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Non Player Characters [NPCs] are the life’s blood of any good Aces &
Eights campaign. They are the cordwood that fuels the flames of
progress on the Shattered frontier and drives the world that surrounds
the players as they try to make their mark. 

They’re the ones attacking the hills with pick and axe searching for
gold or felling trees to build the towns and railroads as the west is tamed.
Or more practically, they’re also the cantankerous barkeep that demands
money up front before filling that shot glass and the seasoned lawman
that casts a suspicious eye on newly arrived passengers stepping off the
stage.

In a typical Aces & Eights campaign hundreds of such characters will
be encountered. Some just passer bys — no more than faceless strangers
tipping their hats and muttering a “pardon me” on the boardwalk.
Others will become valuable allies. Others still dreaded foes.

You can generate sketchy versions of such characters on the fly as
needed but having an arsenal of fully fleshed out NPCs with back-
grounds, agendas and their own reasons for being on the Frontier is the
quick and easy way to quickly get your campaign rolling in high gear.

Rustlers & Townsfolk is packed with over one hundred ready to play
NPCs that can fill virtually any role. From vicious outlaw to prospector,
lawman to card shark, your frontier world is ready to be populated in
minutes.

Using Rustlers & Townfolk in your campaign

The NPCs featured in this set can be used in a wide variety of ways.
The following are just a few examples.

1. Drag-and-Drop NPCs: Do you need to populate a town? (for
example, the town of Black Horse that appears in the Aces & Eights core
rule book). The mix of NPC occupations in this set has been carefully
balanced so that you can populate a small town with interesting citizens
on the fly. 

2. Posses: The Bank has been robbed. The Sheriff has put the call out
for volunteers to meet in front of the Jail in twenty minutes to form a
posse. Randomly pull 5 to 20 NPC sheets from the stack and you
instantly have your posse.

3. Juries: The Bank robbers have been caught and dragged to jail.
There’s doing to be a trial. Draw 12 random NPC sheets along with a
Judge and court’s in session.

4. Gatherings: There’s a Church Social this Saturday. A real mixer.
Draw 50 NPC Cards and the party’s on.

5. Saloons: Your players decide to check out the Lynched Ox Saloon.
Pull a Bartender, a Piano Player, a Faro Player and a handful of random
patrons and you have a crowd waiting to interact with the players.

6. Stage/Traveling Companions: Players are walking along the side of
the road when a Stage approaches. After flagging it down they throw
their gear up on top and climb in. Draw a half dozen NPC sheets to see
who their traveling companions are as well as who’s driving the stage.
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Explanation of the Non-Player Character
[NPC] Sheet

Front Side
1. Scrape Code: This unique code you provide distinguishes this NPC

from all others. The scrape code can be used to reference an NPC in an
adventure or encounter.  It can also be used useful in large skirmish battles
where a GameMaster needs to keep track of which mini belongs to which
NPC. For example, the scrape code can be placed on a label and affixed to
the base of a miniature.

2. Picture & Personal Quote: This is a photo of the NPC along with a
simple quote of something the character has said in the past or is fond of
saying.

3. Basic Stat Blocks: This area contains the basic attributes and physical
particulars of the NPC.

Occupation: This lists the character’s current occupation or the career
path he’s or she’s most suited for based on his or her skills skills.  Just like
player characters, non-player characters may change their occupation. For
example a barber may turn up on the gold fields as a prospector or a car-
penter may be deputized and pin on a badge. Therefore don’t narrowly
pigeon hole an NPC based on their occupation.

Place of Origin: This indicates where the NPC hailed from before
heading west. A place of origin isn’t always indicative of one’s race or eth-
nicity. For example an NPC from Wisconsin may have been born in
Germany and spent part of his youth in Europe before his family immi-
grated.

Attribute Block: Here the NPC’s ability scores are listed along with any
relevant modifiers.  Note: Those modifiers have already been incorporat-
ed elsewhere on the sheet (such as into the listed Speed and Accuracy val-
ues) so the GM doesn’t have to add them in or deal with them. They are
listed in the event an NPC’s ability score is raised or lowered (for exam-
ple, he gets shot in the head and loses a point of Wisdom). In that case
certain listed values derived from these attributes may change. 

4. Fame & Reputation: This is the NPC’s Fame and Reputation along
with the appropriate level descriptors. Keep in mind that fame and reputa-
tion won’t always be readily apparent. 

5. Speed & Accuracy: These are the NPC’s adjusted Speed and Accuracy
scores used for gunfights. Modifiers for the number of gunfights (if any) the
NPC has been involved in and ability scores (Block 3) have been factored
in for you. Modifiers for any Talents, Quirks or Flaws that affect these scores
have not. The GM should pencil in changes to Speed and Accuracy in the
empty boxes below the printed values as they occur. (For example, a recur-
ring NPC survives his first gunfight).

6. Hit Points & Wounds: The NPC’s hit point level and wounds are
tracked here. Note that each wound should be listed separately along with
location and the number of days to heal. Remember to apply any modifiers
caused by a wound where appropriate.

7. Cash on Hand/Valuables: This is not indicative of an NPC’s total ass-
ests or possessions. The items listed are what the NPC is likely to have in
his pockets or carrying if encountered on the street.

8. Notes: This area is for the GM to annotate any information or notes
on the NPC as needed. It especially valuable to record interaction with play-
ers for recurring NPCs. 

9. Juror Personality: This indicates the NPC’s classification as a potential
juror if he or she should be called. See the rules for conducting trials con-
tained in Chapter 5.6 of the Aces & Eights core rulebook. Note that female
NPCs have Juror Personalities listed as well. Typically women in the
Shattered Frontier wouldn’t be allowed to serve as jurors but they’ve been
included in case the GM’s campaign handles things differently.

10. Sorting Tabs: These blocks along the edge of the NPC can be used
by the GM to sort or group NPCs in a variety of ways. For example, you
may want to establish the Calderon gang and include NPCs other than the
Calderon brothers. Simply annotate “Calderon Gang” in either ‘Grouping
II’ or ‘Faction’ and you have a handy reference for future play. 

11. Notable Skills: The skills listed should be considered a sampling of
notable skills that the NPC possesses. The list should by no means be con-
sidered complete. The GM should feel free to add more and tailor the char-
acter to his needs. Riding and Listening have been listed separately since
they are likely to come up often. 

Judge Severity: NPCs with a Judge occupation have their Judge
Severity ranking listed in the skill box for convenience. (See trial rules). 

12. Thumbnail Description: This is just what it says — a brief bio of the
character to give the GM a feel for who the character is. The GM should
feel free to add to it or replace it entirely depending on his needs.

13. Talents: Any Talents the NPC has are listed here. Again the GM is
free to add to the list or modify it as he sees fit. Note that any modifiers to
ability scores, speed and or accuracy a Talent may yield have not been fac-
tored in to other computed values such as Speed and Accuracy.

14. Quirks: The NPC’s Quirks are listed here. Again the GM is free to
add to the list or modify it as he sees fit. Note that any modifiers to ability
scores, speed and or accuracy a Quirk may yield have not been factored in.

15. Flaws: Any Flaws the NPC has are listed here. Again the GM is free
to add to the list or modify it as he sees fit. Note that any modifiers to abil-
ity scores, speed and or accuracy a Flaw may yield have not been factored
in.

16. Building Points: This box is provided for important or recurring
NPCs in a campaign that the GM may want to progress by assigning build-
ing points for accomplishments, especially NPCs who work closely with
player characters.

17. Wanted/Reward? This indicates if the NPC is wanted for crimes in
the Cauldron (or elsewhere) as well as any cash rewards being offered for his
capture. Details are left to the GM to flesh out unless indicated otherwise.

Back Side: Combat Sheet
The Combat Sheet presents the NPC’s data in a specialized format.

Everything the GM needs to run the character in a gunfight or brawl is list-
ed here. It includes full gun data for the character’s preferred and secondary
firearms.  

Note that just because one or more firearms are listed for an NPC, it does
not imply they carry them around all the time. Use common sense. For
example, a bartender’s shotgun is probably kept behind the bar while the
Marshall’s Winchester may be stowed in a gun cabinet at the jail house
under lock and key until needed.
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