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Introduction to the Old West

Old Westis a game for rolglay in an iconic West. country side, whilehe Apahes wage a war agast
Gunfighters meet lgh noon in the streetsPony all whites at the SouttWestern brder.

express riders treport important messages throughThe demand after bounty hunters has become high,

Indian country, the gold rush in the Black hills is on,and hired guns are looked after all over the Old West.
and therailroad begin to expend into the West. Thelndian tribesof the West though under increasing
telegraph has not connected the East and the West yptessure, still manage to keepitheive lands.In the
The land vest of the Missouri/Mississippi line is South the Apehe and Navajo has begun a fierce
untamed Cattle barons and town founders act as theguerrilla war against settlers, Mexican and Texan
like, as the law is with the most powerful man. alike. The plains tribes have forged powerful
Settlers travelling in wagon trains, seeking theiralliances, which shall make sure the Big chieftain in
fortune in the West, cowboys herd large amounts oWashington keeps his word.

cattle across the vast lands towards the bustlinggome say the Indians eistheir medicine, and it
lawless cowtowns which are the railroad gateways toactually works.Frontier men claim to have shot a
the Eastern market. charging Indian several times without even scratching
The Great Rins and Rocky Mountains have plenty of his skin.Healthy mendie within daysof a mysterious
game to make a fur trapper or buffalo hunter rich, ifailing caused by an Indian curs€reatures from
he can avoid the wrath of the local tribes. Indian mythology roam # Old West fromthe
Territorial marshals and rangers are way tmgsy Northern Rockies to the deserts of Mexico. Drifters
with securing the land from renegade Indians anavith cursed guns leave a trail of death behind them.
highway men tdhunt down the average criminal. Theé at | east t hatodés what is
still war-affected army is occupied with peacekeepingThe Old Westis far from being tamed!

in the South, where renegade reehgs roam the

t
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1. General rules

For plying Old Westyou will needa couple ofdice (d) of any type(d6 are used for random tables within this
book), character sheets and penciigditionally, the core rules oHollow Earth Expeditionsare necessary
Secrets of the Surface World and Mystenéshe Hollow Earth are recommended as some of the skills, talents
and flaws are described there are used in Old West.

The base mechanics and rules are as described in the Hollow Earth ExpeditiorCrmoksportant change is

the use of yards instead fefet for range and movement determinaticunding up or down as it fits begt.
choose to do this becaukplay with people used to the metric system and yards are easier to estimate than feet
for us OldWorlders.

There will be regular references tolldw Earth Expeditionproductsthe following abbreviations will be used:

HEX - Hollow Earth Expeditions rule book
SOSWi Secrets of the Surface World
MOHE i Mysteries of the Hollow Earth




2. Character creation

The charactecreationfollows the same rules as in members of the tribe, are white buffalo hunter hated

HEX (p. 36)andis divided into 10 steps: among most braves.
Examples: Buffalo hunterMountain man, Indian
1. Choose Archetype scout
2. Choose Motivation Gunslinger
3. Divide 15 points among the 6 Primary These men live byhe gun, working on both sides of
attributes. _ the Law. Some live the violent life for the fame, but
4. CalculateSecondary attributes. most sell themselves to the highest bidder. Even so,
5. Divide 15 among Skills and specializations.  most gunslingers live by some code of honour.
6. Choose 1 talent or resource. Examples: Bounty hunter, Hired gun, Shootist
7. Pick 1 or more flaws (optional) Lawman
8. Spend 15 experience points on your

Law men are detenined to bringdaw and order to the
Frontier. While rangers hunt down renegade Indians
and desperados, often just in small groups or even
alone, Pinkertons can rely on vast resources. The
average tinstar stands somewhere in between.
Examples: Judge Ranger, Pinkerton, Tin star

Man of the cloth

2.1 Arc.hetype Men of Faith travel the Old West, bringing the word
Archetypes represent classic roles ateteotypesAs of the Lord to sinners and heathens. Their methods
Old West is set ini well i the Old West, the vary widelyé

Archetypes of Old West differ somewhat from those Examples: Fire and brimstone preacher, Missionary,
in HEX to give them more of a Western feeling. Theologian

Anyways, Yu are not bound to eme cliché, an Moneyman

outlaw could beas murderous as John Wesley Hard The rich and influential fe the world, not only the

or a RobirHood like figure like Jesse James was O|d West. Money can buy every thing, guns,
looked upon by his sympathizer§ind your own  gpjnjons, even friends.

twist, or even make your own archetype! Examples: Cattle baron, Industrial baron

Academic

Academics are educated people, interested in their

special field of expertise. Their reason for

adventuringusually is acquiring more knowledge or

using their knowledge for the better of others.

Examples: Doctor, Anthropologidtawyer

Adventurer

Adventurers are always on the move looking for

excitement and new experiences. They are fiercely

independent and levthe open range.

Examples: Higkplains drifter, Scoytindian trader

Conman

The Conman relies mostly on his wits, charm andMystic

smooth talk to achieve his goalsnd he may better Mystics understand the way of the world around them

characterThe GM may grant more or less
experience depending on the level of the
game.

9. Finishing touches.

10. Style points at game start.

run, i f someone sees thrigagifue Wdy.SThedrineriedicin® Meh &re able to
Examples: Snakeil sales man, Gabter wield magical power granted by the spirits. Dream
Explorer walkers can see things to come and things that where.

Explorers are curious about the land beyond theSome celestials have studied the Eastern Mysteries,
Frontier. They want to find new trails, see the newand wander the World to extend their wisdom.
lands or find undiscovered riches. Luckily, there still Examples: Shaman, Dream walker, Celestial Mystic

is much to discover in the Old West. Ranch hand
ExamplesProspector, Trail blazer Horses and cattle is the trade of these folks. Ranch
Hunter hands are hardiorking, funloving people, enjoying

Huntersare expert trackers, hunting animals for food, their hard earned bucks after long drives.
fur or sport.While Indian hunters are highly valued Examples:. Cowboy, Trail boss, Trail cook


























































































































































































