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50 Trait Cards
(10 red II, 40 blue I)
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1k
Scout an unused safe \ r
(any leftover safe not used
in setup). Do not mark it.

Alh

not:
('E:m the Saloon '

60 Clear Job Cards
(22 black, 22 purple, 16 green)

RECRUIT
OUTCASTS

When hiring .
ascoundrel

I£it is in the righ-

space of the Saloon,

reduce its cost by $3
(to a minimum of 0).

8 Strategy Cards

1Game Board

E 2 )

4 Leader Sheets

66 Card Sleeves
(22 black, 22 purple, 16 green
+2 spares per color)

LT

HANDHELD GIZMO

18 Safe Cards

28 Marks

38 Dollar Tokens 4 Reputation Tokens

($1x30, $5 x8)
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12 Henchmen Tokens

STEPS OF A TURN

1.PLAN
Play 1 poker card facedown in an
empty slot belowyour sheet.

2.USE ABIL.[TIES -
3. HmEAscoUNDRELau o

USE SHERIFF'S OFFICE
After each player has taken 4
furns, resolve the end of day
(see back of this card).

MODIFIER ICONS

Gain $1 Use Twice

4 Reference Cards
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TNVENTIONS FROM THE FUTURE?

The Traveler’s strange gadgets
are shrouded in just as much
mystery as the man himself.
How do they work and where
do they come from? When the
Traveler. disappeared last week,
it seemed that we might never
learn the truth.

Amazing though it seems,
Doc Zimmer now claims to have
evidence that the Traveler came
here from the far-flung future.
She requests that anyone with
Traveler paraphernalia seek her
out so she can replicate these
gadgets and continue his work.

Continued on page 4.

But we were wrong.

It is unclear what led them to

AUGMENTATION:

IS THE TRAVELER
TRULY GONE?

In the last five years, the
Traveler ~ brought sweeping
change to our small frontier
town. Now that he is gone, we
are left with many questions and
very few answers.

Where did the he go? Was he
really from the future? Did he
return to his own time, or did a
more sinister fate befall him?

One rumor claims.that he is :
in hiding, waiting for the perfect
| time to return to-us.

make this decision, but it may HERE TO STAY?
have something to do with the

. recent disappearance of the

PRICE OF GOLD PLUMMETS

investment
AL

Many people remain skeptical
< attaching machines to their
Ctieg growine ¢

The Four-Nine
group has seemingly.- aban
the old-eald

2P

v P 0.

After playing your card iliti

,you can use abilities matchin,
the slot number (regardless of what number you %
actuailly cf)laJyed). This includes abilities printed on
your leader sheet and from scoundrel i
(explained later). ol el

OVERVIEW

Each pl?,yer is the leader of a faction seeking technology
left behind by a mysterious visitor known as the
Traveler. The feds will be here in a few days, so grab a
much technology as you can before they arr’ive. i

|
|
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At the t_end of the game, the player with the most
tech vyms and will determine the fate of the
American Frontier!

KEY CONCEPT:
POKER CARDS

No dead man ever made a good plan.” - Preston Cain

@ ( Lﬂ) Gain $3.

Each player has a deck of seven poker
cards (0, A, 2, 3,4,5,6). These cards f
i represent your schemes to acquire the
Traveler’s tech R ;
i : | |
,_ On your turn, you play one poker card After;yfuplay e
| your “3” slot, you can use
this ability to gain $3.

facedown in any slot below your
leader sheet.

A pokerwc'a;d You can always look at the cards in your hand and any
(czla,rds you have played. You cannot look at cards in
ecks, nor can you look at an opponent’s hand or their

facedown cards.

If you play it in a slot that does not
match the card’s number, this is a bluff
and comes with some risks (explained later).
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KEY CONCEPT:
SCOUNDRELS

“Follow us and serve a higher purpose.” - Doc Zimmer

To win the game, you will need to hire scoundrels and
utilize their unique abilities.

Each scoundrel consists of three parts: a clear plastic
job card, a trait card, and a card sleeve. At the start
of the game, each job card is placed in a card sleeve
matching its color, while trait cards are unsleeved.

To create a scoundrel, slide a trait card into the sleeve
behind the job card.

CORRUPT

Trait Job (in sleeve)

There are 3,000 possible scoundrels, making each game

i
~45)

a unique experience!

»-
GORRUPT
PRINTER

1. Name

Timing: When you can use this scoundrel.
Ability: The effect of using this scoundrel.

Cost: The green dollar icons show the cost to hire
this scoundrel. Some scoundrels have no dollar
icons and can be hired for free.

Bullet Holes: Some job cards have bullet holes,
which might cover dollar icons on the trait card.
Covered icons do not count toward the cost.

Tech Icon: Some scoundrels are augmented with
technology. At the end of the game, you gain one
tech for each tech icon on your scoundrels.

Type: Shown by a color and icon. This tells you
what sleeve color to use and when the card will
appear (early @, mid (3, or late P game).

Note: Each clear job card has a protective film on it to
prevent scratches during production. You can remove the
film or leave it on.

KEY CONCEPT:
SAFES

“There’s more riches inside those metal boxes than every
gold mine in the West!” — Milton Goff

When the Traveler vanished, he left his technological
wonders behind. These prized possessions are rumored
to be hidden in storage at the Depot, among his
personal Estate, and within his secretive Laboratory.

Each safe that you steal is worth tech at the end of the
game (ranging in value from 2 to 7). Safes start the
game facedown on the game board, and you will not
know their tech values until you scout or steal them
(both explained later).

5 This safeis
ﬁ worth 5 tech.

ATOMIC GENERATOR

|

Each site shows the possible tech values for safes found
there. For example, safes at the Estate have tech values
oft2 13N 54 5RO TH6E

i

Many abilities allow you to steal safes (explained later).
Your goal is to steal the highest value safes possible
before the end of the game.

¥




3. Populate the Saloon: Create three scoundrels
SE TUP and place them in the Saloon.
1 . To create a scoundrel, combine the top card of the
« Open Game Board: Place the game board o the trait deck with the top card of the job deck (already
cer%te'r of the table and place all money near it in a sleeve). See “Key Concept: Scoundrels” on page
S et s 4 for more details. hs
2. Create Job and Trait Def’kS: Befoz:e YOME 4. Place Safes: Sort safe cards by color into three 2o u.
first ga',me, plajce all clear job cards in sleeves decks, and shuffle each deck. Then deal one card S
matching their color. facedown to each safe space on the game board, i ‘,f-f' |
[ | Separate the trait and job cards by color (type) matching the site’s color (Depot, Estate, and
and shuffle each pile separately. Laboratory).
; i You will have one unused safe for each site. Set
Then create one trait deck and one job deck. Each l these cards aside (near the game board) without
deck consists of different colored cards stacked on | looking at them. Some abilities may affect these
I each other. The number of cards used in each game TG e
varies based on the number of players.
} ) b 5. Choose Leaders: Each player chooses a leader
The list below is for a short (2-day) game, which sheet and takes the 7 marks, 3 henchmen tokens,
l is recommended for your first game. For future 1reputation token, and 7 poker cards matching
games with 2—3 players, it is recommended that el Akt

| you use the extended game rules (see page 12).

A. Place 1ofyour henchmen in jail.
! Return the unused cards to the game box without

looking at them. B. Placeyour reputation token on the “0di”
space of the reputation track.

TRAITS JoBs
2 ghad B (oaa0) | €. Gain $4 from the bank.
2 « 14 blue I (on top) |
- 6 purple (¥ D. Place areference card near your sheet.
Players . g]]redII
+ all black ¥ E. Shuffle your poker deck. Then draw 4 cards
- 6 green ® (on top) into your hand, keeping them secret from
| 3 * 20 blue I (on top) opponents.
| - 8 purple {?
Players . g]lredII F
. all black ¥ » Returnyour strategy cards to the game box.

1] They are used only with the optional strategy
+ 8 green © (on top) card rules (see page 12).

« 26 blueI(on to
. ( P) « 10 purple {3 6

Players . 1] red II Determine First Player: Randomly choose a
| - all black ¥ player to take the first turn of the game. l
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