
You com
e across 

a stag
ecoach that 

has a broken wheel.  
You can assist 
them

 with the repair 
(-3

 
) and m

ove 
to any space or 
take advantag

e of 
them

 and rob them
 

(-5
 

) to g
ain 

5
 

.

A
 g

ro
up o

f bandits 
po

ke their heads 
o

ut o
f the ro

cky 
cliffs abo

ve yo
u.  

They dem
and all 

o
f yo

ur 
.  Y

o
u 

can g
ive them

 
all o

f yo
ur 

 o
r 

fend them
 o

ff by 
fig

hting
 (-2

 
).

A
 w

o
m

an co
vered 

in a shro
ud w

aves 
to

 yo
u w

ith her 
g

narled hand.  
S

he is a healer 
and says she w

ill 
reduce yo

ur curse 
fo

r a bit o
f w

ater  
Y

o
u can pay her  

(-2
 

 &
 -2

 
) 

o
r turn her do

w
n.



The sweltering
 heat 

beats down on you 
as you wipe your 
brow. Your leg

s will 
continue to drag

 
unless you quench 
your thirst.  S

pend 
1 

 or lose 2
 

 
during

 the next 
A

ction phase.

The terrain ahead 
o

f yo
u lo

o
ks 

im
passable, but 

g
o

ing
 aro

und 
w

o
uld take to

o
 

lo
ng

. D
iscard a 

card to
 find a w

ay 
thro

ug
h o

r skip 
yo

ur A
ctio

n phase 
and m

o
ve to

 o
ne 

adjacent space.

Y
o

u appro
ach a larg

e 
g

ro
up o

f peo
ple 

cheering
.  They 

are spectating
 a 

fig
ht in a pit belo

w
.  

S
o

m
eo

ne takes 
no

tice o
f yo

u and 
asks yo

u if yo
u 

have w
hat it takes.  

W
ill yo

u enter the 
Fig

hting
 P

its (-5
 

 
&

 +3
) o

r adm
it 

yo
u’re a chicken (-1
)?



You spy a speck 
of g

reen am
ong

st 
all the sand.  It’s a 
sm

all cactus.  You 
crack it open and  
fill your canteen 
with a few drops of 
water. G

ain 2
 

.

A
s yo

u m
ake yo

ur 
w

ay thro
ug

h the 
w

inding
 canyo

n, an 
explo

sio
n echo

es 
abo

ve yo
u. A

vo
id 

the falling
 debris 

by im
pro

vising
 

ag
ain this turn (-3

 

 &
 Im

pro
vise) 

o
r be crushed by 

the falling
 ro

cks 
(-1 

).

A
fter 

investig
ating

 
and securing

 the 
ruins, yo

u m
ake 

cam
p and breathe 

a m
uch needed 

sig
h o

f relief. Fo
r 

o
nce it seem

s 
like no

thing
 o

f 
co

nsequence w
ill 

strike yo
u.



A
 m

erchant 
appears ahead in 
the clearing

.  He 
g

reets you and 
sets out his wares. 
You m

ay take 
shopping

 actions 
as if you were in 
S

an A
ndreas.

The ho
t sun casts 

lo
ng

 shado
w

s alo
ng

 
the canyo

n w
all 

yo
u see w

hat lo
o

ks 
like the silho

uette 
o

f an o
ld w

ell. Y
o

u 
decide to

 investig
ate 

and disco
ver an 

abando
ned w

ell.  Y
o

u 
can pay a tribute 
to

 the w
ell (discard 

a card &
 -3

 
) o

r 
drink fro

m
 it (+ 3

 
).

Y
o

u hear the faint 
caw

 o
f a bird and 

rush to
w

ards the 
nearby ruins. A

s 
yo

u appro
ach, 

cro
w

s flo
o

d o
ut 

o
f the shado

w
s 

surro
unding

 yo
u.  

Y
o

u can g
o

 g
uns 

blazing
 (-6

 
) to

 g
ain 3

 
 o

r 
retreat back to

 
S

an A
ndreas.



A
 wom

an and her 
child are being

 
harrassed by a 
g

roup of m
en 

along
 the road. 

W
ill you protect 

them
 (-2

 
) 

to g
ain 1 

 or 
ig

nore them
 (+1 

)?

A
 m

erchant 
appears ahead 
in the clearing

.  
H

e g
reets yo

u 
and sets o

ut 
his w

ares. 
Y

o
u m

ay take 
sho

pping
 

actio
ns as if 

yo
u w

ere in S
an 

A
ndreas.

Y
o

u disco
ver 

an o
dd sym

bo
l 

painted o
n the 

crum
bling

 w
all.  

It appears to
 be 

w
ritten in blo

o
d 

and is calling
 to

 
yo

u.  If yo
u’re 

cursed, yo
u are 

co
m

pelled to
 

to
uch the blo

o
dy 

sym
bo

l and lo
se 

1 
.



The lig
ht of a 

cam
pfire catches 

your eye and you 
approach a hearty 
g

roup of m
en.  They 

invite you to sit 
beside the cam

pfire 
and join their g

am
e 

of poker. You can 
join their g

am
e and 

take hom
e som

e 
winning

s (+5
 

) 
or watch and share 
their food (+1 

)

A
 bullet kicks up 

dirt and em
beds 

itself in the 
g

ro
und next to

 
yo

u.  It takes 
yo

u a m
o

m
ent to

 
realize a sniper 
has yo

u in their 
cro

sshairs. Y
o

u 
can escape (-3

 
) o

r stand yo
ur 

g
ro

und (-1 
).

A
 m

erchant 
appears to

 have 
setup his sho

p 
in these ruins. 
H

e g
reets yo

u 
and sets o

ut his 
w

ares. Y
o

u m
ay 

take sho
pping

 
actio

ns as if 
yo

u w
ere in S

an 
A

ndreas.



The sun stretches 
overhead as you 
walk along

 the 
beaten path.  
Thing

s are quiet, 
but you’re always 
on the lookout for 
threats.  For now

 
thoug

h, you seem
 

to be in the clear.

A
n explo

sio
n erupts 

as the canyo
n 

entrance behind 
yo

u is sealed w
ith 

ro
ck.  A

 g
ang

 o
f 

m
en start rapelling

 
do

w
n the ro

cks.  
Y

o
u can sprint past 

them
 (-2

 
 &

 m
o

ve 
1 space) o

r take 
the fig

ht to
 them

 
(discard 3

 cards to
 

im
pro

vise ag
ain).

A
s yo

u clo
se yo

ur 
eyes to

 rest ag
ainst 

the crum
bling

 w
all, 

yo
u feel air at yo

ur 
back and no

tice a 
larg

e crack into
 a 

secret alco
ve.  Y

o
u 

decide to
 lig

hten 
yo

ur lo
ad and jam

 
so

m
e o

f yo
ur extra 

g
ear thro

ug
h the 

crack. Trash tw
o

 
cards fro

m
 yo

ur 
hand o

r discard pile.



A
 rider waves to you 

along
 the trail.  A

s 
you g

et closer you 
realize that it’s a 
postwom

an.  S
he 

asks your nam
e 

and hands you a 
letter and leaves 
you on your way.  
D

raw a card.

The sw
eltering

 
heat beats do

w
n 

o
n yo

u as yo
u 

w
ipe yo

ur bro
w

. 
Y

o
ur leg

s w
ill 

co
ntinue to

 
drag

 unless yo
u 

quench yo
ur 

thirst.  S
pend 

1 
 o

r lo
se 2

 
 during

 yo
ur 

A
ctio

n phase.

Y
o

u disco
ver a 

passag
e that 

takes yo
u deep 

beneath the ruins 
o

f a m
auso

leum
.  

A
 m

alevo
lent 

so
unding

 vo
ice 

echo
es inside 

yo
ur head calling

 
yo

u to
 o

pen 
up his to

m
b, 

but yo
u resist 

(increase yo
ur 

 
thresho

ld).



A
long

 the way, you 
com

e across a fam
ily 

traveling
 with their 

young
 son.  You offer 

to protect and escort 
them

 across this 
stretch of desert.  
W

hen the fam
ily 

departs, they offer 
to pay you for som

e 
of you extra supplies. 
Trash a card from

 your 
hand to g

ain 3
 

.

A
s yo

u m
ake 

yo
ur w

ay thro
ug

h 
the treachero

us 
ravine, yo

u spo
t 

a sho
rtcut that 

appears to
 be a 

serpentine path 
o

ut o
f the g

o
rg

e.  
D

raw
 a card.

G
unsho

ts 
ring

 in yo
ur 

ears and w
ake 

yo
u fro

m
 yo

ur 
slum

ber.  A
 g

ang
 

o
f m

ercenaries 
descend upo

n the 
ruins.  S

pend 1 
 

to
 take co

ver and 
im

pro
vise ag

ain 
this turn o

r elude 
them

 by m
o

ving
 

to
 an adjacent 

space.



The wind is kicking
 

up sand in your 
face as you 
m

ake your way 
throug

h the barren 
landscape.  S

oon 
you find yourself 
in the m

iddle of a 
sandstorm

.  You 
can take shelter 
(D

iscard a card 
from

 your hand) or 
push throug

h the 
storm

 (-1 
).

A
 black cat 

appears and yo
u 

decide to
 fo

llo
w

 
it thro

ug
h the 

w
inding

 caverns.  
Increase yo

ur 
 

thresho
ld.

Y
o

u disco
ver a 

scrap o
f paper. 

It’s a recipe fo
r 

a hearty stew
  

to
rn o

ut o
f an 

o
ld co

o
k bo

o
k. 

It so
unds quite 

tasty so
 yo

u 
stuff the recipe 
into

 yo
ur po

cket.  
D

raw
 2

 cards.



A
s you walk along

 
the dry path, the 
sun g

lints off 
som

ething
 silvery 

in the g
round.  You 

reach over and 
brush off the sand 
to find an unused 
bullet (+ 1 

).

A
s yo

u’re m
aking

 
yo

ur w
ay alo

ng
 

the cliffside, the 
sun caches yo

ur 
eye and blinds 
yo

u.  Y
o

u lo
se 

yo
ur fo

o
ting

 and 
slip do

w
n the 

ro
cky cliffside. 

D
iscard a card.

Y
o

u’ve m
anag

ed 
to

 track so
m

e 
o

utlaw
s back to

 
these ruins.  They 
appear co

rnered, 
but it w

ill still 
take a m

ig
hty 

effo
rt to

 bring
 

them
 to

 justice.  
W

ill yo
u capture 

them
 (-3

 
 &

 +6
 

) o
r m

o
ve o

n to
 

m
o

re im
po

rtant 
thing

s.



A
 friendly lass 

g
reets you on the 

road and asks 
you where you 
are headed.  A

fter 
exchang

ing
 som

e 
pleasantries, she 
bids you adieu.  B

y 
the tim

e you notice 
that she picked 
your pocket (-2

 
), she is long

 g
one.

Y
o

u disco
ver a cave 

hidden am
o

ng
 the 

shado
w

s o
f the 

canyo
n w

alls.  Inside 
yo

u find so
m

e 
inscriptio

ns alo
ng

 
the w

all describing
 

a po
w

erful 
encantatio

n.  W
ill 

yo
u attem

pt the 
encantatio

n (discard 
2

 cards to
 upg

rade 
any stat) o

r w
ill yo

u 
co

ntinue o
n w

ith 
yo

ur adventure?

Y
o

u aw
ake to

 the 
g

ro
und sinking

 
beneath yo

u. Y
o

u 
leap up to

 avo
id 

being
 buried alive, 

but the g
o

und 
co

ntinues to
 

o
pen up. D

iscard 
2

 cards to
 g

rab 
yo

ur thing
s and 

escape o
r g

et 
buried alive (-2

 
).



The rival g
unsling

er 
arrives at hig

h noon 
outside of S

an 
A

ndreas to settle 
the score with 
you.  You count 
off ten paces and 
quickdraw (D

iscard 
2

 cards to upg
rade 

any stat) or fum
ble 

(-1 
).

R
o

bbers co
rner 

yo
u in the ravine 

and dem
and yo

u 
pay them

.  W
ill 

yo
u g

ive them
 

so
m

e o
f yo

ur 
supplies (trash 
a card fro

m
 yo

ur 
hand) o

r do
 yo

u 
fig

ht yo
ur w

ay 
o

ut (-2
 

) ?

Y
o

u trip o
ver 

so
m

ething
 jutting

 o
ut 

o
f the g

ro
und. A

s yo
u 

brush o
ff yo

ur pants 
yo

u lo
o

k fo
r the 

culprit.  U
po

n further 
investig

atio
n, the 

thing
 that tripped yo

u 
lo

o
ks like a co

rner o
f 

a bo
x half buried in 

the g
ro

und.  Y
o

u dig
 

it up and find an o
ld 

am
m

o
 bo

x (+2
 

).



A
 kid com

es running
 

up to you and tells 
you that slavers are 
throwing

 kids in the 
back of their wag

on.  
The kid takes you 
to them

.  W
ill  you 

dispense your own 
justice with bullets 
to the slavers’ heads 
(-4

 
,  +3

 
) or 

doublecross the kid 
and turn him

 in for a 
reward (+7 

, + 2
 

).

A
n o

ld lady calls 
yo

u o
ver and beg

s 
fo

r so
m

e w
ater.  

W
ill yo

u g
ive her 

so
m

e w
ater (-2

 
 &

 -2
 

) o
r 

leave her to
 her 

thirst (+1 
)?

These ancient 
ruins are just 
secluded eno

ug
h 

fo
r yo

u to
 

attem
pt the 

ritual.  Y
o

u take 
o

ut the elixir and 
drink it (discard 
1 card to

 upg
rade 

any stat).  Y
o

u 
feel yo

urself 
g

ro
w

ing
 stro

ng
er.



You pass out from
 

the heat of the 
desert and wake up 
to find yourself tied 
up.  You can free 
yourself (-1 

) by 
using

 your streng
th 

to snap the ropes 
or neg

otiate your 
freedom

 by g
iving

 
your captors all of 
your 

.

A
s yo

u lo
w

er yo
ur 

canteen do
w

n, 
yo

u stare do
w

n 
the barrel o

f a 
g

un aim
ed.  Y

o
u 

can sw
eep his leg

 
(-2

 
) o

r thro
w

 
w

ater in his face 
(-2

 
) to

 g
et 

o
ut o

f this jam
.

Y
o

u m
eet a lo

cal m
an 

w
ho

 claim
s to

 kno
w

 
all abo

ut these ruins. 
H

e o
ffers to

 sho
w

 
yo

u aro
und.  A

fter 
an ho

ur o
f to

uring
 

the place, yo
ur g

uide 
rides o

ff and deserts 
yo

u.  Y
o

u search 
yo

ur po
ckets and 

realize he has sto
len 

yo
ur m

o
ney (-4

 
).



A
 dark fig

ure 
m

aterializes in front 
of you.  The shadow

 
assesses you. If you’re 
cursed, it rushes 
toward you enveloping

 
you and infusing

 you 
with its power (you 
m

ay im
provise ag

ain 
this turn).  If you’re 
not cursed, it seeps 
into the sands below

 
and vanishes.

A
s yo

u m
ake yo

ur w
ay 

thro
ug

h the g
o

rg
e, 

g
unsho

ts erupt and 
yo

u find yo
urself in the 

cro
ssfire o

f a g
ang

 
sho

o
to

ut.  Y
o

u scurry 
yo

ur w
ay o

ver to
 a 

ro
ck and take co

ver.  
Y

o
u realize that no

 o
ne 

is sho
o

ting
 at yo

u and 
see a spare bullet near 
the ro

ck that yo
u take 

w
ith yo

u (+1 
).

A
 shiver g

o
es do

w
n 

yo
ur spine as yo

u 
no

tice the quiet 
m

urm
ur o

f the w
ind.  

A
 D

em
o

n bursts 
thro

ug
h the w

all 
and co

m
es rig

ht 
at yo

u.  It w
inds up 

to
 take a m

assive 
sw

ipe w
ith its claw

s. 
S

pend 3
 

 to
 

ro
ll underneath the 

attack o
r suffer a 

w
o

und (-2
 

).



You spot a corpse 
in a ditch off of the 
worn path. Upon closer 
look, you realize that 
the corpse still has an 
intact bandolier.  You 
take the bandolier 
(increase your 

 
capacity) and hope 
that it serves you 
better than the 
previous owner.

Y
o

u find an injured 
m

an aro
und the 

bend.  H
e tells yo

u 
that he to

o
k a nasty 

fall fro
m

 the cliffs 
abo

ve and  that he 
w

o
uld pay yo

u to
 g

et 
him

 o
ut o

f here alive.  
Y

o
u can help him

 (-3
 

 &
  +5

 
) o

r ro
b 

him
 (+2

 
 &

 + 5
 

) and leave him
 

to
 ro

t.

It is so
 sw

eltering
 

that the sto
nes o

f 
the ruins are ho

t to
 

the to
uch.  Even w

hen 
yo

u’re in the shade, 
heat seem

s to
 

perm
eate everyw

here.  
Y

o
u do

n’t think yo
u 

can g
o

 o
n m

uch 
further w

itho
ut so

m
e 

w
ater (-2

 
 o

r 
discard 4

 cards).



You find a 
terracotta urn and 
pick it up.  You 
brush away som

e 
sand to reveal an 
evil incantation.  
W

ill you read the 
incantation (+1 
) or sm

ash the urn 
(-2

 
)?

A
s yo

u travel up 
the sw

itchback, yo
u 

tw
ist yo

ur ankle.  
A

no
ther traveler 

co
m

es by and o
ffers 

to
 splint it fo

r yo
u 

fo
r a sm

all fee.  W
ill 

yo
u accept his o

ffer 
(-2

 
) o

r ho
bble 

alo
ng

 o
n yo

ur o
w

n 
(-2

 
)?

A
 g

ang
 o

f m
isfits 

is sto
ring

 their 
am

m
o

 am
o

ng
 these 

ruins.  Lucky fo
r 

yo
u they’re o

ut 
terro

rizing
 citizens.  

Y
o

u easily find the 
am

m
o

 cache and can 
either increase yo

ur 
 capacity o

r set a 
m

atch and blo
w

 it up 
(+2

 
).



A
 jet black snake 

catches your eye 
ag

ainst the yellow
 

sand.  It seem
s to

 
m

ove with an unnatural 
speed and before you 
know it, it strikes you.  
A

s the venom
 courses 

throug
h your veins, 

you can feel som
e 

of the creature’s 
unnatural speed 
becom

e a part of you.  
Increase your 

 
threshold.

The blo
o

d m
o

o
n 

rises abo
ve yo

u.  

The eeriness  o
f the 

nig
ht m

akes the 

hairs o
n the back o

f 

yo
ur neck stand up.  

B
est to

 be prepared.  

If yo
u’re no

t cursed, 

im
pro

vise ag
ain this 

turn.

A
 g

ang
 o

f fem
ale 

bandits lo
o

k yo
u 

o
ver befo

re punching
 

yo
u in the sto

m
ach.  

Y
o

u g
et to

 yo
ur 

feet and w
eave 

thro
ug

h the ruins, 
but they have yo

u 
surro

unded.  Y
o

u 
co

uld sho
o

t yo
ur 

w
ay o

ut (-2
 

) o
r 

stealthily do
ubleback 

and escape (m
o

ve a 
space to

w
ards S

an 
A

ndreas).



O
n your travels, you’ve 

been m
ethodically 

tracking
 your bounty 

and know that she’s 
just alittle further 
ahead.  If you pick up 
the pace (-2

 
), you 

would likely catch her 
off g

uard (im
provise 

ag
ain this turn).  

O
therwise, you can 

always catch her in the 
m

orning
.

Y
o

u hear arg
uing

 
ahead and spy a 
co

uple o
f m

en 
ro

o
ting

 thro
ug

h 
so

m
e bag

s.  A
no

ther 
elderly m

an is tied 
to

 a stake in the 
g

ro
und, strug

g
ling

 
to

 g
et free.  Y

o
u 

can spend 2
 

 to
 

sho
o

t the m
an lo

o
se 

(+1 
) o

r leave him
 

to
 his fate (+1 

).

A
s yo

u explo
re the 

ruins, yo
u co

m
e 

acro
ss a rusty o

ld 

w
ater pum

p.  A
fter 

a few
 pum

ps, w
ater 

starts sputtering
 

o
ut.  Y

o
u can sto

re 

the w
ater in yo

ur 

canteen (+5
 

) o
r 

drink it no
w

 (+1 
).



A
 g

roup of S
an 

A
ndreas g

uards ride 
up and surround you.  
If you’re not cursed, 
they nod their heads 
at you and hand you 
som

e am
m

o (+ 2
 

). If you’re cursed, 
they attem

pt to arrest 
you. You can g

ive them
 

the slip (-1 
) or 

use your supernatural 
powers to escape (+1 

).

Y
o

u fall to
 the g

ro
und 

w
ith a g

runt, sand and 
dirt kick up into

 yo
ur 

m
o

uth.  A
fter spitting

 
o

ut the unw
elco

m
ed 

debris, yo
u g

rab at 
yo

ur leg
s to

 see w
hat is 

w
rapped aro

und them
.  

It appears to
 be a 

g
unbelt. It’s a bit w

o
rn 

but still in g
o

o
d shape.  

Y
o

u try it o
n and decide 

to
 keep it (Increase 

yo
ur 

 C
apacity)

Y
o

u co
m

e acro
ss a 

g
ro

up o
f children.  

They talk abo
ut the 

surro
unding

 area 
and help sho

w
 yo

u a 
sho

rtcut to
 w

here yo
u 

are g
o

ing
.  A

ll they 
ask fo

r in return is a 
little w

ater.  W
ill yo

u 
share yo

ur w
ater (-3

 
) o

r stiff them
 

(+2
 

).  Take the 
sho

rtcut and m
o

ve 2
 

spaces.



The desert heat 
plays tricks on 
your eyes. You 
believe you are in 
the m

idst of an 
oasis. D

iscard 2
 

cards to overcom
e 

the m
irag

e and 
im

provise ag
ain 

this turn or suffer 
from

 heat exposure 
(-1 

).

Y
o

u have the uneasy 
feeling

 that so
m

eo
ne 

is fo
llo

w
ing

 yo
u.  A

s 
yo

u lo
o

k abo
ve yo

u, 
yo

u catch a g
lim

pse 
o

f a co
ug

ar.  It ro
ars 

and po
unces to

w
ards 

yo
u.  Y

o
u can dive 

o
ut o

f the w
ay by 

trashing
 a card fro

m
 

yo
u hand o

r g
et 

pinned by the beast 
(-1 

) and strug
g

le 
yo

ur w
ay free.

A
s the last m

an fro
m

 

the m
assacre bleeds 

o
ut, he reaches o

ut 

to
 yo

u. Y
o

u stretch 

o
ut to

 m
eet his hand 

and he sm
ears blo

o
d 

all o
ver yo

ur fing
ers 

befo
re dying

.  If 

yo
u’re cursed, yo

u 

taste the m
an’s 

blo
o

d (+2
 

).



A
 g

roup of bandits are 
riding

 around firing
 

their rifles into the air. 
They appear drunk and 
disorderly.  You can 
take advantag

e of their 
condition and surprise 
them

 (discard 2
 cards 

to  im
provise ag

ain 
this turn) or sim

ply 
swipe a bag

 of loot 
they seem

 to have left 
behind (+3

 
).

Y
o

u hear cries fo
r 

help o
n the trail 

ahead, a m
an is 

trapped under the 
co

rpse o
f a w

o
m

an. 
B

ut the co
rpse 

is so
m

eho
w

 alive 
and attacking

 him
.  

Y
o

u can sho
o

t the 
co

rpse in the head 
(-2

 
) to

 g
ain 

so
m

e g
rit (+1 

) 
o

r kick it o
ff o

f the 
m

an fo
r a rew

ard (+2
 

).

H
idden am

o
ng

st the 
crum

bling
 ruins is 

a sm
ug

g
lers cache.  

Y
o

u appro
ach the 

crates and realize 
that w

o
m

en are 
trapped inside.  O

ne 
o

f them
 beg

s yo
u 

fo
r help.  Y

o
ur ho

no
r 

calls fo
r yo

u to
 free 

them
 (-4

 
 and  

+3
 

) but the devil 
inside yo

u tells yo
u 

to
 leave them

 (+2
 

).



A
 black vortex starts 

swirling
 in front of 

your eyes.  If you’re 
not cursed, you hastily 
leave the desert for 
sanctuary som

ewhere 
else (m

ove to an 
adjacent space).  If 
you are cursed, the 
black clouds eng

ulf 
you and heal som

e of 
your wounds (+1 

).

Y
o

u can’t shake the 
feeling

 that yo
u’re 

being
 hunted.  Y

o
u 

decide to
 stay aw

ake 
and keep w

atch.  A
 

g
ro

up o
f kids sho

w
s up 

and starts searching
 

thro
ug

h yo
ur thing

s.  
W

ill yo
u spring

 fro
m

 
the shado

w
s and scare 

them
 o

ff (-1 
 and 

im
pro

vise ag
ain this 

turn) o
r let them

 take 
so

m
e o

f yo
ur thing

s 
(-3

 
 and -2

 
).

A
 slinky o

ld m
an 

stands by a w
ell.  

H
e brandishes a 

knife and tells yo
u 

that he w
ants all o

f 
yo

ur g
ear fo

r a sip 
o

f w
ater.  Y

o
u can 

punch him
 in the 

jaw
 (-1 

) o
r kick 

him
 do

w
n the w

ell 
(-1 

).  A
fter the 

scum
bag

 has been 
dispatched, yo

u 
drink fro

m
 the w

ell 
(+3

 
).



You hear the loud caw
 

of a crow and look up 
to see one following

 
you.  It dives down 
towards you.  You can 
dive to the side and 
shoot at it (-1 

 &
 -1 

), scaring
 it away or 

g
et knocked down and 

trapped by it while it 
infuses you with som

e 
of its essense (+1 

).

To
 yo

ur am
azem

ent, 
yo

u hear the 
unfam

iliar so
und 

o
f running

 w
ater 

echo
ing

 in a cavern.  
A

fter inspecting
 

it, yo
u find a sm

all 
spring

 inside.  Y
o

u 
can fill up yo

ur 
canteen (+5

 
) o

r 
drink directly fro

m
 

the stream
 (+1 

).

Y
o

u attem
pt to

 
translate an ancient 
tablet fo

und beneath 
the ruins.  The text is 
dense and co

nfusing
. 

W
ill yo

u trash a card 
fro

m
 yo

ur hand to
 

stay fo
cused and 

succeed (upg
rade 

any o
ne o

f yo
ur 

stats) o
r m

o
ve o

n 
fro

m
 the ancient 

to
m

e.



You g
rab your bedroll 

and build a quick fire.  
You sit down and feel 
your stom

ach g
rum

ble.  
You can cook up a 
quick m

eal with your 
provisions (trash a 
card from

 your hand 
and im

provise ag
ain 

this turn), or you can 
sim

ply enjoy the quiet 
nig

ht.

Y
o

u co
m

e acro
ss 

a cam
psite filled 

w
ith pro

visio
ns and 

am
m

unitio
n.  Y

o
u 

can hear vo
ices o

ff 
in the distance, but 
the cam

p is em
pty. If 

yo
u’re cursed, steal 

so
m

e am
m

unitio
n 

(+2
 

) and run o
ff 

into
 the nig

ht.

A
 larg

e m
uscular 

dem
o

n, em
erg

es 
fro

m
 the rubble in 

fro
nt o

f yo
u.  It 

snaps it’s fing
ers 

ig
niting

 a fire in it’s 
hand befo

re it hurls 
the fireball at yo

ur 
head.  Y

o
u can do

dg
e 

and sho
o

t its hand 
o

ff (-2
 

 &
 -1 

) 
o

r let the fireball hit 
yo

u and co
rrupt yo

ur 
so

ul (+1 
).



A
 m

an approaches 
you rubbing

 his hands 
tog

ether.  He tips 
his hat to you and 
com

plim
ents you and 

asks if any of your 
g

ear is for sale.  You 
m

ay sell any equipped 
item

s that you have 
to the m

an and receive 
 equal to their value. 

A
ny item

s sold this 
way should be rem

oved 
from

 the g
am

e.

U
ndead are 

chasing
 yo

u 
thro

ug
h the 

tw
isting

 canyo
ns. 

Y
o

u scram
ble 

to
 escape and 

m
anag

e to
 duck 

into
 a cave to

 
elude them

.  Trash 
a card to

 upg
rade 

any stat.

A
s yo

u w
alk past 

the shado
w

s o
f 

the ruins, yo
u 

feel an o
m

nio
us 

presense.  if 
yo

u’re cursed, 
m

o
ve 2

 spaces. 
If yo

u’re no
t 

cursed, yo
u feel 

the presence w
ash 

o
ver yo

u (+1 
).



The sky above you 
blacks out the sun 
with thick dark clouds.  
You hear the crack 
of lig

htning
 and an 

electricity at your 
fing

er tips.  W
ill you 

take advantag
e of this 

supernatural power 
(trash your entire hand 
to increase your 
, 

 capacity and 
 

threshold) or cast 
away this supernatural 
g

ift.

A
 shriek echo

es 
betw

een the 
canyo

ns and yo
u 

spo
t a g

ro
up o

f 
m

en descending
 

upo
n a w

o
m

an 
and her child.  W

ill 
yo

u intervene 
(-1 

 &
 -1 

) 
o

r leave them
 to

 
their plig

ht (+1 
).

A
 m

an w
ith a lute 

appro
aches yo

u 
and m

entio
ns he 

has heard o
f yo

ur 
explo

its aro
und 

S
an A

ndreas.  If 
yo

u’re no
t cursed, 

he thanks yo
ur fo

r 
yo

ur g
o

o
d deeds 

and hands yo
u so

m
e 

bullets (+3
 

). If 
yo

u’re cursed, he 
shakes his head in 
disappo

intm
ent and 

co
ntinues o

n his w
ay.


