EVENT
CHART
The first time a Crew Member passes each

JOYRIDE

Star on the Timeline, roll a die:

: BLOWN A GASKET:

the Reward Marker.

Place 3 Wound Tokens on

2-3: DISORDERLY DRUNKS: Place 2 new Goons in
the bar, next to the door closest to the crew who triggered the
event.
4-5: PEDAL TO THE METAL:

If a Crew is in the
driver’s seat, move the M.U.L.E. 6 squares towards the
Green border. If a Goon is in the driver’s seat, move the
M.U.L.E. 6 squares towards the road.

: FELL OFF A TRUCK:

Place the Objective
Token on a square behind the M.U.L.E..

GET PAID

Whether or not the Job is completed successfully, take
$2000 if any Crew has the Objective Token, or if the Job is
completed successfully and the Objective Token is in the
M.U.L.E.. Additionally, take the Credits listed on any opened
Crates.
If the Job is a success, spend $200 for each Wound Token on
the Reward Marker to repair the M.U.L.E.. If the Job is a Bust,
spend $1600 to replace the M.U.L.E..

MEASURES OF SUCCESS

When the Job ends, see how you measure up:

$0-1000:

Might as well crawl away like an itty bitty bug.
Barely enough to rub together to fuel the engines...

$1100-2500:

Not ‘xactly respectable, but at least we

won’t go hungry.

$2600-4400:

Could have gone a might smoother, but
ain’t nothing to be ashamed of.

$4500 & UP: BIG SCORE!

5 CREW

-

SET
UP
Place the 10 Goons on their Starting Locations, as marked on
+10 with fewer than 4 Crew.

the map.

The Goon in the driver’s seat starts the Job Alerted. Place his
time marker on Moment 1 of the Timeline.
Place an Objective Token on the back of the M.U.L.E.
Place a Crate Token in buildings 1, 2, 3, 5, 9, and 10. Place
Locked Tokens on the Crates in Buildings 9 and 10.
Crew may start anywhere in the Bar (the Wanted Fugitives
Box Bottom Building). Place the Crew Time Markers on
Moment 2 of the Timeline.

JOYRIDE

THERE’S JUST AN ACRE OF YOU FELLAS

You touched down planetside ahead of schedule. Rather than
twiddle yer thumbs waitin’ foryour contact, you stopped by the
bar to celebrate a job well done. Your celebrations turned out
to be premature, however, when some hoodlums hotwired your
M.U.L.E. and drove off with your contraband in the back seat!

DRIVING THE M.U.L.E.

.

GOAL
To complete the job successfully, the Crew and the M.U.L.E.

must reach the Green border. The Job is a bust if the M.U.L.E.
reaches the road or if it breaks down.

The first time a Crew is in the driver&#39;s seat, place 4
Waiting Goons in front of Building 5.

Any Character on the driver’s seat of the M.U.L.E. may drive
the M.U.L.E. instead of moving normally. When driving the
M.U.L.E., the Character moves at twice their normal speed for
the same amount of time. For example, if a Cowboy was driving
the M.U.L.E., he could move 6 squares in 2 Moments.
If there are any Crew or Goons in the path of the M.U.L.E., they
are Wounded and moved out of the way as a Heavy Object.

No matter what happens to the M.U.L.E., the only way the
Crew can Get Paid is if they can recover the goods from the
backseat.

The M.U.L.E. may not move through spaces which are only
1 square wide. It may drive over bodies. You may spin the
M.U.L.E. around the driver’s square, as long as there is enough
free space on the map to do so.

JOB SPECIAL RULES

When driving the M.U.L.E., move the M.U.L.E. and any
Characters on the M.U.L.E. Only the Character in the driver’s
position may drive the M.U.L.E. Up to six Characters may be on
the M.U.L.E. at the same time (one per square).

SNAG THE GOODS

Crew on or next to the Objective Token may take a 3 Moment
Heroic action to take it and place it on their sheet.

WATCH WHERE YOU’RE SHOOTING

Any time a Character on the M.U.L.E. is Wounded, there&#39;s
a chance the M.U.L.E. took some collateral damage. Roll a die
for each Wound. On a result of 2 or 3, place a Wound Token
on the Reward Marker. On a Disgruntled result, place 2 Wound
Tokens on the Reward Marker.
If there are ever 8 Wound Tokens on the Reward Marker, the
M.U.L.E. breaks down and the Job is a Bust.
Crew in or next to the M.U.L.E. may make a 2 Moment, Heroic
Tech Test to remove 1 Wound Token from the Reward Marker.
The Target Number is 3 + the number of Wound Tokens on the
Reward Marker.

LOOK, OVER THERE!

If a Crew is next to a Goon or a Goon is next to a Crew
Member, they may not drive unless they Brawl with their
opponent successfully, using the normal rules for moving away
from a Brawl.

RECKLESS DRIVERS
If a Goon is in the driver’s seat, they will spend all their actions
driving towards the road.
If a Goon is in the M.U.L.E. and the driver’s seat is empty, they
will move to the driver’s seat.
Goons will move Downed Crew as a Heavy Object out of the
driver’s seat. Otherwise, they will target the nearest Heroic
Crew. They will never move off of the M.U.L.E. If they can’t
Brawl or Shoot, they will Wait 3 Moments.

Crew may spend an Intel Token or attempt a Negotiation
Challenge when in sight of a Waiting Goon to Alert them.

If a Goon is within 6 squares of the M.U.L.E. and there are
empty squares on the M.U.L.E., they will move onto the
M.U.L.E. before Brawling or Shooting Crew.

Any Crew who ends their turn in a Building (except the Bar)
must Act Heroic. You may not open a Crate in the same
Building as a Goon.

Any Crew who wins a Brawl with a Goon may move them once
as a Heavy Object, before Wounding them.

