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Deadlands:
'The Tradin’ Card Game

- Deadlands™ is the fast-action game of Weird

West™ ghoot-"em-ups and strange horror.

innacle Entertainment Group pioneered the

- Weird West, the setting for Deadlands, in its

Deadlands roleplaying game and the

“Deadlands: The Great Rail Wars miniatures
battle game.

In the card game, you're the leader of a
Weird Western Outfit in Gomorra, the biggest
boemtown in the Maze. You need to organize
your gang and manage your resources to bring
Gomorra under your control. To grind other
players under your bootheels, you need to build
a little empire, protect it, and make sure your
foes fail. You’ve got friends to fall back on:

_gunfighters, mad scientists, and stranger sorts,
" includin’ those who’ve been to Hell and back.
. Shooutout at High Noon™ is what we
-call an intro set, an easy way for you to learn
the ropes... before they hang you with em.

There’s two fifty-card decks in this box. One
belongs to the Blackjacks, one to the Law

" Dogs. Keep the decks separate and give one
to each player. You can sort through your cards
and compare ‘em with the pictures here.

Dude

You can hire Dudes to work for your Outfit.
They do all the dirty work for you: callin’
other Dudes out, shootin’, and makin’ a
general ruckus. You know what Outfit a
Dude belongs to by the Dude’s Outfit
symbol.

Poker value: Every card in your deck
has a poker suit and value. This is for when
you use the card in a poker hand durin’
play. Aces always count as 1s (ones), so
they’re low in poker hands.

Bullet rating/Bullet bonus: Bullet
rating is a gunfighter’s shootin’ ability. If a
Dude has a Weapon with a “*+” number
here—like +1—the Dude’ll get that bonus
to his or her Bullet rating.

Influence (a red poker chip) can get folks
to do what they want, They can take control
of properties around Gomorra for you. If a
Dude takes on a card with a “+” number
here, the Dude’ll get that bonus to his or
her Influence.

Outfit symbol: This shows what crowd
Noon, this’ll be Law Dogs B or

Blackjacks & Dudes without symbols
are Drifters and aren’t part of an Outfit.

or take an Action.

does. Simple as that. A card can only use
an action once per turn.

C -

Influenee/Influence bonus: Dudes with ‘ B

-

a Dude hangs with. In Shootout at High ----' :

Ghost rock cost: This is what you gotta ./
pay to hire a Dude, buy a Deed, buy Goods,”

.
@

Text box: This describes what the card . -

Upkeep cost/Production: Upkeep cost is
what you have to pay to keep a card workin’ for
vou. If there’s a “+” number here, the card has
ghost rock Production instead. You can get ghost
rock from some Deeds, fer example, to pay
Dudes’ Upkeep and buy more Deeds. =====~ 2
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B Flavor text: This tells you a little
/ somethin’ about the thing the card
,+  Tepresents. Flavor text doesn’t affect the
g game, but it gives you an idea of what
makes a card interestin’ in the story you're
playin’ out.

< Them Cards

There are four kinds o’ cards in your deck: Dudes, Goods, Actions, and Deeds. These represent different folks, things they can have, things they

can do, and places for them to go in Gomorra. You also have an Outfit card, which isn’t counted as part of your deck. It says “Blackjacks” or “Law
Dogs” at the top. The cards pictured show you everything you might encounter on a card durin’ your visit to GGomorra. Use ’em as a reference. Also.
look over the glossary, which can helip you out in a pinch.

Deed

Deeds are property in Gomorra. Some, like the
Courthouse, are buildin’s. Others, like The Gaping
Maw Strike, are ghost rock mines. You got your
Barber Shop and Dentist’s Office, newspaper and
Casino, Laundry and lawyer’s office, Brothels and
Saloons.

Deeds usually produce ghost rock, and some give
you special abilities. You get the ghost rock a Deed
produces every turn unless somebody else’s Dudes
take control of it.

Most information on Deeds is the same as on
Dudes. The one exception is Control Points. Control
Points are in the same place on a Deed as Influence
is on a Dude, but a Control Point chip is blue instead
of red. Control Points are how you win the game. If,
at the end of a day, you control Deeds with more
Control Points than your opponent’s Dudes’ total
Influence, you win the game. Keep careful track o’
vour Influence to make sure nobody sneaks a victory
past yo.
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Goods

Weapon i
This Dude is a Stud in shootouts.
fAmazin' how a big shiny gun make,
man feel secure." ~Rachel Sumnss

Goods—Weapons, Holsters, Hats, and other such
tools o' the trade—outfit Dudes with everything they
need to get their jobs done. You place Goods cards
under Dudes to attach the Goods cards to the Dudes.
A Goods card either improves things like Bullet rating
or Influence or gives its Dude an ability. Dudes like
to keep their Goods close at hand: they take ’em along
if they leave your employ and are buried with "em if
they get themselves killed.

*

Action

Actions are things you or your Dudes can do to
advance your purpose o’ controllin’ Gomorra.
You're gonna use a lot of 'em. There are two
kinds of actions in Shootour at High Noon: Noon
actions and Shootout actions. You do Noon
actions durin’ High Noon and Shootout actions
right before you draw in a shootout. I'll explain
all these things more later.

Most actions come from Action cards played
from your Play hand—the hand that contains
all the Dudes, Goods, and Deeds you can play
this turn. These Actions wind up in your discard
pile when you're done with 'em. Other actions
come from cards in play, like Dudes or Deeds.
To use one of those, once per turn you can just
say you're usin’ it and then do what it says.

e

Shootout: A t&xget"swd fJ\.-ide inthis
shootout becomes a Draw.
“Well weean always throw

. Pocksat’em.”

, Playin’

 You and the other player have got
“conflictin’ plans for Gomorra. To keep
your opponent from ruinin’ the town,
you need to get Conirol Points. Keep
your sights on that.

Cards’re Always Right

i Some cards do pretty crazy things. If a
card contradicts a rule, the card can do
what it says.

‘Bootin’ Cards

. Most times when you use a card’s -
abilities, the card tells you to boot it—
turn it sideways 90 degrees. If a card’s
booted, it can’t be booted again until it's
unbooted—turned straight up.

Startin’ the Game

- Take your Outfit card and put it in front
0’ you. On it, there’s a picture of a brown
bag with a number in it where the
Upkeep cost/Production is on Dudes
and Deeds. That’s how much ghost rock
-you start the game with. Take that much
ghost rock from the Bank—a pile of
_ghost rock tokens in the middle of the
_table, not owned by either of you.

starting p
ghost rock 19

_ You spend some ghost rock now to
start with some Dudes—the first
members of your gang—in play. If you’re
_ playin’ the Law Dogs, pick Charlie

- Flatbush, Nate Hunter, and William
Olson. If you're playin® the Blackjacks,
start with Charlie Landers, Rachel
Sumner, Father Juan, and Flint Parker.
Take these out o’ your deck and lay em
in front o’ you. To pay for these Dudes,
toss the ghost rock for ’em into the Bank.
- Now shuffle your deck and draw five
cards for your Play hand.

Table Layout

After you use a card, it usually goes to your
discard pile. If you run out o’ cards, shuffle
up your discard pile and make that your
new deck. Some cards are aced (killed)
durin’ play. If a card you own is aced, it
goes into your Boot Hill. Boot Hill is a
discard pile that you do not shuffle back
into your deck when you run out of cards.

Put your home in front of you. This
starts your street—the row of Deeds you
own (though your home, remember, isn’t
a Deed). When you bring a Deed into play,
put it at one end o’ your street, adjacent to
the location at that end.

street

As players place their Deeds, the play
area becomes a town map. New Deeds
make your street longer. If a Deed with
locations on both sides is destroyed, the

two locations adjacent to it move together
and become adjacent to each other.

Ordinarily Strikes are considered “out
of town™ and are harder to move to. But for
Shootout at High Noon, they are like any
other Deed. Full rules on Strikes and
out-of-town Deeds are in the regular
Deadlands rulebook.

Controllin’ Deeds

You own Deeds you bring into play for the
rest of the game. But just because you own
a Deed doesn’t mean you control it. (You
always control your home, and no one ever
controls the Town Square.) Whenever a
player has the most Influence at a Deed,
that player controls it, even if somebody
else owns it. If a card refers to “you,” it’s
talkin’ about its controller. If you control a
Deed, you get its Control Points and you are
the only player who can use its abilities.

A Deed’s controller can change more’'n
a couple o’ times a turn. This doesn’t affect
the Deed. If there’s a tie for the most Influence
at a Deed (even a 00 tie), the owner has
control.

Durin’ the Upkeep Phase, you collect
ghost rock from Deeds you both own and

Player #2°s deck,
discard pile, and
Boot Hill

Player #1’s deck, -
discard pile, and { E ]

:game in

Yogress

g'l‘ Boot Hill
Player - [li=) v =)
* REBHE
street =] = s>

o o o Player
A Kl BR = |
(=] =] =/ street
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control. If you own a Deed but don’t control
it, you’re outta luck. On the other hand, if
you don’t control a Deed, you don’t have
to pay any Upkeep on it. If a Deed’s owner
and controller are different players, no one
gains or loses ghost rock from it.

Sequence o’ Play

A turn in Deadlands has four phases: the
Gambling Phase, the Upkeep Phase, High
Noon, and Nightfall.

1. Gambling Phase
At the beginnin’ of each turn, every player
antes up 1 ghost rock. If you haven’t got
any, just borrow one from the Bank. (Pay
it back in the Upkeep Phase before you do
anything else.)

Then you both set aside your Play
hands and draw five-card Draw hands.
You can’t play cards from Draw hands; all
you care about with them is their poker
values,

This is lowball. Unlike other
Deadlands poker hands, the lowest hand
wins. (If you get the same hand as the other
player, redraw.) At the end of these rules s
a hand-rank cheat sheet.

The player with the lowest poker hand,
called the Winner for the turn, gets all the
anted ghost rock. The Winner gets to take
the first action each phase o’ the turn and
whenever you and your opponent both
want to take an action at once.

After you determine who is the Winner,
discard yer lowball hands.

2. Upkeep Phase

The first thing you do in the Upkeep Phase
is collect all the ghost rock your cards have
been producin’. Add together all the
Production numbers on all your cards and
take that much ghost rock from the Bank.
If a Deed’s owner doesn’t control it, nobody
gets its Production.

You promised to pay a bunch o’ your
cards every day, and they want some of all
that ghost rock you just got. To keep "em,
you have to pay ghost rock to the Bank
equal to the total of these cards’ Upkeep
costs.

If you can’t or don’t pay a card’s
Upkeep cost, you have to discard it along

The World o’ Deadlands!

The year is 1876, but the Civil War grinds on.
An earthquake has sunk California and formed
a Great Maze of sea-canyons. The Sioux have
retaken the Dakotas, the Coyote Confederation
dances the Ghost Dance on the plains, and
monsters prowl the desert. This is Deadlands.

In 1863, Raven, a vengeful shaman,
released centuries-imprisoned manitou demons
and a flood of supernatural energy. This
awakened the Reckoners, beings that use fear
to create warped deadlands on Earth. But
where there are monsters, so there are heroes:
hucksters, preachers, gunfighters, braves, and
shamans.

Gomorra needs such heroes. A huge vein
of the superfuel known as ghost rock was
struck in the Maze there, making it a
boomtown. Ghost rock miners search the
caverns or chip away at the Maze’s mesas.
After them come bartenders and soiled doves,
outlaws and law dogs, politicians and other
hard-bitten folk, all after the miners’ rock.

Gomorra’s a hard place, and most that
come to town these days seem to leaveitina
pine box.

That'’s why they call it Doomtown.

Outfit Card

i Point
You get 1 Victory
every time you put another

r's Wanted Dude into
pi}agg? and every time you E»
ace a Wanted Dude who
hag more than
1 Influence.

Your Uuthit card—also called your nome—
tells you everything special about your Outfit,
be it Law Dogs (pictured) or Blackjacks.
Though it’s a location in Gomorra where Dudes
¢an go, it’s not a Deed. It includes your Outfit
symbol, starting ghost rock, and startin’
Production.

Notice that the text box on the Law Dogs
home talks about Victory Points. Those are
permanent Control Points that the Law Dogs
player can keep track of usin’ tokens or by
tallyin’ on a piece of paper.

with any cards attached to it. You don’t
have to pay Upkeep on Deeds you don’t
control—or Deeds you don’t own, even if
you control them. If a Dude is on a Deed
that leaves play, the Dude goes home
booted. Both players can do this phase at
the same time.

3. High Noon
Startin’ with the Winner, each player takes
one action at a time. Go back and forth til
both o’ you decide not to try any more
actions. You can do five different things:

Shoppin’: Bring in a Dude, Deed, or
Goods from your Play hand and pay its
ghost rock cost.

Actin’: Take any Noon action, whether
it’s an Action card in your Play hand or
on a card that you control in play.

Movin’: Move one o’ your Dudes.

Callin’ Out: Have one o’ your
unbooted Dudes call out another player’s
Dude at the same location.

Nothin’; Pass on your action. This
doesn’t mean you can’t take a crack at
somethin’ later in the turn. As soon as
both players pass consecutively, it’s
Nightfall.

4. Nightfall
Once High Noon’s over, you can discard
one card, if'n you want to get rid of it. Then
fill your Play hand back to five cards.

Next, unboot your booted cards.
Then go back to the Gambling Phase.

Winnin’ the Game
If it’s the start of Nightfall and you have
more Victory Points plus Control Points
than the Influence total of the other player,
you win.

If you both meet the victory condition
at the same time, the one with the most
Victory Points plus Control Points wins.
If that’s tied, the player with the most
Influence wins. If that’s also tied, play
another turn and check again.

Shoppin’

To get a Dude, Deed, or Goods from your
Play hand into play, pay for it durin’ High
Noon and put it on the table. You can start
usin’ its abilities this turn. Dudes start in
your home.

When you bring a Deed into play,
put it at one end o’ your street’ adjacent
to the location on that end of the street.

You attach Goods to unbooted -
Dudes (a booted Dude’s too tuckered out
for new Goods). Only your Dudes in a
location you control can get Goods.

If a Dude’s ever discarded or aced, so are
the Dude’s Goods. A Dude can carry any
number of Goods, but—in Shootout at
High Noon—only one Weapon. Also, if
two or more of your Dudes (booted or
unbooted) are in one location you control,
they can trade Goods as a Noon action,
so long as they don’t take anything they’re
not allowed to carry. Dudes won't trade
away a card they traded for that turn.

Movin’ Avound

At High Noon, you can use an action to
boot and move a Dude o’ yours to another
location (Deed, home, or Town Square).
There are two moves a Dude can make
without bootin’ (but the Dude must still
be unbooted): a move from home to an
adjacent location or a move from Town
Square to an adjacent location other than
home. Each of these moves still uses up
a High Noen action. A Dude can move
any number of times per turn, but most
moves require bootin’. Movement caused
by a card also doesn’t boot a Dude, but
movement restrictions still apply.

If a Dude is sent home booted, the
Dude goes to his or her controller’s home.
Ignore movement restrictions. If the
Dude is already home, the Dude stays
and still boots to “run upstairs and hide.”

over @
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Shootin’

| Asa Noon action, one o’ your unbooted
- Dudes can call out another player’s
- Dude at the same location to a shootout.
~ The Dude you call out can refuse, but
| then has to boot to run home and hide.
If the Dude you call out is booted, the
- Dude has to accept. You can’t call a
Dude out when the Dude’s at his or her
home without a card effect.
w Just to keep things clear, we call the
_ player and Dude doin’ the callin’ out
~ the dealer. The player and Dude bein’
| called out are the target.

If the target accepts the dealer’s

i call-out, other Dudes at the same or an

adjacent location can join in the shootout.

A Dude and everybody who joins up
with him or her like this is called a posse.
Any Dude, even a booted one, at the
same location can join. Dudes at an
~ adjacent location have to boot to move
 to the shootout’s location and join their
side’s posse.

( Iflead flies in a Public place like
 the Town Square, a Saloon, or even your
land, folks figger you’re shootin’ in

self-defense. If a shootout ever erupts at
a Private location (a Deed’ll tell you if
it’s Public or Private, and homes are
Private) that you don’t own, your posse’s
Dudes become Wanted when they join
the posse.

Wanted Dudes are hunted by the
Law. Spin ’em 180 degrees to show
they’re Wanted.
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WANTED

If a Wanted Dude is aced in a shootout,
the player who done the acin’ gets a
bounty o’ 1 ghost rock from the Bank.

Shootout Sequence

1. Startin’ with the Winner, you each
either pass or play a Shootout action from
your hand or a card in the shootout. Keep
playin’ Shootout actions until you both pass
consecutively. Shootout actions’ effects last
until the shootout ends.

2. The dealer and target choose and
announce their shooter from the Dudes
in their posse, for this round of the shootout.

3. DRAW! and reveal Draw hands to
see who wins this shootout round. See
“Draw!” below.

4. The loser aces a number of Dudes
in his or her posse equal to the number of
hand ranks by which his or her Draw hand
lost (check the cheat sheet at the end of
these rules). If there’s a same-rank tie for
first, each posse loses one Dude even if one
player has a better hand. Put aced Dudes
in Boot Hill with any attached cards.

5. Discard the Draw hands.

6. Startin’ with the dealer, players can
chicken out by bootin’ and movin’ any
Dudes in their posses from the shootout to
their homes. If a Dude’s already booted,
the Dude can still run home. If the Dude’s
already home, the Dude can still leave the
shootout.

7. Go back to Step 1 to start Round 2,
and repeat until only one posse is left, at
which point the shootout’s done ended.

Draw!

Over and over in your fight for Gomorra,
you’re gonna be told to “draw.” When you
draw, you put your Play hand aside and
draw a new, five-card hand from your
deck—a Draw hand.

Drawin’ is all about Bullet ratings—
and the color of your Dudes’ Bullet rating
bullets. If your shooter’s a Stud—meanin’
his or her bullet’s silver—you get to draw

an amount of extra cards for your Draw

hand equal to his or her Bullet rating. Make
sense? So if your shooter’s a 3-Stud, you
draw eight cards.

If your shooter’s a Draw, you can
discard a number of cards equal to his or
her Bullet rating, then refill your hand. So
if your shooter’s a 2-Draw, you can redraw
up to two cards.

A Goods that gives a Bullet bonus to
a Dude increases the Dude’s Bullet rating
number regardless of whether the Dude’s

a Draw or a Stud. If a Goods’ Bullet is brass
and the Dude’s is silver, it doesn’t matter.
For example, a Goods giving a 3-Stud Dude
a +1 Bullet bonus makes the Dude a
4-Stud.

You also get to draw an extra card for
each Stud other than your shooter in your
posse, and you can redraw an extra card
for each other Draw Dude in your posse.
So if you’ve got a 3-Stud shooter and two
Draw Dudes in the shooter’s posse, you get
to draw eight cards, then discard and redraw
up to two. That can make a pretty darn
good poker hand.

Notice that the extra Dudes’ Bullet
rating numbers don’t matter. That's because
those Dudes aren’t your shooter. Here's
some advice: if you have a Dude with a 0
Bullet rating in a posse, don’t use that Dude
as your shooter cause that Dude won’t help
one bit that way. But the Dude can sure
lend a hand to a shooter who has a useful
Builei rating number.

You might have both Stud and Draw
bonuses in a posse. Take the Stud bonuses
first. If you have a bigger Draw bonus than
the number of cards in your hand, the extra
bonuses are wasted: you can only redraw
once each Draw hand.

When you finish drawin’ and
discardin’, keep the five cards that make
the best poker hand. (If you don’t know
poker, get a copy o’ Hoyle’s book or the first
BDeadlands rulebook.)

You might wind up with cards o’ the
same suit and value in your hand. You can
gat away with this kind of illegal “cheatin’
I:and” in Shootout at High Noon, but there
&-e consequences to cheatin’ in regular
eadlands.

Shootout

Example

You might want to play this out usin’ cards
—Frenthe decks to keep good track o’ what's

goin’ on.

Bob’s Outfit is the Law Dogs; Alice’s is the

Blackjacks. Alice has the Golden Mare

Hotel in play and has Lilith VandeKamp
there.

Bob has Nash Bilton and T.C. in the
Town Square with Nate Hunter, who has a
Pearl-Handled Revolver. Bob moves Hunter
to the Golden Mare Hotel. This doesn’t boot
Hunter, because the Town Square is adjacent
to all Deeds in town.

e 4

Alice moves Eddie Bellows, who has'
a Pair of Six-Shooters, to the Golden Mare.
This boots Bellows, who was at a Deed not
adjacent to the Golden Mare.

Bob calls out Bellows with Hunter.
Alice accepts the call-out, as she must since
Bellows is booted.

Roundin’ Up Posses

Since T.C. and Bilton are adjacent to the
Golden Mare, Bob can boot ’em to join the
posse. He does so.

Alice has Rachel Sumner at home
(adjacent to the Golden Mare), so she boots
her to join the defensive posse. Lilith
VandeKamp, already at the Golden Mare,
joins up without bootin’. Alice has two Dudes
over at the Legal Offices of ,but
they’re two locations away—not adjacent
to the Golden Mare. They're not close enough
to join the posse.

Round Cmnie

Alice won lowball at the beginnin’ o’ the
turn, so as the Winner, she gets the first
Shootout action. She plays Crack Shot to

make Eddie Bellows a 1-Stud instead of a
1-Draw for the shootout.

Bob, for his Shootout action, plays Out
of Ammo on Eddie Bellows to change him
back to a 1-Draw.

Alice plays Pistol Whip and lowers
Bellows to a 0-Draw to send Nash Bilton
to Bob’s home booted.

Bob passes, havin’ no more Shootout
actions.

Alice plays Out of Ammo to lower
Hunter from a 5-Stud to a 5-Draw.

Bob passes again.
Alice passes, too.

Both players declare shooters. Alice
declares Sumner as her shooter. Bob declares
Hunter as his.

Sumner is a 3-Stud, so Alice draws
eight cards. She gets the followin™: 37, 3¢,
44 4% S5& 8% R4 and K+¢. Alice has two
Draw Dudes in her posse, but she decides
to discard only one card. She gets rid o’ the
S and draws the 74. She discards the 3%,
74, and K¢ to get her Draw hand of Two
Pairs: 3, 48 4d 87 8¢,

Bob’s shooter is not a Stud, but Bob
has one other Stud in his posse, so he gets
to draw six cards: 24, 24, 37, 8, 104, and

. He gets 24, 84, 94 _and 10¢! He discards

Glossary

ace: Put into its owner’s Boot Hill.

adjacent to: Next to. A Dude’s
adjacent to a location when in a location
next to it. The Town Square’s adjacent
to all Deeds in town. Streets don’t wrap
around; Deeds at either end of a street
aren’t adjacent. A location isn’t adjacent
to itself.

-~ Bank: The central pile of ghost rock
tokens.

boot: Turn a card 90 degrees to
show it’s busy doin’ somethin’ or has
finished its day.

Boot Hill: Your pile of destroyed
and aced cards. Keep this separate from
your discard pile. Usually, cards don’t

_come back into play after goin’ to Boot
‘Hill. Be afraid of those that do.

~ controk For a Deed: Have the most
Influence at, even if somebody else owns
the Deed. For a Dude: Have in your
gang. When a card refers to “you,” it’s
talkin’ about its controller.

- Control Point: The number in the
blue poker chip on some Deeds. If you
control a Deed, you get its Control Points.
If your total Control Points plus Victory
Points is more than the other player’s
Influence, you win the game.

discard pile: Where cards go after
bein’ used, unless they’ve been aced.

- Draw hand: A five-card hand
~drawn to resolve a shootout or other
conflict, separate from the Play hand. It
gets discarded after it’s used.

Drifter: A Dude who doesn’t belong

to an Outfit.

. Dude: A character or personality
[tryin’ to help its player take control o’
the town.

gang: All the Dudes under your
control.

home: Your Outfit card. It starts in
play and is the first card o’ your street.
New members o’ your gang report here.
This is not a Deed, and you always
control it. It’s Private.

illegal Draw hand: A Draw hand with
two or more cards of identical suits and
values. You can get away with playin’ illegal
hands in Shootout at High Noon, but you
might get nailed if you cheat in regular
Deadlands.

Influence: How much power a Dude
wields around Gomorra, shown by a
number in a red poker chip on some cards.
Dudes with Influence can help you take
control of Deeds.

in play: Started with or played from a
Play hand. Discarded and aced cards aren’t
in play.

location: Any Deed in play, the Town
Square, or any home. Dudes can travel to
these places.

QOutfit: A group tryin’ to control
Gomorra.

own: Have brought into play.

Play hand: The five-card hand that a
player plays cards from durin’ the turn.

posse: One or more Dudes temporarily
grouped together to get into a shootout.

shooter: The lead gunfighter of a
shootout posse.

shootout: A gunfight between posses,
resolved by comparin’ Draw hands.

Strikes A concentration o’ ghost rock.
Most ghost rock is in the Maze.

Town Square: The area between
streets. It’s adjacent to all Deeds in town.

unboot: Turn a card straight up.

Victory Point: A permanent Control
Point-type o’ thing you get for doin’
somethin’ special.

Wanted: Wanted by the law. Mark
Wanted Dudes by spinnin’ ’em 180 degrees.

you: The controller. Normally, you
control cards you own, but control can be
taken by another player.

Diggin’ into
Deadlands

Now that you've played Deadlands:
Shootout at High Noon, you can shoot with
the big guns. These are the new things you’ll
find in regular Deadlands:

deckbuilding: Regular Deadlands
decks come with sixty cards each.
From those cards, you can build a
deck however you want, so long as
it has no more or less than fifty-two
cards. You can fine-tune your deck
with cards from Saddle Bags
(booster packs).

Jokers: Jokers don’t count against the
fifty-two—card deck limit. You can
pick the value of a Joker you draw
in a Draw hand. Jokers do other
crazy things, too.

Events: An Event is a kind of card that
represents a random occurence. You
never know when an Event is gonna
happen.

Cheatin’! cards: You play this type of
Action on an illegal Draw hand.
With Cheatin’! cards floatin’
around, you might think twice
before playin’ that illegal hand—or
puttin’ many copies of same-value,
same-suit cards in your deck.

Reactions: A Reaction is a type of action
that you can play whenever it gets
triggered (it’ll tell you what its
trigger is).

skilled Dudes: Huckster, Shaman,
Blessed, and Mad Scientist Dudes
can cast Spells (a new kind of card)
or invent Gadgets (a technological
kind of Goods).

Experienced Dudes: Things change.
People change. In Gomorra, when
a Dude changes as the story rolls
along, that Dude’ll get another
version o’ his or her card with the
Experienced trait on it. As you may
have noticed, Black Jack, Eddie
Bellows, and Corky Hendricks are
all Experienced.

Terrors: A Terror is a Dude that’s an
Abomination (a monster) or
Harrowed (undead).

Besides playing regular Deadlands (see
above) with a regular deck and some
Saddle Bags, these are some things you
can do to get up-to-snuff on Gomorra’s
goin’s-on:

| Get on the Internet mailing list, where

| you can discuss your deck, the story,
gamin® groups, and oiier aspecis
of the game with other players and
experts. You can get official answers
to any questions. The list can
generate over a hundred messages
per day, so you might want to switch
to digest mode after you subscribe.
In digest mode, you get a
compendium of the messages sent
to the list each day. Save the
message you receive after you sign
on to learn how to switch to digest
mode or unsubscribe. To subscribe,
send a plain text E-mail to
<majordomo@frpg.com> with the
message <subscribe deadlandsinfo>.
For example:

From: you@isp.com
To: majordomo@frpg.com
Subject: <not needed>

subscribe deadiandsinfo

The list manager’ll send you a
confirmation message with helpful
hints on usin’ the system.

Go see the web site at
http://www.frpg.com/deadlands.

Join the Gomorra Town Council as
described in the regular Deadlands
rulebook. This’ll get you a
subscription to the newsletter and
promo cards only available to
council members.

Play in sanctioned Deadlands
tournaments, which are offered at
game stores and conventions year-
round. At tournaments you can test
your best deck against those of other
players. Make new friends, see new
strategies, and win cool prizes!

K. Since he has a 5-Draw as his shooter,
Bob can discard up to five of his cards. He
keeps the Pair of 2s and discards the rest.

Movin’ Example
For example, say the Casino :
Morongo is next to your home. To its left
is Miss Coutreau’s. Past Miss Coutreau’s
is the Sunny Side Hotel. Now, say you’ve
got a Dude at home. For your first Noon
action, You can move the Dude without
bootin’ from home to the Town Square.
On your next Noon action, you move the
Dude to the Sunny Side Hotel. Since the

the 8¢ and reveals his Three of a Kind: 24,
2%, 24,94 10¢. Notice that there are two
245 in his hand. You can get away with
playin’ illegal hands like this in Shootout
at High Noon, but you might get nailed if
you cheat in regular Deadlands.

Bob’s hand beats Alice’s by one rank it
> Hotel is adjacent to the Town Square,
Soshe Bas (0 ace one of her Dudes. She aces o, pudestill doesn't boot. Finally, you
p: : decide to move the Dude back home.
Both players discard their Draw hands.  This boots the Dude because you’re not

movin’ to an adjacent location. Movin’
the Dude to Miss Coutreau’s would also
boot the Dude because you only get “free”
moves from your home and the Town
Square. Now that the Dude’shome
booted, the Dude can’t move any more:
even though the Town Square and Casino
Morongo are adjacent, a Dude still has
to be unbooted to move.

Remember, locations next to each
other in a street are adjacent. Deeds
(and the home) on one gang’s street
aren’t adjacent to another’s. The Town
Square is between gangs’ streets and
adjacent to everything in town. (It’s not
aDeed.)

Next, both sides get a chance to run
home. Both players stick to their guns.

Round Two

Alice used up all of her good Shootout
actions in the first round, so she passes. Bob
does, too. They declare the same shooters,
then draw again.

Alice gets one less discard without
VandeKamp, but she still gets eight cards.
She ends up with a Full House: 3%, 3db, Séb,
5%, 54. Bob groans and reveals his Flush:
Q. 8 Gob, 5éb 3. Bob, beaten by one
rank, has to ace one of his Dudes. He aces
TE.

At this point, with Alice’s victory in
sight, Bob realizes he’d better pull Hunter
out o’ the fight if he wants any chance o’
stoppin’ a Blackjacks win this turn. He
sends Hunter and Bilton home (booted).
Alice’s Dudes remain at the Golden Mare
Hotel.

Turn Order Summary

Gambling Phase: Ante 1 ghost rock and draw five cards.
Lowest hand is the Winner, who goes first this turn.

Upkeep Phase: Collect ghost rock and pay Upkeep.

High Noon: Startin’ with the Winner, players take turns.

at the same location, or pass.
Nightfall: Discard a card, if you want. Refill your Play
hand to five cards. Unboot booted cards.

Hand Ranks
11. Dead Man’s Hand: exactiy 8%, 8¢, A%, A%, J©
10. Five of a Kind: example A#, AY, Aé, Ad AY

Full House: example J#, Jé, J&, 3¢, 3
Flush: example 104, 84, 74, 64, 44

Straight: example Q#, J¢, 10, 9, &
Three of a Kind: example 5%, 54, 54, 2&, 3%
Two Pairs: example Q#, Q%, Ad, A¥ Ké
One Pair: example 7%, 7¢, K, 104, 3¢
High Card: example K, 104, 7%, 3%, A¢

If a hand can be more than one rank, it’s the highest
rank.

Straight Flush: example 8¢, 7d, 6, Séb, 4o
Four of a Kind: example K&, K, K¢, KY,24

A player can: buy a card from his or her Play hand, play |
a Noon action, move a Dude, call out an opposin’ Dude |
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 BLACRIACKS &

¥ Iilustzation by Pete Venters

n: Boot one of your
Blg.?:g«:ja.cks Dudes to gain
2 ghost rock. The Dude &
becomes Wanted if he OT S0S g
was not already Wanted.
This action can be
taken any nuUmMbEr
of times per turn.

Experienced
Eddie Bellows can boot to join a
shootout even if he's not adjacent
to the shootout’s location.

“Hunter so much as flinches,an’'I'll put |

a bullet right through his eye.”
—Eddie Bellows’ last words

Charlie cannot be called out or move to a
location you do not control
Noon: Boot Charlie when he is in a Saloon
to dispense free drinks, resulting in a
-1 Bullet penalty (minimum 0) until
Nightfall, for all other Dudes in the
same Saloon as Charlie,

I still miss the cireus sometimes,

but after bartendin’in Gomorraj
it was just too boring. 1

Y Illustration by Lissanne Lake

Father Juan Navarro cannot boot to #
perform the Blackjacks Outfit’s ability. |
Shootout: Boot Father Juan Navarro
to withdraw him from any shootout.
He returns home.

“Good and evil are not as clear-cut as |
Jyou make them out to be, serior.
y You must trust in God to
show you the difference,”

She’s got a burr in her saddle, that's
fer sure. I think she joined Black Jack
more ta rankle the Law Dogs than
anything else. —CL

Noon: Boot Lilith to gain 2 ghost rock
if she is in a Saloon or Brothel

Things have been guiet around Lilith's
place lately, and I haven'’t seen any of
her girls come in fer a drink—not in
the daytime, that is. —CL

A

¥ Lilustration by William O'Cennor

Non-Unique
| Boy came in fer a beer once. It took me a
week ta get the stains off the bar. And
. weain’t even gonna talk about the
glass he used. —CL
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Experienced - Black Jack is always
Wanted and cannot become un-Wanted.
You always perform the first Shootout
action instead of the lowball Winner
when Black Jack is in your posse,
| continuing to the player on your ieft.

“I don't feel like lettin’ you
arrest me today.”

Billy cannot have any Weapons.

“The owners say you're causin’a fuss.
8o I'm gonna have to hurt you now.
Nothin'personal.”




.
Z
o
=
b
3
Hi
E
o
=
»

Mystical
- Whenever one of your Dudes is aced.
the Martyr's Cross provides a +1 Bullet:
and a +1 Influence bonus until after
Nightfall to this Dude. This effeet
is cumulative.

_ “Every man you butcher gams

new life in my faith.”
—8ister Mary Jebediah

Gordocan use a second Weapon
during a shootout.

“I'wo hands, two guns. It is as God
intended it, no?”

W’eapbn
Shootout: Ace any opposing Dude
whose value is less than or.equal to

“Looks are everything.”

—Hector Casparo "Gome on, you fagin’sissies! T got

one o yaJ”
~Cletus Peacock’s last words

Weapon

" “Loegk and load Sweetrock. We've ot

some business to take care of.”
—Nash Bilton

this Dude’s current Bullet rating. . -

Weapon
- 8hootout: Look at the top five cards of
-your deck. You can either discardall
five or place them back on top of your
deck in the same order.

like the odds when both myha,n
i are firin'”

Weapon
This Dude is & Stud in shootouts:

Ama,zm how a blg, shiny gun makes
~a man feel secure.”—Rachel Sumne.

Shootout: Ace any opposing Dude
whose value is less than or.equal to
this Dude's current Bullet rating. =

“Come on, you fagin’sissies! Tgot

Wslve -gauge stomach aches fer ever,

one o’ yal”
letus Peacock's 1ast words .

rr This Dude has a +1 Bullet bonus at a.ll i

times but cannot get bonuses from

more than one Bowie Knife at a time. :
That pigsticker o' Scooter’s is searier

tlla,n any of the critters he Tillets |
with it. —CL

FRRL




‘When this Dude is the shooterin a; i
otout, your hand is considered one rank

1 higher (and the worgt hand of that rank).
Multiple Quick-Draw Holsters are not

curnulative, :

“If we're going up against Black Jack,

i the only chance we'll have is

to shoot before he does.”
—Nash Bilton

‘Shootout: One Dude's Drav
changed to a Stud bonus until the end
of this shootout.

It ain’t how fast you can draw;
it's how fast you can aim. —CL

The stage kept comin’, faster and
faster, but the whirlwind was just
too quick. When it finally died down,
- coach, team, and driver were
nowhere to be seen. —CL

Shootout: A target Stud Dude in thi
shootout becomes a Draw;
“Well, we can always throw
rocks at ‘em.”

Noon: Target one player who loges
2 ghost rock. Ace this card.

" “That's okay, buddy. I've got a bridge in

Brooklyn you can buy with this stuff.

_Noon: Boot one of jo

' Town Square or any Deed I ntr

. call out any other Dude in the sam
location. They begin a shootout that
can’t be refused. No other Dudes can

Jjoin the shootout. -

“What're you lookin’ \) :
at, paleface?”

changed to a Stud bonus until the en
of this shootout.
It ain’t how fast you can draw:
1t's how fast you can aim, —CL

Noon: Boot any one Dude in play.
“Men would be funny if they weren't
80 godawful thick.”

Shootout: Lo
one of your Dudes {
(minimum 0) for the rest e
shootout to send home one of your
opponent’s Dudes in this fight booted.

fﬁVendy Iearned how to coldeock fellas

from watchin'Sheriff Coleman. I think
she’s even better at it
than he was. —CL




| Noon: Boot any Dude in play Wif.h Iess L

than 8 Influence.

That fella's got another ten minutes
'r 8o before the sluices open wide at
both ends.. —CL

‘Shootout: Boot one of y
this shootout to reduce the Bullet
rating of one opposing Dude by your
Dude’s Bullet rating number.

“Keep him pinned down, or else he’ll |

kill us all”

Noon: You gain 1 ghost rock.

“Werner assures me that the bank wﬂ |

safe now, but let's keep our usual
percen ﬁage elsewhere.. just in case.”
—Howard Findley

fc

Hoon. Boot any Dude in play with les

than 8 Influence.

That fella's got another ten mmutes :

'r 50 before the sluices open wide at
both ends.. —CL

Noon:Look at the Play hand of
one of your opponents.

| “We ain't cheatin! We're stretehin’our |
. resources to maximize the profits from ||

our gamblin’investments. Ain't we?”

Noon: Collect 1 ghost FOGk far
Dude in Boot Hill.

Lots of folks Tound here think thsy
can get rich stealin’ from the dead.

Trouble s, no one bothered to clear it

with the dead first. —CL

Noon: Boot one or mo
‘have a combined Influence grea

number of Control Points provided by the D
t which they are located. You control the Deed

untilafter Nightfall regardless of other
players’ Influence totals.

“Of course welll help you. Sweelrock
always looks out for the welfare
of 1ts neighbors.”
—Howard Findley

Noon:Look at the Play hand of
one of your opponents. .
“We ain't cheatin! We're stretehin’our |
resources to maximize the Dprofits from
our gamblin'investments. Ain't We‘i"’

-1 Influence while at any lo
except home. The Dude’s Inﬂuence
returns to normal after Nightfall.

“And that's not the worst of it—
the children were plagzmg in the
next room/




v Nustration by

Public

from this shootout, 1

-‘ home booted.

| “All right! Who's gonna taste the fury of |

3 my.. hey, where'd everybody go? i
Guys?GUYS? T thought there -1

% was a fight on..” \~ W

to the Buffalo Chip’s controller.

There's a cover charge at the door..
but on the bright side,
the whiskey stinks —CL

5 _Q/:wﬂﬁ/

CASINO mnom:o .
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SUNNYSIDE HOTEL
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Public - Dudes aced at any time
during a shootout in the Casino
Morongo do not go to Boot Hill—they
go to their owners’ discard piles
instead.

“Leave yer fireams at the door.
' —The Management”

Public - Brothel

“Do you charge by the hour
or by the night?”

¥ Illustration by Audrey Corman

A i ot St K Bt Private - Strike
1s hat you'l args
the envy of every girl in GO-IJ’HOP;;& It's not the ghost rock that should

Say,
.y, you don't carry a gun, do you?” \ rock comes from..” —Austin Stoker

. Tocall out a Dude in the Buffalo Chip
Saloon, a. player must pay 1 ghost rock

¥ [llustration by Robert Humble

worry you boys; it's where the ghost

T JM% R‘/ )

'THE INTELLIGENGE SHOP

Private
Controller Noon: Boot The
Intelligence Shop to give a Dude +1
Influence until after Nightfall.
“You ever read anything,
_you ignorant possum? Try it;
™~ you might like it.”

C?\\\‘ __@gﬂ(/ \‘://}QJ

| GOLDEN MARE HOTEL

Public - Brothel
| The Golden Mare’s owner gains 1 ghost
rock each time a Dude is put into play
from a Play hand.
The friendliest place in town, bar none.
No one seems o notice that they.
charge by the hour.—CL
2
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Controller Noon: Pay 3 ghost rock to

gain 1 Control Point until after

action more than twice per turn.

The last guy lasted five days. I'm
bettin’two to one that the next
one gets plugged even earlior.y
—CL !

v Iilusbmtidn by TLigsanne Lake

¥ Illustration by William Q'Connor

¥ Ilustration by Eric Ren o

‘. ' Nightfall. A player cannot perform this

{
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PIRIT OF RENTUCKY SHAPT

I
]

! Private - Strike
Ul Ten miners get buried alive up there,
k| an’'suddenly the Whateleys will pay
i any price to own it. —CL

il
J HARLOT'S HAVEN STRIKE

Private - Strike

The old owner, he thought the name
was pretty funny.. until Sweetrock
buried him alive down there. —CL

¥ Hlustration by Jim Graiatree
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TRIKE

Private - Strike j {
Some o' the little strikes are too scared
o' the Maze Rats to leave. If things f
don't ease up soon, they're gonna
starve to death out theres. —CL

TOWN WELL

T'm telling you, the key to Gomorra
is controlling the water supply.
All those people out there cant

drink ghost rock, now can they?"
—Max Baine
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Private - Strike
Sometimes the earth’ll just swallow
you whole. Only now, it's spittin’ stuff
baek up, too. —CL
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You get 1 Victory Point
every btime you put a.no_ther
player’s Wanted D_ucle into :
Jail and every time you Sg
ace a Wanted Dude who
hae more than
1 Influence.

TRO CHENG (“1C.)

oy

Shootout: T.C. gets a +2 Bullet bonus
in a shootout if none of his
opponents is carrying a Weaporn.
v “Do not allow other men to limit you. To
_ do sodiminishes both you and them.”

¥ Illustration by Pete Venters

Experienced :

B8 Shootout: Ace Corky. Your Draw hand

for this round is considered two ranks
high_er than your actual draw. It is
considered the worst possible hand
of that rank.

‘T love you.” —Corky Hendricks’
last words

“The sheriff's department needs
respectability if we're ever going to
tame Gomorra. And respectability
begins with one’s appearance.”

Shootout: Send one Dude in the

opposing posse home booted. Wendy hasi

a -2 Bullet penalty (minimum 0) and
becomes a Draw until Nightfall.

“What with the bank and Sheriff
Coleman and all you're gonna need all

the deputies you can get. I reckon ...

I can shoot an outlaw
as well as my pa can.”

Noon: Nash Bilton calls out one Dude
| at this location. He can take this action
while booted.

“I've been a lawman for near twenty
years now. I don’t need some
wet-nosed punk lecturin’me

on right and wrong.”

. .Y Hlustration by Gape:

2 [ WILIAN 01508

llustration by Garg

Town Bailiff
§ William Olson gets a +& Bullet bonus
while in a shootout against one or more
Wanted Dudes. William Olson gets a
+& Influence bonus while he is at
The Courthouse or Jail.
“Jail ain’t so bad; besides, fightin'
W the rats for dinner scraps |
builds character.” J

7 DEPUTY JOHN TEMPLETON
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Templeton gets a +2 Bullet bonus
while anyone in an opposing posse
in a shootout has a lower value.
“If you don't quit yer whinin,
I'm gonna bust yer chops somethin’
good, sissy boy.”

“Listen, fellas, I don’t want any trouble.
Why don't we go to the sheriff’s office
and talk about this like reasonable
men. No? Well, that is a pity..”




No warrants or bounties can be
issued for Hangin' Judge Gabriel.
Hangin' Judge Gabriel cannot be Wanted.
N_oo:}: Boot Hangin' Judge Gabriel to have
him “claim” a Wanted Dude in the same or
an adjacent location. That Dude is aced.
Ace Hangin' Judge Gabriel after he
claims a Dude.

“The ssssentence issss death..”
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“Looks are everything.”
—Hector Casparo

Mystical !
. Whenever one of your Dudes ig aced,
. the Martyr’s Cross provides a +1 Bulle
and a +1 Influence bonus until after

Nightfall to this Dude. This-effect-
is cumulative.

“Bvery man you butcher gains
e new life in my faith.”
Sister Mary Jebediah

B T "

Weapon

“Lock and load. Sweetrock. We've goti
some business to take care of.” :
—Nash Bilton

Weapon
Shootout: Ace any opposing Dude
whose value is legs than or.equal to
this Dude's current Bullet rating.
“Come on, you fagin’ sissies! T ot =
welve-gdauge stomaeh aches fer every
. one o’ yal”
letus Peacock’s last words

“Looks are everything”
—Hector Casparo

Weapon

Shootout: Look at the top five cards of
your deek. You can either discard all

- five or place them back on top of your

¢ deck in the same order.

“I like the odds when both my hands

™. are firin’”
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' This Dude has & +1 Bullet bonus atall’
times but cannot get bonuses from
more than one Bowie Knife at a time.

That pigsticker o’ Scooter’s is scarier

than any of the critters he fillets
with it. —CL “

Weapon
Thig Dude isa Stud in shootouts: . &

“Amazin’ how a big, shiny gun makes
a man feel secure.” —Rachel Sumne

f;




¥y When this Dude is the shooterin a;
. shootout, your hand is considered one rank.
- higher (and the worst hand of that ranic). i
Multiple Quick-Draw Holsters are not o
cumulative.

“If we're going up against Black Jack,
the only chance we'll have is
to shoot before he does,”
—Nash Bilton

Shootout (ive one oppos
-2 Bullet penalty (minimum 0) for
this shootout.

When goin' into a fight alone, it always |+
pays to have an edge. —CL j

| Noon: Target any D
. one or more of your
combined Influence gr
of the target. The target Dude
becomes Wanted.

- Gettin’ yer face on a wanted poster’s no
trick around here. Make the right
@ people mad and theyll find |
something to pin on ya. —CL

Shootout: A target Stud Dude in th
shootout becomes a Draw.

“Well, we can always throw
rocks at 'em.”

Noon: Target one player, who loses
R ghost rock. Ace this card.

| “That’s okay. buddy. I've got a bridge in :
. Brooklyn you can buy with this Stuﬁ‘;. 2

' combined Inflience grea,t.ew than that
of the target. The target Dude
becomes Wanted.

. @ettin’ yer face on a wanted poster’s no '
__trick around here, Make the right
¢ & Deople mad and theyll find

somemmg to pin on ya. —CL

‘8hootout: Give one opposing Dude a
-2 Bullet penalty (minimum O) for
this shootout.

When goin'into a fight alone, it alwa.ys
Dpays to have an edge. S

Noon: Target one player. who loses
2 ghost rock. Ace this card.

_opponent’s Dudes in this fight booted.

Wendy learned how to coldecock fellas
from watchin' Sheriff Coleman, I think.
' she’s even better at it
than he was. —CL

- “That’s okay, buddy. I've got & bridge in_|
| Brooklyn you can buy with this stuff.”




| Shootout: Lowe
' one of your Dudes in
‘ (minimum O) for the rest of the
shootout to send home one of your
opponent’s Dudes in this fight booted.

Wendy learned how to coldeock fellas
: from watchin’ Sheriff Coleman. I think
she’s even better at it

than he was. —CL

~ Shootout: Target a.
opposing posgse. That Dude cannot b
the shooter if another Dude can be. The
target Dude does not provide a one-c
Draw or Stud bonus to the shooter.

“Bastard. I gotcha now.."”

—Jim MacNeil v

except home. The Dude’s Influence
returns to normal after Nightfall

“And that's not the worst of it—

the children were playing in the =i ]

next room!”

than & Influence.
That fella’s got another ten minutes
'r s0 before the sluices open wide at
both ends.. —CL

number of Control Points px'cfvi d by the
* at which they are located. You control the Deed

until after Nightfall, regardless of other
players’ Influence totals.
“Of eourse we'll help you. Sweetrock
always looks out for the welfare
of its neighbors.”
—Howard Findley

064/
except home. The Dude’s Influence
returns to normal after Nightfall

“And that’s not the worst of it—
the children were playing in the
next room!”

Noon: Boot any Dude in play with le

than 2 Influence.

. That fella’s got another ten minutes
'r 50 before the sluices open wide a,t
both ends.. —CL

Noon: You gain 1 ghost rock.
“Werner assures me that the bank is
safe now, but let's keep our usual
- percentage elsewhere.. just in case.”
—Howard Findley

Wanted Dude in town. &
location. If the Wanted Dude
her Influence is permanently r

‘and cannot be increased by any ma‘a.,ris- or the

rest of the game. If the Influence was already
0, the Dude is aced if he or she refuses.
“Coleman’s murder has gone
unanswered for too lo.
—Nate Hunter




|~ rest of the game. If the

B while in the Lad Saloon has a +1 Bullet

(—\ ,._ZT(J(/(/ -:./
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Noon: Boot one of your
. Wanted Dude in town,
location. If the Wanted Dude |
her Influence is permanently reduced to 0
I* and cannot be mcreaaeclln_g any means for the
i uence was already |
0, the Dude is aced if he or'she refuses.

‘Coleman’s murder has gone E:
unanswered for too long.” J

Private
Controller Noon: Boot the Gomorra
(Gazette to increase one Dude’s
Influence by 1 until after Nightfall
Controller Noon: Boot the Gomorra
Gazette and pay 2 ghost rock to

1 until after Nightfall

decrease one Dude’s Influence by .

—Nate Hunter Wi : +1

THE DENTIST'S OPPICE

RO S Cz2

HD SHLOON

¥ Illustration by Tom Fowler

- Saloon - Public - Any Dude called out,

Private

“You know, thig is really
going to hurt..”

bonus for the shootout.

Nuthin’like liquorin'a fella up
before sendin’ him out ta meet
his maker. —CL

Sﬂo;w/

THE LUGKY DOG LUDE |

¥ [llustration by Al Skaar

Private
Fu Leng’s ghost rock cost is reduced
by 2 if you have Tao Cheng in play.

“We can get the bloodstains out,
but it will cost extra.” —T.C.

Private - Strike

Them boys was just about ta hang up
their spurs, when Eureka came along
and led 'em straight to the vein. —CL

¥ Tustration by Paul (Prof) Herbert

A i AEW
¥ Ilustration by Mike Kimble

{'' Controller Noon: Boot The Courthouse.

TR e

- THE GUURTHOUSE

¥ Nlustration by Posss Parente

Public - Government

Only a Law Dog can move to
The Courthouse.
Gontroller Noon: Boot The Courthouse
to make a Dude un-Wanted.

to ace any Dude in Jail

/_N, (;/g/p/ﬁ/ //n: J

THE EILDEII PEITHER

¥ Illustration by Diana Vick

Public - Brothel

“Well aren’t you Jjust the cutest little
cowpoke we've ever seen? And no
manure on your boots, either!”

gﬂﬁl/

oy TERESS |

¥ Illustration by Posse Parente

Private
Controller Noon: Boot the Pony
Express to discard a card
and draw a new one.

If you gotta get a message out of
town and you don't want Sweetrock
seein’it, this is about yer .
only aption. —CL 1
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' | WATER' | 7UE BARBER'S SHOP
4 /0P OP THE WORLD LOE pe wmnsnnn s@!n Y s LI

¥ Illustration by Paul (Prof) Herbert
¥ Hiustration by Mike Kimble

Private - Strike ] Private - Strike ' Public

P | ) S g “The dead don'’t complain, they don't “Cut me once, pal, and I'll make you
wi‘t?faﬁgranuybiiizé{: gg?l?f’ﬁ;?eght%g;g’m f need pay, and they never ever stop. As § eat that razor.” —Cletus Peacock

unleashing..” —Wilhelmina Whateley & | oPlayecs thfﬁ;i%ggfn EDIge ILE 1
! , . : ¥

| FF LAY
S i I RO S C5
THE DESERT BOSE LODE | ' ) HENRY'S HOLE

A

%?
&

BT

Jim Pavelec

v Illuztmt.ioil.b Eillym Sirac

N Private - Strike ;
- “The Collegium views a steady supply B Private - Strike
of ghost rock as the single most | Iain’t sayin'the Whateleys got no
important aspect of this misbegotten § reason to go trampin’ around out there.
town. Without it, all hopes of civilizing @ I'm just wonderin' what a family that

Gomorra are for naught.” rich wants with ghost rock.. —CL
o —létter from Oswald Hardinger, i eente Wby

to Sweetrock Mining  § A +1
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Yer lookln’ at‘the\ ol g
_game that' InQuest
~called the Best X
Game of 298: .\ f-_
" Deadlands! Walk ﬂi‘ Ry A ENT
“dusty: streets of: Gomori'a LR e X
Cahforma, meets] ell—slm hutksiel's 3
in the Green Eye Salooﬁ face ﬂeadIy 3 '.\
undead gunslingers in the town: §21u
- .and stalk horrld mon;sters wlﬂi Sm
shamans. Lt N e L R

‘\
MW -
&

' learn rulesand ti'adin ; cards e g
- to this package. Now thereain (no 'm é :
excuse“' R b e B |

."




