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30-45 minutes | 14 players | ages 12+
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Fortume and ghary await in the Wild Wesz. But how will you earn your spurs in this
untarmed land? Will you help setile the town? Blaze a trail to new discoveries?
Mine for gold? Or tumn to a ife of lawlessness? You choose your fate in this wild

and woally flip & write game.

COMPONENTS TRACKING YOUR INVENTORY
» bdry erase player maps You keep track of your Cash, Gold, Stars
« & dry erase markers and Wanted at the base of your map in
» 1deck of %4 playing cards the inventory area. Whenever you gain an
and tuck box item, ircle the first matching symbol that
« W Chatacter cards mdmmH.MummHﬂ
16 it s lose an item, cross out a cirgled symbol
o to indicate it has been spent/ast. If you
« & Cowbat cards reach the end of a track, track additional
gained inventory off ta the side.
SETUP

« Each player takes @ map and dry erase marker
» Remave the twa Joker cards from tbe poker deck and place them back in thie fuck box
s Mote that each player begins with their center Cemetery tombstone slready circled

IF THIS IS YOUR FIRST GAHE:
« Remove the Cowhot and Character cards from the game, a3 these are recommended anky
alter you have played the Standard Bame at least once

STANDARD GAME (3000}

« Shuftle the poker deck and place it above your board over the area [abeled “TRAW DECK”
« Begin with $4 and 2 gold. Circle these items in your inventory area

« Remove the Bounty deck from the game

STANDARD GAME (2-4 PLAYERS)

« Shuffle the poker deck and place it in the center of the tabbe

= Each player begins with $4 and 2 gald. Circle these items in your inventory area

= Ghiffle the Bounty deck and randomiy choose 3 cards, placing them in the center of the

tabée near the draw deck with their 7 stars” side face up. Remove the rest of the Bounty
cards from the game



ABOUT THE DECK

SEARCHING THE
JOKERS are nat used in the game, unless
playing the Wild Card character. ; ﬂfﬂﬂﬁllmﬂl;ﬁil

t any point during the game, you

ACES abways have a value of T except when :
e | M
hce may be the low of high card.
OVERVIEW OF GAMEPLAY

Im Fliptom, you are Erying to score a5 many paints a8 possible to prove you're the bestin
the west. Points are shown as stars.

The game takes place over three rounds with five turns per round. Each turr, you will Hlip
over three cards from the deck (placing these in the center of the table if playing with 2-4
players or above your board in solo play). Thes2 cards can be assigned as you wish and
determing which region you visit [sull card], what site you visit within that regson [value
card). and what your poker card ks (poker card). After three rounds. the game ends and
final scoring takes place.

During the game. cash and gold give you spending power, allowing you to buy items, bribe
the sherifl, or even modify cards. kdditionally, you may gain “Wanied,” which represents
horw unkzwful you are. The more you have, the more likely you are fo be arrested.

COMMON SYMBOLS TO KNOW

@ Tnai O cash B Wanted

@ adands S Hammer &I Cross Out Wanted

& HMine mmmmr > Greater than or equal to
:E:wn:eterf ﬂﬁ:ﬁﬁgr"““’“: ey

< Gold o Card

* [walues range from &-K)

& Gold Pan




PHASES OF PLAY
Each of the three rounds of play is made up of six phases:

1. Shuffie Deck iy, Resolve Poker Hand
2. Set Sheriff Card 5 Pan and Work
3. Take Five Tumns B. Sheriff Attempts Amest

After completing all six phases, start & new roand. After theee rounds. the game ends

TS THE LINEIRP (if plarying with 24 players, this wil be in the
T center of play, shang with the Sherdff and Beunty cards)

Character Cowbol |  Orow Suit Vofue Poker
Cord L‘nrd Deck Card Cord Card
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PHASE |: SHUFFLE DECK

To stast each round, gather all the poker cards, shuffle the deck. and place it abowe your
miap aver the area labeled “TRAW DECK” (in & sofo game) or in the center of the table (in a
2-4, phayer game).

PHASE 2: SET SHERIFF CARD

Withairt looking at it, set aside the top card face down to the right of your map lin & solo
qamee) or below the draw deck {in @ 2-4 player game). This card is known as the Sheriff

Card. During phase 8, the Sheriff will attempt to arrest each player, and this card
determines if the Sheriff is successful or not.



PHASE 3: TARE FIVE TURNS

To take & twrn, flip over three cands from the top of the deck and splay them in & row
beside the dech.

For sole play, rearrange thess cards as you wish, placing one card abowe SUIT CARD, one
card above YALUE CARD and one card above POKER CARD. When you are satisfied with
your arrangement, perfarm the actions on your map associated with these cands.

For 24 players, the lineup should be thought of as “community cards.” Each player will
use these cards 1o determing their suit, value and poker card each turm, but rather than
arrange them in front of yow. instead announce to the group which cards you wish to use
for your suit, ratue and poker cands. Players will play each tum simultanecusly, and each
player can choose different cands from the lineup to represent their swit, value and poker
cards.

Your suit card [Heart, Spade, Diamond or Club) determines the region where you will take

your action: Heart, TRAIL: spade, BADLANDS; diamond, MINE: or club, TOWN. Daly the suit
matters related to this cand,

Your value card (A, 2.3, & 5 6,7,8,6,10, J. 0 or K] determines what site you visit within
that regicn. Only the value matters related to this card. Whatever site you

activate must be circled to pote that you have visited it. Once circled, a site
cannot be visited again except in the Town, Each site in Tewn 5 3 unique building, and
these may be visited more than once even if they have slready been circled.

Your paker card determines what card you will add to your poker hand for that round.
Both suit and value matter related fo this card. Write down the poker card's value in the
topmast empty cand of the appropriate column on the far right panel of your map (first
column for Round One; second column for Bound Two; third column for Round Three) and
cirche the poker cands suit beside it. After five furns, you should have five cards in that
eofumn to make up your paker hand.

I¥ you don't like the results of your suit and value cards, you may sgnare them entirely and
irestead take your action in the Cemetery {see "CENETERY"). Your poker card still counts
toward your poker hand.

After ail players have taken their turn and marked their map appropriatety, mave all three
cands to a discard pile off to the side and take anotfer fwn, Repeat until all players have



PHASE 4: RESOLVE POKER HAND

Uniike traditional poker, there is no ante,
betting. drawing, folding ar raising in this
poker game. Instead, all players compare their
five-card poker hand to the pay table lncated
bedow the poker hand columns on their map
to se@ what they've won. Any hand with worse
than a pair is a lesing hand that gains you
mathimg. Anry hand with a pair or better is

@ win, and the payout varies bated on bow
strong a poker hand you have. Dont forget
that for paker, Aces may be treated a3 a low
or high cang!

Consult the Poker Hand Rankings below far an
Exsmpe: Your poker bond for Nand #1
example of each hand type: I two pair (usens ond £)¢

POKER HAND RANKINGS
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PHASE 5: PAN AND WORK

Next. all players get to both pan for goid AND work for cash. Gold pans and hammers
are tracked in your imventory area in the lower right corner of your map. To begin the
game, you have no cirched gold pans or hammers. Youll need 1o earn these during the
game if you want to benefit fram them. Once eamed, you have them for the rest of
the game.

Gain 1 gold per circled gold pan symbal you have.
Gain 2 per circled hammer symbal you have.

@22 OO0

Exmpla: Tow have | circled gold pan eed T circled hommevs.
Tharelare, pow gain | geid and S5 during phess 5 of play.




PHASE 6: SHERIFF ATTEMPTS ARREST

Finally. the Sheriff will attemgt to amest all players. The more Wanted you have, the
mare fkely it is that the Sheriff will arrest you. To resolve this phase. first decide if you
want 1o bribe the Sheriff. Bribing the Sheriff guarantees that you will avoid arrest this
round. To do 50, you must pay 1 gold for every Wanted you have circled i your inventory.
Then you may ignorne the effect of the Sheriff card. You do not get to cross ot Wanted
whien you bribe the Sheri; this merely lets you avoid arrest this round.

If yous do ot want to bribe the Sheriff (or if you don't have enough gold to do sa), you
instead miest determing if you ane arrested. Once all phayers hawve bribed or declined to
bribe, the Sheriff card iz flipped over. If you bribed the Sheriff, you may ignore its value
and it has ro effect on you. Otheratss, you mist compane the Sherilf card to the num-
ber of Wanted you have. If the Sheriff card is equal to or greater than your Wanted
leved, you suceeed and avold arrest,

However, if the value 5 less tham your Wanted level, you fall to avold arrest and the
Sheritf forces you to pay your choice of the following:

Round One: -.mn-ﬁ Round Twe -.'Hm-#
Round Three: - @18 u-¢

If the Sheritf card is an Ace, treal it a5 a value of 1, Jack as a value of 11, Queen as 12
and King as 13,

It you cannat afford the cash, then you must lose stars. Likewise if you have
¥ or more Wanted, then you must lose stars {althowgh bribing is still allowed). If you
o not have enough cirched sters in your inventory to pay the full penalty, pay as many
stars a5 you can afford. After resolving thés phase, discard the Sheriff card.

Erompie: T is Reosd 0o oad oy cumently have 3
Wamterl. Yoo are safe from the Sherdl? with o cand
walgw of & or greatsr. Tou Soa’l wenl o pay 5 goid
ie bribe e Sharily, 5p oo mis reveal Bhe Shenltt
eerd = 2 T, resuffing in pog baing erreshed and
poping e penally far e Foosd.




OVERVIEW OF EACH REGION

TRAIL

Here’s where you can blaze a trail to new discoveries. The further along the Trail you
gel, the befter the rewards. The start of the Trail is at the far left of the map.

To access the Trail, your suit card must be a heart. To advance on the Trail, your value
card must be equal to or greater than the cand at the next site of the Trail. Youw may
choose to either skip the site or stop at the site.

For each site you skip, cross out the reward and keep advancing on the Trail, always
mening beft to right. You may skip sites and crass out a5 many rewands as you like
in this manner 5o long a5 your value card is equal to or greater than the card at that
site. Once 3 site is skipped and its reward crossed out, it is lost forewes. You cannol
backtrack on the Trail

If you wish to gain the reward, circle it and do not advance further {until you take
anather Trail action). This is called making 2 trall stop. If & trail stop has a Wanted
symbal next 1o L. in addition ta gaining the reward, you also must gain the Wanted
listed. Yep. out here on the Trail you might have ko do some underhanded things

1 get shead!
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BADLANDS

Here's where you can steal a chicken, rustle catthe, stick up a stagecoach or even rob
a train. To access the Badlands, your suit card must be 2 spade, To attempt a robbery,
circle the target matching your value card=chicken, cattle, stagecaach or train. If

a target is already circled, you may NOT attemgt to rob it again. Note that there is
nothing to rob with a value of 1{Ace)

Rext, draw the top card from the deck and rewveal it. This card ks known as a

robbery card,

If the rebbery card ks equal to or greater than the value of the target, you successfully
rob it! Immediately gain all the Wanted, stars and cash listed below if.

If the robbery card is less than the value of the target, you fail to rob it. Gain all the
Wanted, I/2 the stars and no cash, Remembeér to circle the target even if you fail!

It yau circle all three matching targets, you gain the banus action 1o the right of them
[zee "BONUS ACTIDNS'). You do not have to be successiul In each robbery 1o gain
the bonus,

After resolving a robbery, discard the robbery card
If playing with 2-4 players and multiple players are attempting a robbery on the same

furn, each player should draw their own cand from the draw deck to determine if they
succeed in the robbery they are attempting.
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MINE

There's gold in them thar hills and you aim to find every last nugget! To access the
Hine, your suit card muast be a diamond, To descend into the undergrownd ming, cincle
one of the two topmost chambers, depending on your vabue card. If your value card is
Ace through 7, you access the chamber to the left. If your value card is B through King,
you access the chamber to the right.

Once & ming chamber has been cincled, you immediately gain a8 rewards within it. You
may now move deeper in the mine from that chamber on a later tum, following the
lines left or right 50 bkang as your value card 5 within the value range listed between
the two connecting chambers. Chambers may only be accessed by descending from
the mine entrance 0F descending from any chamber that you already accessed
previously. You cannot access a new chamber by ascending from a lower one. If no
chamber is legally accessibile, due to your value card not being within a value range to
reach another chamber, then you cannot visit the Hine that turn.

Ml chambers in the third and fourth mine level require you to gain 1or more Wanted.
Apparently, youll need to jump some claims to earn the rewards in those desper
parts!

SILVER STARS

Note that each chamber on the lowest level rewards you with silver
stars, which have the same value a5 reqular stars, but are not tallied
until the end of the game. The number of silver stars you eam from a
chamber depends on its scoding goal.

Fromple: Yoo chossa the [ of dlamosds
85 pour ssit cord end the § of spodes
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TOWH

Setthe the Tewn and turn your pioneering spirit inta profit, To access the Tewn, your suit
card must be a club, Your value card determines the building yow visit, which you indicate
by circling that building's card.

Once circled, you may immediatedy gain the buildings effect. In addition to the effect
listed inside the building. you atso gain the starfbonus action Tisted at the top of the
building. You may gain the building effect first or the starfbonus action first, whichever
you prefer. After taking the starfbonus action, be sune to cross the starfbonus action icon
out. After visiting a building, you may return to that building on a future turm even

if it has already been circled; howesver, you do NOT gain the star/bonus action again.

Whenever you purchage or gain an item in the Town, circle the matching item's symbol in
the appropriate region as a reminder that you now own that item and can use it whenever

you visit that region.

'h Undertaker - Dabble in the dead by befriending the undertaker and picking up a

= shovel 1o help you dig in the Cemetery. The First time you visit the Undertaker, gain
the topmost reward, which allows you to ignore the requirement to gain 1Wanted
whanever you visit the Cemetery. Your first visit here atso gives you the Mine(diamaond)
bonus action. If you return to the Undertaker a second time, gain the showvel, which

rewards you with 1 star whenever you circle a tombestane in the Cametery,

"E Bank - Invest in a prosperous future at the Bank. Pay the banking fee of §4. Then

= choose o either BANK ON RED cr BANK OH BLACK. At the start of each future fum,
check the three cards in the lineup. If you banked on red and all three cards in the
lineup reveal as red (any combination of diamonds and hearts) of if you banked on
black and a8 three cards in the lineup reveal as black {any combination of clubs and
spades] you gain stars equal to the round you are in: one star in round one, two stars
in roursd two or three stars inoround three. You may only bank on ong color per wisit. If
you wish to bank on the other color, you may revisit the Bank and pay the banking fee
again. Your first visit here also ghves you 1 star,

3 Hideout - If you have a ot of Wanted. this is 2 good place lo day low and let things cool

= dowm. Visit the Hideowt and cross out up to & Wanted in your inventory area. Your first

visit here also gives you 1 star.

"y, Stables - Saddie up a horse to improve your efficiency. You may only purchase ane
= horse per visit and may only purchase each horse once, gither the Work Horse [cost:
$31 which gains you | hammer and 1 star, or the Trail Horse (cost: 54 which lets you
meadify your value card by +6 whenever you visit the Trail. You may own bath horses
and gain the ability of both. Your first visit here also gives you the Cemetery
(tombstone] bonus action.



#_ General Store - Stock up on general items here. You may only purchass one
= ilem per wisit and may only purchase each item once.

« Gold Pan and 1 star [cost: 53] = Bain 1 gold pan and 1 star.

« Pickaxe and Tstar (cost: $2) - Bain the pickae to modify your value
card by + or - 2 whenever you visit the Hine, and gain 1 star.

« Bandana [cost: 51} - Gain the bandana, which fets you take 1 less Wanted
whenever you rob in the Badlands.

Your first visit here also gives you the Trail {heart) bonus action.
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*_ ' Church -Wash away your sins at Church, where for every 1 you donate {pay) you
= may cross out 3 Wanted symbol fram your inwentory. You may donate up to 58 1o

ero5s out up to 8 Wanted per visit. Your first visit bere aloo gives you 1 star.

5 Haotel - The more times you check in ta the hotel, the more stars you rack up!
« To chech in, you must pay the room rate of 52, Each time you visit this site and
check i, circle the leftmast uncircled sitver star. At game end, score anly the
last cireled star, Your first visit here aso gives you the Badlands [spade)
bonus action
*I Land Office - Visit here to claim land to call your own. To do 50, choose any of
# the three land shapes. pay the land cost associated with that shape, and fill in
the shape in the 3-boy [and grid. The drawn shape cannot overlap any squares

that have already been claimed. The shape may be rotated andfor flipped a3 you

wish befare drawing it. If you cannot legally draw the shape, you cannot claim

fand. Score stars based on the value of each square that has been claimed. Your

first visit here also gives you the Cemetery (tombstone) bonus action. if you
retarn to the Land Office, you may choose (o draw the same shape againor a
different shape. Claim all § squares and gain & benws 7 stars!



TOWHN -CONTINUED

® | Gunsmith - The qunsmith is where you can buy & gun, The first time you visit the
= Bunsmith, you may purchase a Pistol (coest: $3) which lets you modify the robbery
card by =2 whenever you rob in the Badlands. Your first visit here also gives you
the Trail {heart) bonus action. If you return to the Gunsmith a second time and
hawe already purchased the Pistol, you may upgrade it by purchasing a rifle [cost:
$4), which improves your rabbery modifier from +2 to +& in the Badlands. If you
purchase the rifle, you anly get the rifle’s modifier, not the pistol modifier, too.

= Bail Bonds - The Bail Bonds neads your hedp in tracking down the outlaws who've
= skipped owut on their bail, and you're just the wrangles to get the job done. To do

=0, cirche one of the three outiaw symbaols at the top of the map—Jack, Queen or
King. At the stae of each futune turn, whenever the lineup Teatures a card with
that value, you gain the reward of your cheice: 54, 2 gold or cross out 2 Wanted
gymbeals in your invertary area. You may hunt multiple outtaws. but can anly circle
one symbol per visit 1o the Bail Bonds. if more than one outlaw appears in the
finewp, you gain & reward for each oullaw that matches a value you are hunting.
even if the same outlaw appears mone than once in the lineup. Your first visit hene
also gives you | star.

'J Shesiff's Office - They say to keep your iriends close and your ensmies closer.

+ Pay avisit to the Sheriff's Dice and take a book at the Sheriff card that you set
aside at the start of the rownd. Then choose to gain 1 5tar or cross out 2 Wanted in
your inventary area. Your first visit here atso gives you the Mine [diamand)
bonus action.

F | Saloon - Whoop it up at the Saloon, where for every 52 you pay, you qgain 1star.
= You may spend up to 516 to gain a maximum of & stars per visit. Your first visit
here also gives you 1 star.

'H Prospector’s Club - Turn gold into glory here, where for every 1qodd you pay, you
= gakn | star. You may spend up to B gold to gain a maximum of 8 stars per visit.
Your first visit heve also gives you the Badlands {spade) bomus action.




CEMETERY

At the Cemetery, one person’s tombstone is another's treasure. Here's wheve you'l rob
the graves to gain some valuable rewards. To access the Cemetery, ignone the results
of your suit and value cards and instead take your action in the Cemetery. Circle

any tombstane that is not already circled and then gain 1 Wanted for your gruesame
hehavior (unless you have visited the Undertaker in Town, who bets you avoid taking

Wanted in the Cametery).

Next, check fo see if this activates the one-fime reward listed between the
tombstones. A reward s activated if bath of its adjacent tnmbstones are circled.
Wheen this ocours, gain the listed reward between them, then crass that reward out. It
is passibile to circle 2 tombstone that activates two rewands at once. Don't farget to
also take the shovel bonus of 1 star if you have that item {25 a reminder, the shovel s
gained by visiting the Undertaker a second time)!
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BONUS ACTIONS

Hany sites within a region allow you fo take a bonus action. These actions are free
to take (meaning they are considered part of the turn you are on) and are considered
“open actions” with their respective region. meaning you do not need to adhere to
your value cards value when taking themn and can choose ANY walue, gaining the
rewards and Wanted as pormal. If taking a borws action triggers another bonus
action, you get to take it, too. Bonus actions are identified by one of the following
symbaols:

Trall Bonusg - Advance on the Trail to ANY Trail stop of your choosing
regardiess of its value requirement and gain the reward. You must cross
nut all skipped Trail rewards as normal.

Badiands Banus - Attemgt to rob ANY uncircled target in the Badlands
regardiess of its value requirement: chicken, catile, stagecoach or train.
Circle and resobve the target as normal.

Hine Bomus - Access ANY uncircled mine chamber in the Hine regardless
of its value requirement, 5o long as it i5one that you can legally access.
Circle and gain the reward as normal-

Tewn Bonus - Access ANY building in the Town regardless of its value
requirement. it may be a building you've already circled or one you
haven't yet circled, Inwhich case you should circle and resolve the
building effect as normal.

Cemetery Bonus - Circle ANY tombstone in the Cemetery and resolve
&5 normal. You =till must gain 1 Wanted (unbess you have befriended the
Undeitakir].
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USING GOLD TO MODIFY YOUR SUIT OR VALUE CARD

During any turn, gofd may be spent to modify your st card to the suit of your
chaice for & cost of 2 goid. The Bank (site 2 in the Town) must be resobved prior to
madilying your card. In other words, you cannot modify a card in order 1o make the
lineup pay off for your investment at the Bank. You MAY modify your suit card az it
reltes 1o resolving the cowbats' special abilities (Le. changing your suit card to a
Suit that matches or does not match the cowbot's matching suitl If you modify to a
suit that matches the cowbot's matching suit, the cowbot's special ability activates
(see “Play Against a Cowbot)

3 Y

HODIFY =t 1o st of chaice

During any turn, gold may be spent to modify your value card for a cost of 1 gold per
increase or decrease in value, For examgple, 3 gold cowld be spent to change a 9 value
to a6 or to a Queen. There is na limit to the number of gold you may spend to

madily your value card. The Bail Bands (site 10 in the Town) must be resobeed prior to
modifying your card. In other words, you cannot modify a card in order to make the
lineup pay off far an outlaw you are hunting at the Bad Bands. You may nof modity an
Ace to  King or vice versa(in other words, there is no “wrapanound” effect)

X &

HODIFY value card +/-1 per gokd spend

You may not use gold to modify the Sheriff card, a robbery card or any poker cards,




BOUNTY CARDS (2-4 PLAYERS)

Each of the three Bounty cards in a game
presents a goal that all players are racing
to achieve. The first player or players who
meet the required conditions of a Bounty
during the same turn immediately gain
the 7 stars indicated on the card [track
these in your inventory, a5 norenal). AR the
end of the turn, flip over the sconed Bounty
card o its lower "4 stars” side. Dther
players who later achieve the same Bounky
score this lower paint amount. A player can
only scare gach Bounty once.

BE A WILD WEST CHARACTER

At the beginning of the rules, the setup
explaing your starling resources in the
Standard Game. However, if you prefer,
each player can be a different Wikd West
character, drawing one random character
from the Character deck. Each character
inchudes a different mix of starting
resources, abang with  special ability. After
using your character’s ability, luck the card
haifway under your map ta hide the ability,
indicating that it has been used. Note that

the card value in the upper left comer only
applies if you are playing salo and want to

do a random setup (see SOLO PLAY RARDDH
SETUP). It can be ignored otherwisz.

TEXAS HOLD ‘EM POKER VARIANT

Loaking to spice up your game? Try this variant that improves your chances at the
paker takie. At the start of each round, after setting aside the Sheriff card, flip over
two cards and place them off 1o the side near your poker area During the "Resolve
Poker Hand™ phase, you may count these two cards toward your poker hand, choosing
your best five cards out of the seven tolal available. Discard these cands once your
poker hand is resolved.

IF playing with 2-4 players, give each player their own two starting poker cards at the



start of each round. Players should keep these face down and secret fram other
players (you can look at your own cards)until the Resalve Poker Hand™ phase, at which
time thesa cards should be revealed and resotved a5 described above.

If you want a mare competitive game, anly the best poker hand wins and collects the
reward according to the pay table. In the event of a tie, the tied player holding the highest
ranked card wins, followed by naxt highest and so on wntil the tie is broken. If all five
cards are the same ranks, the reward iz split a5 ewenly as possible.

EXD GAME

After thres rounds, the game ends, and final points are tallied. Gain:

« 1paint for in your inventory (rounded down)
-tpmthrmiqﬁdfw urj' tory (rounded down)

« Any end-aof-game phmtﬂn;un ﬁl'rer 5Lana, earned in the Mina and tha Hotal
« | point for each star in your ventory

Total all the paints and check the chart on the inside back page to see how well you did.
Combine the words to get your Wild West titke! If playing with 2-4 players, the player
with the mast points wins. i tied, the tied player with the keast amount of Wanted wins,
fioliowed by most goid, then most cash, If still tied. the players share the victory.

Belfore returning the game to the box, it is strongly recommended that you “erase”
your game boards using either the dry erase marker's eraser or a
cleaning cloth/tissue 5o thal the Ink does not dry on the boards during storage.

PLAY AGAINST A COMBOT (SOLO PLAY ONLY)

ME'W'I'E‘WIIH'IE sumﬁi’dm"rm '.. . EALAmEY | W |
under your belt, instead of just JANE

playing to achieve a high score, try taking "Efi e
an ane of the cowbats (robot oppenents) =:- ==
to see wha's the best in the west. During g
setup, choose one of the four cowbaot Ill-— " III: o
opponents located on the cowbol cards or = A nacl e
randomly pick one. Display it to the left of | et s - | | i

o 5

the draw deck. Decide if you want to play
EASY, HORMAL or HARD mode.

On your turn, if at least 1 card In the Hneup matches the suit of the cowbet you
are playing against, that activates its special ability, Through its special ability, it
may permanently "steal” a card from your deck., If it steals a card, draw the top card
from the deck and; without looking at it; place it underneath the cowbol’s card for end



game scoring. The cowbot’s special abity does BOT activate if its matching suit i not in
the finewp. A cowbot will never steal mare than one card per turn. You cannot choose to
ignore a rewand al a site to avaid having a card stalen.

At game end, tally your own scare as normal. Then, calculate how many points the cowbot
eaens by referencing the cowbot card and using the following rukes:

» Each stolen card earns the cowbot 1 paint on EASY mode, 2 paints on
NORMAL mode and 3 paints on HARD mode

= Each siop on the Trail that you didn circle sarms the cowbaot poinis equal
ta its Trail multiplier

= Each tanget in the Badlands that you didnt circle earms the cowbot poants
equal 1o its Badlands multiplier

= Each chamber in the Hine that you didn't circle earns the cowhot points
egual 1o its Mine multiplier

= Each buiding in the: Town that you didn't circle eams the cowbot points
equal to its Town multipller

« Tally &l four regions (4%, 3%, 2X, T¥) on HARD mode

« Tally the top three Ested regions (%X, X and 2X]. ignaring the last fisted
region [1¥] on RORMAL mode

» Tally the top two Ested regions (=X and 3X). ignoring the last twa listed
reglons [2€ and T8} on EASY mode

= Add b points to the cowbot’s score if you played a Character
= Add & points to the cowbots scare if you pieyed the Texas Hold 'sm variant

Tally the cowbat’s poirts and compare ite soore to yours. If you have more paints than it,
you win! If the cowbot is tied with you or kas more points than you, the cowbol wins.

SOLO PLAY RANDOM SETUP

Want to let fate decide? If you are playing against a cowbat AND playing as a character,
draw ane card from the deck during setup—the suil dictates your opponent while the
value dictates your characier!

e ¥



SOLO ACHIEVEMENTS

How many can you accomplish?

CIRCLE AT LEAST 8 SITES IN EACH REGION

HAE AT LEAST 7 M ToTAL: (@) ano

HwveNo [F] AT Gane eno

COLLECT EVERY s IH THE MINE

CIRCLE EVERY MK ON THE TRAIL

GAIN EVERY JK BONUS IN TOWN

CIRCLE AT LEAST ONE OF EACH: ‘E:iﬁ FF S “_
CIRCLE ALL 8 OUTER _l IH THE CEMETERY

GET A ROYAL FLUSH, STRAIGHT FLUSH OR FOUR-OF-A-KIND
DO NOT HAVE ANY oa

nave ar LEAST @30 a0 15 o AT GAME END

HAE 3 WINNING POKER HANDS, EACH BETTER THAN OME PAIR
HAVE S OR FEWEEH - DO NOT GET ARRESTED

DEFEAT ALL & COWBOTS IN NORMAL MODE

DEFEAT ANY 1 COWBOT IN HARD MODE

DON'T LET & COWBOT STEAL MORE THAN 1 CARD

HAVE 20 0 HoRE ] At Gane exo

SCORE 24 OR MORE *

CIRCLE EVERY SITE IN A SINGLE REGION

GET A LEGEHDARY SCORE




SPECIAL THANKS

A few special thanks to Reed Ambrose for his hedp on all the rules editing. Whale
many contribated ta rules changes and sugqestions and are acknawledged below,
Reed went abowve and beyond in his efforts. Also special thanks to Tucker Smeades
for always being patient with my many questions, and Michael Raftopalows for his
angaing guidance,

We would like to extend a big thanks, pardner™ to Reed Ambrose, Stefan Barkow,
Katie Barnett, Aaron Bradiey, Chelsea Butler, Mark Carey and Orangetres Productions,
Jeff Carter, Marce Claston, Mark Dasnty, Danry Devine, Sheri Drefhe, Chad Elking,
Andrew Fisher, Jess Fisher, Mike Foght. Tim Fowers.Jom Franco, Andreas Giesbert,
Armond Glop, Martin Gonzalvez, Kara Ramiltan, Frank Harvie, Tom Heath, Bobby Hill,
lan Howard, Matthijs Huijzer, Thinh Huu, Erick ksrael, Michael Kelley, Dan Letzving,
Mary Lutz. Andy Hatthews, Mike Hay, Randall Mcaleese, Gavin McGruddy, Vicky McKinley,
Liam Merrick, Matt Miller, Rory Muldean, Thomas Darf Niscen, Kevin Noo, HL Gaming,
Jonny Pac, Irvin Pajarillo, Callin & Cindy Pastorius. Ann Marie Pefish, Yann Perin,

MJ Pearie, Anthany Phillips, Tomy Pinch, Deborah E. Poole, Mex Radcliffe,

Hichael Raftopowlos, Karl Rahenkamyp, Matt Roberts, Sarah Shah, Logan Smeades,
Tucker Smeades, Gustato Spaki, Benny Sperfing. Jason Tagmire, Sergio Vasquez,

Tin Vahtaric, Nathan Waddell, Amanda Wedden-Geibble, Paul 5. Weintraub,

Aaron Winderlick. John Wood, Eric Yurko, Teresa, Mom & Dad and everyone

eloe who heiped bring Fliptown to life,

Fun Faet: The King artwork is inspired by artist Haomi
Ferrall's great-grandfather, the legendary Pancho Villa! She
wanted ta include him in the game as an homage to her
hesitage and a lewve letber to her infamous ancestar,




FINAL RANKING

YOUR SCORE

STAMDARD  WITH CHARACTER WITH CHARACTER &
GAHE OR HOLD EN HOLD ‘EM VARIANT
VARIANT

TERDERFOOTED Less than &0 Less than B0
RUSTY £-54 BE-5 B0-69
PIONEERIN B-64 B5-T4 0-78
SHARPSHODOTIN' + T0-T8 Ta-Bh 80-839
LEGEMDARY B+ 40+

a5
WANTED LEVEL ey

0-3  DEPUTY 03 pesperapo BOTH WORDS
L6 HOMESTEADER W+  OUTLAW TO GET YOUR

79  BUCKAROD WILD WEST

TITLEI
= l"‘-’ﬁ%"ﬂ?‘“
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