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AS THE SUN SETS ACROSS YOUR RANCH AND THE SMELL OF
COFFEE FILLS THE AIR YOU SEE A RIDER HEADING TOWARDS

YOU. IT IS SAM FROM A NEIGHBORING RANCH.

“HAVE YOU HEARD THAT THERE IS A HERD OF WILD HORSES
HEADED FOR THE OPEN RANGE DOWN YONDER?” HE SAYS

WITH A SMILE, “IF I WAS YOUNG LIKE YOU'ALL I WOULD BE
HEADING OUT AND WRANGLE ME A FEW”

SAM PAUSES LONG ENOUGH TO STEADY HIS HORSE AND THE
CONTINUES....

“I ALSO HEARD THE MARKET FOR HORSES IS GOOD AND
EVEN BETTER IF THEY ARE BROKE AND READY FOR SADDLES”

THE REST OF THE CONVERSATION SHOULD INCLUDE WHERE
THE WILD HORSES COULD BE FOUND ALONG WITH A FEW

HINTS TO HEARING THERE ARE A COUPLE OF VERY SPECIAL
HORSES (LIKE AN ALL BLACK HORSE, AN ALL WHITE HORSE,

A HIGH SPIRITED HORSE, ETC....)

EVENTUALLY SAM WILL SAY HE HAS TO BE HEADING ON
DOWN THE TRAIL AND WISHES THEM WELL.



FROM THIS POINT ON IT ALL DEPENDS ON THE PLAYERS AND
WHETHER THEY DECIDE TO LEAVE RIGHT AWAY OR WAIT

UNTIL MORNING. NO MATTER WHEN THEY DECIDE TO LEAVE
THERE IS THE POSSIBILLITIY OF ONE OR MORE ENCOUNTERS

… ONE SUCH ENCOUNTER COULD BE A PACK OF WOLVES.

WOLF

AC        7
HD     2+2
ATT       1

 BITE    1D4+1
MOVE     180'
SAVE      16 
ALIGN      N  
XP        30
SPECIAL:

EVERY 3 WOLVES IN A PACK GIVES THEM A +1 TO HIT



THEY COULD ALSO RUN INTO A BAND OF BANDITS, A
LEGENDARY GUNMAN, A HUNTING PARTY OF BRAVES, OR
EVEN A LAWMAN TRAILING A WANTED MAN. USE THE

STANDARD STATS IN THE RULE BOOK OR CREATE SPECIAL
STATS FOR ANY YOU MAY WANT TO BE A KEY NPC LATER ON.

ONCE THE PLAYERS FIND THE WILD HORSES THEY MIGHT
DECIDE TO SET UP A HOME CAMP. THE HOME CAMP SHOULD

INCLUDE A MAKESHIFT CORAL TO HOLD THE HORSES
BETWEEN ROUND UPS. IF THE PLAYERS SPEND ONE OR MORE
NIGHTS AT THE HOME CAMP (ESPECIALLY WITH HORSES IN
THE CORAL), THIS IS ANOTHER GOOD TIME TO SET UP AN
ENCOUNTER WITH ANY OF THE PREVIOUS SUGGESTIONS.

FINDING AND TRACKING THE HERD OF WILD HORSES ALL
DEPENDS ON THE GM. FINDING THE TRACKS COULD TAKE A
COUPLE OF DAYS TO EVEN A WEKK BUT THE TRACKS THEY

LEAVE SHOULD BE EASILY SEEN AND FOLLOWED.

ONCE THEY ARE FOUND AND TRACKED, THE PLAYERS SHOULD
ALREADY HAVE A PLAN IN PLACE. ONE OF THE METHODS
USED TO WRANGLE WILD HORSES WAS TO CHASE THEM
INTO A BOX CANYON AND ROPE A FEW WHILE THEY ARE

TRAPPED. THEY COULD ALSO JUST OUTRIGHT TRY TO CHASE
THEM DOWN AND ROPE THEM.



CHASING DOWN THE WILD HORSES SHOULD INCLUDE
MULTIPLE RIDING CHECKS TO SIMULATE HOW HARD IT

SHOULD BE TO ACCOMPLISH SUCH A TASK … WHICH MAY
INCLUDE SUDDEN STOPS, SUDEEN DIRECTION CHANGES, THE

POSSIBILLITY OF THE HORSE TRIPPING, ETC....

ONCE THE COWBOY DECIDES IT IS TIME TO ROPE A WILD
HORSE, THE CHECKS SHOULD INCLUDE EITHER INT OR WIS
(GM'S CHOICE) AND DEX FOR THE ACTUAL THROWINGING OF
THE LASSO. ONCE A WILD HORSE IS ROPED, THERE SHOULD
BE A COMBONATION OF STR AND DEX CHECKS AS WELL AS A

RIDING CHECK OR TWO IF THE HORSE THE COWBOY IS
RIDING FAILS A MORAL CHECK (IF THE GM REQUIRES ONE).

TAKING ANY CAUGHT WILD HORSES BACK TO THE HOME
CAMP CORAL COULD INCLUDE EVEN MORE CHECKS TO

SIMULATE THE WILD HORSES TRYING TO BREAK FREE FROM
THE ROPE AROUND THEIR NECKS.

ONCE THE PLAYERS HAVE ROPED ALL THE HORSES THEY
WISH TO ROPE, THEY HAVE THE CHORE OF DRIVING THEM
BACK TO THEIR RANCH. OF COURSE THEY COULD TRY TO
BREAK THEM BEFORE LEAVING THE HOME CAMP WHICH

WOULD MAKE THE DRIVE BACK TO CAMP EASIER.

TO DRIVE THE WILD HORSES BACK TO THE RANCH YOU CAN
USE A COMBINATION OF RIDING, INT, WIS, AND DEX

CHECKS PLUS ANY OTHER ONES YOU FEEL APPLY....



WILD HORSES

AC     7 
HD     3  

ATT     1    
BITE/KICK    1D2/1D3  

 MOVE    180'  
SAVE    14   

ALIGN     N      
XP       60   

   
THE STATS FOR WILD HORSES WILL CHANGE TO THE STATS

OF RIDING HORSES ONCE THEY ARE BROKE

THE DRIVE BACK WILL ALSO OPEN UP CHANCES FOR
ENCOUNTERS AGAIN AS BEFORE.... USE THE PREVIOUS

SUGGESTIONS OR CREATE YOUR OWN.



 AFTER THE PLAYERS GET THE WILD HORSES BACK AT THEIR
RANCH IT WILL BE TIME TO BREAK THEM IF THEY DIDN'T

DO SO AT THEIR HOME CAMP.

BREAKING A WILD HORSE CAN BE DANGEROUS AND EVEN
LIFE THREATENING IF THE COWBOY GETS BUCKED OFF. THE

PROCESS OF BREAKING A WILD HORSE SHOULD INCLUDE
RIDING, STR, AND/OR DEX CHECKS. IF A CHECK IS FAILED,
THE GM HAS THE OPTION OF GIVING THE PLAYER ANOTHER

CHECK TO SEE IF THEY SAVED THEMSELF FROM FALLING OFF.

IF A COWBOY FALLS OFF A BUCKING HORSE, THE PLAYER
NEEDS TO MAKE A CON CHECK TO SEE IF THEY GET KNOCKED
OUT. IF THE COWBOY GETS KNOCKED OUT THEN THERE WILL
BE NO INITIATIVE AND THE WILD HORSE GETS A FREE KICK
ATTACK ON THE COWBOY. ONCE THIS ROUND PASSES THE

OTHER COWBOYS (IF THEY WISH TO ENTER THE CORAL) AND
THE HORSE NEEDS TO ROLL INITIATIVE YTO SET THE

SEQUENCE OF ANY ACTIONS TAKEN BY EITHER SIDE. IF THE
WILD HORSE IS MOUNTED WITHIN 5 ROUNDS OF AFTER
BUCKING A COWBOY OFF, THE GM HAS THE OPTION OF

ADDING ANY PENALTIES DUE TO THE WILD HORSE BEING
“WOUND UP” (AN ALTERNATIVE TO THE THIS WOULD BE FOR
THE GM TO ROLL A MORAL CHECK FOR THE WILD HORSE TO

DETERMINE IF IT IS “WOUND UP”)

IT WOULD BE DIFFICULT TO PUT DOWN A RULE FOR HOW
LONG IT TAKES TO BREAK A WILD HORSE.... SO THE GM CAN

USE THIS AS A FLEXIBLE GUIDELINE TO DETERMINE HOW
LONG IT WILL TAKE FOR EACH HORSE.



USING A D10

1-3    EASY: 8 ROUNDS
     4-6    MEDIUM: +2 ROUNDS

 7-9    HARD: +3 ROUNDS
                      10    UNBREAKABLE: CANNOT BE BROKEN*

*IF AN UNBREAKABLE WILD HORSE IS ROLLED, THE WILD
HORSE MIGHT GIVE THE IMPRESSION IT IS BROKE (10%). IF
THIS HAPPENS THEN IT WILL TRY A SURPRISE ATTACK BY

STOMPING ON THE RIDER AFTER DISMOUNTING.

AT THIS POINT THE PLAYERS COULD TRY TO SELL THE
HORSES EITHER BY DRIVING THEM INTO THE STOCKYARDS

AT A TOWN WHERE THERE IS A HORSE BUYER OR JUST SEND
OFF A TELEGRAM TO A HORSE BUYER LETTING THEM KNOW

THEY HAVE HORSES FOR SALE.

THE RULE BOOK STATES THAT ON THE OPEN MARKET
HORSES SELL FOR BETWEEN 20GP TO 50GP DEPENDING ON

QUALITY. NATURALLY A HORSE BUYING WILL NOT PAY
RETAIL PRICE FOR ANY OF THEM. TYPICALLY A HORSE BUYER
WILL TRY TO “STEAL” A HORSE BY OFFERING A LOW PRICE
FOR MOST HORSES, BUT MIGHT NOT IF A HORSE HAS HIGH
BREEDING QUALITY. THIS CREATES AN OPPURTUNITY FOR

SOME EXTENSIVE ROLE PLAYING....

SELLING HORSES TO THE GOVERNMENT IS ALSO AN OPTION
IF THERE IS A FORT NEARBY BUT BE PREPARED FOR A SET
PRICE OF AROUND 5GP TO 10GP PER HORSE AND NO MORE.



NOW THE PLAYERS MAY DECIDE TO KEEP SOME OR ALL OF
THE HORSES AS WELL FOR BREEDING AND BUILD UP A BIG

HORSE RANCH AS WELL. IF THEY DO THIS THE GM NEEDS TO
DECIDED HOW MANY STUDS AND HOW MANY MARES ARE

WITHIN THE HERD SO THE CALCULATIONS FOR ANY COLTS
BEING BORN CAN BE MADE AT THE APPROPRIATE TIME.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc
("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open
Game Content; (b)"Derivative Material" means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or
adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and
means any work covered by this License, including translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic
elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or
graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means
the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the
associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using"
means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open
Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open
Game Content may only be Used under and in terms of this License. You must affix such a notice to any Open
Game Content that you Use. No terms may be added to or subtracted from this License except as described by
the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this
License.

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this
License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a
perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open
Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content,
You represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the
rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include
the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or
distributing, and You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT
NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to
compatibility, except as expressly licensed in another, independent Agreement with the owner of each element of
that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed
in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any
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Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity.
The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to
that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that
you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You
may use any authorized version of this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content
You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any
Contributor unless You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to
some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may
not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to
cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination
of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed
only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.


