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TRAIN HOPPING, LASER BLASTING.
LOOT STEALING ACTION!

Welcome to Rail Raiders Infinite! As one of six spacey gunslingers, you’ll jump from car to
car in an all-out heist for the biggest haul of double-dollars. But not so fast there, pardner!
Lawbots are bent on stopping you in your tracks. Using unique abilities and sharp-shooting
dice, you and your fellow raiders must destroy the bots, profit double-dollars, and snag the
most loot before the train reaches the station.




THE INTERSTELLAR EXPRESS
For centuries the outer rim worlds of the galaxy have
been ignored. Serving as a refuge for the central
worlds’ outcasts, adventurers, criminals, and less
savory sorts, the outer rims have long been seen as
not worth the trouble of governance by the galactic
Congress of Worlds (or C.O.W.). For the romantic-
minded this has made the outer rims a place free of
C.O.W.s rule—some may say tyranny—where a hardy
soul can stake out their life on their own terms.

- Unfortunately, this relative freedom was short

-~ lived. Resolute prospectors, ever searching for new
- riches, discovered rare materials and other resources
- within many outer rim worlds. Within a few short
~decades, large mining operations sprung up on

- hundreds of outer rim worlds and asteroid colonies,
- producing untold double-dollars worth of minerals
_every day. C.OW. and the Galactic Central Bank
finally took an interest in the outer rim. Claiming

~ various security risks, regulation violations, and
‘through a series of hostile takeovers, C.O.W. and

- the Galactic Central Bank took over the outer rim’s
~newly found sources of wealth. Profit had come to
“the outer rim, and with it, “civilization.”

RAIL RAIDERS INFINITE

To connect their new holdings with the central
worlds, C.O.W. and the Galactic Central Bank
constructed an efficient and well-managed space rail
system called the Interstellar Express. Across the
outer rims, the Interstellar Express transports the
extracted riches of the outer rims to the centrally
held worlds of C.O.W. In the farthest reaches of
space, these interstellar rails carrying shipments

of precious minerals make ripe targets for daring
robbers and outlaws looking for a big score.

THE BIRTH OF THE LAWROTS

Always seeking maximum profit, the Galactic
Central Bank sponsored the work of Professor Waldo
Zep, the brilliant scientist and inventor. Zep believed
his latest creation—miraculous robotic miners—
would save lives, working in climates and conditions
too dangerous for humans. The Galactic Central
Bank indulged his naivety, keeping him in the dark as
they replaced entire workforces throughout the outer
rims with Zep’s mechanical marvels. Of course, the
towns and economies that had grown up around the
mines collapsed as the robots came online. Poverty
has run rampant across the outer rim in recent years
as frontier planets are stripped of their resources for
use in the richer, central regions of space.




The tireless efficiency of these android workers
inspired the C.O.W. to take a similar approach to
guarding the shipments on the Interstellar Express.
The fantastic sophistication required for these state-
of-the-art robot guards could only come from one of
the central worlds’ most brilliant minds, Professor
Waldo Zep. Remaining blinded by the thrill of
science and the unprecedented breakthroughs

he was making with the new funding, Professor

Zep built his robotic sentinels, which he dubbed
Lawbots, as an unbiased and reliable tool to keep the
peace and spread law and order.

Zep organized the Lawbots into groups of deputies,
led by more sophisticated and advanced Sheriffs and
Marshals. Lawbots have no inherent personalities.
They follow the directives programmed into

their highly sophisticated Quickdraw software.
Immediately after the first wave of Lawbots reached
the space rails, C.O.W. noted a sharp decline in
stolen goods and an equal increase in arrests (and
deaths) of would-be bandits. The emotionless and
pitiless Lawbots soon earned the moniker “Tinstars”
among the populace. Lawbot crackdowns often led
to revolts among the populace. Riots, bombings,
sabotage, and robberies of C.O.W. and Galactic
Central Bank facilities became commonplace on

the more fiercely independant worlds. In order to
deal with the growing problems affecting the wild
regions of space, the C.O.W ordered an increase in
Lawbot production.

Some Lawbots survive long enough to begin

to develop distinct attributes, tastes, and even
aspirations. These nascent traits are further
enhanced by improvements to the Lawbot’s
software, which usually accompanies an increase in
rank. With the dangers of guarding such lucrative
loot, very few Lawbots have ever developed these
artificial personalities. Those that do are considered
rare and valuable assets in their own right, often
assigned to the most dangerous routes or the most
valuable cargos. Rumor has it that the C.O.W. and
the Galactic Central Bank have begun a partnership
to fund black-book experiments for new types of
weapons and armaments to end the bandit problem
once and for all.

Zep discovered the grim truth behind his creations
after delivering a run of second generation
production Lawbots in person, wishing to finally

see the glorious results of his contribution to
civilization. Shocked by what he saw upon the first
world he visited, a disbelieving Zep toured more
outer rim worlds. He saw entire towns destitute
and out of work due to his creations, and witnessed
Lawbots used as sentries and enforcers to protect
the wealth of a few galactic congress people and
their cronies. Soon after learning the truth, kindly
Professor Zep destroyed his lab, purged his research
on further models, and disappeared. To this day no
one knows what happened to him.

THE LIFE OF AN OUTLAW:
BANDITRY IN SPACE

Rail Raiders come from all walks of life. Each
individual varies drastically from one to the next.
Some are merely opportunistic thieves or career
criminals who have no qualms about putting down
anyone who gets in their way. Others have a moral
code, only attacking Lawbots that get in their

way. Some don’t hesitate to temporarily side with
Tinstars to get potential rivals out of their way. Most:
land somewhere in between. There are as many
motivations and personalities following the path of
the Rail Raider as there are stars in the sky.

The life of a Rail Raider is one of danger and
excitement. Lawbots are dangerous, especially as a
posse, and should not be taken lightly. When led by
a Sheriff or Marshal, Lawbots become downright
lethal, coordinating their efforts and just being plain
ol’ clever in a way they couldn’t be without proper
leadership. What’s worse, at any moment, another
outlaw might appear to make a claim for the loot.
Some Rail Raiders do create temporary alliances,
but these partnerships often end in betrayal—
especially if the take is big enough. Some of the
greatest heists in the galaxy would not have been
possible without a small group of outlaws pulling
together. But just as many Rail Raiders have met
their end with a bullet from a supposed friend as
have been ejected into space by Tinstars.

Regardless of the dangers, a few of these space
bandits are skilled, brave, or lucky enough to make
it out in one piece. Some even end up with enough
cash to live comfortably for the rest of their days.
Or at least until they blow their small fortunes on
candy and gambling.




TRAIN CARS
Players use these double-sided tiles to
build the game board. The tiles represent
the Interstellar Express train that the
Raiders are fixin’ to rob. Except for the
locomotive and the caboose cars, each
car is placed facedown at the beginning
of the game.

- x14

RAIL RAIDERS INFINITE DICE

Players use the 20 Rail Raiders Infinite dice to
determine the outcome of fights and some actions.
Each Rail Raiders Infinite die has six sides, with the
faces showing 9, 10, Jack, Queen, King, and Ace.

x20

CACTUS
ZAK

TAZAK ;
GERONIMO SHERIFFS

HUCKLEBERRY

JOSIE

OAKLEY : PEARL
THE KID HBART DEPUTIES
RAIDER AND LAWROT MODELS Raider Models x6

These plastic figures represent Raiders and Lawbots

Lawbot Models: Deputies x7, Sheriffs x5,
on the game board.

Marshals x2




| RAIDER STAT CARDS

These cards describe the Raiders and

outline any of their special abilities. x6

i CACTUS ZAK

Wh

DEALER TOKEN

The Dealer token goes to the player who
takes the first turn in each round. Play
proceeds clockwise (to the left) from the
Dealer. Once every player has had a turn,
roll off to determine the Dealer for the
next round.

HIGH NOON CARDS

These cards represent the random events
that can occur during a daring train heist.
The High Noon deck also determines how
long a game of Rail Raiders Infinite lasts.
When a player draws the last High Noon
card, the game ends at the end of that
round. x56

LONG ARM OF THE LAW CARDS

These cards represent the Lawbots’
response to the train heist. Long Arm of
the Law cards place Deputies, Sheriffs,
and Marshals on cars or may grant
bonuses to the Lawbots on a car. If a Long
Arm of the Law card tells you to put out
a Lawbot when all of the Lawbots are
already on the train, move a Lawbot of the
specified type from another car to the car
that you drew the Long Arm of the Law
card for. x56

LOOT TOKENS

These tokens represent an opportunity for
a Raider to loot the train. Each train car
specifies how many loot tokens to put on

it whenever you turn it faceup. Place loot
tokens facedown without any player seeing
the numbers.

LOOT CARDS
These cards represent the various goodies
that the Raiders can get by looting the
train. Most cards award a Raider double-
dollars or equipment that will help during
the heist. x56

DOUBLE-DOLLAR TOKENS I[$$] . PLAYER REFERENCE CARDS
These tokens represent double-dollars, the These double-sided cards provide
currency in the Rail Raiders Infinite world, players with quick reference

and track how much money each Raider has information. On one side it shows
liberated from the train. The Raider with the Hand Ranks, and on the other
the most double-dollars at the end of the shows the value of [$$] for defeating
game wins. Lawbots. x4




A turn is a measurement of game time. One turn

consists of one player taking up to three actions
with their Raider.

ROUND

A round is a measurement of game time. One
round consists of each player—starting with the
Dealer and proceeding clockwise around the
‘table—taking a single turn.

MOVING

Moving is an action that players can take with their
Raider. This action lets the player move the Raider
to an adjacent train car of the player’s choice.

SEARCHING

Searching is an action that a player can take with
their Raider. This action allows a Raider to search one
Loot token on their current train car. Raiders cannot
Search if there are any Lawbots on the same car. If a
Raider Searches while another Raider is on the same
train car, the other Raider can try to stop the search.
This, quite naturally, starts a fight. If the searching
Raider remains on the train car at the end of the
fight, then it succeeds and may Search as normal.

ROLLING

When a player rolls, they roll five of the Rail Raiders
Infinite dice and make the highest ranked hand
possible from the result. Some abilities allow a
player to roll more than five dice. After rolling,
players must choose five of their rolled dice and
make the highest ranked hand possible.

REROLLS

Some abilities may allow players to reroll dice or to
roll additional dice. If multiple players have abilities
which allow rerolls, beginning with the active player
and moving clockwise, each player decides which dice
they will reroll. Players are not required to reroll. All
players make all their rerolls simultaneously. No die
may be rerolled more than once, and the second result
- stands. After all rerolls are resolved, the players must

- make the highest ranked hand possible from any five
of their rolled dice.

GENERAL CONCEPTS

FIGHT

A Raider’s actions can trigger a fight with other
Raiders and/or Lawbots on the same car. When a
fight breaks out, each side rolls. The side that makes
the best hand wins the fight. If a Raider beats the
Lawbots, remove one Lawbot from the train car.

If a Raider beats another Raider, move that Raider
to a train car adjacent to the car they are currently
on. If the Lawbots beat a Raider, move the Raider
to an adjacent train car chosen by the player that is
controlling the Lawbots.

SHOWDOWN

A Showdown is an action that players can take with
their Raider. Raiders that perform the Showdown
action select and fight a specific target. Other
Raiders on the same car may choose to participate
in the fight as well.

FACEDOWN TRAIN CARS

Except for the locomotive and caboose, train cars
always start the game facedown with the roof side
showing. Flip a train car faceup when a Raider
begins its turn on a car or moves onto the car
during its turn. After flipping a car faceup, place a
number of facedown Loot tokens on the car equal
to the number on the car’s Loot icon. Then draw

a number of Long Arm of the Law cards equal to
the number on the car’s Long Arm of the Law icon.
Resolve the Long Arm of the Law cards in the order
they were drawn.

OFF THE TRAIN

Through various circumstances or calamities,
Raiders may find themselves Off the Train. When

a Raider is moved Off the Train, put its model on

its card. No models or effects currently on the train
can affect the Raider, and the Raider cannot affect
anything on the train. The only actions a Raider Off
the Train can take are to get back onto the train, as
described under Playing the Game. Players may not,

under normal circumstances, voluntarily move their
Raiders Off the Train.




RANK 1. HIGH DIE

mlyfdfalx

RANK 2. ONE PAIR

JlJjajalAa

RANK 3. TWO PAIR

RANK 4. THREE OF A KIND

HAND RANK
Rolling the Rail Raiders Infinite dice and making a
hand is the main mechanic for resolving fights and
other actions in Rail Raiders Infinite. The hands
that can be made are ranked above.

Higher ranked hands beat lower ranked hands,
meaning that hand rank 5 beats hand rank 3. When
players have hands of the same rank, determine

the winner by the quality of the hands. So a pair of
Kings will beat a pair of Queens, as Kings are the
higher die. If players make exactly the same hand,
then those players must roll-off to break the tie.

s[uls]afa

RANK 5. STRAIGHT

RANK 6. FULL HOUSE

jijmielAl

RANK 7. FOUR OF A KIND

RANK 8. FIVE OF A KIND

EQUIPMENT AND WEAPONS
Some Loot cards are items that Raiders can use

to their advantage. If you get an Equipment or
Weapon card, put it faceup near your Raider’s
card to show that your Raider is now in possession
of it. Raiders can only use one weapon during a
fight. Starting with the Dealer and going clockwise
around the table, players select which weapon their
Raider will use before rolling dice for the fight.

GRIT

Some Long Arm of the Law cards have the word
Grit in the card’s text. Place the card next to the car
it was drawn for. Grit cards have some effect on the
Lawbots that are on the car or have other ongoing
effects listed after the Grit term. Once a Raider has
been involved in a fight with the Lawbots on the (og: 7
the Grit card is discarded. If multiple Grit cards are
drawn for a car, stack them with the newest Grit
card on top. Only the Grit card on the top of the
stack affects the game. When discarding Grit cards,
only discard the top card of the stack. The next card
now affects the game.




BOARD OVERVIEW

Caboose

Always face up. Train Cars
Begin the game face down.

Long Arm of _
the Law Deck High Noon
Deck Loot
(LTS Deck

Tokens

Raider Cards

Rail Raiders
Infinite dice

SETUP

Every good heist needs a plan. Follow these steps to 2. BUILD THE HIGH NOON DECK
set up the board and play area and get to the raidin Shuffle the High Noon cards, and pull eight cards
: off of the top for each player in the game, (e.g. for

: three players, take the top 24 cards). These cards
}13" CHOOSE RA!DERS 1 . form the High Noon deck for this game. Return
~Each player rolls five of the Rail Raiders Infinite e L a etafe e
dice. The player that makes the best poker hand gets Hioh Noon d%ck i hlg L la.ce i
to choose the Raider that they would like to play. bgl ithi h gf > lp
Roll-off ties. Players then go clockwise around the e P
table to choose their Raiders. Alternatively, you can

shuffle the Raider cards and deal one to each player. 3. SHUFFLE THE LONG ARM
~Each player places their Raider’s card in front of OF THE LAW DECK

them on the table and puts their Raider model on Shuffle all of the Long of Arm of the Law cards
the card to show that they are Off the Train. thoroughly, and place the Long Arm of the Law
deck within easy reach of every player.

Locomotive
Always face up.

4. SHUFFLE THE LOOT DECK
Shuffle all of the Loot cards thoroughly, and place

the Loot deck within easy reach of every player.




5. BUILD THE TRAIN

Remove the locomotive and caboose cars, and
shuffle the rest of the train cars facedown. Then
draw and lay out a number of train cars facedown in

a row. The number of train cars used depends on the
number of players:

FACE DOWN TRAIN CARDS

TWO PLAYERS = | Place the locomotive faceup at one end of the row
FOUR TRAIN CARS ‘ and the caboose faceup at the opposite end.

THREE PLAYERS =
FIVE TRAIN CARS

FOUR PLAYERS=
SIX TRAIN CARS

Above is a train built for a two player game. The locomotive has been placed faceup on the right. Connected to
it are four random, facedown train cars. The caboose is placed faceup at the left end to complete the train.

6. ARRANGE TOKENS 7. DETERMINE THE DEALER
Separate all of the Loot tokens from the other Each player rolls five of the Rail Raiders Infinite
tokens, turn them facedown, and mix them all up, dice. The player that makes the best poker hand is
keeping them facedown. Situate all of the tokens on the Dealer for the first round of the game. Roll-
the table within easy reach of each player. off any ties.

Now you are ready to start the first round of Rail
Raiders Infinite!




OBJECT OF THE GAME

- The object of Rail Raiders Infinite is to loot more
double-dollars [$$] than any other Raider by the
time the High Noon deck runs out. Once the High
Noon deck is exhausted, all the Raiders must make
their getaway before the train reaches the station!

Rail Raiders Infinite is played over a series of game

- rounds. Each round, every player takes a turn to
perform up to three actions with their Raider. At the
- beginning of their turn, each player draws a High

- Noon card and resolves its effects. When a player

~ draws the last High Noon card, that player and
every player to their left who has not yet had a turn
that round gets to play their turn, and then the game
ends. The player (or players) with the most double-
dollars at the end wins the game.

BEGINNING A NEW ROUND

Each game round begins with players rolling to
determine the Dealer for that round. The player
that makes the best hand gets the Dealer token and
takes the first turn of the round. Play then proceeds
clockwise from the Dealer around the table.

At the beginning of the game, players start with

PLAYING THE GAME

their Raiders Off the Train and their models on
their Raider cards. Before the first turn, players
place their Raiders on the train, starting with the
Dealer and moving clockwise around the table.

Getting onto an interstellar train in mid-run

is tricky at best. Jumping on the caboose is the
simplest way, but from there it becomes a gamble. A
Raider may board the train on the caboose without
requiring a roll. To board a car further along the
train, choose a car and count how many cars it

is away from the caboose and add two. The total
number is the minimum hand rank the player must
roll to board that car.

If a player fails to make a successful hand, their
Raider must stay Off the Train, but may attempt to
board again during its turn. At the beginning of
its turn, a Raider may be placed on the caboose or
gamble on boarding elsewhere as outlined above.
Raiders that succeed at boarding the train at the
beginning of their turn, may take their actions for
the turn as normal.

On the first round of the game, after every Raider
has boarded (or attempted to board) the train, the
game continues to player turns.

Josie Oakley chooses to board the car next to the caboose. Since this
car is one car away from the caboose, she needs to make a hand that is
rank 3 or better. (The car’s distanceis 1 + 2 = 3.)

Caboose = No roll required

Required Hand Rank = 3
(Distance from caboose of 1 + 2.) (Distance from caboose of 2 + 2.)

Required Hand Rank = 3
or better.

Required Hand Rank = 4




PLAYER TURNS

After determining the Dealer, the game proceeds to
player turns. A player’s turn consists of three phases
performed in the following order:

1. HIGH NOON PHASE
2. ACTION PHASE
3. CLEANUP PHASE

Immediately after a player’s Cleanup phase ends,
the next player’s turn begins. After every player has
taken a turn, the round ends and a new one begins.

HIGH NOON PHASE

The player draws the top card of
the High Noon deck and resolves
its effects. Players draw and resolve
a High Noon card even if their
Raiders are Off the Train.

ACTION PHASE

During the Action Phase, players take three actions
with their Raiders. A Raider may not perform the
same action type more than twice during a turn,
 (e.g. Move, Showdown, Move is legal. Move, Move,
Move is not legal.) The different actions that a
Raider can take are:

MOVE

When a Raider performs the Move action, their
player moves the Raider’s model to a train car of
their choice adjacent to their current car.

SHOWDOWN

When a Raider performs the Showdown action,
select one Raider on the same car or the Lawbots
on the same car as the target of the action. A fight
then begins between the Raider that is performing
the Showdown and the target. Before the fight, each
Raider on the same car that isn’t the Showdown’s
target may decide to participate in the fight as well.
Go clockwise around the table from the active player
to determine which Raiders will participate. If
Lawbots are not the target, they do not participate.

After determining all of the parties involved in the
fight, every participating player rolls.

If Lawbots are the target of the Showdown, the
player to the left of the active player rolls and makes
decisions for the Lawbots. If the Raider to the left
is also involved in the fight, then the Lawbots are
controlled by the player to that player’s left, and so
on around the table. If all Raiders are involved in
the fight, the Dealer controls their Raider and the
Lawbots. All of the Lawbots on a train car fight as
a team, so only roll once for all of them. If a group
of Lawbots includes at least one Sheriff, then they
may reroll one of their dice in a fight. If a group of
Lawbots includes at least one Marshal, then they
may roll an additional die in a fight.

The side that makes the best hand wins the fight.
The winner decides what happens to all of the
parties that lost the fight. If two parties make
exactly the same hand, and no other hand is higher
ranked, roll-off to determine the winner of the fight.




~ Raiders that lose a fight must move, in an order
chosen by the winner, to an adjacent train car of

~ the winner’s choice. If a Raider that is moved by

~ a fight has more [$$] than the winner of the fight,

- the winner may take one of the loser’s [$$]. Since
“Raiders are moved sequentially in an order of

the winner’s choosing, this generous donation is

~ determined and collected sequentially. e.g. A Raider
~ with 2[$$] who won a fight against a Raider with

- 3[$$] and one with 4[$$] could move the Raider with
3[$$] first to collect 1[$$], and then move the one

with 4[$$] to collect an additional 1[$$].

If the Lawbots lose a fight, then one Lawbot is
destroyed and removed from the board. When
the Lawbots are destroyed, always remove

the lowest-ranked Lawbots first—start with
deputies, then Sheriffs, and then Marshals. The
winning Raider receives [$$] for salvaging the
destroyed Lawbot’s parts.

Deputy = 1[$$] Sheriff= 2[$$] Marshal = 3[$$]

SEARCH

When a Raider performs the Search action, their
player turns one Loot token on the train car face up.
That player gets to look at a number of cards from
the top of the Loot Deck equal to the number shown
on the Loot token. The player chooses one of those
cards to score or equip and discards the other Loot
cards. Then the Loot token that was turned face

up is returned to the pile of facedown Loot tokens.
Raiders cannot Search if there are any Lawbots on
the same train car.

Other Raiders that are on the same train car may
oppose the Search and try to stop the Raider from
- picking up a Loot token. Starting to the active

~ player’s left, each player decides if they wish to

When a player draws the last card of the High Noon
deck, the game ends at the conclusion of that round.
Play proceeds around the table until the player

to the right of the Dealer finishes their turn and

oppose the Search or not. If any Raiders do, then
all of the opposing Raiders and the Raider that
Searched fight. If the Raider that Searched wins the
fight, it gets to Search as normal. If it loses, then the
Search does not happen. Resolve this fight using
the same rules for fights outlined in the Showdown
action section.

PASS

A Raider does not need to use all three actions. A
player may pass on any actions, doing nothing with
those actions and ending their turn.

Some train cars have abilities that require a Raider
to spend an action to use them. These abilities detail
what happens when a Raider spends an action to use
the train car’s ability.

CLEANUP PHASE

Players perform any end-of-turn bookkeeping
during the Cleanup phase. Any effect that says it
lasts until the end of a player’s turn ends in this
phase. A player’s turn ends as soon as all Cleanup
phase business is resolved, and play proceeds to the
next player clockwise around the table.

ENDING THE GAME

then the game ends. The Raiders flee the train as it

approaches the station, where they would doubtless
face hordes of Lawbots. The player (or players) with
the most double-dollars wins the game.




David begins the turn by drawing a High
Noon card. He draws Fire Main Thrusters,
so it and one more card from the top of the
High Noon deck are discarded.

STEP 2 -MOVE ACTION

David gets to take three actions. David uses his first
action to move his Raider onto a car that already
has a Lawbot Sheriff and Deke’s Raider on it.

STEP 2-SHOWDOWN ACTION RANK 4-THREE OF A KIND

David uses his second action to Showdown, ‘ RANK 2-ONE PAIR
targeting the Lawbot Sheriff. Deke decides he o E m m ’ S —

wants in on the action and joins the fight. Wayne, :
the player to David’s left, rolls for the Lawbots.
Herolls 9, 10, Q, K, A. Using the Lawbot Sherljf s
reroll Wayne rerolls the 9 getting another Kto
make a pair of Kings, a rank 2 hand. Deke rolls
and gets 10, 10, J, ], Q making two pairs, a rank

3 hand. David rolls and gets 9, ], Q, Q, Q makmg
three of a kind, a rank 4 hand. '

‘ RANK 2-TWO PAIR

. A Since David has the highest rank hand he wins
. thefight. He destroys the Lawbot Sheriff, scoring
e QW 2[$3], and then moves Deke’s Raider one car back
— towards the caboose.
(i

STEP 4 -SEARCH ACTION

Now that David has cleared everyone off of the car
he is on, he uses his last action to Search. He chooses
one facedown Loot token on the car and turns it
over, revealing 2. David draws the top two cards of
the Loot deck, getting Small Time and Haul. Since
Haul will give him more [$$] he chooses Haul as the
Loot card he will score and gains 3[$$]. Both Loot
cards are then discarded. Since that is the end of his
third action, David’s turn is over and the player to
his left takes their turn.
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HAND RANK

Rolling five Rail Raiders Infinite dice and making a
hand is the main mechanic for resolving fights and
other actions in Rail Raiders Infinite. The hands that
can be made are ranked as shown above.

Higher ranked hands beat lower ranked hands,
meaning that hand rank 5 beats hand rank 3. When
players have hands of the same rank, determine

the winner by the quality of the hands. So a pair of
Kings will beat a pair of Queens, as Kings are the
higher card. If players make exactly the same hand,
then those players must roll-oft to break the tie. .

LAWROT RULES
If a Raider destroys a Lawbot, the Raider receives [$$].

All of the Lawbots on a train car fight as a team, so
only roll once for all of them. If a group of Lawbots
includes at least one Sheriff, then they may reroll one
of their dice in a fight. If a group of Lawbots includes
at least one Marshal, then they may roll an additional
die in a fight.

PLAYER TURNS

After determining the Dealer, the game proceeds to player
turns. A player’s turn consists of three phases performed
in the following order:

1. HIGH NOON PHASE
2, ACTION PHASE
3. CLEANUP PHASE

Immediately after a player’s Cleanup phase ends, the next
player’s turn begins. After every player has taken a turn,
the round ends and a new one begins.

HIGH NOON PHASE

The player draws the top card of
the High Noon deck and resolves
its effects. Players draw and resolve
a High Noon card even if their
Raiders are Off the Train.

RANK 4, THREE OF A KIND

B0 Ooponpn

RANK 1. HIGH DIE RANK 5. STRAIGHT

jJfdfalk]

RANK 2. ONE PA'R RANK 6. FULL HOUSE

whiofofi] A

RANK 3. TWO PA'R RANK 7. FOUR OF A KIND

nfafafa] A EEATATATATA

RANK 8. FIVE OF A KIND

Deputy = 1[$$] Sheriff = 2[$$] Marshal = 3[$$]

ACTION PHASE

During the Action Phase, players take three actions
with their Raiders. A Raider may not perform the same
action type more than twice during a turn, (e.g. Move,

Showdown, Move is legal. Move, Move, Move is not legal.)

The different actions that a Raider can take are:
MOVE (pg.13)
SHOWDOWN (pg.13)
SEARCH (pg.14)
PASS (pg.14)

CLEANUP PHASE

Players perform any end-of-turn bookkeeping during the
Cleanup phase. Any effect that says it lasts until the end
of a player’s turn ends in this phase. A player’s turn ends
as soon as all Cleanup phase business is resolved, and play
proceeds to the next player clockwise around the table.




