20k e il
(> 40" 2
- = http://www.coltexpress.ludonaute.fr
= .

. i = 1l
’fi 2.6_&" % & CHRISTOPHE m.umuu |
7 ~ I * . JoRDI VALBUENA '
3 10+) @iE RN

=
i il - e £ .

P - -

e -
- ™ & ' e o -
ik g R T N gy L T




11tk of Julp, 1899 I0 A M. The Union Pacific Bxpress has
teft Polaom, MNew Mexico, with 47 passengers on board, After
a fewr mirutes, the soumnd of rapld footzteps iz heard, coming
{rom sverfiead; and then, mshats. Hemnly armed Bandit: are
mercileasy rohbing fonest diieen: of thelr wallets ad jewel k!
Wil the bandits be able to keep o cooi head and dadge buliets?
VA they succeed in steglin’' Bhe Nice Valley Coal Comparg's

payrolt, stored in that ara clasely watched
By Marzhal Samuel Ford? Only one handt will acfbose his goal:
becoming the richest suthaw of the gang

T
ey

Nate - Before your first game, carafuily arzemble the Trem Cars
and the Locamotive using the enclesed instrucons.

8 Train Cars

10 Tasrain slaments

Loot tokens of various value
* 1B Purses wirth betwseen !m

$280 and $600 e
= &dawels worth $800 each @
= 2 Bronghoxes carrying
#1000 sach —
17 Bouid Camds:
« 7 casds for 2-4 players;
= 7 cards for 5-8 playars; (5-6)
* -5 Train 3tation cards -
1 Marshal pawn 13 Beutral Ballet cards
Player Pleces for each player (x8) :
1 Character card I--EJI

10 Action camds o |

The game rulss for 3 to 6 players are desceibed below.
I a 2-player game read the detailed adfustments oo
pags 6.

M Eash player chooses a Charactar, takes the
corresponding Charactas card and places i in froms
of him. He placas the & Bullet eards of his eolour to the
Iaft of his Chasacter casd, in the order of the mombear
of Bullgts.

Then he shaffies the 10 Action cards of s colour and
placas tham face-down at his Fight: these cards are
his parsonal deck.

Each piayar also takes a $280 Pursa from the stock
and places it face-down on his Character card, keoping
itz valuee hiddan.

0ne 32580 Pursa

At the heginning of the game, wour gun's cvlinger i faull. You wall be trning to fire at your apponents in order to slow Lhem down,

EBach plryer furs an tdentical 2ot of 10 Action cards.

Dhuring the game, you willl stack your Loot on yowr Charactercard. The walue of your Purzes mist rematn i dden from pour apponents,

Bt pou can ook ot yeur own Pursas whenever pou want,

M In the canter of tha tabls, place the Locomotive
and a5 many Cars as thers are players in a row. Take
the Cars of your choice and placed in the order of yous
choice. A0d tha Locomotive t0 t0e feont of the Train.

M Plage in sach Car the sumber and type of Look
tokans indieated on &5 fdoor. The Pursas are taken at
random and placed face-down with their value hiddan.

M Flace the Marshal pawn and a Strongbox inside
the Locomotiwe. The ramaining Loot tokens ars pus
back into the box, sxcept the second Strongbox, which
is placed off the Teain near the Locomotive. It may
come into play latas

M Randomly deaw 4 Round cards from those 7 which
correspond £0 the numbar of plagers (either the BEound
cards marked 2-4 or thosa marked 5-8) and shuiffls
them. Bandomiy select ong of the three Train Station
cards. Make a face-down deck with these & casds,
making sure that the Teain Station card is on the
bottom. Put the remaining Bound cards back in tha b

M Place the 15 Neutral Bullet cards naxt to
the Locomotive.

By LTS LR IS 11
Taks tha Bandit pawns corresponding to the played
Characters and draw ong of them randomly. The plager
coreesponding t0 the deawn Charactos is the Firsk
Flagae for the First Bound. This playes takes tha deck
of the B Round cards and pits it in front of him.

pES B L AT L T LRI A T L
The First Flayer is Flayer 1, the player oa his loft is
Flayar 2, and s0 o0
The players with an odd mumber place their Bandif in
the Caboose.
The plagars with an even numbar place their Bandit in
the Car next to the Cabooss.

Example of a 4-player game :

¥ The passengers in each Car
Fuwe differant Loat, ready for
yau fo seaail!

Throughout the pame, the
Marshal will stand in the way
of the Bardita. It i 1p to o to
be smart and draw him away
fram his Stroregbon ot just the
rigiet moment.

In tialz way, you get g saquence
af & eptsodas that tell the
story of the train robbery.
You will dizcover them as the

FATE Prigrassss,

Theze are the infurias that either the Marsfhalar
a sperial Evert might give to the Bandits, These
Eullet cards (Hhe Neutral ones or thase ghren to
yiour by pour apponersts) are uzalezs when you
draw them. They pust decrease your possibie
Actions, just Bke o wound would do.

derond Player



To wifn, y0u Must becomse the richast Bandit in the
0ld Wast. To reach this goal, you will ey to get more
L0k than your oppomants. without being hit by oo
many bullets! The best shooter will receive tha titls of
Gunslingsr, worth $1000.

Thars are five Rounds in a gams. Bach Round has
two phasas:

= TFhase 1 ; Schemin'! The plagers play their Action
cards into 4 common deck inthe eanter of the takla.

= Fhase R : Stealin'l The Action cards played dusing
Fhase 1 are performed.

Earassanne o Sovwns

A% the beginning of a Round, each playes shufflas
their deck and draws six cards. These cards form that
playes's Eand.

Then the First Player draws the tog Round card and
places it oo the table 50 £hat evaryone can 588 it

The fame ands after five Rounds.

Bach plagar then adds up tha value of tha Loot tokans
they hava o0 thais own Charactar card.

Tha Gunslingsr priza is awardad to tha playes(s) who
shot the most bullets (ie., who has the fowest Bullst
cards of their colour left). The playas(s) turns his
Charactercard owar to gat the prize. It is worth $1000.
If more than one playes wins the title, sach tied player
gets $1000.

The richast plagas wins the game. In case of 2 tie, the
Bullet cards from othes players and Bvents during
the gama.

This Round card shows the number of turns (the
number of Casd ieons) thers will be during this phase.
Tt also shows how the turns will go (See Tha Rounds
Cards on page 6L

Btarting with the Piest Playar, sach player plagys their
turn, followsd by the next plager in clockwiss order.

On his turn, & playar has to:

¥ either play an Actlon cara face-up
(unless otherwise specified) from his
Hand to the common deck;

¥ or take 3 addislonal cards from his
deck and add them to his Hand.

The Round card The HRound card
indicated shows that indicated shows that
there will be 4 turns. there will be 5 furna,
bt =
T

e el

= aes iy Scmmnmn'l

The dchemin'! phase ends when the number of turns

indicatad oo the Round card has baed completad.

Any unplayed cards ramaining in a player's Hind ars

placed back on the top of his parsonal deck.

Exarple:

Doc is the First Player during the current Round. He

playaa Move cand from his Hand; then Belle, on his left,
laye a Fire card on top of Doc'a card. Turs, on Belle's

i'ﬁ', decides to draw cards instead of playing a card.

He takes 3 cardrs from hiz deck and .::Eia them to his

Hand. Finally, Cheyerme playe a Punch card on top of

Belle's cavd.

Then the second turn beging.

The First Flayer takes the deck of Action cards that
had besn ceeated during the Schamin'] phase and furns
the dack ovar, withod changing the oeder of the cards.

The Bandits' Actions are parformed, one by ons,
starting with the top card (ie., in the order thay have
Deen plagrad).

Puaoys 5 Sansaan’l

Cnee parformed. the Ackion card is fiven back to the
player t0 whom it balongs. That plager puts it back on
his parsonal dedk.

Sos poge 4 for @ detmiled Actions description.

¥ BRI TRGE AEEE 1R AU

Each player shuffles all his cards (10 Action cards
and any Bullek cards he has been Dik with in previous
Rounds). Then he places his deck to the right of his
Character oard.

Any Action programmed doring the
Schemin'! phase is now obligatory. During
the Stealin'! phase, each player mnst use
his action, if it is stin possible.

The plagyer on the Fiest Player's laft becomes tha now

First Playor. He puts the ramaining Round cards in
frond of him. A new Round now beginsg.




The Banditscan betrstda the Thatn (1) or on the rogf ofa Car (21
The Locometive 18 alee comaidered to be a Car. Youcan bein it
aran it

Thus there are oheays two poesble locations for o Bandit: in
ar.an @ Car. At the atart of the game, however, no Bandit can
be ona roof.

*®

Mowg your Band#t:
1 from one Car to the naxt adjacent Car, forwards
of backwards, if hie is insids the Train; of

& A distance panging from ong to thres Cars (your
choirg), forwards or backwasds, if Do is on the peod
The Locomotive is considersd t0 be 4 Car You cad ba
il it of 00 it

H o hawe plotted this Antion, your __!_._
Bandit eannot stay whare o is: you eeE
must move him. 4

Rurming en the roof saves wou tme. Doors @nd passengers ar
TR0 i WILIF WATY.

o Clasus

dwitch the position of your Bandit from
1 Thainkerior tothe roof of the Cae

Burming on the roof sawes you Hme and enalies e o enade
the Marshal.

Risrgemen.

Moo the Marshal inside tho train 4 distance of one
Carin the dirgction of your choice. (386 "The e
Marshal®, to find oot what happans if the
Masshal moets 2 Bandit).

The Marahal 1z pratec ting the passangors: o power goes ue o
the roof.

plg LT

Chooss one of your opponents 0 be your targat and
give him one of your Bullst cards. Tha targetad plager
placas the Bullst casd he has receivad on his dack.

You cannot targst a Bandik who i5 on the 53me spok

as you.

1 Whan you ars inside the train, you can shook a
Bandit who is in the interior of an adjacent ;
Cag aither to tha rear of your Car or ahead of

#. Bandits who arg more than one Car away

& When you &ra oa the roof, Doweser, you can Shiok
a Bandit who is in your Line of 3ight and on the roof
of any Car other than your owin, regardlass of the
distanea, A Bandit is in Line of 3ight i thera is 0o
othas Bandit betwean y0d and him. Two Bandits on the
roof of the same Car ars considared as being side by
witich one gets hit

Ghoet (White) can shoot Tuco (Red) or Cheyenne
i(ireen), but not Doc (Blue). On the other hana, Tuco
{Red) cam shoot Ghost (White) or Doc (Blue), but not
Cheyenne (Green), who iz on the same spot av Tuco.

If thers is 00 target to ba Shok, kaep your Bullet eard:
the Firg action will hava no effeet.

If you run oot of Bullet cards diuring the fame, your
Fire actions will have oo further affock.

When you sheot a Bandie, peuwghe him one of vour Bullet cardz,
Thiz allows you to compete far the ttle of Guralinger. Mare
importantly, your AcHon will handicep pour cpparant for tha
reztof the game, snce the Buliet cords are usaiess [ the inured
player. They ara “dagd cards™ that will ciog up e Hand

)

bELG T TEE T
Take the Loot token of your choice from £he Car whers
you arg currently located and placs it face-down on
your Character card.
If your Bandit is on the roof of 3 Car he cannot rob
ingide it, and viee versa. .
1f thers is 0o Loot wherg your Bandit is, then § :;
fha Bobbers action has no effact. At

Chooss a barget among tho Bandits who are oa the same
Car and same foos as you are.

The targated Bandit loses a Loot token if he has one:
choose a Loot token from his Chasactas cand and placs
it oo the foor whass your Bandit pawn is locatad. If
g choose & Pursa toked, you ars 0ot allowad t0 loak
ak ik5 salua,

Ther, move the tasgeted Bandtt to the sama foorof an
adjacant Car (aither forwanrds of DAckwards, wpms
your ehoice in moss of the Cars; backwarsds if
704 are in the Engine and forwasds if you ars
in the Caboosa).

Punchang ts.a gond way to make your apponent lose ks bigger
Loat, Moreover, he iz 5o confuzed that iz Stealin’ plan may be
dizrupte.

Caution! When a Bandit antees a Car whess the Marshal
iz, or when the Marshal enters a Car where Bandits
ara, they must escape up o tha roof of the Car (even
if they hava just come down from these). A Bandit can
naver skay inside the Car whares the Marshal is located.
Additionally, sach one of thosa Bandiks immediataly
rocaivas 4 Meutral Bullat card which mast be placed
ofl each player's personal deck.

4




i Sz
Chast iz one staalthy handit

During your first tusrn of sach Bound, you
fan play your Ackion card fase-dowa on

tho common deck. If you choose £0 deaw
throp cards instead of plaging an Ackion
eard during the first turn, you canmnot usa
host's spacial ability Jatar in this Round.

(Fam TSsmeacan

Bailels hagury is fer beat weapon,

Tou eannot be the tasget of 2 Fira ackion
of 3 Pufioh action if thasg is another
Bandit who can be targeted, t00.

~——  The Action cards mast be played face-up during
| 'hhuurfmttum.

Tunnel - The Action cards must be played
-l face-down during the current turn.

—1—, Speeding-Up -During the curront

l | furn, sach playes plays twica (taking &

—1 ! eards or playing two casds in 2 row or
taking 5 eards and playing a card).

—  Switching - The cufrent turn is played
I—l ummﬂmkﬂmﬂaﬂmgnﬂhmm

Lo (NSRS
Cheyerme 5 an ewtstanding péckpoc ket

When punching a Bandit, you ean take
the Pursa e has just losk. If he has lost

4 dewal or 3 3teoaghox (Four ohoica), tha
Loot fust falls oa the HoofF (35 usual)

%) L

Tuco's shots are nat stopped by the roof,

¥ou can shoot a Bandit who is on the
sama Car a5 y0u are, 00 the other lewal,
through the roof of your Caz

B  Bussve

THange's shats are so powerful that they knock
the other handits back.

Whan shooting a Bandit, maks him mowvg
oma Car in tha direction of fire, baaring
in mind that Bandits can fever laxws
thi train

Dioc iz the amarteat Band b of the party.

Ak the baginning of each Round draw
sovafl cards instaad of six

dome cards maks Events happer. Thase Ewents always take place at the end of the Round, after Phase 2; Stealin’

*‘i:“ Angry Marshal

Tha Marshal shoots the Bandits who
ara on the poof of his Car Thoss Bamdits
Eek a Noukral Bullet card sach.

Than the Marshal is mosad ong Jar
towards the Caboose. If tha Marshal is already in the
Caboosa, e dogs not mowd at all

Swivel Arm
=g

All the Bandits that are on roofs move L

+0 tha roof of the Caboose. @F i

coumph Sraking
All Bandits on roofs move ong Car
forwrard (Eowards the Locomotisg).

*ﬂ Take It Alll

Place the second Stronghox inside the i H|
Car whera the Marshal is currently.

“ Passengers’ Rebellion

The Bantits who are inside tha Gars get
a Neutral Bullst sach.

u+lmﬂkﬂﬂﬂkﬂﬁ-ﬂ£

Bach Bandit who is alona in bis spot ean
taks ong Purse token from khat spot, i
thers are any Pursas thare.

EN - Marshals Revenge

Bach Bandit who is on the roof above
the Marshal loses the least waluable
Pusse token he has of his Charactas
card. If a Bandit has no Purse, e loses

nothing (even if he has Jewsls o Jtrondbaxas),

Baech Bandit who is either in the
Locomokivg of on its soof receives
$250 ransom




You can never leaws the train If a Django's Firs or
an Evenk maks you move beyond the Cabooss or the
Locometive, you do ot mova.

If the Houkral Bullet cards’ deck is depleted or if there
arg oot enough t0 go arcund, the Bandits do ook got
Buliets when they meek the Marshal of when an Event
at the ond of 2 Round easd eanses Houtral Bullets to
ba fired. The Newtral Bullet deck is ramowad from the

game then.

If you wish o have more sonieol in the game, sach
player can have 3 discard deck oa the right of your
personal deck The following changes would also
be Poquired:

M Af the beginning of the Schemin'! Fhase, discard
any Bullet cards oo have draw. In Ehis way, your
Hand is Hghtened.

# Af the end of the Sehemin’! Phase, you are allowsad
t0 keep in your Hand the eards you are intarasted
in holding for naxt Hound. Discard all Bullst
gards. Diseasd all Action cards that you are nok
interested in.

s During the Stealin'! phase, place the parformed
Action cards you geot back from the First Flayer
face-up on your diseard dack. The Bullst cards you
received that turn from your opponents, Doweser,
£0 o tog of your deasw deck, face-down.

Ak the beginning of sach Round, draw cards from
your draw deck and fill your Hand up b0 six cards.

M Each tima your draw deck is depleted and you hawve
to draw cards, shuffle the discard deck to make a
new deaw deck. You can look through your diseasds
at any time.

*
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Make the train by using the Locomotive and the four
Ccars of your choica.

Bach player chopses a team of two Charactars. Ha
takas the corrasponding casds and pawns. For your
first game, wa advise you to use the following teams:
Tuco and Cheyenne vs. Django and Doc.

Flace one Bandit pawn from each team inside the two
Cars at the roar of the train.

Flace the two Character cards of your team in front of
o and placs the six Bullst cards at the 1ofs of sach of
them and a $260 Purse on sach of tham.

From ameng the Action cards of each Character, gok
rid of all the cards in duplicats a5 well a5 one Marshal
card from the Character of your choiee. ¥ou will hasve
11 cards remaining in your Eand: 2 Fira (1 for sach
Character), 2 Punch (1 for sach Charactsr, 2 Mova
(1 for each Character), 2 Floor Changs (1 for sach
Charactery, 2 Robbery (1 for sach Charactsrs) and 1
Marshal. Shuffle all of them to make your draw deck.
Bach plager then plays with the mized Ackion cards
of the two Bandits.

The game with two players is played with the Expart
Variant described sarliss. The goal of the gams is t0
have the richest team at the end of the gams. Howewar,

10 0ns wing tha title of Gunslinger in the 2-playar game.

When a Bandit is shot, the Bullek casd is placed on
thao top of the playas's draw deck. It may saey wall
happen that a Bandit will inadwertently shook Dis own
teammaka!
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