Gunfight at the
piano factory
RULES
Tired of seeing his pianos destroyed in
saloon brawls, Tack, the largest piano maker
in the Wild West, breaks down.
His pianos are now made of iron, and
impressive robots emerge from his
workshops ready to battle.

0‐4 players
30 minutes
10+ years old

A game from :
Robin Denaux
Illustrated by :
Aww782

Components
15 weapon cards

7 team cards

for shooting.

with abilities.

15 obstacle cards

5 crate cards /
discards.

to hide yourself.

A rulebook
that you probably have in your hands.

Presentation of the game
You play as a group of cowboys trying to stop Tack (a
piano maker gone mad), as there is a bounty on his
head.
The goal of the game is to be the last one to get a
cowboy alive!
Use your guns to shoot the troublemakers, and your
obstacles to deﬂect their shots.
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The confrontation takes place in Tack's workshop,
expect to see the balls ricochet, and to play cards
with surprising eﬀects!

Setting up
The application
Téléchargez l'appication

On a phone, download the "Gunﬁght at the piano
factory" application from the PlayStore or AppStore.
1
For a ﬁrst game:
1 Do not set a time limit.
2 Don't enable events.

2
3

3 Just create one team per player.
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The game table
1 Put the phone between the players.
2 Create ﬁve stacks consisting of a crate card on
top, three weapons and three obstacles.
Deal one to each player and set the others aside.
3 Deal one team card per player (excluding Tack
and Bot).

Teams selection
When the application says so, use your team card to
join the game.
Choose whether you want to play with or without
the power of your card (the back of the card has 3
lives and no power).
Scan the chosen side, orienting it so that the team is
facing you (see page 8: Playing a card).

The cards
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Turn over the lid of your crate, and take the
contents in your hand.
The played cards are discarded face down on the
turned over lid card (one discard per player).
You can use the "Card Explanation" button in the
application to access very short videos presenting
the diﬀerent cards.

2

1

3

2
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Course of the game
A game turn is divided into three phases:
• Playing a weapon: In turn
(indicated by the application), scan
a weapon, touch the screen to aim,
then discard it face down (see page
8: Playing a card).
Video of the rules in 2 min.

• Playing an obstacle (optional): In turn, you
can scan an obstacle and place it around your
cowboys.
Discard the card.
In a time‐limited game, passing this phase restores
some time.
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• Shooting: All shots are resolved at the

same time by the application. Watch the chaos that
results from your actions!

New turn
A new turn starts when all shots have been
resolved.
Every other turn, the app will ask you to close your
crate. Then :
• Discard the cards you have left in hand.
• Put the lid back on your discard pile.
• Starting with the indicated player, and
going clockwise, take a new crate into your hand,
other than your own.
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End of the game
When a player loses his last cowboy, he
remains in the game as a ghost: he closes
his box and takes the ghost colt card.
He can only shoot with this weapon and
does not play any more obstacles.
If he manages to hit a cowboy after exactly two
bounces, he kills the cowboy and comes back to life.
He then takes an unused box.
The game ends when there is only one player left
with living cowboys, he is the winner!

Playing a card
Scan the card
To play a card (when the application allows it), place
it over the phone's camera, face down.
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Centre the code at the top of the card with the
phone camera (the code location is recalled on

the back of the card).
A distance of 8 cm is ideal.

Playing a weapon
When you scan a weapon, your active cowboy (the
one circled) aims in the same direction as the card.
You can aim by touching the screen, or by turning
the card in the direction you want.
It is not necessary to turn the card gradually.
When you are satisﬁed, remove the card quickly, or
move it upwards so as not to change the aiming
angle.

Playing an obstacles
Obstacles can be placed anywhere in the green area
around all your cowboys.
Touch the screen to place the obstacle where you
want it.
To place them with the card, point it in the
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direction you want, as if it was placed from the
center of your group of cowboys.

TIps
Protecting cards
If you want to protect your deck, prefer anti‐glare
card sleeves so as not to impair card detection too
much.

Calculating bounces
When a ball bounces oﬀ a ﬂat obstacle, it bounces
at the same angle it was coming in.
In the picture on the right, the two green
angles are equal to each other, and the two
blue angles are equal to each other.

Avoid direct shots
A shot aimed directly at a cowboy is very easy to
10 return by the opponent.

Use the obstacles and walls of the arena so that he
is not sure where the bullet will arrive.

Diﬃculties to play a card?
• Do not panic! Avoid shaking the card
quickly.
• Move the card away from the phone
(leave at least 5cm).
• Once the weapon or obstacle is detected,
touch the screen directly.
• Build the small cardboard photographer
and place it against the phone at the camera.
It helps to mark where the card is detected and not
to put the card too low.
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Going further

Playing with Tack
When selecting teams, a player can play
Tack's card instead of the one dealt to
him.
Tack is alone against all, and has unique
skills. The other players will have to cooperate to
hope to beat him.
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The game ends when Tack is the only survivor or
when he dies. The other players all win together in
the second case.

Playing with bots
Below 4 players, you can add bots after
choosing your teams by scanning the Bot
card.
If Tack is in play, the bots will ally with the players
against Tack, go ﬁgure...
There is also a robot version of Tack on
the back of his card. Add it and the game
becomes cooperative.

Events
If you activate the events when setting up the game,
an additional obstacle will appear in the centre of
the arena.
Its eﬀect is then explained by the application.
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Playing with a time limit
To speed up your games, you can add a time limit at
the start of the game.
Each player starts with a reserve of 5/10 minutes,
which decreases during their turns.
Once their time is up, a player will always have a
short time to play a card.
Skipping a turn when placing obstacles gives back
time for the next turns.

Explanation of the cards
Shoot 1 bullet that bounces twice.
The bullet splits in two at each
bounce.
Shoot three bullets in a
cone that bounce twice.
Shoots a bullet that deﬂects towards
the cowboy most in front of it.
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Grapple that bounces
once and pulls obstacles
towards the cowboy.
Does not bounce.
Explodes destroying
everything around it.
The bullets get stuck in
the cactus and stop there.
Spin the bullets and send
them back at random.
Place four stars around a
cowboy, each of which bounces
a bullet back.
One star disappears at the end
of each round.
Stops a bullet, and returns four
(which don't bounce) to the hit side.
Attracts nearby bullets.
Bullets that arrive in the centre are sent
back in the direction of the magnet.
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Have a good game!
Weapons and obstacles in video

Turn order:
• Play one weapon each.
• Play an obstacle or pass.
• Look at the result of your shot!

