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Chapter One

What Is a Role Playing 
Game?

Wild West Cinema is a Role Playing Game.  A 
role playing game (RPG) is make-believe 
with rules.  It is a social activity where players 
pretend to be heroic Characters adventuring in 
a fictitious world.  Role playing is pretending 
to be a different persona and acting as that 
Character would. The game rules and mechanics 
define what that Characters’ capabilities are and 
determine the outcome of his actions.

This RPG requires a group of people to play.  
Four or Five is optimal, but it can be played with 
many more and as few as two.  One person takes 
on the role of Game Master (GM), while the 
others (themselves called “players”) all take on 
the role of Player Characters (PCs), or simply 
referred to as Characters.

The Game Master has the greatest responsibility 
when playing the game.  He develops and creates 

the world and story in which the PCs adventure.  
He also takes the role of all the denizens of that 
world that aren’t Player Characters: (Critters) 
and Non-Player Characters (NPCs).  Finally 
the GM runs the game, referees disputes, 
interprets (and sometimes improvises) rules, 
and makes sure everyone stays involved in the 
action.

The players use these rules to create the heroic 
persona, or PC, he will role play.  During the 
game, the players will be faced by situations, 
challenges, and problems that the GM presents 
them with.  It is their responsibility to stay in 
Character (acting in a way that their Characters 
would behave), and solve these dilemmas as 
they feel their Characters would.  Sometimes, 
this involves using one’s imagination and wit; 
other times, it involves the luck that hinges on 
the toss of a couple of dice.

Together, the GM and the players create grand 
stories and epic adventures that will be long 
remembered.

Wade didn’t even turn around from the bar as he heard the click of a gun hammer being pulled back, 
an Army Colt .44 by the sound.  The nervous bartender could see the weary look in Wade’s eye as the 
drifter threw back the last drink of his whiskey.

“Wade Silver!” hissed the man holding the gun, “You killed my brother in San Angelo and I’m here to 
settle the score!”  The speaker was a brash young cowboy, his confidence bolstered by the liquor in his 
belly and the two scowling companions flanking him.

Wade set his tin cup on the bar and casually placed his stump of a cheroot between his clenched teeth.  
With a sigh, he turned around and headed down with the brim of his hat lowered to cover his face.

Raising his head slowly, he stared at the man who faced him, his cold eyes penetrating those of the 
gunman.  Wade noticed the other man’s hand suddenly wavered a bit.  He looked, in turn, at the other 
two, their hands even now slowly moving to the grips of their own holstered pistols.  “Only three of 
you?” he questioned, shifting the cheroot to the other side of his mouth with a frown, “I’m insulted.  
What am I going to do with the other three bullets?”  
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The Wild West that never 
was!

Wild unexplored frontiers, lawless cities, 
barroom brawls, shootouts, lawmen, and 
ruthless outlaws…that’s what Wild West Cinema
is all about.

Wild West Cinema is a role playing game set in 
the classic American Wild West.  This period in 
history only ran about 20 years (1865-1885).  
However, many of the elements that people 
associate with this genre actually happened in 
the decades just before or after.  Many of these 
specifi c elements, occurrences, and people only 
crossed paths briefl y, and some, never at all.

What the Wild West Cinema role playing game 
does is to take its cue from the movies and novels 
that dramatized this period, rather than history 
itself.  That isn’t to say that this game throws 
all history out the window; it simply downplays 

the importance of specifi c dates and continuity 
while focusing on the romance, drama, action, 
and adventure of a good Wild West tale.  With 
Wild West Cinema, you are invited to include any 
and all of the trappings of the genre as they fi t 
your idea of what the Wild West should be like, 
whether historically accurate or not (although 
you can certainly follow actual history with these 
rules if you like). 

The rules themselves are designed to simulate 
the cinematic action you see in the movies, not 
the gritty realism of our world.  Realism isn’t 
completely disregarded, but the rules allow the 
Characters in your story to be daring, perform 
larger than life feats, make things happen, and 
stay alive long enough to ride off into the sunset.  
The players of Wild West Cinema are the stars of 
all those spaghetti westerns and dime novels in 
a Wild West world you create.

So, pull on those boots, don that hat, strap on 
that six-shooter, and mount that horse… it’s 
time to ride!
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When your group of friends gets together 
to play Wild West Cinema for a few 
hours, it is called a game session.  This 
session can last as long as you want to 
play, but about 4 hours is generally an 
adequate length of time.  This is enough 
time to get a lot accomplished and 
keep things exciting, while not going so 
long that everyone becomes tired, and 
possibly bored.

To help you understand what a role 
playing game is and how one plays, 
a script of part of a game session is 
presented below.  At first, some of the 
game rules and die rolling may seem 
confusing.  For now, you can just ignore 
these parts and concentrate on the flow 
of the game.  As you will see, the Game 
Master sets the scene, the players have 
their Characters do as they like, and the 
GM tells them what happens.  Some 
things the GM has planned, some things 
he makes up based on what the players 

do, and some things call for the rules to come 
into play.

Dave, the GM, has assembled his friends Steve 
(playing the Drifter, Wade Silver), Charlie 
(playing the Tender-foot, Percy Andrews), and 
Colette (playing the Kid, Little Jane).

Dave:  Wade is just riding into town with the 
annoying kid you rescued from the Indians, 
Jane, running behind his horse.  Just ahead in 
the middle of the dirt road, you see three scruffy 
looking cowboys talking to a thin man dressed 
in fancy clothes, you recognize him as your old 
friend Percy.  The cowboys look like they are 
getting angry.

Charlie:  Hey, I can’t help it if they lost their 
week’s pay to a city boy, if they don’t know how 
to gamble, they shouldn’t sit at the table with 
the big boys.  Percy says, “Excuse me boys, I 
need to deposit my winnings in the bank”, and 
push my way through them.

Steve:  Oh hell, here we go again!  Wade is 
going to ride up slowly, flipping his poncho to 
the side to expose his pistols as he does so.

Colette:  Hmmm, if no one has really noticed 
me, I’m going to dodge into a side alley and 
work my way around to the cowboy’s backs, I 
smell trouble brewing.

Dave:  OK, Percy, you see your old friend Wade 
riding toward you.  The cowboys don’t want to let 
you pass, so you’re going to have to force your 
way through by making a Physique Attribute roll 
verses the cowboy’s Physique, that’s a Target 
Number of 5.  Colette, nobody notices Jane and 
you can easily slip down the alley without being 
seen.  It’ll only take you a minute or so to get 
behind the cowboys if you go quickly.

Charlie:  (rolls the dice) Crap, I only got a result 
of 4 and I’m all out of Story Points… I guess 
Percy isn’t going anywhere right now.

Steve:  I’m going to clear my throat and say, 
“Well hello there Percy…any trouble here?”, while 
I make sure the cowboys see how close to my 
hand is to my pistol.

Colette:  I’m going to pull my sawed off shotgun 
out of my backpack as I’m running.  You know, 
just in case I need it, and yeah, I’ll go quickly…
but I’m also going to stick to the walls out of 
sight.

Dave:  The cowboys all look at Wade when he 
clears his throat.  They look at his revolver, lose 
interest in Percy and take a defensive stance with 
their hands hovering over their pistol grips.  The 
apparent leader says, “Get lost, stranger, or the 
three of us will put three bullets in you!”  Little 
Jane, you come out just behind the cowboys 
when this is happening and none of them seem 
to have noticed you.

Charlie:  Well, since no one is looking at me 
anymore I’ll flip my derringer out of my sleeve 
and into my palm so I’m ready when the shooting 
starts.

Steve:  Yep, looks like trouble, I’ll go for my gun 
too, using my Quick Draw Special Ability.

Colette:  Screw all this talking!  If you’re gonna 
shoot, shoot! I’m going to drop one right away!

Dave:  You’re such a little sweetheart, Jane. 
Ok, Jane, you get a surprise round, so roll the 
Luck Dice. Their Defense is 6 and I’ll give you 
a +2 bonus to your Shooting Skill, since they 
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aren’t expecting your attack from behind.  Let 
me know what you get.  After that, everyone 
give me an Initiative roll and we’ll see if you can 
take out these brash cowhands.

That is just a few minutes of play.  What will 
happen next?  Well that depends on what the 
players do and how the dice fall.  Now that you 
know what a role playing game experience is 
like, let’s learn how to play!

Equipment Needed
A role playing game is usually played around a 
table.  Most of the action takes place verbally 
and in the players’ imaginations as they create 
the story together.  However, there are a few 
components that are necessary to play, and a 
few that are just helpful in making the experience 
more fun.

Wild West Cinema Rulebook
This book contains all the rules you need to 
create Player Characters and play the game.

Players
Wild West Cinema requires at least two people 
to play, while a group of 4-6 usually works best.  
One takes the roll of Game Master (GM), while 
the rest take the role of Player Characters (PCs).  
Character sheets for recording Characters can 
be found at the back of the rulebook, or you can 
simply use a sheet of paper. 

Dice
Wild West Cinema uses standard six sided dice 
that can be found in any game or department 
store.  These are the same type of dice that are 
used for all traditional games of chance, and are 
in most board games.  Each player should have 
2 dice of different colors (one red and one black 
are suggested) if possible, but one die each will 
work too.

Miniature Figures
Most hobby stores sell metal or plastic miniature 
figures for war gaming and role playing.  They 
also sell Battle Mats or graph paper with one inch 
grids.  Miniatures are definitely NOT needed to 
play Wild West Cinema, however, many people 
find it helps them to visualize the combat better 
and act more tactically.  The choice to use them 
or not is yours.

An Adventure
The GM should have an adventure ready to 
play.  Most GMs write their own adventures, but 
several pre-made adventures will be available 
for purchase or downloaded online.  A sample 
adventure, The Gatling Decision, is included in 
this rule book.
 

Other Stuff
Needless to say, you will need other stuff.  
Scratch paper for notes, graph paper for maps, 
and pencils to write with are a necessity. Having 
some type of tokens, counters, or gaming stones 
will be extremely helpful if using miniatures.  
Snacks will keep players happy too!

the Core Game Mechanics
Wild West Cinema is powered by a game system 
called the Fast Engine.  “Fast” is sort of an 
acronym for Fun, Action, Simple, and Tactical.  
These are the elements that make this game 
what it is.  Fun is obviously important to any 
game; Action represents the cinematic style of 
the game; Simple was used to express a game 
system that is very easy to use and learn; 
Tactical means that, while miniature use and 
strategic thinking aren’t a necessity, the rules 
do provide for that type of game play if the GM 
and Players want to use it.

The following covers the core components of the 
Fast Engine and what makes it work.  All of this 
will be discussed further and detailed more in 
the appropriate section of the rules, but for right 
now this will make the rest of the book much 
easier to understand.  Likewise, some of this 
may seem confusing now, but will make much 
more sense as you read on.

One to Ten
Most everything in Wild West Cinema is ranked 
on a score of 1-10, with 1 being absolutely 
terrible, 10 being extremely awesome, and 5 
being average.  People have been using this 
method of scale for years to judge things, so it 
should be fairly easy to understand.  This rate 
of scale serves two major purposes, first, to rate 
how good anyone is at anything, and also how 
difficult it is to accomplish anything.  
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In Wild West Cinema, you will almost 
always roll two standard six sided dice, to 
resolve any action.  This is called rolling 
the Luck Dice.  The two dice should be 
of a different color, one representing 
a positive number (+) and the other 
representing a negative number (-).  
Red for positive and black for negative 
are the most obvious choices.  Roll the 
two dice together and total the results.  
If you only have one die, or dice of the 
same color, you could roll one die fi rst to 
represent the positive number, and then 
roll another die and subtract it from the 
fi rst.  This gives you a total of -5 to +5 
with 0 being the average.  

Basic Resolution
Characters are defi ned by Attributes 
and Skills (ranked on that scale of 
1-10 described above).  Whenever a 
Character tries to do anything, you will 
use the Attribute or Skill Rank that is 
most appropriate for the task.  The 
Game Master will then give you the 

Target Number (TN) of the task.  The TN is 
the diffi culty Rank of the task being 
performed (also rated on a scale of 
1-10).  You then roll your Luck Dice 
and add or subtract the result from 
the initial Attribute or Skill Rank 
attempting to equal or exceed the 
Target Number to achieve success.  
Most of the other rules of the game 
are based off of this core mechanic.

● Attribute or Skill +/- Luck 
Dice ≥ Target Number (TN) for 

success

The Target Number
The Target Number is determined by 
the GM.  A TN is either an opposed 
TN or standard TN.  The opposed TN 
is used when a PC pits his Attribute or 
Skill against an opponent’s opposing 
Attribute or Skill Rank.  The standard 
TN is a number the GM chooses based 
on the general diffi culty of the task.  

The TN takes into consideration 
all external elements involved in 
succeeding at a task.  It is the GM’s 

job to appropriately assign a TN for an action 
based on all the diffi culties present (for example, 
tracking the bad guys as they ride out of town 
might be simple (TN2), while tracking them the 
next day might be average (TN5), but tracking 
them in the rain at night is certainly going to be 
extremely diffi cult (TN9).

Modifi ers
Sometimes, a situation makes a task easier or 
more diffi cult for a PC to perform.  This is most 
prevalent in combat and when making opposed 
rolls.  In this case, a modifi er may be added 
to (a bonus) or subtracted from (a penalty) the 
Attribute or Skill being tested.  The Modifi er is 
always added or subtracted from the Attribute 
or Skill, not from the TN or the Luck Dice roll.  

For example, if Wade is shooting his Colt pistol 
at an outlaw, he will use his Shooting Skill Rank 
to resolve the task.  If Wade expends extra time 
to take careful aim with the pistol, it makes the 
shot easier, and he is awarded a bonus of a +2 
modifi er.  The +2 is added to his Shooting Skill 
Rank before he takes the shot and rolls the Luck 
Dice.  
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Snake Eyes & Boxcars
“Snake Eyes” is a roll of two 1s on the Luck Dice, 
and “Box cars” is a roll of two 6s.  While, in 
the parameters of the Luck Dice rules, both of 
these would technically be a sum of zero, these 
two results are treated a bit differently.  Snake 
Eyes always indicates a failure and Boxcars 
always indicates a success.  In addition, Snake 
Eyes indicates a gun jam or a need to reload in 
combat, while Boxcars sometimes activate some 
PCs’ Special Abilities when rolled.  For now, it’s 
enough to know that Snake Eyes are bad, and 
Boxcars are good.  

Time & Measurement
Time and measurement in Wild West Cinema
are generally abstract, however, there are a few 
times when it is important (especially during a 
fi ght) so we’ll cover the rules right away and lay 
some ground rules.

Time & Rounds
Time isn’t important unless the GM determines 
it is.  If the PCs are waiting for a train that will 
arrive the next day, and nothing of importance 
is going to happen till it arrives, then the GM 
should just skip forward in time to the train’s 
arrival.  The same is true with long, uneventful 
cross country trips.  The GM should simply control 
time as needed to advance the adventure.  The 
only time that time becomes very important 
is during combat, or other intense action 
sequences.  When these action sequences take 
place, you will need to know how long things 
take, and who gets to do things fi rst.  When 
this happens, the game time breaks down into 
rounds.  Rounds are 3 second periods of time 
during which individual PCs can usually take a 
single action.

● 1 Round = 3 Seconds = One Action

Measurements & Units
All general measurements in Wild West Cinema
are given using the USA system of measurements.  
Since the most common measurement used in 
action sequences (for movement and weapon 
ranges) are all going to be given in 5 ft. 
increments, we will simply call these Units from 
this point forward.  For Example, if a Character 
can move 25 feet in one round, he can move 
5 Units.  This will be particularly useful if you 
decide to use miniature fi gures, where one Unit 
will equal one square on a 1 inch grid map or 1 
inch on the tabletop.

● 5 feet = 1 Unit

The Golden Rule!
While the book you hold in your hand is referred 
to as the “Rule Book”, there is only one absolute 
rule, and that is that anything in this book 
should be thought of as changeable!  You heard 
that right; these rules are simply guidelines for 
the GM and players to create the type of Wild 
West adventures they desire.  The GM is the 
fi nal authority on rules, and, after weighing the 
consequences, if he thinks something should 
be changed, then so be it.  That is not to say 
that the rules here should be disregarded.  This 
game has been carefully designed and tested to 
make sure that everything works.  Still, the main 
purpose of the game is to have fun.  If changing, 
adding, or ignoring certain rules adds to the fun 
for everyone, then, by all means, change them. 
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