
NOPEforw00t!

TheNoOpposingPlayerEnvironmentorNOPEforshortisasupplementforthew00t!system.Itisdesignedsooneormoreplayermay

usew00t!toplaysologamesorasateamagainstanincorporealintelligenceknownastheAutomaton.

BuildingForces

Playersusingapremadesettingbuildforcesasdirected.Ifnot,decideonapointallowanceandotherrulesforcreation.TheAutomaton

hasapointallowanceequaltothetotalpointsallowanceofallplayers.TheAutomatonusesasetofgenerationtablestodeterminewhat

unitsandhowlargethoseunitsare.Thisisnotdonepregameinsteadunitsaregeneratedduringplayandthepointssubtractedfromthe

Automaton'stotal.RulesforcreatingwhatcombatantsareavailablefortheAutomatonandcreatinggenerationtablesaregivenlater.

SetUp

Usethesettingtosetupthebattlefield.Ifthereisnopredesignatedsetuptheplayersmay

setupthebattlefieldastheyseefitasdecribedinw00t!.Thenitisdecidedwhichsideshall

betheAutomatonbyflippingacoin.AllrollsandmeasurementsfortheAutomatonaremade

byplayers.AllAutomaton'sunitsaremovedbytheplayers.Anymeasurementsneededfor

theAutomatonaremadebeforethemoveorattack,standardw00t!rulesforrollingand

measuringstillapplytoplayerunits.

InitiativeandTurns

Initiativeishandledthesameeachplaterrollsad6,aswelloneplayersrollsad6forthe

Automaton.Playturnsprocedeaccordingtohighestscoretolowest.

Eachturnfortheplayersishandledasnormalinw00t!.

TheAutomaton'sTurn

OntheAutomatonturn,firstrollonthegenerationtables1timefor

eachplayer,followinstructiononthegenerationtablesfor

limitationsandpossibleadditionalrolls.Thegenerationtablerollwill

tellyouwhatcombatantandnumberofminaturesthstmakesupthe

unit.ItalsotellsyouhowmanyunitslikethaeAutomatoncangave.

Subtracttheappropriateamountofbuildpointsforeachunitfrom

theAutomaton'stotal.

NewunitsareplacedontheAutomaton'sedgeofthebattlefield.To

determineexactlywheresomedicemustberolled.Firstrolltosee

whatfootoftheedgedoestheunitstartin.Usewhateverdiceand

methodseemsappropriateforyourbattlefield.Forex.Thebattlefield

is3'wide,roll1d6.Ascoreof1or2,entryinthefirstfootfromthe

player'sleft,ascoreof3or4thesecond,andascoreof5or6,the

third.Thendeterminetheexactinchwithinthatfoot(alsofromthe

player'sleft)byrollingad12.Thisisthemiddleofthenewunit

arrangecombatantsaccordingly.

Afterplacementofnewunits.RollforwhichpatterntheAutomaton

willusetoactivateunitsthisturn.Usethispatterntoperformall

mandatoryandregularactivations.OncealloftheAutomaton'sunit

havebeenactivated,it'sturnends.

AutomatonUnitActivation

EachcombatantavailabletotheAutomatonhasoneadditionalstat

calledTactic.Tacticsarerulesthatgovernhowthatcombatantunit

willbehaveonthebattlefield.Atacticdoesnotaddtothecostof

thecombatantsimplepickanappropriatetacticandaddit.Usethe

tacticofaunittodetermineitsactionsonit'sactivation.

Tactics:

Relentless-Theunitwillmovedirectlyacrossthebattlefielduntilitrunsintoterrainor

osattractedtotheenemy.Ifithitsterrainonitsnextactivationrolladie,onevensthe

unitwillmovelefttillitclearstheterrainthencontinuesitsforwardmovement.The

unitisattractedtotheenemywhenitpasseswithin8"ofanenemyunitandhaslineof

sightortherewasanyattackonthebattlefield.Theunitwillmovedirectlytowardsthe

spottedunit,ortheunitinvolvedintheattack.Itwilluseallactionstomoveuntilitisin

basecontactthenitwillmeleeattack.Ifforwhateverreason,moraleorotherwise,it

willbeginitscforwardmovementagaintilltheperscribedconditionsaremet.

Scavenger-Theunitwillenterthebattlefieldandmovetoaposition4inchesbehind

thenearestfriendlyunit.Ifthecoveringunitmovesforwhateverreasontheunitwill

thentakeupthesamepositionbehindthenearestfriendlyunit.Thescavengerunitwill

thenonlymovetoattackanyenemyunitwithinitsMovevaluethathasaCombined

DieTotal(CDT=unit'snumberofdice×AD×currentcombatants)lessthanitsown.It

willalsomakearangedattackifcapableagainstanyenemyunitwithoutaranged

attack,withinitsRangevalue.

Shock-Theunitwillbehaveasifithadtherelentlesstactic.Iftheunithasaranged

attackitwillonlyusefullmoveactionstobringthetargetunitwithininrangeandno

closer.Theunitwillcontinuetheattackinguntilthetargetunitfailsamoralecheck,

movesoutofrange,ordiengagesbasecontact.

Seige-Thistacticisonlyusablebyunitswithrangedattack.Unitwillmakefullmoves

straightforwardtillwithinfiringrangeandlineofsightofenemyunit.Theunitwillnot

moveanyfartherforwardbutwillfireoneachactionattheclosesttargetinrangeand

lineofsight.Whenengagedinmeleetheunitwillwithdrawnextactivationtwofull

movesoruntiltheunitreachesitshomeedge.

Vigilant-Oncetheunithasenteredthebattlefielditwillmovetothenearestterrain

featureandwilltakeupapositionwiththeterraintotheunit'sleftorright,whichever

isclosertotheenemy.Thereitwillhold.Theunitwillmakearangedattackonany

enemyunitthatcomesintorange.Ifitisengagedinmeleeitwillmakemeleeattacks

tilleitherisremovedordailsmorale.Ifanyfriendlywithin12"iscurrentlyinbase

contactwithanenemyunit.Thisunitwillmovetomeleeattackthatenemyunit.Till

eitherareremovedorfailmorale.Thentheunutwillreturntoitsholdingposition.

Ambush-WhenaunitwithAmbushisgenerated,rollad6foreachplayerunitfrom

battlefieldlefttoright.Iftherearemultipleplayersusecurrentinitiativeorderofthe

playersandrollforoneunitofeachplayerthesamewayandthenrepeat.Thefirst

playerunittoscorea6istheoneambushed.Ifthegeneratedunitisonlycapableof

meleeattack,thenplaceitinbasecontactwiththeamushedunit.Whenactivatedit

willmakeonemeleeattackagainsttheambushedunit.Afterthattheambushingunit

willbehaveasifithastherelentlesstactic.Ifthegeneratedunithasarangedattack

placeitatadistancefromtheambushedunitequaltoitsrange.Onit'sactivationitwill

makeonerangedattackaginsttheambushedunit.Theunitfromthenonactsasifit

hastheseigetactic.

AutomatonUnitActivationPatterns

d6scorePattern

1-2 Activateunitsfromtheleftplayer'sedgeto

right.

3-4 Activateunitsfromtherightplayer'sedge

toleft.

5-6 Activatethecentermostunitthenalternate

leftandrightgoingoutwardsactivatingunits.



CreatingAutomatonForces

FirstyoumusthaveanideaforthesettingandbegindevelopingdifferentcombatantsthatwouldbeavailabletotheAutomaton.Usethe

standardrulesforcreatingcombatantsinw00t!.Feelfreetousewhatevercombatanttypesyouthinkappropriate.

Generationtablesarebasedonbuildpointallowances.EachtablehasadietypeassociatedwithitthattheAutomatonusestorollonthat

particulartable.Eachtablehasanumberofvacanciesthatmustbefilledinwithcombatants.Mostofthecombatantsusedtofillina

particulargenerationtablecannothaveanADdietypehigherthanthedieusedbythetable.Forex.Thegenerationtableusesad6,

combatantADdietypemustbed6orless.Theoneexceptionisthehighestslotonthetablemayhaveacombatantonedietypehigher

thanthegenerationtabledie.

Thenumberofcombatantsthatcanbeineachunitmaybepresetorcanbevariable.Ordnanceunitsarealwayspresettoreflectthe

numberofcombatantsneedtooperatetheweaponatfullstrength.Onevehiclecountsasaunit.

Tofillinagenerationtable.Findthetablematchingthebuildpoint

amountyouwillbeusing.Pickthenumberofslotsyouwillbeusing,it

mustbebetweentheminimumandmaximumnumberofslotsallowed

forthattable.Thefirstslotwillgototheweakestcombatantyouare

usingandrisesfromtheretothestrongest.Eachslothassome

options.Firstisthenumberofunitsofthatcombatantthatcanbe

generated.Thisissetbyhowmanyslotsyouareoptingtouse.A?

meansanunlimitednumberofunitsarepossibleuntilbuildpointsrun

out.Nextishowmanycombatantsareinthegeneratedunit.Startby

assigningeitheradierollorapresetnumbertothelowestslot.This

slotmayeitherhaveadieequalorlowerthanthegenerationtabledie

oranumberalsolessthanthegenerationtabledie.Forthenextslot

youmayusethesamedietypeandnumberagain.Ifthereisanotherslotyoumustalowerdietypeornumberunlessyoudidnotreuse

thelastdietypeornumberalready.Continuefillingslotsthiswayuntilyouaredowntoad4or2thencontinueusingd4sor2stofinish

fillinginthetable.Ifavehicleoccupiesaslotthereisalwaysoneinaunit.Therulesforfillinginslotsjumpslitsfilledwithavehicle.This

methodmaydictatewherecertainordinanceunitsareplacedonthetable.

Oncethetableisfilled,adierollscoremustbeassignedtoeachslotused.Thelowestslotbeginswith1+andgoesupfromthere,usesthe

chancesforhowlikelyaparticularunitwillbeonthebattlefieldtoguildyou.

ExampleTableBuild

Johnnywantstohaveasmallbattlewithsomeorcssohecreatessomecombatants:a

basicorcwarrior,anarcher,andagoblinwolfrider.Johnny'sforceisonly1360pointsso

hechecksandhewillbeusingad6generationtable.Hedecidestouseallthreeslots

available.Theweakestorcsisthewarriorssotheygointhelowestspot.Healsodecides

thataunitcanhavead6amountofwarriorsinit.Healsochecksandseesa?meaningthe

Automatoncanhaveanynumberofwarriorunits.Forthenextslotheassignsthenext

highestvaluecombatant,thearcher.Heusedad6lastturn,hecoulduseitagainoralower

dietype,hedecidestouseitagain.HeagainchecksannotestheAutomatoncanonlyhave

twoarcherunits.Forthelastandhighestslotheassignsthewolfriders.Hehasusedd6

twicenowsohecantuseitagain,soheoptsforad4.Awolfriderunitcanhaved4

combatantsinit.HealsoseestheAutomatoncanonlyhaveoneunit.Finallyhehasto

assignd6scorestoeachslot.Hehastostartwiththelowest,thewarriors.Theseareprettycommonsooneunitentersthebattlefieldona

score1-2.Thearchersaremoreuncommonsotheyenterona4-5,andtherarest,thewolfridersenterona6.

Conclusion

Thegamecanendforavarietyoffactors.Firstifplayersmeetanyvictoryconditionssetoutatthe

beginningofthegame.Suchasholdingaterrainfeatureunchallengedfortwoturns.Therecouldbea

predeterminednumberofroundsaftertheconclusionofthelastroundtheqtotalbuildpointslostsbyboth

sidesiscompared.Thesidewithleastamountoflossisthevictor.Onesidemaylosebydefaultifallits

combatantsareremovedfromplay.

GenerationTables

Die Pointrange/Dieslots/Totalunitsavailablefromhighesttolowestslot

d4 0to750/1-2slots/1,?

d6 751to1500/d62-3slots/1,2,?

d8 1501to3000/3-4slots/1,2,?,?

d10 3001to6000/3-5slots/1,2,?,?,?

d12 6001+/4+slots/1,2,3,?,?,?

Johnny'sOrcGenerationTable

d6 #ofunits unitstrengthandmakeup

1-3 ? 1d6Orcwarriors

4-5 2 1d6Orcarchers

6 1 1d4Goblinwolfriders
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Flanker-attacknearestregimentedunitthatisperpendiculartoitoritcanmoveinto

perpendicularalignmentwith.


