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Hellfire Solo 

I’m working on a guide to setting up a campaign. Now looking around whilst 

there are a lot of people who have regular opponents, there are probably even 

more who don’t. So I decided to set things up so the campaign can be run ‘solo’.  

The problem (or purpose) of a campaign is that you end up with battles. Ideally 

interesting battles, indeed if you get it right the campaign can provide you with 

fascinating engagements that you’d never have come up with from scratch. 

But this brings us up against the problems of the solo wargamer. I know some 

who have friends who will play campaign battles with them. I even know people 

who will send the details of the upcoming battle to friends on a different 

continent and they’ll fight it out and send back the results. But there’s always 

that niggling feeling that the wargamer, approaching the game as a ‘one off’, 

doesn’t show the forces engaged the same tender consideration that they would 

if they’d raised them, trained them and brought them into the field. 

So we’re back to the solo player stuck with playing both sides. Now when I wrote 

Hellfire, I didn’t set out to create a solo set of rules. But thinking about it, 

Hellfire, with the reaction system, does hold out an opportunity. Even when 

you’re playing a game against a human opponent, thanks to the reaction 

system, you can lose control. Whilst at the start of the game you can deploy 

your units like chess pieces, the minute they come under fire your plans start to 

unravel. 

Now when I sent up a game I normally have a ‘roster sheet’ for each unit. It’ll be 

something along the lines of  

 

Unit name 
Number of squads 

Weapon 
Armour 
Other 

 
 

Reaction code _ _ _ _ _ _ _ _    _ _ pts 
 

To this, for solo play, I’d add ‘Priority’. 

Before the game starts write orders for each side. It basically tells the unit 

where it starts, where it moves to, and what it does when it gets there.  

When you have done that you assign each unit a priority. This is the order in 

which you will hand out command points. So the unit with the first priority will 

get the command points first. Then when it was moved or whatever, then the 

unit with the second priority will move. Then it will be the turn of the third, 

always assuming you have command points left. 
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So let us assume that you have three units, each advancing on a village. All 

three have orders to advance and take the village, quickly. 

 If you roll three command points, then that’s simple, the unit with the first 

priority gets one point. Thus it has done what it was told. It advanced.  

 

 Then the unit with the second priority gets a point because that enables it 

to carry out its orders. (If it was pinned then it would get two points, one 

to unpin it, one to move it.) 

 

 Finally the third point goes to the third unit that also advances.  

 

 If there was a fourth unit with fourth priority, it wouldn’t move. 

 

But what if you want a unit to move with all speed? You really want it to get 

there first. So instead of giving it first priority, you give it Absolute Priority. It 

will move first and will use all the points it needs. So it might use three points 

and move three moves. Once it has moved, then if there are any points left, the 

unit with second priority gets to move.  

Finally you can give units join priority. So if you wanted two units to attack the 

same village simultaneously, you could give them joint priority. So if there were 

two points left to spend, they would get one each. If there is an odd number of 

points, the extra is passed down to the unit with the next priority. 

Changing Orders and Priority.  

No plan survives contact with the enemy and you will inevitably have to change 

orders or change priority. This will impose a burden on the Force Commander’s 

Ability. In a campaign, you might well have enough background to know that he 

is an incompetent poltroon who knows less of tactics than a novice in a nunnery. 

In which case he will have a low number. 

If you don’t have the background then assume that if the bulk of a force has a 

reaction total of 15 or less, then the Force Commander’s Ability is 3. If the bulk 

of the force has a reaction total of 16 or more, then the Force Commander’s 

Ability is 4. 

To change orders and/or priority, the Force Commander must roll less than or 

equal to his ability. (on a d6)  

 It takes one command point to change the written orders of one group, 

and give them new orders of up to six words. For each extra six words it 

costs another point, with the seventh word costing as much as the 

twelfth. (If a full battalion is on the same orders, one point will change the 

orders for that formation) 

 

 To change priority for every group in a force costs one point.  

 

I’d be interested in thoughts and comments. 


