





Bullets shot by the Marshal are added to a bandit's deck just like bullets shot
by another bandit. Each of the Marshal's Bullet cards has a penalty that affects
the bandit shot by the bullet.

ExTENDED PENALTIES (UNTIL THE END OF THE ROUND)

When the Marshal shoots a bandit, if the bullet has an extended penalty, place
the Marshal's Bullet card in front of that bandit as a reminder of the bullet's
penalty. At the end of the round, the Bullet card is shuffled into the bandit's deck.

a Disarmed
ﬁ Until the end of the round, this bandit's Shoot cards have

no effect.

@ Wounded Knee

Until the end of the round, this bandit's Change Floor cards
have no effect.

V Shoulder Injury
@ Until the end of the round, this bandit's Punch cards have

no effect.

Note: If a bandit plays his Brilliant Idea card after being shot and affected by
a penalty, he can use it to copy a Shoot, Punch, or Change Floor card played by
another bandit.

INSTANT PENALTIES

@ Got 'Im!

If the shot bandit has a Prisoner card, the Marshal takes it,
flips it over, and places it in his Achievement zone.

. Drop That Bag!

If the shot bandit has a mailbag, the Marshal takes it and
places it in his Achievement zone.

Golden Bullet Award

No effect.
Reminder: Using this Bullet card might be one of the
Marshal's goals.

oF T GAmE ]

At the end of the fifth round, any Prisoner cards still behind
the prison car are flipped over and placed in the Marshal's
Achievement zone. Any mailbags on the train (mot held by
bandits) are also placed on the Marshal's Achievement zone.

% The Marshal reveals his 5 Goal cards. If at least 4 of the 5 goals have been
completed, the Marshal wins the game, regardless of the wealth of the bandits.

* If the Marshal has not completed at least 4 of his goals, the richest bandit
wins the game as normal.

There are now 7 ways for a bandit to gain wealth:

- Loot (purses, jewels, strongboxes, mailbags).

- Gunslinger prize: $1000 if you shot the most Bullet cards.

- Wanted Poster: $500 if the Marshal never captured you during the game.
- Prisoner: $200 if you still have a Prisoner card.

- Hostage's ransom (if you playing with the Horses & Stagecoach expansion).
- Brawler prizes: 3 prizes of $800, $500, and $300 for punching the Marshal.
- Some Train Station cards' effects (Hostage Conductor, Sharing the Loot, ete.).
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K Rounp CARDS

Feelfreetomixand matchthe Round cards from thisexpansion
with those of the base game and the first expansion! If the
Round card has an effect that specifically affects bandits, it
has no effect on the Marshal. Round cards which mention
the Marshal might have their effect modified, however (see

pg. 10).
'3-4 | Round cards with this icon are used when playing with 2, 3, or
2 * 4 bandits.

[5-6 ] Round cards with this icon are used when playing with 5, 6, or
= 7 bandits.

Special Turn: Jarring

N The train's jarring makes it difficult for the players to aim accurately;
players cannot play Shoot or Punch cards.

Note: The Brilliant Idea card can still be used to copy another bandit's Shoot or
Punch card.

End of Round Bonus : Schemin' for a Rainy Day

Some of the Round cards in this expansion have a new icon
(shown to the right). At the end of the Schemin’! Phase,
each player may choose to keep 1 card in his hand for the
next round. This bonus does not apply when playing with
the Expert Variant.

The chosen card is not shuffled into the player's deck during the Stealin' phase
and counts toward the player's hand in the next round. For example, if Mei
reserved a card last round, she would draw 5 cards plus the reserved card

for a total of 6 cards in hand.
EVENTS
@ Safekeeping

Move all loot tokens inside the Marshal's car to the roof, :-
regardless of whether the Marshal is on the roof or inside
the car.

@& Rumors

The Marshal randomly reveals 1 Goal card in his Current |
Goals zone.

+ Z Reflex Action

Players do not place unused cards onto their decks at g
the end of the Schemin' phase. At the end of the Stealin'
phase, starting with the First Player and proceeding *
clockwise, each player may play and resolve an action
card from his hand. Then each player places any unplayed
cards remaining in his hand on top of his deck.
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ﬁ+’*’ Guilty Conscience

If the Marshal wins the game, the poorest bandit also
wins. If multiple bandits are tied for poorest, only the
Marshal wins.

@*‘ Deadly Fall
P

If you punch a character on the roof, you may choose
to knock that character off the train instead of moving
him to an adjacent car; remove that figure from the train and do not resolve
any of that character's remaining Action cards. If the Marshal or a bandit is
knocked off the train, he cannot win the game.

If Django shoots a character on the roof of the locomotive or caboose, he may
choose to knock that character off the train instead of moving him to an
adjacent car.

Crime Doesn't Pay!

Abandit in the cell at the end of the game cannot win the
game and does not count as the richest bandit.

EveENnTs MODIFIED FROM THE BASE GAME

Angry Marshal

When playing with this expansion, the following replaces the
effect of the Angry Marshal event: At the end of the round, the
Marshal may resolve 1 Shoot action and then 1 Move action
without playing the cards.

Marshal's Revenge

This event affects bandits inside or on the roof of the
Marshal's car.

A Shot of Whiskey for the Marshal

When playing with whiskey from Horses & Stagecoach: If
a whiskey flask is in the Marshal's space, he takes it and
places it on his character's sheet. He can use as though he
were a bandit.

If the Marshal drinks an old whiskey flask, he can play a maximum of 2 Action
cards that turn, even if he plays the Move + or Change Floor + cards this turn. If
the Marshal is punched, he cannot drop his flask.

OrTIONAL RULES FOR CHOOSING EVENT CARDS

At the beginning of the game, the players choose (from all available cards)
7 Round cards and 3 Train Station cards that correspond to the number of
players. Draw 4 Round cards and 1 Train Station card from among them to
form the Round deck.
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A New sanprr

Mei is an accomplished acrobat and an agile climber.

2 VA‘ When you play a Change Floor card, you can move
AVA "diagonally" to the other floor of an adjacent car.

When Mei leaves the cell, she cannot move to the adjacent roof.

Mei can be used in the base game without playing with the
rest of the Marshal & Prisoners expansion, allowing the
game to be played with 7 bandits. The rules of the game are
otherwise unchanged.

When playing with Mei but not the Marshal & Prisoners expansion, Mei cannot
move to an adjacent roof when escaping the Marshal.

When playing with the Horses & Stagecoach expansion, you cannot move
"diagonally” to or from the stagecoach.

Mixineg THE EXPANSIONS

While Marshal & Prisoners is fully compatible with Horses & Stagecoach, we
only recommend combining them if all players are familiar with Colt Express.

Marshal and Ride card
Unlike the bandits, the Marshal always begins the game in the locomotive.
The Marshal can use his Ride card to move using horses.

Marshal and Stagecoach
The Marshal can move inside or on top of the stagecoach. He does not take a
hostage when he enters the stagecoach.

Marshal and Shotgun

The Marshal cannot be affected by the Shotgun, but the Shotgun does block
the Marshal's line of sight. The Marshal can stay in the Shotgun's space but
cannot capture him.

CrepITS
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