The Ghost
If you are the leader, your dudes £
without Wcapons have -1 bullets. &
Shootout, Boot: Arttach a
non-Unique Weapon from
}’{]Llf ]]and o one (Ji-.\'(?ur
non-token dudes.

A

Tre Toussront Hamt -

Abomination
The Haint has +2 influence
during the Upkeep phase.
“Ever since I first banished him in South
Carolina, be appears at another stop on
my journeys, and I get paid to banish

bim again. Its a nice arrangement

we bave."—Master Shou

/ - 0 > Ll B

| Gasmizn PrioR =

g !?;ie.ssed l]
Increase Gabriel's Blessed skill

checks by the number of your
other dudes at this location.

*Tt doesn't matter if I believe this nonsense, S

L'l make ‘em believe it for me."

If you are the leader, you must
choose your highest grit dude in
your posse as your shooter.

Resolution, Boot: If your posse only §

contains a single dude, and that dude
has at least 1 printed influence,
@ that dude gains Harrowed
__for this shootout round.

o

. e -

tepeat Noon: Pay an opponent ¢

1 ghost rock to move Rock
to town square.

“Each town we stap in, be makes it
a point to have at least one night out
and visit every salsan in town, no
matter o many there are.”
—Taiyari

Discard a deed from your play

hand to put an in-town deed
from your discard pile into your
play hand.

M pleasure doing business with you,
S Mr. Essex. I'll arvange for Mr.
Healey to make the delivery.”

Ace Reporter

Card effects cannot cause cards to

leave your discard pile, and cards in

your discard pile cannot be played.

During Sundown, discard all cards
in your hand.

e e

‘Anizur Morap o

»

‘]--ilessed 1-
React: After Arielle boots to
use an ability on a Miracle,
unboot her.

“May Lokok blessing soothe your wwounds
and Erzulie Freda’s socthe your soul.”

Harlan is a stud while at
a Ranch, _
Shootout: If this shootout is at a
Ranch, Harlan joins your posse i
(moving if necessary).
_"Those faw waomen saved my children.
'j, You'll get no belp from me, Curly.”

aty




Mad Scientist 1
Shootout: Boot Delphi or her
Gadget to make a Mad Scientist
skill check against an opposing
dude’s grit. If successful, choose an
ability printed on that dude. The
. dudc cannot use the ability unnl

“Bayou Vermilion has decper plans than
B the Cowdoys realize. I'm bere to ensure

e ﬁoﬁni: Boot: Mark the 3
town square. If successful, choose 3
" a dude or dced in your discard :

by 2, to a minimum of 1.

& “The Spirits show me what'’s on the horizon, §

and I see darkness. It’s changing
the past as we know it..."

Mad Scientist 0
Noon: Boot Cooper’s Gadget to pull.
If the Gadget is Experimental, make an
additional pull. For each pull, if it is a:
* #,draw a card then discard a card
.y, Cn[)pc:r gains +2 bullets
* &, Cooper gains +1 influence

=+ & boot Cuopr::r

) Hill, Bogie Man has +1 influence. 4

Bogie Man gains a bullet bonus
equal to the highest printed
influence in any Boot Hill.

N “Goodnight and sleep tight...”

Shaman 0
Shootout: Boot Tsintah's Spirit
or a Totem at this location to
make her a stud, If this location
is Holy Ground, or is a deed
adjacent to Holy Ground,
T'*’sinmh gains +1 bullets.

If Vivenie has a Mystical goods,
she is a stud.
Shootout, Boot: Discard one of 3
Vivene's Mystical goods to choose ’
an opposing dude with grit lower &
than that goods'value, Send that
dude home booted. =

¥ ﬂf

" Huckster 1
If Evan Lucas is in your posse,
you gain 1 ghost rock whenever
an opposing dude is aced.
‘Magic, money, mischief, maybem...

_ Evan! Lucas! What have you scamps
done now?" —Nicole Sumner

Kung Fu1
Jackie cannot have non-Melee
Weapons attached. 4
While Jackie is the only dude in yuur"
posse, he has +4 value and is a stud,
“He can't recall bis prast, but he certainly

hasnt forgatien how fo fight!”
—Richard Faulkner




Noon Job, Boot: Mark an opposing
dude. Speaks-with-Buffalo becomes a
stud. When forming draw hands this
shootout, all dudes use their influence

instead of bullets to determine how many
cards cach player draws (but keep their
bullet types). If successful, unboot

Speaks-with-Buffalo, draw 2 cards,

and then discard 2 cards.

e D_.e-p“ty .
Cheatin’ Resolution: Choose up to

I\ three bounty on dudes in the opposing

posse. If your hand is legal, you may
choose up to five bounty. Lower your
oppenent’s hand rank by that amount,
Your opponent may remove the
chosen bounty.

—g & TS
. o

Huckster 1
Shootout: Boot Tomas's Hex
to make a Huckster skill check
against the value of an opposing
Weapon. If successful, discard
*_ both the booted Hex and the

A Weapon.

" Noon, Boot: Send an opposing

dude at this location with more
bounty than influence home

booted. That dude’s owner may

reduce that dude’s bounty to 0.

8 "So, Miss Clover, you say that the Earps i

2

Caves has -1 bullets and -1

® influence for each bounty he has. &

Noon: If Caves is at a Public
location, discard a card to
reduce his bounty by 1.

N T all gotta pfa_f &y the rules.”

Noon Job, Boot: Mark an in-town
location Pere is not at. If successful,
choose an Attire or non-Unique
Weapon in your discard pile and
attach it to one of your dudes, booted

{paying all costs), 1f that dude attached §
2 Weapon and has no bounty,

raise their bounty by 1.

0aN McGrunzr

|

Blessed 0 * Deputy
Joan has =1 bullets for each other
dude in her posse.

Joan cannot flee or be sent home
from a shootout,

Joan's attached cards cannot affect

Froaevo “m Cusain’ o

=i

3, he cannot be changed to a draw.

*The Earp rampage escalated into a showwdotn
with the Cowboys, but the end of that madness =
gave rise fo another far worse.”
—Lacy O'Malley

L Journ Essex ,

[

Experienced 1+ Huckster 2
If your outfit is £, Jonalvs cost is reduced by
the number of different Hexes you control,
Other wanted dudes in Jonah's
posse have +1 bullets.
Noon/Shootout: Discard an opponent’s
attached card ar this location with cost
equal to or less than Jonah's bounty.
Raise the bounty of your dude at
this location by 1.




- React: After Camillus enters piay
during High Noon, one of your

other dudes becomes a stud.

After that z.r’.c.r_'.' I corld use some qu iel.

Be happy to help you develsp those
plates, Ms. Loomis.” f

she has +3 bullets.
While Nicole is wanted, her
influence is reduced to 0.
React: After you win lowball,
reduce Nicole's bounty to 0.

The one with the beari... and the
Sumner temper to maich.

Private * Saloon
Abomination dudes at this
location have +1 bullets and

+1 influence.

“The veil betaween worlds is weak there.
You may encounte rip:'rr'rs mich j'a:drr 2

"QUATERMAN PRIME

”‘f

‘Harrowed » Gadget 6+ Mystical

| QUATERMAN PRIME must be invented, and

enters play at the Mad Scientist’s location.
QUATERMAN PRIME's bullets cannot be
maodified except by his attached goods. Cards
cannot boot or move QUATERMAN PRIME.,
Each time a player reveals a cheatin’hand in’
QUATERMAN PRIME'S shootout, thay 8
player takes an additional casualty.

Resolution, Boot: If your hand is
legal, boot your dude at this deed
to prevent all casualties this round. 2
Dudes cannot flee this round. In
the next round of the shootout,
oubIe the number of casualties__8

inflicted.

Private
Controller Noon, Boot: Reveal
the top card of an opponent’s deck,
If thart card has the same value or
suit as the top card of the chosen
player’s discard pile, gain 1 ghost
rock. If a joker is revealed, ace
N it and reveal the next card. ‘-'l

(M, 15

. Wivoxa Remv-BReaxir:

 Shaman 0
Shootout, Pay 1 Ghost Rock,
Boot: Discard an opposing
Sidekick.

I saw that sickly outlazw ride bis pale horse

L into the Badlands, follewed by his posse.

Holy Ground

React, Boot: After victory is
‘checked during Sundown, move
your dude to town square.

“The Hapi of this area are unsure how far its 8
\depths extend, and believe a kaching gy
may bave built it."—Tawedi L]

| xn s Bmm

Publu: . Out ofTown
‘The player who controls Jonah's
Retreat collects its production.
“This will suit the Alliance’s needs nicely,
and give me a safe perch to recuperate if

this affliction gives me trouble.”
—fonak Essex

L o
o

5



£ Scasrreuy Haus

When forming draw hands

during shootouts at this location,

all dudes use their influence instead i

of bullets to determine how many
cards each player draws (but ﬂwp '
their bullet type). -

,. P Horc Gadgerd
: Iflron Mole is at an Out of Town deed
8 increase that deed’s production by 1.

Noon, Boot: Move this dude to an
Out of Town deed.

Shootout, Boot: If this dude is at an

< s LT

. .'ean Melee
React: After a Hymn is

successfully cast at this location, #

this dude gains +1 influence.
Noon, Boot: Discard this card

to give an opposing dude at

. this location -2 bullets.

(Bue Lioemy %

; 'Weapon »
'T]'us dude is a stud.
Repeat Shootout: Boot this
dude’s Hex. This dude gets +1
bullets or +1 Huckster skill.

“Tni the end, not even Zeb's blue lghtnin' could 3

save bim from an untimely death.”
——P.r:p} Marias

Wpon . 5 -
Shootout, Boot: This dude

against an opposing dude’s value.
If successful, discard this card and
make that dude a draw.
A new sway fo tangle with the lavw,

Shootout Hex 7, Boot: Reduce

an opposing dude’s bullets by this d

dude’s influence. If that dude has

0 bullets, this dude gets +1 bullets,

“I'm sorry, were you expecting a gunfight?"

& makes 2 Mad Scientist skill check

:E‘

o Maovou Roovns %

" Shootout: This dude get'i +1 :
bullets. If you reveal a legal draw £§8
hand this round, hand ranks and §

» casualties can only be modified by

traits and Cheatin’ Resolutions.
Discard this card.

“Eat lead, ya varmint!

If Seratch is discarded from play,
discard a card to draw a card.
Noon/Shootout, Boot: Move
Scratch to another of your dudes
at an adjacent location.

till has 9 lives, unlike ber owners. =

Noon Hex X, Boot: X is the grit =4
of an unbooted dude at this or an &

b adjacent location. At Sundown, 4%
that dude does not unboot unless £




Noon/Shootout Hex 6, Boot: Boot a

. spell attached to a dude at this location. 2}

-~ If this is a shootout, the spell must be in
the opposing posse.
Noon Hex 6, Boot: Choose a dude
at this location. Until after Sundown,
that dude’s influence is set to 1
and cannot be modified).

Shootout Spirit 8, Boot: Ace a card
from your hand. An Ancestor Spirit
enters play at this location and joins
your posse.
Cheatin' Resolution Spirit 6, Boot:
n Ancestor Spirit enters play at this
location and joins your posse.

L 'Tr" 3 - ]
Condition

During shootouts at this location, the
losing posse takes an additonal casualty.
. Each player gains the ability: “Noon Job:

Mark the town square. If successful, discard §
anumber of attached Tumblebleeds! equal

to the number of dudes in your posse.”

Miracle * Hymn
Shootout Miracle 8, Boot: After
choosing your shooter this round,
up to four dudes in your Boot Hill

contribute bullets to your draw and

stud bonus fas back-up dudes). Your

. dudes cannot flee the shootout
this round.

Noon Spirit 8, Boot: Move all
of your unbooted dudes at this
location to another location.
“Black Elk gﬂfd{d s .‘&m.’.‘g& the Hunting

L Grounds, bringing us straight to the kivas

CTarny' Covn

y

Shootout: Give one of your

~ dudes -1 bullets. Thar dude cannot
\ be chosen as a casualty this round §
_ unless you lose this shootout round §

by 3 or more ranks.

R “There’s no escape, Clanton! We're takin' the §

 ranch now. Throw up your sashes!”
] —Hj'a!.f Eﬂ'rp

Miracle
React Miracle 6: After another

Miracle boots your dude, unboot

that dude.

Shootout Miracle 7, Boot:
Boot this dude to boot an
opposing card.

Shootout: Boot your dude to
choose a number of opposing
dudes up to your dude’s bullet &

rating. Each chosen dude with 0 28
Ig:uintn:d bullets becomes a draw. &
ach chosen dude gets -1 bullets. &

“Dor, I swear that was more than

‘Shootout: One of your dudes joins 4
~ your posse {; mownﬁ if necessary). If 8

that dude has a Sidekick, you may ¢
make another shootout play with %
one of that dude’s attached cards.
A wislent ending was unavoidable. Uit ler
Gomorra know of their passing.”

—Sgt, Elijak Clay




TRONTIER XEUD

* " Noon: Move your unbooted
in-town dude to town square and

. boot them. Your opponent must
either give that dude 1 permanent

control point, or move one of their §
Jin-town dudes to town square and
out that dude. No other dudes 3

may join this shootout.

Serzive 1he Peant or Dear

Cheatin' Resolution Technique:
Draw a card. You may send a dude at
this location home boored. If this is a
shootout, reduce your casualties by 1

' and increase your opponent’s casualties.

by 1. If your hand is legal, this dude
o gets +1 bullets and +1 influence
until Sundown.




