1864, la conquete de 'Ouest bat son plein. Le Dakota du sud devient le théatre de profonds chamboulements avec de nombreuses
villes qui éclosent et suscitent Uintéret du président Lincoln en personme.

WESTERN TOWN vous propose déndosser le role du MARSHAL dune de ces villes en quete de reconnaissance et en proie au courroux indien. Chaque
tour vous naurez que trois ordres & donner qui correspondent & lactivité de trois de vos batiments. Construire permet done daugmenter ce panel mais
pour Importer le plus important sera de choisir habilement les batiments que vous souhaitez utiliser.. si vos adversaires déploient leurs efforts de la
meme fagon vous pourrez tirer profit de leurs choix pour exploiter au maximum vos actions ! Engrangez des points de victoires en construisant des

batiments emblématiques, en répondant aux attentes de Lincoln et vous lbmporterez.

In 1861, the northernmost part of the Louisiana Purchase becomes the Dakota Territory. In Wes-
tern Town it is 1864 and the conquest and development of this rugged and dangerous territory is
underway. You take the role of a marshal of one of the towns wn the territory, working to establish a
foothold i Indian Country and, if possible, gaining enough attention for a visit from Washing-
ton DC. from a member of President Lincolnk cabmet.

Fach turn you have only three orders to give, corresponding to the activities generated by the occupants of
three of your buildings. Developing your town, by constructing new buildings, expands your options. But to
win the game, the most important element will be to skillfully choose the buildings you wish to use. Choices
made by the other marshals (your opponents) can determine which buildings will generate their benefits,
and which will not! To achieve victory, you will need to keep an eye on the other marshals and anticipate
their moves; develop your own town; prepare for Indian raids against you; and cater to the political inte-
rests in Washington, DC. Not an easy task, this Marshal business! Do all of this better than your fellow
Marshals, and success and prosperity (as well as victory) will be yours in WESTERN TOWN!

1864 - die Eroberung des Westens ist in vollem Gange. Die Stiddakota verlassen den Schauplatz
tiefgreifender Umwélzungen mit zahlreichen Stadten, von denen sie eingeengt werden, und erregen
das persomliche Interesse Président Lincolns.

In WESTERN TOWN iibernimmst du, auf der Suche nach Anerkennung und mit zornigen Indianern konfrontiert,
die Rolle des MARSHALS einer dieser Stidte. Jede Runde stehen dir nur drei Befehle zur Verfiigung, die durch
das entsprechende Aktivieren von drei deiner Gebéude bestimmt werden. Bauen erlaubt also vielfiltigere
Optionen, aber um zu gewinnen ist das Allerwichtigste, die Gebéiude, die du nutzen mochtest, ges-
chickt auszuwéhlen... denn deine Gegner sind ebenso bestrebt, den groBten Vorteil aus deinen
Entscheidungen zu ziehen, wie du aus den ihrigen! Erziele Siegpunkte durch das Bauen
typischer Gebéude, erfiille die Erwartungen Lincolns, und du wirst de Sieg davontragen.

108 cartes
8 LINCOLN, 4 WESTERN TOWN et 24 cartes par joueur
126 cubes
28 jaunes, 26 blancs, 22 roses, 24 gris, 16 marrons, 6
rouges et 4 orange
4 plateaux individuels
2 tuiles Campement indien
68 tuiles batiment
17 tuiles par joueur
2 marqueurs MARSHAL PRINCIPAL & GRAND MANITOU
12 marqueurs recto/verso “Foyer® & “détruit®
20 marqueurs de quantité
12 Habitants, 4 Or exporté et 4 Cowboys
1 dé indien
1 livret de regles et 3 fiches d’aide en 3 langues

108 cards
8 LINCOLN, 4 WESTERN TOWN and 24 cards per player
126 cubes
28 yellow, 26 white, 22 pink, 24 gray, 16 brown, 6 red
and 4 orange
4 individual boards
2 Indian Camp tiles
68 building tiles
17 tiles per player
2 LEAD MARSHAL & GRAND MANITOU markers
12 gouble-sided “Home” & “destroyed” markers
20 quantity markers
12 Inhabitants, 4 exported Gold and 4 Cowboys
1 Indian die
1 rulebook and 3 player aids in 3 languages

108 Karten

8 LINCOLN, 4 WESTERN TOWN und 24 Karten je Spieler.
126 Wiirfel
28 gelbe, 26 weile, 22 rosa, 24 graue, 16 braune, 6
rote und 4 orange
4 einzelne Tableaus
2 Tableaus Indianerlager
68 Gebiindepléiittchen
17 je Spieler
2 Plittchen us-MARSHAL & GROBER MANITU
12 Markierungen Vorder/Riickseite “Haushalt” & “zerstért”
20 Mengen-Anzeiger
12 Einwohner, 4 transferierte Gold und 4 Cowboys
1 Indianerwiirfel
1 Regelheft und 3 Spielhilfen in 3 Sprachen



The game set-up starts with each player setting up their board representing EJJ

their city and preparing cards and tiles. TILES WITH STAR * UIE O

SET-UP - EACH PLAYER ... a bi-color star. This will help you find
them easily. O
Places his player board in front of him. The player color is shown on the victory <>
He chooses his color from yellow, red, blue or black and takes the twenty- point icon at the bottom left of the tile. O
four cards and seventeen tiles in that color: Eﬂ |ﬁ

To distribute his twenty-four cards, each player ...

9 Takes the six cards with a cactus  at the bottom right into his HAND.

9 BUILDINGS IN RESERVE: 0 O
at the bottom O

Takes the twelve cards with an orange or green

right and stacks them to form his reserve. He places the twelve tiles with o
a star® in a stack in the same place. O

O CONSTRUCTIBLE BUILDINGS: 0
Takes the HOMESTEAD card - without a cactus - and places it in the <>
corner of the board. He places the five remaining cards with the five G <>
matching tiles above his player board. o

Starts with three Cowboys - three gray cubes m - and places them on
the indicated location on the board.

Starts with seven Peace pipes - three small and one large white cube
- and places them on the indicated location on the
board.

Randomly picks one of four WESTERN TOWN cards and
keeps it hidden. 6

Now continue with the common set-up.

SET-UP - COMMON ELEMENTS ... @

8 THE ROLES.

A randomly chosen player takes on the role of LEAD
MARSHAL; he takes the small tile representing Lincoln.

The player to his right assumes the role of GRAND MANITOU
and takes the small tile representing the Indian camp.

0 THE STACK OF LINCOLN CARDS.

EXPORTED GOLD AND GOLD IN TOWN
The gold stored in town on the MARSHAL
building is used to pay for construction and to
use the effects of certain cards.

This is not the same as the exported Gold at

the top left of the board, which is used to count

victory points
The LINCOLN card with a J is placed in the center of the table. 06
Draw four cards at random from the remaining seven LINCOLN

cards and place them face down in a stack on top of the 5 card. o OO

Put the other LINCOLN cards back in the box without exami-
ning them..

@ THE INDIAN CAMP
Place the large Indian camp tile in the center of the table.

Place the Indian die nearby along with the and Red

cubes representing the Indians.

Place a white “Peace pipe” cube per player in the indicated OO
space on the camp.

@ CUBE STOCK. G O
The gray, pink, yellow and brown cubes form the common pool.

The grays are the Cowboys, the pinks represent the Inhabitants, the

browns Wood and the yellows Gold.
The remaining white cubes placed in the center of the table are only used g

as change as necessary for the players’ white cubes.

During the game players have cards in HAND, the cards face down in piles near
their board, referred to as INACTIVE cards, and cards played on the table, referred
to as TABLE cards.

PLAY AREAS

INACTIVE CARDS.
During the game inactive cards are placed face down here.
@THE PLAYER'S “TABLE’ @

During the game played cards will be placed here, superimposed and
slightly offset.

The back of a tile witha  or star O
is always a HOMESTEAD which has \\ Q O

O
O

8 AxD 10MM CUBES.
The 8mm cubes represent a quan-
tity of 1.

Large 10mm cubes, a quantity
of 4.




DESCRIPTION OF THE MAJOR COMPONENTS - BOARD, TILES AND BUILDING CARDS -

In WESTERN TOWN players construct new buildings to expand their city. To do that, they use the effect of a building: the CARPEN-
TER - see its effect in detail on page 6 = When a building is constructed, the appropriate tile is added to the board and the corresponding
card added to the players hand.

The tile has a

construction cost
and, in some cases,
requires the pres-
ence in town of a
minimum number
of ‘Homes>.

HOMES

Dwring the game the players will accumulate Homes in their town represented by l\ and . symbols. Whenever a player has
to count the number of Homes, add up the mumber of times these symbols appear on the towns buildings and then add any bonus
earned during the game. For certain effects, only pimk Homes will be counted.

Players also accumulate inhabitants i their city, recorded with c.

Note - Home and Inhabitant are two different concepts!

BUILDING CARD - You will find details of each card on the player aid.

(C)

The PLAYED effect is shown in the center of the card €.
Example - The GOLD MINE produces one Gold and then, if the player discards
two resources from Wood or Inhabitants, he recetves two additional Gold.

The effect shown underneath 0 is the EXPLOIT effect.
The GOLD MINE produces one Gold.

At the top left G, the potential gain from the card is shown.
The GOLD MINE produces a Lure and a Gold.

Green cards are special, they do not have any PLAYED or EXPLOITED
effects, but provide a consistent effect D and an effect triggered by placing

@O  thetie @

Example - the constant effect of the BLACKSMITH makes it possible, when the
city is attacked by the Indians, to receive two Cowboys immediately. Moreover it addition.
acts as a permanent additional Feace pipe.

When the tile is placed, the player receives a Cowboy, then he may discard Wood
and/br Gold to receive an equal number of additional Cowboys.

F )

BUILDING TILE

(€] (B)

+ The cost and the minimum number of Homes for its construc-
s tion is shown at the bottom right Q The gray Home indicates
+ that all Homes, whatever their color (pink or black) are counted.
« Ezample - the BANK costs a Wood and either « Wood or a Gold. In

, there must be at least seven Homes i the town.

« The building provides: a number of Homes 0, victory points
@ s G and a storage capacity @
+ Ezample - the BANK adds two additional Homes to your town. At
S the end of the game, it is worth two vicotry points and two additio-

The bottom portion repeats the color of the card €3) required for certain + nal points for every two gold exported.
effects, the information on the tile and the type of card () for easy sorting. S Finally, it can store four Gold.

f_|

He places the citys Gold on the MARSHAL building @ and the Wood on
the CARPENTER (1).

Any Gold he manages to export will be placed in G

G The town has a stock of Peace pipes G which will be gradually trans-

T formed into Lure and thus will move onto §3).

? THE BOARD
ﬁ The player places his citys inhabitants in Q, and his Cowboys in 0

G Fach space can receive a new building: There are 11 of them as shown
by G, each one containing a number from 4 to 6. Some spaces also
indicate an effect triggered when a building is placed on them - see page
6=
During the game the player places inactive cards on o and plays cards
on his table area 6

ADDING BUILDINGS

Buildings with orange and green stars from the reserve are used to renew the game, they add to the set of constructible buildings.

P
(C

The LEAD MARSHAL randomly draws two cards from the 8 buildings with an orange star

in the stock €. He reveals

them and adds them, along with their matching tiles, to the top of the board €.
He then draws two further buildings with an orange star from the 6 remaining. He reveals them and removes

them from the game. He takes the two matching tiles, turns them over to their HOMESTEAD side, and
adds them to the HOMESTEAD area (® next to the board. The other players do likewise: they add
the same two cards and tiles, remove the same two cards and add the same two HOMES-
TEAD tiles next to their board.

The operation will be repeated at the beginning of the second round
during “PHASE 1.A - ADD BUILDING” using the 4 remaining
cards with orange stars in the stock.

At the beginning of the third round, the
operation will be repeated one last
time with the 4 buildings with a green

remaining in the stock.

g
o0 OOO 9

o star

THE <‘WESTERN TOWN> CARD

The players reveal their WESTERN TOWN card.

They add the building tile shown in the lower right of the card from their constructible buildings to
an empty space marked with a 4 on their board and add the corresponding card to their hand.
They take the indicated resources from the stock and place them on the MARSHAL building, the
CARPENTER and the Inhabitants area.

\ ,

EXAMPLE:
‘With Marshal Bright, Robin
P starts with two Wood which
w he puts on his CARPENTER,
oo I®) two Grold which he puts on his
MARSHAL building and three
Inhabitants which he puts on
the appropriate area of the
town. He also starts with a
HOMESTEAD tile placed on a 4

=N o

’ space on his board, and imme-
) o diately takes the HOMESTEAD
o card into his hand.

The game can begin ...

START OF THE GAME

A game of WESTERN TOWN consists of five rounds, each composed of five phases.

PHASE 1 - PREPARE THE CARDS

1.A - ADD BUILDINGS
At the beginning of rounds 2 and 3 only, players add buildings to the set of constructible buil-
dings as described above - see “ADDING BUILDINGS on page 4 =

1.B - THE TOP CARD OF THE LINCOLN PILE IS TURNED OVER.
Tt tells the players what the Presidentd expectations are in this round

€ His has three kinds of expectation.
Q He may wish for many Inhabitants ¥, increased Attrac-
tion ¥ or finally a lot of Gold to be exported .,

1.c - CONSTITUTION OF THE PLAYERS HANDS.

Each player discards cards from his hand to bring it down to 4, 5 or 6 cards. The number of
cards kept is equal to the smallest number visible on the spaces on his board. The discarded cards
are called inactive and are stacked face down near the board. Inactive cards are no longer used
in the current round: only the cards held in hand and those acquired during the round may be
PLAYED and/6r EXPLOITED.

OOO EXAMPLE:
o Robin keeps four cards since it is the lowest
660 number visible on his board.

Once he has filled the last box with a 4, he will be
Q ’ O o allowed to keep five and possibly six cards.
(7] As he had nine cards in all, Robin puts the
five inactive cards that he doesn't wish to play
in this round in a pile face down.

5
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PHASE 2 - PLAY TWO CARDS

PHASE STARTED BY THE LEAD MARSHAL.
He chooses a card from his hand, plays it face up on his table and applies the PLAYED effect.

He then chooses his second card and places it face down on his table. At the same time,
the next player clockwise chooses his first card and places it face down on his table. They
reveal their cards at the same time and apply the PLAYED effect.

The player who just PLAYED his first card continues in the same way and so on until the GRAND
MANITOU - the last player in the current round - plays his second card on its own.

This way, each player will have PLAYED two cards.

EXAMPLE WITH THREE PLAYERS:

-
(1 (2 (3 4/

The LEAD MAR- Then Robin and Alexan- Then Alexander and The GRAND MANITOU

SHAL Robin starts der simultaneously play Theo simultaneously TWheo ends this phase
this phase and plays a card. play a card. and plays a single

a single card. He card. He applies the
applies the PLAYED PLAYED effect.
effect. _l

They reveal their cards at the same  They reveal their cards at the same
time and apply the PLAYED effect.  time and apply the PLAYED effect.

FOCUS ON CONSTRUCTION

The CARPENTER can build other buildings.

@,

The symbol £ represents laying a new tile in the town. If the player chooses
this effect, he must adhere to all the rules concerning laying a new building:

(JCheck that the minimum number of Homes required is met.
(I Pay the construction cost

(JPlace the tile on an empty space in the town and, if necessary, apply the effect of
“aying on the board> shown:

A/ B (C D

':9 Receive one Gold

1) Receive two Inhabitants.

(H) If the player wishes to, he may discard two Inhabitants in exchange for one Wood.
11) The player must roll the Indian die - see “Indian Raids> on pages 10 & 11~

(JThen take the corresponding card into the HAND and, if required, apply the effect of
“aying the tile.

EXAMPLE :

Robin has just played CARPENTER, he has a Wood and four Gold.
9 He wants to build the WAREHOUSE. He has enough resources to pay the
cost of construction.

And with three and two. in his town has at least the five Homes
needed for its construction.
OCOQ G Robin pays a Wood and a Gold.
s He puts the tile on a 5 space whose “placing
g O on the board” effect is to receive one Gold. He

receives a Gold.
Q He then adds the WAREHOUSE card to his hand.
If the card had a “laying the tile” effect, he would

P apply it now.CJ ﬂ
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PHASE 3 - EXPLOIT

FEach player has PLAYED two cards in the previous phase.

There remains a third and final card to PLAY but the players can also benefit from the actions of

their immediate neighbors and make the most of their buildings ...

PHASE STARTED BY THE LEAD MARSHAL.
He has the choice between:

(JPlay a third card from his hand, and then apply the PLAYED effect.

(JUse a card from his hand or one still face up on his table, and apply the EXPLOIT
effect.
He can only do that if a town immediately adjacent to his table has a face up card
with the same name. In that case, he turns the targeted card over while showing the
EXPLOITING card from his hand or his table.

ODefinitively pass.

Before passing, a player must have PLAYED his third card.
The first player to pass immediately becomes the LEAD MARSHAL, the player to his
right becomes the GRAND MANITOU.

Then the next player clockwise makes his choice from among the same possibilities.

The EXPLOITATION phase continues until all players have passed.

EXAMPLE:

Q

Alexander

D

A

@ Q) Robin

In this 3-player game, its Robin} turn to EXPLOIT. His choices are:

B/

@ He can play a third card: his MARSHAL or his GOLD MINE. In this case he would apply the PLAYED

effect.
@) He can use the CARPENTER on his own table on Alexanders face up CARPENTER.

In this case, Robin would apply his CARPENTER’S EXPLOIT effect and it would remain face up on the

table, unlike Alexanders which would be turned over.

Robin already has a face down card, CIVIC PRIDE G Although Alexander also has a CIVIC PRIDE on

the table, Robin cannot EXPLOIT it.
(D He can use the GOLD MINE in his hand on Tihed} face up GOLD MINE.

In this case, Robin would apply his GOLD MINEs EXPLOIT effect and take it back in hand, and Theo

would turn over his GOLD MINE.

Robin could then, when play comes round to him again, PLAY this GOLD MINE as described in Q or

EXPLOIT it again if, for example, Alexander had played his GOLD MINE in the meantime.

The last choice, to pass, is not possible as he hasn't yet PLAYED a third card.

7
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PHASE 4 - INCOME

PHASE PLAYED SIMULTANEOUSLY BY ALL THE PLAYERS.

4.A - INCOME

Players receive the bonuses shown at the top left of all their cards that are still face up on their
table.

EXAMPLE:

o~ In this example, Robin still has a HOMESTEAD and BARBER face up
at the end of the exploitation phase.
He receives two Lure, as well as an Inhabitant and either a Wood or
a Gold

®- o 6o

4.B - DISCARD RESOURCES
Then, the players discard any excess resources.
By default, a town can only store:

« 4 Gold

OoocO O
- 3Wood COOT

- 8 Cowboys CID D) O

These limits may be increased by the construction of buildings
such as the BANK or the second CARPENTER.

PHASE D - LINCOLN’S VISIT

PHASE CONDUCTED BY THE LEAD MARSHAL
The player who has the most points calculated according to the expectations on the LINCOLN
card receives a visit from Lincoln: he takes the card
and places it face up in front of him. In the event
of a tie, the LEAD MARSHAL decides which town
receives the President} visit.

The points calculated for each
expectation are:
One point for each exported Gold.

. o O int per Lure.
The LINCOLN card provides an additio- 11 PORIE PEX ~te

nal Home to the player who wins it: he
receives a “Home” marker as a reminder.

One point per 4 inhabitants.

QOO OO O
o

()
%t ()
EXAMPLE:

Robin is the LEAD MARSHAL. He must assign the LINCOLN card showing a preference for Inhabi-
tants and Gold exported.

Robin has two exported Gold Q, giving him 2 points, and eleven people G, m@ giving
him another 2 points (114 rounded down).

‘With a total of 4 points, he is behind and Alexander who both have 6 points.

Robin decides to make LINCOLN visit Alexanders town.

’ Alexander wins the card, which he
keeps face up near his board.
He takes a “Home” tile to remind
him that the card provides this
bonus.

*o

Oo OO

The LINCOLN card bearing the number “5*> does not cause a Presidential
visit and is therefore not assigned to anybody.
It is simply discarded instead.

END OF THE ROUND

If there is at least one card in the LINCOLN pile, the game continues:
Players reform their hands by combining their inactive and played cards.
They start a new round from PHASE 1.

If the pile of LINCOLN cards is empty, it is the end of the game...

END OF THE GAME

The game ends when the stack of LINCOLN cards runs out (.e., the last card of the pile, the 0>
LINCOLN card, has been discarded).

EACH PLAYER COUNTS HIS POINTS:

@ Count up the number of Homes. The players are ranked by the number of Homes. Each player
earns as many points as players ranked behind him. Then the player(s) with the most Homes
earns 3 additional points.

 Each player then adds up the points in their town. Each building tile shows how many points
they are worth - you will find details of each tile on the player aid -.

@ The LEAD MARSHAL groups the 4 LINCOLN cards and lists the number of times that each
expectation appears. The players multiply their points in each category by the appropriate
number.

THE PLAYER(S) WITH THE MOST POINTS WINS!

O @

020
O o0° OO
@ O O

()
Og
®)
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Q Robin has a total of 8 Homes but his “destroyed® marker cancels out one of them, so he only scores for
seven Homes. He ranks second and therefore receives one point since only is ranked behind him.
Alexander with nine Homes receives 3 + 2 = 5 points. Thee scores no points.

G Robin scores 4 points with his SALOON. The GUNSMITH normally provides 2 points per set of two Cow-
boys, but it provides only half of his 6 points as it is destroyed. The WAREHOUSE provides six points with
an “export” marker and the BARBER scores 2 points. He then deducts two points because of his “destroyed”
marker. A total of 4 +6/2+ 6 +2 -2 =13 points.

(® The LINCOLN cards show exported Gold 3 times, so the 2 Gold exported by Robin are multiplied by 3
for a total of 6 points. Lure appears 4 times, so Robin 7 Lure are multiplied by 4 for a total of 28 points.
TFinally, Inhabitants appear twice on the LINCOLN cards, so Robin with 3 sets of 4 people scores 3 x 2 = 6
points.

Robin therefore has a grand total of 1 + 13 + 6 + 28 + 6 = 54 points.

Indian Raids



INDIAN RAIDS

THE CAMP REPRESENTS THE INDIAN THREAT THAT HANGS OVER THE TOWNS.
‘When an action shows: , the Indian die is rolled. Each face adds at least one Indian to the
camp, which attacks in two cases:

when the camp receives its 2nd Indian, or
when the camp receives its 3rd Red Indian.

EXAMPLE:
The camp already has two Red Indians.
Robin played MARSHAL, so he must roll the Indian

% o Q

Robin rolls the die, adds an
rolls.

Indian and re-

Robin rolls the die again, adds a Red Indian and
stops.
An attack immediately takes place.

\.D'b O

If the last added Indian is , the attacked town is that of the player who added it.

If the last added Indian is Red, the attacked town is the one with the fewest Peace pipes.
In the event of a tied number of Peace pipes, the GRAND MANITOU decides which town
will be attacked.

All the Indians in the camp attack the town, regardless of their color.

The GRAND MANITOU chooses their targets using the following rules:

(OA target can be a building that isn’t already destroyed or if there is at least one, the
Inhabitants.

O All the Indians of the same color attack the same target at the same time.

OA target can be attacked only once during a raid.

The player can defend his town with his Cowboys:

For each target selected by the GRAND MANITOU, the attacked player decides whether to defend
or not:

If he defends, the number of Cowboys he must discard depends on the targets

location:
For the six buildings in zone 4, each Cowboy discarded will cause two Indians to
flee: 2 Cowboys are discarded to repel an attack by three Indians.
Elsewhere - other buildings, Inhabitants - each discarded Cowboy will scare away an
Indian.

If he does not defend the attacked building, place a “destroyed” marker on the buil-
ding: It cannot be PLAYED or EXPLOITED as long as the marker remains in place.
If he fails to defend attacked inhabitants, the player loses four Inhabitants and a Lure.

Any Indians used against the target are discarded, regardless of whether it was defended or not.

If at least one Indian remains unused, the GRAND MANITOU must choose a new target.

Once the raid has ended, the attacked player receives a Peace pipe, if one is available, from the
Indian camp and adds it to his Peace pipe box.
10

EXAMPLE:

The addition of the third red Indian @ causes
o0 9] the attack. Therefore, either Robin Alexander,

9 each with a single Peace pipe G, will be the
) Indians’ target. has three Peace pipes.
Alexander is the GRAND MANITOU and

) so naturally decides that the Indians attack

Robin.

He takes all the Indians from the camp and
[ separates them into two groups: one of three

reds, the other of a single

O "y

Og o g

og OO

Alexander decides to attack first the inhabitants @ in Robind
town with the single Indian. Robin could defend with
a single Cowboy; but he decides not to defend.

He therefore loses a Lure and four Inhabitants.

%% cooglG

9 Alexander then attacks Robirk SALOON . He would like
to defend it, but with only one Cowboy he cannot, despite his
Uae

o

G DDDQ O OQO
W,

SALOON being in zone 4, as he is a Cowboy short!
The SALOON is destroyed. Robin will have to repair it before
being able to PLAY or EXPLOIT it again.

All the Indians are discarded, the camp is now empty. Robin
9 'S, “ @) receives a Peace pipe from the camp stock € .
O O

O

‘DOUBLE DUEILr MODE

The material makes it possible to play an alternative with four players: the double duel.

Players play with a single deck of LINCOLN cards and work together to maintain the same pace
so that their “PHASE O - LINCOLN’S VISIT” match.

‘When the LINCOLN card is assigned, the players simply take the ‘Home> marker and leave the
LINCOLN card on the table, away from the stack of LINCOLN cards, in preparation for the end-
game scoring

For the remainder, the players play with their own Indian camp, their own starred buildings and
starting configuration.

SHORT GAME

WESTERN TOWN can be played in a shortened version. Recommended for beginning players, the
game will be quicker and the tactical and strategic options more limited.
The following changes are used:

Remove the number 5 LINCOLN card from the pile. There will therefore only be 4 rounds instead
of D.

Instead of the operations described in the “ADDITION OF BUILDINGS” section on page 4, remove
the four green cards with green stars from the game. Each player takes the 4 matching tiles,
turns them to their “HOMESTEAD” side, and puts them on the HOMESTEAD card above their board.
At the beginning of the game, each playerd stock thus contains only the 8 buildings with brown
stars and the 8 corresponding tiles.

Only two orange buildings are added at the beginning of the second round during “PHASE 1.A -
ADD BUILDINGS” as follows: the LEAD MARSHAL randomly draws two cards from the buildings
with orange stars from among the 8 in his stock. He reveals them and adds them, along with their
matching tiles, to the top of the board.

The stock is not used any further.

il

green building
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AIDE DE JEU

PLAYER AID

SPIELHILFE

MISE EN PLACE & AJOUT DE BATIMENTS

SET-UP & ADDING BUILDING

SPIELVORBEREITUNG & HINZUFUGEN WEITERER GEBAUDE

Les joueurs installent le jeu.
Le MARSHAL PRINCIPAL gjoute deux batiments constructibles et deux HOMESTEADS.

The players set up the game
The LEAD MARSHAL adds two constructible buildings and two HOMESTEADS.

Die Spieler bereiten das Spiel vor.
Der US-MARSHAL zieht zwei Gebiude, die errichtet werden kénnen und zwei HOMES-
TEAD.

PHASE 1 - PREPARER LES CARTES

PHASE 1 - PREPARE THE CARDS

PHASE 1 - VORBEREITUNG DER KARTEN

1.A - AJOUT DE BATIMENTS
Au début des tour 2 et 3 uniquement les joueurs complétent le panel des batiments
constructibles.

1.B - CARTE LINCOLN

La carte du dessus du tas LINCOLN est retournée.

1.c - CONSTITUTION DE LA MAIN DES JOUEURS

Les joueurs gardent 4, 5 ou 6 cartes en main.

1.A - ADD BUILDING

At the beginning of turns 2 and 3 only, players supplement their set of constructible
buildings.

1.B - LINCOLN’ CARD

The top card of the LINCOLN pile is turned over.

1.Cc - CONSTITUTION OF THE PLAYERS HANDS
The players keep 4, 5 or 6 cards in hand.

1.A - HINZUFUGEN WEITERER GEBAUDE
Zu Beginn der 2. und 3. Runde - und nur da - komplettieren die Spieler den Satz der
Gebiude, die errichtet werden konnen.

1.B - LINCOLN-KARTE
Die oberste LiNcoLN-Karte wird umgedreht.

1.c - ZUSAMMENSTELLEN DER HANDKARTEN
Die Spieler behalten 4, 5 oder 6 Karten auf der Hand.

PHASE 2 - JOUER DEUX CARTES

PHASE 2 - PLAY TWO CARDS

PHASE 2 - ZWEI KARTEN SPIELEN

Le MARSHAL PRINCIPAL JOUE seul une carte, puis les joueurs JOUENT une carte deux
par deux. Le GRAND MANITOU JOUE seul sa deuxiéme carte.
Les cartes JOUEES sont mise sur la TABLE du joueur.

The LEAD MARSHAL PLAYS a solo card, then the players PLAY a card in pairs. The
GRAND MANITOU plays his second card.
The PLAYED cards are put on the players TABLE.

Der US-MARSHAL SPIELT allein eine Karte aus, danach spielen die SPIELER paarweise
jeweils eine Karte aus. Der GROBE MANITU SPIELT seine zweite Karte allein.
Die GESPIELTEN Karten werden auf dem TISCH des Spielers platziert.

PHASE 3 - EXPLOITER

PHASE 3 - EXPLOIT

PHASE 3 - BENUTZEN

Le MARSHAL PRINCIPAL démarre et peut

1. JOUER sa troisiéme carte

2.  EXPLOITER une carte de sa MAIN ou de sa TABLE sur la carte du méme titre
utilisée de Tun de ses voisins.

3. Passer définitivement.

Cbst ensuite au joueur suivant déffectuer son choix parmi ces possibilités. Phase qui se

poursuit jusqu’a ce que tous les joueurs aient passé.

The LEAD MARSHAL starts and can

1.  PLAY his third card

2. EXPLOIT a card from his HAND or his TABLE on the card of same title used by
one of his neighbors.

3. Definitively pass.

Then the next player clockwise makes his choice from among the same possibilities. Phase

continues until all players have passed.

Der US-MARSHAL beginnt und kann

1.  seine dritte Karte SPIELEN.

2. eine Karte auf seiner HAND oder seinem TISCH gegen eine aufgedeckte Karte
gleichen Namens auf dem TISCH einer seiner Nachbarn BENUTZEN.

3. endgiiltig passen.

AnschlieBend trifft der im Uhrzeigersinn nachfolgende Spieler seine Wahl aus eben

diesen drei Alternativen. Die Phase wihrt so lange, bis alle Spieler gepasst haben.

PHASE 4 - GAINS

PHASE 4 - INCOME

PHASE 4 - ERTRAGE

4.A - GAINS

Les joueurs gagnent les bonus en haut & gauche de leur carte.

4.B - DEFAUSSE DE RESSOURCE

Les joueurs défaussent les ressources en exces.

4.A - INCOME

Players receive the bonuses shown on the top left of their card.

4.B - DISCARD RESOURCES

The players discard any excess resources.

4.A - ERTRAGE
Die Spieler erhalten die auf ihren Karten oben links abgebildeten Primien.

4.B - ABGEBEN DER RESSOURCEN
Die Spieler geben iiberzéhlige Ressourcen ab.

PHASE D - VISITE DE LINCOLN

PHASE D - LINCOLN’S VISIT

PHASE D - BESUCH VON LINCOLN

Le joueur avec le meilleur score dans les attentes de LINCOLN remporte la carte.
Si 1a pile de carte LINCOLN est vide, cbst la fin de partie, sinon nouvean tour de jeu en
phase 1.

The player with the highest score based on LINCOLN’S expectations takes the card.
If the pile of LINCOLN cards is empty, it is the end of the game, if not a new round starts
from phase 1.

Der Spieler mit den meisten Punkten geméB den Erwartungen LINCOLNS erhélt die
Karte. Falls der LINcOLN-Kartenstapel aufgebraucht ist, endet das Spiel, falls nicht,
beginnt eine neue Runde mit Phase 1.
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