GOLD RUSH (MOUNTIES)
CIRCA 1898

2-7 players
Equipment needed :

25/28mm figures    sixsided dice   ruler in inches    Scenery    Yukon Animals  Direction Dice
Playing area with up to 4  gold digging mines  

Settlement town with one hardware shop to purchase Cartridge Boxes (not optional)
Movement  Cards   14 in total

Numbered as follows : 1 2 3 4 4 5 5 6 6 7 7 8 9 10.    Equals inches for foot double for mounted (no deduction for mount/dismount  moving through soft/hard cover  or climbing)
10  Firing cards    as follows: one side   saying  Short Range    the others saying

Dead  Dead   Dead  Dead   Miss   Miss  Miss  Miss  Miss  Miss

10 Firing cards as follows : one side saying Long Range  the others saying

Dead  Dead  Miss  Miss  Miss  Miss  Miss  Miss  Miss  Miss

10 Fisticuff cards   as follows :   one side  saying Fisticuffs   the others  saying

Punched in the stomach knocked out for 2 moves

Hit  in the groin Knocked out for 3 moves

Punched in the face knocked out for 4 move

Hit in the head knocked out  for 5 moves

Hit  over the head  knocked out for 6 moves

Punched  but no feeling   carry on 

Punched but no feeling carry on

Punched in the nose but no feeling carry on

Punched in the Stomach but no feeling carry on

Punched in the head but no feeling carry on

7  Group Cards  as follows   Traders   Native Indians   Gold Diggers  Gold Diggers  Gold Diggers  Gold Diggers   Mounties

7  Figure Cards  as follows    4 figures  6 figures  6 figure  8 figures  8 figures  10 figures         12 figures   
10 Gold Cards as follows     2 bags of gold   3 bags of gold  4 bags of gold  4 bags of gold  

5 bags of gold  5  bags of gold   6 bags of gold   6 bags of gold  7 bags of  gold  8 bags of gold
10 Weapon Cards as follows    Shotgun  shotgun  revolver revolver revolver revolver  repeater repeater repeater repeater 

Sequence of Play 
The Gold Diggers start from there Gold Mines  (placed first)
The Mounties start from any table edge (the Mounties place the town second )
The Traders start from the settlement town

The Native Indians start at the opposite table edge to the Mounties

Each pick a Group Card (one must be the Mounties if not picked highest dice becomes the Mounties) discard leaving 6 cards etc
Then pick a Figure Card and discard leaving 6 cards etc
Then pick a Gold Card and discard leaving 9 cards etc
Then pick a Weapon Card (Mounties always had repeaters) per Figure then discard
i.e  you pick a Figure Card  which says  4 figures   so you would pick 4 weapon cards  each time discard a  card so there would be 6 weapon cards left.   Each group repeat the process and start with 10 weapon cards again.
The game consists of 25  turns       Each turn can be divided between 2-7 goes depending on the amount of players.
The highest dice throw (1x6d) goes first for the rest of the game ,second highest goes second etc.

The aim of the game is to run the other groups out of town. (Including the Mounties)

The Mounties need to keep the peace even if it means shootin and fightin.

Pick a movement Card  each turn  and return to pack.   (ie you pick a 6 so that is 6” so all of your figures if you want can move up to 6”)

Firing           Short Range    Long Range

Revolver          0  -   6”               12”

Shotgun           0  -   6”               12”

Repeater Rifle  0  -  18”             32”

Measure Range    You cannot move and fire.  One or the other.
Line of Sight only if you can see a figure then shoot,  If you shoot  Your opponent can shoot back in his turn.   

The Player picks  how many times he wants to fire in his turn  a Revolver can fire 6 times a Shotgun can fire twice and a Repeater Rifle can fire 6 times .

If your figure has a Revolver and wants to fire 6 times  and is in short range   pick 6  Firing Cards at Short Range.  Replace into pack each time you pick a card so there is always 10 cards pick from. He is then out of ammo so he takes one move to reload  He has 6 rounds of firing left of 6 bullets giving a total of 36 shots. When he has run out of all ammo he must go to the Hardware Store and buy only one box of ammo  with 1 bag of gold.  The ammo box contains a further 6 rounds  
The same applies for a Repeater Rifle

A Shotgun  picks 3 Firing Cards per shot     A shotgun still has 6 rounds of ammo left  but only fires twice per turn.  A shotgun ammo box contains a further 6 rounds
You manage your shots and ammo.

You can pinch bags of gold from other players but only by fisticuffs (knocked out) or off dead figures or off unguarded mules.
Distribute the bags of gold between figures.  Figures cannot have more than 2 bags of gold on there person. 
If a figure runs out of ammo and has no bags of gold he must  be in base to base with a friendly figure . It takes 1 move to take the bag of gold.
Mounties have there ammo boxes on 3 mules and must return to them to resupply it takes one move to reload  when  base to base with a mule. Other groups can try to pinch ammo off the mules that also takes 1 move in base to base contact. Each mule has  10 boxes of ammo  supplies.

Fisticuffs     You can move and then enter into fisticuffs.
When in base to base contact,   attacker picks a Fisticuffs Cards. If it says  Carry on     the defender can move away or attack in his turn. If a figures is knocked out  he must stay where he is for the required moves.  Up to 3 figures can attack 1 figure but the attacked figure can still move away in his turn.
 Morale 

There is no morale .

NOTES:

Mounties always start the game on horseback

All other groups are on foot.

If a figure climbs  (Objects within reason)  and wants to jump off he can only do so if it is 8” or less.  Pick a Fisticuffs card.
OPTIONAL

A Bear enters in the middle of the playing area on a dice throw (2x6d)  of 10 11 12  Throw a direction dice  then pick a movement card  each time (after everybody has had a turn).  A bear must be in base to base to pick a fisticuffs card in his turn with a figure.

Wolves   Throw 1xd6 to see how many wolves    A throw of 10 11 12  and the wolves enter in the middle of the playing area. Repeat  as above with each wolf.

