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BACKSTORIES

Once you have rolled up your character’s characteristics (as on p.45), the next step is to
decide your backstory. Backstories are what happened to your character during their years as a
child and a teenager. This will not only give your character a deeper background will also
provide additional skills for your character as a reflection of the things they learned.

The backstories listed here are only some of the possibilities. Playe es are
encouraged to use these backstories as jumping off points rather than har
comes up with something interesting that doesn’t perfectly follow one of thes
to pursue that. These backstories exist to assist Players and Refere

child through California, many of whom worked o i ry language will be
Mandarin. You may enter the Craftsperson or R i making an Enlistment
roll.

Coal Miner — You were one of ma worked in the coal mines of
Pennsylvania or the newly formed iners were often Irish immigrants. Gain +1

through ports on the
German, Norwegian, or S choose any European language. You may enter

ild of a former slave that gained their freedom before the
e English. You may enter the Homesteader or Craftsperson

ts have established on this land. Gain +1 to your STR and END as well as a level in
Animals (Farming) 1. Your primary language will be English though your parents may be first- or
second-generation immigrants from England, Ireland, Scotland, Germany, or Scandinavia. If you
choose this to be the case, gain level 2 Language skill in the language of your parents or
grandparents’ birth country.
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Doctors often treated conditions by purging the body. This would involve bleeding patients
by cutting them or giving them ipecac to induce vomiting. Leeches were even used when they could
be obtained. Some doctors would recommend drinking sulfur. While quinine was available, it was
hugely expensive.

The Doctor career is on p.98. Those wishing to have their character go through formal
training can find the Medical School rules on p.49.

GAMBLER

Gambling was quite common in the historical Old West and is a st
version. Gambling was often one of the few sources of entertainme
the frontier of the westward expansion and thus it was the sort
a casino or
re than a

III

“gambling hall” would be one of the first buildings erected
tent.

Due to this commonality, the professional gamble
to make money through games of chance. Many
town playing in games, making their money,
professionals would set up their own games,
bankrolling the game themselves. The stigma t ambling in modern times
was not present in the Old West in most areas an | gambler was usually seen as a

businessperson rather than the usual

go from town to
next town. Other

ustry of the town at the time, but it was
sterson in 1907 describing professional

"Gambling was not only the pri
also reckoned among its
gamblers in the Old West

felt, no one ] Y. dds of winning in some games were low and, in others,
the chancgdi® i i ssional were slim, cheating was highly frowned upon and

Were frequent gamblers.
ambling was one of the few professions in the Old West that women were considered to

nown as “Poker Alice”, who had a forty-year career as a professional gambler.

Historical professional gamblers include Lottie Deno, Eleanor Dumont, Wyatt Earp and his
brothers, John “Doc” Holiday, Alice “Poker Alice” Ives, and Bat Masterson.

The Gambler career is on p.102.
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CowBoy

Enlistment: END 8+ Career Survival Advancement

If the character’s age is 40+, take a -2 modifier Cowboy END 8+
Wrangler DEX 8+

to this roll. Take a -1 modifier for each career
you have entered before this one.

Mustering Out Benefits

Assignment:
Cowboy - You are a person who herds cattle Roll
on ranches and on cattle drives. 1
2
w | Y h for th 3
rangler ou a person who cares for the a Contact

horses on a ranch and oversees breaking Weapon

Ally
Horse

horses for riding.

Career Progress

Skills and Training

Roll Personal Advanced Education (Minimum
Developm EDU 8+)
Animals (Veterinary or Training)
Chef

Medic (First Aid)
Drive (Wagon)
Broker
Jack of All Trades

AU WN B

Carouse

ecialist: Cowboy Specialist: Wrangler

Melee (Any) Animals (Any)
Navigation Carouse
Animals (Riding) Animals (Training)
Gun Combat (Any) Melee (Lasso or Unarmed)
Survival (Any) Mechanic
6 Recon Persuade
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Colt Peacemaker: Also known as the Colt Single Action Army
single-action revolver with six shots in the cylinder. First ma
saw widespread use in the Western frontier.

The Peacemaker can be purchased with a shorter b . as “Civilian” or
“Gunfighter” models and will add a +1 to any Draw Ski

It can also be purchased with a longer 12” barrel ¢ i ”. This was supposedly
the revolver carried by Wyatt Earp though this is hagli
fictional portrayals of Earp feature the sh to carry one as well.

Peacemakers are regarded as acc

unnison: The Griswold and Gunnison revolver is a Confederate revolver created in
Griswoldvill®, Georgia during the US Civil War. It is a .36 caliber revolver which is largely a copy of
the Colt Navy. It is believed that approximately 3700 of these were created for Confederate forces
until the 9" Michigan Cavalry Regiment destroyed the factory in November of 1864.

The Griswold & Gunnison’s manufacture reflects the lack of steel available to Southern
manufacturers. The frame is brass rather than steel and the cylinders are made of twisted iron.
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Appaloosa

The Appaloosa was well-known for its yielding nat

They are best known for their distincti
combination of a base color with an overlaid spotti
chestnut, palomino, buckskin, roan, gray, dun, grullo.

Blanket with Spots!
white area.

Appaloosas are 4.6 — 5.3 feet (1.4 - 1.6 meters) tall and weigh 950 — 1250 pounds (430 — 570
Type Breed STR DEX END INT Price
Horse Appaloosa 16 15 13 0 160

Survival (Plains) 1, Athletics 0, Melee 0
Hooves (2d6+3)
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GAMBLING

One of the most popular pastimes in the Old West period was gambling. One could find
gambling going on almost everywhere from casinos in the cities set up entirely for that purpose to
tables set up in saloon corners to a game of cards between cowboys out on the range. hile some
have stated that gambling was simply “something to do” other than drink or sleep, rs have
rightfully stated that gambling was a natural extension for those who had alrea eir life
on moving into a dangerous location like the western frontier.

While gambling and wagering has existed for centuries, gambling in th
began to flourish on the Mississippi riverboats in the 1840s. This p

Almost every town of any size in the American frontier had so, i ing on and
many, like Deadwood and Tombstone, had dedicated casinos blers and
amateurs alike. Modern casinos like those found in the
simply the descendants of the Western frontier casino an

Then as now, gamblers will bet on anything.
man can sit atop a flagpole for two days to how that day, gamblers
can find a way to bet on almost any occurrence: bling in the Old West
had to do with a few games in particular. In thi i i how to play those games
both in real life and how to simulate them in Rider.

One way to play out one of

the immersion of the players 4 , but it will fail to take the character’s
chooses to do so, each of these games

Faro

", or “Bucking the Tiger” (after the many decks of cards in
o ed on the back), Faro was the most popular card game in the
ring the 1870s and 1880s. It was popular due to being quick to play, easy to
odds than most other games. To run a Faro game, all one needed was a table

The game is played with one deck of cards and all of the cards of the spades suit from
another deck of cards. The dealer spreads all the extra spades on the table in two rows in numerical
order. This usually takes the form of a row of Ace to Six left to right closest to the dealer, a row of
Eight to King right to left closest to the players, and a Seven on the dealer’s right diagonally places
between the Six and Eight. This is referred to as “The Layout” or “The Board”. The full deck of
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Restaurant

A restaurant in the Old West will serve up locally sourced food from farms and ranches as
well as possibly serving up whatever was able to be caught locally by hunters or fishermen. This
could lead to varied menus from day to day and place to place. One could almost always count on
biscuits, bacon, beans, and coffee being on offer.

Saddler

made of leather.

Saloon

bottles of whiskey present. In
ardwood bar, a good stock of

saloon could be something as simple as a makeshif
establlshed towns, the saloon could be an eIaborate

casino rolled mto one.
Saloons might be ther i nd be a place for social gathering, but

offer a “free lunch”. The saloon would offer free food,

Once families began to arrive in a town, there arose a need to educate the children. At this
point, the town would hire a schoolmaster or schoolmarm to come in and teach the children. These
schoolhouses were often one room buildings with a single teacher teaching all of the children
regardless of age. These schools would teach basic reading, writing, and arithmetic to give the
children a basic education.
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INDEX

# Athletics (Skill)
Attack (Action)
12 pounder Napoleon 188 Attack Rolls
180 Degree Turn (Chase Maneuver) 259
4-4-0 Steam Locomotive 252 B
A Backstory
Backpack
Accident (Chases) 261
Acid 262
Actions, Extended 234
Actions, Free 234 295
Actions, Minor 205
Actions, Multiple 170
Actions, Significant 275
Advancement (Career Concept) 275
Advancement, Character 195
Adventure Points (APs) 73
Advocate (Skill) , American 276
Aging mith 295
Aging Crisis ire 235
Aging Table Black (Horse Color) 205
Aiming (Action) Boarding House 295
Aiming for the Kill (A Bounty Hunter (Career) 59,74
Ally Brass Knuckles 170
American Quag Breastplate, Wooden 193
American S Broker (Skill) 30
Ammunition Brothel 296
al C 266,271 Brown (Horse Color) 205
270 Buckskin (Horse Color) 205
271 Buffalo 276
266 Buffalo Hunter (Career) 59,78
29 Buggy 253
266 Buildings, Common 295
198 Bull 277
199 Bullwhip 170
Armor 193,241 Burro 207
Armor, Animals 272
Arrest, Legal 287 G
Art (Skill) 30
Ass 207 Canteen 195
Assignment 51 Cards, Deck of 195
( ]
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Prospector
2d6 STR DEX END INT EDU CHA
2 6 7 7 7
3 7 7 7 7
4 7 7 8 7
5 7 8 8 8
6 8 8 8 8
7 8 8 9 8
8 8 9 9 9
9 9 9 9 9
10 9 9 10 9
11 9 10 10 10
12 10 10 10
2d6 Skills and Skill
2  Animals (Riding) 1, Explosives 1, Prospecting
3 Carouse 1, Explosives 1, Prospecting 1, Driye O
4  Admin 1, Prospecting 1, Science (Geolog
5 Admin 1, Carouse 1, Mechanic 1, Prospect
6 Broker 1, Carouse 1, Drive (Wagon) 1, Prosp
7 Prospecting 1, Explosives 1, Ssi
(Mountains) 1
8 Prospecting 2, Carouse
9 Carouse 2, Prospectj
Explosives O
10 Prospecting 2, S i cience (Geology) 1, Explosives 1, Survival (Mountains) 1,

Navigation O
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CHASES

Chases are a staple of most action-oriented entertainment and Westerns are no different
though a chase will almost always be on foot or on horseback. These can be harrowinggffairs along
the edges of ravines or almost comedic runs through towns with odd things along the\@ath of the
chase.

Like combat, chases occur in Chase Rounds. Chase rounds are abstra
involved can take varying amounts of time to perform. Actual game time per
is up to the Referee to keep these abstractions moving forward.

Chases will most often involve one of several skills: Animal
Drive (Stagecoach), Drive (Wagon). Situations may come up wher;
such as Engineer (Steam Engine) or one of the Seafarer specialtj

control of the order of the Chase Round. The number bi
to accept for the round of action. This allows the party

that the bidder is willing
the most risk to

control the action. This also allows the party wit being able to bid
lower than the party with lesser skills. Bidding i d progresses upward
from that point.

If a side wishes to do so, they may bid furt idable (-6). While this may
so should simply increase the
ormidable, they should take a -8 to the roll
nd so forth.

Modifier
+6
+4
+2

Very Difficult -4
Formidable -6
Formidable +1 -8

Please note that a chase between a person on foot and a person on horseback will end quite
ith the horse outpacing the person who is running. For chases to be effective, the chase
between two or more characters which are on par with one another. If they are not on
par with one another the chase ends with the faster character leaving the other behind
immediately.
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