11/27/25, 3:39 PM

On Board — Warrant. Quickdraw.
Off Board — (1G) A friendly Goblin
gains Quickdraw this turn.

TEETH LIKE FLINT.

Ambush. Quickdraw.

WIRE, NAILS, AND WILL

High Noon — Give an adjacent
Goblin +1/+1 this turn.

IF IT RATTLES, IT'S READY.

https://www.dextrous.com.au/decks/print/5P3Wj9ceoTezTivSILHP

Dextrous — Design Game Components Quicker

On Board — Warrant. Quickdraw.
Off Board — (1G) A friendly Desert
Devil gains Quickdraw this turn.

High Noon — Create a 0/2 Cover
Token in a Middle Lane.

Quickdraw. Overshot.

SHORT FUSE, LONG WINS.

Fortified. Warrant.

IF IT RATTLES, IT'S READY.

Quickdraw.

LIGHT IT, LIKE IT.

High Noon — Create a 0/2 Cover
Token in a Middle Lane.

EDGES MEET ELBOWS.
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High Noon — Give an adjacent High Stakes — When this attacks,
Goblin +1 Attack this turn. you may pay 1 Gold; draw 1 card.

High Noon — Other Goblins you
control gain +1/+1 this turn.

ASHES MARK WHERE HE'S
BEEN.

STITCHES FROM STRING, HOPE
FROM HABIT.

Double Barrel. Quickdraw. Overshot. Double Barrel.

TRASH BELOW, TARGETS
BEYOND.

TEETH LIKE FLINT. IF IT RATTLES, IT'S READY.

High Noon — Give an adjacent High Noon — Give an adjacent
Goblin +1/+1 this turn. Goblin +1 Attack this turn.

High Noon — Restore 2 Defense to a
friendly creature.

PRESSURE BUILDS, PROBLEMS

BURST. AIM IS OPTIONAL

PUNCH FIRST, SPARK SECOND.
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High Noon — Restore 2 Defense toa High Noon — Other Goblins you 1 High Stakes — When this attacks,
friendly creature. control gain +1 Attack this turn. you may pay 1 Gold; draw 1 card.

STITCHES FROM STRING, HOPE 3 PRESSURE BUILDS, PROBLEMS 3 PLANS DRAWN IN CHARCOAL
FROM HABIT. { \ B BURST

High Noon — Restore 2 Defense toa 1 Reload — If this destroys a creature,
friendly creature. draw 1.

PLANS DRAWN IN CHARCOAL
LIGHT IT, LIKE IT. / \ AIM IS OPTIONAL AND CACK]

High Stakes — When this attacks, | High Noon — Give an adjacent

Ambush. Quickdraw. you may pay 1 Gold; draw 1 card. Desert Devil +1/+1 this turn.

DUST DRINKS THE WEAK AND DESERT NIGHTS SHARPEN
SPARES THE BOLD. { \ W EVERY EDGE.

HEAT MAKES STEEL HONEST.
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High Noon — Other Desert Devils

Amoush you control gain +1/+1 this turn.

Quickdraw. Overshot.

DUST DRINKS THE WEAK AND 3 HE NEVER RUNS OUT 6F HE CAN HEAR A LIE IN THE
SPARES THE BOLD. { \ B HORIZON.

High Noon — Create a 0/2 Cover 3 High Noon — Give an adjacent ' High Stakes — On play, an enemy
Token in a Middle Lane. Desert Devil +1/+1 this turn. loses 1 Gold (to a minimum of 0).

FOOTPRINTS FADE: REPUTATION DUST DRINKS THE WEAK AND
DOESN'T. A SPARES THE BOLD.

High Noon — Give an adjacent

Ambush. Quickdraw. Warrant. Desert Devil +1 Attack this turn.

FOOTPRINTS FADE: REPUTATION . SHADE IS A PROMISE HE
DOESN'T. \ SELDOM KEEPS

THE SUN IS HIS METRONOME.
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High Stakes — On play, an enemy

loses 1 Gold (to a minimum of 0). Quickdraw. Overshot.

HE NEVER RUNS OUT OF
HORIZON.

HEAT MAKES STEEL HONEST. [HENEMERERTRS O

Double Barrel.

GLASS CUTS BOTH WAYS.

Overshot. Warrant.

EVERY CACTUS TAUGHT HIM SHADE IS A PROMISE HE . DUST DRINKS THE WEAK AND
PATIENCE { \ W SELDOM KEEPS. \ SPARES THE BOLD.
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High Noon — Create a 0/2 Cover

Token in a Middle Lane. Ambush. Overshot.

SHADE IS A PROMISE HE 3 ‘ HE CIRCLES BEFORE THE
SELDOM KEEPS. f\ : 4\ LTS W y B ooTaClErom
.

(1G) Create a 0/2 Cover Token in a
Middle Lane.

EATS SCRAPS, CHARGES DEBTS. f\ 3\ SUN-BAKED, STONE-HARD. A THE WIND DOES THE WEAVING.
{4 \

Fortified. Quickdraw.

Relic — At High Noon: a friendly
creature gains +1 Defense this turn.
If this Relic takes any damage,
destroy it.

Relic — At High Noon: deal 1
damage to an adjacent enemy
creature. If this Relic takes any

damage, destroy it.

Quick — May be played to interrupt
a spell. Other Goblins you control
gain +1 Attack this turn.

THORNS THAT REMEMBER.

NOISE IS HALF THE PLAN. RATTLES THE RAFTERS.
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https://www.dextrous.com.au/decks/print/5P3Wj9ceoTezTivSILHP

On Board — Warrant. High Noon — Create
a 0/2 Cover Token; then another if a
Deputy is on board. Off Board — (1G)
Create a 0/1 Cover Token in a Middle

Lane.

A BADGE POLISHED BY STORMS,
NOT SUNSHINE.

Quickdraw.

A STEADY BREATH, A SURE
SHOT.

Reload — If this destroys a creature,
draw 1.

DUST TELLS STORIES—HE JUST
LISTENS BETTER.

Dextrous — Design Game Components Quicker

On Board — Warrant. Ambush. Off
Board — (1G) A friendly Straw EIf
gains Ambush this turn.

SMILES ARE STITCHED ON;
RESOLVE IS NOT

Double Barrel.

Twe BARRELS, ONE MESSAGE:
KEEP MOVING.

Ambush.

TIN CUP. IRON WILL.

High Noon — Create a 1/1 Cover
Token in a Middle Lane.

WHEN THE BELL RINGS, EVERY
'HAND BECOMES A RIFLE

High Noon — Create a 0/2 Cover
Token in a Middle Lane.

A WALL TODAY SAVES A TOWN

Warrant. High Noon — Give an
adjacent Human +1/+1 this turn.

ORDERS CLEAR AS CHURCH
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High Noon — Restore 2 Defense to a

friendly creature. Quickdraw. Overshot.

HOLD STILL, THE FIGHT'S NOT 3 IF HE SEES YOU, YOU'RE 3 BULLETS, BREAD, AND RUMORS
ALREADY LATE \ W ALL TRAVEL FAST.

High Stakes — On play, an enemy 1 High Noon — Create two 0/2 Cover

Fortified. Warrant. loses 1 Gold (to a minimum of 0). Tokens in Middle Lanes.

THE LAW'S LAST WALL IS A r HE CAN RAISE A TOWN—6R A
MAN WITH A SHIELD. \ W { \ BARRICADE—OVERNIGHT.

High Stakes — When this attacks,
you may pay 1 Gold; if you do, it
gains Double Barrel this combat.

High Noon — Other Humans you
control gain +1 Attack this turn. jienteds

SWORE TO SPEAK TRUE—AND
NOT EVEN CURSES CAN TOUCH
A HIM.

EVERY CARD'S A CHANCE TO STEEL YOUR AIM; THE BADGE
LIVE LOUDER. { \ W IS WATCHING.
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High Noon — Give a friendly Human

Quickdraw. Double Barrel. +1 Attack this turn.

HE WINS BEFORE THE SECOND 3 AT HIGH NOON, THE WORLD 3 COUNT YOUR BULLETS BEFORE
BELL RINGS. { \ OBEYS COMMAND. . YOU COUNT YOUR BLESSINGS.

Overshot. High Noon — This gains
Quickdraw this turn.

High Noon — Remove Wanted from
LY a friendly creature. Reload — Draw 1.
CHALK LINES AND CALM

WORDS PART THE DARKEST
WINDS.

FROM THE TOP PLANK r THEY RIDE LOW AND KICK
TROUBLE LOOKS TINY. A HIGHER.

Ambush. Fortified. Quickdraw.

EDGES WOVEN FROM LAST . A SPARK IN THE FOG 6F

DRY HANDS SHARP HUSKS. HARVEST \ FIELDS.
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High Noon — Create a 0/2 Cover
Token in a Middle Lane.

KNOTS THAT N©@ WIND UNDOES.

Overshot. Fortified. Warrant.

CROWS SHOW WHERE THE VVARDS SCRIBED IN CHAFF AND
SHADOWS CRACK. A \ ASH

High Noon — Restore 2 Defense to a

Fortified. friendly creature.

Quickdraw. Overshot.

HE DOESN'T BURN; HE HE SEWS QUIET INTO THE

ENDURES. / \ WIND. HIGH BEAMS MAKE EASY AIMS
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Warrant. Ambush.

A STRAIGHT LINE THROUGH

\ lflRST Te SWAY, LAST T6 FALL CROOKED ROWS.

| Warrant. High Noon — Give an |
Double Barrel. adjacent Straw EIf +1 Attack this Quickdraw. Reload — Draw 1.
turn.

AGE MEASURED IN HARVEST \ VWHERE WATER RUNS. SO DOES
RINGS. \ HE

High Noon — Other Straw Elves gain

Fortified. Ambush. Reload — Draw 1. +1 Attack this turn.

BETWEEN THE BEAMS, HE IS A HE HEARS DANGER RUSTLE . A BANNER STITCHED FROM
\ MILES AWAY. \ PROMISES.
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Dextrous — Design Game Components Quicker

Ambush. Quickdraw.

HeLLow n::x:s STEADFAST 'a QUIET UNTIL THE CHARGE. TEETH LIKE RIVER STONES.

Fortified. Warrant.

| Quick — May be played to interrupt
Overshot. a spell. (1G) Create a 0/2 Cover
Token in a Middle Lane.

Fortified.

SCARS HIDDEN BENEATH
BURRS.

BLACK WINGS, BRIGHTER THE STORM YOU BRING IS THE
OMENS \ STORM YOU HIDE IN.

Relic — Give a friendly Human +1
Attack this turn. (Attach and persists
while that creature remains.). If this
Relic takes any damage, destroy it.

Relic — The equipped creature gains
Fortified this turn. (Attach and persists
while that creature remains.). If this
Relic takes any damage, destroy it.

Give a friendly creature +1/+1 this
turn. Draw 1 card.

A SINGLE CAW CAN SWAY A LIGHT ENOUGH T6 LIFT A

WORN LIGHT, CARRIED HEAVY.
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