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Battleground: wild Wild West

Battleground is a flexible skirmish system that is good for any gunpowder period. This variant
provides the basic modifications for skirmishing in the Old West using Battleground and borrows
some mechanisms from the Fist Full of Lead rules, which is an excellent set of Western gunfight
rules.

Game Play : The basic BGWW?2 rules are in effect unless so noted below, including the
basic sequence of play.

TURN SEQUENCE

1. The DEAL. Cards are dealt at random from a standard deck of cards to players, one for
each unit in their command. This replaces the standard card initiative system in

BGWW?2.

2. Mark Speci al Fire Modes: Per page 3 of BGWW2,
AiFanning and Lever Actiondo speci al actions. Al
time.

Rally Phase as normal

Squad (Unit/Posse) morale as normal

Artillery Phase as normal

Actions: Units take their actions in this phase upon unit activation, and the results of
special Cards are applied at this time.

oagkw

THE RANDOM INITIATIVE AND SPECIAL EFFECTS SYSTEM

Battleground: Wild Wild West uses a modified version of the standard BGWW?2 card initiative

system, borrowed and modified from the Fistful of Lead rules. Battleground: Wild Wild West

uses a modified Card Activation mechanism in which each figure or group is dealt a new card

eacht urn for activati on, and the base nAndeal 0 is fiwv
at their own cards, but not the cards of others. The turn is played out from highest (King) to

lowest (Deuce) card (Aces are explained later).

The DEAL

1 Each player should split his whole gang into no more than five groupings.
1 Each figure/group has a *random* deal each turn for each unit or special figure
0 Specials (leaders, etc.) get one card
o Groupings (2-3 figs) each get one card
91 Asfigures die or leave the game, a player may have to adjust his groupings to try and
maintain his five card deal. Once he falls below that he will no longer get the benefit of
certain deals.

A player or referee is designated as the caller. They begin the turn by calingout A Kiverygs! 0. E
player with a king card (if there is one) throws it down. Cards cannot be saved for later. Each

card fAacti vat es ogroops.dheplayerthbnaakgs Lipato/TRVIO dcdions with each

figure in that group. Once a figure has been activated and done its actions, it may not be

activated again until next turn (Note that Figures may still declare special fire modes before

movement begins). Ne xt A Queens! 0 is called, and all pl ayer :
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Tens, etc. In the case where more than one player has the same card, Spades go first, then
Clubs, then Hearts, then Diamonds are last.

For example, Bill has eight figures in his gang, splitting them into groups to get a full five card
dealione for his | eader, o,amthfe®grouds bféwo aeganemberd.s s i d e k
Pete only has three figures left after previous turns and so can only get three cards maximum.

Example of Pl ay: Ités the beginni ngards,onefor new t urn
each figure he controls. He gets a King, a Jack and a 5. Mike has four cards. The caller calls out

AKi ngs! 0. St eve haandonetane soul ganding aut in the mddievokthie

street just asking to be a target. Steve decides to use his King to activate the figure in the street.

He throws down his King and takes both actions to move to a nearby alleyway. Ne xt , fiQueens!
are called. Nobody has one, so the turn proceeds to Jacks. Both Steve and Mike throw down a

Jack. Mike has a Jack of Spadessoheg o e s b e f o raek oSHearts. Playprockeds until

all figures have been activated.

SPECIAL CARDS & DEALS

In addition to activating figures, some cards have special qualities. They are referred to as
Special Cards. They are played just like normal activation cards, but allow the player to do some
unusual feats and spice up the game. The cards and their qualities are:

Queen of Spades i Auto un-suppress/un-hunker or rally one figure

Queen of Hearts i Heal one wound state on one figure (except dead)
Suicide Sam i allow re-roll on HTH combat for one figure

One-eyed Jacks - -2 Accuracy bonus on shooting for one figure

Sixes i automatic reload for one figure

Deuce - double fire for one figure

Ace i Can do any of the above specials for one figure. It must, however, be
played in sequence.

O O0OO0OO0OO0OO0OOo

For example: Steve has 2 Aces. He knows he wants to go first in the turn, so when the round

starts and AKings! 0 i s c alahdesthtesttés the iKing of Sphdea.if one of
there are no other Kings of Spades out there (i.e. the real one) he goes first since Spades come

first in precedence. If, however, there was a real King of Spades laid down, the real one would

go before St eveds.

Example #2: Later in the round fSithesecbndAcefor cal | ed
just the right moment. The other players have been ignoring one of his figures because he is
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ioQut of Ammod a nedds athrety relkad. Steve lays down his Ace and calls it a
ASi xo. Hstatly feioagfisiandetakes both his actions to blast away at the figures that
ignored him.

A fAireal 06 card always takes precedenexanpleabave, an
a real King of Spades goes KibhgofSpades. St eveds Ace

Special Deals

Certain card DEALS also provide benefits (or consequences). A player carries out or designates
the special actions before all movement occurs. Players should announce their special Deals
after the cards are dealt, but need not reveal their cards until each card is activated i eventually
their whole deal will be exposed to see if they were dealing with ya straight!

o OnePariRecover one figureds morale/suppressio

o Two pairs T 1x extra bonus action for one figure, or recover two
morale/suppression markers

0 Straighti Recoveronegr oupds morale and suppression m

0 Flushi Immediate reloads/un-j ams for all the playerdos fig

o 3-of-a-Kind i 1x extra bonus action for all figures in one group

o 4-of-a-kindi iThought | was a gonner! o | mmediately
figure (even if he was d-e-a-d, daid!) and morale, the figure gets one immediate
action.

0 RoyalFlushinYee haw, git o6em boys! Wedre all Fl
and suppression markers, each of the player
and does not suffer from morale or suppression results this turn.

o iDead Mandés Hando s ppecofispaties, the acadf ¢clubsetwee f f e c t
black eights (clubs and spades)]i i Somebody done stepped on m
that playerds figures hadmklesestcdvervandmmked ar e s
an i mmediate morale check for all that play

Example: Joe | ooks at the cards he wasitbdreei t and

a kind! He announces to the group that he has Three-of-a-Kind and designates one of his
groups as receiving a bonus action for all the figures in that group.
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TAKING ACTIONS

These proceed per BGWW?2 rules with the exception that
Heroic leader figures may receive additional actions, or
actions bestowed by special Cards and Draws. For
example, a Sherriff leader receives three actions, rather
than the standard two in BGWW?2. That same Sherriff
could receive extra actions if, for example, the player
had Two Pairs dealt during the Card phase, and so on.
Figures with Hero Points may also expend them during
their actions or otherwise during the game.

1 Hero Points: Wild West gaming should be a bit
cinematic, so some figures that are identified as
Leading Characters get Hero Points. Hero Points
can be spent during a game to modify an outcome or help a figure perform an action.

o0 Re-rolls: By spending one Hero Point a player may force a re-roll on any die toll
affecting or involving the Leading Character. This could range from being shot at
to trying to rally friendly figures. The Hero Point is spent *after* the original die
roll result. The next result may also be affected by a Hero Point.
o Die modifier: By spending one Hero Point a player may add a modifier to any
figure within Line of Sight that ranges from -5 to +5. For example, this could be
added as a modifier to a friendly figureobs

an enemy figurebs Skill Check.

0 Extra Actions: By spending one Hero Point a figure may gain one bonus action
during itsdé turn.

0 Once spent, a Hero Point is used for that scenario but will be available for later
scenarios.

FI GHTI N FOLK

The primary difference between BGWW2 and BGWWW i s
and the addition of fALeading Characterso to the T
game.

THE POSSE (or Band , Gang, what have you)

In BGWWW players typically will have no more than a few dozen figures, and often less.
Organization is determined by the requirement to keep Card Deals to a base of five cards. So a
gang of ten banditos may have two leaders with their own cards, and three groups of bandits to
bring the total card number to five. In a larger skirmish, for example, a band of Plains Indians
with 40 figures may have one leader section card, a shaman section card and three groups of
around a dozen warriors activating on their cards i keeping the number of cards drawn to five.
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MORALE AND LEADERS

BGWWW adds ALeading Charactersdo to the unit mi X,
Other Morale and Leaders rules remain the same.

Leading Characters: These are the heroic men and women who made The West a place of
legend. In addition to their standard morale status, a Leading Character may receive extra
actions and Hero Points. They come in two types:

T AAOG List: This L e asbnerexfradtioaandtwd Heno points.c ei v e
T ABO List: This Leading Character receives no e

Drunken Fool: If yer gonna fight in the Old West, yer gonna see drunken fools trying to shoot
each other. This is a special Morale effect. Depending on the scenario, a figure may start drunk,
or get drunk during the course of a game. Usually, getting drunk means failing a morale test in a
Saloon or house of ill-repute and hitting the bottle. To sober up, make a modified Morale check
at +5, reduce that to a +2 if the drunk gets dunked in cold water.

1 Drunks Lose one Action. All skill checks (shooting, fighting and morale, etc.) have a +5
penalty.
9 Drunks Ignore Suppression & Morale checksiyer t oo drunk ta notice a

flying!







