
Romance Rules (From Tombstone 2016)

Romance 

The human heart can be fickle.  Who knows which villainous outlaw may be redeemed by the love of a good
woman, or which woman may choose to follow her lover into a life of crime?  Romance in our game is
meant to encourage role-playing, and, perhaps, just maybe, some unlikely partnerships. All romance should
be entered into with the spirit of promoting a fun game environment. The system is simple, with the hope
that all romance will happen through mutual agreement, or happy accident.

Every player has a Heart Value.  The heart value is the number of Wooing Deeds that need to be done to win
the player’s heart. These are things that might impress a man or a woman in the ways of romance. You may
choose to actively pursue to gain the affection of one who caught your eye, by requesting a “deed” from your
love interest, or simply try to do things to win their heart and it’s up to them what does or doesn’t count
toward their total.

See your Romance Card for a list of example Wooing Deeds, and a place to keep track of your suitors and
love interests.  (Note: some of these are sexist. Feel free to completely ignore any which offend you.)  You
may make up additional Wooing Deeds which seem appropriate for your character.  You can give the same
deed to more than one suitor.

It’s perfectly possible for a character to perform these actions through no request or discussion between
players  (for  example,  before  game start  from background interactions  or  they  might  happen merely by
chance during game play). If this results in accidentally falling in love with someone unexpectedly, and this
would enhance your fun - run with it! If not, feel free to ignore it.

For example: Julie Maragon’s Heart Value is 5. She was rescued by Curly Bill in her background sheet (1),
rides together with him on a posse to capture Sheriff Dimsdale (2), sits beside him at the poker table (3), he
makes a fool of himself at the rodeo which makes her smile (4), and unwittingly helps her with an important
goal (5). Through no intentional action of Curly Bill’s, Julie Maragon has accidentally fallen in love with
him and gives him her heart ability.

Once you win a person’s heart that person is considered to be in love with you.  You receive their Heart
Ability. This often will not happen for both parties simultaneously and can absolutely be one-sided. You can
never use your own Heart Ability, only that of the person who has fallen in love with you.

If two characters do fall in love with each other and exchange hearts, the two of them may wish to exchange
secrets and share goals, but that is up to you both.  Do whatever seems most appropriate and fun.  It may be
that lovers won’t know each other’s deepest secrets from the start, but learn them as they spend more time
together.  However, please remember that love is meant to be fun and part of the spirit of this game.  Do not
use these rules to gain advantage over another character.

To steal an already traded heart you have to perform two more deeds than the Heart Value.

In general, our movie genre theme involves love between one man and one woman. But, feel free to step
outside this box, if all parties agree. 

In addition, lovers may not be Pardners.  If you had previously exchanged Pardner abilities with each other
then you must return them.  You can still be a Pardner of somebody else.

Some characters will have a "C" next to their Heart on their badge.  This indicates the character is being
played by a Minor.  Don't romance them unless you have a C next to your own Heart.  Also, any character
without a Heart on their badge is not available for romance, so don’t romance them.

And finally, remember you’re role-playing romance, not engaging in it.  Please do not touch or kiss other
players unless you’re absolutely sure they’re comfortable with it.  If in doubt, ask them out of character.


