When aced to cover casualties
in a shootout, reduce the
remaining casualties
you must cover by 2.
“He's foo s.i';ﬁbiﬂ’ 1o be controlled, but -
lé;:.mn e aimed.”—Ivor Hawley ! 0

Mad Scientist 1
Each time a player reveals an
illegal draw hand and you do not,
Drew may immediately attempt
to invent a Gadget without
booting (other requirements of

Noon Job, Boot: Allic leads a job
that marks an opposing dude. If
successful, the mark’s controller

must give vou ghost rock equal ro

the mark’s influence. If the player
cannot or (I()CS not, (HSCHTII the n'l;ll'k_

"Gilad that'’s ewer. The good girl act
s gerzin’ ol fust.”

(Swumg Tow &

Abomination * Huckster 4
Tom can only move to your

home or to a location that has
another Fourth Ring dude.

“Thamas has gore off wandering again!" 3

Kewin Wainwright

‘Mad Scientist 1
Shootout Boot: Arden makes a
mad scientist skill check against an
opposing dude’s grit. If successful,
send chat dude home booted.

If successful by 6 or more, ace
the dude. If the pull is a
spade or a joker, Arden

. suffers the same fate.

M Cuewons

-

Whenever Milt’s bou nty
increases, gain 1 ghost rock.
"He talks tough, but one af these days

e might sed hory the caf fumps.”
—Puncho Castillo

DHILIP SWINFORD
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Experienced 1 * Deputy
Each time an opposing player
reveals an illegal draw hand
and you do not, you may draw
a card to discard a card.

“Dave, if you won't act against
these i’ougrfrfarj_. F=oifl™

React: After Arvid
enters play, make a
tradin’ Noon play.
“Something abowut
watching him work
makes even me angry. 3

Max Batne

Jake has +2 influence during
the Sundown phase.
“WNow, yorc're all probably wondering

w]}:re_pw.*r mvestments went.
Well, it’s a funny storp. "




e S G e
on-Unique = Gadget » Difficulty 5
Quaterman must be invented by a
Mad Scientist like any other gadger.
It enters play at the Mad Scientist’s

location (Bus does not attach).

Quarerman’s bullets cannot
be modified except by attached
goods. Cards cannot move or
hoot QuaTesman.

i WA

Huma l'nomﬂols
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Controller Noon, Boot:
Boot your dude without a
control point at this location.
Raise their bounty by 2. They
permanently get 1 control point.

"H',r';‘r. g r:'f'- wnd for Sloerne’s f;.r-r.;;,
Dave. Weneed ro shat them dewn.”

This dude has Huckster: ().

If this eard leaves this dude,
discard all Hexes from this dude.
Tts former sioner o presurned dead.

I 2wl serve me well”™

I:'br HI‘JJ:J-

Noon, Boot: If Angela is at
a deed you do not own,
gain 2 ghost rock.
“Bottom fine isshe’s a mercenary. Bus
hek Pm!‘ﬁ{f{ng the foww H._rﬁfl' fmm
Sioane, and I can respect that."
—Abram Grothe

Noon: Reduce a wanted dude’s
bounty to 0. Discard this card.

Noon, Pay 1 Ghost Rock:
Raise the bounty on a dude
by 2. Acc this card.

“Wihat more do you meed, Davel!"
—Philip Swinfard

Noon Hex X, Boot: X is the
grit of a dude at this location.

Take control of the dude until

after the Sundown phase.

Private * Government

Controller Noon, Boot:
Raise or lower the influence
of a dude at this or an
adjacent location by 1.

“Honestly, it'’s just a chair. .. though

(-ndgel L] I'Jlﬂ'll:llhyf-}

Aftrer this gadger is invented,
arrach it 1o a deed thar you control.

Repear Controller Noon, Pay 1 Ghaost
Rock: Choose your dude at this location

and pull. If the pull is a club, discard the

ude. Otherwise, move your dude to
| another location (wethant booting ).

Noon Hex 5: If successtul,
mark the town square for a joh.
If the job succeeds, immediately
play an Abomination from your
hand reducing its cost by 6 ghost

rock (paying all ather mn‘s_} The
Abomination permanently
. gets 1 control point.




Noon: Boot your Horse to
send a dude without a Horse
at this location home booted.
“IF’s vare for Healey and I ts be on the

_same side, but I hope be qutches those
warmints.” —Dave Mantreal

" React: After your call-out is

accepted, the mark must form
their posse before you form

.~ yours. The mark gets -2 bullets

(until the end of the shootout).

“You coroards!”

Lu.

Noon Job, Boot: Mark the
. town square. Each other player
- may unboot a dude in town. If 3
successful, each other player must 3
ace one of their dudes in town. =8

“In the end, the sheriff being there didn't
aalier m:.-c& af alfl: '—f;nui_- Eugx




