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C h o o s e  a n  E r a  ( O p t i o n a l )  
(For scenarios beyond the ones given) 

 

As a group, choose the era in which you wish to carry out 
your exploits and adventures. 
 

1850s: Gold Rush Era  
Gold and silver are discovered in the West—this is a time of 
wagon trains, wild Indians, mountain men and prospectors. 
Flintlock muskets and pistols are common. 
 

1860s: Civil War Era 
The country is at war as two governments vie for power. A 
railroad connects the East to the West, where the only law is 
still found at the end of a gun. Percussion rifles and cap & 
ball pistols become common. 
  
1870s: Range Wars Era: 
On the road to recovery, the West is seen as a chance to 
start a new life for many. Cattle and sheep are the new gold 
rush, and disputes over water and grazing rights turn violent.  
Repeating rifles and cartridge pistols are widely available. 
 

1880s: The ‘Wild West’ Era: 
The map of the West has effectively been drawn; all that 
remains is to bring law and order to all. Bank, train and 
stagecoach robberies are still common as settlements grow 
faster than the law can effectively protect them.  Repeating 
rifles and cartridge pistols are now common sights. 

C r e a t e  Y o u r  C h a r a c t e r  
 

1. Choose a profession for your character: Cowboy, Drifter, 
Gambler, Lawman, Preacher, Sawbones, Scout, or Soldier. 
 

2. Choose a style for your character: Addicted, Braggart, 
Grim, Haunted, Prickly, Secretive, Sickly, or Wronged. 
 

3. Choose a personal goal for your character: Avenge a 
Loved One, Buy a Farm/Business and Retire, Find a 
Wife/Husband and Settle Down, Get Rich, Keep Being 
Awesome, Make a Name for Yourself, Prove Yourself, or 
Settle the West.   

4. Choose a name for your character. 
 

5. Choose a number for your character, from 2-5.  
Lower numbers (2-3) are better at Desperados - intuition, 
persuasion, seduction, wild passionate action.  
Higher numbers (4-5) are better at Deputies - investigation, 
tactics, cold rationality, calm, precise actions.  
 

6. As a group, choose 1 advantage: Connected, Feared, Folk 
Heroes, Respected, or Well-Equipped. 
 

7. As a group, choose 1 disadvantage: Cursed, Doomed, 
Notorious, Obsessed. Powerful Enemies, or Wanted.  

R o l l  t h e  D i c e  
 

When you do something risky, roll 1d6 to find out how it 
goes. Roll +1d6 if you are an expert and +1d6 if you are 
prepared (the GM tells you how many dice to roll based on 
your character and the situation). Compare each die result 
to your number. 

> if you’re using Desperado, you want to roll over your 
number. 

< if you’re using Deputy, you want to roll under your 
number. 

0 dice succeed: it goes wrong. The GM says how things got 
worse. 

1 die succeeds: you barely manage it. The GM inflicts a 
complication, harm, or cost. 

2 dice succeed: you do it well. Good job!  

3 dice succeed: critical success. The GM tells you some extra 
effect you did. 

= for each die roll equal to your number, you get a special 
insight into the situation. Ask the GM a question and they 
will answer you honestly. 

Some good questions: What are they really feeling? How 
could I get them to ______? What should I be on the lookout 
for? What is the best way to _____?  

After hearing the answer, you may change your action if you 
want to and then roll again. 

Helping: If you want to help someone else who is rolling, 
describe how you try to help and make a roll. If you succeed, 
this gives them an additional 1d6. 

 

 
You have banded together for mutual protection as 
you travel the untamed Western frontier. The road is 
long, and your companions a bit rough, but the end of 
your trail seems within reach while in their company. 



 Deputies and Desperados GM Notes 
  C r e a t e  t h e  S c e n a r i o  

(Default Setting) 
 

In the summer of 1885, you saddle up and ride out of Texas, crossing 
into the Arizona Territories a week later. No matter what awaits you 
at the end of this trail, you know you’ll face it together… 
 

Roll 1d6 (or choose as you like) to determine which type of plot will 
form the basic outline of your story. Roll 1d6 on the plot sub table 
for more detail.  
 

1. Searching For: 
1. Lost treasure (‘X’ marks the spot) 
2. Fabled Gold Mine (Cortez couldn’t be wrong!) 
3. Young Runaway (the family wants them back) 
4. Elusive Shaman (someone needs medicine) 
5. Misplaced Merchandise (lost, stolen or abandoned) 
6. Missing Settlers (captured, killed, or cannibals) 

 

2. On the Run from: 
1. Angry Townspeople (real or imagined transgression) 
2. Outlaw Gang (avenging a captured/killed  member) 
3. Indian War Party(reclaim bought/stolen tribal item) 
4. The Army(mistaken for deserters/war criminals)  
5. Law Enforcement (mistaken for outlaws/escapees) 
6. Hired Killers (Someone wants you dead, but why?) 

 

3. Hunting: 
1. Bank/Train Robbers (Retrieve the payroll!) 
2. Escaped Convicts (Bring them back to face Justice) 
3. Cattle Rustlers (Get the cattle home!) 
4. Indian War Party (Deal with the threat) 
5. Outlaw Gang (Wanted Dead or Alive) 
6. Grifter/Snake Oil Salesman (The town wants a refund) 

 

4. Rescue: 
1. Settlers from Indians 
2. Child from Kidnappers 
3. Lawman from Outlaws 
4. Indians from Slavers 
5. An Innocent from posse justice 
6. Hostage from Escaped Convicts 

 

5. Rescue a Town From: 
1. A corrupt official (judge, lawman, politician) 
2. A gang of outlaws 
3. A ruthless businessman (rail baron, tycoon) 
4. Two feuding families 
5. Imminent Indian attack 
6. Outbreak (deliver medicine or doctor) 

 

6. Subplot-Choose one plot, and introduce a second plot 
device as a secondary concern. (Rescue the town while 
searching for gold) 

C o m b a t  
 

Being a Western, it’s only a matter of time before fists 
are raised, knives are unsheathed or guns are drawn. 
In order to keep the action as cinematic as possible, 
dice rolling for combat is treated slightly different than 
normal. 
 
All players are considered to be experts (+1d6) in 
combat, and will roll combat tasks as a favored skill.  

• If the player has chosen to be more 
Desperado (2-3) they must roll over their 
chosen number to succeed in combat. 

• If the player has chosen to be more Deputy 
(4-5) they must roll under their chosen 
number to succeed in combat. 

• Players who choose to consider themselves 
non-proficient in combat (the Preacher, for 
example) won’t get the extra (expert) 1d6 , 
and may even choose to reverse the roll 
requirement to simulate even worse combat 
ability (under their number for Desperado, 
over their number for Deputy) 

 
Being ‘Prepared’—Ambushes and Showdowns 

• Consider the players prepared (+1d6) if they 
are conducting an ambush or other surprise 
attack upon unsuspecting targets. Wary 
Indians or paranoid bandits are hard to 
surprise… 

• In a ‘High Noon’ style showdown between a 
player and another combatant, both 
participants roll 1d6—if the player rolls 
higher than his opponent, the player may add 
+1d6 (being prepared) to simulate the faster 
draw. 

 
Remember that poor rolls by the player will inflict 
complication, harm, or cost upon them. As the GM, 
you won’t need to roll dice for opponents; the 
players will essentially be doing that for you when 
they roll for their own success in combat.   
 
 
 

H e l p f u l  W o r d s  
Adjective Male Female 
Arkansas Arlo Alice 

Black Austin Annie 
Blind Clancy Bonnie 

Bronco Cody Clara 
Crazy Cole Daisy 
Curly Dale Dolly 

Deadeye Elias Eliza 
Double Barrel Emmett Grace 

Dynamite Jasper Hope 
Hawkeye Jeremiah Faith 

Kid Jesse Charity 
Lightning Kent Jane 
Mad Dog Kit JoBeth 
Montana Lane Kitty 

One-Eyed Lane Katy 
Oregon Malcolm Leah 
Quiet Milo Mary 

Shotgun Otis Norma 
Silent Randy Polly 

Six-Guns Ray Rebecca 
Stagecoach Shane Ruby 

Sweet Virgil Ruth 
Tarboot Wade Sally 
Texas Zeb Sue 

Tomahawk Zeke Tara 
   

People  In Town In the Wild 
Banker Assayer's Office Burial Ground 
Barber Bank Cabin 

Barkeep Barber Campsite 
Blacksmith Boarding House Cave 

Call Girl Butcher Farm 
Clerk Church Fort 

Cowboy Clothier Ghost Town 
Doctor Courthouse Hunting Camp 
Farmer Dance Hall Lodge 

Gambler Doctor's Office Logging Camp 
Hired Gun General Store Mine 

Judge Haberdashery Prison 
Mayor Hotel Ranch 

Messenger Jail River Ferry 
Miner Land Office Roadhouse 

Peace Officer Post Office Sawmill 
Preacher Train station Stockyard 
Rancher Saloon Teepee 

Shopkeeper School Trading Post 
Soldier Stables Village 

Undertaker Theater Waystation 
 
 

 


