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'oon, Boot: Choose your dude &
'_ with a Miracle, and shuffle a card 853

your discard pile into your deck.
‘That dude moves to the town
square, unboots, and gets
+1 influence,

youinventa Gadget

Weapon or Gadlgct dude, give 1 bounty 5>
L toan opposm% dude with influence less &

than the t’s printed cost.

Noon, Boot: Boot your Gadget that
is notat your home and remove
1 bounty from an opposmg dude.

Hmlingcr

I you are the leader and do not have £
= a spcllmstcr in your posse, your posse

has a -2 stud penalty.
Shootout, Boot: Give your dude a
bullet bonus equal to the spellcaster
skill rating of a dude in this shootout.
=8 Thar dude has a maximum

bullet rating of 4.

- = -l s

Noou]ob,ﬂoor: Mark an in-town |
deed with less than 2 control points.

- Your posse must have 3 or more bullers, 58

If successful, the mark permanently
gains +1 control points. Funoppl)scd,
you may attach a Totem from your
discard pile to the mark even if you
don't control it or have a
Shaman there.

’J%-" Suir Hol Taane 510

I

~ Noon, Boot: Boot your
Gadget goods to discard a card
and then draw a card. If that
Gadget is at a location you
control but do not own, that
Gadget gains a control point

Abormnauon
Shootout: Pay an opposing
dude’s controller that dude’s
upkeep. Boot that dude and

give them -1 bullets.

- "Never thought Id meet someane wha could

stomach Hamsbanks' cooking.”
—He Fang

deduce th'é cost of the first Mystical
card you play each turn by 1.

i Noon, Boot: Boot your Mystical card

» at a deed. Gain 1 ghost rock, and you
may reduce the deed's control points &
and production to 0 until after the

Noon, Boot: Boot your dude ata
"j‘lon—horne location. 'Ihat dude bcccmes:

- to control dceds, and gains 2 bounry, to ¢ '-
» a maximum of 4 bounty. You may boot &
your Hex (a¢ any focation) to remove all 5

traits, abilities, and bonuses from an
attachment at that dude’s
location.

B ORGTR)

" KungFu1l
While Sue is at a Saloon deed,
that deed has +1 control points.

Tl drink to Xui Yin's memary, fust
as soon as 've finished living up to
her memary by kickin' your butts!”




Bluscd 1
Resolutmn, Boot: Choose a dude

in your posse and pay the opposing 2
player ghost rock equal to that dude’s §2%

influence. Your opponent chooses a
dude in their posse. Both dudes

‘Blessed 0
Noon: If Diamond is at a deed
you do not own, pay the owner
1 ghost rock. You may send one
of your dudes at the deed home.
Move Diamond to another

Noon: Boot your Abomination
dude at this or an adjacent deed.

1 ghost rock, if able.
“The Feny Shui of this place is all
Wrong. Thats what's rJ'f.I'J'tI’.I‘.I’J:Hg

cannot be chosen as casualties

this shootout round. i n - &y b e
location. b your evil spirits.

" Blessed 0« 2 ination -.'. ' oonfShootout' Muvear:on—Spm'

b Sidekick from your dude at this or an

React: When Petrovic would i
adjacent locanon to anothcr of '.our

be discarded or aced during a

shootout, the opposing player

must pay you ghost rock equal
to his influence, if able.

“My faith gives me the strength to
resist...miast lemplations. 4

T too bave fought against the infected.
1 fook farward fo hearing more of : 5 of both posses by
your stories, Miss Cheng.” : = Kung Fu rating.

~ Experienced 1+ Shaman 3

Sidekick to give your dude If Black Elk is at a deed, he uses
with a Sidekick +1 bullets. his Shaman skill rating to check
“The Navajo fight against the evil decp control ﬂ-fr}_w deed instead of his
in the Petrified Forest, and it is kinto influence.
what you face bff_f- We wwill help you I would not bave wished your fate

' hunt this threat.” : == pon anyene, Matilda, but you are
mi! ﬂmfﬁ! i this woerld.”

. his location. When forming shootout
hands this shootout, all dudes use
their influence instead of bullets to

determine how many cards each
player draws (but keep their bullet type). 8
"He's such a blowhard, even the winds |

have trouble matching him!"
—Laughing Crow

: "Soou, oot: Boot Klaﬂ’s-




- Shootout: Choose an opposing
dude. The Faceless One gets a buller &
bonus equal to that dude’s bullets, ¥
to a maximum bonus of 4. If that
dude has grit of 11 or higher, that
dude has a maximum bullet
rating of 4. ,

o

Misor A}

ason e non-Melee
" Weapons attached.
g Noon Job, Boot: Mark the opposing dude with '_"-;
5 the highest grit of 11 or higher (you chosse in =
case of a fie). No other dudes can join your
posse. If successful, ace the mark.
Repeat Shootout: If an opposing dude with
the highest grit is in the opposing posse,
Mason gains the Abomination keyword
My and becomes a stud. You can use this i€
ability ence per shootout.

Dty ” Hartowed |

After each Shootout play (inchding §

if the opposing posse has greater

total bounty than rotal bullets, Elijah &
_becomes a stud and has a minimum: 8

Lorewa Comperr

Shootout: Choose an opposing
dude. That dude is considered to
have a minimum grit of 11 for your
card effects. You may boot Lorena’s
Mystical goods to boot that dude.

"My feathered friends have told me
of your nightmares, Miss Cheng.” §

. React: After a wanted dude who is 2 .

not at home accepts a callout from §
Enrique, other dudes cannot join  £8
the mark’s posse until after posses
are formed.
. “He’s got a bullet saved for Deputy
Delorre’s hilfer."—Lucy Clover

| If your outfit is @, reduce Wyart's cost by 2 8

for each of your @ dudes in Boor Hill.

While Wiart is in your posse, your shooter
gets +2 bulles if the opposing shooter's
bounty is greater than their bullets.
Cheatin’ Resolution: Ace the
opposing shooter or a wanted
ude in the opposing possc. 3

AuNTiE SINISTER

Huckster 0
While Auntie Sinister has a Mystical
goods and is in a posse, she gets a bonus to &

React: After Auntie Sinister passes a
Huckster skill check by 6 or more during
a shootout, she gains +2 bullets.

T want let you dewn, Marias,”

1 |1
Biessed 0 Deputy T

to Endicott, choose an opposing ;
dude with influence lower than
‘the number of Miracles attached i
Endicott and raise that dude’s &

You don't think the world has changed? S5
o should see the critter bides he has for 8
sale these days. Chupacabra, serpents the §
§ize :?f:m‘ﬂ. VI'JL'J'('"IL‘U_;I: catamannt! And
that's just what be has on display in
public.”
—"Handsome" Dan Deeds



Mad Scientist 1
. Noon: Boot Roberto’s Experimental &
Gadget at your in-town deed with 1
control point and pull twice. If one
pull was red, give this deed a control
point. If both pulls are red, that
control point is permanent.

“Science has come to Tombstone!”

“Noon: Dlscar{i a card t0 glvc your i
dude at this location +1 bullets. If

. you discarded an action card with a

Shootout or Job ability, that dude

gets +1 influence. If that dude is
not wanted, you may give that

dude 1 bounty.
N “For better or worse, you sure make

_ my bload bail, Dac.”

" Harrowed

- After you reveal a higher hand rank than <

the opposing posse during a shootout,
give one of your dudes 1 bounty.
React, Boot: After you win a shootout
round with Bill in your posse, if your
§ posse has more total bounty than the
= opposing posse, the opposing
posse takes 2 extra casualties,

Mad Scientist 1
Shootout: Boot Adelaide’s Gadget
to give an opposing dude -1 bullets.

If that Gadget is Experimental, give

your dude +1 bullets.

BN “'ve already starfed putting the gadgets

Boldman left bebind to good use.
Just look at this!®

ifjohndylis wanted and the oniy
dude in your posse, only shooters
contribute to draw hand bonuses.

or affected b\' their oppanent s React :

Shootout, or non-Cheatin’
Resolution abilities.

P *While Byron has 2 Gadget

Weapon, he gets +1 influence.

React: Before Byron is aced as a

casualty, by a Shootout ability, or by}

a non-Cheatin' Resolution ability,
discard another of your dudes in
s your posse to prevent Byron

from bezng accd

b while Violet is attcmptnfg
t

Mad Scientist 3
If your outfit is ¥; reduce
Gregory’s cost by the number
of Gadgets you control.
Shootout: Boot your Gadget to
send an opposing dude without

- Shootout: Choose an opposing dude 252
& with bullets less than Violet” 5 bounty &

Violet's Hex and pull. If the pul is
greater than that dude’s value, ace
that dude.

“Find Morgan Lash, at any cost.”

Deputy 3
If there is a wanted dude in the opposing
posse, you may play Carter from your
hand ﬁ!.lr‘&.}'.o.r.lr'znam') as a Shootout play,
paying his cost,
Noon: Move Carter to the location
of a wanted dude with the highest
bounty (you chasse in caseaf a tic).




" Experienced 1+ Huckster 1
Valeria can invent Mystical Gadgets using §
1 her Huckster skill.

While Valeria is in a shootout, hand ranks §
cannot be modified by Shootout, React, or 8
non-Cheatin’ Resolution abilities. 1

Noon: Boot your dude and give

Controller Shootout, Boot:
Boot an opposing card.

“Over forty different kinds of tea, but not a 3

single drap of figuor? Idon's get it.”
— Ulysses Marks

Public
Controller Noon, Boot: Shuffle
a card in your discard pile into
your deck. Discard the top card

of your deck.

“Phincas continues to provide us a front

o for supplics. Extend the same to the

,{%} | Taoilight Legion.™ —Byron Decker ‘.2

T

“a card from your hand into your
deck. Discard the top card of
your deck.

. 10¢ finest cut for locals and their furry 28
BN friends alike!"—Taiyari *

+ Bieo Cacz Tararer

el

Controller Noon Job, Boot: Mark 1

an opposing dude with 1 or more
‘control points. If successful, remove
all control points from the mark
and this deed gains a permanent +1
. control points and permanent
; +1 production.

£ A Huckster can invent this Gadget using I:-;'

their Huckster skill.
. Shootout, Boot: Boot this dude to send
- an opposing dude with value less than
your posse’s total bullets home booted.
If that dude’s value is less than your
posse’s total bullets by 4 or more, you
N may ace your Abomination dude

to ace that dude.

Controller React, Pay 1 Ghost
Rock, Boot: Before discarding

. your lowball draw hand, discard a 3

card from your play hand. Take a

dude card from your lowball draw &

hand and put them into your
play hand,

*Public* Government

- Controller Noon Job, Boot: Mark the
* town square. Your posse must have 4 or £

more bullets. If successful, you may pa
ghost rock equal to an opposing dude’s §|
influence to boot all cards attached to &
that dude and move that dude to _
B town square booted. f

Shootout, Boot: If this dude has 1 or

more bullets, discard a token dude ora

Sidekick with cost equal to or less than
this dude’s bullets.

Shootout, Boot: An opposing dude
with 0 influence does not contribute
to draw hand bonuses unless
they are the shooter.

=4




Shootout, Boot: Choose an opposing dndc. -

at this or an adjacent location not in the
shootout. That dude’s controller may have

that dude join their posse. If that dude does 338

not join, this dude gains a permanent
control point. If this dude has higher grit
than that dude and they do not join, that
. dude gets -1 influence while not
_at home until after Sundown.

L AV

e
——

. Cheatin’ Resolution Miracle 6, @

Boot: Gain 1 ghost rock.

Shootout Miracle 8, Boot: Boor =

your dude to make them a stud.
If that dude is discarded or
\ aced, gain 1 ghost rock.
Ty O G i g

Shootout Technique: This dude gets +1 &

& Kung Fu and joins your posse. If this dude
has a Kung Fu rating grearer than or equal 3
to the bullet rating of an opposing dude, S
reveal the top 5 cands of your deck and you §

may add a non-Tao Technique to your
= hand from those cards. Discard all
other revealed cards,

Cheatin’ Resolution Spirit 5,
Boot: Send the opposing
shooter home booted.

Shootout Spirit 6, Boot: Give
an opposing dude -1 bullets.
If successtul by 6 or more,
boot that dude.

Shootout Hex 9, Boot: Choose an

opposing dude. Your posse gets a +1
draw hand bonus of that dude’s bullet

type while that dude is in the shootout. 518

that dude is aced or discarded during
this shootout, give this dude a
permancnt +1 influence.

-
"Noon: Send your dude home
booted.
Shootout: Give your dude
+1 bullets and an opposing
dude -1 bullets.

“Dive for cover, lead's a-flyin’l"
—lke Clanton

Noon Miracle 5, Boot: Pay another
player 1 ghost rock to send your dude
at this or an adjacent location home.
If you have less ghost rock than that
player, unboot that dude.
MNoon Miracle 5, Boot: |’:|}' another
player 2 ghost rock to send that
p!:t{vcr s dude at this or an
adjacent location home.

b R
Spirit* Sidekick
Resolution Spirit 10, Boot: If your

hand is legal, the opposing player can
have a second Cheatin’ Resolution played
against them. The opposing player may
cancel this effect by sending one of their £
dudes home booted and giving one of

= your deeds a permanent control

| point (oppancnt chaoses deed).

i i e L o
oon: Boot your stud in town
 square to move an opposing dude £

to town square. If that dude has 38

more control points than your
stud, boot the opposing dude;
otherwise, unboot the opposing
= dude. Your stud calls out
that dude.




e

Shootout: All shooters have +2

| bullets while in a posse with a skilled

- dude. Your skilled dude joins your
posse (moving if necessary).
Agents and Texas Rangers both have
put aside their differences to ensure
" Bumanitys suroroal,”
~Eljah Clay

A_h__' e 1 ¥ e
~ Ifitisagoods ors

abilities, traits, and bonuses.
React: After posses are formed,

if your posse has more total bullets 2

 than the opposing posse, Shootout  §

plays cannot cause dudes to join
A posses or cause dudes to
_leave the shootout.




