Clouds of Smoke: balanced scenario

For each point of their strategic rating, the players roll a die.
The players then secretly place their dice on these categories, and determine conditions in the following way:

+ If the player has bidden a double on a category and his opponents has not, the player gains this category’s
bonus.

+ If the player has bidden more on a category than his opponent, he becomes the first player in this category
and selects the condition.

+ If the players have not bidden on a category or bidden the same amount, the condition is selected randomly.
The first player for this category is a player who wins a d6 roll-off.

The conditions are then resolved in the following order: terrain, weather, deployment, duration, special effects.

The first player in the Deployment category chooses the side of the table, and his opponent gets the opposite.
The first player in the Duration category starts deployment first and has the first turn. If the game ends before
either player wins by morale or by scenario conditions, if any player has 10 or more morale more that his
opponent, he wins. Otherwise the game is a draw.

If possible, objectives are deployed in a village. If a target cannot be deployed in a village, deploy it on a hilltop.
Only one target may be deployed in a single terrain element. If there are no hills, then the objectives are set
anywhere in open terrain. The player controls the objective if he has units within the same terrain element, or
within 2UW from it if it is on the open ground, and his opponent does not.
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