Repeat React: After you draw a
draw hand, if you have less ghost
rock than all other players,

an - 3
draw an additional card into your

draw hand and then discard a
ard. You can only use this ability

Transient * Abomination

React: After Xiang enters play, gain ghost &

rock equal to the production at Xiang’s
Iocation. Ifit is a deed you do not own or
your home, reduce that card’s production

to 0 until after the next Upkeep phase.

“Well, at lost they wopped
wsing her as a hat rack.”
—He Fang

* If you are a ¥ player, Zachary
has a bullet bonus equal to
the highest influence among
vour dudes at his location
(including himself).
= “Show some respect, marn.
1“’:}- Don't you know whe this is2”
. 1 TelE o

-

‘While your dudes are ata
deed with a Totem, they
have +1 influence.

Noon, Boot: Boot a Totem you
control to move one of your
d  dudes to its location.

Blessed 0 * Kung Fu 0
Noon, Boot: Play a non-Gadget
Abominatien from your hand at
B this location, reducing its cost by 2.

“You never know twhere fife witl lead you.
Death, at least, should take you home."

hﬁuminﬁtion
While all of your dudes in

play are Abominations,
Karl has +3 influence.

“Na chance of the inmates running this

Pﬁrﬁmﬁrr asylum.”

—Twar Flau Iffy

Reduce the cost of the first Horse
you play each turn by 1 ghost rock.
React, Boot: After you complere a

Noon or Shootout ability that moved
one uf}'uur dudes, draw a card and
discard a card. Make another play or

oy PSS |fmu are notina shourour.

o o
Shaman 2
Once per turn, Kabeda can use
a Noon ability on an unbooted
Totem in an adjacent location.
“When Ifirst arrived, I was cverwhelmed
rﬁ_gl HA\\' Tfrilrruf rp.rffa'!'ﬂ arnid .'fprr:_g' .I'IJ{'!'x'.
?’5(”. fl’ﬂ‘"ﬂ'h{l_r'l' saw {:”OJL'OI Td. .

While Erik has a Mystical goods, he
has +1 influence.
While Erik has a Melee Weapon, he
is astud.

Mosex stood on the Red Sea shore, =
He wias battin’ af the waves with a towo-by-four =
Well if T conld I surely soonid,
Stand on the rock where Meses stead.”
Aoz X




Whl]e Bmm is unboo{td and has
no cards attached, he cannot be
called out in the town square.

React: Before raking casualties,
discard Brian to reduce your
casualtics by Brian’s influence.
I Fr acting like Fim ot imipressed,
it’s only because I'm not impressed,
New back up and let me werd ™

React, Boot: At the start of the game,

y E
look at your opponent’s hand. Place

your non=Crifter dudes on top of your

deck and return their cost to vour stash.

Search your deck for up to the same
number of dudes to add to your
starting gang, following the
standard setup rules,

Gadget * Difficulty 5
Adter this Gadget is successfully

the Mad Scientist that invented it.
After this Gadget is discarded from

pl;l)', its owner draws a card.

EXour wani fo beep warking dere? Invent sometbing

Whﬂe Buford isata S:ﬂoon or
Casino, reduce his upkeep and

the production of the deed by 1.

Umm... 1 think you're in his seat.”
—U;ﬁl:se: Marks

Private
“This deed is not adjacent
to the town square.
This deed has +1 production for each
adjacent location.

‘Moz, Jeu .-.g:.-rJf&au" Jike woe're
soniall fish i @ peally big pond *°

Mystical * Weapon * Melee
If there is an unbooted non-Melee
Weapon in the opposing posse, this
goods provides no bullet bonus.

This dude has +1 bullets and +1 to their

skills for each Tlaloc’s Furies you control.

“The spiries were clear:
Whateley gets these ar we alf die.”
— Thrae-Eyed Hiwk

. 'tthccnliofrhc turn, or |FDnns isever

at home, she loses all control points.
‘Whenever Doris moves to an in-town =}
deed without booting, she gains a
control point, to a maximum of 3.
"That womar is everywhere.
She's a rrwe saine,”
—Abram Grothe

I!msmu: Pumrmn

PR g~ S T

Private * Non-Unique
Experimental ¢ Gadget * Difficulty 8
At the start of Sundown {before wictory
is checked), the controller pu]l.\'. If the
pull is a club, each dude here gets
=1 influence until the end of the turn
and does not unboot this Sundown,
then discard this deed.

Mystical = .Weapon « Melee

Cheatin’ Resolution, Boot: If your
hand is illegal, you must boot this
dude 1o use this ablllw. Your opponent
boots or discards 2 dude in their posse,
then boots or discards a dude in their
posse. Non-wanted dudes cannot
be chosen if there are wanted
dudes that can be chosen.




” 'u : G"t Dilﬂic;lty

Repeat Shootout, pay
1 ghost rock: This dude joins
your posse (moving if necessary).
Shootout, Boot: Send
this dude home booted.

“Wheereeecesee!™

—Zoc Halbrook =

" React: After an opponent
declares the use of a Shootout
or non-Cheatin' Resolution
ability, boot a Gadget on a
dude in your posse. Waive
all costs of the ability, and
B\ that ability has no effect.

oon: Boot your Grifter and

 increase their bounty by 1 to gain 2

» ghost rock. Boot an opposing card
k- in the Grifter’s location.

WL you're not lucky,
and you aren's skilled.
But you are very generons.”
—Gina Tatlfeathers

P Techniqic * Tao of the Jade Rabbic 1

Shootout Tao Technique: Choose
an opposing dude. Make that dude a

_ draw and this dude a stud, Those dudes

cannot leave this shootout, If played as a &

-~ comba, the opposing dude boots all their |
trached cards and must be chosen as the

first casualty this round.

2 (only one beadline
nuay e played per shootous)
Shootout: Each time a player reveals
an illegal draw hand, that player takes
two extra casualties that round. You
may pay 2 ghost rock to place this
card back into your hand.

Teame for Skoane. .. Who are you?”
—Marie Crane




