
These are Playtest Rules.  They are draft rules under consideration by our Rules Team, and are 
unofficial.  If you wish to use them in a game you must have your opponent’s consent beforehand.  If you 
play in any Battleground event (such as a tournament), they may not be used without the organizer’s 
agreement. 

Undead 
Wights 

Playtest Rules 
“Mock if you want, but I know what I saw!  We arrived too late to stop to necromancer’s ritual.  The dead 
risen from their grave and on the march.  I saw one form in a tabard bearing my family’s crest and the 
ceremonial mail we’d buried him in.  The setting sun shifted and I saw the ghostly face of my father, 
contorted with malice. 

 - Sir Arden, Knight of Hawkshold 
 
The necromantic magic that drags souls back to their mortal shells irreparably mutilates each soul.  The 
skeleton or dead body is animated and bound to the necromancer, but the souls of these warriors and 
commoners are stripped of any will. 
 
A Wight is created when the soul of the greatest of heroes or the most ignoble of villains is wrenched back 
into their bodies.  Their force of personality survives the process and when they rise, their lost flesh is 
replaced with a spectral form.  Their ghostly faces flicker with the light, overlaid on their rotted skulls. 
 
Although still bound to the necromancer, Wights possess a modicum of their former fighting prowess.  The 
pain of their empty existence turns them cruel and hateful.  They seek to alleviate that pain by drawing the 
life from the living, consuming a person’s soul a bit at a time with each touch. 

  Attack Defense Range Courage Move Hit Boxes  Points Cost Type 

Wights   (5) 5* / 5 2* /2 - - 3.5” 3 3 2 249 Standard 

Fearless, Life Drain, Skeletal, Undead. 

Fearless - This unit automatically passes all Courage Checks. 
 
Life Drain - When this unit inflicts one or more damage on an enemy unit, mark that unit.  The enemy unit gets       (-0)-1/-0 and      
    -1/-0 while it has any marks from Life Drain (remember: effects from special rules start at the Combat Consequences step of the 
Combat Phase).  Your opponent can erase one mark by discarding a command cards in the Movement & Command Phase. 
 
Undead - This unit can be affected by Necromantic spells cast by owning player. 



Design Notes 
 

Wights represent something of a turning point for us in our design philosophy.  We didn’t want Battleground 

to be a game of Special Rules on Parade, where each unit in each faction has their own ad hoc special rule.  

Battleground is, and we hope always will be, a game of maneuver and decision. 

 

However sometimes you can go too far in streamlining a game.  Sometimes special rules aren’t just fun, but 

they bring some theme to a unit or a faction that pure stats can’t capture. 

 

Wights, for example, were something meant to fix a flaw in the Undead faction:  lack of skill.  Several of the 

units (i.e. Skeleton/Zombie Trolls) lean towards the high Power scale.  The only unit with above average 

skill was the Death Knights.  This meant that the Wights could fill an obvious hole of being the “skill unit” 

of the faction. 

 

But a faction is defined by its weaknesses as much as by its strengths.  And we didn’t want to devolve into 

every unit has a Strong Unit, and a Skill Unit, and a Tank Unit, etc.  We experimented with Wights having 

only mediocre defensive starts (i.e. Def Skill 2 & Toughness 1, like Skeletons) with an above-average 

Offensive Skill. 

 

Besides being the obvious ‘Elf Hunter’ unit, reflecting the Wights’ abilities purely through stats felt. . . just 

lame.  And we heard the feedback from you all that, while Battleground is a great system, it could use a little 

more in the way of fun special rules. 

 

During brainstorm we delved into old school D&D lore for inspiration.  The two monsters terrified players, 

more than any dragon or beholder, were Rust Monsters and Wights.   

 

A dragon might kill you, but every hit from a Wight drained away one of those hard earned character levels.  

Hit points were only a Cure Wounds away, but a battle with a Wight was a pyrrhic endeavor. 

 

With that as our inspiration we designed the Life Drain keyword for Wights.  We decided that Offensive 

Skill and Defensive Skill would be a decent representation of a unit’s “level.”  Of course we couldn’t be so 

extreme as to have each wound from the Wights lower a unit’s stats.  That would get outrageous, real fast. 

 

In the end we determined that it’d work for the effect to be a –1 Offensive Skill and a –1 Defensive Skill 

once the Wights do any damage.  The Undead player would still record a Life Drain mark for every damage, 

but the penalty would always be capped at –1.   

 

Instead of being a severe penalty, it would be one that was harder to remove.  The penalty to Offensive Skill 

and Defensive Skill remains until all the marks are erased.  And erasing each mark requires discarding a 

command card.  So if a Wight inflicted 4 damage on your unit, you would have to discard four command 

cards to remove that  –1 to Offensive Skill or Defensive Skill. 



This reflects that, while Wights might be draining a lot of “levels” from certain individuals, the unit as a whole 

isn’t as severely affected.   

 

What this means is that very likely after the first turn, the Wights will be attacking and defending as though 

they were that “Skill Unit.”  The penalty to the enemy is (mostly) equivalent of them being Offensive Skill 6 

and Defensive Skill 3.  But of course on that first turn, they’re not much better than your average Skeleton 

unit, which is a vulnerability given how much more expensive they. 

 

Creating the Life Drain special rule allows us to have an Undead version of a “Skill Unit” that is unique to the 

faction, with it’s own quirks.  For example, while the Wights aren’t much better than Skeletons on the first 

turn of combat, the effects of Life Drain do not go away if they die.  A lost level is a lost level.   

 

This means that even if destroyed, the Wights will likely weaken the enemy and make them less effective at 

defeated the next unit.  A victory over Wights comes with a cost… 

 

We hope you enjoy this sneak peak at the Wights and would love to hear what you think.   

 

 

Till the Next Missive. . . 

 

The Outlaw Alchemist 

 
(Oh, and before you ask, we know that there isn’t an explanation for Skeletal.  We’re saving that for a future 

sneak peak!) 


