


D
uels last exactly three rounds. 

Before the start of the first round, give 
each duelist a H

ole C
ard, face dow

n.

R
ound 1 &

 2: D
eal A

ction C
ards 

as usual to participants and any 
bystanders w

ho w
ant to get involved. 

They can perform
 actions (except 

m
ake an actual attack).

R
ound 3: A

t the start of this round, 
don’t deal A

ction C
ards to the duelists 

(deal 
bystanders 

in 
norm

ally). 
Instead, both sim

ultaneously reveal 
the H

ole C
ard of their choice. That’s 

their A
ction C

ard for this round.

Tests in a duel: D
istracted and 

V
ulnerable conditions rem

ain until 
the end of the third round. W

ith a 
raise the target is not Shaken. Instead, 
the “attacker” can either draw

 an 
extra H

ole C
ard for him

self  or force 
the foe to random

ly discard one of 
his (as long as he has m

ore than one). 
A

 C
ritical Failure w

hen m
aking or 

resisting a Test also gives the foe an 
additional H

ole C
ard. A

llies don’t get 
to affect either duelist’s H

ole C
ards.

D
eath &

 D
am

age: If the attacker 
has additional H

ole C
ards higher 

than his foe’s A
ction C

ard, he adds 
a d6 bonus die to the dam

age of first 
shot. The G

rim
 Reaper loves a good 

duel, so no one in a duel can Soak 
W

ounds from
 anyone else in the duel. 

You gotta stand there and take it. It’s 
the law

 of the W
est. A

fter the third 
round of the duel, treat the carnage 
and bloodshed as norm

al com
bat. 
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Raise Calculator
To use the Raise Calculator, locate the base Target Number (TN). The numbers to the right of that TN are its 
raises. If the TN is 9, for example, the next number (13) is one raise, then 17, 21, and so on.

1  5  9  13  17  21  25  29  33  37  41  45  49  53

2  6  10  14  18  22  26  30  34  38  42  46  50  54

3  7  11  15  19  23  27  31  35  39  43  47  51  55

4  8  12  16  20  24  28  32  36  40  44  48  52  56

HANDCARDSEFFECT

Ace HighOne Ace2 Power Points
PairTwo cards of the same value (e.g. 7 of hearts and 7 of clubs)3 Power Points

Jacks or BetterAs above, but the two cards must be Jacks or higher 4 Power Points
Two PairTwo sets of two paired cards (e.g. pair of 5s and a pair of Kings)5 Power Points

Three of a KindThree cards of the same value (e.g. 6 of hearts, 6 of spades, 6 of clubs)6 Power Points
StraightFive sequential cards (e.g. 3, 4, 5, 6, 7 of various suits)8 Power Points

FlushFive cards of the same suit (e.g. 2, 6, 8, Queen, Ace of diamonds)10 Power Points
Full HouseThree cards of one value, two of another (e.g. three 5s and two Kings)10 Power Points, 2x damage, effect, or duration

Four of a KindFour cards of the same value (e.g. four Kings)15 Power Points, 2x damage, effect, or duration
Five of a KindFive cards of the same value (requires use of a Joker)15 Power Points, as above (see Deadlands)
Straight FlushFive sequential cards of the same suit (e.g. 4, 5, 6, 7, 8 of spades)As above and the huckster gains Conviction

Dealing w
ith the devil


