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| OVERVIEW -
Western Legends is & ‘sandboo’ gama whera players 1ake on the mies of hestarical figures .
from the Wild West. Through a number of means in the game, players will eam Legendary
points (LP}. Some players will become cutlaws, colecting Wanted points for robbing

Ihe bank, rustiing caltle, and stealing from ather players, Ofhers will follow the path of the

Law. earning Marshal points for fighting bandits. wrangiing catile, and amesting Wanted

players. Only one thing is for certain: history only remembars tha most legandary.

2.COMPONENTS

12 sooring cubes 1 prispeciing dice: Thginld nuggets Ty wonrmil tirkens
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3. SETUP STOPIF this is your first time playing Western Legends please refer o
[ = O the First Gaamme sefup recommendations on the back of this rulebook.
- midele of the play .

2 Flace all monay cards in the
* designated ares,

';- Place all item cards in the
+% General Store stand near
1he board

4 Shuffle the poker cards and
* place them in a dack in the
designated area

5 Discarded poker cards will go

Faceug in & pile to the right of
the paker card deck,

Flace he catfle tokans on

- the Ranch spaces of fheir
comespanding color facedown
20 thair rawards cannot
e e,

7 Flace the two prospecting dice
= 8nd supply of gold nuggets n

Hhe designated aes.

8 Each player takes a playar
 mal, all sconng cub=s, sl
stary discs, and a ring of their
chosen colar. For the standand
game, use the side of the
player mat without spaces for
legandary tokens.

) Eesh player draws
* charactar cands, chaosas ona,
and refurms the other 1o the

bis.

Minis are not specific|

=re aniciers. Fliyers s |
player selects a mai that | |1, chase any ming

will rapresent tham during the | | 5okl

game and sifachas malching H e

player caler ring i the base

u-- Esch player gains all stating - Plass any ilems, maounts, and
items, money, poker cards weapons listed on the back of a
and Marshal paints or Wanted player's charactar card in their
points Extad on the back of their respective ares on their playar mat.
SH ke pard, +  Each playar will place thalr mink
= Wa player chose a character in the spaca listed under “Saring
with Marshal points or Location® on the back of their
Wanied points. thay place charactar cand, f 3 player's starting
one sconng clbe on the localion i & General Store or
carresponding track Saloan space they may choose any
ofthe 3 spaces adacent o the
lisked Genaral Store or Saloon.
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The most Vanted plyes fakes e first player ke I players

" are tiad for mast Wantad, or no player stars the gama Wantad,

tnen choose anofher melhod to determing who takes the first
pliyer teken, i i highly recammended that Wanted players sit
next o gach other in clockwise Wm order to avoid arest in the
early game.

MNOTE: First Player will never change dunng the game

Each player phacas thair Wound
- token on the starting crosshair
space of the waund track an
their player mal.

14 Each piayer plases ane seaing
cube o the left of the 1 space en

the Lagandary Faint [LF) track.

15, Shume fhe Story cands iogainer

- and place them Facedown B0 e
board in bwo approximitely even
decks as indicatad in the satup
diagram

I this e, Bill o5 the most Waned plver
starting with 2 Waniad paints.

]ﬁ Each player places Sath of feir

" story discs to the lef of the
boand in the designated ama

Select ene of the remainng
iz o repressnt the Shent and
attach e Brown fing 16 ils bass.
Place the Sherif in the Sheriffs

e space locatad n Darkrack

llge“’mm

& reprasant the bandits and
attach a grey ring to each of their|
bases Place one bandit af each
Bandit Hidéout location Mat doas|
not already contain a player mini.|

I7.

Shuffie the fight cards and place
the deck in the designated arsa.

19

2} sive sach piayer s player aid,

2' When playing wilht the goal card vaant include (hess additonal
+ selup steps:

+  Use the goal side of each player mat which has & space for
legendary tokens located above the character card space.

Each player akes the 4 geal cards coresponding lo e
character card. Discard t randam goal card, returning it o

the box without looking at it This goal card will nat be used in
1he game: Kaap tha remaining goal cards facedown from fhe
othar players.

»  Place all lsgendary tokens facedown within reach of all playars.
Full rules fof using te goal cards can be found on pege 22,




e P,

CHARACTERS A Gule s 8 A shepbncer i cbben
beaer, kawen bt fring bes sevicsng fabals iy Eflds

BT MM Wit S D bes cnie, e pcioed I

Each characier in Westerm Legends nas & number of unique elemeants s i 2] 67, saul 3t he o o Exghnd
T il ‘ersel. Dakiey st the 1)

which help define haw they wil play the game. Character cards have the = h&&mﬂm .

fallowing lements: ke gt s of 15000 worsn oy 5 s

= Starting location: tis |s where the characler Beging 2 GaMS 01 )
the beard. \m
A = s LocaTiog:

Aoey Inknock, Gesenas, STosE spAce

» Starting bonuses: hese are the advantages each o
character has at the start of the game, These include:
addional tams, monay, poker cards, and Marshal or s
‘Wanad points.

= Legendary ability: this is a unique advaniage thal
the player gains aftes they have reached § ar more \
LRy

= ‘-_;&mmﬁ Bonus:

1 POKER CARD, 1 HIFLE
Some legendary abilites modify spacific achons. such a5
fights or prospecting for gok, white cthers are actions that
oy that character can tske. The alements Wigue fo esch
chiaractar are intended te provide intial siratagies and
chinices for the players. Whiks some chavaclens start fhe
game a3 Marshals, fhey may decide that 2 i of crime is AL THL START OF A FIGHT VITH
iore suited for their aims. invarssty, 8 Wanted piayer can ANOTIER PLAYER, THAT PLAYER
Iater join the Marshals after a night in jail MUST DISCARD 1 PORER CARD (8

GAIN 1 WOUND.
4, PLAYING THE GAME:

Players campels (o Secure Meir lagendary stalus by finishing the game wih the most Legendary paints (LP}. LP are
prieniasly scquired through the completion of nolable acts such as fghting with other characters, driving catile, and
compliding story cands,

At the stast of the gama, players datarmne the length of game they prafer to play: Shor (15LP), Average /
(20LP), or Long (25LF), Flace the end of game marker on the chosan space of the LP track. When & !
playsr has acquired LP egual o or greater than the amaurd sel for game kenglh, Ihey trigger the end of the I-.
gairne; Each glayer, ncluding the one-who tiggeres the end of game, finishes the current round, Staring N
with the First Player, players will then take ene kast furn so that each playes has taken an equal number of
furns. ince all playars: have taken their final tum. final scoring s dateminad.

Short Nverage Long




PHASES OF PLAY
Each player's tum is camprised of the falowing three phases:

= START OF TURN PHASE

=  ACTION PHASE
» END OF TURN PHASE

START OF TURN

During the START OF TURN phase, the active player cames oul the following steps:

»  Check for start of urn effects.

»  Cheose cne. Gan $20, draw 2 poker cards, or gain $10 and draw 1 poker card.

*  Choose & weapon and mound for the tum.

ACTION PHASE
Each turn, the active player chooses three actions to parform from a variety of
diffarent optons. They may perfiorm tha same action mulliple times in 2 single turm,
unless stated ctherwise

The possitle aclions a player can take an their ium are as follows,

MOVE

. USE AN ACTION ON A CARD

. FIGHT ANDTHER PLAYER {ARREST, DUEL, OR ROB)
. TAKE A LOCATION ACTION

i

=0

A. MOVE:

Players can move Up to their maximum movement wilh 8 singls move sction
»  Players without 2 mount have & movement of 2
*  Players with a mount may usa the mount's movement instead

When moving, & player may movs their mini into any space
Ihat is adjecent 1o their current space. Diagonsl spaces
ere considered adiacant. The only exception 1o this are the
twi miesas which are surounded by a red dashed ine in
the center of the bodsrd. Mesas are nol considered Spaces
for mawement.

Some aodities, goals. items, or othar cards may refer to

8 player being in town or outside of town Spaces ere
considered 1o be within tows if they are iocated within the
thick lines surmounding Darkrock and Red Falls Quiside of
towm & everythiog met in Darkreck or Red Falls.

NOTE: Wi you never lose your wespans or
s, you can only beave one aoive at a tme
You ey oy switch weapons or wouns af the
start of your fum or when purchasing a new |
weapon or mount at the General Store,

fed dashed lines surrauni
bath of 1he meses.
Flayers cannal enter meeas,

|,

Thicker Rrawn lines denote
tawn harders.

- Fussilile bove Lcation

= Formal Hove

B Haant Mave



B, USE ANACTION ON A CARD:

Poker cards, thern cards. and even some character cands
which have the ward *ACTION® printed on them can be
used during this phase to take specal actions othenwise
unavaitable to players.

When & player chooses ta usa the action on 3 card, fey
mist do the following in order:

s Place the card faceup on the table and read the texd
olit oud.
Camy out the necessary steps to complede the cand's
text.
|fthe action taken is on a poker card, then place itin
the discard pile next fo the poker deck. However, if
the-action taken is on a Character card or ftem card,
simply fallow the instucians on the cand.

C. FIGHT ANOTHER PLAYER
{ARREST, DUEL, OR ROB):

Fights are broken up ino 4 steps, taken in order
s DECLARATION
» REVEAL
* REACTION
* REWARD

1. DECLARATION - A player can onfy initiate & fight
ggainst another player in the same space. This player is
refered to as the tamet player.

The active player must declare which type of fight they are
initiafing: Arrest, Dugl, or Rob. Each type of fight offers a
arferent reward, To attempt an Amest, the active player
must already have at least 1 Marshal polnt. and the
farget player must have at least 1 Wanted Point,

Starting with the active player, players alternate rasolving
“start of fight” effects until all effects have been resolved.

The active player then chooses 1 poker card from their
hand and places it facedown an the table. This is the cand
they will use m the fght.

The target player must now decide i they wil fioht or
decling. If they fght, they also choose 1 poker card from
their hand and play it facedown in front of them. This is
A card they will use in the fight. If they decine, he active
player imrmeadiately wins the fight. In this casa. skip to the
Reward step,

2. REVEAL - Both players simultaneously revesl their

selected cards and resolve any Bonus effects (from
character abilties, iterms, weapons, andior poker cards).

§

NOTE: Some poker cards will have REACTION and

others will have BONUS, neither of which require |

an action to activate,

S

FiGHTTHG EXUMPLE - DOEL

» Annig is in the same space
a3 Bass Reaves and decides
to use one of her three
actions to fight him

DECLARATION

» Annie deciares & Duel
aganst Bass,

» Annie’s abilty forces the
opponent to discard & poker
card at the beginning of @
fight, atherwise they gan

1 wound. Bass decides

to discard a poker card

from hand

» Bass dacines to resolve
any start of fight affects.

» Annie chooses a poker
card to play facedown,

» Bass accepts the Duel and
chooses & poker card o play
facedown as well

REVEAL
 Anniz and Bass
simultaneously fiip and
revesl their poker cards.
A » Annie reveals a King,

| while Bass reveals a Qusen, Bass's

| Upgraded Shatgun decreases the value
| of Annie's poker card by 1, decreasing it
| foa Gueen,

» Since Annie & the active player she
ll wins the fie.

i s
wniwent

REW&R{!
| w Annile gains 2LP for winning the

| | Duet.

| % | wBass gains 1 wound for losing the

| ﬁgl‘rtand draws 1| poker card.
| Annie did not declare an Arrestor a
| Rt action, so nothing further happens
| to Bass

|« Annie cannot fight Bass again

=ccthis i



3, REACTION - Players may now use Reaction effcts
o peker cards i hand. The aclive player has the first
opportunity to use a Resolion. Afer the active player
has played a Reaction or decined, ihe target player may
{hen use a Reaction. Cordinue this in this order unfil both
playess decline to play any further Reactions,

4, REWARD -The players in the fight receive penalties
and rewards besed on the type of fght chosan (Amest,
Duel, ar Rob), The wirner = the player that has the highest
value card afier effects are applied. Values cannot be
increased, only decreased and never lower than tha rank
of 2 The active player wins all ties. Regardiess of the

{ype of fight, the player that loses the fight always pains

1 wound and draws 1 poker card, If the target player
daclined to fight they are automatically considered to have
lost the fight.

o Arrest (Marshal Players only) - If the active player
wins, they gain 1 Marshal point. Tne Arrested player
gains 1 wound, draws 1 poker card, and is placad
at the Sheriffs Cffice space with the Shenff. The
Wanted player also loses all Wanted paints, ail
catfle tokens, and half their money and gold nuggets
rounded up.

» Duel - Ifthe active player wins, they gain 2LP.

e

» Rob - [fthe active player wins, they gain 1 Wanted
point. and may choose to steal either half of the
tanget pleyer's money or half of their gold nuggets,
rounded ug: Additionally, they may also steal 1 catfle
token from the target player, if they are camying one,

NOTE: IF the target player declines a fight,
the active player must still discard the
woker card they chose during Declaration.

Place all poker cands played during the fight into the
discard pile net to the poker deck. A player can anly fight
a specific player ONCE aach tum. They can, however,
inftiate a fighl against & different player 2s bng as they
have encugh actions fo do se.

Card Values

When determining the winaer of & fight, players will
comgare the numencal or face card value of their chosen
card. The numenical cands can be determined by seeing
‘which card has the highast number, while face cards
follow the ordee J(ackj<Q{ueen)<Kiingh<Afce).

Card values are ranked below:

I<I<leiebe]<f<f<ll<)<<k<A

S +

D. TAKE A LOCATION ACTION:
The majority of actions & player can take on their um are
3t locations. To take a location action, 2 player must be in
the space of the location. To take a location achon at either
of the General Store or Saloon locatons, a player must be
in-one of the three neighboring spaces. The lecations and
their specific aclions are listed on the following pages.
D1, GENERAL STORE:

\While in 2 space neighbering a General Store,
a player may fake an action to purchase andfor
upgrads any number of dem cards, a5 long &5
they have enough maney fo do s¢. For detailed
rules of each ilam ype refer io page 19,

Some important informetion about items:

A player may only possess a single copy of each
item card,

A player is limited to three miscellaneous fems.,
'When purchasing @ mount or weagon, pkiyas
may immediately chaose & as their primary mount
ar Weapan,

To upgrade a mount or weapon, pay its cost again,



D3. PROSPECT FOR GOLD:

Wilife at & Mine space; a player may fake an
action to prosped for gold, To do so, the player
rolls bath prospecting dice. The praspecting
dica have four possibde resulis:

Galil Napget

Gain 1 gold nugget

Tailings
| Gain $10,

b el Bust

Gain $10 and rercll the die, applying the nesd
result as well,

 Grave]
. Gain nothing.

i only Gy & maimum of 4 gold nuggets
e

Dd4. DEPOSIT NUGGETS:

‘While at the Bank space, a player may take

an action to sell thelr gold nuggets. For aach

gokd nuggat sald the player geins 520 and
1LP Retum those gold nuggets 1o (he supply. Players can
o0l Bver cary & maximum of 3120, Any additional money
gamed above this lim is lost.

DS HEIST:

Whike &1 tha Bank spaca, a player may spand
an aclion o indtiate 8 Heisl. To de so. they must
first fight the guard al the Bank o saccesd

A player can only iniiate & Heist action onoe

" Guard Fight

The player 10 the right of the sctive playerdraws 3
fight cards for the guand.

Resolve "start of fight” affecls.

The active player chooses 1 poker cand from Hei
hand and plays il facedown. The guard chooses 1 1o
play facedown

Both cards ane revealed.

Effects from charecter abilibes, Bems, waapons, and
the played poker card are applied.

The sclive player may play any numbsr of
Feaction affects.

Thee effects from the pliged fght cand are applied.
The highest value wins the fight with the sctive, The
guard wing all ies

* Ifthe active player defeats the guard, they gain $80
and 3 Wanted paints,

It the active player lnsas, they gain 1 Wantad paint.
1 wound, and draw 1 paker card

s Discard the played poker card(s) and retuem all
fight cards 10 the bolten of the fight deck in a
random order.

e

HEIST EEAMPLE - PLAYER V5 GURRD AT BRRK
Billy the Kid is In at Darkrock Bank space and decides to
take one of his thrae actions to rob tha Bank.

» The guard (Piayer 1o Silly's righty
draws three fight cards 3, 7, and
plays one facedown

» Billy choases a paker card and
plays It facedown.

J
(Bt

REVEAL
» Bilty and the: guard simulaneausty
Fiig: aind resvial their cards

= The guard revaals & 3 which would
normeky causa the ather player 1o gain
2 wounds,

» Billy reveals a Jack of Heasts, Bulletproal, which cancals
1he wiinds as a Bonus effect.

REWARD
» Billy has the highast card so he succasshully rabs the:
Eank gaining 3 Wanted points and $30.



DE HEAL:

While at the Doctor's Office space, a player
may pay 10 and take an action to lose all of
their wounds, They then draw | poler card for
aach wound loat in this way,

DT REVEL:

While at the Cabaret space, a playes may take
an action 1o gain LF. For every $30 they spand,
they gain 1LF.

Muoney
Traud In

- 33l
Safl
590

S120

D& ACQUIRE CATTLE:

ACQUIRE: Vhile a1 a Ranch space if a player is not already carrying & caltle loken, & player may take the:
Acquire action 1o gain 1 facedown catile token. Catlle jokens are placed on thal player’s mat unlil the catile
token is delivered,

*  Players can ook af the reward on their cattle token at any time,
= Playars can only carry | caithe token at a time.

Catile tokens can be delivered in cne of the twa following ways:

WRANGLE; After a player ends a move action at the Rad Station space, they may defver ther caltle 1oken to
gain 1 Marshal paint and the reward isted on the back of the cattle token. This does not raquire an action. Once a cattie
loken = cellvered, stuffle it in with the other caltle tokens st the respective Ranch space

RUSTLE: After a player ends & mave aclion at a Ranch of the oppesing color, they may defiver their cattle token o
pain 1 Wanted point and the reward Ested on the back of the caltle token. This does not require an action, Once a cattle
Ioken is delivered, shuffle it in with the other cattle tokans at the respective Ranch space.

D9 WORK;
Whike at BNY location. a player may take an action ta gain $10.

000000905




END OF TURN PHASE

Atthe end of a player's lum, hey pertorm the following S18ps in arder:

Reschve all story cards with the requisite number of story dises on them. (Ses story cards on page 14)

Discard down to maximam hand size: 5 poker cards minus 1 poker card for each wound they have

= i they are Wanlad, gain LF based on which row they eccupy on the Wanted track

= I ihey have acouired LF equal Lo or graater han the amount set for the game langlh this tiggers he end of e
game, Firish the current round, Each player will then take ane more fumn, inckiding the player who ggered the end
of the game:

The nand player i clockwise order becomes the: active player and slarts teir fum

END OF TURN EXRMPLE
="
- Its & 5 player game. 3 story discs have been placad on
1he firsl story card and 2 slory géses on the second steny
ALK 2 06 uoRE LP Semim 880 08 WORE card, The slary discs are removed from e first story cand

IN A TOWS WITH A
SINGLE ACTION.

&

FROM A SINGLE ACTION,

and il is resolved. In this case, the Yelioe, Blue, and Red
players have all contributed (o thist stary card
» %

¥

10 - |

| Al the end of hs lumn, Billy has & .

poker cards in hand, Bily has2 | L g

wounds, S0 his maximum hand size o o
has been reduced from & to 3. Billy
dizcards 3 of his poker cards, ieaving

S
him wilh & hand of 3 paker car":_/

]

“WANTED TRACK |
= [l HE

L iifmﬂz%"
AFTER YOU $5D YOUU MOVE [¥ &
SPACE WITI ONE O MOHE
TLAYERS, A FLAYES, OF ¥0IR
CHOICE 15 THAT SPACE MUST GIVE:
01 1 FOKER CARD 0% $10,

Bilfy. the Red playar, is on the g
sacond space of the Wanted &
track. He gains 1LF for being on

the 15t raw of ihe track.




5.STORY CARDS

Slory cards provide players with a thematic leok inte the
waorld of Western Legends. During & player's furn, if they
meet ihe tigger for one of the available story cards, then
they may placs 1 of thew story discs en the first available
spece. The condition bo trigper esch story card ts printed
an the back of each story card. Each story card requires &
specific number of story discs before it can be rescbved &t
thee end of a player's furm

The requirad numer of story discs depands on the player
count of the game:

s 24 Players- 2 story discs
= 56 Players- 3 story discs

A player can only add 1 story disc 1o 1 story card on their
turn. it the same trigger 2 on both avallable story cards,
Ihen the player chooses which story cand 1o place their
story diss an Players can anly contribute o story cards
during their furn, I a plaver has both of fher story discs on
story cards and would place ancther story disc, they may
choose to-move 1 of their piaced Story disce from the other
story card to e figgered story cand

The player that contibutes the Last story disc 1o resolve
a story card camies out the following steps i order at the
and of thair turn:

-

Read the namative tex! aioud.

»  Resolve the reward on the card for all players that

eentributed fo the story card

Playars that contributed more than 1 story disc onfy

Qain rewards from the card once.

= Spawn bandts in il of the Indicatad Bandil
Hideouls, If any. Bandits cannot be spawned 1o a
space alrsady containing & player, the Sheriff, or
another bandt,

= |fshw Sheriff is active the playss that rescived tha

elory card moves the Sheritf the indicated number of

spanes (0-6). This may cause an Arrest 1o tigger

-

Trigger: Wihen & player
meels this requirement cn
their turn, they'll place a story
st of thair color on one of
the available spacas.

Player Count: Depending
on the player count a cerain
numtsr of players will have
10 contribute to & story card
befors |t & resolved.

- Story Card Title

- Story Card Flavor Text

§ Story Card Reward

Bandit Spawn: Placs bandits
&t these locations.

Sheriff Movement: The

active player moves the
Shariff 3 spaces.



STOMY CARD RESALOTION EXRMPLE
I'e & 5-player game. The Red player has placed the
third story disc on fhe first story card and will resalve
the card at the end of their fem

Garw 2 om wose LP Spexin $E0 0 wRE
FHOM A SINGLE ACTION. IN A TOWS VITH A
SINGLE ACTION,

00®

The story discs are remaved from the first story card
and It Is resolved. In this case, the Yellow, Blue. and
Feed players have all comributed Lo fhal story.

i

T it bt i e
k1

Ci

in this examele, tha 2nd
bandil cannot be spawned -
because & bandit is

F -
already in that space. o

The 3rd bandit cannot be spawned
Bbecause a player |s curmently in

thal space The Red player must move the Sheill 3 spaces, However, the

Feedl player ia Wanted and doesn't wani the Shaifl o be near
theen, They decide to move the Sheriff 3 spaces up and to the
right 50 they're on opposite sides of the map.

e

6. MARSHAL/WANTED POINTS

White fhe Legendary Peint rack measures a player's
overall stabus as a Westem Legend, the Marshal frack
and Wantad track measure their acfions as ether
paacekespars of outlaws,

A player can either have Marshal peints or Wanted points;
Eut never bath, Warded players cannct gain Marshal
points, However, if @ Marshal playes gains any ameunt of
Wianted points they forfeit all their prograss on the Marshsl
track and mova theér Econng cule up 10 the Wanted track.




MARSHAL POINTS

Marshal points ane awemad to players for keaping the paaca
Players can eam Marshal points in he fallowing ways:

= Defeat 3 bandit in a fight: 1 Marshal paint

=  \Urangle castle: 1 Marshal paint

= Amrest a Wanted player: 1 Marshal point

= Use the action on the poker card Living Legend: 1 Marshal peirt
= Story card rewards: &5 indicated on the story card.

Whien i Marshal player gains any amourt of Marshal paints, hey mowe
Aheir seoring st on the Marshal irack once for each Marshal point
galnad. As players gain Marshal points they gain the rewards ksted on
each sgace they move through of onta. | a players scong cubs i on
1he 8th and final space of the Marshal track and they gain any number
of Marshal paints that would push them past ths fimit, instesd they
gain 1LP per Marshal point gamed

A Marshad player can chodse 1o Decorme Wanted by taking an action
Ihat woukd resull i gaining Wanled points, When daing so. they take
1heir sconing cube from the Marshal track and piaces it on the Wanted
track. Any ime a player switches tracks, they siari at the baginning of
Ihe new track, not front the same piace thay were on the other track,

Attha end of the game, Marshal players will score LP basad an which
row ey occupy on (e Marshal lrack as indicated by the LP values on
the right side of the Marshal frack

WANTED POINTS

‘Wanted paints are awarded 1o players far their unlawiul explaits.
Players can eam Wanled points in the Tollowing ways!

& Heist: 530 and 3 Wanbed ponts if successiul; 1 Wanted poant

if unsuscessiul

Reb a Player: 1 Wanad paint

Rustle Cattle: 1 Wanted point

Use the action on the poker card Living Leganed: 1 Wentad paint
Stary card rewards: as indicated on cand

s 8w

When a Wanited player gains any amount of Wanted points, they move
iheir scoring cube on the \Wanted track onca far each Wanted paint
galned, As playars gain Wanted points they gain the rewsnds listed on
each space they mave Inrough or oMo, |f a players scoring cube is on
ke oih and final space of ihe Wanted frack and they gain any number
of Wanted points that would push them past this limit. instead they gain
1LP perWanled point gained,

At tha end of a Wantad playar's tum, they gan L based on the row
ey acoupy an ihe Wanled Irack as indicated on the rght side; 1LF
for 102 15 raw, 2LP for the Znd-row, and 3LP for the 3rd row Al the
and of the garme, the most Wantesd player will score 3LP if there is a be
for most Wantad playar the tad players each gain 1LP instaad. Each
other Wanted player scores 1LF.
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MARSHAL TRACK ADVAKCEMERT EXRMPLE
In this example @ player has gained 2 Marshal
points; maving them from the 15110 the 3
space. The player gains $20 and 2LF.

MARSHAL TRACK

ottt 8o b e progrere e e

Wit @D

s | |41p 3‘@

S0 | s [ 1P ?’@

= o cocb ariad Poted g o g | L sk ’

|m||u\ can gain Marshal points,

< Only plavers without Wanted |

WAKTED TRACK RBVAKCEMENT ETAMPLE
In this example, the player has eamed

1 Wianted Falnt. They Immeadiataly draw

1 pakes cand for reaching the &ih space. At the
end of the player's urn, they gain 2LF far baing
o the second row of the Wanbed Track.

WANTED TRACK

a8 g

198 sk Wb garnd il a1 it

"Wt |NIMBMI'D(HPI|HN
g o hitber /



BANDITS/SHERIFF
Linlike the guard at the Bank, bandils and (he Shenfl ae rmpresenied in (he game with minis. While very difesént, all
three are callecivily refemed b as nan-player charschess, or NPS'S. in He garme. The differsnce between Bansdds wd e
Sheriff are detailed bekiw and on the following page
PLAYER VS BANDITS: There are three different gangs of bandis, each of which has two Bandit Hideouls outside of
towm. AMter their mitial placement during sstup. bandits are anly spawned on the boand by resolvng story cards, WWhen
a slody card spawns bandils on the baard, only Spawn 8 bandit il the space Is unoccupied meaning e space does nat
akeady contain anciher bandi, a player mini, o7 the Shenft
When & player enters & spaca with a bandit, their movement immediately ands and a fight s mitiated

THE STEPS FOR A BAKBIT FMIT ARE AS FOLLOWS:

= The piayer to the right of the acllve player draws 2 The: Wighest vithae wins the fight, with the Bandit
fighl cards for the bandit winning all ties.

»  Reselve “Start of Fight” effects. » itthe active player defeats the bandit, they choosa:

= The active playerchooses 1 poker card from their o gain 1LP o 1 Marshal point. Warded players
hand and plays it facedown cannot choose torgain 1 Marshal paint and must

®  The player 1o the right of the active player chooses choase 10 gain 1LF.
4 fight card 1o play facadown, » IFihe active player lases, they gain 1 wewnd and

=  Both cards are revealed: drawv 1 peker cind.

s Bonus efeds fom characher abilites, Rems, = Regardless of the outcome the bandi is rsnnwsd
waapons, and he played poker card are apslied Trodr the: baard,

= The aclive player may play any numoer of ®  Discard the played poker cards and retm all
Reaclions efects, fight card= to the bottom of the fght deck in &

& The effects from the played fight card are appsiod. random order,

FIGHTING EXAMTLE - FLAYER VS BRNIY

« Annie enbers a space with & band®. Annie « Annie can play any nurmber of Reactions now
loses all remaning moverment and a fight is. that cards have been ravesled. Sesing that the
Immediately mitiated. Bandf's card 1= 1 level higher than her poker

caid in value, shie plays her Stick Em Up! which
decreases the vakie of the ight cand by 2,

» Wilish the Jack reduced to a 9 Annie wing the
fight against the bandit.

» The affacts from the pleyed Night card is naw
applied S0 Annie réceives her $10,

® Annie chooses 1 poker card from hier hand » Annie defeated the bandit 5o she coukd choase to gain 1LP or 1 Marshal
and plays it face down. point. If she was & Wanted piayar sha could not choosa to gein 1 Marshal
paint as YWanted pleyers cannot gain Marshal points, howsvar ehie could
= Tha player 1o the right of Annle drews 2 Fight  Still gain 1LP,
cargs for the Bandit and choases 1 10 play
» Win i

Facedown, 1‘u ROk -\'E“L” m:\go:‘; fase. the Landit is now remeved fom
« Both cards are revaaled at the same tme. S

= All of Annle's played paker cards ara
discardad end 88 Nght cards thatl wers
draen for the fght are shuffled and
seturnied to the Bottim of the fight deak.

» Any Bonus effects from character abililies,
ilems, weapons, and the played poker card
are applied al (his fime

= Annie raveals a 10 of Chiss which has no
effact an tha fight while tha bandit is showing &
Jack, whichis higher than Annie’s cand,




PLAYER VS SHERIFF: The Sherilf stans the game at tha Sheriff's Office in
Darkrock. The Sheriff is only active if there is 3 least one player on the Wanded
Irack a5 indicatod by the 1 spot on the Wanted track. While the Shes ks active,
1he Shenff can move each time & story cand that includes Shedff movement is
resolved or through tha Action effect of the Manhunl poker card,

It Sherffeniers the same space as a Wanted player, the Wanted playen(s)
must immediately discard 1 poker card, 1 the Sherff moves nto a space with 2
or more Wanied players. the player that moved the Shentff decides which player
1hie Sheritt will attempt to Ares:.

THE STEPS FOR AH ARREST ATTEMPT WITH THE SHERIFF ARE RS FOLLOWS:
= Resolve "Stan of Fight” effect.
= The Wanted player choases 1 goker sand from band and glaces it
facadown, or declines to fight &nd is amested
= The player to tha rght of the Wanted player drews 4 fight cards for the
Sherilf and choozes 1 1o play facedawi.
Bolh cards are reveated
Baonus effects from charadier abilties, tarms, weapans. and the played
poker card are applied.
The-aciive player can play any number of Reaction effects.
The effects friom (he played fght card are agplied,
The bighest il wing fhe fght, with tee Sherf winning all tes
Discand the played poker card{s) and refurn all fight cards 1o the
bottom of the fight deck in & randam onder:

If the Sheriff sucoessfully Amasts the Wanted player, that player gains 1 wound
draws 1 paker card, they are piaced at the Sheriff's Ofice with the Shent,
They kose all Waned poins, il catlle tokens, and half of (neir meney and gold
nuggets rounded up

IF the Wanted péayer wins, they have successfully avoided capture. Place the
Sherf at the Shert's Office, but gain no further rewards,

| NOTE: Wanted plavers ¢
Sheriff. However. a play
a space with the Sheriff,

annot enter the same space as the
zan become Wanted while they share

The Sheriff will only attempt w Arrest a player when moved
Inte the same space as a Wanted play

“WANTED TRACK |

WRYS T0 MOVE THE SHERIFF

SHERIFF ACTIVE
The: Shenff will anly move if there &
al least o player on the Wartad
track. It thare are no Wanted players
the Sneriff cannot move.

—_—
Spawn
Bandils
| The plapet whe triggered this nomes
e o,
—

Last step in a triggered Story Card.

5

¥ MANION

MovE THE SHERCFF 0P 10 5 SEACES,
Tr tou 45E 4 NARSEAL 0n WarTED

PLAYER GALK ALF. W

R
Using an action to play Manhunt.




TITEM CARDS

Item cards are valuable fools that players will use 1o assist in their aims and exploits. Soma dem cards can even be
upgraded, providing additional advantagas and LP &l the end of the game. A player cannot have more than one copy. of
each itern: There are thrae different types of it cards, which ars explained further bebow:

Mounts provide additianal mavement which allows players
1o fravel across the board much mare efficiently, Players can
own mare than one mount. but onfy a player's fop maunt is
considerad active during their lum. Mounts can be upgraded

by paying iheir cost a second lime a1 a Genera! Store,

LP Value

Uniue
Hp!’r ade
ame

Vb a2 amoeb
Special Rhility = im e
DAPOSTE 4 0 WL Gl
s, G4l 1LP.

Miscellaneous items offer a vanety of abilites
for various sirategies such as prospecing for
goid and playing poker. These items cannot be
upgraded. A player can own up to three unique
miscellanecus dems at one time. Once a pleyer has
Ihree miscefaneous items, they cannol purchase of
gain furlher miscelianeocus iterns until they have made
space available an ther player mal. Space can anly be
made evailabla through the use of itlems that discard
Ihemsalves as part of their affect such as Provisions or
Whiskey. Discarded items are retumed to the Ganeral
Siore stand.

| NOTE: Players cannot own more than
jLone copy of any item at a given time,

Weapans provide benuses which give players an advantige
in fights. Players can own more than ane weapon, but anly &
Player's fop weapon is considered active durning their turn. AL
the stan of thes turn, the active player can change their ective
weapon. Weapana can be upgraded by paying their cost &
secend brie ata General Stare.

LP Value

Unigue
Upnrade
Phome

X E AFTER CARRS ARE FEVEALFD 18

Sngcul nhi“r 4 FIGHT, BECREASE THE VOLOE.

T A CAND PLAES MEA1SST 10

0§, AFTER VI W1 4 G,
R 1 P A




8 POKER CARDS

Pokes Cands are used in @ number of ways in Western Legends. They provide special Acions, Bonus effects, and
Rection efiects, (heil valies are used to datermine the winner of fights, and, of course, hey cin be used to play poker al

the Saloon

Al poier cards have an Action, Bonus, and/or Reaclion effect,

Players hiave a maximum hand size of 5 poker cands, but do
il disesivnd cown fo 1his Gl unld the end of their um. This
hand siza is reduced by 1 far each wound they hawve a1 the:
end of their lum 85 indicated by the wound track on thes
player mat.

Discarded poker cards are placed in a discand pile next o
1he poker deck,

When & pleyer (5 drewing poker cards, and there are no
cards remaining in the poker deck. shuffle the discand pile
and return il 1o the poker deck space an the boasd. The
player will then continue o deaw poker cards

Bonus effects allow players to
gain & bonws whan usad during
a spedfic action, such asina
Bight or pake,

+  Bonus efects are
activated after cands are
revealed and onfy when
the condition is met.

* Tha bonus effect doas not
raguire spanding an action
and can o4l be used when
i et your turn

|

Cieag
6

FUATED I8 4 ARl
THLAT TR D 41

AL

T .

i e
Reaction effects alow pliyers ; Action abiities allow players :
1o play the card from ther 4 o bake actions they coukd not & H o
i
hand when a condition is met * \ atherwise, take an their lum. 'IJ})N?- h Ni
1o modify the outcoms of an i = Uszing an Action aoifity

sclion,
= The reaciion effect does
nof regquire spending
an action and can il
be usad when i & not
saur furm,

i AL AT P
TS AR TN TLAT T BT L 10

EanmieL sy

requires you to spend
AN &CHon on your lum
ta gedamm

® A poker card used
far an Actian ability =
discarded after the affect
I fully rasalved.

G §

1 W pars.

9 WOUNDS

Wounds represent ihe physical perils of the Wild West. Each wound &

player has affects them in lwi ways;

1. A player's hand size i nsduced by 1 for each wound fhey have. Poker
cards above their hand limét are discarded at the end of their tum
2. Playars lose 1LF for each wound they have at the end of the game.

A player can have a maxdmum of 3 wounds. if & player wauld gain any

Bdditional wounds, the additional wounds are ignared.

The follawing are ways & player can heal (lose) ther wounds:

= Pay $10 at the Doctor's Office ta lose all wounds and draw a
pokar cand for each wound lost.
Use e Bonus ability on the Bulletproal peker card @ a fight
Furchase the Whiskey item,
Lisez the Action atility on the Provisions gem. - .




10. END OF GAME

The end of the game is Wiggered when a player reaches
of exceads fhe raquired number of LP for the game tangth
daterninad during setup:

= SHORT; 15LP
*  AVERAGE: 20LP
=  LONG: 25LP

Thi End of Garne marker is Uzed bo rack the determined LP
at the beginning of the game. Each player, including the ons
wiha triggered the end of game, fnishes the current round
Starting with the First Player, players will then play cne
last round so that sach player has taken an equal number
of tums.

Once all players have taken thelr final wrn, inal scorng is
datenminad

Te detarmine a player's final score, do the following:
= Gain LP for sach upgraded mount and Upgraded
wespsn they ewn. LP from upgraded meunts and
upgraded weapons can B found in the fop [
comer of the cards
* Gain 1LP for every $60 they have (no rounding up
or down)
Lose 1LF for aach wound
The mast WWanted player gains ILF. and each
other Wanted player gaing 1LP. If there is & te for
most Wanted player, each tied player instead gaing
ALP instesd
»  Marshal players gain LS basad an which row they
oocupy on the harshal track
= I playing tha goals varlant, revead and gan LE
equal fo thair iagandary iokens May have gained

The playes wilh the mosl L is the winnee. In the evenl of
a lig, the player willi the most Marshal or VWanbed poirts:
wins, If there is 58 a tie, the player with fhe most gald
Auggets wins. 1] there i =till 2 tis, the player with the
fewest wounds wing, If there is stil a tie, then the fied
playars shars tha victory.

EHD OF GAME FINAL TURK EXAMPLES

In & short game {15LF), if the Blue player reaches 15LP
they frigger the end of the game. The Blue payer will finish
their turm, and the Purple player will take 1 furn to finish the
round, This is the end of the round snce the player fo the

left of Purple has the First Player token. Starfing with the
Red player, and continuing clackwizs to the Purpe player,
each player will take one last furn, Once the Purple player
has finkshad their final flarn the gama is ovar,




(1. VARIANTS

2-PLAYER VARIANT
For thia 2-player version of the game, players will use the Man in Bleck deck. which
is compresed of 10 Action cards and 1 Rules card. Gameplay remains the same, with
\players fighting 10 obtain the mast LP. However, the Man in Black 18 aiso Iryng 1o win
1he game!

Detailed nies for the Man in Black can be found on the Man in Black Rules card.

i

GOAL CARD VARIANT

Gaal cards provide players with additional challenges and rewards in the form of legandary tokens. When playing with this
wariand, add he fellowing Seps 1o et up:

1 Use the goal side of each player mat which
has & epace for lsgendary tokens

2. Each player takes the 4 goal cards
corespanding 1o their character card. They [_‘]
digcand 1 ram goﬂ Far'.‘l_ ratuming it ke the box - “R_-m__-
without [ooking at it This geal card will not be usad | = | gy
in this garne. Keeg ail other goal cards facadown =
froem e other players.

3 Place sl legendary tokens fecedown within reach of

all players.

Complating a Goal
After a player maets tha requirements for a goal card. they can
compléle i by reveaing i and announcing Ihe condition, The player
thn takes an ameount of kegendsry tokena from he supply equal
to the number of goals they have completed. They then return
and shuffie any legendary fokens in excess of the goals they have:
completed facedown Lo the supply Completing a goal card does not
require an action. Players can compbzte mare than cne goal card on
their fum

»  Gworh 1LP
= Gworh 2LP
= Fwordh ELP

Al end of ihe-game, players will eam addilional LP far the legendary tokens
ihiey have ganed, Thens s no panally for uncompisted goalcands at the end of the
game. Players can complets & maxmum of 3 gosts whan using this variznt

2



12. RULES CLARIFICATIONS

= Marsnal players can Bacone Winted pliyers, bt Wanied playsrs canisd beconis Marstas, If 8 Wanled playar =
Arvisatad, ey ke all Wanled poinia, and can i Shooie o becanms & Marshal player tharafis,
w B ane ciwd from play anes fghling wilh & slayer, ragaisiess of the cutcama.

= Playars can play @ masinum of 1 Repaistion card s e e

ey i

e S
Initiatag a fight

egardlesa of Raw mary Marshal o WaMss points

i b 8BRS with @ VRN Gl (Rt Sy MUsE ekt discand 1 pokir ki Bl

® Wit Bl canned meve ino 4 space wah e Sharir,

= W@ plaer has Mule s

seir sestiven rrsunt witl ane Shan 4 peld Buggets

vl ettt 10 8 silaneid st hat

Filiayr st FRbUT Ay UKD RLGEEES in Sxeass of 4 o the supaly,

o Tha pokee car
145 player s fhe poke
o faving phapet ths card

WEAPOMNS: Purchasing and upgrading weapons is & great
way 1o gain an edge when fighting. The Wid West is @
dangercus place, 50 every advankage you can gain is one
worth having. Upgrading weapans. as well as mounis, also
offar and of game LP.

POKER CARDS: Poker cards are vital in Wasters
Lagasmds. Use high-vakie cards 15 win fights. Bomus
effects on cards ke Chest and Lady Luck are Betier sited
1o elp you win al poker. The Borus and Reaction effects
oo ards ke Shoatout and Stiek 'Em Up ean maka an Aoe
Played against you Mas potent. Dont fBght if you likely wil
et win

PROSPECTING FOR SOLD: It is possibie b win the
G witiout Svar Sommitting 10 1he Marshal ar Wared

4, Prospacting for gold @ & strategy o i tha
requines ne moral diepokiion, It provies meniy 1o
FrnCha Mauts snd waapsns hat will ielp e during
this e, This maney sarmes rom sepoating getd
UGt CAn alse b Spant U el BRMIRG you e
Wres pontsl An upgriedd Mubs A Miners Mg ean hilp
rainforce this strategy b

GOLDMONEY: It ia unwiss, sxpacialy for Wanted piaysis,
10 carry Inrge amounts of money andior ooid ruggets,

% they can be kst when Arrested oe Robbed by another
player, Liss the SAnns and Sacds Up poker cancds i
guickly navigate dangars o4 In a single turn Don't forgat
=very S50 at the and of the gamss is wonh 1LP]

IPS AND STRATI

ant b s Gy Both the playecs and the Sealer
s Irnsicta for s ACtion sfect they wil not get the Banes et ws

romt of discacding

MARSHAL PLAYERS: Marsnal players have less risk
than Wanted players. but Marshal points ane much hardes
to come by, If you plan bo readh the 3rd, Bh, or Oth spaces
of the Marshal track youl nesd 10 Be diligent. IF your feliow
Players arent Wanted, you'll have 10 wrangle catle and
fight Bandits especially before Wanted players have the
oppartnity 10 do so. Unlike the Wanted players, yod can
Al e wandier areund 1he board withoul worlying sbedt
the Sherll Use te Dorius maney e gainng Marshal
points o purchase and upgrads mounts and weagana

s this Manhurnt sakde Sard b Slow down Winbed

that e ear e Sheil

WANTED PLAYERS: ou'vi chasern & Tarsn bl @xeiing
Al Ehat will reuin yeu 1o abways be on s e i

i ighly feeemmanted el oo gela mout Sk
bicarming Wirdisg, a% e will nsd 10 eutn Mirshal
Plivisrs anel tha Shadf, Eary in the garma, beng Wansed
s L dangious, As players ans developing el
sbrategina In & higher plyer count gams, be carl
sbuey cards will b compietid mars aftin. This alisws |
Eitvaritf b e s Tingunity. K high-value cirds in
fand, mepmeialy Cuickrm 5o you ham & better chance
s clmfaat the Snerift, An aulae with fie or 0o cards in
Fanndl % s sy bargut, Rekbing aifer glaysrs, o 8 Heist
a the Bonk = an sasy way to scars mors Wantsd polrts.
Dimposit goid nuggets andt spend maney o minimias e
penalty of being Armested, Femamear that 2 alght in (s &
an . at mast, i you pl

an outlaw = all about opparunit and when ke seiza 4l




WESTERN LEGENDS - FIRST (:AME

o begin. pleass fofow e standard game Setup found
60 pages 4-5in the Wostarn Logends nosbosk will the
Tellowing excaptions:

2. Retem the folowing llens 1 e game box: Whiskey,
Ter-Galian, and Miner's Map
& Rl all cafia takens 10 1ha gama bax, Duing tha srat
{game, players may not take the Acquie Calte acton
0. Each playes chooses one of the following characters:
Anie Caklay, Bass Rasvas, Bily tha Kid, or Bleody Knifa
[ playin with 4 playars)
15, Shuffte and place only e ollowing story cards o the
beard ik & singhe deck,
»  Tha Wi WAl Viest
Dead ar Adve
The Finksricas
Locsd Rabbis
Fortuna Favars the Boid
Tha Gruet Vastes
By Manery
High Moo
Rt Same Dirt In 1t
The Law
Trbsa o i Missa
Chaap Harse
Ghoet Mine
Snake Oil Salesman
Tva Wi
Spil-shined and Froper
The Ermachar
Toals of tha Trads
Tha Shedll of Darkack
Harsh Times
W Rturn ol goal carda b the game box
18 Billy Iha K0 will lake e First Player boken and bagin
ihe gama since he has the most Wanted paints.

R R R R )

GAME LENGTH

e first player 1o reach 15LF will igger the end of
fhe game. When a player has acquired LF sgusl ta o
greater an 15LP. ths trggers the and of the game.
Turms coatinue untl e player wilh the Ficst Flayer takon
takas their twrm. Beginring with that player, and cansmuing
chickwiss, each player takes one mees furn. Aftenwords,
iy will osnt upe Ahei fnal acons by fSacioning in
upgradad maunts and weapans, s il as banus LF fram
i Marshat and Wanted sacks.
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OVERVIEW
PLAYER'S TURN SUMMARY

= START OF TURN
= ACTION PHASE
» ENDOF TURM

Start of Turn: Before you san perform any aslicns on your
funy, plapers must chooss to take 1 of the 3 options

1 Oraw 2 poker cards.
2. Gan $10 and dearw 1 poker card,
3 Gain 870

Asction Phase: Playars have 3 scions ey can spend an
aie turn 4 ds B Tellowing

1. Move [pg 7)

2 Use an Action on 8 card (pps 8)
2 Fight Anathar Playar (p9s 8)

4. Take a Location Acticn (pgs 512}

End Your Turn: Afiec  plar hirs [sken thier 3 actions,
do Iha fakowing % and thair trm:

1. Pesoive s skory cards wilh ha requisite number of
atory discs on Wi, (pgs 15-14)

2 Discard down i maemum hand size: 5 pokes cards
minuz 1 card for sach wound

3 ¥ ey aes Visried, gain LP bassd on which raw they
oezaipy o the Wented bk (pgs 13-14)

4. It they have acguied LF equal o or grealer than
the amsunt st for the game, this irggers fhe end of
pama. Finish iha currenl round, Each player wil e
take ane mars bam, incuding the playe wha tigperen
the and of game.

5 Ther ryest playee clochwine becarmeas v aelive plager
N stants B m

OTHER RULES
Bandiis (pgs 17}
Snenift (pas 18)
Characters {pgs 6}

Story Cords (pys 14)
Pakar cards- Actian, Bonus, Rascian {45 203

DAl 4
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