Your Abomination dudes get +1 %
influence while in the town square. 8

Noon, Boot: Boot your
Abomination in the town
square to gain 1 ghost rock.
Boot an opposing dude
in the town square.

Your dudes with 4 or more bounty
are worth +1 control point.

Noon Job: Boot this card (nor the job's 3

leader) to mark the town square, If

successful and your leader is still in the®

posse, give them 2 bount y then gain
ghost rock equal to their bullet
rating, to a maximumof 4.

Experienced 1 * Huckster 1
Shootout: Boot a Hex or
Mystical goods attached to
Micah to give an opposing
dude =3 value.

Surprise.”

. THE Amsenai

Noon, Repeat: Boot a
Gadget or spell attached to
your dude to have them call
out an unbooted or wanted
dude (at your dude’s location).

Abomination * Non-Unique

Shootout, Boot: One
opposing dude gets
~1 bullets and -1 value.

“The key is to dearn fram your mistakes. 4

Flapefully, you're learning a ot
today!" —Leon Cavallo

i 1;essed2
Noon, Boot: Perry makes a

Blessed skill check of difficulty 9

If successful, unboot Perry and
a Law Dog at this or an
adjacent location.

“Lift your soul, Kft your feet,
. and take a zoalk with e

React, Boot: Before pulling

for a skill check, increase the
difficulty by 2. If successful,
gain one ghost rock, and
unboot the dude if they
booted to use the skill
or ability.
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H uckstcr 1

Valeria can invent Mystical
Gadgets using her Huckster
skill (as if it were Mad Scientist).

“Knowledge can enlighten even the
darkest soul. I hope.”
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Mad Scientist 0
Zoe can only invent

Weapon Gad'get cards.

Zoe gets a bonus to her Mad
Scientist skill equal to the
number of Deputies
at her location.



Abram cannot use his ability
in the first round of a shootout.

Shootout: Abram gets +1 bullets.
Boot all Weapons in the opposing

posse and reduce their
bullet bonuses to 0.

Experienced 1

Mad Scientist 2
Noon, Boot: Play a Ranch
or Out of Town deed (as
Shoppin’), or invent a Gadget.
Reduce the cost by William’s
Mad Scientist skill. :

“You ain? seen nothin yer!”

N

- Grifter (You may only have one Grifler

1 your starting passe.)

Mad Scientist 0
While Jen has a Horse,
she gets +1 influence.

While Jen has a Gadget,
she gets +2 bullets.

Td like to see you mount these
.. gunsona ‘real borse,”

+ Mania Kivcsroro

pat A

*Hucksrer 0

Add Maria’s bounty to each
Huckster skill check she

makes while in a shootout.

. Noon: Boot Lane’s IHorse to choose ¥
an opposing dude at an adjacent deed.§
Boot that dude. Lane moves to that
& deed and calls out the chosen dude.

React, Boot: At the start of the
game, discard five cards from your
deck. You may place one of those
cards in your hand. Tf that card “No mare creeping in the shadosos.
“Wice haul, bandis. Splir it woith mie, wis an action card that starts No more illusions. 1t’s time
and I riever saws you.” iy} j a job, unboor The Fixer, il § 3 to take a stand.”

8 [Sisas Lus O

Noon: Move one bounty
from one of your dudes to
another of your dudes.
i/ ‘iufa n Bluckwood's defense fqﬂg
encugh for you to mount an sffense,
Stzane. This is a fipht that can't be
awon, but I can drawe a trial out
indefinitely if I meed to.”

L. )] .2

Uttion * Blessed 0
Shootout: Boot a Miracle
on Sister Lois to give a dude

in your posse +1 bullets
and +3 value.

“Come inﬁm:ﬁ to the ford”

Confederate * Blessed 2
Noon: Boot a Miracle
attached to Félix to look at
the top card of your deck.

“Vasmonas con Digs.”




Huckster 3
‘While your dudes are at in-town deeds, _':;
they gain the ability: “Noon, Boot:
If this dude has 1 or more influence,
give Nicodemus a control point.”
At the end of Sundown, or if he is
ever at home, Nicodemus loses
all his control points.

s ]

87, AntroNy's Crape

AR — [

Abominations at this
location ger —1 bullets.

‘The controller’s dudes get +1 to their
skill ratings while at this deed.
“God grant our request if it be
[ar the good of our seuls.”

=
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ystical = Horse * Gadget = Difficulty

React, Boot: When forming or joining
a posse, this dude and unboored

Abominations at this dude’s location do

not have to-boot to join the posse {#his

does mot allzw a booted dude to join a posse).

ootout, Boot: Play an Abomination
from your hand into your posse

aying afl costs),

Private
After a player plays a non-
Gadget goods, this deed’s
controller gains 1 ghost rock.

“No, [ don't have wohat Jou woant.
But I bae just wihat you need.”
—Pettipret

LTz Waatoiey Estate

R

Dudes not controlled by this deed’s
owner boot after moving here.
Controller Noon, Boot: Move

a nen-dude card from your
Boot Hill to your discard pile.

il never dies,

This dude is a stud. This card
cannot be traded, and is not
affected by other players’
card effects.

cat srience demandy great sacrifice.”
—Piof Enstace True

Private * Government

Comes into play boored.

B Controller Noen, Boot: Choose another 2

player’s dude. The dude’s owner cither
pays the dude’s upkeep or discards that
dude. Reduce the dude's upkeep 10 0
until after the next Upkeep phase.
o therss ainly one rure thing in fife”
— Az fime

While in the town square,
this dude gets a bonus to their
influence equal to their bounty.

“Before, their fear made them hunt me.
- Noqw, fd‘:r'f:"ﬁ'ﬂ rmakes them run.”

—Maria Kingsford

If there is an unbooted non-Melee
Weapon in the opposing posse, this
goods provides no bullet bomus.
Shootout, Boot: If this dudc is Blessed,
' they cannot be a casualty in the next roun
of the shootout (hey are not protected this
round). If vou win this round, the
er rakes 1 additional casualoy.



Shootout Hex 4, Boot: 'This Hucksters bullet
ity pe becomes that of an opposing dude. 1 this =i

& Huckster has a lower bullet rating, theygeta
bullet bonus equal to the difference In ratings.

Shootout Hex 6, Boot: An opposing dude’
bullet type becomes that of this 1 luckster.
1£ this Huckster has a lower bullet rating,
that dude suifers a bullet penalty
_equ-.ll 1o the difference in mr.'m_‘gn_

1 Shootout Miracle 9, Boot: Boot

~ this Blessed to search your deck 1

and/or discard pile for an action &
card, reveal it, and place it in
our hand. Discard this spell.

Miracle

-~ Noon Miracle 10, Boot: Boot this

Blessed to unboot another dude at
this or an adjacent locarion.

“Be strong and of a good courage; be not afraid, S
B neither be thou dismayed: for the Lovd thy God 3

i wweth thee whithersoever thou  goyt, =
Jashua 1.9

React Miracle 8, Boot: When another 2

dude at this or an adjacent location iz

any timg), boot this Blessed, Send that

dude homne booted instead. That dude

i1l not unboot duri ng the Sundown
phase at the end of this turn.

- Noon Hex Y, Boot: Choose another 111a)'cr'5 o4

unboated dude ar this or an adjacent

L location, Move them to o location adjacent

to where they are now fwithous bocting).

Noon Hex 12, Boot: Move another
player’s booted dude at this location
to an adjacent location,

Now can (_,rf;(_,r'ruu WO )'J‘Irrr ation,”
¥

Shﬂutdut: Boot one or more

- dudes in your posse. As you boot
. each dude, choose a dude in the

opposing posse with a lower

bullet rating. Boot the chosen
dude, or send them home if
- they are already booted.

Miracle
Shootout Miracle 6, Boot:
This Blessed gets +1 bullets

and cannot be chosen as a

casualty during this round

of the shootout unless you
A lose by 3 or more ranks,

Miracle
Noon Miracle 6, Boot: Move one of
your dudes to this Blessed’s location
(fram any location, withou! beoting ).
Shootout Miracle 7, Boot: One of
your dudes in any location joins
this Blessed's posse (moving if
recessary) Unboot that dude.

Noml Ch{}osc a dudc zmd
pull. If the pull equals or
exceeds their grit, boot them.
If it exceeds their grit by 6 or
more, send them home booted.

T don't need no doctor.
It’s just @ turimy ache.”
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Shootout: Your dude gets
+1 bullets. If they are a Deputy,
they become a stud. One
opposing dude gets —2 bullets.

“You're gonna need to be faster than that
if vor woant fo fast fon I 171 thix fown.”

Noon Job: Mark the town
square. If successful, your leader
permanently gets +1 influence
- and 1 control point. Ace this card
whether or not the job succeeds.

T wcouldn't make that munderons warlock
w dogeatcher, fet alone mayor.”
—Xiong “Wendy™ Cheng :
, - e -t

Cheatin’ Resolution: Choose
and discard one or two cards in
an opponent’s i]lega] hand. Replace

of their owner’s deck. If your hand is 4

legal, then for each card discarded,
YOour OPPOI].E nt must either pa}' wou

Noon: Choose one of your dudes,
who can attach Miracles as a
shootout play and at any location.
If the dude is not Blessed, they

gain Blessed 0, bur must discard all

attached miracles after Sundown.

As Ly me dosun fo slesp...”




