OUTLAWS

SIMULTANEOUS MOVEMENT WITH A GM
On each turn, each player sends an email to the GM stating the Actions his Character(s) will carry out in the order in which they are to be executed.   For movement, specify “Straight Ahead”, “Ahead Left”, “Ahead Right”,  “Back Off”, etc., from the Character’s viewpoint.  Example:

Luke Young:



Move Ahead Left


Open Door


Take Cover


Shoot Colt 45 (Right Hand) at Billy
The GM will resolve everything using 4 time segments.  In each segment, he will execute the actions of every character simultaneously.  The GM will do all the dice rolling, draw all the Wound chits,  and select the most severe wounds when he has a choice.

Within an individual segment, the actions are resolved in the following sequence:

1) All the zero-cost actions
2) Shots fired (from any type of gun), Brawling & Knife Throwing
3) Wounds & penalties suffered in this segment take effect

4) Movement & all other actions
Examples:
On segment 3, Luke Young Hits the Dirt (a  zero-cost Action) then fires at Bill O’Rourke.  Bill O’Rourke fires at Luke Young.  First Luke drops, so Prone Wound chits will be discarded in his case.  Then both shots are executed.  Any resulting wounds then take effect.

On segment 4, Luke Young fires at Bill O’Rourke, who is in Luke’s LOS but plotted to move out of LOS on that segment.  Shots are resolved before  movement, so Luke fires at Bill.  Any wound Bill receives takes effect before he moves and may well cause his movement to be cancelled.
A Character may have less than 4 actions available for the turn.  The following chart shows the time segment in which actions are executed when less than 4 are available:

	SEGMENT
	ACTIONS
	

	
	4
	3
	2
	1

	1
	█
	█
	
	

	2
	█
	
	█
	

	3
	█
	█
	
	█

	4
	█
	█
	█
	


Example:

Jonas has only 2 actions available per turn.  He executes his actions in time segments 2 & 4.

Actions may be specified conditionally, subject to the following rules:

1) the condition must be stated in such a way that the GM can evaluate it as True or False

2) the condition will be evaluated taking into account only such information as would be known to the character at the time of evaluation
3) actions should be specified for both a True and False result using “ELSE”
Example:


Luke Young:



Move Straight Ahead



If I am in Billy’s LOS and range < 4, Shoot Colt ’45 at Billy




ELSE Move Ahead Left

The Snapshot rule is unnecessary and not in effect.
All communication between characters must be reported to the GM, who reveals what was said to any player whose Character is within earshot – within 4 squares.

After the GM has resolved the turn, he sends to each player a description of the turn and an image of the final board position.  CyberBoard is useful for this purpose.  The GM also states a deadline for players to advise him of errors in the turn resolution and a deadline for submission of the next turn.
DOUBLE-BLIND VARIANT

The system described above is used, with the following changes.  
The description of the turn and the image of the final board position are created individually for each player to reveal only so much as one of his Characters can see and hear at the time.  A Character sees what is in his 90 degree field of vision (exception: the range of vision is 4 squares in a night scenario).  He hears the following:

All shots fired, and the type of shot: handgun, rifle or shotgun

The sound of a Brawl


Movement on a floor or floorboards (but not on ground) within 4 squares

Doors opening & closing


Horses moving

At the GM’s discretion, the direction the sound is coming from relative to the Character’s position may be provided.  North is always at the top of the map.

Of course, these sounds are reported to a Character only at the end of the turn.  By then, it may be too late …  (Consider the delay to represent “reaction time”.)
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