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3 ranch-hands from the Double-M spread can be seen
- riding hard fowards the main house. A few momments
L. pass and then the friangle rings ouf. Once all the hands
gather at the mess house, Your boss, Mr. Calvert (and
owner of the Big-Cal Ranch) announces that the
Double-M Spread has had rustler problems............

It appears that a small band of about 8 or so outlaw rustlers has recently
been working the territory. They have been mainly picking up strays from the
outer fences of each ranch. They have also been raiding the bigger ranches
in hopes that a few strays will go without any hassles. Like all good plans, this
one has went sour for the outlaw rustlers. Having found very few strays in this
area, the outlaw rustlers decided to hit the smallest spread in the area. With
guns blazing, the outlaw rustlers murdered Mr. M. M. Buck {the owner), his
wife Beth, His 2 sons (Hank & Frank), and 8 hired hands before chasing off
the last 3 hired hands. The 3 are more than happy to go after the outlaw
rustlers, but only if they can get at least 4 volunteers (or more) to help with
dishing out some good old fashioned Cowboy Law!

The hired hands cannot offer any reward money to any volunteers. If the party
is successful with this adventure, Mr. Calvert will take notice of how brave (or
how yellow) his workers are. Also upholding the Cowboy Law goes a long
way in building a good reputation with most ranch owners as the news travels
fast about those that are good with the gun.



The best place for the party to begin is the Double-M Spread. Anyone in the
group with any tracking skills will be able to find the trail of the outlaw rustlers
and the small herd of 20 cattle. Throughout this adventure the DM should
require no less than 2 tracking skill checks per day, more if the party
encounters bad weather conditions (normal chances) or attempt to track them
durring the night hours.

If the party decides to camp anytime durring the night, There is a base 05%

chance of encountering a wandering animal or cowboy. Consult the example
table below for optional modifiers (each DM should use the table below as a
starting template to be added to as dictated by the situation at hand)

Situation Modifier
{Cooking Food ... .. +30% }
§ Talking Loud susoimesmvemrimes e, .+10% }
§ Shooling GUNS st Cowboy +40% )‘Anlmal -25% }
{ Misc. Activity .........ccoccvenieninin oo A8 Determined By The DM }

The list of wandering animals should contain both harmless creatures such as
stray cattle (could be one of the Double-M herd) or rabbits ... and more
threatening creatures such as a small band of hungry coyotes or bandits
looking for sleeping cowboys to rob and maybe kill. The DM should keep in
mind that most chance encounters are designed to weaken a party and not
meant to kill everybody under impossible odds. This could also be used as a
way to introduce a wandering cowboy or 2 to the party only to be working for
the outlaw rustlers. Given the right moments, this encounter could prove to be
fatal to a couple of the NPC cowboys before the players take notice..........



The time it takes the players to locate the herd and the outlaw rustlers
depends on many factors which includes bad weather, getting lost, losing the
trail (this shouldn't happen as a herd of 20 cattle leaves a distinct trail to
follow), etc. Another big factor is how much the DM wants to add - Ambushes
set up at various points by the outlaw rustlers, another group of outlaws
interested in rustling the cattle, etc.

When the party finally finds the
outlaw rustlers, they are hiding out
in a small abandoned farm. There
are only 3 buildings left standing
(patially collapsed farmhouse, a
roofless barn, and a ratty outhouse).

Behind the barn is a fenced in pasture. The outlaw
rustlers are keeping 50 head of cattle with various
brands burned into their hides.



Meanwhile ...

Back At The Hideout

Since | cannot predict the actions of any given party and their actions, | can
only offer the stat blocks of the NPC's and where they are located at. Also
keep in mind the following throughout the main part of this adventure....

Each group of NPC's attempt to act as a single unit, but this will break down
quickly as survival instincts take over.

All NPC's not on watch duty can be found at the farmhouse either sleeping,
eating, gambling, or the like. This means that it will take a few rounds or even
turns for them to join the gunfight.

Both the PC's and the NPC's need to reload their weapons from time to time,
unless of course you are role-playing a b-rated western with unlimited bullets.

Gunfire from the farmhouse can be heard by the outlaws in the pasture and
the same holds true for gunfire from the pasture. eventually they will join the
other outlaw rustlers and possibly catch the PC's in the crossfire......



(1) Partially Collapsed Farmhouse (2) Barn w/o Roof
(3) Outhouse (4) Pasture
Each numbered area has a group of outlaw rustlers. (1) Farmhouse - The
leader and 12 outlaw rustlers, (2) Barn - 4 outlaw rustlers, (3) Outhouse -
There is a 15% chance that 1 outlaw rustler from the barn or the farmhouse is
here, (4) Pasture - There is 8 outlaw rustlers watching the herd at all times
somewhere near the watering hole.

All areas keep an active guard detail on duty at all times.....



The band of outlaw rustlers will most likely fight until killed since cowboy law is
a fancy term for a hangin'. The leader on the the other hand will attempt to
escape if the chance arises. Sam Higgens (the leader) is not yellow, he just
prefers to stay alive. Sam has no real links to any of the outlaw rustlers that are
working for him ... this means that they are on their own.

The only way Sam will be encountered is if they try a quiet surprise attack on
the barn first, then a quiet attack on the farmhouse. If The party chooses to
“call the bad guys out", Sam will order half of them outside while the rest cover
them from inside. Sam will then go upstairs of the farmhouse and use his rifle.
If the battle goes against the outlaw rustlers, Sam will toss a couple of sticks
of dynomite and attempts his escape. The party may be given a chance to
spot the escape attempt, but this would be a good chance to allow Sam to
escape and possibly seek revenge on the party at a later time for spoiling his
get rich quick plans.

If the party has success with stopping the outlaw rustlers, they are faced with
dishing out Cowboy Law if any of them remain alive. After this is dealt with, itis
most likely the party will search the bodies for anything of value. The only
things the outlaw rustlers have of value is their weapons, their horse and
saddle, and maybe a small personal item (remember that most cowboys
spend their money as fast or faster than they earn it). The party also have the
cattle to deal with. The most likely solution is to drive the herd back to the
Big-Cal Ranch and let their boss handle that end of the deal, but leave it up to
the party. If they try to sell the herd, they will be marked as rustlers themselves
because of all the differant brands {unless they sell them to someone who

doesn't care about brands). "ﬁ%



Master Stat Block List

3 Ranch Hands: Fast Hero (1)

ocation: Cowboy

hp 16; init +2; spd 30'; defence 15; touch 15; flat-footed 13; bab +0; grap +1; atk
+1 melee (2, punch) spacefreach 5'/5"; sv fort +2, ref +3, will -1; rep +2:
str 13, dex 14, con 15, int 10, wis 8, cha 12.

Skills:
Gamble +1
Handle Animal +7
Ride +8
Survival +1
Use Rope +6

Feats:
Animal Affinity
Simple Longarms Proficiency
Simple Sidearms Proficiency

Talents:
Cowpunching
Animal Dodge

Weapons:
Smith & Wesson #2 Pistol

r 15'; dam d8; crit 19-20/2; misfire 14,
shots 6; reload 1 md; ammo .32

Winchester "Yellow Boy"

r 100'; dam d6; crit 19-20/3; misfire 13;
shots 12; reload 3 rnds; ammo .38




Master Stat Block List

24 QOutlaw Rustlers: Fast Hero (1) Vocation: Cowboy

hp 16; init +2; spd 30'; defence 15; touch 15; flat-footed 13; bab +0; grap +1; atk

+1 melee (2, punch) spacefreach 5'/5'; sv fort +2, ref +3, will -1; rep +2;
str 13, dex 14, con 15, int 10, wis 8, cha 12.

Skills:

Talents:
Gamble +1 Cowpunching
Handle Animal +7 Animal Dodge
Ride +8
Survival +1
Use Rope +6 WeHpaHs:
Eaate: Smith & Wesson #2 Pistol
Animal Affinity r 15'; dam d6; crit 19-20/2; misfire 14;
Simple Longarms Proficiency

shots 6; reload 1 md; ammo .32
Simple Sidearms Proficiency

Winchester "Yellow Boy"

r 100'; dam d6; crit 19-20/3; misfire 13;
shots 12; reload 3 rnds; ammo .38




Master Stat Block List

Sam Higgens; Outlaw Rustler Leader - Fast Hero (2) / Tough Hero (2)
Vocation: Experienced Cowboy

hp 29; init +2; spd 30'; defence 18; touch 18; flat-footed 16; bab +2; grap +4atk +4
melee (3, punch) or +4 ranged; space/freach 5'/5"; sv fort +4, ref +4, will -1; rep +5;
str 14, dex 14, con 15, int 19, wis 8, cha 12

Skills:

Craft (woodworking) +2
Gamble +2 Handle Animal +6
Ride +6 Survival +5

Use Rope +6

Feats:
Animal Affinity  Literacy
Simple Longarms Proficiency
Simple Sidearms Proficiency

Talents:
Cowpunching Cowpuncher
Animal Dodge Unbreakable
Remain Conscious Long Ride
Riding The Range

Weapons:
Smith & Wesson #2 Pistol

r15': dam d6: crit 19-20/x2; misfire 14;
shots 6; reload 1 md; ammo .32

Winchester "Yellow Boy"
r 100'; dam d6; crit 19-20/3; misfire 13;
shots 12; reload 3 rnds; ammo .38

Dynomite
dam 4d6; radius 5'; dc 15; increment 10



All text and maps are to be considered Open Game Content and can be used under the
OGL that is included with this game suppliment. All trademarks of Wizards of the Coast.

Mongoose Publishing, And Bandit Games Are Owned By Their Respected Owners.

All images used within this suppliment was taken from public domain image archives
and are in the public domain as of the creation of this suppliment to the hest of my
knowledge.

All people and places within this suppliment is purely fictional and any similarities to real
places and people was purely by accident and unintentional.

All maps was created with Dungeon Crafter vi.4 - www.dungeoncrafter.com
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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

Wirards 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;

ib) 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 [dentity 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 laws, but specifically excludes Product
Identity. (&) “Product ldentity” 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,
Incations, 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 ldentity, 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” ar "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 thatl 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. Mo terms may
be addeod to or subtracted from this License except as described by the License itsalf. No other terms or conditions may be applied to
any Open Game Content distributed using this License.

J.0ffer 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,
royaliy-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

S.Representation of Authority 1o 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 righis to grant the righis conveyed by this License.



G.Motice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License 1o include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You ane 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 ldentity: You agree not to Use any Product ldentity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the owner of each element of that Product ldentity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open
Game Content excepi as expressly licensed In another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product ldentity in Open Game Content does not constitute a challenge to the ownership of that Product

Identity. The owner of any Product ldentity used In Open Game Content shall reiain all righis, title and interest in and to that
Product ldentity.

8. ldentification: If you distribute Open Game Content You must clearly indicate which portions of the wark 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 Conteni 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 1o 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 requlation 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 prowision of this License is held to be unenforceable, such provision shall be reformed only to the extent
necessary o make it enforceable.

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



A Group Of OQutlaw Rustlers Attack
The Double-M Spread And Kills All
But 3 Ranch Hands. Your Boss Asks
For Volunteers. Are You Ready To

Cowboy
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