                                   THE RULES WITH NO NAME PLAYSHEET  1     ver. 1.00
	Actions     A model can do any one of the following whenever its card is drawn , or an action card is played on its behalf.

	Reposition: Move up to 2” any direction and facing.

Move: Move in a straight line 3D6”, facing ending facing direction of travel. Anyone rolling three 1’2 falls over (knocked down). Citizens move 2D6”, and must move full amount rolled. Citizens fall over if any 1 is rolled. See rules for more on Citizen movement.

Move & Fire (Except bows): As for Move, except move up to 2D6 (must move 2D6 if citizen). Only citizens can fall over. May shoot at end of move.

Fire: Turn to face and fire.

Aim: State target model and turn to face him. Count as aiming at that model in next opportunity to fire. The aim is lost if target model moves, or ducks back.

Reload: One gun that suffered an out of ammo result is reloaded.

Recover: Must be done to take any other actions after suffering a wound or a duck back.  Recovering from duck back and ANY number of wounds can be done simultaneously  with a single recover action.

Get up: A model knocked down must get up before a model can take any other actions.

Duck Back: A model may voluntarily duck back, so that he is no longer in sight. He must ‘recover’ before taking any other action.

Fix Gun: Use to fix a gun that suffers a jam. Roll D6: 1-2 gun broken and useless for rest of game; 3-4 can’t figure dang thing out, try again; 5-6 jam cleared!

Challenge: Call out one or more enemies out to a dual  in the open.

Fast Draw: Go for your pistol.. Often used in a dual.

Mount / Dismount: Model must be within 3” of beast/wagon to mount. Place dismounting model anywhere within 3” of animal/wagon.

	Movement in Buildings

Movement limited to 1D6 within buildings.

· Open door…One turn to complete.

· Open Window…One turn and need a 4+ on D6.

· Move through window…One turn and need a 4+ on D6.
	Terrain     (Loose scrub, dense brush, loose woods, dense woods)
Must halt all movement as soon as models entire base is within terrain. A model starting a turn in dense terrain deduct 2 dice from movement, 1 dice in loose terrain.

Skirting: A model may ‘skirt’ a terrain area. This is done by moving along the terrain perimeter, ending facing the direction of travel. The model may move away (in a straight line as normal) at any time, or enter the terrain.


	Nerve     

Check a models nerve whenever any of the following apply:

1. When hurt real bad:

-A citizen suffers any WOUND or GRAZE

-A Gunman/Young Blood suffers ANY two WOUNDS.

-A Shootist/Warrior suffers ANY three WOUNDS.

-A Legend/Mighty warrior suffers ANY three WOUNDS, at least one of which is SERIOUS.

2. When half his side is down: either killed, seriously wounded, knocked out, surrendered, lost their nerve, refused a challenge or left the table.
	To check nerve, roll a number of D6 based on the character of the model checking. The model must roll at least one 6, or he has lost his nerve. A model that has lost his nerve must on his next turn either hide, run or surrender, as appropriate.

Citizen…3 Dice

Gunman/Young Blood…4 Dice

Shootist/Warrior…5 Dice

Legend/Mighty warrior…6 Dice

Modifiers

For each flesh wound…-1 Dice

For each serious wound…-2 Dice

If more of enemy are down than own side…+1 Dice


	Hatred and Fear (Optional)     A model hates another model who is a Backshooter, or who refuses a challenge. If a model both hates AND fears the a single model, resolve what is done whenever the model shoots at that model or is shot at by that model, or if the models come within 12” of each other. Roll a D6. On a roll of 4+ the model counts as having EXTREME hatred for that model. Any other roll and he counts as having EXTREME fear instead. Both cases apply for the remainder of that battle only.

	Causes of Hatred

· A model refuses a challenge is hated by all enemy for remainder of battle. Models who fear him no longer do so.

· A model who attempts to Backshoot is immediately hated by ALL models who see this attempt.

· Some skills cause Hatred.

· (Option) Throw a D6 whenever a model is grazed or wounded by an enemy. A roll of a 1 means the model shot now fears the shooter, a 6 means he hates him instead.



	Effects of Hatred

· +1D6 when fighting or shooting at hated model (+2D6 if extreme)

· Must always except challenges from hated model. 
· Must fire at the hated enemy model when within fire arc and range. If hated model is neutral or is friendly, throw a D6. On a 1-2 model fires (even Backshooting) on the hated model
	Effects of Fear

· -1D6 when fighting/shooting at feared model (-2D6 if Extreme)

· If challenged by hated model, he must test his nerve immediately. IF he passes he must accept the challenge. If he survives the challenge he is considered FEARLESS for the remainder of his life! He never again fears anyone. Otherwise he suffers as for losing his nerve as normal.


	Duck Backs     A model ducking back must recover before taking any other action.  A model MUST duck when:
· It is shot at and  it is  grazed/wounded, but the shot is stopped by cover instead.

· It is in a woods AREA and is grazed/wounded, OR  the shot was stopped by a tree.


	Range and Firing Chart     Roll the number of dice indicated below based on range and modifiers. Determine hits on target based on type of fire used: Deliberate or Blazing Away. If a shooter ends up rolling 0 or less dice because of modifiers, he rolls 3D6 (pistol) or 2D6 (rifle) , needing two 6’s to score a single hit. He is out of ammo if he rolls more 1’s than 6’s. A muzzleloader can only fire if its “Muzzleloader Fire’ card is in the owning players’ hand. See rules for more on this.

	Weapon
	PB
	Close
	Medium
	Long
	Extreme
	Notes

	Pistols
	2” / 2D6
	6” / 3D6
	9” / 2D6
	12” / 1D6
	24” / -1D6
	All 6-shooters, and muzzle loading* pistols. 

	Rifles
	2” / 1D6
	6” / 2D6
	12” / 3D6
	24” / 2D6
	24”+ / 0D6
	Incl. Breach-loaders, repeaters, muzzle loading* rifles.

	Bow
	2” / 2D6
	6” / 3D6
	9” / 2D6
	24” / 1D6
	--
	May not use Move and Fire action!

	Knife/Tomahawk/Axe*
	2” / 2D6
	6” / 3D6
	9” / 2D6
	--
	--
	Up to one knife and tomahawk/axe  per  model.

	Lance*
	2” / 2D6
	6” / 3D6
	9” / 2D6
	12” / 1D6
	--
	Normally up to one lance per model.

	Modifiers to Number of Dice Thrown

Target is in cover…-1 Dice

Firing Pistol or throwing weapon after moving…-1 Dice

Firing rifle after moving…-2 Dice

Firing two pistols or wrong-handed, or rifle single-handed…-3 Dice

Firing pistol from horseback…-1 Dice per movement dice used to move**

Firing rifle from horseback…-2 Dice per movement dice used to move**
Shooter with Head wound…-1 Dice

Shooter with Flesh wound on firing arm for pistol, or either arm for rifle…-1 Dice

Each Serious wound on shooter…-2 Dice

Shooter is impaled by an arrow(s) still in them…-2 Dice

Shooter is impaled but arrow(s) removed…-1 Dice

Shooter is Backshooting…+3 Dice

Target is knocked down or knocked out…+2 Dice 

Shooter Hates target…+1 Dice (+2 Dice if Extreme)

Shooter Fears target…-1Dice (-2 Dice if Extreme)
	Shooter is a Citizen…-1 Dice

Shooter is a Shootist/Warrior…+1 Dice

Shooter is a Legend/Mighty Warrior…+2 Dice

Shooter is Indian with firearm…-1 Dice***

Making an Aimed shot with a  rifle…+6 Dice

Making an Aimed shot with a pistol…+4 Dice

Blazing away with a breach loader rifle…+1 Dice

Blazing away with a repeating rifle…+2 Dice

Blazing away with a pistol…+3 Dice

* Muzzleloaders, bows and all thrown weapons may only use Deliberate Fire.

** Expert or Plains Indian riders ignore the first movement dice used to move.

***Ignore if Apache Crack Shot.

	Deliberate Fire: If any dice come up a hit is scored on the target. Only one hit is possible with this type of fire unless an Indian using a bow. A Warrior may hit twice, and a Mighty Warrior up to three times. However, if a bow rolls more 1’s than 6’s the bow is either broken or out of arrows and may not fire again for the remainder of battle. A muzzleloader that rolls more 1’s than 6’s misfires.

Blazing Away: Each 6 rolled is a hit on the target except that breach loaders may only hit once, repeating rifles up to twice, and 6-shooter pistols up to three times. Muzzleloaders may never use Blazing Away

· If the SAME number of 1’s as 6’s are rolled, shooter hits, but he is considered to be out of ammo and must reload before shooting with that weapon again.

· If MORE 1’s than 6’s are rolled, shooter misses and is out of ammo and must reload before shooting with that weapon again.

· If TWO or MORE 1’s than 6’s are rolled, shooter misses and his weapon is JAMMED. The weapon may not fire again until FIXED.

	Fire Arcs

· Models on foot have a 90 degree fire arc to its front. 

· Mounted models shoot pistols and rifles one-handed  270 degrees starting from their left side if shooting with right hand, 270 degrees right when using the left hand. 

· Rifles and bows firing with two hands while mounted have a 90 degree starting from their left side  

	Cover    Also see Duck Backs.
Substantial Cover:  Shots  hitting body  parts covered by stone/clay walls, large crates, rocks, trees, etc are stopped and do not  hit the target model.. Shots  hitting body parts covered by less substantial cover such as wooden walls or  fence,  empty barrels, etc.  are only stopped on a D6 roll of 3+.  Apply a –1 modifier  to the effect roll for damage in such a case. On a 1-2 roll  the shot  penetrates and  hits the target as normal.
Insubstantial Cover: Such as wheat, tall grass or brush, counts as cover, but does not stop bullets; no special  rules.
Area Terrain: If a model wants to aim or fire on a model with area terrain between it and the shooter, the shooter must attempt to spot the target first. Count density points for each separate area terrain feature between the models: 1 point for each loose feature, 2 points for each dense feature. The shooting model must roll greater than this number to be able to shoot or aim at the target model. Deduct –1 from the die roll if the target is an Indian, or has ducked back. If the roll fails, the shooter does nothing else for the turn (he stands). If target  in woods is hit roll a D6: 4+ the shot is stopped by a tree. 

Exposure to Fire: Around corners head and chest. Pistol shooters ALSO expose their shooting arm; rifle shooters expose both their arms. Walls as for corners except chest is NOT exposed. For everywhere else, as a rule of thumb the  head is ALWAYS exposed except when ducking back.


	Shotgun Weapons Firing Chart     Place a target spot marker anywhere in the fire arc of the shooter either 12’ or 3”  (see below) away. Roll a red (representing right) D6 and a black (representing left) D6 for each barrel firing. Move the marker a number of inches to the right or left of the shooter based on the difference between the two dice. Trace a line from the head of the shooting model through the position of the target spot to the range of the weapon. ANY model within 1” (1 ½” for sawn-off shot gun) receive the number of hits indicated below based on range from shooter.

	Weapon
	Hits Scored at range:
	Target Spot Point
	Notes

	
	6” or less
	Greater than 6”
	
	

	Shotgun
	2 hits
	1 hit
	Place 12” away
	May be single or double barreled. May be a muzzleloader.

	Sawn-off SG
	3 hits
	1 hit
	Place 3” away
	May be single or double barreled. May be a muzzleloader.

	Blunderbuss / Musketoon
	6 hits
	1 hit
	Place 12” away
	Single shot muzzleloader shotgun.

	Le Mat Rev.
	3 hits
	1 hit
	Place 3” away
	Single shot shotgun. May also fire as for a 6-shooter.


