions (as lengthily as possible), from start to finish, owing to my overall mission w/o regard to “opponents” setup, but certainly considering his objectives. Invasions, Transports, Bombardments etc are straightforward enough to plot in their entirety. Raid, & Intercept missions are still plotted beforehand in the effort of facilitating their desired outcome/mission. These missions are plotted/formulated from a “double blind” approach where I consciously consider only what those individual TF Commanders would know given what info that they would have available to them at that time. IE: A “defensive” solo intercept mission could be along the lines of: One of the opponents main objectives is to invade region ‘X’, so I’ll move to, and then “patrol”, in that general area until something happens. An offensive Intercept mission could be: I’m going to bombard zone ‘X’ with one fleet, the “opponent” aware of this could be expected to be active in that area, so my intercept fleet will move to a location to hopefully affect heading him off and engaging him. These types of missions in a real world sense would have been planned for lengthy stretches of time, so those are plotted at length in my approach. That’s how “my” side is planned. Such plotted missions are ONLY changed when “Trigger Events” occur that permit replots or Aborts to be issued. More on this in a bit. Once my side’s plan is formulated and plotted I address the “Opponents” game plan. 

“Opponents” initial planning approach is similar, with any Opponent “Concrete Scenario Objectives” usually being determined by random roll vs. the determined total number of considered and viable choices. Of these choices the fleets assigned to carry them out must endeavor to follow a practical plan/course to completion of their mission. HOWEVER Opponent Task Force movements are NOT preplotted. Opponent Intercept and Raid missions are formulated by considering/anticipating their movement to a “general Area/Region of (plausibly identified) Operation” or are planed so as to be in support of “his” scenario specific concrete objectives. 

Solo Play Mechanic/Approach: 

When considering/working up each individual TF’s actions, consider it like you were the commander of that individual TF at that moment in time and only knew/suspected what “He” would know at that time. All TF’s when at sea are treated as if they are blind to the movements and happenings that are going on around them and their first priority is to stick to their own missions/objectives. Exception: “Trigger Events” and “Trigger Event timetable” replot opportunities. These require good note keeping efforts, but can simply be entered on fleet plot sheets by skipping down to the appropriate turn from where you’re presently at and annotating it as a referenced callout. 

Before commencing play consider/determine all friendly, enemy, and neutral nations/shores.

ALL of the “players” Task Forces are preplotted from start to finish before consideration of the “Opponents” plan as mentioned earlier. Eligible missioned fleets may replot during play based on “Triggers” and the trigger event time table (below). 

Opponent Movement Mechanic: Opponent movement is NOT preplotted but it is controlled, instead when it’s the opponent’s move each fleet is assessed for where it’s currently at and where/what it’s supposed to be going/doing. Subject to some movement rules/restrictions each opponent fleet is moved based on a die roll on the following chart: 

Result 6 - fleet does NOT move this turn. 

Result 5 – fleet is moved one zone, but to the zone that is to the forward RIGHT of its desired movement axis. 

Result 4 - fleet is moved one zone, but to the zone that is to the forward LEFT of its desired movement axis. 

Result  3 or 2 – fleet is moved one zone directly towards its objective/plan. 

Result 1 – Fleet is moved TWO zones towards its desired objective/plan.

* If a fleets intent is to remain in a specific area/zone, for that turn roll anyway. If a 5 or 4 is rolled, roll another die and move the fleet one zone in the indicated direction vs. the surrounding 6 adjacent zones. On subsequent turns the fleet may attempt to move back using normal movement procedure.

Opponent Fleet Move restrictions/rules: 

Opponent Fleets are moved in a “plausible presumed double-blind fashion”. They are NOT normally moved adjacent to or enter enemy or neutral coastal zones, instead they elect to remain one or more zones “out to sea” whenever possible. Exception: If a result 4 or 5 movement roll is rolled and its results require that the instructed movement will move them into a coastal zone they must do so but this may constitute a “Trigger Event”. Subsequent movement rolls are rolled against an implied desire of the opponent fleet to get back onto its intended movement axis and out of any enemy(your/friendly) or neutral costal zones. Any subsequent 4 or 5 roll that would otherwise constitute grounding is not treated as a grounding, but they must either advance parallel to the coast in the general desired direction or remain in the presently occupied costal zone. All opponent movement is conducted like this.

Trigger Events:

Contact – Fleets passing through or ending movement in same zone have a GWAS standard contact opportunity. 

Adjacent zone “smoke on the horizon” sighting. Clear/Daylight turns only. Permits Intercept/Raid (either side) fleets to alter plots/moves to move into adjacent zone to investigate smoke sighting. Rolled as a contact roll.

Reported events like bombardments, unloading/invasions/raider activity. 

Coast Watcher sightings. Off of Friendly OR Neutral Coasts, to include Enemy fleet putting in at a neutral port to Coal etc. Neutral Coast Watcher sightings are issued after a pause as a delayed Trigger.

Reports of Enemy fleets “putting to sea” or returning to port. As an intelligence component with its own schedule below. Could apply to an enemy fleet transitioning a canal, things like that.

Trigger Event Reaction:

In keeping with the Double Blind theme, when a trigger event occurs either sides’ plots or missions may be altered (or outright aborted) to reflect a “plausible real world use of the information provided” on a realistic (as practical) timetable. Units directly involved in contact would resolve the contact situation like normal. Units not in direct contact may benefit/react to unfolding “Trigger Events” by altering the “Players” standing plots for eligible fleets, and/or altering the “Opponents” missions/priorities by (but no sooner than) the turn specified as referenced against the situation below,(Trigger Delay Timetable) while still adhering to the opponents most recent mission/objective and movement system in the meanwhile (before the “remote trigger” takes effect) and moving the fleets to reflect this.

Delayed Triggers & Enemy Action Trigger: 

(Players are encouraged to come up w/their own timetables methods here and I would like to hear what y’all think about these suggestions.)

Note: Unless directly involved in a contact situation, individual Task Forces (either side) reaction time to unfolding “Triggers” is delayed owing to the implied “double-blindness” of the overall situation. Keeping up with this is an intended part of the solo play aspect and standing plots (or “Opponent methods/approaches”) are rigidly adhered to until released by the eras’ trigger timetable. Considerations for this attempt to include and revolve around how fast news would travel in the given era. They are an abstract attempt to reflect the lengths of time required for such things as waiting on dispatch notices to arrive, Captains hailing other encountered vessels and sharing reports/findings, how long wire services would take to spread newsworthy events and info, limited radio capabilities, and of gathered enemy intelligence and the difficulties presented in disseminating that info. Examples of what I mean with regards to Fleets that are eligible to react and that were not directly involved in a Contact/Trigger are:

Trigger Delay Timetables:

1898 (poor commo):

 Fleets IN PORT may only react to triggers that occur in FRIENDLY coastal zones after 3 turns have elapsed.

Fleets IN PORT may only react to triggers that occur in NEUTRAL coastal zones after 6 turns have elapsed.

Fleets IN PORT may react to “reports of enemy fleets putting to sea/returning” in ENEMY coastal/port zones after 18 turns have elapsed.

Fleets IN PORT may only react to triggers that occur in NON-Coastal Operational Zones after 18 turns have elapsed OR after the number of turns that elapse equals the distance in zones from where the Trigger occurred and the nearest Friendly Port, whichever is the shorter time span with, a minimum 3 turn delay. (A NEUTRAL port can qualify for reporting this trigger, but only with an additional 6 turns added.)

Fleets AT SEA may only react to ANY triggers/reports above that occur after 18 turns have elapsed and/or such time that their standing, predetermined course sees them sailing into the zone of/or an adjacent zone to, where a trigger originally occurred, whichever comes first. 

_______________________________________________________

1904-‘05  to Near WW1. (only slightly better commo) 

(For Russo-Japanese Scenarios suggest that Russians adhere to 1898 method, Japanese use this):

 Fleets IN PORT may only react to triggers that occur in FRIENDLY coastal zones after 2 turns have elapsed.

Fleets IN PORT may only react to triggers that occur in NEUTRAL coastal zones after 6 turns have elapsed.

Fleets IN PORT may react to “reports of enemy fleets putting to sea/returning” in ENEMY coastal/port zones after 12 turns have elapsed.

Fleets IN PORT may only react to triggers that occur in NON-Coastal Operational Zones after 12 turns have elapsed OR after the number of turns that elapse equals the distance in zones from where the Trigger occurred and the nearest Friendly Port, whichever is the shorter time span with, a minimum 2 turn delay. (A NEUTRAL port can qualify for reporting this trigger, but only with an additional 6 turns added.)

Fleets AT SEA may only react to ANY triggers that occur after 12 turns have elapsed and/or such time that their standing course sees them sailing into the zone of/or an adjacent zone to where a trigger originally occurred, whichever comes first, OR after 3 turns time IF the contact trigger directly involved a friendly fleet and originally occurred within 6 operational zones of the fleet currently under consideration.

______________________________________________

WWI (decent commo)

 Fleets IN PORT may only react to triggers that occur in FRIENDLY coastal zones after 2 turns have elapsed.

Fleets IN PORT may only react to triggers that occur in NEUTRAL coastal zones after 4 turns have elapsed.

Fleets IN PORT may react to “reports of enemy fleets putting to sea/returning” in ENEMY coastal/port zones after 12 turns have elapsed.

Fleets IN PORT may only react to triggers that occur in NON-Coastal Operational Zones after 9 turns have elapsed OR after the number of turns that elapse equals the distance in zones from where the Trigger occurred and the nearest Friendly Port, whichever is the shorter time span with, a minimum 2 turn delay. 

Fleets AT SEA may only react to ANY triggers that occur after 9 turns have elapsed and/or such time that their standing course sees them sailing into the zone of/or an adjacent zone to where a trigger originally occurred, whichever comes first, OR after 2 turns time IF the contact trigger directly involved a friendly fleet and originally occurs within 12 operational zones of the fleet currently under consideration. Additionally, any Fleets at sea and within 12 zones of a friendly (not neutral) port (, but presently at a greater distance than 12 zones from the actual “trigger”,) may replot under the same time frame/restrictions as listed for Fleets IN PORT (above). 

______________________________________________

Post WWI (good commo)

 Fleets IN PORT may only react to triggers that occur in FRIENDLY coastal zones after 2 turns have elapsed.

Fleets IN PORT may only react to triggers that occur in NEUTRAL coastal zones after 4 turns have elapsed.

Fleets IN PORT may react to “reports of enemy fleets putting to sea/returning” in ENEMY coastal/port zones after 9 turns have elapsed.

Fleets IN PORT may only react to triggers that occur in NON-Coastal Operational Zones after 6 turns have elapsed OR after the number of turns that elapse equals the distance in zones from where the Trigger occurred and the nearest Friendly Port, whichever is the shorter time span with, a minimum 2 turn delay. 

Fleets AT SEA may only react to ANY triggers that occur after 6 turns have elapsed and/or such time that their standing course sees them sailing into the zone of/or an adjacent zone to where a trigger originally occurred, whichever comes first, OR after 2 turns time IF the contact trigger directly involved a friendly fleet and originally occurs within 18 operational zones of the fleet currently under consideration. Additionally, any Fleets at sea and within 18 zones of a friendly (not neutral) port (, but presently at a greater distance than 18 zones from the actual “trigger”,) may replot under the same time frame/restrictions as listed for Fleets IN PORT (above).

End.

____________________________________________

The scenario is played out under the above guidelines until a win is achieved.

That’s the gist of it. Its admittedly an exercise in note keeping, but provokes thought and will present many variable situations that lend themselves to “genuine situational consideration” opportunities where you can approach it in a “What would each individual Task Force commander do at that moment (turn) knowing what only “He” would know and considering what he is supposed to be doing about it?” sense.

Your comments/critiques are welcome.

Thanks! 

Edward 

