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enclosed instructions.

Straighten and assemble the dividers in the box bottom to
create 16 compartments where you can place the game contents
as described below.

* Base game

1 Locomotive - punched board n°1
6 basic Cars + Terrain elements - punched boards n°2 to 7
28 Loot tokens (19 Purses, 6 Jewels, 3 Stronghoxes) - punched boards n°2 to 7
8 Bandit pawns and 1 starred Marshal pawn
136 basic Bandit Cards [17 Cards (1 Character Card + 10 basic Action Cards +
6 Bullet Cards) for each of the 8 Bandits]
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Neutral Bullet Cards
8 Bandit sheets

¥ Round Cards

expansions thanks to the icons below.

Base game
Expansion Horses and Stagecoach
Expansion Marshal and Prisoners

¥ Marshal module
compartment 16

Marshal and Prisoners rulebook - setup on page 3 - rules on pages

6, 7 and 8

1 Marshal sheet

3 Brawler Cards

23 Marshal Cards (11 Action Cards + 12 Bullet Cards)

8 Wanted Cards

16 Marshal's Goal Cards

2 Mailbag tokens - punched board n°9

4 Round Cards (2x Rumors, 1x Guilty Conscience, 1x Crime doesn't pay)

¥ Stagecoach module
compartment 8

Horses and Stagecoach rulebook -
setup on page 2 - rules on pages 4,

x* Prison module
compartment 10

Marshal and Prisoners rulebook -
setup on page 3 - rules on pages 4

*x ?PQ[SMa UWL]TM xHorses module
compartment 12 compartment 14

Horses and Stagecoach rulebook - Horses and Stagecoach rulebook -
setup on page 2 - rules on page 7 setup on page 2 - rules on page 3
6 Whiskey Flask tokens - punched 8 Horse pawns

board n°8 8 Ride Action Cards

2 Round Cards (A shot of Whiskey 2 Panting horses Round Cards

for the Marshal)

5and 6 and 5
1 Stagecoach - punched board n°8
1 Shotgun pawn
8 Hostage Cards
3 Round Cards (2x The Shotgun's
rage, 1x Escape)

1 Prison Car - punched board n°9
8 Brilliant Idea Cards
8 Prisoner Cards

You can identify the Round Cards from the base game and the
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This big box contains the base game Colt Express and various modules you can add to the base game as you wis g

The game modes

- Base game
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rulebook.

The 8 Bandits (Ghost, Tuco, Doc, Cheyenne, Belle, Django, Mei and Silk) can be played with the base game so thait ¥¢

up to 8 players in the base game mode.

When playing 7 or 8 Bandits, use all 6 Cars from the base game and the 5/6 players Round Cards.
Mei's power is described in the Marshal and Prisoners, on page 11.
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- 2 Bandits-per-player mode
To play with 2 or 3 players, apply the special rules described in page 10 of the base game rulebook.

- Team mode

You can play these four modes with any of the modules or even all of them at once.

- Expert variant
You can play with the Expert variant (see page 11 of the base game rulebook.)

When playing, you can choose to use one or several modules.
To do so, set up the base game and then get each one of the chosen modules out of their compartment one by gm
corresponding rules.

We would advise discovering each module separately.

PreEvVIENV: A NEW CoLT EXPRESSEXPANSION
TO BE RELESEDIN 2022

You have found in this box a Silk Action Card which does not match an
modules.

This is a teaser of the next expansion: Colt Express 2 Trains and 1 Mission
in 2022.

In Colt Express 2 Trains and 1 Mission, you play with two trains which cros:
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help your team win.
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When you play Silk, choose one special power before starting the gar
You can choose one of the three following special powers... or ma
up your own power.

All players must agree on the power of Silk before choosing their Bandi

(VAR

* Move power

Move 1 or 2 Cars, whether you are inside the train or on the roof. You can on
move 2 Cars on the roof unlike 3 for the others Bandits.

During this move, you are allowed to get across a Car where a lawman is (Mars
or Shotgun).

If you stop on their position, the usual rules apply.

Reach or leave the Stagecoach's roof may be one of your two moves.

* Dodge power

(Valid only when no player is the Marshal)

Give to the player of your choice the Neutral Bullet you get when you encounte
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You still get a Neutral Bullet when the Passengers' Rebellion or the Marshal's reve
IS triggered.
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You block the rear door entrance. No other Character (Bandit or Marshal) can en
that Car through the rear door.

Only an entrance triggered by a Move Action Card can be blocked.

However, you are not blocking anyone from getting out that Car through the rear do
You do not block the Shoots. A Character, Bandit or Marshal, who shoots from
adjacent Car can target any Character in your Car and vice versa.
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10 base Action Cards [Move (x2), 1 Arrest Warrant Ci
Change Floor (x2), Shoot (x2), Pundh Bullet Cards
(x1), Loot (x2), Marshal (x1)] 1 Character sheet
1 Ride Action Card 1 Character Card
1 Prisoner Card 1 Bandit pawn (gre
1 Brilliant Idea Card 1 Horse pawn
1 Wanted poster Card

1 Support Card
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Please keep it safely.



