PREPARATION AND AIM OF THE GAME

SHUFFLE THE CHARACTER CARDS AND DEAL FOUR FACE UP ON THE TABLE. ALTERNATE =
CHOOSING TWO CHARACTERS, ONE AT A TIME. PUT THE CHARACTERS IN FRONT OF S || || c==i

YOU, ONE BESIDE THE OTHER. PUT THE CORRECT NUMBER OF BULLET TOKENS NEXT To &&= | oy |
EACH CHARACTER. CHOOSE ONE GHARAGTER TO BE “EXPOSED"; THE OTHER ONE STAYS (o || . LY e

“COVER”. DRAW FROM THE DECK AS MANY CARDS AS THE LIFE POINTS OF YOUR EXPOSED S
CHARACTER. THE EXPOSED CHARACTER IS PUSHED FORWARD TOWARDS THE CENTER. ‘&=
You Do NOT USE ROLE CARDS IN THIS VARIANT.

THE AIM OF THE GAME IS TO ELIMINATE BOTH OF YOUR OPPONENT'S CHARACTERS. E
THE GAME PLAYS AS USUAL WITH THE EXCEPTION OF THE FOLLOWING CHANGES. st

THE GAME =
As FAR AS DISTANCE BETWEEN PLAYERS IS CONCERNED, THE GAME IS PLAYED AS IF
THERE WERE FOUR PLAYERS PLAYING, L.E. ONE FOR EACH CHARACTER.

AT THE BEGINNING OF ANY TURN, AFTER DEALING WITH SUCH CARDS AS JAIL AND COVER EXPOSED
DYNAMITE AND BEFORE PHASE 1, THE ACTIVE PLAYER CHOOSES ONE CHARACTER TO BE
EXPOSED AND THE OTHER TO STAY COVER. IN ORDER TO DO THIS, PUSH THE EXPOSED
CHARACTER TOWARDS THE CENTER.

You CANNOT EXPOSE A CHARACTER WHO IS IN JAIL.

goMINS B

—— =

DURING YOUR TURN, OR YOUR OPPONENT’S TURN, YOU CAN ONLY USE THE ABILITY OF
YOUR EXPOSED CHARACTER. HOWEVER, IF YOUR COVERED CHARACTER IS THE TARGET OF
A CARD (BANG!, INDIANS!, DUEL, ETC..) YOU TEMPORARILY GET THE ABILITY OF YOUR
CHARACTER IN COVER (AND LOSE THE ABILITY OF YOUR EXPOSED ONE), FOR THE SHORT
TIME NEEDED TO RESPOND (SEE EXAMPLE BELOW).

CARDS THAT NEED A TARGET MAY AFFECT ANY OTHER CHARACTER, PROVIDED IT
IS LEGAL (E.G. IN ORDER TO PLAY A BANG! THE TARGET CHARACTER MUST BE AT A
REACHABLE DISTANCE).

BLUE CARDS CAN BE PLAYED ON ANY OF THE TWO0 CHARACTERS, AT YOUR CHOICE.
WHEN YOU DECLARE THE END OF YOUR TURN, YOU MUST DISCARD FROM YOUR HAND ANY
CARD EXCEEDING THE CURRENT LIFE POINTS OF YOUR EXPOSED CHARACTER.

THE DISTANCE OF THE
WHEN A CHARACTER IS ELIMINATED, YOU KEEP PLAYING WITH THE OTHER ONE (WHO D

WILL ALWAYS BE EXPOSED). SUZY LAFAYETTE

CARD EFFECTS

BEER: CAN BE PLAYED ONLY ON YOUR EXPOSED CHARACTER. —
GENERAL STORE: TURN FACE UP AS MANY CARDS AS THE CHARACTERS STILL IN PLAY. ENTCRIe
THE TWO PLAYERS ALTERNATE CHOOSING ONE CARD EACH UNTIL ALL CARDS ARE DRAWN | el
(IF YOU HAVE ONLY ONE CHARACTER ALIVE, YOU WILL ONLY GET ONE CARD).

INDIANS! AND GATLING: BOTH OF YOUR CHARACTERS ARE SAFE WHEN YOU PLAY THIS
CARD; HOWEVER, THEY AFFECT BOTH OF YOUR OPPONENT'S CHARACTERS.

EXAMPLE

You HAVE Suzy LAFAYETTE EXPOSED AND CALAMITY JANET COVERED.

You HAVE ONLY A SINGLE MISSED! CARD IN HAND.

YOUR oPPONENT PLAYS INDIANS! Suzy LAFAYETTE IS THE FIRST TO REACT, ACCORDING TO
THE CLOCKWISE ORDER: SHE SUFFERS A WOUND AND LOSES ONE LIFE POINT.

THEN IT°S TIME FOR CALAMITY JANET: AT THIS POINT, YOU CAN USE YOUR MISSED! As A BANG!
FOR HER, SINCE YOU HAVE NOW TEMPORARILY GAINED HER ABILITY.

APTER THAT, YOU REGAIN THE ABILITY OF SUZY LAFAYETTE, AND THEREFORE DRAW A CARD
FROM THE DECK, BECAUSE YOU HAVE NO CARDS IN HAND.

m, o COPYRIGHT DAVINCI EDITRICE S.R.L. - WIXIN.DVGIOCHI.COM - VARIENT BY EMILIANO SCIERRA



