React, Boot: After your
dude succeeds ata spell pull
while not at home, you may

discard a eard from your

hand to gain 1 ghost rock
and draw a card.

'Noon, Boot. Booty your dude i .

the town square. If that dude is

still in the town square during

the Sundown phase, either gain

1 ghost rock per other player, or
your dude permanently gets

4 1 control point if they do

39 not already have one.

Abomination
Bobo gains a bullet
bonus equal to the highest
Huckster skill rating in play.

I don't knowo where be came from,
but that clowon creeps mie out.

Noon, Boot: Choose a
dude. Boot your dudes with
a total influence greater than
the chosen dude’s influence
to raise that dude’s

bounty by 1.

Huckster 0
Noon: Boot a Hex on Micah
to move him (without booting).

“Does he ever smile?”

“React, Pull, Boot: When a dude i
is discarded (noz aced) as a casualty 3
in a shootout, if the pull is higher

than the dude’s value, send that
dude home booted instead.

You know what they say...
37¢eh time’s the charm.”

Noon, Boot: Boot your
dude to play a deed, reducing
that deed’s cost by that dude’s
influence, and move that dude

to that deed.

Huckster 1
Shootout: Discard a Hex from
Mongwau to make him a stud.

g
“Step right up and see the mystic
Sfortitude of my mighty magi...
you damned ignovant buffoons.”

Abomination
Resolution: Put The Ghoestly
Gun into your draw hand; he
becomes the suit and value of

your choice. Discard a card
from your draw hand.

“He is a man of few wonds, but his
51:{1_{ J{ﬁmi- volunies.” —Fusr Huu'ff)' g




Harrowed * Huckster 0

“Pancho’s been at that circus three
times this week. Boy must really
love clowns.” —Fred Aims

Huckster 1

Shootout: Attach a Hex to
Jia Mein (paying all costs)
to make him a stud.

“You must be strong envuph te control the
ra you call forth. Let the mavk on your
searred face be a constant reminder of
your woakness " —Jvor Hawley

Junee HaRRY SOMERSET

Noon Job, Boot: Harry
leads a job that marks a
wanted dude. If successful,
ace the mark.

Keviv Wamnwmiger 8

" Noon: Move Kevin (without

booting) to the same location
as a Huckster. Kevin
becomes a stud.
“Loisile gﬂ_',l_f&f'fo"\'.','s Mr ffan.'.'fr_v
everywhere he goes. It'd be adorable
if it wasn'¥ so darmed ereepy.”
—Luey Clover

-
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Abomination * Huckster 2
While he has a Hex, Ivor gets
+1 bullets, +1 influence, and
+1 Huckster skill.

Here in the foureh ring you will see wonders
thar will ehavige you farever! Come one,
" ome I.”f‘.l- foaur fr l'i'i'r'l'llll'fl.[;r (8 I:J'I'Ji\."

Each time a player reveals a
cheatin’ hand and your hand is
legal, you may discard a card from
your play hand to draw a card.

“This tewn' Il rake the shine offa him
10GR €N r.r‘:{."l‘ _Dﬂ"LE' .‘fﬁiffJ'ﬁTf

vor HawLey |

Abomination

Other players cannot choose
or affect your Hucksters at this
location with action cards if
they could legally choose to
affect Tyxarglenak instead.
“Ceme.on noio ?ix There's qwork
20 be donie,"—Jvor Hatwley

"Lucroa “Luey” Croves

I‘ 67 hart 4
"' 4 N 4

-

If your opponent in Lucy's
shootout reveals a cheatin’
hand, raise the bounty on
each dude in their posse
by 1 (including from 0 to 1).
“The starm fook .‘i'rr_i..ff'r).:;.'f?dahl
that girl, Not much seares ber
anymore, e ifram Girothe

If your opponent in Tommy's shootout
reveals a cheatin’ hand, raise your
draw hand rank by 1 for this round.
lf_\'uur draw hand is also legal, raise
your hand rank by 2 instead.

s like Tommry on
ually worked




Prescott’s bullets and influence
are equal to the number of
Law Dogs at his location
(including himself).

"It scemis everyone bas a vice in this fown. At
least Mr. Utter's doesn't keep bim

Sfrom doing what'’s right.”

—Abram Grothe

Noon: Clj.'n;'];e calls out a dude |

at his location. A wanted dude
cannot refuse the call out.
i’y a shame (,'.f"'.lfa' can't control his
drinking. He'd bave my job if be could
Just keep sober.” —Dave Montreal

Trving foi i
When Irving joins a posse
gain 1 ghost rock.
“Them beeves sell big no matter where
ya go. ."-';'rri'a'm_r:? wontder what !-E'c'_]'
putin the feed.” —Timmy Harden

Deputy * Mad Scientist ()
“Claims he-was a 5:@’(.25?‘:;’}' back East,
but I've never bheard of a beckeeper

whe could handle a gm‘f i ng fu'_n‘o.’
lilke that." —dAbram Grothe

ApRaM GROTHE
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Noon Job, Boot: Mark a Holy
Ground deed. If successful,
discard all Abominations and
wanted dudes at that deed.
"Why a sword? Easy... swords
never run ot of bullets.”

Mad Scientist 1
Noon: Discard a Gadget from

location (without booting).

“If Mirs. Morgan wants this done
on time, tell ber I need to be
left alone to do my soork!”

Shootout, Boot: Send an
opposing dude home booted.
“Poor girl s lost every bap.pr'm‘u
imaginable. Al that'’s left for ber
15 fo make stere no one i!&f}rz‘il'! the
samie fate."—Abram Grothe

SEERIEF Dave MontrEAL
s -
\ . ir
. Y.'ar

W s

Deputy
If your opponent in Dave's
shootout reveals a cheatin’ hand
and vou do not, vour dudes cannot
be casualties this round.

Ur's aking all be bas to bodd rbix town
ether. L'y see eohat happens when
swe shart pudfing on threads.”

—fonab Euex

Shootout, Pull: Choose your
dude with 2 Weapon Gadgetin 3
this shootout. If the pull is a club, £
discard that dude. Otherwise,
_ that Gadget gets +3 bullets.




Mad Scientist 0
When James enters a posse, place 4
ghost rock on him. The ghost rock
'II'I:I)' I.‘l: USCIJ (0] pﬂ_\ !‘C]r S}“JLI[ULIT
abilities (i is not a bounty). Discard his
unuscd ghost rock after the shootout.

“He akways seems to have o frick
up bis sleeve.” —Max Baine

swap him with one of your dudes
in the posse (farrett joins the posse.
The other dude moves to Jarrett's
location and is no longer in the passe).
"No matter l‘:r:::_h-n we Progress, men fike
Jarrett will u.:"i..'-;_y‘ b the beart and
soul of this company. "—Max Baine

" Max is worth 1 control point while S

you control 2 or more Ranches.

Your other dudes at Ranches
get +1 influence and +3 value.
'.\r'.'rr-lfl-rnf{f.l.r'sr_\"an ¥ legacy 5 f?nnnm'ng

with potential. And it's the greatest
baopie this tocom bas of a future.”

-

Noon: Unboot Jon's Horse.
You may use the Horse's
ability an additional time.
My Morgan hired me to take care
of the horses, Mr. Baine. I need you to
approve my request far a new stable.”

Mad Scientist 2
Noon, Boot: Discard a card
from your hand to get a non-

Weapon Gadget from your
discard pile. Show the card
and add it to your hand.

- — w-—rr A M =&
Noon, Boot: If Allie
is at the town square,
she permanently gets
1 control point.
“Stay in the town, blend in.
Yau've worth more as a pair of épes
than a gun.”—Jonah Escex

oy LovestRiE &

Lane gets +2 bullets

while he has a Horse.

“Max, I understand the necd
for security, but if Healey keeps
frf-rrqﬁr:'ug with the law, he's gonna
end upon the wrong stde c_rf_f'f, -
—Dave Montreal

" . g e -
Shootout, Pay 1-4 Ghost
Rock: Rémy gets +1 bullets
for each ghost rock spent, to a
maximum rating of 5 bullets.
“Men f'r‘:'.rﬂfr'r p.rn'f.'

la langue universelle.”

A 2w T3
Fred’s influence
is equal to his bounty.
T dore’t rof banks because I need
the money. I do it cause it ticks
rich, uppity types.
The maney's fust @ nice bonus.”




Noon, Boot: If Lawrence
is at a deed you do not own,
he is worth 1 control point
while he stays at that deed.

HAn ex-Confederate scout. Only match for
bis skill at getting out of trouble is bis skl
; at getting inte it.” —Jonab Esex

If you reveal a cheatin’
hand in Barton's shootout,
raise your draw hand rank

by 1 for this round.
“The real crime is letting
a fool keep bis money.”

Silas’s bullets are
equal to his bounty.
‘ﬂ'.’_}' brother m r;:;.!rf not care about
the enemies be makes. That's
because I do it for bim.”

Marion gets +2 bullets
while he is wanted.

"Last man to point out that ‘Marion'

sounds like a pirl’s name bad to go
Jond Bimself a girl’s name.”
—Panchs Castills

Pancro C.qsrmo

‘..‘I_-.

"I don't think the madame was too
upset that I stole ber jewels. Her
beart? That's a different story.”

Sloane’s bounty cannot be
reduced below 1.
Sloane and your other dudes at
her location do not boot when
forming or joining a posse.
“She wants this beilfiole 5o .l’r.u.l"f: A

T've fm{,l’-u mrind to gr‘-'..-r it fo ber”
—Dave Manireal

Noon Boot' Ca]l out a dude
at thl!: deed. If Sanford is
wanted, the call-out
cannot be refused.
“Sanford bas if out for lawmen. Rumor
s it be met Ghast Creek's former

Af'r:L{_rﬁ'n the road, .:m.r‘g.-.«r;nnf ber
d":LLfrr_.f-m_ﬂrr}. i —_fr:rndf.r Eseex

Huckster 1
Other wanted dudes in Jonah’s
posse get +1 bullets.
"'ﬁ‘u(.!m qodr is not in a name or a bauble,
but in your resolve. Yes, we follew you
because you are Sloane, Bt ' you are
Sloane because we follow you."

While'in a Saloon you own,
Clementine gets +1 influence
and cannot be called out.

| bn-z:(_w:’ fo make ér.'n.‘r-u;ﬂ_]f
with ber, but, give me time.”
—Panche Castillo




U

Sreriz ARcHER

Whenever Ramiro joins ! Huckster 2
That schoslmarm don't take : 4 posse, pay 1 ghOSF rock. : “For the right price, I can get you
no gaff. She's as good with a : ; If you do not or cannot : the information you need.”
gun as she is with the kids. pay, discard him.
“Hired guny aren't anything new.
Never met one who charges by the
bullet before.” —Lane Healey

ANpRoCLES BROCKLERURS

Grifter (You may only have one 8 = Noon, Boot: Choose another
Grifter in your starting posse) & player’s dude at a deed you : “Sometimes you nieed an extra
React, Boot: At the start *  own but don't control. Gain “‘r;‘r ‘[’”';,”."' ”"”T“f”ﬂ ;? e
. o 1 qPoul s 1. 14 } A,
of the game, shuffle your ghost rock equal to that oGl e e
E e ] st thank him, and walk away.
play hand into your deck dude’s influence. :

| ot ] But no man ends up like
and draw 5 cards. “You have a court date in front hin woithout a story.”

of Judge Somerset? I'm afraid —Dave "‘._fa”h-ﬂ;j

'f)',.ps, I messedd thar frick r.rl,n' -
I will have to double my rate.”

Lemmue Ty again, =

ﬁd‘Sent{stﬂ- | e e o il - Anaﬁ-m]

If you discard Dawn as a casualty, & : "L do believe you are right, Kevin. : If you discard Eve as a casualty,
you may search your deck for Eve i That is the ikl s you may search your deck for
Henry (if you don't already bave e Dr. Dawn Edwards (if you don't
ber in play), and play her : - : already bave her in play), and play
for free at this location. 3 . 7] : her for free at this location.

Shuffle your deck. 8 = B Shuffle your deck.




Public
Players cannot take

ghost rock from the
Bank’s controller.

Would you care to
make a deposit?

m m Hm
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Government * Public

Controller React, Boot: At
the start of the Upkeep phase,
choose a dude at this location.

Lower that dude’s upkeep
by their influence.
“Newo all we need is a Mayor
fo run it." —Dave ;‘I-d’ofﬂrm!

Controller Noon, Boot: Raise or
lower the bounty on a wanted dude
by one (if the bounty goes ta zera,
the dude is no longer wanted).

Not sure wbs’s more bated bere...
the criminals or these who defend 'em.

Public
Controller Noon, Boot:
Discard a card to draw a card.

Ut appears that Mrs. Morgan is on
her away back, and that the claims were
legitimate.” —Muax Baine

1" Bapnist Cruac
N
A

i)

Private * Holy Ground
Raise the controller’s
hand size by one.
“We are the servants of the God

of heaven and carth, and build
the house that was builded these

: many years age. -—ﬂzm LN + 0

Private * Saloon

Determine control of
this deed using bullets
instead of influence.
“Keep runnin’ your mouth
and the 'q'ag' quan't be the omi}'
one dead.” —Clyde Oavens

Private « Holy Gmund

Controller Noon, Boot:
Ace a card from your hand
to gain 1 ghost rock.

“Reverend Inbody can stir the soul
like no other.” —Abram Grothe

m 1 m.onmu

] —

Private

Controller Noon, Boot:
Raise a dude’s influence by 1.

Public * Saloon
Controller Noon, Boot: Raise
or lower the bullets of a dude
at this location by 2.

“Charfie Landers? He's r.«m.-nf;- retired,
He cuums the salzon, but be spends most
af bis time on the road, Says this
fom .rfwi foo Ty .ﬁciffm(murfn_'
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Public « Saloon
Controller React, Boot:
After a shootout starts but
before any player makes a
Shootout play, make
a Shootout play.

Public * Saloon * Casino Public

The controller of this deed Controller React, Boot:
may discard one additional % When you bring a non-token
card each Sundown phase. o )

§ dude into play, place that dude
“The drimks might be a &it watered doson, :

: at any location you control.
bur Clementine more than makes E g ]
up for it swith ber beausy.” I Drivers Wanted
—Panche Castilla

Private * Ranch : : Private * Ranch
Out of Town " 'This deed has 1 control point
“My family has been raising borses if another Ranch is in play.
since my great-grandfather. -
And lemmie tell ya Ei lander,
that mechanical monster is
o borse.” —Jarrett Blake

Private * Ranch
Controller Noon, Boot: If

you have 3 or fewer cards in
All dudes have their value ! your play hand, draw a card.
raised by 3 while
at this deed.

‘u.]_ | —

L T  Pracy_ 9 | Bumzﬂousn

Private * Strike
Out of Town 1 . Dudes with 0 or 1 influence,
"No one is sure who Pat is, but there - excludi ng any modifiers from
seems to be activity ouf there.” 1 this deed, have +1 influence
—Dave Montreal : while at this deed.

Private

Controller Noon, Boot:
Raise or lower the skill rating
of a dude at this location by 2
(the skills are Huckster, Blessed, =
Shaman, and Mad Scientist). g




Controller Shootout, Boot:
Move your dude into your
posse from any location.

. Tar Dow Csio_

R Ty

Pubﬁc . Casmo : Sa!uon

Controller Noon, Boot: Choose

your dude at this location and pay any  §

amount of g}m:il rock. Each other
player may then pay any amount of

Jmsoms Smm:

TR, T L
§ |
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i |

Prwate * Strike
QOut of Town

You leave bim alone, be’ll leave
you alane. Let's not learn that

“Of coursz it is safe and profitable.
Hew do you think I was able to
found thix fine extablishment?

Newo go get em!”—Carter

ghost rock. If you paid at least 4 ghost
rock more than any other player,
your dude permanently gets
T oint

fesson again.” —Max Baine

Wi
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Private

This deed’s controller gains
2 ghost rock each time
an in-play dude is aced.

Controller Noon, Boot: | _ Controller Noon, Boot:
Attach a goods or spell (as 1 Unboot a dude.
shoppin’), reducing the cost i

of that card by 2 ghost rock.

“Their elixir bas kept me from
The real money isn't in mining illness, so far." —Pancho Castillo

or cattle, It's in death.

. Tmunapn Ormx
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Private ; y Private '_ Weapon

Controller Noon, Boot: Move £ : :
your dude from this location to

another location (wirhout booting).

Controller Noon, Boot:
Choose a dude that was
brought into play this Noon
T'm bere to pick up the shipment... phage. Gain ghos{ rock gqua]

and to guaraniee your silerice.” = 5% =] !
{.. Foor ,r-,qj,.i;.,rq. o the dude’s influence. g “One works. Twe work better.”

—_f}._eddfm

Cheatin’ Resolution, Boot:
One card in your draw hand
changes to the suit and
value of your choice.




Sidekick (This card can be

discarded to cover one casualty.)

Noon, Boot: Move this dude to the 4

same location as a wanted dude.

“Orne of thase follers getr your sent, you ain't
gettin’ ey f’ar_y:u shoot 1t I'J_;'.--; e
you de thet, you may ar well get
your o repe. " —Silas Aim

¥

Noon, Boot: Boot this dude
and discard a card from your
hand to draw a card.

Just a litele nip swill keep you going
all day.”" —Panche Castille

React, Boot: Prevent this dude
from booting when they join
a posse (this does not allow a
boofed dude to ot a Poﬂv}'

Lt the borse guide you. He knows the way
better'n you do.” —fon Longstride

This dude cannot be changed
to a draw, and cannot have
their bullets lowered by another
player’s Shootout ability.

“f wwish T could sy it brings me peace, ar that it
brings it rothose Tam foveed to wse it on. The one

Horse
Noon, Boot: Move this dude
(without booting).
"Mustangs like to roam.

L dg my best to raise them that way.”
—farrett Blake

You may equip this Gadget
as a Shootout play (pay afl costs).
While this Auto-Revolverisina

- shootout and you are forming a draw

hand, when you redraw after
discarding at least one card,
‘you may draw one extra card.

o L o~

Shootout, Boot: Choose
and ace an opposing dude
in this shootout with a
value less than or equal
to this dude’s bullets.

This dude is a stud.

1 took this from a deputy I killed
dowon sourh, The .rrr;qgrr ix 10 smoofh
you barely even have to squeeze.”
—Sanford Taylor

Shootout, Boot: Move
this dude into a posse
(without booting; this can
move a booted dude).
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Weapon * Gadget * Difficulty$
This dude is a stud.
Shootout, Pay 1-3 Ghost Rock,
Boot: Raise the bullets on this
Gadget by 1 for each ghost rock
spent. Each round’s loser
takes 1 extra casualty.

Horse * Gadget * Difficulty 5
Repeat Noon, Pay 2 Ghost
Rock: Move this dude.

React, Boot: Prevent this dude
from booting when they join
a posse (this does not let a
booted dude join a posse).

Burraio Rz 8

If this dude is adjacent to
the location of a shootout or
a job’s mark, they can join
a posse, without moving or
booting, even if booted.

BITHTT.

s wadad

Gadget * Difficulty 5
Repeat Resolution, Pay X Ghost
Rock: Raise your draw hand rank

by X for this round, but not to
exceed your opponent’s hand rank.

M, Aiwmslee, da yau think yau can make
them bigger? Big enough to protect a
coach, or eoen @ herd?" —Max Baine

T

Wanted dudes cannot refuse
a call-out from this dude.

"I foiloww the path of truth and honor.
If L ever stray, this badge and
God's soerd will lead me back.”
—dAbram Grothe

Weapon * Mystical * Unique
Shootout Pull, Boot: If the pull is

lower than this dude’s bullets, ace
one dude in the opposing posse.
“Remember the holster i teol 1o make you
stranger. But your strength within must
be far greater.” —Jonah Esex

Cheatin’ Resolution, Boot: 1f you
have a legal draw hand, exchange
draw hands with the cheatin’ player.
Cheatin’ cards cannot be plaved on
vou for this round of the shootout.

*Crter carries bers eoerywbere, Dave
J_ Ciommsrr u dangerow,”— li:;ﬁzfrr_;h ’

Mystical
React, Boot: After this dude

makes a pull, discard the pull
to replace it with this card.

| Resolution Boot: Discard a card from

your draw hand to replace it with this
_card. If the discarded card was a 2,
™ raise your hand rank by one.

Improvement
Gadget * Difficulty 7
After this is invented, attach it to
a Ranch that you control.
Controller Noon, Boot:
Gain 1 ghost rock.

PN o carenif ie’s safe? It werks and it

L makes s money.” —Eustace Trwe




S

—Sous Buas

Shootout Hex X, Boot: Choose
a dude in this shootout. X is that
dude’s grit. If suceessful, send the
dude home booted. If successful by
6 or more, ace the dude instead.
= If unsuccessful, move this
Huckster home booted.

~Bioon Curst

Noon Hex 9, Boot: A dude
at this or an adjacent location
gets —1 influence and -1 bullets.

Shootout Hex 9, Boot:
One opposing dude gets —2 bullets. §

Feelin' queiiy there, )‘M‘h-’ ner?

(i Apena {3

I A R

Noon: Place a dude
from your discard pile
into your hand.

Their aim dom't matter
if there’s enough of 'em.

s ‘t;“.

~ Rce v mie Hoiz

React Hex 6, Boot: When

you reveal your draw hand in a

shootout, boot this Huckster, Acea 2

card in your draw hand. Replace it
with a card from your play hand.

“Things ave nat afways what they
seem, friend."—Sieele Archer

'ch
Shootout Hex 8, Boot: Ace a

card from your play hand. One
Abomination from your Boot

Hill enters play }{2{’;{}? all costs)
and joins this Huckster’s
posse. Ace this card.

. Laoy Luck 3
R =

Noon: You can discard as
many of your cards as you
like during Sundown.

I seems that Lemf y Laick was smilin I

upon me. Thrns out that she was just

leading me on f;:jfarc shooting me
inthe back.” —Steele Archer

»

Noon Hex 7, Boot: Move
this Huckster to any location.

Shootout Hex 7, Boot: Move
this Huckster to join your
o, posse. You may make
1 another Shootout play.

gains 1 control point.

“You're right, a fittle picce of paper from the

Bank iin't what makes this land mine. Ity that

lf:f.f."rf’ﬂ'{( of "p‘.’;)r! and ey fr dends
wwith the guns,”"—Lane Healey

.

Cheatin’ Resolution:
Discard the cheatin’ player’s
draw hand and replace it
with the top five cards of
your deck (those cards still
o te your discard pile).




Shootout: Reduce a dude’s
bullets by their influence.
‘The dude'’s controller may
move them home booted
{even if already booted).
“The best way fo win a fight is to
avoid the fight altagether.”
—Dawe Montreal

Shootout: Move one of your
dudes into your posse. That
dude becomes a stud.
“You didn't expect the sheriff to come
alone, rﬁd‘_mh"' —-.',mj' Clover

Cheatin’ Resolution: The
cheatin’ player must boot one
of their dudes. If in a shootout,
that dude gets aced instead.
If you have a legal hand, you
choose the dude to boot or ace.

| Tussnss

Noon: Choose a Private deed you
own, Other players’ dudes there

must move home booted, or
gain 1 bounty each.
“Fred, mext time we need to hole up
.wme;ihfurr. we _\.-.’Ic.-.'rﬂr:'p.roﬁuﬁ.ﬁa make
sure whaever's there ain't worse

than the law,"—Silas Aims

Shootout: Choose a dude in
this shootout. That dude gets
-2 bullets (minimum 0) and
becomes a draw.
Duel at high noont Make it six a.m.
N [ do my killing before breakfast.
|} t 3

Noon: One of your
dudes gets +2 bullets.

"Tbr'y do it to intimidate their enemies,
Since you are taking the herd the lang

ey around to avoid them, it obviously

worked.” —Jon Longitride

Noon: Choose a deed in play.
It becomes Private. If you
own and control that deed,
gain 1 ghost rock for each

dude controlled by another

player at that deed.

Noon Job, Boot: Mark a
dude. If the mark is not
wanted, raise the bounty on
each dude in your posse by 1.
If successtul, ace the mark.
“Going sometubere, Flou? The boss twants
to talk ta you.” —Fred Aims

B Cowpary

Noon: Choose a wanted dude.
That dude gets +3 bullets and
is a stud. If any plaver collects
bounty on that dude this turn,
they gain 4 extra ghost rock.

"They'd never bave put such a bounty on

ary bead if they thought an; w’mfg-':n'

live to claim it,” —Jonab Esex
Lo e e i



Noon: Choose one of your
dudes. Other players cannot
choose or affect that dude

Shootout: Boot your dude
with Shootout abilities

in this posse to send a dude
in the other posse home
booted. Your dude gets —1

Noon: Your dudes may
bullets (mininum Q)

attach goods and spcllis
(as Shoppin’) at any location
and as Shootout plays
“What else have you got under
“Why waste the bullet?”
-—H"E‘??d}’ Cheng

that dress?™ —Panche Castillo

cadline
React: After you take casualties for
losing a round of a shootout, pull.
For each dude you discarded or aced
as a casualty this round with a value
higher than the pull, the winner
takes 1 casualty.
“The more ;‘{u‘r\]’r you Aave shootiig,
the mare r‘wrhrc»)' Towieaine geliing Ait."
§,

Noon: Draw a card

Cheatin’ Resolution:

Noon Job, Boot: Mark a dude
Gain 3 ghost rock.

Your posse must have more

total bullets than the marked

i dude. Raise the bounty of each
-l dude in your posse b*. 1. If

: Br - successful, discard the mark.

reven Wiles ) ' /

“Welcome to the circus!” —Beobo

Ruv 'Ex Down!
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Shootout: Choose a dude.
They must be selected as the
first casualty. If that dude is

Noon: Choose any number of vour
chosen as the shooter, they

dudes, each with a Horse, at one
location. Move them to an adjacent

get =3 bullets (minimum 0)

Pokin’ out your bead is liable
fo get it blown clean off.

Iocation that has an opposing dude
without a Horse. Boot that dude
You may call that dude out

You can run, bud—actually, scratch
that, Your can't run.”

5.~ —Lane Healéy

Noon: A 2-stud Gunslinger £
token enters play at a wanted §
dude’s location. The Gunslinger
calls out that dude, who cannot
refuse. Remove the Gunslinger
token from the game after
the shootout.




Noon: Gain 1 ghost rock.

“Even in these forsaken parts, I jf:m’ i
pays to sock something away for
a rainy day."—Max Baine

Noon: Unboot all your Horses
at one location. Any abilities on
the Horses that have been used
cian hc USL‘d an extra time.
*F don's Ener cwobar .rflrl| re ,,";4’:"?.;; thoie borver
at the Meorgan ramcbei, but ity groen them thé
persistence of Death bmm'!f}, IIr-."a.u the plossient
coats I'oe stver seen.” —Pancho Catills

Noon Job: Mark the town square
(any player may appose the job).
If successful, putra dude or deed
into play from your discard pile,
reducing its cost by 5 ghost rock.
I akoays have work for hardy folk
who don’t ask & bt of questions.”
—lvor Hawley

Noon: Choose a dude. That
dude gets —1 influence while at
any location except home.

A crazed gunman, o wild dog, a
shambling borror—these I can bandle.
Venomous words like these, I stay far

I anvay from."—dbram Grothe

Cheatin’ Resolution:
Discard a spell from your
dude in this posse and pull.
Your draw hand rank equals
the value of your pull (f0 a
maximum rank of 11).

. Unemepaep

\ o

i *':oﬁtoﬁt: Choose a dude. Bﬁot

that dude and their attached
cards. That dude gets -1 bullets
and cannot use their abilities.

Their artached cards lose all traits,

abilities, and bullet bonuses.

1 told you, 1 do my kilfing
before breakfast.

Resolution: Pay 5 ghost
rock to lower a player’s

draw hand by 2 ranks.

Cheatin’ Resolution:
Lower a player’s draw

hand by 2 ranks.

Noon: Choose a deed that
you control but do not own.
Gain ghost rock equal
to its production.

B “Givea dimwit agun and he thinks be's

king of the whole danged world.”
—Philip Soinford

Noon Job: Mark the town square.

If successful, gain 4 ghost rock.
If not, each player with a dude
in the opposing posse
gains 4 ghost rock.

“Mr. Baine, Lane Healey ir doing an t foir

B il femding our thipments. I just wish didhn’t

need the likes of him.” —James Ghetty




Resolution: Discard a
Hex from your dude in
this posse to raise your

draw hand rank by 2.

“Powwer comes not in might,
butin krrmufng howo o
overcome might.” —Jia Mien
o+ eay i

Shootout: Unboot one of
your dudes in this posse.
“It ain't often you get a second chance
fike this. Try not to waste it.”
—fonak Essex

“Pot Bk
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Resolution: Boot your stud
dude in this posse. Your
opponent must ace a dude in
their posse with lower bullets
than your dude’s bullets.

At that kind of range,
you're sure to bit something.

Noen: Boot your dude at
a deed you don't own to take
ghost rock from the owner
up to the production of that
deed. Raise the bounty on
your dude by the amount
of ghost rock taken.

React: After you take
casualties for losing a round
of a shootout, your opponent
takes 1 casualty unless each
dude in their posse has higher
bullets than the highest bullets
among your casualties.

| = @

Noon: Move your dude
from one in-town deed you
own to another in-town deed
you own (without booting).
Make another Noon play.
“Tt's a hoot watehin' the schoolmarm
chasin’ them Jackalope Gang' kids
areund town!” —Presott Utter

Noon: Move your dude to a
deed that you own but
do not control.

“I'm getting sick of these freaks!
Can'’t a man get a moment of peace

Noon: Choose a dude’s
ability that has been used.
That ability can be used
another time.

‘Got anything stronger?”
—Prescott Utter

This card can only be used
for draw hands and pulls.
You choose its suit and value.
Ace the joker after use.

DITH 4438
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Cannot be included in decks.
Remove this token from the
game after this shootout.

This card can only be used
for draw hands and pulls,
You choose its suit and value.
Ace the joker after use.
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