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Bang	
  –	
  The	
  Dice	
  Game	
  	
  
	
  
Manual	
  de	
  Regras	
  em	
  Português	
  (Brasil)	
  
	
  
Conteúdo	
  
•	
  5	
  Dados	
  
•	
  8	
  Cartas	
  de	
  Papéis:	
  1	
  Sheriff,	
  2	
  Deputies,	
  3	
  Outlaws,	
  2	
  Renegade	
  	
  
•	
   16	
   Cartas	
   de	
   Personagens	
   (cada	
   um	
   com	
   uma	
   habilidade	
   única	
   e	
   pontos	
   de	
  
vida)	
  
•	
  6	
  Cartas	
  Resumo	
  (explicando	
  os	
  resultados	
  dos	
  dados)	
  
•	
  9	
  Marcadores	
  de	
  Flechas	
  
•	
  Marcadores	
  de	
  Vida	
  (25	
  balas	
  de	
  valor	
  1	
  e	
  15	
  balas	
  de	
  valor	
  3)	
  
•	
  Manual	
  de	
  Regras	
  
	
  
O	
  objetivo	
  do	
  jogo	
  
Cada	
  jogador	
  tem	
  seu	
  próprio	
  objetivo,	
  de	
  acordo	
  com	
  sua	
  carta	
  
•	
   Sheriff	
   (Xerife):	
   deve	
   eliminar	
   todos	
   os	
   Outlaws	
   (Bandidos)	
   e	
   Renegades	
  
(Renegados);	
  
•	
  Outlaws	
  (Bandidos):	
  deve	
  eliminar	
  o	
  Sheriff;	
  
•	
  Deputies	
  (Ajudantes):	
  deve	
  ajudar	
  e	
  proteger	
  o	
  Sheriff;	
  
•	
  Renegade	
  (Renegado):	
  deve	
  ser	
  o	
  último	
  personagem	
  em	
  jogo.	
  
	
  
Preparação:	
  
1.	
  Separe	
  as	
  cartas	
  de	
  papéis	
  de	
  acordo	
  com	
  o	
  número	
  de	
   jogadores,	
   conforme	
  
orientações	
  abaixo:	
  

3	
  jogadores:	
  ver	
  regras	
  especiais,	
  à	
  frente;	
  
4	
  jogadores:	
  1	
  Sheriff,	
  1Renegade,	
  2	
  Outlaws;	
  
5	
  jogadores:	
  1	
  Sheriff,	
  1	
  Renegade,	
  2	
  Outlaws,	
  1	
  Deputy;	
  
6	
  jogadores:	
  1	
  Sheriff,	
  1	
  Renegade,	
  3	
  Outlaws,	
  1	
  Deputy;	
  
7	
  jogadores:	
  1	
  Sheriff	
  ,	
  1	
  Renegade,	
  3	
  Outlaws,	
  2	
  Deputies;	
  	
  
8	
  jogadores:	
  1	
  Sheriff,	
  2	
  Renegades,	
  3	
  Outlaws,	
  2	
  Deputies;	
  

Embaralhe	
  as	
  cartas	
  de	
  papéis	
  secretamente	
  e	
  distribua	
  uma	
  para	
  cada	
  jogador	
  
viradas	
  para	
  baixo.	
  
2.	
  O	
  Sheriff	
  deve	
  se	
  revela	
  deixando	
  sua	
  carta	
  aberta.	
  Todos	
  os	
  outros	
  jogadores	
  
devem	
  olhar	
  o	
  seu	
  papel,	
  mas	
  devem	
  mantê-­‐lo	
  em	
  segredo.	
  
3.	
   Embaralhe	
   as	
   cartas	
   de	
   personagens	
   secretamente	
   e	
   dê	
   uma	
   para	
   cada	
  
jogador.	
  Cada	
  jogador	
  agora	
  anuncia	
  o	
  nome	
  de	
  seu	
  personagem	
  e	
  lê	
  em	
  voz	
  alta	
  
a	
   sua	
   habilidade.	
   Cada	
   personagem	
   tem	
   algumas	
   habilidades	
   especiais,	
   que	
   os	
  
tornam	
  únicos.	
  
4.	
   Cada	
   jogador	
   deve	
   pegar	
   o	
   número	
   de	
   balas	
   conforme	
   apresentado	
   em	
   seu	
  
cartão	
  de	
  personagem.	
  O	
  Sheriff	
  joga	
  o	
  jogo	
  com	
  duas	
  balas	
  adicionais.	
  As	
  balas	
  
que	
  você	
   tem	
  são	
  os	
  seus	
  pontos	
  de	
  vida,	
  ou	
  seja,	
  quantas	
  vezes	
  você	
  pode	
  ser	
  
atingido	
  antes	
  de	
  ser	
  eliminado	
  do	
  jogo.	
  	
  Mantenha	
  todos	
  os	
  marcadores	
  de	
  balas	
  
restantes	
  em	
  uma	
  pilha	
  no	
  centro	
  da	
  mesa.	
  
5.	
   Mantenha	
   os	
   cartões	
   de	
   resumo	
   por	
   perto.	
   Você	
   pode	
   usá-­‐los	
   quando	
   você	
  
tiver	
  alguma	
  dúvida	
  sobre	
  os	
  resultados	
  dos	
  dados.	
  
6.	
  Coloque	
  as	
  nove	
  setas	
  em	
  uma	
  pilha	
  no	
  centro	
  da	
  mesa.	
  
7.	
  Coloque	
  os	
  papéis	
  de	
  personagens	
  restantes	
  de	
  volta	
  na	
  caixa.	
  
8.	
  O	
  Sheriff	
  	
  pega	
  os	
  cinco	
  dados	
  e	
  inicia	
  o	
  jogo.	
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O	
  Jogo	
  
O	
  jogo	
  acontece	
  em	
  turnos,	
  no	
  sentido	
  horário.	
  Em	
  seu	
  turno,	
  você	
  deve:	
  
•	
  Rolar	
  todos	
  os	
  cinco	
  dados	
  
•	
  Você	
  poderá	
  então	
  optar	
  por	
  manter	
  os	
  dados	
  ou	
  re-­‐rolar	
  alguns	
  ou	
  todos	
  eles	
  
até	
   duas	
   vezes.	
   Se	
   você	
   rolar	
   uma	
   terceira	
   vez,	
   você	
   pode	
   inclusive	
   re-­‐rolar	
  
quaisquer	
  dados	
  que	
  não	
  foram	
  re-­‐rolados	
  em	
  sua	
  segunda	
  rolagem.	
  	
  
•	
  Quando	
  estiver	
   satisfeito	
   com	
  o	
   resultado	
  da	
   sua	
   rolagem	
  de	
  dados	
   (ou	
   tiver	
  
acabado	
  suas	
  possibilidades	
  de	
  re-­‐rolagem),	
  deve-­‐se	
  resolver	
  os	
  resultados	
  dos	
  
dados.	
  
•	
  Seu	
  turno	
  acabou	
  e	
  o	
  jogo	
  passa	
  para	
  o	
  jogador	
  à	
  sua	
  esquerda.	
  	
  
Importante:	
  Qualquer	
  dinamite	
  rolada	
  não	
  pode	
  ser	
  re-­‐rolada	
  (veja	
  abaixo).	
  
Nota:	
   Qualquer	
   flecha	
   rolada	
   deve	
   ser	
   resolvida	
   imediatamente	
   após	
   cada	
  
rolagem	
  (veja	
  abaixo).	
  
	
  
Balas	
  e	
  Flechas	
  
A	
  menos	
  que	
  uma	
  habilidade	
  diga	
  o	
  contrário,	
  quando	
  você	
  ganha	
  um	
  ponto	
  de	
  
vida	
  (bala)	
  ou	
  uma	
   flecha,	
  você	
  deve	
  pega-­‐los	
  a	
  partir	
  da	
  pilha	
  central.	
  Se	
  você	
  
perder	
  um	
  ponto	
  de	
  vida	
  ou	
  seta,	
  deverá	
  devolvê-­‐lo	
  à	
  pilha.	
  
Você	
  pode	
  trocar	
  um	
  marcador	
  de	
  três	
  bala	
  por	
  três	
  marcadores	
  de	
  uma	
  bala	
  a	
  
qualquer	
  momento	
  (ou	
  vice-­‐versa).	
  
	
  
Os	
  Dados	
  
Os	
  dados	
  mostram	
  seis	
  símbolos	
  diferentes.	
  Os	
  símbolos	
  que	
  são	
  mostrados	
  em	
  
cada	
  face	
  possuem	
  efeitos	
  diferentes.	
  Você	
  deve	
  aplicar	
  todos	
  os	
  resultados	
  dos	
  
dados	
  na	
  ordem	
  indicada	
  abaixo.	
  Você	
  não	
  pode	
   ignorar	
  qualquer	
  dado	
  rolado:	
  
você	
  deve	
  usar	
  todos!	
  
	
  

	
  

1.	
  Flecha	
  Indiana:	
  Você	
  deve	
  resolver	
  esta	
   face	
   imediatamente	
  após	
  a	
  
rolagem	
  e	
  não	
  no	
  final	
  do	
  seu	
  turno.	
  Pegue	
  um	
  marcador	
  de	
  flecha	
  (um	
  
por	
  flecha	
  tirada)	
  e	
  mantenha	
  na	
  sua	
  frente.	
  Você	
  pode	
  rolar	
  este	
  dado	
  
novamente,	
   se	
   ainda	
   possuir	
   re-­‐rolagens	
   em	
   aberto.	
   Se	
   você	
   pegar	
   a	
  
última	
  flecha,	
  ocorrerá	
  o	
  ataque	
  dos	
  índios	
  e	
  cada	
  jogador	
  deverá	
  perde	
  
um	
  ponto	
  de	
  vida	
  para	
  cada	
  flecha	
  na	
  sua	
  frente.	
  Após	
  o	
  ataque,	
  todos	
  
os	
  jogadores	
  descartam	
  suas	
  flechas,	
  e	
  você	
  continua	
  sua	
  jogada.	
  

	
  

2.	
   Dinamite:	
   Este	
   dado	
   não	
   pode	
   ser	
   re-­‐rolado!	
   Se	
   você	
   rolar	
   três	
   ou	
  
mais	
  Dinamites,	
  sua	
  vez	
  termina	
  imediatamente	
  e	
  você	
  perde	
  um	
  ponto	
  
de	
  vida.	
  Mas,	
  todos	
  os	
  outros	
  resultados	
  dos	
  demais	
  dados	
  ainda	
  devem	
  
ser	
  resolvidos	
  normalmente.	
  

	
  

3A.	
  Bang	
  "1":	
  Escolha	
  o	
   jogador	
  ao	
  seu	
   lado	
  esquerdo	
  ou	
  direito.	
  Esse	
  
jogador	
  perde	
  um	
  ponto	
  de	
  vida.	
  

	
  

3B.	
  Bang	
   "2":	
   Escolha	
   o	
   jogador	
   exatamente	
   dois	
   lugares	
   ao	
   seu	
   lado	
  
esquerdo	
  ou	
  direito.	
  Esse	
  jogador	
  perde	
  um	
  ponto	
  de	
  vida.	
  Se	
  há	
  apenas	
  
dois	
  ou	
  três	
  jogadores	
  no	
  jogo,	
  tratar	
  isso	
  como	
  um	
  Bang	
  “1”.	
  
Importante:	
  os	
  resultados	
  “1”	
  e	
  “2”	
  são	
  resolvidos	
  ao	
  mesmo	
  tempo.	
  Ao	
  
contar	
  os	
  lugares,	
  não	
  inclua	
  jogadores	
  eliminados.	
  

	
  

5.	
  Cerveja:	
  Escolha	
  qualquer	
  jogador:	
  ele	
  ganha	
  um	
  ponto	
  de	
  vida.	
  Você	
  
pode	
  escolher	
  a	
  si	
  mesmo.	
  O	
  escolhido	
  nunca	
  pode	
  ter	
  mais	
  pontos	
  de	
  
vida	
  do	
  que	
  o	
  número	
  que	
  tinha	
  no	
  início	
  do	
  jogo.	
  Se	
  você	
  escolher	
  um	
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jogador	
   com	
   seus	
   pontos	
   máximos	
   de	
   vida,	
   este	
   resultado	
   é	
  
desperdiçado.	
  

	
  

6.	
  Metralhadora:	
  Se	
  você	
  rolar	
  três	
  ou	
  mais	
  Metralhadoras	
  você	
  ativar	
  
a	
   Metralhadora,	
   e	
   cada	
   um	
   dos	
   outros	
   jogadores	
   perde	
   um	
   ponto	
   de	
  
vida.	
  Além	
  disso,	
  você	
  descarta	
  todas	
  as	
  suas	
  flechas.	
  

	
  
Ficando	
  Sem	
  Pontos	
  de	
  Vida	
  -­‐	
  um	
  jogador	
  é	
  eliminado	
  
Se	
   você	
  perder	
   o	
   seu	
  último	
  ponto	
  de	
   vida,	
   você	
   está	
   fora	
  do	
   jogo.	
  Mostre	
   seu	
  
papel	
   para	
   todos	
   os	
   jogadores	
   e	
   descarte	
   todas	
   as	
   suas	
   flechas.	
   Se	
   você	
   foi	
  
eliminado,	
  você	
  não	
  pode	
  mais	
  participar	
  do	
   jogo.	
  Mas,	
   se	
  os	
  seus	
  parceiros	
  de	
  
equipe	
  vencerem,	
  você	
  também	
  vence!	
  
	
  
Fim	
  de	
  Jogo	
  
O	
  jogo	
  termina	
  imediatamente	
  se:	
  
a)	
   O	
   Sheriff	
   for	
   eliminado:	
   Se	
   um	
   Renegade	
   é	
   o	
   único	
   vivo,	
   ele	
   vence.	
   Caso	
  
contrário,	
  todos	
  os	
  Outlaws	
  vencem	
  como	
  equipe.	
  
b)	
   Todos	
   os	
   bandidos	
   e	
   renegados	
   são	
   eliminados:	
   O	
   Sheriff	
   e	
   todos	
   os	
  
Deputies	
  vencem	
  como	
  equipe.	
  
Nota:	
  Em	
  um	
  jogo	
  com	
  8	
  jogadores,	
  cada	
  um	
  dos	
  dois	
  Renegades	
  joga	
  por	
  conta	
  
própria,	
   e	
   ganha	
   somente	
   se	
   ele	
   for	
   o	
   último	
   jogador	
   vivo.	
   Se,	
   na	
   fase	
   final	
   do	
  
jogo,	
   o	
   Sheriff	
   é	
   confrontado	
   por	
   dois	
   Renegades	
   e	
   o	
   Sheriff	
   é	
   eliminado	
   em	
  
primeiro	
  lugar,	
  os	
  Outlaws	
  vencem!	
  
	
  
Exemplo	
  1:	
  todos	
  os	
  Outlaws	
  foram	
  eliminados,	
  mas	
  um	
  Renegade	
  ainda	
  está	
  em	
  
jogo.	
  Neste	
  caso,	
  o	
  jogo	
  continua.	
  O	
  Renegade	
  tem	
  agora	
  que	
  enfrentar	
  o	
  Sheriff	
  e	
  
seus	
  Deputies	
  para	
  vencer.	
  
Exemplo	
  2:	
  O	
  Sheriff	
  é	
  eliminado,	
  mas	
  todos	
  os	
  Outlaws	
  já	
  foram	
  eliminados	
  e	
  um	
  
Deputy	
   e	
   um	
   Renegade	
   ainda	
   estão	
   em	
   jogo.	
   O	
   jogo	
   termina	
   com	
   os	
   Outlaws	
  
vencendo!	
  Eles	
  atingiram	
  seu	
  objetivo	
  com	
  o	
  custo	
  de	
  suas	
  próprias	
  vidas!	
  	
  
Exemplo	
   3:	
   Todos	
   os	
   jogadores	
   são	
   eliminados	
   ao	
   mesmo	
   tempo.	
   Outlaws	
  
vencem!	
  
	
  
Regra	
  especial	
  para	
  3	
  Jogadores	
  
Embaralhe	
  secretamente	
  as	
  três	
  seguintes	
  funções:	
  Deputy,	
  Outlaw,	
  e	
  Renegade.	
  
Distribua	
  aleatoriamente	
  uma	
  para	
  cada	
  jogador,	
  mas	
  colocando-­‐as	
  de	
  face	
  para	
  
cima	
  na	
  mesa.	
  Todo	
  mundo	
  saberá	
  o	
  papel	
  de	
  todos	
  os	
  três	
  jogadores.	
  O	
  objetivo	
  
de	
  cada	
  jogador	
  é	
  determinado	
  pelo	
  seu	
  papel:	
  

•	
  o	
  Deputy	
  deve	
  eliminar	
  o	
  Renegade;	
  
•	
  o	
  Renegade	
  deve	
  eliminar	
  o	
  Outlaw;	
  	
  
•	
  o	
  Outlaw	
  deve	
  eliminar	
  o	
  Deputy;	
  

O	
  jogo	
  segue	
  com	
  as	
  demais	
  regras	
  inalteradas	
  iniciando	
  o	
  primeiro	
  turno	
  com	
  o	
  
Deputy.	
  Vence	
  aquele	
  que	
  alcançar	
  seu	
  objetivo	
  fazendo	
  com	
  que	
  seu	
  alvo	
  	
  perca	
  
seu	
  último	
  ponto	
  de	
  vida	
  (por	
  exemplo,	
  se	
  você	
  for	
  o	
  Deputy	
  deve	
  pessoalmente	
  
eliminar	
   o	
  Renegade).	
   Se	
   outro	
   jogador	
   desferir	
   o	
   golpe	
   final,	
   então	
   o	
   objetivo	
  
para	
  ambos	
  os	
  sobreviventes	
  é	
  ser	
  o	
  último	
  homem	
  sobrevivente.	
  Por	
  exemplo,	
  
se	
   o	
   Outlaw	
   elimina	
   o	
   Renegade,	
   então,	
   o	
   Deputy	
   não	
   venceu,	
   ele	
   agora	
   deve	
  
eliminar	
  o	
  Outlaw,	
  que	
  deve	
  por	
  sua	
  vez,	
  eliminar	
  o	
  Deputy,	
  a	
  fim	
  de	
  vencer.	
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Os	
  Personagens	
  
	
  

	
  

BART CASSIDY (8) 
Você pode pegar uma Flecha ao invés de perder 1 Vida 
(exceto para os Índios, Dinamite ou se for a última flecha da 
pilha). 

	
  

BLACK JACK (8) 
Você pode re-rolar a Dinamite (se não rolar três ou mais). Se 
você tirar 3 ou mais Dinamites o jogo segue com as regras 
normais. 
	
  

	
  

CALAMITY JANET (8) 
Você pode usar o Bang 1 como Bang 2 e vice-versa. 
	
  

	
  

EL GRINGO (7) 
Quando um outro jogador fizer você perder 1 vida, ele deve 
pegar uma Flecha. 

	
  

JESSE JONES (9) 
Se você tiver quatro ou menos de vida a Cerveja tem o efeito 
dobrado se usada em você mesmo. 

	
  

JOURDONNAIS (7) 
Você nunca perde mais que 1 de vida para os Índios. 

	
  

KIT CARLSON (7) 
Para cada Metralhadora você pode descartar uma Flecha de 
qualquer jogador. Se você tirar 3 metralhadoras poderá 
descartar todas suas flechas mais 3 flechas de outro jogador. 

	
  

LUCKY DUKE (8) 
Você pode re-rolar uma vez a mais os dados. Ou seja, você 
poderá rolar até 4 vezes os dados em seu turno. 

	
  

PAUL REGRET (9) 
Você nunca perde Vida para a Metralhadora. 

BART CASSIDY (8)
You may take an arrow instead of losing a life 

point (except to Indians or Dynamite).

You cannot use this ability if you lose a life point 
to Indian or Dynamite, only for      ,      , or Gatling 
Guns. You may not use this ability to take the last 
arrow remaining in the pile.

BLACK JACK (8)
You may re-roll (not if you roll three or more!).

 If you roll three or more Dynamite at once (or in 
total if you didn’t re-roll them), follow the usual 
rules (your turn ends, etc.).

CALAMITY JANET (8)
You can use  as     and vice-versa.

EL GRINGO (7)
When a player makes you lose one or more life 

points, he must take an arrow.

Life points lost to Indians or Dynamite are not affected.

JESSE JONES (9)
 If you have four life points or less, you gain two if you 

use  for yourself.

For example, if you have four life points and use 
two beers, you get four life points.

JOURDONNAIS (7)
You never lose more than one life point to Indians.

KIT CARLSON (7)
For each  you may discard one arrow from 

any player.

You may choose to discard your own arrows. If you 
roll three , you discard all your own arrows, 
plus three from any player(s) (of course, you still 
deal one damage to each other player).

LUCKY DUKE (8)
You may make one extra re-roll.

You may roll the dice a total of four times on your turn.

PAUL REGRET (9)
You never lose life points to the Gatling Gun.

PEDRO RAMIREZ (8)
Each time you lose a life point, you may discard 

one of your arrows.

You still lose the life point when you use this ability.

ROSE DOOLAN (9)
You may use  or     for players sitting one place 

further.

With  you may hit a player sitting up to two 
places away, and with   you may hit a player 
sitting two or three places away.

SID KETCHUM (8)
At the beginning of your turn, any player of your 

choice gains one life point.

You may also choose yourself.

SLAB THE KILLER (8)
Once per turn, you can use a  to double a      or       .

The dice you double takes two life points away from 
the same player (you can’t choose two different 
players). The  in this case does not provide any 
life points.

SUZY LAFAYETTE (8)
If you didn’t roll any or      , you gain two life points.

This only applies at the end of your turn, not during 
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The game plays as usual, with the Deputy taking the fi rst turn. You win as soon as you reach your goal if you cause your target 
to lose his last life point (e.g., as the Deputy you must personally eliminate the Renegade). If the other player dealt the fi nal 

hit, then the goal for both survivors is to be the last man standing. For example, if the Outlaw eliminated the Renegade, then the 

Deputy did not win—he must now eliminate the Outlaw, who must in turn eliminate the Deputy in order to win.
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BLACK JACK (8)
You may re-roll (not if you roll three or more!).

 If you roll three or more Dynamite at once (or in 
total if you didn’t re-roll them), follow the usual 
rules (your turn ends, etc.).
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Each time another player is eliminated, you gain 
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WILLY THE KID (8)
You only need  to use the Gatling Gun.

You can activate the Gatling Gun only once per turn, 
even if you roll more than two     results.
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to lose his last life point (e.g., as the Deputy you must personally eliminate the Renegade). If the other player dealt the fi nal 
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 If you roll three or more Dynamite at once (or in 
total if you didn’t re-roll them), follow the usual 
rules (your turn ends, etc.).
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even if you roll more than two     results.
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Shuffl e these three roles: Deputy, Outlaw, and Renegade. Give one of them randomly to each player, but place them face up 
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Deputy did not win—he must now eliminate the Outlaw, who must in turn eliminate the Deputy in order to win.

THE CHARACTERS

Game idea: Michael Palm, Lukas Zach

Development: Roberto Corbelli, Sergio Roscini, Emiliano Sciarra

Artworks: Riccardo Pieruccini

Colors: Andrea Medri

Design: Lucia Roscini

English rules editing: Roberto Corbelli, William Niebling

Thanks to all the play-testers, to their gaming groups and to all the players, for all the precious suggestions. Special thanks to Andrea 

Gambelunghe. The designers wish to thank especially Alex, Arne, Babs, Philipp, Sebastian, Thilini and Tom.

BANG!
®

 The Dice Game

Copyright © MMXIII

daVinci Editrice S.r.l.

Via C. Bozza, 8

06073 - Corciano - Italy

All rights reserved.

®

BART CASSIDY (8)
You may take an arrow instead of losing a life 

point (except to Indians or Dynamite).

You cannot use this ability if you lose a life point 
to Indian or Dynamite, only for      ,      , or Gatling 
Guns. You may not use this ability to take the last 
arrow remaining in the pile.

BLACK JACK (8)
You may re-roll (not if you roll three or more!).

 If you roll three or more Dynamite at once (or in 
total if you didn’t re-roll them), follow the usual 
rules (your turn ends, etc.).

CALAMITY JANET (8)
You can use  as     and vice-versa.

EL GRINGO (7)
When a player makes you lose one or more life 

points, he must take an arrow.

Life points lost to Indians or Dynamite are not affected.

JESSE JONES (9)
 If you have four life points or less, you gain two if you 

use  for yourself.

For example, if you have four life points and use 
two beers, you get four life points.

JOURDONNAIS (7)
You never lose more than one life point to Indians.

KIT CARLSON (7)
For each  you may discard one arrow from 

any player.

You may choose to discard your own arrows. If you 
roll three , you discard all your own arrows, 
plus three from any player(s) (of course, you still 
deal one damage to each other player).

LUCKY DUKE (8)
You may make one extra re-roll.

You may roll the dice a total of four times on your turn.

PAUL REGRET (9)
You never lose life points to the Gatling Gun.

PEDRO RAMIREZ (8)
Each time you lose a life point, you may discard 

one of your arrows.

You still lose the life point when you use this ability.

ROSE DOOLAN (9)
You may use  or     for players sitting one place 

further.

With  you may hit a player sitting up to two 
places away, and with   you may hit a player 
sitting two or three places away.

SID KETCHUM (8)
At the beginning of your turn, any player of your 

choice gains one life point.

You may also choose yourself.

SLAB THE KILLER (8)
Once per turn, you can use a  to double a      or       .

The dice you double takes two life points away from 
the same player (you can’t choose two different 
players). The  in this case does not provide any 
life points.

SUZY LAFAYETTE (8)
If you didn’t roll any or      , you gain two life points.

This only applies at the end of your turn, not during 
your re-rolls.

VULTURE SAM (9)
Each time another player is eliminated, you gain 

two life points.

WILLY THE KID (8)
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CALAMITY JANET (8)
You can use  as     and vice-versa.

EL GRINGO (7)
When a player makes you lose one or more life 

points, he must take an arrow.

Life points lost to Indians or Dynamite are not affected.

JESSE JONES (9)
 If you have four life points or less, you gain two if you 

use  for yourself.

For example, if you have four life points and use 
two beers, you get four life points.

JOURDONNAIS (7)
You never lose more than one life point to Indians.

KIT CARLSON (7)
For each  you may discard one arrow from 

any player.

You may choose to discard your own arrows. If you 
roll three , you discard all your own arrows, 
plus three from any player(s) (of course, you still 
deal one damage to each other player).

LUCKY DUKE (8)
You may make one extra re-roll.

You may roll the dice a total of four times on your turn.

PAUL REGRET (9)
You never lose life points to the Gatling Gun.

PEDRO RAMIREZ (8)
Each time you lose a life point, you may discard 

one of your arrows.

You still lose the life point when you use this ability.

ROSE DOOLAN (9)
You may use  or     for players sitting one place 

further.

With  you may hit a player sitting up to two 
places away, and with   you may hit a player 
sitting two or three places away.

SID KETCHUM (8)
At the beginning of your turn, any player of your 

choice gains one life point.

You may also choose yourself.

SLAB THE KILLER (8)
Once per turn, you can use a  to double a      or       .

The dice you double takes two life points away from 
the same player (you can’t choose two different 
players). The  in this case does not provide any 
life points.

SUZY LAFAYETTE (8)
If you didn’t roll any or      , you gain two life points.

This only applies at the end of your turn, not during 
your re-rolls.

VULTURE SAM (9)
Each time another player is eliminated, you gain 

two life points.

WILLY THE KID (8)
You only need  to use the Gatling Gun.

You can activate the Gatling Gun only once per turn, 
even if you roll more than two     results.

Special Rules for 3-Players
Shuffl e these three roles: Deputy, Outlaw, and Renegade. Give one of them randomly to each player, but place them face up 

on the table. Everyone knows the role of all three players. The goal of each player is determined by his role:

• the Deputy must eliminate the Renegade;

• the Renegade must eliminate the Outlaw;

• the Outlaw must eliminate the Deputy.

The game plays as usual, with the Deputy taking the fi rst turn. You win as soon as you reach your goal if you cause your target 
to lose his last life point (e.g., as the Deputy you must personally eliminate the Renegade). If the other player dealt the fi nal 

hit, then the goal for both survivors is to be the last man standing. For example, if the Outlaw eliminated the Renegade, then the 

Deputy did not win—he must now eliminate the Outlaw, who must in turn eliminate the Deputy in order to win.
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You may take an arrow instead of losing a life 

point (except to Indians or Dynamite).

You cannot use this ability if you lose a life point 
to Indian or Dynamite, only for      ,      , or Gatling 
Guns. You may not use this ability to take the last 
arrow remaining in the pile.

BLACK JACK (8)
You may re-roll (not if you roll three or more!).

 If you roll three or more Dynamite at once (or in 
total if you didn’t re-roll them), follow the usual 
rules (your turn ends, etc.).

CALAMITY JANET (8)
You can use  as     and vice-versa.
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When a player makes you lose one or more life 

points, he must take an arrow.

Life points lost to Indians or Dynamite are not affected.

JESSE JONES (9)
 If you have four life points or less, you gain two if you 

use  for yourself.

For example, if you have four life points and use 
two beers, you get four life points.

JOURDONNAIS (7)
You never lose more than one life point to Indians.

KIT CARLSON (7)
For each  you may discard one arrow from 
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You may choose to discard your own arrows. If you 
roll three , you discard all your own arrows, 
plus three from any player(s) (of course, you still 
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You may make one extra re-roll.

You may roll the dice a total of four times on your turn.

PAUL REGRET (9)
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one of your arrows.
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You may use  or     for players sitting one place 

further.

With  you may hit a player sitting up to two 
places away, and with   you may hit a player 
sitting two or three places away.

SID KETCHUM (8)
At the beginning of your turn, any player of your 

choice gains one life point.

You may also choose yourself.

SLAB THE KILLER (8)
Once per turn, you can use a  to double a      or       .

The dice you double takes two life points away from 
the same player (you can’t choose two different 
players). The  in this case does not provide any 
life points.

SUZY LAFAYETTE (8)
If you didn’t roll any or      , you gain two life points.

This only applies at the end of your turn, not during 
your re-rolls.

VULTURE SAM (9)
Each time another player is eliminated, you gain 

two life points.

WILLY THE KID (8)
You only need  to use the Gatling Gun.

You can activate the Gatling Gun only once per turn, 
even if you roll more than two     results.

Special Rules for 3-Players
Shuffl e these three roles: Deputy, Outlaw, and Renegade. Give one of them randomly to each player, but place them face up 

on the table. Everyone knows the role of all three players. The goal of each player is determined by his role:

• the Deputy must eliminate the Renegade;

• the Renegade must eliminate the Outlaw;

• the Outlaw must eliminate the Deputy.

The game plays as usual, with the Deputy taking the fi rst turn. You win as soon as you reach your goal if you cause your target 
to lose his last life point (e.g., as the Deputy you must personally eliminate the Renegade). If the other player dealt the fi nal 

hit, then the goal for both survivors is to be the last man standing. For example, if the Outlaw eliminated the Renegade, then the 

Deputy did not win—he must now eliminate the Outlaw, who must in turn eliminate the Deputy in order to win.
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PEDRO RAMIREZ (8) 
Cada vez que você perder 1 Vida, você pode descartar uma 
de suas Flechas. 

	
  

ROSE DOOLAN (9) 
Os seus “Bangs” podem acertar alguém a uma distância a 
mais. Bang 1 = 2 lugares de distância e Bang 2 = 3 lugares de 
distância. 

 

SID KETCHUM (8) 
No início da sua vez, escolha um jogador para ganhar 1 vida. 
Você também pode escolher a si mesmo. 

	
  

SLAB THE KILLER (8) 
Uma vez por turno, você pode usar uma Cerveja para dobrar 
o dano de um “Bang” ao invés do efeito normal. O dado que 
você escolher irá tirar 2 pontos de vida de um mesmo 
jogador.  

	
  

SUZY LAFAYETTE (8) 
No final do seu turno, ganhe 2 vida se você não rolou 
nenhum “Bang”. Apenas no final do turno e não na fase de re-
rolagem. 

	
  

VULTURE SAM (9) 
Ganhe 2 vida sempre que um outro jogador for eliminado. 
	
  

	
  

WILLY THE KID (8) 
Você precisa de apenas 2 dados de Metralhadoras para ter 
seu efeito. Você só poderá ativar a metralhadora uma vez por 
turno mesmo que seu resultado seja acima de 2 dados de 
metralhadora. 
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BART CASSIDY (8)
You may take an arrow instead of losing a life 

point (except to Indians or Dynamite).

You cannot use this ability if you lose a life point 
to Indian or Dynamite, only for      ,      , or Gatling 
Guns. You may not use this ability to take the last 
arrow remaining in the pile.

BLACK JACK (8)
You may re-roll (not if you roll three or more!).

 If you roll three or more Dynamite at once (or in 
total if you didn’t re-roll them), follow the usual 
rules (your turn ends, etc.).

CALAMITY JANET (8)
You can use  as     and vice-versa.

EL GRINGO (7)
When a player makes you lose one or more life 

points, he must take an arrow.

Life points lost to Indians or Dynamite are not affected.

JESSE JONES (9)
 If you have four life points or less, you gain two if you 

use  for yourself.

For example, if you have four life points and use 
two beers, you get four life points.

JOURDONNAIS (7)
You never lose more than one life point to Indians.

KIT CARLSON (7)
For each  you may discard one arrow from 

any player.

You may choose to discard your own arrows. If you 
roll three , you discard all your own arrows, 
plus three from any player(s) (of course, you still 
deal one damage to each other player).

LUCKY DUKE (8)
You may make one extra re-roll.

You may roll the dice a total of four times on your turn.

PAUL REGRET (9)
You never lose life points to the Gatling Gun.

PEDRO RAMIREZ (8)
Each time you lose a life point, you may discard 

one of your arrows.

You still lose the life point when you use this ability.

ROSE DOOLAN (9)
You may use  or     for players sitting one place 

further.

With  you may hit a player sitting up to two 
places away, and with   you may hit a player 
sitting two or three places away.

SID KETCHUM (8)
At the beginning of your turn, any player of your 

choice gains one life point.

You may also choose yourself.

SLAB THE KILLER (8)
Once per turn, you can use a  to double a      or       .

The dice you double takes two life points away from 
the same player (you can’t choose two different 
players). The  in this case does not provide any 
life points.

SUZY LAFAYETTE (8)
If you didn’t roll any or      , you gain two life points.

This only applies at the end of your turn, not during 
your re-rolls.

VULTURE SAM (9)
Each time another player is eliminated, you gain 

two life points.

WILLY THE KID (8)
You only need  to use the Gatling Gun.

You can activate the Gatling Gun only once per turn, 
even if you roll more than two     results.

Special Rules for 3-Players
Shuffl e these three roles: Deputy, Outlaw, and Renegade. Give one of them randomly to each player, but place them face up 

on the table. Everyone knows the role of all three players. The goal of each player is determined by his role:

• the Deputy must eliminate the Renegade;

• the Renegade must eliminate the Outlaw;

• the Outlaw must eliminate the Deputy.

The game plays as usual, with the Deputy taking the fi rst turn. You win as soon as you reach your goal if you cause your target 
to lose his last life point (e.g., as the Deputy you must personally eliminate the Renegade). If the other player dealt the fi nal 

hit, then the goal for both survivors is to be the last man standing. For example, if the Outlaw eliminated the Renegade, then the 

Deputy did not win—he must now eliminate the Outlaw, who must in turn eliminate the Deputy in order to win.
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Game idea: Michael Palm, Lukas Zach
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BART CASSIDY (8)
You may take an arrow instead of losing a life 

point (except to Indians or Dynamite).

You cannot use this ability if you lose a life point 
to Indian or Dynamite, only for      ,      , or Gatling 
Guns. You may not use this ability to take the last 
arrow remaining in the pile.

BLACK JACK (8)
You may re-roll (not if you roll three or more!).

 If you roll three or more Dynamite at once (or in 
total if you didn’t re-roll them), follow the usual 
rules (your turn ends, etc.).

CALAMITY JANET (8)
You can use  as     and vice-versa.

EL GRINGO (7)
When a player makes you lose one or more life 

points, he must take an arrow.

Life points lost to Indians or Dynamite are not affected.

JESSE JONES (9)
 If you have four life points or less, you gain two if you 

use  for yourself.

For example, if you have four life points and use 
two beers, you get four life points.

JOURDONNAIS (7)
You never lose more than one life point to Indians.

KIT CARLSON (7)
For each  you may discard one arrow from 

any player.

You may choose to discard your own arrows. If you 
roll three , you discard all your own arrows, 
plus three from any player(s) (of course, you still 
deal one damage to each other player).

LUCKY DUKE (8)
You may make one extra re-roll.

You may roll the dice a total of four times on your turn.

PAUL REGRET (9)
You never lose life points to the Gatling Gun.

PEDRO RAMIREZ (8)
Each time you lose a life point, you may discard 

one of your arrows.

You still lose the life point when you use this ability.

ROSE DOOLAN (9)
You may use  or     for players sitting one place 

further.

With  you may hit a player sitting up to two 
places away, and with   you may hit a player 
sitting two or three places away.

SID KETCHUM (8)
At the beginning of your turn, any player of your 

choice gains one life point.

You may also choose yourself.

SLAB THE KILLER (8)
Once per turn, you can use a  to double a      or       .

The dice you double takes two life points away from 
the same player (you can’t choose two different 
players). The  in this case does not provide any 
life points.

SUZY LAFAYETTE (8)
If you didn’t roll any or      , you gain two life points.

This only applies at the end of your turn, not during 
your re-rolls.

VULTURE SAM (9)
Each time another player is eliminated, you gain 

two life points.

WILLY THE KID (8)
You only need  to use the Gatling Gun.

You can activate the Gatling Gun only once per turn, 
even if you roll more than two     results.

Special Rules for 3-Players
Shuffl e these three roles: Deputy, Outlaw, and Renegade. Give one of them randomly to each player, but place them face up 

on the table. Everyone knows the role of all three players. The goal of each player is determined by his role:

• the Deputy must eliminate the Renegade;

• the Renegade must eliminate the Outlaw;

• the Outlaw must eliminate the Deputy.

The game plays as usual, with the Deputy taking the fi rst turn. You win as soon as you reach your goal if you cause your target 
to lose his last life point (e.g., as the Deputy you must personally eliminate the Renegade). If the other player dealt the fi nal 

hit, then the goal for both survivors is to be the last man standing. For example, if the Outlaw eliminated the Renegade, then the 

Deputy did not win—he must now eliminate the Outlaw, who must in turn eliminate the Deputy in order to win.
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BART CASSIDY (8)
You may take an arrow instead of losing a life 

point (except to Indians or Dynamite).

You cannot use this ability if you lose a life point 
to Indian or Dynamite, only for      ,      , or Gatling 
Guns. You may not use this ability to take the last 
arrow remaining in the pile.

BLACK JACK (8)
You may re-roll (not if you roll three or more!).

 If you roll three or more Dynamite at once (or in 
total if you didn’t re-roll them), follow the usual 
rules (your turn ends, etc.).

CALAMITY JANET (8)
You can use  as     and vice-versa.

EL GRINGO (7)
When a player makes you lose one or more life 

points, he must take an arrow.

Life points lost to Indians or Dynamite are not affected.

JESSE JONES (9)
 If you have four life points or less, you gain two if you 

use  for yourself.

For example, if you have four life points and use 
two beers, you get four life points.

JOURDONNAIS (7)
You never lose more than one life point to Indians.

KIT CARLSON (7)
For each  you may discard one arrow from 

any player.

You may choose to discard your own arrows. If you 
roll three , you discard all your own arrows, 
plus three from any player(s) (of course, you still 
deal one damage to each other player).

LUCKY DUKE (8)
You may make one extra re-roll.

You may roll the dice a total of four times on your turn.

PAUL REGRET (9)
You never lose life points to the Gatling Gun.

PEDRO RAMIREZ (8)
Each time you lose a life point, you may discard 

one of your arrows.

You still lose the life point when you use this ability.

ROSE DOOLAN (9)
You may use  or     for players sitting one place 

further.

With  you may hit a player sitting up to two 
places away, and with   you may hit a player 
sitting two or three places away.

SID KETCHUM (8)
At the beginning of your turn, any player of your 

choice gains one life point.

You may also choose yourself.

SLAB THE KILLER (8)
Once per turn, you can use a  to double a      or       .

The dice you double takes two life points away from 
the same player (you can’t choose two different 
players). The  in this case does not provide any 
life points.

SUZY LAFAYETTE (8)
If you didn’t roll any or      , you gain two life points.

This only applies at the end of your turn, not during 
your re-rolls.

VULTURE SAM (9)
Each time another player is eliminated, you gain 

two life points.

WILLY THE KID (8)
You only need  to use the Gatling Gun.

You can activate the Gatling Gun only once per turn, 
even if you roll more than two     results.

Special Rules for 3-Players
Shuffl e these three roles: Deputy, Outlaw, and Renegade. Give one of them randomly to each player, but place them face up 

on the table. Everyone knows the role of all three players. The goal of each player is determined by his role:

• the Deputy must eliminate the Renegade;

• the Renegade must eliminate the Outlaw;

• the Outlaw must eliminate the Deputy.

The game plays as usual, with the Deputy taking the fi rst turn. You win as soon as you reach your goal if you cause your target 
to lose his last life point (e.g., as the Deputy you must personally eliminate the Renegade). If the other player dealt the fi nal 

hit, then the goal for both survivors is to be the last man standing. For example, if the Outlaw eliminated the Renegade, then the 

Deputy did not win—he must now eliminate the Outlaw, who must in turn eliminate the Deputy in order to win.
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BART CASSIDY (8)
You may take an arrow instead of losing a life 

point (except to Indians or Dynamite).

You cannot use this ability if you lose a life point 
to Indian or Dynamite, only for      ,      , or Gatling 
Guns. You may not use this ability to take the last 
arrow remaining in the pile.

BLACK JACK (8)
You may re-roll (not if you roll three or more!).

 If you roll three or more Dynamite at once (or in 
total if you didn’t re-roll them), follow the usual 
rules (your turn ends, etc.).

CALAMITY JANET (8)
You can use  as     and vice-versa.

EL GRINGO (7)
When a player makes you lose one or more life 

points, he must take an arrow.

Life points lost to Indians or Dynamite are not affected.

JESSE JONES (9)
 If you have four life points or less, you gain two if you 

use  for yourself.

For example, if you have four life points and use 
two beers, you get four life points.

JOURDONNAIS (7)
You never lose more than one life point to Indians.

KIT CARLSON (7)
For each  you may discard one arrow from 

any player.

You may choose to discard your own arrows. If you 
roll three , you discard all your own arrows, 
plus three from any player(s) (of course, you still 
deal one damage to each other player).

LUCKY DUKE (8)
You may make one extra re-roll.

You may roll the dice a total of four times on your turn.

PAUL REGRET (9)
You never lose life points to the Gatling Gun.

PEDRO RAMIREZ (8)
Each time you lose a life point, you may discard 

one of your arrows.

You still lose the life point when you use this ability.

ROSE DOOLAN (9)
You may use  or     for players sitting one place 

further.

With  you may hit a player sitting up to two 
places away, and with   you may hit a player 
sitting two or three places away.

SID KETCHUM (8)
At the beginning of your turn, any player of your 

choice gains one life point.

You may also choose yourself.

SLAB THE KILLER (8)
Once per turn, you can use a  to double a      or       .

The dice you double takes two life points away from 
the same player (you can’t choose two different 
players). The  in this case does not provide any 
life points.

SUZY LAFAYETTE (8)
If you didn’t roll any or      , you gain two life points.

This only applies at the end of your turn, not during 
your re-rolls.

VULTURE SAM (9)
Each time another player is eliminated, you gain 

two life points.

WILLY THE KID (8)
You only need  to use the Gatling Gun.

You can activate the Gatling Gun only once per turn, 
even if you roll more than two     results.

Special Rules for 3-Players
Shuffl e these three roles: Deputy, Outlaw, and Renegade. Give one of them randomly to each player, but place them face up 

on the table. Everyone knows the role of all three players. The goal of each player is determined by his role:

• the Deputy must eliminate the Renegade;

• the Renegade must eliminate the Outlaw;

• the Outlaw must eliminate the Deputy.

The game plays as usual, with the Deputy taking the fi rst turn. You win as soon as you reach your goal if you cause your target 
to lose his last life point (e.g., as the Deputy you must personally eliminate the Renegade). If the other player dealt the fi nal 

hit, then the goal for both survivors is to be the last man standing. For example, if the Outlaw eliminated the Renegade, then the 

Deputy did not win—he must now eliminate the Outlaw, who must in turn eliminate the Deputy in order to win.

THE CHARACTERS

Game idea: Michael Palm, Lukas Zach

Development: Roberto Corbelli, Sergio Roscini, Emiliano Sciarra

Artworks: Riccardo Pieruccini

Colors: Andrea Medri

Design: Lucia Roscini

English rules editing: Roberto Corbelli, William Niebling

Thanks to all the play-testers, to their gaming groups and to all the players, for all the precious suggestions. Special thanks to Andrea 

Gambelunghe. The designers wish to thank especially Alex, Arne, Babs, Philipp, Sebastian, Thilini and Tom.

BANG!
®

 The Dice Game

Copyright © MMXIII

daVinci Editrice S.r.l.

Via C. Bozza, 8

06073 - Corciano - Italy

All rights reserved.

®

BART CASSIDY (8)
You may take an arrow instead of losing a life 

point (except to Indians or Dynamite).

You cannot use this ability if you lose a life point 
to Indian or Dynamite, only for      ,      , or Gatling 
Guns. You may not use this ability to take the last 
arrow remaining in the pile.

BLACK JACK (8)
You may re-roll (not if you roll three or more!).

 If you roll three or more Dynamite at once (or in 
total if you didn’t re-roll them), follow the usual 
rules (your turn ends, etc.).

CALAMITY JANET (8)
You can use  as     and vice-versa.

EL GRINGO (7)
When a player makes you lose one or more life 

points, he must take an arrow.

Life points lost to Indians or Dynamite are not affected.

JESSE JONES (9)
 If you have four life points or less, you gain two if you 

use  for yourself.

For example, if you have four life points and use 
two beers, you get four life points.

JOURDONNAIS (7)
You never lose more than one life point to Indians.

KIT CARLSON (7)
For each  you may discard one arrow from 

any player.

You may choose to discard your own arrows. If you 
roll three , you discard all your own arrows, 
plus three from any player(s) (of course, you still 
deal one damage to each other player).

LUCKY DUKE (8)
You may make one extra re-roll.

You may roll the dice a total of four times on your turn.

PAUL REGRET (9)
You never lose life points to the Gatling Gun.

PEDRO RAMIREZ (8)
Each time you lose a life point, you may discard 

one of your arrows.

You still lose the life point when you use this ability.

ROSE DOOLAN (9)
You may use  or     for players sitting one place 

further.

With  you may hit a player sitting up to two 
places away, and with   you may hit a player 
sitting two or three places away.

SID KETCHUM (8)
At the beginning of your turn, any player of your 

choice gains one life point.

You may also choose yourself.

SLAB THE KILLER (8)
Once per turn, you can use a  to double a      or       .

The dice you double takes two life points away from 
the same player (you can’t choose two different 
players). The  in this case does not provide any 
life points.

SUZY LAFAYETTE (8)
If you didn’t roll any or      , you gain two life points.

This only applies at the end of your turn, not during 
your re-rolls.

VULTURE SAM (9)
Each time another player is eliminated, you gain 

two life points.

WILLY THE KID (8)
You only need  to use the Gatling Gun.

You can activate the Gatling Gun only once per turn, 
even if you roll more than two     results.

Special Rules for 3-Players
Shuffl e these three roles: Deputy, Outlaw, and Renegade. Give one of them randomly to each player, but place them face up 

on the table. Everyone knows the role of all three players. The goal of each player is determined by his role:

• the Deputy must eliminate the Renegade;

• the Renegade must eliminate the Outlaw;

• the Outlaw must eliminate the Deputy.

The game plays as usual, with the Deputy taking the fi rst turn. You win as soon as you reach your goal if you cause your target 
to lose his last life point (e.g., as the Deputy you must personally eliminate the Renegade). If the other player dealt the fi nal 

hit, then the goal for both survivors is to be the last man standing. For example, if the Outlaw eliminated the Renegade, then the 

Deputy did not win—he must now eliminate the Outlaw, who must in turn eliminate the Deputy in order to win.
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