


?

America, 19th century. The Legendary era of the Wild West is in full swing. Pioneers, gold seekers, adventurers, outlaws, trappers,
o and many others mingle in this fascinating period, aspiring to a better life.

Western Legends Stories invites you to dive into the heart of this epic saga, experiencing the mythical lives of the men and women
of this era, where the American dream was within reach. Players will explore a captivating story, filled with discoveries, dangers,
and unexpected twists. Through their actions, they will shape their characters, discover new territories, build new cities, while
playing a crucial role in this story.

Are you ready for an epic adventure?

Western Legends Stories is an sandhox narrative game in which players will try to become the greatest legend of the west.

By participating in the adventure through the Story cards, they will seek to accumulate the maximum number of Legendary Points (LP)
to win the game.

The paths to achieve this will be diverse and varied: whether you choose to become a Marshall, builder. cowboy, miner. gambler,

or even an outlaw, everything is possible. However, only the most courageous, strategic, and persevering will succeed in rising

to the rank of legend.
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Take all the story cards of the episode you want to play and start reading them in order following the order on the back of the cards.

The setup, specific to each episode, is presented on the second story card of each deck. However, it follows a common framework
presented below.

@ Place the scoring board with the legend track and law track on one edge of the table. Set up the money cards and serious
injury cards on it.

@ Give each player a player board of their chosen color, along with the wooden markers, health marker, and mini's base

of the same color. Also distribute the corresponding mini for the player board, as well as a player aid/backup sheet for each.

9 Each pla yer places one of their wooden markers on space 0 of the Legend track and the other on space 1 «citizeny
of the Law track. Then they insert their health marker into injury slot #5 on their player board. *

Q Place the food tokens, skin tokens, skill tokens, and Fight dice near the board. Also place the stones (nuggets and pebbles)
in the cloth bag and place it nearhy.

@ Shuffle the «Pokery cards, «Bandity cards, «Animaly cards, and «Explorationy cards separately and place them on the table
near the scoring hoard. *

() Deal poken cards and money to each player. *

@ Place the Places cards corresponding to the installed tiles in the exploration notebook.

@ Place the non-player character (NPC) figures and cards respectively on the game hoard and in the exploration notebook. *
@ Place the store stand near the game hoard with the items to buy inside. *

@ Place the first story cards under the scoring board. *

m The most courageous player goes first,

\/ * Some of the listed elements, their quantity, or their details may change depending on the episode. Everything is specified
~ on the setup history card for the episode.
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@ START OF THE TURN PHASE - OPTIONAL -

Move an Non player Character (NPC) up to 2 Spaces (within its movement limit) |

9 AGTIUN PHASE Perform 2 :m (You may repeat the same action several times)

Il. Interact with a place, a character, or fight a player on your space. I I

€ END OF TURN PHASE
1. Check if‘you are eligible for end-of-turn rewards
2. Rest omm

3. Discard cards until you are within your hand limit
4, The next player becomes the active player and begins their turn.

@ START OF TURN PHASE

This phase is optional, and it allows you, if you wish, to move an NPC present on the board up to a number of spaces within the
limit of their movement value indicated on their card.
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Example The NPC Juan is present on the hoard, his movement value is 3.
o Hmy@t of-turn phase, I may move him up to 3 spaces.



@ ACTION PHASE

During your action phase, you must perform 2 Actions of your choice among 4 possible actions. These actions
can be performed in any order, and you can repeat the same action multiple times.

A. Move .
When you have a mount, your movement value increases (it is indicated in the top right corner of your mount's card),
allowing you to move further in a single action. You are not required to use all your movement points. '

You cannot move into areas marked with red dotted lines. *” :

BOARDS, REGIONS

During your adventures, you will move on a game bhoard. The story cards will indicate where and how to place the board.

The hoards are made up of one or more regions (separated by a thick continuous line) and spaces (separated by a thin
continuous line).
Some areas are marked by red dotted lines. These areas represent natural obstacles and cannot be entered.

However there are passages indicated by a double arrow, with the condition for using the passage at the center
of the double arrow (usually discarding 2 cards).
When you use these passages, the space of the passage is not counted in your movement.
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B. Rest omm

WE o Rest;r'ng allows you to draw the top 2 cards from the Poker deck, choose one, and discard the other.
?I : It's a convenient way to replenish your hand when you're low on cards.

C. Play an @©).[51(] ™ card

- Many cards (Poker, object, etc.) with the word «-2LIF V] » on them can be used during

l this phase to perform a specific action. When you use the action of a card, place it face up on the

table, carry out the necessary steps to perform the text on the card, and then discard it if it's a

‘ Poker card.

' D. Interact with a place, a character, or fight a player on your space
' i LInteract with a place ' :
> ; When you are on a space with a location icon (e.g.: @ J, you can perform the specific actions for that location. T
. These actions are written in red uppercase (e.g.: ] on the corresponding location card placed in the
.~ exploration notebook. To know the details of each of the location actions, refer to the «Locationsy chapter, which
?. explains each possible action in detail.

4 NOTE : Some areas, like forest zones (recognizable by their color and forest logo), do not have a places tile.
y) However, it is possible to perform the specific action indicated on the corresponding places card.

Sa

Icon and Location name

Action name

Description of Action
to apply

x h‘on—player character (NPC), you can consult their character card. If an action
) .g.: () i[9 ), you can use one of your actions to perform it. Then, carry out
rform the text on the card,

] er to learn how to fight againsg NPCs.
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I § ‘évs_a space with another player ymﬁtqv use one action to initiate a fight. Fighting players can i \\
oints and penalize your opponent. The rﬂechanics of a fight are explained in the “Fight” chapter. o \ O
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© END OF TURN PHASE

During this phase, you must perform the following actions in this order:

1. Check if you are eligible for end-of-turn rewards
Some elements in the game grant you end of turn rewards. They are recognizable by the mention «END OF TURN REWARD»
You can obtain end of turn rewards on cards in your possession, but most often it is your position on the law track tha

offers them to you. ‘

@
|
, If you are on the ¥ Wanted Space,
§ apply the effect displayed at the hottom.
% Here draw a poker card then discard one.
Law track on the Scoring board.

Example: if at the end of your turn you are on the Wanted side of the law track at Space 1,
you gain I poker card.

Some end of turn rewards are subject to conditions indicated near the reward in question.

2. Rest omm.
Taking a rest allows you to draw the first 2 cards from the poker cards deck, choose one and discard the other. It's a \
handy way to refresh your hand when you're running low on cards.

3. Discard cards until you are within your hand limit
You must discard poker cards if you have more than your maximum hand size: § cards minus 1 for each wound you b

4. The next player hecomes the active player and begins their turn.
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» END OF THE GAME

If one of the story card decks is empty and there are no new story card decks to place, this triggers the end of the game.
Players finish the current round so that they all have played the same number of turns. Then proceed to the end-of-game
scoring.

p — v

4 NOTE : there are different types of adventures in Western Legends Stories; consult the «Adventuresy chapter
=y 10 learn about changes to end-of-game scoring.

END-0F-GAME SCORING

« The player(s) who participated in the most story cards gain(s) @ ’
« If you are the best Wanted or Marshal, gain @
« If you have cards that give points at the end of the game (e.g., tamed mount, etc.),

gain the number of LP indicated on the cards.

| « If you have skill tokens, gain @ for every set of 3 tokens (regardless of the skill of the tokens)
« If you have money, gain @ for every @ increment )
« [f you are the player with the most combined resources, gain @

. for each wound you have
/ BACKUP

In a multi-episode adventure, it iS necessary to save your game hefore putting it away (or hefore starting the next episode)
to keep the necessary elements.

Here's what each player should place in their bag:

— N

y « The «first playery token if you are the one with the fewest Legendary points.
« Your serious injury cards if you have any. Discard them when setting up the next episode and start with

( 1less health point due to the card.
y « Half (rounded down) of your money.

« Your mount, it will be tamed for your next game.

« The weapon of your choice in your possession.

« 2 objects of your choice among those you had (empty hottles are not kept) - Discard all your resources.

« A Marshal op Wanted token if you were one, you will start with 1 point of this type in the next episode.
1 < Upto2«skilly car‘\ds obtained during the adventure.

T Up to 2 skill tokens of your choice obtained during the adventure.
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= STORY CARDS /G0N0
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Story cards are at the heart of the Western Legends Stories experience. They serve to guide the game, tell the adventure,
help with setup, and trigger the end of games.

Each adventure can include one or more episodes. Each episode consists of a set of story cards, made up of several decks,
identifiable by their name located at the top right of each card.

The main adventure, for example, consists of 7 episodes. There are therefore 7 sets of story cards and as many games to play
for this adventure.

An episode ends when the story cards draw pile is exhausted. In this case, players finish the round so that each player has
played the same number of turns.

Never consult story cards without being invited to do so or without completing the condition indicated
on the front. This would spoil your gaming experience.

Setup:

On the first story card of an episode, its name is indicated on the front and a text describing
the story is on the back. Read it aloud before reading the second card. The second card
allows you to follow the setup steps before installing the first deck.

L0 msunrr- PROLOGUL =
DURE CAR) =l

At the top right is the name of the deck (often indicated as days). There are often multiple cards per deck.
Most of the time, at the top left, one or more symbols . are indicated. In this case, you must distribute all the cards from
the same deck evenly into as many separate piles as there are card symbols.

When one of the piles no longer has any cards, discard any remaining piles without consulting them, then set up the next deck
(following the order of days).

For example, the prologue
"The Journey" starts over two
days with one card "@§".

Day 3 has two" @ @".
They must therefore he stacked N\
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During the action phase of their turn, a player can complete a story card if they meet
the condition indicated on the front of the story card. In these case they complete their
action before immediately flipping the card and reading it aloud. They then resume their turn

where they left off; |

The first part allows players to follow the progress of the adventure, while the second part
presents rewards, and modifications to make to the game.

f NOTE : in certain situations, a symbol is present on the card; in this case, the player should
y read it in their head.

in separate decks. N\ \}




In Western Legends Stories, poker cards have multiple uses. They provide Special actions, bonuses, determine the winner

0O

“ of a fight, or a game of poker..

There are 3 types of Poker cards recognizahle by the color of their name:

o CTION capd, card, @ITHEITE and card.

@ ACTION =

- cards offer a unique action, playable during your action phase.

& cards provide a specific bonus when used in the situations outlined on the card.

@LLBITEE allow you to react to a previously taken action.t

In addition to the ACTION / BONUS / REACTION, they also
have a value, a symbol, and a color in the top left corner,

These pieces of information will be used to resolve fights,
as well as determine the winner of poker games and more.

| A e .
L Sl youmay play this cardto |4
J b ‘d d keep 1 from among them to keep.| |
/

and A: Ace), the numerical fight value is indicated below

NOTE : For cards with face values (J: Jack, Q: Queen, K: King,
~7  in the symbol.

wain Yo @

i‘,' OR a il token ofyour choce. H
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In Western Legends Stories, there are 3 types of non-player characters (NPCs):
bandits, animals, and Personalities.

If you decide to interact with bandits, a fight will always occur. Fighting bandits can be a good strategy
to earn Legendary Points, but be prepared for such fights as danger is ever-present.

. Ao

In some ‘céses, usually when you decide to perform the forest action, animals will appear. Some are
plear‘ly harmless and easy to hunt, but others can be very dangerous and put your life at risk.

- Personalities are a particularly interesting type of NPC because they represent all the important
qhavacter's you can meet in the game. Some will be friendly, some less o, and others will outright
- try to attack you. In any case, encountering these NPCs will always he exciting.
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NPC DICE

Non-player characters (NPCSs) usually have a Die indicated on their card. This die represents their strength in combat.
The Dice come in different colors representing their strength.
Here is the hierarchy of the dice strength:

o> =

NOTE: When it is required to use a «Lower Die,» this means to use the die of strength just below the current die.

NPC PLAYER

<% | § Here, the NPC "Bo
L e WalSh" attacks with

e : You roll the yellow die and get a 12 You'll have to do
ORI i S,PEd die. As.ln%lﬁed more than 12, using
o | (dice are available, your poker cards

d .
ol you use a yellow die and honuses from

* your equipments.

On certain faces of the NPG fight dice, a bad luck effect is indicated. This effect can be of several types
(food, injury, etc.) and is added to the combat result, no matter the outcome.

During your stories, you'll discover a variety of Locations across the map. While most Locations are found within towns, they can
appear anywhere on the board.

Locations are either Under Construction or Complete. )
Under Construction, Locations have their “Under Construction” side face up with empty slots. %

”
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Unless otherwise stated, Under Construction Locations have only | Location Action: Discard 2 cards and place a token on the Under - \
Construction tile in one of the slots. Once done, gain a Builder Skill token, S20, and any subsequent rewards.

Once an Under Construction Location has its slots filled, flip the Location over to its Complete side. Buildings will remain on their J <
Complete side for the rest of the game and subsequent Stories unless otherwise noted. )

Completed Buildings have Actions or Reactions that can be taken or come into effect when in their space. You must be in the same v/
space as the Location tile to use its Actions or other effects.

Location Actions are in red. You may use one of your Actions to activate the Location and follow all of the listed effects.

Some Locations will have 2 possible Actions, such as the Trading Post which has a Trade action and a Hold-Up action. Thesia are
separate actions and you must choose one or the other to activate with your Action. You may perform multiple, dif@ent actions ata
Location using an Action point for each action.
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There are 2 types of equipment: resource tokens and equipment cards.

\ © Resource tokens can be of several types (gold nuggets, skins, food, etc.) and are earned during the game.
) They must then be placed on your player board in an available space. They can usually be sold for money or
used to heal (food). If you have no more available spaces, you cannot take additional resources.

e

|
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Stones
(Gold nuggets & Peehles)

) Sy The PESources ohtamedar'e placed onthe player hoard
Hide tokens on the corresponding space.

\

Equipment cards can be very diverse:
i @ Money (10 or 208) primarily allows you to buy things in shaps
@ Weapons (red banner) allow you to improve your skills during Fights
9 Mounts (dark brown banner) allow you to improve your movement and sometimes increase the size of the equipment
you can carry
7. 0 Various objects (brown banner) offer various additional benefits. They must be placed on your player board in an available

r Space not containing resources.
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There are two categories of combat: player fight and NPC fight.

FIGHT AGAINST A PLAYER

When you decide to use one of your actions to fight a player located on your space, perform the following steps in order:

1. Declaration
Announce to your opponent what type of combat you are engaging in.

I There are 3 possible types of combat: Duel, Rob, and Arrest all of which work the same way but have different consequences.

Duel: duel allows you to measure yourself against your opponent, revealing your combat skill. Winning a Duel will improve
i the winner’s legend while harming the loser’s.
I Rob: As the name suggests, it allows you to take some of your opponent’s possessions. It's also a way to become Wanted.
' Arrest: Arresting allows you to stop «Wantedy players and gain Marshall points.

To attempt an arrest, your opponent must be «Wanted» on the law track, and you must not be.

Then choose a poker card from your hand and place it face down on the table. This will be your card for the combat.

I Your opponent then decides whether to participate in the fight. If they decide to fight, they must also choose a poker card
from their hand and place it face down on the table. If they refuse the combat, they lose immediately;
I proceed to the consequences step.

‘ NOTE: It can be wise for the player who is attacked to refuse the fight if they are sure to lose. Even though they will suffer
& the consequences of a lost figth, they will not lose a poker card.

/4

2. Reveal
] Each player reveals their card and resolves any bonus effects (equipment, weapons, poker cards, specific skills...).
| 3.Reaction
Players can now use reaction effects present on poker cards in their hand. The player who loses the combat has priority to

play a reaction, then the other player can play one in turn. Continue in this order until players no longer want to play any. \\/

4, Consequences N

Players involved in the combat gain rewards and suffer penalties according to the declared combat type (Duel, Theft, A
or Arrest). \\{ Al
The winner is the player with the highest combat value, once modifiers (bonuses and reactions) are applied. S )

In case of a tie, the player who initiated the combat always wins. Regardless of the type of combat, the loser \é

always suffers 1 injury (this can be canceled if they played a card with a bonus stating otherwise)

.
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a I During combat, the player initiating the fight is the "active player", and their opponent is the "targeted player",

F;

. they gain 1 Gunslinger skill token @ (see skills chapter). The targeted player. in turn, loses

g;d player loses what their opponent steals from them and suffers | wound.

ins the combat, they gain
4 o :‘f 4

i R

. The active player only suffers their wound @

see aw track) and 30S. They gan an additonal (§2) i he
d player st nd, loses their Wanted points,
'  action on their next turn,
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FIGHT AGAINST NON-PLAYER CHARACTERS (NPC)

After consulting the NPC's card to find out their fight dice, follow these steps in order:
1. Preparation

Choose a poker card from your hand for each die of the NPC and place it face-up on the table. This will be your card
for the fight. If your opponent rolls multiple dice, you must assign a card for each of your opponent’s dice.

2. Reveal
Roll the NPC's die (or dice).

! 3. Reaction
|| You can now use reaction effects present on poker cards that you have in hand.

4. Consequences
The winner is the participant with the highest fight value, once the modifiers (bonuses and reactions) are applied.
In case of a tie, the character who initiated the combat always wins.

Regardless of the outcome of the combat, apply the consequences for success or failure indicated on the NPC's card.

The scoring hoard is the ideal dashboard to track the progress of the game.

On the Legends track, you can see the overall progress of players as Legends. As soon as you gain | or more
Legendary Points (LP), move your wooden marker of your color forward by the corresponding number of Spaces.

The Law track allows you to track the alignment (Neutral, Marshal, Wanted) of players and their potential end-of-turn
gains. A player can only be in one alignment at a time.

! ~ When you gain ] Wanted or Marshal point, move your wooden marker of your color in the indicated direction. Also,
gain @ for each point earned.

A Wanted player can never gain Marshal points.
| (When a player is Wanted, their only option to become Neutral or Marshal is to be arrested and lose

- all their Wanted points.) N\
A Marshal player, on the other hand, can become Wanted by committing a crime, and they will lose

aH their Marshal points.
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Finally, below this hoard, spaces are indicated to set up the story cards Details of Marshal and Wanted points (icons, etc..)
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MARSHAL/WANTED POINTS

l These points represent your loyalty.

L( When you gain 1 Marshal or Wanted @ point, move your wooden marker on the Law track in the direction
{ of the earned point. At the same time, immediately gain @ for each Marshal/Wanted point won.

SKILL TOKEN ?

After successtully completing certain actions, you can earn skill
tokens.
Each skill token allows you to immediately gain 2 LP (move
+ your marker on the Legends scale), but most importantly, it helps
' y - youapproach the title of Legend in a given skill

| 1 Legend of that skill unless another player already is. Claim the
cor?espundlng skill card if no one already possesses it.

==JA\ NOTE: Possessing a skill card is equivalent to possessing 3 tokens

o) of that skill EXAMPLE of gaining a skill. 9
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If a player already had the skill card, you must obtain a number of tokens of that skill equal to the number
of tokens held by the player who has the skill. In this case, you become the new legend of that skill
(gain the skill card), and the previous legend loses 1 token of that skill.

PLAYER | PLAYER 2 PLAYER | PLAYER 2

LEGEHDARY LEGEHDARY
@ SHILL @ SHILL

(COWBOYf 7 (COWBOYf

When you suffer one or more wound, you must move your injury marker to the right on your
character board. L

Wounds affect you in several ways:

- They reduce the size of your hand during your end-of-turn phase. Any excess cards must be discarded during 1 I
this phase.

- When you receive a 3rd injury, you must draw a Serious Injury card and apply the instructions noted on it.

- If you receive a oth injury, this results in the immediate death of your character. However, your game is not over:

Immediately take a Succession card and follow the instructions noted on it. This will allow you to continue the

adventure with a new character.

- During the end-of-game scoring, each injury you possess will deduct @ from your score. *

There are many ways to heal an injury, for example, by eating (discard a food resource), using whiskey, going to
doctor's office etc...

The exploration notebook is your guide for the adventure. Throughout the game, you will add cards
of discovered places, encountered personalities, bandits, etc., to it...

The notebook consists of several sections: WS
- One for locations with which interaction is possible \)]
- One for personalities

- One for lawmen

- One for bandits

- One for various notices and announcements

The story cards will tell you when and which cards to add to it.

When you add a new character (personality, lawman, or bandit), place the card in a free slot of your choice, then
place the corresponding mini (or the corresponding color) on the game board as indicated on the story card that
made it appear.




& IDUENTURES O2/50NCL/G0

There are several types of adventures in Western Legends Stories :
- Competitive adventures where players experience a story while competing against each other

» - Investigation adventures where players try to solve a case by triumphing over others

- Cooperative (or semi-cooperative) adventures where players experience a story hy facing the game together

Some rules differ from those previously indicated depending on the type of adventure...

& SOLO AHD 2-PLAYER RULES <O2/G0NC /o0

Explanation of rules and automata.

For solo or 2-player games, specific rules and automata (automated opponents) should be introduced to ensure a
balanced and engaging experience. These automata can simulate the actions and decisions of additional players and
help maintain the intended challenge and dynamics of the game.
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