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_ Stevc Jackson. Games is comtxutted to
full suggoﬁ of the GURPS ‘sytern. Our
: wdms Is'SJ}Q@nes, Box 18957, Austin, TX
T8760, Pleasehinclude a self-addressed,

usf Resources igglude:

e}w online migazine includes new GURPS
" les and articles Walso covers Dungeons and

Eﬂmelter World of Darkness, Call
Qfﬁ?iuﬂm, and many more top games ~-and
‘other Steve Jackson Games releases. like In

Miniatures, and more. Pyramid subscribers
also have access to playtest files onfine! .

‘GURPS codtinges .10 grow, and we'll be
happy to let you know what's new. A current
catalog is avaslable for an SASE. Or check out
“our website (belowe), ‘)

Errata. Bveryone makes mistakés,
mcludmgus—-bu{wedoowbesuoﬁx our
=} errors, Up-to-date errsta sheets for all GURPS
_Agleases, including thi8. book, are availuble
from SJ Games;.be sm‘emmclude an SASE.
01‘ download them fmrmﬁe Web - see below.

- Gamer input. We v&ue your comiments,
for new pmducts as well as updatexd pnuangs

.....

i Internet. Vm us on the World Wide Web
at www.sygamcom for@ online caialog

“rec. ganmﬁp gurps. .

- {w ~ GURPSner, This e-mail “Hist hosts much
1. of the. euline Q,;scusqmn of GERPS.To join,

e-mail ajordomo@io.com with “subscribe

bmwser to-gurpsn

¢ The 'GURPS Déadiands: Hexes web
-page is found at. www.s;games Wgnrpsi
&eadlandslhexes’ :

- Page Bm:m

spec:ﬁcaﬂy for the GURPS Basic Set, Thind

p, Bl02 means p. 102 of the GURPS Basic Set,
Third Edition. Page references that begin with
Clidicate GURPS Compendium 1. Other

fegﬂmdkmds. Weird West. The abbreviation
for this book1sDH.Foraﬁ.ﬂl hstofabbrew—

J \':f'.;_.sjmmwammm

mnpedmvelbpe;(SASE) any tlmc y()u write |
. Pyraid- {wwwmnﬂpymmdf) '

Nomine,lﬂmnmatr,(fw%rs Toon, Ogre

New supplements . and adven.mres:"

errata, updates, Q&A, and much more.
SGURPS has its own Umet grw 00!

GURPSnet-L” in'the body, or met your web

“Asour e Aumaen
Rﬁim and”“siansucs it this b@ok are:

| Edition; Any page reference that begifis witha
B refers o the GURPS Basic Set — e.gi

references are Clifor Compendium H and DL

itions, see.p. CT{81 wﬁwupdmedwebhst_

Magic is not for the imid. A person who wants to-
wield the powers of the supematural and shape the'
world to his liking has to be willing to put body, mind, :
and soul on the line. To cast a hex — to change the .
world — means facing down the meanest creatures to
be found in this or any other plane of existence, match-
ing will against will and wit against wit, and walking |
away smiling. 4

This book contains information about hucksters —
the spellcasters of the Weird West — expanded beyond
the material provided in GURPS Deadlands: Weird -
Wesz. Tt has dozens of new hexes, new advantages
and disadvantages, new template lenses, carnpaign and -
adventure suggestions, and extensive new background:
material for your Deadlands campaign. GMs will need”
the GURPS Basic Set, GURPS Compendium I, and. -
GURPS Deadlands: Weird West,

Michael Suileabhain-Wilson has been writing
gaming material for about three years, but his role- -
playing roots predate the second Reagan administra-
tion. His previous work includes an assortment of :
articles in Pyramid and elsewhere, as well as the
GURPS Deadlands Conversion Notes. Aside from :
gaming, his interests ran the gamut of ways to interact
with food, books, and people. Professionally, he
dances a deadly minuet with carpal tunnel syndrome, :
testing video games by day and writing freelance by
night. He lives south of San Francisco with his fiancée, |
many hypothetical cats, and a fabulous sofa,
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The history of hexslinging begins with a
man named Edmond Hoyle. Most people
remember him as the author of Hoyle's Book of
CGames, the preeminent reference for games of
skill and chance. A select few remember him as
the man who plunged into the chaos of a thou-
sand magical traditions and brought back the
Great Game: hexslinging.

fHovee's Eanty Canzen

Hoyle was born to a London merchant tami-
ly in 1672. After dabbling in a few different
trades, young Hoyle joined the East India Com-
pany and traveled to the Far East. There, in India,
he distracted himself from the tedivm of Calcutta
guard duty by playing cards and studying the local
culture — particularly its religions and beliefs. He
regarded these studies as a mere diversion, but
they would soon tum deadly serious.

Two years later, in 1693, Hoyle came to sus-
pect that a man-eating tiger which had complete-
ly stymied the Calcutta authorities was of
supernatural origin. Without the knowledge of his
superiors, he traced the tiger (o a local shrine,
where he discovered that it transformed from a
beast to a man every morning after ravaging Cal-
cutta through the night. No fool, Hoyle put aside
his curiosity and put a bullet through the human
form’s heart. Calcutta’s man-eating tiger was
never heard from again.

That night changed Hoyle forever. The skin-
changing cultist proved beyond all doubt that the
legends and rites he had been studying were not
just stories. Behind the myths lay a dark truth.

Hoyle knew that revealing the fruth to his
peers would put him in a madhouse, so he kept his
experience to himself and threw himself anew
into his research. In time, however, he came to a
crossroads. He had learned much, but the true
rites of power were in the hands of dark cults like
the one that had created the tiger. They shared
their power only with those who joined their
ranks. Hoyle refused to throw in his lot with the

cults and their evil ways. Instead, he returned to
his native soil.

Upon his return to England, he used his back
pay to pursue a classical education at Oxford and
Cambridge. He gained an excellent grasp of the
classics, but little wisdom about the mysteries he
sought. Waestern thonght had studiously
expunged the occult arts; the very notion of the
supernatural inspired derision from his profes-
sors. In time, Hoyle concluded that his country’s
scholars could help him no further, and he
returned to the Orient.

Tur Prmsr Cuve

In Constantinople, Hoyle found books long
since destroyed in Western Europe. From these
ancient texts, he learned that the world had long
been afflicted by an order of being which existed
on a plane beyond mortal senses. They were
known by many names — demons, spirits, djinn —
but were always devious and wicked, and pos-
sessed powers beyond mortal ken. Hoyle called
them “Jokers.” Since the dawn of time, people
had made bargains with these Jokers for the use of
their supemnatural powers; they were the sorcercrs
and witches of legend. For some reason, Jokers
stopped venturing into the mortal world during
the Middle Ages, allowing the rise of reason and
right thinking.

Contracts with dark spirits appcaled to Hoyle
no more in Constantinople than they had in Cal-
cutta, but he saw a hint at another road to magical
power. If Jokers could grant power in a negotiat-
ed contract, presumably they could also be forced
to surrender that power. The question was how to
compel a Joker to do his bidding. His studies
revealed ways to contact the Jokers” home, and
after five years of research, he developed what he
thought to be a workable way to wrest power
from a Joker.

He was wrong, and found himself obliged to
leave his lodgings a few minutes ahead of an
angry mob, without his notes or possessions,

L L
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Heé came to Vienna, where he reassembied.
his work with the aid of an assistant —a Russian
- -drifter named Emst Johann Biren. Birenagreedto -

“inseepret for Hoyle in exchange for room and

" board, and in time he came to assist in his studzes
as well.

: Biren seemed to be sunply curious . about
Hoyle s work, but in reality he saw the occult stud--
E10::5&satoolti:»gajnthcpowvéramiwcalthwhlchhc:
craved. He began examining Hoyle’s book and - )
-~ becamie certain his protege had been behind them -
“alf, and knew he had to put a stop to Biren’s
- “career. In 1722, Hoyle caught up to Biren in
“"Bavaria. The fwo sorcerers at:last stood face to

notes op his own, and explored methods that his

teacher had distnissed as immoral or just too dan- -

_ gerous. In time, his power exceeded Hoyle s.

A Taa Docoeen
' fn 1711, Hoyle attempted a second experi-
ment, this tdme frying to compel a Joker to heal a

lame beggar he found on the street. The hex sue- -

ceeded, and both Hoyle and the beggar were lat-
‘eld. However, unknown to Hoyle, his assistant

- took the opportunity for an experiment of hisown .
- . —aplague hex. Within weeks, plague swept Vien-
;. na and the rest of Central Europe, kitling nearly

half a million people. -

.: Hoyle was horrified. Somehow, he thought,
*“his hex must havc gone wrong, and hundréds of
* thousands of innocents had paid for his hubris.
Guilt-stricken, he bumed his notes and renounced
- "his occult studies. He became a mercenary; per-

“hiaps he hoped to find the peace of death on a bat-
tlefield somewbhere,
.. Nine-blbodstained y yea:s Iater, he was in Mar-

" seillés during an outbreak of plague. Fearing that . -

h]S mistakes might still’ haunt . 1:he mnocem he

-’-l Asconning 10 Hm:

investigated the epideriic to see how he might bc
able to help. He found definite signs of supemnat-

ural influence around the earliest victims. More

" importantly, however, he heard of a recent visitby
~a mysterious Russian noble callmg himself Count
Biren. Suspecting for the first time that his appar- ¢
ently indifferent student had leamed more than he

had let on, Hoyle'set himself to the chase.

Biren’s- trail legt him back and forth across f

Europe, throtigh epidemic after epidemic. Hoyle

face. Biren admitied his evil work; and the two -

came o blows. However, Hoyle had given up his
studies a decade ago, while Biren had pursued

P.:nnvzm' m mem

A band of gypsies found Hoyle there, and
* nursed him back to health. He traveled with them
for several years while he pondered his next

course of action. He soon came to the conclusion

<, ever-greater levels of power. He' feft Hoyle in a 4
* Viennese drainage ditch, physically broken and -
: seethmg with mfectxm. . '

that his failure to best Biren had been due to fun-

damental limitations in his approach. To be useful
against Biren, his hexes would need to be much

faster. However, every hex he knew demanded an =
extended battle of wills. Bending a Joker, incred- P

i

ibly powerful in its own domain, to one’s will was *

_not an easy task. One day, playing cards with his
hosts te hit on the answer. g

i




The battle of wiils at the heart of every hex

had certain rules, handed down from antiquity.
Within those ruies, it took considerable time for
him to best a Joker. However, given proper prepa-
ration and force of will, it might be possible for
him to change the rules to his liking — to cheat, as
it were ~ ensuring a rapid and complete victory,
Hoyle spent nearly 10 years developing men-
tal exercises to twist the rules of the game. In
time, he learned that imposing the metaphor of a
game of skill and chance outo the battle of wills
was the best tactic for his work. Jokers were
unable to compete within the arena he forced
them into, and surrendered rapidiy.
~However, just when he felt ready to confront
his former pupil again, Russia’s new czar, Peter
I, died of smallpox. His cousin Anna took the
throne and appointed her lover Ernst Biren to the
post of Grand Chamberlain. Fearing the resources
_his adversary now commanded, Hoyle fled the
~ Continent, retreating to England to work in the
family business and develop his art in secret. Dur-
ing this period, he began to use his hexes to
restore his health. Though over 60, he appeared a
‘healthy man of merely mature years.
Safe in England, Hovie had time to reflect.
. He realized that while his work had the power to
do great good, it could do equally great harm. His
studies ust not again be allowed to fall into the
wrong hands. He again destroyed his notes; this
time, however, he rewrote them in code, disguis-
ing thém as a series of essays on card games (a
hobby be had pursued since his Calcutta days).
Hiding his work in plain sight in this manner per-
mitted him to carry and study his notes anywhere.
Hoyle became a notable authority on card games;
his new social prominence was a pleasant diver-
sion while he considered the problem of Biren.

OeeonTuntry Riocks

“:After several years at home, Hoyle received

a letter from a Russian friend of his mercenary

* days. Field Marshal Christoph, with some friends
and co]leagucs was involved in an attempt to
overthrow Biren’s puppet government and restore
the rightful rulers. He knew something of Hoyle’s
studies, and feared that the Grand Chamberlain
- might have similar abilities that would doom the
rebelkon He had also learned that Hoyle was the
~ one man who Biren truly feared. He asked for

© Hoyle’s help iir defeating Biren.

'Hoyle knew he wotld never gct a bette,r-
~ chance at Biren. The rebellion would” occupy
Biren’s flunkies long enough for Hoyle to engage - -
him; without Hoyle’s aid, conversely, the rebel-

liorr was doomed to falure. He gazhcred a few

supplies and hurried to Russia. There the rebels -
successfully toppled the corrupt government and
captured Biren himself in enchanted manacles

- Hoyle had prepared.

‘Biren was exiled to Siberia rather than put to
death, which troubled Hoyle, After a few months,

he followed Biren east, fearing that he might

somehow escape exile. His fears were well
founded: he arrived in Siberia to find Biren firm-
ly in control of his prison and the surrounding
area, Once again, teacher and student faced each
other in a battle of wits and wills.

This time, however, Hoyle had spent-decades
deep in siudy, while Biren had grown soft in {ux--

ury. Hoyle’s riew hexes overwhelmed Biren's = :

dark magic, and Hoyle walked away victorious,
leaving his enemy’s limp body to be consumed by
the flames rapidly enveloping the prison, Hoyle’s .
mission was complete. He could return home for'
a restful, well-deserved retirement.

PupLisue!

Catastrophe awaited him at home, however. .

One of his nephews, discovering his journal dur--" "
ing his absence, had had the book published =

under the title A Short Treatise on Whist, It was
already a strong seller, and Hoyle a minor
celebrity. Hoyle was appalled. The. books were
in code, but he was far from sure the codes
would stand up to a detailed examination. The -
notion of inquisitive souls all across England
trying fo replicate his incomplete, half-finished
hexes filled him with horror; his nephew’s ill-
considered attemp! to comipliment his uncie
might create a dozen Birens. T

Recalling the book was impossible; zi'liad
already sold thousands of copies. Hoyle racked
his brain, but the only remedy he could imagine
was to write a new book, correcting the flaws and
removing the most dangerous hexes. Keeping his
work a secret was no longer possible, but he
could at least try to distribute it in as safe a form
as possible.

Writing the book ook years. He refined his
hexcraft, sharpened his skill at battling Jokers,
and sought a more thorough understinding of

. Jokers and their world. In 1762; while relaxing
" with a book on America’s native wribes, he stum-

bled on the mention of something called a “man-
itou,” a spirit with which Indians claimed to deal
with regularly. The more he read, the more con-

“vinced he became that these manitous were the

same Jokers he had Wrangle'd with for over half a
century. The next day, over vigorous protests

“from his family, Hoyle booked passage for Amer-

ica, and_ arrived in the spring of 1763.
Acconprne mo Hovtz &
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Hoyle’s travels in America proved difficult. -

R ” The Indians were skepiical or hostite toward an

: Englishman with nothing but questions, and

' even those he managed to befriend ofien knew
nothing of the manitous. When he did manage
to find a shaman with wue power, it often put his
life in even more danger — a man who would
seek out the manitous was deeply upsetting to
true shamans, and many felt compelled to put a
stop to his endeavors. _

The man he had been looking for tumed out
to be a Natchez shaman named Crooked Feath-
ers, in New Orleans. Crooked Feathers was a ¢
patient man. He heard Hoyle out, and agreed -
that his plan to contain the damage he had done
was the best that could be done under the cir-
cumstances. He told Hoyle what he knew of
magic. More importantly, he told him of the Old -
Ones, and the Great Spint Wars, of the nature |
spirits and the manitous, and of the true nature
of the spirits and the ways in which they could
be tricked or compelied. ~ .

- Hoyle had learned his craft through trial'and
 error, guided only by a few vague tomes and his
‘own experience. This . glimpse into the true
nature of magic was revolutionary. He saw his
work in a whole new light and, with Crooked
Feathers’ help, was finally able to finish his book
to his own satisfaction. His last quest complete,
~ Hoyle decided to go west and continue his stud-
ies. He bid farewell to his mentor and friends
among the Naichez, stopped in town for sup-
plies, and walked into the frontier wilderness.
Edmond Hoyle was never seen again,

POSTSCRIPT
Five years after his departure for America,
" Hoyle’s family received a package. It contained
his- fast will and testament, and the complete

manuscript of Hoyle’s Book of Games. 1t was |
published in 1769.” As Hoyle had feared and
expected, some curious and perceptive individ-
uals noticed the underlying meaning of the i
book, and began to practice the hexes they
found encoded there. Hexslinging was borm. H
Unfortunately, over the years since, the |
Book of Games has been reprinted many times,
usually by editors who didn’t understand the
material and made well-meaning cuts and
“emendations. These changes, over the years,
have destroyed or obscured many of the original
g hexes, making the 1769 edition a precious find
" for any huckster.

B Acconntse 1o Hovit




Hucksters come in all shapes and sizes,
which is part of what makes them such a handful.
This section includes notes on existing advan-
tages, disadvantages, and skills; a few new
advantages and disadvantages; and new template
lenses for use with the templates in GURPS
Deadlands: Weird West,

Ordinary hucksters can be built on 150 to 200
points or so, but an entire party of hucksters
should probably be built on higher peint totals,
Your average huckster is normally fairly special-
ized, and if the party hopes to able to do
mote than hurl hexes, they'll need a
few more resources.

ADvaNTARES, /)
Disanvanraces, |
AND SHILLS

Hexslinging has a way of
twisting everything it gets involved
with. As a Tesult, many advantages,
disadvantages, and skills behave in special
ways when hucksters are involved.

AnvANTACES
DanepeviL see p, LIS

Casting a hex always qualifies as high-risk
behavior; hence, hucksters with Daredevil always
gets the +1 bonus when casting. Such hucksters
may treal a black joker as a critical failure and

redraw the hand.
T AMILIAR sz p. CIS7

A familiar is an animal with whom & huckster
has formed a metaphysical bond. Familiars in
the Weird West have near-human intelligence
(}Q 7), and can communicatz mentally with their

hucksters. When within 10 yards of his familiar, a
huckster gains +1 to all his hex rolls; this benefit
is worth 5 points, o

Normally, familiars have no connection with
the Reckoning; however, a huckster could choose
to take a familiar inhabited by a manitou, in
which case the Demonic Familiar option would

be appropriate.

LR see p. B2l

Ordinarily, Luck cannot be used to affect a
spellcaster’s chances with spells. Howey-

basic level, on his luck. Hence, in

GURPS Deadlands, Luck can be
used to affect any hex unless oth-
erwise noted.

A huckster may use Luck to
redraw his hand of cards for
casting hexes. If he decides to do

s0, he must draw three complete
hands and pick the best one; he
may not redraw & single card. The
GM may require the player to reshuffle
the deck between each hand; this makes the
process more random and preserves the chance of
backlash, but can be tedious.

GMSs should be aware that hucksters with
Luck - particularly Ridiculous Luck or Super
Luck — can be extremely powerful. A huckster
with Super Luck and the Soul Blast hex
(p. DL78) can get an instant kill by forcing a
Dead Man’s Hand. Unless the GM is prepared for
some very over-the-top feats of magic, hucksters
with high levels of Luck should not be permitted.

Masteal Armirune CHusesrend
sre b OL38

All hucksters have Magical Aptitude. Smart
hucksters have as much of it as they can afford. It
makes it easier to leamm hexes, and it makes the
hexes you do know more powerful.

Ceanacrens 7

er, a huckster’s magic relies, on a very v



'} for high levels of Magical Aptitude (Huck-

: rolls. This makes the typical ( GURPS Dead-

~ the chantes of getting.a good hand,- and -

P fv;el of ongmé% Deadlands can scalé back. ..

1 remains valuable; it gives bomuses to hex "

anzs:mm

In a default Deadlands campaign, Magic

‘hmme Mm:m Mzwunn

1t is easier in GURPS Deadlands to get
aglargc hand than- it is in‘the orlgitigl Dead

i, oy 0

Ignds. GURPS Deadlands gives extra card:.

- ster) and for good hex rolls!: original Dead-
... lands only gives extfa cards for good fiex

hand larger, which greaﬂy increases
- therefore 2 more powerful hiex éffect: As a

' resylt. GURPS Deadlands hucksters are, on -
ﬁw whole,»merwpﬁwwﬁil _ ﬁ“ shghtly more %

.ant to rétain- rnurc ef ffiqi_ ;
h{fcksterﬂ pOWEr by not giving extra cards
{Huckster) Ma@caf Aptatude (Huckster)“

“Jevel, and the-tange -and d ”m; of many"_' ;

for_higher-levels. of Magical Aptitude }

»'_;_i hexesanebasedoﬁi L

- Resistance i§ not available; magic is a force that

" has its way with all mortals, whether they like it -
or not. However, some GMs may wish to allow it
.. in their game; Magic Resistance can give the PCs
~ an edge against an uncaring world :

 MarmaL Seeutcastong |
‘Some hucksters have a namrai.:_mtumon for

the ways of the manitou, Such a huckster can
- sornetimes, in dire circumstances, cajole manitous

into' doing something he never leamed how o

. force from them. Most hexes that aren’t in Hoyle s
- Book of Games came into circulation this way.

~ New Aavanraces
T B

7 Characters with Magical Aptitude (Huckster)
‘may take this agvantage. It allows a huckster cast-
-ing a hex 1o draw his cards one card at a time,

stopping. whenever he chooses. Therefore, if a

. huckster with Magical Aptitude 1 draws a King,
" and then another King, he may stop’ without
' draw:izxg the last three cards ~ settlmg for ahand -

- B Enaanc:ans

-y

s:n P nm-.
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level of Jacks and avoiding the risk of backlash

from further cards.

TeMPese % powns

A tempest is a person bom with an uncon-
trolled magic talent. Most tempests die in a mag-
ical accident before adolescence, but a few
manage to reach adulthood alive and kicking.

Tempest characters pick any single hex as
their inbom talent. The tempest can use this hex
at any time, but voluntarily invoking wild magic
takes its toll. Willingly activating the power of the
tempest causes the tempest character to lose one
character point. This point can come out of the
tempest’s unspent character points, or out of skills
and advantages.

When a tempest invokes his power, he draws
four cards from a complete deck and attempts.to
assemble the best hand possible, just as if he
were a huckster. Because he draws fewer cards,
the higher hands will be extremely difficult if not
impossible; tempests should therefore avoid
hexes that require hands of Two Pairs or better.
Tempests do not suffer backlash, However, if the
tempest draws a joker, his talent goes complete-
Iy -out of control. In thzs case, the GM decides

what happens.

The tempest’s talent can also go wild on its

- own, Whenever the tempest is mentaily stunned —-

usuaJIy as a result of surprise or Fright Checks
~ his' talent activatés. Fortunately, although the

tempest canfiot prevent the hex from going off, he

can still choose the hex's target, and loses no

o characlet points,

--n:saavanmns -
Covpmve OaveLag

mpr O0BR

Every huckster has a risk-taking ‘streak. For
some, however, gambling is a real problem. They
need more frequent fixes, and wind up betting on
everything. The most reckless hucksters even

- wind up using hexes when they don’t need to, just

for the pleasure of pitting themselves against the
manitous. It’s a fatal habit.
stz p. BV

REPUTATION

In most parts, hucksters and tempests have a
-4 Reputation when they’re recognized. The aver-
age townsfolk don’t hold with people playing

- with dark powers, and even if they’re not inclined

1o have a lynching, people who ask for troubie by
meddhng with magic tend to get a cold shoulder.



Seener see b BI78

Hucksters and tempests who have so far kept
their powers under wraps have a Secret (Con-
cealed magic powers) [-10]. If the secret is
revealed, it becomes the normal -4 Reputation for

magic-wielding people (see above).
B8 P. 257

UnLucriness

“A huckster’s magic depends upon his luck —
good and bad. A huckster unfortunate enough fo
suffer from Unluckiness is in for 4 hard time;
bad luck will be drawn to his hexsfinging like
moths to a flame. Woe betide the huckster with
Cursed (p. C196).

Naw Duamvanrasy
BAp Kama -25 R

You have a bad reputation among manitous.
Whenever they have the chance o give you trou-
ble, they take it. You always take backlash for
drawing a joker, regardless of color.

Factrs -3 POINTS/LEVEL

You learned to cast hexes using some kind of
item to focus, and Row you have trouble working
without it. Each level of this disadvantage gives
the huckster 2 -1 penalty to all hex skills when
attempting 1o cast hexes without the focus item.

SKILLS
CavPranaLYSl sz p. CILEE

Hucksters must leam something of breaking
codes in order to stady Hoyle's Book of Games and
other -arcane texts. Therefore, in GURPS Dead-
lands, Cryptanalysis defaults to Occultism-3.

fnverocnarny

notes in code, the way Hoyle did. As a result,
although you_ng_hucksters know little of it, old
and experienced hucksters usually pick up a bit of
Cryptogra;ﬂly, as it becomes increasingly appeal

fool can leaf throngh

* luuosoy Any

Any huckster who sets his mind 1o it can

make an illusion that will trick or confase. It
takes an artist to make an illusion that will really

gz 7. OHEE

Cryptogmphy is essential to writing one’s -

ger OlME

their brethren. The freedom that their line of work

\thelr hexes.

move someone. Under certain circumstandes, the
GM may allow a huckster to substitute Itusion
Art for hex skill in Contests of Skill where an~
tlusion has substantial emotional content -

Phantasm, for example. N
Seewt, Trmowne sz 7. O4S

Most combat spells don’t just hit automati-
cally. Instead, the caster has to physically huri
them at the target. This takes practice; hucksters
who never threw a ball around with the neighbor-
hood children are often at a disadvantage early in
their career. .

LENSES

The Huckster template in GURPS Dead-
lands: Weird West is a fine starting point, but not

all hucksters are alike. Hucksters have many spe-

cialties and various types of public identities (see "
Cover Stories, pp. 51-52). The following template
lenses can help you fine-mne your huckster.

SODYCHANGER

Some hucksters are fascinated with the body
and its secrets. They learn hexes to repair.and
enhance the human form. These hexslingers are
invaluable when you're leaving for a brawl and
after you come back, but in the rmddle of l;hmgs
they 're not much help. '

Bodychanger (4 points): Reduce Acung to
13. Reduce Gambling to 15. Add Fertitude (M/H)
1Q+3 [4}-17 and Might (M/H) IQ+3 [4]-17.
Replace Shadow Man and Soul Blast with Draw!
(M/H) [Q+3 [4}-17 and Helpin’ Hand (M/I-I) _
IQ+3 [4]-17. :

Drviven

Knowledge is power. Most diviners were
drawn to hexslinging not for the thrill of the game
but for the pleasure of knowledge. Now that they

- know how to cast hexes, they use their hexes to

further expand the1r knowledge . . . and so the cir-
cle goes.

Diviner {0 poinis); Reduce Gambhng to 16.
Increase Occultism to 15, Replace all hexes with
Achilles’ Heel (M/H) 1Q+3 [4]-17, Home Ground
(M/H) IQ+3 [4]-17, Penetratin’ Gaze (M/H ) IQ+3
{41-17, and Truthsayer (M/H) 1Q+3 [4]-17. 3

ENTERTAINER

“Show business hucksters are flashier than

gives them often makes. ihem more open about

CaanatzoRs O




Entertainer (3 points): Reduce Gambling to
15. Add Performance (M/A) 1Q+2 [6] to Primary
. Skills, Replace Missile Shield, Phantom Fingers,
and Soul Blast with Mirage, Impostor, and
Sheep’s Clothing. . -

) Many ‘hucksters pose as gamblers. These

“tend to be even more caught up in the love of the
© game than other hucksters.
R .Gambler (6 points): Increase Gambling to
20.. Replace the hexes Missile Shield and Phan-
* tom Fingers with Gambler’s Luck (M/H) IQ+3
- [4]-17 and Penny Ante (M/H) IQ+3 [4]-17.

- Mewmausse
7 Part of the lure of the huckster’s trade has
always been putting one over on the suckers, and

mentalists make that part of the job their special-

ty. Suave to begin with, mentalisis learn an array
of hexes to bend people’s minds whichever way

. they:want.

 Mentalist (0 points): Reduce Gambling to
- 15. Replace -dll hexes with Forget (M/H) I1Q+3
[4}-17, Incognito (M/H) 1Q+3 [4]-17, Sandman

- (MH)y TQ+3 [4)-17. and Silver-Tongued Devil .

Increase Fast-Talk and

(M/H)- 1Q+3 [4]-17.
- DetectLiesby 1.

“Narmassse |
Nature has always fascinated people, and
hacksters are no exception, These hucksters focus

_ onthe power of magic to explore the mysteries of -
- the natural-wotld, Many naturalist hucksters
 would have been shamans had they grown up in -

the nght environment,

10 Cmaracrens

“ Occultism (M/A) at IQ [2] and any two of A |

Tn;;hsayer (M/HD at JQ+3 [4 each.

. (Huckster) 1 [15]. Add Occultism (M/A) at 1Q-1
- [11and any 2 of Filibuster, Fortune Teller, Impos- |
_tor, and Sti»epTongued Devil (IWH) at 1Q 12
~ each]. |

 Aptitude (Huckster) 4 50]. Replace Paranoia

10Q+2 [4]. Add four hexes from the following list: _‘-
- Bash, Bodyguard, Martyr’s Miroy, Rapid Fire,

Naturalist {3 points): Add Botany (M/H)} IQ
[4]-14 or Zoology (M/H) 1Q [4]-14 to Secondary
Skills. Add Survival (any) (M/A) 1Q+1 [4]-15 to
Secondary Skills. Reduce Acting to 13. Remove
Detect Lies or Fast-Talk. Reduce Gambling to 16.
Replace all hexes with Beast Master (M/H) 1Q+3
[4]-17, Deadly Creepers (M/MH) IQ+3 [4]-17,
Rainmaker (M/H) 1Q43 [4]-17, and Sculptor
(M/H) 1Q43 [4]-17.

Nox-Hucksmen Lewses

Not everyone is a full-time huckster. Some
folks pick up bits and pieces from the Book of |
Games while focusing their energies in other
fields. The following lenses will help add some
hexslinging to a different template.

Man Sexzwrisr __

Thaumaturgical Diffusiopist (35 points):
Add Magical Aptitude (Huckster) 2 (25]. Add . §
Occultism (M/A)Y at 1Q12] and any two of Ana-
lyze, Blast Fumace, Devil's Workshop, or Infer- §
nal Machine (M/H) at IQ+2 [4 each]. 1

Musznarzn

Muckraking Huckster (45 points): Add |
Magical Aptitude’ (Huckster) 3 |35]. Add

Glass Darkly, Bloodhound, Looking Glass, or |

Satoow Bat

Dabbler (20 points): Add Magical Aptitude |

Teras Rmm | | ]
Ranger Huckster (60 points) Add Magical §

with Compulsive Gambling. Add Occultism
(M/A) at IQ {2}, and any two of Bodyguard, |
Missed Me!, Tall Tales, and Watchdog at IQ+4 [4 !
each).

Unton Acexe

Agency Cleaner (70 points): Add Mag:cai
Aptitude (Huckster) 4 {50]. Raise Occultism o

Soul Biast, Soul Burst, Spmt Coils, and Watch—-
dog at 1Q+4 [4 each] g




SampLn CuanAcTens

These are sample huckster characters who
PCs mught encounter in their travels.

Danteree Winnate 140 romnms
ST 10 [0]: DX 12 [20]; IQ 14 [45]; HT 10 [0].
Speed 5.3; Move 3.
Dodge 5.

Advantages: Alcohol Tolerance |5]; Chansma +]
[3]; Fearlessness +2 [4]; Luck [15]; Magical
Aptitude (Huckster) 4 [50]; Manual Dexteri-
ty +2 [6]; Strong Will +1 [4].

Disadvantages: Compulsive Gambling [-5];
Curious [-10]; Greed [-15]; Secret (Huckster)
[-10].

Skills: Acting-14 |2]; Detect Lies-14 [4]; Gam-
bling-15 [1}*; Guns-14 [1]; Occultism-14
[21. Pickpocket-12.[2]; Sleight of Hand-11

_ [2]; Streetwise-15 [4].

Hexes: Forget-17 (2] Incognito-17 [2); Sand-
man-17 [2]; Silver-Tongued Devil-17 [2].

* Includes +2 for Magical Aptitude (Huckster).

Danielle Wingate is a charming young lady
who frequents the casino riverboats of the Mis-
sissippi, playing when she has a stake and trying
to swindle a stake when she doesn’t. She spe-
cializes in mind-affecting hexes; typically, she
chats people up with Silver-Tongued Devil and
covers her tracks when necessary using Forget
and Incognito. She affects a fan to cover her
hand of cards. '

Danielle has no connection to the Rayal
Court (p. 54), but will go to great lengths to meet
anyone who might.

Jacaues Porreroun cad paozyms

ST 10 [0]: DX 13 [30]; IQ 15 [60]; HT 11 {10].
Speed 6; Move 6.

Dedge 6.
Advantages: Alertmess +2 [10]; Charisma +4
~ {20]; Claim to Hospitality (Lady Luck Soci-
ety) [5]; Fearlessness +5 [10]; Magical Apti-
tude (Huckster) 5 {63]; Patron (Inner Circle
of the Lady Luck Society; on 6 or less) [8];
Strong Will +3 [12].

Disadvantages: Compulsive Gambling [-3];
Curtous {-5]; Duty (To Inner Circle of the
Lady Luck Society, on 9 or less) [-5]; Enemy
(Royal Court; on 6 or less) [-15]; One Eye
[-15]; Overconfidence [-10]; Secret (Huck-
ster) [-101. '

Skills: Acting-15 12]; Appreciate Beauty-13 [2];
Bard-18 {1]; Fast-Talk-16 {4}; Gambling-18

(4]; Guns-15 [11; Occultism-17 [6]; Riding
(Horse}-13 [2]; Savoir-Faire-16 [2]; Sleight
of Hand-11 [1]; Spell Throwing-15 [4];
Stealth-13 [2]; Streetwise-16 [4].

Hexes: Bash-18 (1]; Blink-18 [1]; Bloodhound-
18 [1}; Bodyguard-18 [1]; Draw!-18 [i}; Fil-
ibuster-18 [1]; Foil-18 {1]; Foolishness-18
(1]; Hidey-Hole-18 [1]; Hunch-18 [I];
Impostor-18 [1]; Incognito-18 [1]; I Want
Answers!-18 [1]; Long-Winded-18 [1];
Missed Me!-18 | 1]; Phantom Fingers-18 [1];
Silver-Tongued Devil-18 |1]; Soul Blast-18
[1]; Soul Burst-18 [1]; Tall Tales-18 [1].

* Includes +2 for Magical Aptitude (Huckster).

Jacques Portefour was drawn to the mystic
arts by the lure of power. A young man whose
charm and ambition were sadly undermatched by
his means, Portefour used his hexes to rapidly
acquire money, marriage, and status in New
Orleans society. Having thus gained all his
dreams, he became bored, turning to the riverboat
casinos for amusement. There he came to the
attention of the Royal Court (see p. 54).

The Court recruited Portefour easily; a secret
society appealed to his vanity, and his amoral
naturc balked at nothing the Court required. He
became a quite powerful huckster as he ascended
the Court ranks (o the level of a Nine. o

Upon initiation as a Nine, however, Portefour
was exposed to activities that troubled the scrap
of conscience he had remaining. Foiling Ranger
missions was one thing; the Rangers would glad-
ly desoy the Court and its members if they knew
of them. Derailing vital food shipments was
another matter,

In the midst of tus moral dilemma, however,

 crisis struck. The Rangers had foowed various

Court operations back to Portefour; his life was in
mortal danger. The Court saved Portefour’s life,
and some of his reputation, but they managed his
salvation by using his innocent wife as a scape-
goat. It had been a marriage of convenience rather
than passion, but as the Rangers dragged her
away, something snapped for Portefour. He made
a few preparations, gathered his liquid assets, and
fled the East. =

In the West, he maintained himself as a gam-
bler, while trying to make amends for past mis-
deeds in whatever ways he could. Gne day, he
met a fellow gambler who suggested that he join
the Lady Luck Society, and attend the Denver
tournament. He joined for the $50,000 pot, but
ppon arriving at the tournamenl, he was
approached by a man named Enoch Shaw. By the
tourmament’s end, he had been recruited into the
Society’s inner circle and joined the fight against
the Reckoning; : -~

Ceanscrins 11



- Booveuancng Heses

- -~ Draw!

Naturally, you can’t have hexslinging with-
out hexes ~ preferably lots of them. The hexes

‘that follow are divided into categories for euse of

reference: bodychanging hexes, combat hexes,

<5 eommuonication and travel hexes, dark hexes, ele-

mental hexes, lusions, informational hexes, luck

- ang fate hexes, meta-hexes, nature hexes, win-

ning friends and influencing people, and thau-
maturgical diffusion. After the converted -hexes
there are some new hexes, with mechanics both
for GURPS and for Pinnacle Entertainment
Group’s original Deadlands.

This section also includes tricks — minor
hexes, for when you just don’t need a whole man-

" itou to get the job done.

Hexslingers often wind up cultivating the
mind at the expense of the body. It’s only natural
that they should use their skills to make up for it
a bit. Hexslingers practice a wide variety of hexes
meant to enhance the subject’s physical capaci-
ties, if only for a little while.

i

This hex enables the subject to act faster
than usual, according to the caster’s hand. If the
hand is good enough to allow two actions per

" turn, the subject gets one turn at his usual place

in the sequence and another at the end. If the
hand aliows three actions, he gets one action at
the beginning of the sequence, one in his usual
place, and one at the end. A person with an auto-
matic weapon under the effects of Draw! may

" use the weapon’s full RoF on every action; how-

ever, if the weapon in question is a mad science
gadget, the GM should check for malfunction
(see p. DL5%).

Time to Cast: 2 seconds-

Duration: 1 second. Maintaining this hex
"costs 1 fatigue per exira second,

- Range: 20 yards per level of Magical Aptitude

R Hms.

v

Effect j_.
Speed +1
Speed +2
Speed +3, 3

one additional 3
action per twrn’
Speed +4,

one additional
action per ttrm 4
Speed +5, |

two additional
actions per turn.

TLyPAPzR PINGERS RECULAR |
Causes the subject’s palms and soles to
become adhesive. This allows him to climb §
almost any surface, conferring a +10 bonus to
Climbing rolls. This hex works even through ]
gloves and shoes. '
Time to Cast: | second _
Duration: 2 minutes per Jevel of Magical ]
Aptitude 4
Range: Touch
Hand: Jacks

TORTITUOE Resunan

Grants the subject a momentary boost of
supermnatural vitality, temporarily enhancing his
fatigue and hit points, even above his usual limit.
Any fatigue or hit points lost during the hex come
first from Fortimde. When the hex ends, any'_
remaining extra fatigue or hit points fade.

Time to Cast: 2 seconds -4
Duration: 2 minutes per level of Maglcai 1

Hand
Ace
Pair {or 1 fatigue)

Two Pairs {or 2 fatigue)

Three of A Kind {or 3 fatigue)

Straight {or 4 fatigue)

Aptitude .f

Range: 1{ yards per level of Magical Apm:ude
Hand FT/Hit Point Bonus §
Ace +1/41
Pair (or 2 fatigue) +2/42
Two Pairs (or 4 fatigue) +3/43

+5/+5 1
+8/+8

Three ot a Kind (or 6 fatigue)
Straight (or 8 fatigue)



Huween Pancs Romwans Reswsozo sy BT

Inflicts starvation damage on the subject as if

he had missed a meal {see sidebar, p. B128).

Time to Cast: 1 second

Duration; Instant .

Range: 10 yards per level of Magical Aptitude
Hand Meals Laost
Ace
Pair (or 1 fatigue)

Jacks (or 2 fatigue)

Two Pairs (or 3 fatigue).
Three of a Kind {or 4 fatigue)
Straight (or 5 fatigue)

Humny Up! Roouran

_ Increases the subject’s Move by an amount
determined by the hand drawn.

“Time to Cast: | second. :
yuration: 10 seconds per level of Magical
Aptitade -

Range: 1 yard

[ IR T

Move Increase

Hand

Ace

Pair

Jacks

Two Pairs
Three of a Kind

LA D D

Mmﬁ .TWEAB B

This hex raises the subject’s IQ temporarily,
by an amount determined by the hand drawn.
This increases Mental skills, but, not.hexes or -
other magical skills, o '

Time to Cast: | second ' .

Duration: | minute. Maintaining this hex
costs 2 points of fatigue per extra minute per extra
point of 1Q.

Range: 10 yards per level of Magical Aptitude -

Hand 1Q} Bonus

Pair +1
Jacks (or 2 fatigue) +2

Two Pairs (or 4 fatigue) +3
Three of a Kind (or 6 fatigue) +4
Straight (or 8 fatigue) +5
Oo-Tiven Romuag

This hex prevents the caster from aging for
one year cach time it is cast. Unnatural causes
of aging such as magic or extreme fright will -
still affect the caster. If he suffers-backlash, he -
immediately ages one year in addition to any
other ill effects.

Time to Cast: 1 day

Duration: Permanent

Range: Sclf

Hand: Pair




 Sarecracken

~ The subject gains a +5 bonus to all

rolls for defeating locks, bonds, and other

security measures — Lockpicking, Escape,

etc. Each hand level drawn above the base
hand gives an extra 42 to these rolls.

Time to Cast: 1 second

: Doration: 1 minute. Maintaining this

hex costs 1 fatigue per exira minute.

Range: Touch

Hand : . Bonus

Ace +5

Pair (or 1 fatigue) +7

Jacks (or 2 fatigue) +9

Two Pairs (or 3 fatigue) . +11
. Three of a Kind (or 4 fatigue)} +13
Strajght (or 5 fatigue) +15

SenemaE Resutan

Lets the caster ¢hange to.the form of an
animal, Each animal form is a separate hex,
which must be learned individually. Four

- versions of this hex are known — black cat,
 raven, serpent, and wolf - but others may be
passible. The caster takes on the size, shape,
and physical abilities of the form assumed.
However, the hex transforms only the cast-
er; gear and clothing are left behind. The
" caster cannot speak or cast hexes while in
-animal form, though he retains all his usnal
memories and skills. The huckster may end
the hex at any time before it ends, returning
immediately to human form. If the huckster
-, draws the black joker while casting this hex
“and snceeeds nonetheless, the huckster
takes ‘'on the mental capacity and character-
“istics of the animal form assumed for the
“duration of the hex.
Time to Cast: 5 minutes
- ¥ Duration: 2 hours per level of Magical
. Aptitude
Range: Self
<. ‘Hand: Two Pairs

. 1IQ: ascaster Damage: ld3cut
~HI: 1353

"A bkmuhaﬂged cat gains Brawlmg at DX
Climbing at DX+2, and StealththX+3 as weil as :

AN:MAL Punms

Smmnmm Bu.cn Em* L
i ST 4 Move/Dodge: 15/7 Sizer <t s . >
DX: 14 " PDR: 00

Weight: 1(}15 Ibs.

~Reach: C

the N1ght Vision advantage
| Sm:n.ﬂ.mn Ravzy -
ST: 2 - Move/Dodge: 16/8# Size: <1
DX: 12 - PD/DR:OO -~ “Weight: 3-10hs.
1Q: as caster Bamage 1d-3 cr |
HT: 122  Reach:3

of 1 and a Dodge of S I gams Alertness +4
Emm&mn Enmm
- S%:3 Move/Dodge: 4/6  Size: <1
DX:13 PDYDR: 0/0 Weight: 2 Tbs.
1Q: ascaster  Damage: *:- - E
HT: 15/3 Reach: C

A skinchanged snake has TypeA veriom (see

p. CO147y which does 2d damage. It also gains
Intirnidation at 1Q.

 Sumncuawceo Whor
ST: 10 Move/Dodge: 977 Size: |
DX: 14 PD/DR: I/1 . Weight: 150 lbs.
1Q: as caster Damage: 1d-2cut
HT; 13 Reach: C o

A skinchanged wolf gains Trackmg at 1Q+3, :

Stcaéth dt DX a.tgd Brawlmg at DX+2. .

Askinchanged raven on the grouncl has a Move' :

SO TS L A

TR




Snakz O RECULAR

This hex causes the subject to ignore physical
damage. He feels no pain and may even forget he
has been injured. Those under the effects of Snake
Oil cannot be stunned in combat, do not lose DX
when wounded, and do not slow down when HT
is reduced to 3. The subject is still injured; he can
be rendered unconscions by accumulated damage,
he stil makes HT rolls to avoid death, and
maimed Bmbs will not be rendered usable.

Time to Cast: 1 second

Duration: 2 minutes per level of Magical
Aptitude

Range: 1 yard

Hand: Ace

Staviy” Pur ReotmuaR

Holds the caster in place. He gets a +5 bonus
to any roll to resist being pushed, pulled, or lifted.
For each hand level drawn above the base hand,
he gets an additional 42 bonus. This benus also
applies t0 Climbing rolls to keep from falling.
Climbing rolls to move up or down do not receive
this bonus. This hex also confers Fearlessness +2
and Redoced Move | on the caster.

Time to Cast: 1 second

Duration: 1 minute. Maintaining this hex
costs 1 fatigue per extra minute.

Range: Selif

Hand: Pair

Vrroses RECTLAR

Creates food. Four human meals can be used
to provide one meal for a horse or other livestock
antmal. The meals thus created are flavorless and
bland, but nutritious. -

Time to Cast: 10 minutes

Duration: Permanent

Range: Touch

Hand

Ace

Pair (or 1 fatigue)

Jacks (or 2 fatigue)

Two Pairs (or 3 fatigue)
Three of a Kind (or 4 fatigue)
Straight (or 5 fatigue) 1

Wanwy Bos Roouan

Grants its subjects superior alertness and

Meals Created

— D =] L —

- reflexcs, effectively giving them Combat Reflexes
for the duration of the hex. The caster may affect a -

number of people within the hex’s range which

depends on the hand drawn. This hex does not affect

characters who already have Combal Refiexes.

Time to Cast: | second

Duration: | minute. Maintaining this hex
cosis 1 fatigue per exira minute.

Range: 20 yards per level of Magical Aptitude

Hand Maximum Number of People Affected

Puir 2
Jacks (or 2 fatigue) 4
Twao Pairs (or 4 fatigue) 6
Three of a Kind (or 6 fatigue) 8
Straight (or 8 fatigue) 10

Comaar Rees

Of course, sometimes even the most eloquent
huckster finds himself in danger that can’t be =

talked away. When that happens, he needs some-
thing a little more direct than pretty colors and
flashing lights. He needs a good combat hex.
According to some sources, the only combat
hex in Hoyle’s is Soul Blast; apparently Hoyle
reckoned onc fighting hex was good enough. How-
ever, in magic as in technology, there’s always a -
market for new ways to blow stuff up. In the years .
since hexslinging began — particularly since the
Reckoning — many new combat hexes have been
developed and disseminated. Hucksters — original-
ly @ somewhat timid lot, better suited to weaseling

their way out of trouble rather than blasting their

way out — can now go toe fo toe with some of the
strangest stuff the Weird West has to throw at them.

DASH Missne

Conjures a ball of occult energy that smash-
es and destroys inanimate objects. It has no effect
on living beings, though its aftermath may cause
collateral damage. The caster must hurl the spell
using Throwing skill, the default of DX-3, or
Spell Throwing {Curse-Missile) (see p. CI149) -
skill. Bash has 88 13, Acc +2; it ignores modifiers
for range, but not for target size and speed. It does
damage depending on the hand drawn.

Time to Cast: 2 seconds '

Buration: Instant

Range: 50 yards per level of Magical Aptitude

Hand Damage
Pair 1d-1
Jacks 2d
Two Pairs 4d
Three of a Kind 5d
Straight 6d
Flush 7d
Full House 8d
Four of a Kind 9d
Straight Flush 12d

~Royal Flush 204




”Bmhmm - Mmsze  Boovouam  Roomn

fE Cha:ges the caster’s hands and arms wnh . This bex creates a magical barrier which wiil
dark electricity. He may hurl this enetgy in any absorb all damage aimed at the subject. This bar-
- number of bolts, provided that the total dice of  rier has 2 finite number of hit points; once its hit
‘damage done by all bolts does notexceed the total  points have been exhausted, the barrier dissipates, -
i7" charge for the hand level drawn. The caster  leaving the subject open to future attack. Body- |
% chooses'the dice of damage done by a given bolt  guard will defend against magical and nonmagi-
G677 when it is thrown; each bolt may conta'm anmy  cal attacks, but will not protect against
: " number of dice of damage up to the caster’s Mag- suffocation, drowning, bleeding, poison, or other
ical Aptimude. The caster may burt only one bolt  environmental or internal hazards. Only one |
. per turn. When he throws a bolt, its dice of dam-  Bodyguard may be in effect at a time; subsequent

. ageare deducted fmm his total charge. castings on a single subject automatically fail.
" 'The caster must hurl the spell ustng Throw- Time te Cast: 2 seconds
-ing skill, the default of DX-3, or Spell Throwing Duration: 2 minutes per level of Magical
 (Curse-Missile) skill {p- CI149). Black Lightnin’ Aptitude

has SS 13, Acc +2; it ignores modifiers for range, Range: Touch

~but ‘niot for subject size, speed, or cover. If a Hand .4
charged  caster hits another person in hand-to- Ace Stl;el}’u-g[th ?E‘?a;;e :.
hand combat, the: pérson struck is also hit with the Pair 6 hit ggints? DR ] |
‘entire remairiing charge. Jacks 9 it points; DR 1 §

. TYimeto Cast: 1 second :  TwoPais - - - 12hit points; DR 2 ]
| Apﬂg‘;‘““"“_ 10 seconds per level of Magical  yee of 5 King 18 hit points; DR 2

: -Straight : 24 hit points; DR 2 ]

e Raage iﬂyaxdspcrlevelof Magical Aptitude | Flushg PR 30t gints; DR 3 ]
- Hapd. - - Total Charge = Full House 42 hit points; DR 3 3

- Pair 2d. . Four of a Kind 60 hit points; DR 4
Two Pairs 3d B '

ThreeofaKisd w Do -~ Anead
e glmfht - S gg ) - Summons a pound -sized chunk of brimstone ]
EE u? H ~ from the pits of Hell. The caster must reach inte a§

f Ful ouse o 10d - sonrce of burning coals to summon the brimstone, ;

' d()mg 1d damage to his own hand. After it is surm-)
‘moned, the caster may drop, carry, or throw thej
brimstone if desired. It begins to smoke as soon as]
it is summoned, emitting foul yellow vapors whichj
spread over an area 10.yards in radius per level of]
" "Magical Aptitude. These fumes cammot be dis-§
1. persed by wind, either normal or magical. Withig?
+ - the fog, living beings suffer bunnng eyes, skin, and;
lungs, causing a —2 penaity to all skill and dttnbu v'g
loss persist s long a3 the \ﬁctmx Temaing w1thm
clond and for 10 seconds after leaving it. The cast
er is 1ot immune to the brimstone’s effects, ]
Time to Cast: 1 second
Duration: 2 minutes per level of Maglcal
- Apiitude k
Range: 10 yards per level of Magical Aptitude;
Hand Fatigue:
Ace 14-1§
- Pair
Jacks 141
- Two Pairs . B
" Three of a Kind 2d+2
Straight

| 15 "”a_axgs.



CARDsuARP Mrssae

This hex summons five deadly, razor-sharp

cards, which the easter may then hurl at his ene-

mies. Uniike regular hexes, each of the five cards
eventually selected is important; each
card’s value determines the damage

it does. The cards are thrown using
the Throwing skill or the default of
DX-3. The cards have SS 8, Acc 1, with
a maximum range of 10 times the cast-
er's Magical Aptitude and a.1/2D of
five times the caster’s Magical Apti~- 1}
tude. For every hand above the base "7
hand of Pair, the cards get +1 damage (note
that the caster may choose.to take a lower 3
hand than the best possible in order to optimize

the cards selected). If the hex expires before the

caster: has: thrown all five cards, any: zemalmng
cards disappear. :

Time to Cast: | second

Duration: 10 scconds per fevel of Magical

Aptitude

Range: Self

Hand: Pair .
Card Damage

. Deuce thr cut

308 thr+1 cut
910 Jagk thr+2 cut
Kings and Queens thr+3 cut
Aces thr+4 cut
Czan Our! Anza

Creates a spheﬁcal wall of force pushing out .
from the caster, with a radius of 18 yards per Jevel ©

of Magical Aptitude. Objects and . individuals
within that area are pushed away from the center

at a rate of 1 hex per second, with a ST depend- -

ing on the hand drawn. Animate ohjects may
tesist this foree with a Quick Contest of ST each
round they wish to resist the hex. This hex will
- not affect objects heavier than 20 times its ST.

Time to Cast: 1 second

‘Duration: 2 rounds: per level of Magical
Aptitude

Range: 10 yards per }evel of Maglcal Aptitude

Hand ' 'S8T
Ace ST4
Pair STé6

" Jacks S ' ST§

© Two Pairs L - 'STI10
" Three of a Kind STi12
Straight UST14
Flush 7 ST
Full House §T18

ST20 .. Hand: Pair

Srarzn, Waso o

Creates a spherical magical barrier that no nor-

mnai animal can cross, with a radius of three yards

per level of Magical Aptitnde. The caster can
_ leave the warded area after it is set up
without affecting the ward. Animals
under magical control may enter the
warded area if they make Fright
IA7 Checks at -2; while inside, they suffer
N ya2 penalty to all rolls. Critter Ward
5 does not affect abominations.
Time to Cast: 5 minutes
Duration: 2 hours per level: of
Magical Aptitude

g Range: 3 yards per level of Maglcal:

Aptitude

Hand: Jacks L
Cravevanp Mrsms Anea

This hex produces a thick fog covering an

area determined by the hand drawn. Within.
the fog, vision, hearing, and smell are sharply -
limited; all Perception rolls are made at -2.

Time to Cast: 2 seconds
Duration: 20 minutes per level of Maglcal
Aptitade -

Range. 10 yards pet level of Magical Aputude o

Hand Radius of Area Affected
Ace tyard
Pair 2 yards
Jacks 3 yards
Two Pairs 4 yards
Three of a Kind S yards
Straight 6 yards
Flush 7 yards
‘Full House 8 yards
Four of a Kind O yards
Straight Flush 10 yards
Royal Flush 11 yards

Hewr's Pimy Reswan

Creates a cloak of unholy flames around the
caster. These flames do not harm him or his pos-
sessions. His punches, kicks, and melee attacks
do an extra point of burning damige. Any melee
attack that hits him triggers a jet of flame back

along the weapon, doing 1d to the attacker’s

torso. If the caster grapples or is grappled, his
opponent will take 3d of buming damage, but the
struggle will queil the flames,

Time to Cast: 1 second

Duratien: 1 minute. Maintaining this hex

._takes 2 fatigue per exira mmute

“Range: Self

-S:xﬁs_ w




| Mmm s Mmam

the person who attacked him. Any damage that

penctrates ali defenses and harms the caster is

duplicated, down to the hit location, on the

~ attacker. Martyr’s Mirror can only duplicate a

... limited amount of damage each turn, depending

< on the hand drawn. It will doplicate damage in

the ordern was inflicted until the maximum for

the tum has been reached. Note that the caster

_ still suffers the. damage tﬁe damage is duplicat-

 ed; pot reflected.

. Timeto Cast: 1 second

- Duration: 20 seconds per level of Magical

:_Apumde .
" Range: Self

"I-land Maximum Damage Duplicated
< Ace 2
. Pair 4
- Two Pairs - C 6

Threeof aKind = - 10
- Straight 14
 Flush 16
* Full House : 20

' Rarto P

This hex increases any personal firearm’s
rate of-fire. It will not affect gadgeis; artillery, or

“simifar Weapons. Note that recoil is not reduced

- by this hex, so the increased rate of fire often
results in greatly reduced accuracy. The Malf is
dlso lowered by 1 for every two points of RoF
increase - from ver 1o erit, crltto 16,1610 15, and

- soon. '
" Time to Cast: 1 second

 Aptitude

. Range: 10 yards per level of Magncal Aptitude
-Hond- Rate of Fire Increase
Ace +1 RoF
Pair +2 RoF
“Two Pairs +3 RoF
Three of a Kind +4 RoF
* . Straight +5RoF -

sam. Bomer Mmsze

o ~Soul Burst is an area-effect version of Soul
_____ Blast (p. DL78).: Like Soul Blast, a stream of

- nearly invisible white energy travels from the
-caster to the target point. The caster must husl the

- "Spell Throwing (Curse-Missile) skill (p. C1149).
Soul Burst bas 88 13, Acc +2; it ignores modi-

| ﬁers for range. Upon reaching the target point, '

8 Hexes

Resuan

- Duplicates any damage done 10 the casteron

H .o ofainst the bonds. These bonds endure wntil th
~the caster’s hex skill and the subject’s ST or until4
“the hex ends. Each hand level drawn above the

for the purposes of the Quick Contest.
Aptitude

Duration: 2 roands per level of Mag;cal-

T R

‘spell using Throwing skill, the defaul of DX-3,0r

"~ Soul Burst releases a burst of translucent bolts

which explode over an area with a radius of 2
hexes per level of Magical Aptitude. Every ani-
mate creature within the affected area takes dam-
age; inanimate objects are unaffected.
Time to Cast: 2 seconds
Duration: Instant i
Range: 50 yvards per leve! of Magical Aptitude

Hand Damage Done
Fair 1d-1
Facks 1d+]
Two Pairs 2d
Three of a Kind 44
Straight 5d 4
Flush 6d -
Full House

Four of a Kind

Straight Flush

Royal Flush

semer Coms

Binds the subject with bonds of ethere
energy, like a sort of ghostly rope. The binding i
quite thorough: until he frees himself, the subject ;
cannot do anything but roll around and struggl

subject wins a Quick Contest of Skills betwee

base hand gives the caster a +2 bonus to hex skill

Time to Cast: | second
- -Duration: 20 seconds per level of Magi

Range: 10 yards per level of Magical Aptitud
- Hand: Ace - '

Caster must touch the subject. The snbj
takes 3d points of damage to the torso; neither P
nor DR protects against it:

Time to Cast: 1 second

Duration: Instant

Range: Touch

Hand: Two Pairs

Wmmm

This hex establishes an invisible alarm 2
around the caster, with a radius up to 6 yards
level of Magical Aptitude. Once the zone has b
established, the caster may enter o leave the zonk
at will. If any creature entess the zone with
speakmg the password, e will be silently ales
If he is asleep when the alarm is triggered, he
wake instaptfly without being stunned. The cas




must choose a password at the time of casting; the
password may be any word or shont phrase.
Time to Cast: 5 minutes

Duration: 2 hours per level of Magical

Aptitude

Range: © yards per lcvel of Magical Aputudc

Hand: Pair

Winow’s Wen ReouLAR

Erects a thin web-like bammier between two
paralle] surfaces. The caster can create two 10-

foot-by-10-foot panels of web for each level of

Magical Aptitude. Anyone or anything that touch-
es the web is grappled, requiring a Quick Contest
versus the web’s ST of 10 to break free. Each
failed ST Contest entangles the victim further,
subtracting | from ST and DX anti! either stat
reaches zero, at which point the victim is totally
immobilized. Every hand leve! drawn above the
base hand adds 2 to the web’s ST.

The web 1s highly flammable; if exposed to
fire, the entire web will go up in flame, doing id-
2 fire damage to anyone trapped int the web. The
web has DR 3; every six points of cutting damage
done to it reduces its 8T by | and restores a point
each of ST and DX to everyone trapped.

Time to Cast: 2 seconds

Duration: { minute per level of Magical
Aptitude

Range: 10 yards per level of Magical Aptitude

Hand: Ace

Communtcaion ang TRave

Sometimes the better part of valor is running -

away really, reaily fast. IU’s a lesson most. West-
erners leam early these days. And when you
absolutely, positively, need to get the hell out of
Dodge, nothing beats a hex.

Saroway Rooutan

Opens a magical gaieway from any doorway
to a portal prepared beforehand. The portal thus
prepared may be any normal portal, no wider than
five feet and no taller than 10 feet, marked with a
mark of the caster’s choosing (many hucksters
use a playing card}), Marking a portal takes a sin-
gle turn; a caster may only have one portal
marked at a time. When the caster wants 1o use
the prepared gateway, he must find a doorway
within range of the return portal, successfaily cast

the hex, and draw the minimum hand, if he suc- |

Ceeds, he can step through the dcx)r and emerge
from the return portal. g
If the marked portat is locked the hex fails.

The caster may only take himself and whatever

he can camry through. If he attempts to’carry
through another persen, thc hex will aummancal- '
ly fail.

“Backlash is extremely dangemus with Gate-
'way,' the caster may emerge almost anywhere,
may not emerge at all, or may emerge wsth an
unwanted companton in tow,

Time to Cast: 2 seconds

Duration: | minute _

Range: 4 miles per level of Magical Aptitude -

Hand: Two Pairg

Qigosr Reoen Heotan

This hex summons a horse spirit toserve asa .

mount for the caster. The horse spirit appears as a -
ghostly gray horse with black eyes, mane, and
tail. Its statistics are similar to a normal horse’s,
but with elevated IQ and Move. Its tracks are
indistinct, giving a -2 to Tracking rolls. It caimmot
fight, and if injuréd,”it-dissipatcs immediately.
The summoned horse is somewhat uncanny, and
any observer familiar with horses will get the
feeling that something isn’t night. .

With a hand of Three of a Kind or betier, the.

caster gets a superior horse spirit — even faster,.
able to fight, and able o take damage like a regu-

lar horse.
. Time to Cast: | minute )
Duration: 2 hours per level of Maglcal
Aptitude FoeL e
Range: Touch S
Hand: Jacks

| Hmsa Em'r
SE32- Movemodge. 1e8°

. Sized
- DX:10 PD/DR: OO .. Weight: —
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Quosr Tran RECULAR

Erases any trail left by the caster and two'

other people per level of Magical Aptitade, All
affected people must remain in a group to benefit

- from the hex. Any persen attemnpting to track the

subjects suffers a -5 penalty to Tracking. Each
hand level drawn above the base hand gives an

- additional -2 penalty. If a buckster using Ghost

“Trail is the subject of the hex Bloodhound (p. 25),
Bloodhound is resisted by Ghost Trail. A horse
counts as a person for the purpose of hex cover-

. “#ge; for a horse’s trail to be erased, the horse and
- all riders must be covered by the hex.

“Thne to Cast: 1 second
- = Puration: 2 hours per level of Magical
Apurude .
~ Range: Touch
" Hand: Ace. .

Lowe-Winzo
Enables the caster o communicate mental
messages over long distances. He selects a subject
at the time of casting; if the hand drawn is inade-
qua{e to reach the chosen subject, the hex is still

w111 not know if the message was safeiy received
unless two-way communication is achieved.
Time te Cast: 2 seconds _
Duration: 10 seconds per level of Magical

Aptitude -
Ra%ie 2 miles per level of Maglcal Aptitude
Hand Level of Detail
Ace Simple emotion
Pair One sentence
~ " Two Pairs .Detatled message
+ .. Three of a Kind Two-way communication
TiveEsLe fEovtan

Allows the caster to step out of time for a brief

penod of titne, disappearing until the hex expires.

Nothing can affect him during the hex, nor can he
take any action. Effectively, he does not exist dor-
ing the timeslip. He may select any duration up to

the maximom determined by the hand drawn. If

some other object occupies the space vacated by

o Hoxes

~ other reason than the exwremely deadly attention 3

‘a Reckoner plot to begm with.

Restnan

-hand of the hex. I he does come back Harrowed,

" Hand

m.e caster when the hex ends, he appears as close
to his original location as possible.

Time to Cast: 1

Duoration: Special

Range: Self o
Hand Maximum Timeslip
Jacks 5 seconds
Two Pairs 10 seconds
Three of a Kind 25 seconds -
Straight ! minute
Flush 10 minutes 4
Four of a Kind 1 day
Seraight Flush | week
Royal Flush 1 year 4

Dang feves

These are hexes manitous just love to be
summoned for. These hexes actively advance the 3
agenda of the Reckoning — helping people
become Harrowed, raising the Fear Level in an
area, and so om-Most hucksters think twice about
getting involved with these sort of hexes, if for no

they are likely to draw from Rangers, Agency j
operatives, and other -anti-Reckoning sorts of
foiks. These are the hexes which lend ammuni- 3
tion to the people who say that hexslinging is all

Row’s B.mm Regutan |

“This hex allows the caster to improve the }
odds of the subject coming back as a Harrowed. It I
must be cast on the body within five seconds of
death. The subject then makes additional reaction §
rolls for coming back Harrowed, dependmg on the

the manitou inhabiting his body gets a bonus to its 3
Will equal to the number of extra Tolls. If the cast- 3
er suffers backlash, the- manitou will animate the
subject’s body as a waikin’ dead (p. DLi15). "
Time to Cast: 1 se(iond
Duration: Instant S
Range: 10 yanisfievei of Maglcal Aptitude

Extra Rolls
Ace ;
Pair
Two Pairs
Three of a Kind
Straight
Flush
Full House
Fout of a Kind
Straight Flush
Royal Flush




Neummane Reanm

NECROMANCER RECULAR

This hex enables the caster to restore the
soul of a recently dead comrade to his body.
Necromancer must be
used shortly after death —
within 10 seconds per the
caster’s level of Magical
Aptitude. This hex does
not work on Harrowed. If
successful, the subject is
returned o his body for
the hex's duration. Dur-
ing the hex’s effects, he
gains the benefits of
being Harrowed. A body
so restored cannot be
healed by any means;,
Necromagicer cannot be
used to save a life. How-
ever, if Necromancer is
used on a body, the sub-
ject gets two extra reac-
tion rolls when checkmg
for Harrowing.

Time to Cast: | second

Duration: 1 minute per lfevel of Magical

" Aptitude

Range: 1 yard
Hand: Two Pairs

Anca

This hex temporarily raises the Fear Level
within the affected area, This is an extremely evil

hex, and very few people are likely to look fond-

Iy upon any huckster using it.

Time to Cast: 1 second

Duration: 2 minutes per level of Magical
Aptitude

Range: 30 yards per level of Magical Aptitude

Hand Fear Level Increase

Ace +1
Pair +2
jﬁCkS . +3
Two Pairs +4
Three of a Kind +5

Powen STRUSoLE feoian

Aggravates the manitou within a Harrowed,
causing it to struggle for Dominion. This trig-
gers an immediate . Quick Contest of Wills

between the Harrowed and its manitou for con- .

trol of the body (see p. DL94 for details). The

. caster may aid one of the combatants, adding

one point to his candidate’s effective Will for

cach hand. level drawn above the base hand. = ©.

This hex can therefore be used to help either
occupant of a Harrowed body: evil hucksters
use it to send Harrowed on a killing spree, while
others keep it handy to help a Harrowed buddy
snap out of it. :
Remember that the manitou is
fully aware of the struggle, and
will remember the huckster who
cast Power Struggle the next time
it gains Dominion, whether the
huckster helped it or not. Espe-
cially if not.

Time to Cast: 1 second .

Duration: Instant

Range: 10 yards per level of
Magical Aptitude

Hand: Jacks

REANIMATE Rentian
This hex repairs the wounds of
the dead — repairing corpses, heal-
ing Harrowed, or healing other
undead. The corpse need uot be

undead or animated as a result of its use,
Time to Cast: 5 minutes
Duration: Pérmanent

Range: | yard _

Hand HT Restored
Ace 2HT
Pair 4 HT
Jacks 6 HT
Two Pairs 8HT
Three of a Kind 10 HT

TEMPTATION RECULAR

This hex conjures up an image to test the sub-
ject’s faith. The image will be different for every
subject — a forbidden desire, a dark secret from

.the past, etc. — and only the subject can see it. The

subject must immediately roll against Will. If suc-
cessful, he resists temptation. If he fails, he has
given in to the power of the vision, shaking his
faith. If the victim has Divine Favor, all his mira-
cle requests will be at -, as if he had commuitted
a minor sin, until he somehow atones. Victims
with Disciplines of Faith (p. CIR%) who fail will
be deeply upset but will suffer no in-game penal-
ty. Those without Disciplines of Faith are umaf-
fected. Each hand level drawn above the base

- hand gives a <2 penalty to the Will roll.

Time to Cast: 1 second
Duration: Instantaneous
- Range: 10 vards per level of Magu:a} Aptitude

. Hand: Pair
H_z'x-ns 4

animated. Contrary to the name of
the hex, an inanimate corpse will not become .



~Duemensar Boyes

 Somie say the ultimate achicvement of inagic

is to meddie witl the. physwal -underpinnings of

the world itself —the fundamental building blocks

of everything there is. Flucksters can’t change
~ lead into gold (not yet, anyway), but they can
- work all sorts of magic on the elements.

 fm e Reotan

Creates a region of clean air around the sub-

S Jec;z « head. This clean air is refreshed throughout
- the duration ‘of the hex, and will maintain its
integrity against gases and liquids both magical
~and rnundane ranging from smoke and poison gas
Cago'water.
TimetoCast 1 second
: Dm'anon’ 2 mmuteq per level of Magical
‘Aptitude
Range. i(}yatﬁs perlevel of Mag1cal Aptltude

.. Hand: Palr
Mang Wamm Anza

- "Fhig-hex causes water to become thick and

 thicker water. When used on mud or quicksand,

' treat the hand as two levels above its actual valoe.
This. hex affects an area with a radius of three -

yards pet level of Magical Aptitude.
Time to Cast: 2 seconds
Duration: 1 minute

Pair
Two Paiirs Vessels move at 1/4 normal
Srraight

~ Papx
57 This bex draws the water from the subject’s
' ""txssues causing serious dehydration damage in
. .the process. The damage done depends on the
" hand drawn. chetauan will alsobe dehydrated in
an area amund the subject; the radius of effect
. _.depauis on the hand drawn. This hex does not
affect things that dom’t need water, such as
- undead machines, and most abominations.
- Time to Cast: 1 second -
" Duration: Instant

2 Hmn

:"sympy, irppairing the movement of boats and
- making swimming easier. Betier hands cause

Range: 100 yards per level of Mag:cal-
. - than 10 pounds per level of Magical Aptitude, to

Apntude - : o
C Hand R
2 pce Swimming +3,

vessels move al 3/4 normal
_ Swimming unnecessary, -
- vessels move at 172 normal -

Vessels cannot move -

Rectnan

Range‘ 3Gyards perlevel ofMaglcalApmude::_: :

Hand

Damage  Dehydration Radius
Ace 1 1 yard |
Pair 1d-1 2 yards -
- Two Pairs id 3 yards
Three of a Kind  2d-2 4 yards
Straight 3d-3 S yards
Flush 3d 6 yards .
Full House 4d-1 7 vards
Four of aKind  5d-2 8 yards
Qurcksann Arch

Turns an area of stable ground into quick- *
sand. Anyone caught within the guicksand zone is
stuck in the mire, and must make a Swimming-2 -
roll every round to stay afloat. Failure means that
the victim begins to drown (see p. B91 for drown- '3
ing rules). If a victim succeeds, he may move
toward the edge of the quicksand at one quarter
his usual swimming Move. This hex may not be .
used on solid rock. : 3

Time to Cast: 2 seconds

Duration: Permanent _

- Range: 20 yards per level of Magical Aptitude

Hand Radius of Area Affected
Pair 1 hex
Jacks 2 hexes
Two Pairs 3 hexes
‘- Three of a Kind 4 hexes
* Straight 6 hexes
Flush B hexes
Rus? Renutan,

This hex will wm a single metal item, les

rust instantly. This process will remove 1 DR,
and (if -applicable) PD -from the object. Me

“weapens will be downgraded one quality leve

(Very Fine to Fine, Fine to. pormal, normal. '
Cheap, and Cheap weapons will break; guns
have their Malf lowered by one pomi {ver to cnl
crit to- 16, 16 to 15, etc.).

Time to Cast: | sewnd

Duration: Permanent ..

Range: 40 yards per}evei of Magical Aputu

Hand: Ace

SCULPTOR R
Solid earth and stone take on the pliability ¢

clay under the caster’s touch. Fine work will us

ally not be possible due to the time limitations

the hex, but any sort of shape that would be

“ble for normal clay and the caster’s skill at scu

ing is possible. Generally speaking, the caster

* shape no more than a cubic foot every five

onds or so; major projects are inappropriate




l

Brpaznie

this hex. When the hex ends, the atfected material
returns fo its original solidity.

Time to Cast: 2 seconds

Duration: 1 minute. Maintaining th;s hex
costs 1 fatigue per extza minute.

Range: Touch

Hand: Pair

THUNDERCLAP! Anca
Produces a crash of thunder at a paint within

the hex’s range. Anyone within an area with a radius
of five yards per level of Magical Aptitude must

make a HT roll or be deafened; anyone deafened

may make a roll vs. HT every hour to recover.
Time to Cast: 2 seconds
Duration: Instant

Range: 50 yards per level of Magical Aptitude

Hand Pajr
Wozrme anzA
Creates a fire five yards in radius, It will ignite
any flammable materials within its area, and those
materials will burn and spread flame normally until
extinguished. The fire created has no special prop-
erijes and can be extinguished with ordinary water.
Time to Cast: 1 second
Duration: Instant
Range: 20 yards per level of Magical Aptitude
Hand: Two Pairs

fLLustONS

The traditional speéialty of the huckster, of

coutse, is illusions. Evervone’s heard the story of

the handsome stranger who comes into town with
a deck of cards in his hands, amazing the towns-
people with spectacles and marvels. Of course, in
most towns the story goes on to tell how the
stranger went on o destroy the town with his evil
witcheraft, but that's ail blown out of proportion.

Anca

Causes the caster’s hand of cards to explode
into a burst of dazzling colored light. Anyone with-
in the hex’s range and facing the caster when the
hex is cast must make a HT roll to close his eyes in
time, This roll is made at -2 for each hand above
the base hand of Pair. Anyone who fails to make
the HT roll will be at -3 to DX, as well as any skill

or ability requiring sight. This dazzled state will

-+ Iast for two seconds per level of Magical Apmnde
Time to Cast: 1 second .
Duration: Instant
Range: 3 yards per level of Magu:a.l Aputudc
"_:.Hand Pair

Devees Wan!

Creates an illusory double of the caster. The

double may not stray out of the hex’s range, but

the caster may move the double around as he likes.

The caster need not concentrate to control the dou-

Roman

ble. The double appears identical to the caster in-. - -

all respects, though a spectator may make a Quick
Contest of Skills between his IQ and the caster’s

hex skill o notice the difference. The double has -

no physical existence, so it cannot interact with
physical objects. Also, creatures with keen senses
of smell are not fooled. If the caster draws Three
of 2 Kind or better, he can throw his voice so that
the double will appear to speak.

Time to Cast: 2 seconds

Duration: 1 minute, Maintaining this hex

~costs 1 fatigue per extra minute. :
Range: 10 yards per level of Maglc.ﬂ Aptitude

Hand: Jacks

rorry-Two Proxur

Allows the caster to conjure a whirling mass

of cards from a simple deck. Anyone withia the -

affected area or attempting to affect a subject
within the area suffers a -2 penalty to all Vision or
vision-related rolls, plus an additional -2 for each
hand level drawn above the base hand.

Time to Cast: 1 second

Duration: 10 seconds per. level of Magical

Aptitude

Range: 10 yards per level of Maglcai Aptitude )

Hand: Ace

Imposton

Changes the subject’s body as the‘caster
wills. The subject’s basic form and size cannot
change, but beyond that, anything goes.

Time to Cast: 1 second _

Duration: | hour. Maintaining this hex costs
3 fatigue per extra hour.

Range: Touch

"Hand: Pair |
Incoowers  Peswnan: Seecear Resrerawe

Causes all beings to ignore the subject. Only
creatures with a reason to-notice either the partic-
ular subject or someone in that particular situation
{l.e., guards may notice someone trying to sneak
by them) can resist the hex with IQ.

Time to Cast:- 1 second

Duration: 1 minute. Maintaining this hex
costs two fatigue per extra minute.

Range: Touch

- Hand: Ace

Heaes 20

Resuran; Resteren ay ET: |



.. Magical Aptitade. The mirage affects all the sens-
- es except touch; anyone trying to touch the
mirage will realize its iHlusory nature. The mirage

o can also be identified as false if the observer wins

‘a Quick Contest of Skills between his 1Q and the
caster’s Mirage skifl. The caster may cause the
- mirage to move m‘changc shape by taking a tum
o ‘concentrate, as Jong as the mirage remains
within the hex’s range and does not exceed its
MAximum area.

. Time to Cast: 2 seconds

costs 1 fatigue per exira minute.
Range: 10 yards per level of Magical Aptltude

~ Hand: Jacks
'*-f:?f-:_EmmsM Reouran

This hex conjures up images from the sub-

ject’s deepest fears, causing the subject to make -

an immediate Fright Check. Harrowed are partic-
ularly susceptible, suffering a further -2 to the
Fright Check. Each hand level drawn above the

base hand gives the subjcct a -2 penalty to the

_ anht Check.
. “Tume to Cast: | secomi
Duration: Instant -
Range: 10 yards per level of Magical Apnmde

Hand

Pair (or 1 fatigue)

Straight (or 5 fatigue) -12

Puavy’ Possum Reman: Resnen v BT

This hex causes an apparently mortal wound

to appear-on the subject’s body, consonant with . giving a+5 bonus_fb_Stealﬂ} Each hand level drawn

the fast daiage taken by the subject, and all signs

- of life'become imperceptible. Only a successful
Physician roll, made at a penalty of -2 for each
- hand drawn above the base hand, will alert an

investigator to the fact that he is still alive. He can.

£ hear, and can seea little, but cannot move or take
" any other action.
" Time to Cast: 1 second
Duration: 20 minutes per level of Magmal
Aptxtude _
Range: Touch
Hand: Ace

¢4 ”H_ms'_'

R S

. Creates an insubstantial _irhéige Ihatcan have
no physical effect on the real world. The mirage
" may occupy an area up to 10 hexes per level of

| Em?’s CLomnne

- Duration: 1 minute. Maintaining this hex

Fright Check Penalty
Ace )

-, Jacks (or 2 fatigue) ' -
" Two Pairs (or 3 fatigue) -8
Three of a Kind (or 4 fatigue) -10 -

Reawan

This is an iflusion throws on a small object to

- make it look, sound, and feel different. The object
_must be roughly the same size as the illusion to be
placed on it. An observer who examines the
object closely may make a Quick Contest of

Skills between his IQ and the caster’s Sheep’s
Clothing skill to figure out that something is
wrong with the object. .
Time to Cast: | second _
Duration: 1 minute. Maintaining this hex
costs | fatigue per extra minute.
Range: | yard
Hand: Ace

-above the base hand adds a further +2 bonus.

Tiine to Cast: 1 second
DPuration: 1 minute

Range: Self.
Hand Stealth Bonus
Ace +5
Pair {or 1 fatigue) +7
Jacks (or 2 fatigue) +9
Two Pairs (or 3 fatigue) +11
Three of a Kind (or 4 fatigue) +13

Straight (or 5 fatigue) +15



InroRMATIONAL HERes

Hucksters like to know stuff; that’s how they
got into the business in the first place. For that
teason, they love to make the manitous te]ll them
hings. In the process, they often learn exactly
jow curiosity killed the cat, but somehow it

panLes Hez INTORMATION

* Lets the caster sense any weaknesses the sub-
Ject may have. Success brings a flash' of inmition
into the subject’s weaknesses, A better hand will
provide more information. This hex works on any
gimate creature. However, it is usually only
‘effective against supernatural creatures; magical
ngs are generally the only creatures -with
re enough flaws for the hex to detect. When
ona normal person, it will only detect single
ad vantages worth -20 poinis or more.

Time to Cast: 1 second
"Puration: Instant

Ranige: 2 yards per level of Magical Aptitude
Hand: Two Pairs

Buass Daney REctaR

Allows the caster to look into a windowpane
see a cloudy vision of an event that took place
the other side. The length of the time frame
ned depends on the hand drawn; the caster
nay select when to start the time frame scanned.
-"The hex displays in the window the most psychi-
cally potent event to occur during the period
selected. Details are difficult to make out, but the
eral outline of the event is clear. Subsequent
castings of A Glass Darkly don’t review the same
scene, but move to the next most petent event
ithin the period selected.

Time to Castr 2 seconds

. -Duration: 10 seconds per level of Magical
ptitude -

Range: 5 yards

Period Scanned
ait 1 day
wo Puirs 1 week

Three of a Kind 1 month
{raight 1 year
Flush 5 years
ull House 10 years

"Allows the caster to place a mystic tag on a
ving subject. He will know where the subject
if he concentrates for a second. The subject
8t be within the hex’s range when the hex is

cast, but once the hex is cast, the range ?of the
tracer is unlimited.

Time to Cast: 1 second -

Duration: 2 hours per Ievel of Magical
Aptitude

Range: 10 yards per level of Mag:cai Apntude

Hand: Pair
Sve Spy Reoman

Causes a ring of faintly visible eyes to appear
around the caster. He can see all around himself.
In combat, all his adjacent hexes are treated as
front hexes.

Time to Cast: 1 second

Duration: | minute. Maintaining this hex
costs 1 fatipue per extra minute.

Range: Self

Hand: Ace

siome Gromnp luronMATIN

Gives the caster a mental map of the sut-
rounding area. In game terms, this provides him
with the Area Knowledge skill for the duration of
the hex, at a level equal to his skill in Home
Ground. The area affected is relative to the cast- -
er’s location at the time he cast the hex; it does not
move with the caster. _

Time to Cast: 2 seconds - :

Duration: 2 hours per level of Maglcal
Aptitude

Range: Self
Hand Radius of Area Affected
Ace 100 yards
Pair 500 yards
Jacks © 7571 mile
Two Pairs 2 miles
Three of a Kind 5 miles
Straight 10 miles
Flush 20 miles
Full House 50 miles

INTERERET Reotnan

Permits the caster to understand an unknown
langnage, with a skill level depending by the hand
drawn. The caster may choose either spoken or
written language, but not both.

Time to Cast: 2 seconds

Duration: 10 minutes per level of Magical
Aptitude

Range; Self
Hand ' Language Skill
Ace 6
Pair _ 8
Two Pairs S s 10

Three of a Kind S 12

Hexes 28
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. THis iex enables the caster to create a mysuc
Jink* between two, mimors; allowing him to use
< mirror to observé what’s happening near the
‘. ofhter mirror as if it were a window. Only he can
: ‘'see through the mirror, and only those things vis-
ible from the mirror’s vantage can be seen. With
a hand of Three of a Kind or better, the caster can
‘hear through the mirror as well; at Full House, he
can physicafly pass through the mirnors in both
directions (though the size of the mirrors limit
‘how much of hiri cati pass through). If either mir-
for is broken, the link is dispelled.

Time to Cast: 5 minutes

Duration: 2 minutes per level of Magical
itude

Range: 10 miles per level of Magtcal Aptitude
Hand: Two Pairs

-Pmmm Gazs Retutan
"~ Allows the caster o ignore two points of vision
pénalties for every hand Jevel drawn. At Two Pairs
and above, he can see through one inch of solid
- amitenial for each hand level drawn above Jacks.
" Time to Cast: | second
“"Puration: 1 minute. Maintaining this hex
costs 1 fatigue per extra minute

Range: 50 yards per level of Magical Aptitude

Hand: Ace

Tz Demon’s vz INTORMATION

_Reveals a tiny glimpse 'of the immediate future.
This vision is too vague to make out details or tell
how- things will go in any larger sense; rather, it i

mostly useful for learning what other people intend
to do. In game terms, the GM must reveal the
actions that NPCs intend to take in the tum to come.
The number of actions revealed depends on the

hand drawn. If NPCs get multiple actions in a fumn,
each action takes up one of the hex’s actions to be”
- revealed. The GM should reveal actions in order of :'. L

the daniger they pose to the caster.
Time to Cast: 1 second
Duration: Instant
Range: 20 yards per level of Magical Aptitude

Hand

Ace

Pair

Jacks .
Three of a Kind
Straight

Flush

Full House
Four of a Kind

e Hexes

Number of Actions Revealed

gm
e N N

_ Pomrune Touien

_Tams.m tnronmaron: Restsen sy 1

Tells the caster whether anything the subject
suys is a Jie for the duration of the hex,

Time to Cast: 1 second

Duration: 20 seconds per level of Magical
Aptitude

Range: 3 yards

Hand: Ace

Lus anp Fame

Another major specialty for hucksiers is
hexes related to luck. Luck is a topic often on a
huckster’s mind; they’re always in the middle of
some game, be it a literal game of cards or the
grand game of intrigue and statecraft. Often it
seems like a good idea to gamble with a manitou
in order to tweak the outcome of a gamble on the
mortal plane. Not necessarily the most prudent
line of reasoning, but you don’t run into many
hucksters who’ve had it backfire on them ~ other |
than the ones you meet on Boot Hill, anyway.

Bracg Car BLoceie

Forces the target to reroll any successful skill
or amibu’re Toll, i cast hnmedidtely after Ihe roll is

Dnratmn Instant - .
Range: 10 yards per level of Magical Aptitude
Hand: Two Pairs

Conroune Reotnan

The subject suffers a -2 penalty to his next
action. Each hand level drawn above the base
hand gives him an additional -2 penalty. If be
takes no action for the duration of the hex, it laps-
es and is wasted.

Time to Cast: 1 second

Duration: 1 second

Range: 10 yards per ievel of Magxcai Aptitude
Hand: Ace

INTORMATION

Gives the caster a vision into the possible future
of the hex’s subject, which must be a person. The
vision will concentrate on petential dangers to the
subject or other important people in his life. Better
hands will reveal more information, but at any level,
the information is cryptic and largely symbolic.

Time to Cast: 5 minutes

Duration: Instant

Range: | yard

Hand; Two Pairs



Baveier’s Ly Reauan

. Gives the subject the Luck advantage for a
imifed number of uses. After he has used Luck a
umber of times depending on the hand drawn,
hex expires. If the caster suffers backlash, he
will suffer the Unluckiness disadvantage until it
as taken effect three times. Luck, whether
_gned as an advantage or from this hex, cannor
used to affect the casting of this hex.

Time to Cast: 1 second

Duration: Permanent

Range: Touch
Hand Number of Uses
Jacks 2
Three of a Kind 4
Straight 7

Fenmucay Winoaze Rrowman

Negates 4 points of penalties on all the sub-
ect’s Guns rolls for the duration of the hex; each
and fevel drawn above the base hand negates an
additional 4 points of penalty. Penalties negated
iclude range, size, cover, lighting, recoil, hit
{ocation, etc. Note that this hex cannot actually
ncrease the subject’s effective skill,

Time to Cast: 1 second

Duration: 10 seconds per level of Magical
ptitude.

Range: 1 yard

. Hand: Ace

PENN? AN DESULAR

The subject gets a bonus of +2 on his next
tion. Bach hand level drawn above the base
hand gives him an additional +2 bonus, If the next
tion {aken does not require a rell, the bonus is
st and the hex wasted.

: Time to Cast: 1 second

- - Duration: 1 second
Range: 10 yards per level of Magical Aptitude
Hand: Ace

Rﬁm’ tue Port SLOCKING

Cast immediately after a successful skill or
ibute rofl, this hex turns a normal success into a
tical success. It has no effect on failures or criti-
al fatlures. If the caster suffers backlash, the roll it
cast to affect fails automatically, in addition to
ny other backlash that may occur. This hex may
e unbalancing; GMs may want to dlr,ail__ow it,

- Time to Cast: 1 :
Duration: Instant

Range: 10 yards per level of Magical Aptitude
Hand; Two Pairs

Mrra-Reves

Naturatly, manitous know how to alter or block
the magic they work. They actually seem to enjoy it;
if they're going to run errands for 2 himan, messing
with the work of one of their fellows isn’t the worst
way they can imagine spending an afternoon.

Ace 1y mup Howe ENCHANTMENT

Lets the caster link any hex he can castto a
small focus object (often a playing card). This
Ace can then be triggered by anyone halding it,
allowing the holder to cast the hex as'if he were
the caster one time. After this, the Ace loses iis
power. However, red and black jokers alike will
cause backlash, regardiess of the caster’s skill.
While a hex is linked to an Ace, the caster who: _-
created it cannot use¢ that hex. :

Time to Cast: 10 minutes

Duration: 2 days per level of Magical
Aptitude

Range: Touch

Hand: Two Pairs

Bivo Mawtmow Reovar

The Agency developed this hex for a secret -
facility called the Star Chamber, used to tum a
potentially useful but unreliable Harrowed into
agent material, by subduing the manitou within
him and giving the Harrowed full Dominion. This
control may erode over time as the manitou strug-
gles free of the binding, but a strong-willed Har-
rowed may keep control for a very long time after
undergoing this hex.

Because the manitou to be dueled is already on-
the mortal plane, this hex is an unvarnished battle of
wills. The mamitou doesn’t have access to its Hunt-
ing Grounds bag of tricks, but the huckster doesn’t
have access to his usual amray of misdirections and
cheats either. The mental struggle goes on in real
time; this can take many hours, and sometimes the
huckster loses from sheer physical exhaustion,

The ritual process knocks out the Harrowed’s
consciousness, leaving the manitou in full control
for the duration of the ritual. For this reason, the
Harrowed is usually restrained; otherwise the
manitou would attack the caster physically.

The subject of this hex receives a +5 to Will
when resisting his Voices, plus an additional +2
bonus for each hand level drawn above the base
hand. He loses one point of this bonus each time
he fails to resist his Voices thereafter.

Time to Cast: 2 hours

Duration: Permanent

- Range: 2 yards per level of Mag:cal Aptitade

Hand: Two Pairs
Haxag_J27




| | RoouLan;
PloSISTED BY SUBJCCT POWER

Dispels an ongoing hex, Harrowed power, or

~black magic spell. It cannot be used against hexes -

. or powers with instant or permanent effects. Some

“'in these cases, Disrupt does not reverse the instant
effect, but will dispel the ongoing effect. Har-
rowed powers resist with the IQ of the Harrowed.
Time to Cast: 2 seconds
++ Duration: Instant

P BLockING;
| RESISTED BY SUBJECT POWER

Dispels a hex, Harrowed power, or black
magic spell when cast immediately after the sub-
ject hex is cast, Harrowed powers resist with the
IQ: of the Harrowed. This hex does not affect

. ongoing effects of magic powers.
-+ Time to Cast: 1 second
" Duration: Instant

Hand: Pair -~ . _

28 Bexes

powers have both an instant and an ongoing effect;

_; -Range: 10 yards per level of Magical Aptitude

Range: 10 yards per level of Magical Aptitude

Hex Sewse Resman

Permits the caster to detect and identify any
magical effects and enchantments within sight,
The hand drawn determines the level of detail
detected; the hex reveals the details given for the
hand level drawn and all lower levels.

Time to Cast: | second

Duration: 2 rounds per level of Magical
Aptitude

Range: 50 yards per level of Magical Aptitude

Hand Details
Ace The presence of magical
effects and objects is detected

Pair The general type of magic
present is detected (i.e.,

divination, combat, etc.)

Two Pairs A broad scnse of the
magic’s effect is identified

(i.c., a damage-dealing hex. an

informational Harrowed power, cte.)

Straight The exact power(s)
- present are identified

Flush The remaining duration

of the magic present is identified

Panowems Reunan

This hex brings together a group of hucksters
to cast a hex with greater efficacy than could usu-
ally be achieved. All participating hucksters must
be within three vards of the huckster leading the
combined hex, known hereafter as the dealer. All
participants must know the combined hex, but

“only the dealer need know Pardners. After the
~ dealer casts Pardners, all participants (including
" thie dealer) cast the combined hex. All participants

must cast in the same round.
If the dealer fails the roll for Pardners or
the combined hex, the hex failsi: If only the

* dealer succeeds, the combined hex is ‘only as

effective as his hand indicates. However, for
every other participant who succeeds and
draws the minimum hand, the dealer’s hand is
increased by one level. For purposes of con-
centration, range, and so on, the dealer is con-
sidered the caster of the hex.

Unfortunately, if any caster suffers backlash

during the casting, every member: of the group .

suffers backlash. The GM may give every mem-

" ber the same backlash or determine backlash indi-

vidually, as desired.
Time to Cast: 1 second
Duration: Special
Range: 3 yards
Hand: Jacks




Cast doring a shamanic ritual, this hex sum-
mons a manitou to harass the nature spirits sum-
by the shaman, giving the shaman a -2
‘penalty to his Ritmal skill, with an additional -2
penalty for each hand drawn above the base hand.
8 hex should be cast after the shaman has
declared a ritual but before the roll has been made.
Time to Cast: 1 second

Duration: Instant

Range: 10 yards perievel of Magical Aptitude
Hand: Pair

CRCHANTMENT

Imbues an item with mystic powers, creating
relic (see p. DL97).
Talisman cannot be used to enchant just any
Only items withh some special history are
able — a pen used 1o write a hisioric document,
~weapon used in a famons battle, for example.
he caster must determine what general effect he
ants the relic to have; this will usually be a hex-
ke effect, but any power is permissiblie if the
[ approves it. The power selected should be
ppropriaie to the item’s history.
- The caster must spend three days enchanting

rugele with multiple manitous. To the outside
nbserver, the caster seems to be playing an unend-
insanely complex game of solitaire. Occa-

re than an hour will cause the hex to fail.
ystic powers swirling around the caster pre-
et him from suffering the vsual penalties for
%t sleep. At the end of the three days, the caster
gainst Talisman and, if successful, draws a
and. The hand required for success is up to the
M, but a minimum hand of three levels higher
‘the equivalent hex is a good rule of thumb.
If the caster draws a joker, the relic also
ires a taint, The GM determines the nature of
-tmnt. but it should be consistent with the
s background and the nature of its power.
Thne to Cast: 3 days

Duration: Permanent

Range: Touch

Hand: Special

SLOCKING -

e relic, during which time he is in near-constant”

al breaks for meals are possible, but stopping -

Twa or -4 Ko
Allows the: caster to duplicate any hex just
cast within 1 yards per level of Magical Apti-

tude, The effects of the hex are duplicated exact-
ly, except that the huckster casting Twe of a Kind -

determines the subject of the duplicate hex. Any ..; =

rolls required by the original hex must be rerolled

for the duplicate hex. A hex duplicated by Two of
a Kind must have been successful.

Time to Cast: | second

Duration: See description

Range: See description

Hand: Two Pairs

Natume Hexes

Manitous don’t like the natim: spirits, but in the -

process of squabbling with them down through the

aeons, they’ ve leamed a few things about them and

their mirrors in the mortal world. Manitons can be
awfully good at controlling the natural world and its

inhabitants. One hopes they don’t make a habit of it. _

Beasr Masten Reouran: Ressreppy 10 i

Enables the caster to take command of aiii-
mals within the hex’s range. This spell will not
work on intelligent beings. The number of ani-
mals controlled depends on the hand drawn

Time to Cast: 1 second

Duration: 1 minute. Mamtmmng t]:ns hex o

requires 1 fatigue per extra minute,
Range: 10 yards per levet of Magxcal Apt:uxie

Hand " Number
Pair 1
Jacks 1d-3
Two Pairs ' 1d .
Three of a Kind . 2d
Straight 4d
Flush 6d
Full House 10d
Four of a Kind 184

foto Snar ARgA

Causes a deep, uncanny chill to settle over the
affected area, radiating out from the caster. Every-
one within the area {(including the caster) suffers a
-1 penalty to DX. Each hand level drawn above
the base hand gives an additional -1 penalty. Even
undead and abominations are affected (unless they

~are of a sort adapted to cold environments).

Time to Cast: 2 seconds -
Duration: 1 minute per level of Magical Aptitude
Range lf}ya:ﬂs perievelof MaglcalAphtude

'Bzxas




Dzaouy Crezrens Anza

All plant life within an area 20 yards in radius
_ per level of Magical Aptitude becomes animated
and hostile. Concentration is required. Any crea-
ture that enters that zone, including the caster, will
be attacked. The vigor of the animated plants, and
hence the damage they do, is determined by the
- hand drawn. In a sparsely vegetated area, the
“greenery that exists will grow and expand to
unusnal size (and spikiness) for the duraton of
- the hex. The damage: tepresents the aggregate of
many. individual attacks; roll only once a turn for
each-person within the animated zone.
_Time to Cast: 2 seconds
Puration: 1 minate. Maintaining this hex

i "oosts 1 fatigue per extra minute.

Range. 30 yards per level of Magical Aptitude

Hand . - . _ _ Damage
Pair | fatigue
Jacks 1d fatigue
Two Pairs 1d
Three of a Kind 2d

o Straight 3d

. Flush 5d
Full House &d

Eaptawmacy Anga
. Causes the earth to shake within an area with
a maximum radius determined by the hand
drawn; the caster may select any radius equal to
or less than the maximum. Within the affected
area, everyone must make a DX roll to keep their
feet; buildings and natural features may take
: danmge and be in danger of collapsing:

: .Time to Cast: 2 seconds
Duration: Instant
Range: 10 yards per level of Magical Apmude

Hand Radius of Area Affected
Ace 1 hex
Pair 2 yurds
Jacks 3 yards
Two Pairs 4 yards
Three of a Kind Syards
* - Straight 6 yards
Flush 7 yards
. Full House 8 yards
- Four of a Kind Q yards
_ Straight Flush 10 vards
Royal Flush 11 yards

Crvitn ReouLaR

* Causes a geyser to erupt from the ground. The

geyser erupts from a hole in the ground with a
diameter depending on the hand drawn; everyone

30  Reoaes

within the affected area is thrown by the explosion
to the edge of the geyser, takes 3d points of
damage, and must make a DX-5 roll to keep their
footing.

Two seconds after the geyser begins, the
water falls back to earth as a scalding mist over an
area with twice the radius of the geyser itself.
Everyone within the affected area suffers one die
of damage. Armor does not protect against geyser
damage; completely waterproof clothing, such as
a diving suit, halves the damage taken.

Time to Cast: 3 seconds

Duration: 1 second

Range: 40 vards per level of Magical Aptitude

Hand Diameter of Geyser
Pair 1 hex
Two Pairs 2 hexes
Straight 3 hexes
Full House 4 hexes

RAINMARER Anca

Creates 1'inch of rain per hour. Although the
magically conjured rain will expire after a few
hours, the local weather may well pick up where

.+ -the manitou left off.

Time to Cast: 10 minutes
Duration:

Aptitude
Range: 1 mile per level of Magical Aptitude
Hand: Ace - ©7 -

Sr. Bumo’s Pme ReauLan

This hex creates a small globe of pale green
light. This light provides adequate illumnination to
negate darkness penaities within 10 feet of the
globe. The globe will hover at a height of 4 feet
unless the caster physically moves it, by pushing
it with a hand or tool. Only the caster may touch
the light; it is intangible to ali others.

Time {o Cast: 1 second

Duratien: 2 hours per level of Magical

! hour per level of Mugical

. Aptitude

Range: Touch
Hand: Pair

Swamp Gas Ansa

This hex releases a vile cloud of stench that
covers a spherical arca with a radius of 10 yards per

- level of Magical Aptitude. The stink gives al! Smell

rolls a -6 penalty. In addition, all skill and attribute
rolls suffer a penalty depending on the hand drawn,

Swarmp gas ignites if exposed to fire, whether
that fire is introduced to a region of gas or the hex
is cast over an area where [ire exists. This ignition
is explosive, causing fire damage to everyone



within its area of effect. The magnitude of the
damage depends upon the hand drawn.

Time to Cast: | second

Duration: 10 seconds per level of Magical
pitude

Range: 50 yards per level of Magical Aptitude

Hand Damage  Skill Modifier

Ace 0 -1

Pair 1 fatigue -2
~ Jacks 1d-2 2
: Two Pairs 1d-1 -3
- Three of a Kind 1d -3
 Straight 1d+2 -4
- Flush 2d -5
. Full House 3d -5
"~ Four of a Kind 4d -6
©: Straight Flush 5d -6

* Royal Flush 6d . ' -8

Worsewe Frichos Ano
NrLuenone Peorr

A profession as fraught with danger as the
| hexslinging life often requires a smooth tongue and
nimble wit. That’s why they call them “huck-
ters,” after all — hexslingers have a lot in common
Fwith hawkers of patent medicines and other con
& artists. However, persuasion only takes you so far;
g if you have magic on your side, why not use it?

Tomuern  Reowan; Ressteo oy 10

Time to Cast: 1 second
“Duration: |1 minute

1Q Penalty
unmeodified
-2

4

-6

-8

-10

Four of a Kind -14
Straight Flush -16

. The caster becomes utterly entrancing to the
SUth‘Ct As long as the caster connnues aconver-

12

Royal Flush -18 .

fonaer Pmnmn; —— Iﬂ

Erases or alters subject’s memornies. The caster

_may select any period of time to affect shorter than

the maximum span for the hand level drawn. If the
caster chooses (o erase memories, those affected
will be stricken from the subject’s mind. A success-
ful roll against 1Q-6 will permit the subject to call
back a vague outline of the affected memones, but
details are forever Jost. If the caster chooses to alter
memories, he must also make a successful roll
against IQ~4 or Bard4 to create a plausible substi-
tute memory. If this second roll fails, the memoties
targeted for substitution are simply erased.

Time to Cast: | second to erase memories,
10 minutes per hand level to alter memories.

Duration: Permanent -

Range: 1 vard
Hand Maximum Time Affected
Ace 5 seconds
Pair 1 minute
Jacks 5 minutes
Two Pairs 10 minutes
Three of a Kind 1 hour
Straight 6 hours
Flush | day
Full House 1 week
Four of a Kind | month
Straight Flush 6 months
Royal Flush ot 1 year
How Remnar

Allows the huckster to ernit a piercing shriek,
striking fear into the hearts of all who. hear it.
Anyone within earshot of the caster when this hex
is cast must make a Fright Check. Each hand
level drawn above the base hand causes a -2
penalty on the Fright Check. -

Time to Cast; 1 second

Duration: Instant

Range: Self

Hand Ace

Letnanoy Anea; Restsren oy 10

Anyone within five yards of the target point of
this hex will lose all desire to do anything. Affected
people will be hard-pressed to do anything besides
sit and maybe chart languidly. Lethargy has no effect
on people in clearly dangerous or life-threatening
situations; - hence, it has no combat applications.
Each hand level drawn above the hase hand gives
victhms a -2 penalty to their resistance roll.

Time to Cast: 1 second

Duration: 10 minutes per level of Magical Aptitude

Range: 10 yards per level of, Magncal Aptitude

Hand: Ace
Hegrs Al




7 up. He will be awakened by blows, loud noises,
-and other normal means; however, he will be
‘mentally sunned and must make an IQ roll to

wake up- fally At the end of the hex, he may make
"aroll versus HT to wake up; otherwise, he will
gleep for eight hours unless awakened. Each hand

Ievel drawn above the base hand gives the subject

a ‘2 penalty_ t0,_his rcsxsbance roll.

- Dutﬁﬁow
_ Apmuda
- Ram 10 yards per level of Magical Aptitude

' Hand: Ace )
”hm~?n vz Deve ResuLan

30 ‘minutes per level of Magical

Makes the subject very persuasive, giving a -

. +5 bonys to Fast-Talk and reaction rolls. Each
hand level drawn above the base hand increases
the bonus by +2.

. Time to Cast l second

Bw‘suon. 2 minutes per level of Magical
-~ Aptilxde: -

Range: Seif
Hand- J acks

- Smen Sm mmtsm ey il

“Creates an alluring sound that draws anyone

within the area toward the center hex -of the .
affected zone. Anyone within the affected area
must resist or become hypnotized by the sound,

dmp@ng whatever they were doing and wa!kmg
'thc hex. Any attack or other damage will break
the spell, though. The affected area is centered at

the caster’s location when the hex begins, but he .

«can move the center of the affected area after the
hex begins at a rate of 1 yard per second. Victims
* will continue to follow the song unless it takes

-them into danger, at which point they may make

a new fesistance roH.
“Time to Cast: 1 second
Duration: 1 minute. Maintaining the hex
! takes 1 fatigue per extra minute.

Range: 20 yards per level of Maglcal Aptitude
Hand Ace

Causes the subject’s words to sound like out-
rageous lies to anyone kstening. ‘Any listener
must make their resistance roll to pick out the

truth from the supernatural obfuscation, though .

he may or may not believe what he hears. Each
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" Reowans Resroren oy BT

B Causes the subjeCI to fall asleep. If standing,
L lsa _faI]s to the ground; thie fall does not wake him

hahd lévél drawn above the base hand givesa -2

‘penalty to the resistance rolL.

Time to Cast: 1 second

Duration: | minute

Range: 10 yards per level of Maglcal Aptitude
Hand: Pair

Tuaumatunstcar Dirruston

Recently, a few enterprising souls have started
1o examine what happens when you mix and match
some of the vartous magical practices to be found in
the Weird West. Most of these experiments end in
failure — natwye spirits don’t play well with mani-
tous, praying for a gadget doesn’t seem to do much
of anything, and black magic just tends to take over
whatever it’s atlowed into. Hexslinging and mad
science, however, seems to be a maich with poten-
tial. Bringing the two sides together can be difficult
— mad scientist dementia mixed with huckster reck-
lessness can be a deadly combination — but slowly,
new hexes are heing developed which draw from
and supplement mad science techniques.

Ihepnnmryﬁgummﬁnsmsmhxsaman
named Petcy. Sitgreaves. Sitgreaves was once an
emplovee in Smith & Robards’ Research: and
Devefopment section, after dabbling in Hoyle's
works early in life. He noticed that the renaissance

. in science and technology began at about the same
time that huckstering became tremendously easier —

in the mid- 1 860s. His unusaal insight, however, was
a hunch that mad science and hexshnging were
somehow directly related ~ different approaches to
the same phenomenon. Mad scientists might not be
aware of the source of their work, but Sitgreaves
knew the manitou style well enough, and had
enough of a sense from his own tinkering work, to
magine that mad science inspirations were: ins fact
hints fed to the scientists by manitous.

Sitgreaves kept his ideas largely to himself,
for several reasons. For one, he knew that most
mad scientists would laugh in his face if he sug-
gested that their-ideas came from demons from
another plane of existence. More important, how-

ever, the implications of his theory scared him.

.- 'He knew the way manitous are. He’d fought

“them in the Hunting Grounds many times. They

couldn’t be helping scientists out of the goodness
of their hearts. If manitous were behind mad sci-
ence, mad science had to have a role in their dark
plots. He watched the factories at Smith &
Robards rolling out innovation after innpovation in
the fields of weaponry, armor, and military trans-
port, while only a handful of devices to help

. humanity were even proposed, and he began to

suspect that he was involved with an industry that
was doing humanity terrible harm.




Sitgreaves had already developed a few hexes
1o help him in his work — Devil's Workshop, Ana

‘lyze, Mad Insight, and others. Like Hoyle before
him, he felt the only thing he could do was attempt

developed new hexes, using his scientific insight to
supplement the usuat trial-and-emor of hex creation.
Dismayingly, many of his new hexes were destruc-
tive, but he created several that could really help
‘make life better for people. He decided the time had
come o disseminate his work, but discreetly.

. He founded a printing company named
Infinity Press, and managed to wangle the con- -
tract for printing the 1876 Smith and Robards
.catalog (see p. 59). In its pages, he encoded the
‘hexes he had created, as well as the theoretical
revelations that had led him to their creation.

, the WOrd is spreading, and hucksters: across .

fiage of magic and technology.

~ Ahuckster need not also be a Gadgeteer o use
Thaumamrgicat Diffusion hexes, but it helps; many
of the hexes only affect the Gadgeteering process,

O'fﬂevﬂ know - W
) mean 1o stop hl“fg;art ofhnn womes that

he may just be suffering early dementia, but <
he's actually seén the agentiof his dosm. He
-y calls it the Gorgcut after classical Herature; °* o
it's a-metal-sca , yelow-eyed, fire-SHort-
_ing bull which focks like it just crawled out:: »

" of the.deepest pit %‘Hﬁkl&@ MY, S

‘be nearby, wherever-he gges + but'he orﬂy:
ever gets a bnef glance it, and it hast’ f 4
“yet attacked bim. He doesn’t know why n

_ buthe suspects he may Rot havc wueh ttme
The Gorgon.is-aCtuafly, mg:w' oy dlab
“hos (see p: DLJ13). Itthasn't cked Sitgc ™
-feaves yet becduse until retehtly’ h},s work,,
like mosf mad science, Was 0@@6 Wholc Q

mmmmwon* |
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bezallowed to p
L -

to turn the skills he had to the service of good. He -

inding the code is a challenging task, but slow-

the Americas ar¢ beginning to dabble in the mar- "

Anavyie |

Reveals the components of an alchemical
forraula and the procedure for creating it. Some
chemistry eqmpment is required to cast this hex;’
the ‘pfocess is magical, but sw1rlmg liquids and
lighting things on fire helps the caster compre-..
hend the information he is receiving,

Time fo Cast: 10 minutes

Durration: Instant

Range: | elixir

Hand: Ace

DARRIADE Restnan

Conjures a wall of metal shards in front of : |

the caster, 3 feet high and 6 feet long for every
level of Magical Aptitude. It provides protection
against ranged attacks for all body parts behind
the wall; melee attackers can just reach over. The
protection conferred by the wail depends on the
hand drawn.

Time to Cast: 2 seconds .

Duration: 2 minutes per level of Maglca] _

Aptitude
Range: 10 yards per level of Magical Apumde .

Hand PDDR
Jacks 1/3

Two Pairs 2/6

Three of a Kind 412
Straight 6/18

Flush 8/24

BLasT MUmNALE REOULAR

Causes metal objects of a mass ‘up to 20

- pounds per level of Magical Aptitude to rapidly

heat. Over the course of the hex, the object will
heat 20° for each hand level draws. :
Time to Cast: 2 seconds
Duration: 1" minuie. Maintaining this hex
costs 2 fatigue per extra minute.
Range: 20 vards per level of Magical Aptitude
Hand: Ace

DuLLzTeRODT REzuLAR

Causes a bulletproof carapace to grow from
the subject’s skin., This provides a level of protec-
tion determined by the hand drawn, and adds +2
to Intimidation from the unnatural appearance of
the scales; however, every level of protection
comes with an aftendant -2 DX penalty, to a min-
imum DX of 1. Subjects also suffer a -5 penalty

" 7 toreaction rolls. The caster cannot choose a lower

level of success; the full level of success indicat-
ed by the hand drawn will always take effect.
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Thne to Cast: 2 seconds
; Duration: 1 minute per level of Magical
Aptlmde
- Range: 10yards . .-
 Hand - PD/DR
Pair 2/6
Jacks 4/12
. Two Pairs - _ 6/18
 Three of a Kind 6/30
Straight 6/42

. Bumﬂmfm Remtnan

" If a budlet or other ranged weapon musses dur-
_ mg a ﬁght in which the subject is involved, and the
‘subject could possibly be hit, the subject is always
. ithe first possible unintentional target to be
ehecked, and the roll to hit him is 12 rather than
‘the usual 9. The zone of possible targets is also one
hex wider for purposes of determining whether the
" subject could be hit (see pp. B117-118).
. Time to Cast; 1 second
Duration: 1 minute
Range: 20 yards per level of Magical Aptitude
~ Hand: Ace

YT Mrssme
Produces a fist-sized blob of acidic goo,
which the caster can hurl at a target. The goo has
$8 13 _and Acc +2; it ignores all modifiers for
range; biit not for target size or speed. The caster
must hurl the goo using Throwing skilt or the
default of DX-3. It does damage according to the
 hand drawn, and then continues to burn the target
on subscquent turns. Every wm, it does 1d less
‘danwige than the wrn hetorc Causua Glop affects

or cover can protect thc target, but wxl] bc dam-
aged in the process. 2

Time to Cast: 2 seconds

Duration: Instant
Range: 10 yards per level of Magical Aptitude

" Two Pairs 2d
. Threeof a Kind 3d
~ Straight 3d+2
.+ Flush 3d+4
~ Full House 4d
. FourofaKind 4d+2
- Straight Flush 4d+4
" Royal Flush : 5d

. Denyer Remtan

Gives the caster a +5 to Cryptelogy, Cryptog-
raphy, and Cryptanalysis. Each hand leve] drawn

ad Hraes

above the base hand adds an additional +2 bonus,
This hex will work for a caster using these skills at
default. Decrypt will provide its bonus to a mes-
sage hidden with the hex Steganogram (p. 37).

Time to Cast: 1 second

Duration: 2 minutes per level of Magical
Aptitude

Range: Self

Hand: Pair

Demeamta  Reswran: Restszen sy 10-2

Subject is driven temporarily insane, accord-
ing to the hand drawn. The caster may choose the
madness corresponding to the hand drawn or any
lower hand.

Time to Cast: 2 seconds

Duration: 2 minutes per level of Magical
Aptitude

Range: 10 yards per level of Magical Aptitude

Hand Dementia
Pair Deluston [-5]
Jacks Absent-minded
Two Pairs Mild Phobia
Three of a Kind Paranoia
Straight severe Phobia
Flush Delusion [-15]

B:vz. 5 Wnaxsm fleouLan

- Provides supernatural assistance for mad sci-
cnusts reducing -the time required to build a
gadget by a percentage determined by the hand
drawn (see pp. CI121-127 for details on Gad-
geteering). . .

Time to Cast:  hour
Duration: Special

.. ‘Range: 1 yard

‘Hand Time Reduction
Pair 10%
Two Pairs 20%
ThmeofaKmd L 30%
Straight 0%
Full House 50%
Four of a Kind 60%
Roval Flush 75%
HAYWIRE Resuran

Induces malfunctions in mad science gadg-
ets. The severity of the malfunction depends on
the hand drawn. If Haywire is used against 2 com-
plex device with multiple component gadgets, the
caster must pick one gadget to affect. Haywire

- will not affect alchemical elixirs. A gadget under

the effects of Tweak (p. 37) is affected by Hay-

‘wirg as if the hand drawn for Haywire were one

level lower.




Time to Cast: 1 second

ptitude

Range: 40 yards per level of Magical Aptitude
Hand Effect
air Check for Malfunction (16-18)
acks Check for Malfunction (15-18)
Minor Malfunction

Major Malfunction

ush Catastrophic Malfunction

Iurenvar Macume Reovian

Assembles available scraps inio a gadget on the
y. The caster must describe the gadget, and its dif-
ficulty, before casting the hex. Gadgets created with
Infernal Machine are unreliable."Whenever check-
ang for malfunction, a gadget thus created will mal-
sfunction on a roil higher than 10, plus 1 for every
Jevel of Magical Apnmde plus 1 for every hand
awn above the minimum needed to create the
gadget. Gadgets will always malfunction on mal-

produce normal equipment. The caster gains no
owledge of how to build the gadget at a later time.
Time to Cast: 1 minute
Duration: 1 minute

- Range: Touch -
and Difficuity
wo Pairs Slight improvement
on exisung technology
' {armor-piercing ammo)
“Three of a Kind Major improvement
‘: on existing technology
_ {253% faster locomotive)
- Straight New use of standard
technology (flamethrower)
-Full House New use of cutting-edge

technology {steam wagon)
New but realistic

technology (submersible boat)
New technology that ignores
the laws of science (heat ray)
New technology that

defies common sense

(mind control lasers)

0 {nsmur RECULAR

Assists a mad scientist in creating a gadget. The
vject gains +5 to Gadgeteering, plus an addition-
+2 bonus for each hand level drawn above the

e hand. If the caster suffers backlash, a severe
w is inadvertently introduiced into the gadget

*Time to Cast: 1 second

Duration: Instant

Range: 1 yard
- Hand: Ace

f_.Four of a kind
“Straight Flush

Royal Flush

Duration: 2 minutes per level of Magical

function rolls of 17 or 8. Infernal Machine cannot :

Jacks

Gives a single hand-held weapon unlimited
ammunition for the duration of the hex. This hex
will.not work on larger weapons like Gatling
guns, or on exofic weapons like flamethrowers.

H

Magazine does not affect the weapon in any way. ;. ;-

other than increasing its amnmunition.
Time to Cast: 1 second
Duration: ! minute
Range: 10 vards
Hand: Pair -

Magte Burter Resuan

Turns any ordinary pistol or rifle round with-
in the hex’s range into 2 “magic bullet.” If the
magic bullet hits its first target, it barsts out and
flies toward another target as if it had been fired
from the position of the first target, doing normal

damage to each target it hits. It will continue to-.- '
attack new targets until it reaches the maximum

number of extra targets for the hand drawn or

until it misses a target. If the bullet fails to pene-

trate a target’s armor, it still counts as a hit andthe. -
bullet continues on. If the duration of the hex::

expires before the bullet is fired, it returns to

being a normal bullet,
Time to Cast: | second

Duration: 20 seconds per level Qf Magical el

Aptitude
Range: 5 yards

Hand
Pair

Two Pairs
Three of a Kind
Flush

Royval Flush

Powen Leax Restran

Drains energy from the power source for a

“machine or gadget. This hex reduces the effective-

ness of a device (speed, power output, damage,
etc.) by 10% at the base hand, and reduces it by a
further 10% for each hand level drawn above the
base hand. This causes most machines to slow

- down and perform less effectively. Power Leak

also works on explosives. As soon as the hex ends,
all affected power sources retum to full power.
Power Leak and Power Surge offset each other.
Time to Cast: | second
Duratum 20-seconds per level of Magical
Aptiade -+
Range 10 yards per level of Maglcal Aptxmde
 Hand: Ace

Q

E—
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 affected machine gains 10% of ts effectiveness at
the base: hand, plus a further 10% for each hand
level drawn above the base hand. A machine
affected by Power Surge consumes a proportion-

e ally greater amount of fuel.

Time to Cast: 1 second

Duration: 20 seconds per level of Magical
Aptitude
- Range: 10 yards per level of Magical Aptitude

* Paam Cone | Restran
.. Wraps the subject in barbed wire. The subject
- may attempt to break free by making a DX roll, a

-2 for each hand level drawn above the base hand.

If successful; the subject wriggles free and may .
act normally next turn; otherwise, the subject -

remains trapped and takes I point of damage for

" every 2 points by which he missed the DX roll.
Time to Cast: I second

- Duration: 10 seconds per level of Magical

Aptitude

Hand Pair

. Benaze

Summons a jagged piece of retlective, magi-
cally charged metal in front of the caster. This
shard of metal provides no resistance to-physical
objects but certain forms of magic ~ hexes, black
magic spells, and Harrowed powers — are reflect-
ed by it. If the subject power fails to resist Reflect,

B:.nci:mu;

the original caster suffers the effects intended for

the caster of Reflect, Reflect does not wark on
area-effect powers. Harrowed powers resist with
the I€) of the Harrowed.

Time to Cast: 1 second
... Duration: Instant
© U Range: Self
“"Hand: Pair

- Revense Exarveea ResuLaR
Enables the caster o intuit the theory behind

a gadget, permitting him to construct similar gadg-
ets without taking the time and expense to devel-
op it himself. This means that the caster need not
spend the development time, make the develop-
‘ment skill roll, or spend the development cost; he
can go straight to building the gadget for only the
production cost (see p. CII21 for details of the
Gadgeteenng process). If the caster 1s not & mad

a6 Hexes

Range: 10. yards perlevel of Magical Aptitude

- Restsre ey supscer powen

scientist, he may attempt to explain it to a mad sci-
enlist bcfore the hex expires. The mad scientist

" must make an IQ-6 roll to understand what the

caster is trying to explain; on}y one attempt is pos-

W

sible. If the caster is unable to convey the idea, he |

must cast Reverse Engineer again to get a fresh
perspective.
Time to Cast: 5 minutes per level of complexity

Duration: | hour per level of Magical
Aptitude

Range: Touch

Hand: Ace
Reoz e Razs Restuar

Allows the caster to travel very quickly along
the railroad (racks that crisscross the American
continent. The caster must be touching the rails
when casting the hex. He remains visible and tan-
gible for the first 50 feet of travel as he acceler-
ates — then he vanishes in a flash of light,
becoming pure energy for the remainder of the
journey. The caster travels a distance which
depends on the hand drawn. If he hits a break or
end in the line, he stops abruptly.. This sudden
stop does 1d+2 damage to the caster. Encounter-

© ing # train after the caster has dematerialized, for-

tunately, has no effect,”
Time to Cast: 1 minute
Duration: Special
Range: Scif .

- Hand - Distance Travel Time
Ace 10 miles 1 minute
Pair 25 miles 5 minutes
Jacks 50 miles 10 minutes
Two Pairs 100 miles 20 minutes
Three of a Kind 200 miles 30 miinutes
Straight 300 miles 40 minutes
Flush 400 miles - 50 minutes

.Full House 500 miles " 1 hour
Four of a Kind 750 miles 2 hours
Straight Flush 1000 miles 3 hours
Royal Flush 2000 miles 4 hours
SUARD MrssLE

Creates a handful of jagged metal nails and
hurls them at a designated target. The caster may
create as many nails as he wants, up to a maxi-
mum of twice his level of Magical Aptitude. Each
nail conjured afier the first causes a -2 penalty to
the hex roll. The nails have 85 13, Acc +2; they
suffer no penalties for range. The caster must hurl
the spell using Throwing skill, the default of
DX-3, or Spell Throwing (Ice Dagger) skill (p.
C1149). He may throw the nails at separate targets

~ and even call hit locations on targets, but must harl

at least one nail per turn until they are all used up.




Time to Cast: 1 second
Duration: Varies

Damage
1d-1 fatigne
1d
24-1
Three of a Kind 2d
Straight 3d
Flush 3d+2
& Full House 4d+1
Four of a Kind - 6d+1
Straight Flush Bd
Rayal Flush 10d

Seocren RECULAR

Charges a metal item with 2 massive buildup
 static electricity. The first person to touch the
before the hex expires triggers the charge,
omes stunned for (20-HT) tums, and takes
fatigue damage according to the hand drawn.
Time to Cast: 1 second
Duration: 2 minutes per level of Magical
itude
Range: 10 yards per level of Magical Aptitude
¢ Fatigue
1d-1
1d+1
2d
3d
5d
7d
10d

REouLAR

Fires a spray of small metal splinters from

wedge-shaped area in front of the caster out to the
‘hex’s maximum range. This wedge covers about
‘60 degrees. Every creature within the spray takes
"'damagc accordmg to the hand drawn. Armor pro-
. "Fime to Cast: 1 second

* Turation: Instant
Range: 2 yards per level of Magical Aptitude

Damage
Jacks 1d-1
Two Pairs 1d
Three of a Kind - ' 2d-1
Straight - 2d+2
Flush 3d
Full House L 3d+2
Four of a Kind ' 4d
Straight Flush 6d

quql Flush 7d

Range: 20 yards per level of Magical Aptitude

’{he caster’s hand. These splinters spray across a -

SYESANERAM

Cast on a written message or other information
medium, this hex completely conceals the message
from everyone but the caster and the intended recip-
ients; the message appears 1o be discussing some-
thing completely different. The caster must name
the intended recipients at the time of casting; the
message may have (wo recipients for every level of

Magical Aptitude. A message up to a single letter-

sized page may be hidden; longer messages will
require multiple castings of Steganogram.
A reader who suspects steganography may

examine the message for hidden code. A Crypt S
analysis-2 roll will reveal if a hidden message isin - .

the text. A second Cryptanalysis roll, this time at -6,
will be require to determine what the message is.
Each hand above the minimum gives a -2 penalty to
attempts to spot or decipher the message.

At the end of the hex duration, both cover
and secret message become indecipherable jum-
bles — unreadable to anyone, including the intend-
ed recipient and caster.

Time to Cast: 2 seconds

Duration: 10 days per level of Maglca}

Aptitude

Range: Touch
Hand: Ace

TRANSCRIEE Reotan

Animnates a per, which will write down what-

ever is spoken within the hex’s range for the dura-
tion of the hex. It cannot identify speakers, but will
use different types of handwriting to distinguish
them. The hex cannot translate langnages that are
foreign to the caster, and its transcription of foreign
tongues is phonetic. A wniting instrument and wrii-
ing surface mast be available for this hex to work.

Time to Cast: 2 seconds

Duration: 10 minutes per level of Magical
Aptitude

Range: 10 feet per level of Magical Aptitnde

Hand: Pair

Tweaz Raoutan

Reduces the probability of a malfunction in a

. gadget. A gadget under the effects of Tweak will

only malfunction on an 18. At Three of a Kind, if the

gadget does fail a Malfuncuion roll, roll twice for
what leve! of malfunction it is, and take the better
result. Tweak also improves the Malf of weaponry
{from 15 to 16, from 16 to ¢rit, from crit to ver, etc.)
Time to Cast: | second
Duration: 1 minute
Range: | yard
Hand: Pair

ﬂnkzs
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. gadget like a ga_tllng pistol could bccome a Com-
plex device, like a gatling shotgun. Unfortunate-
ly, this process also lowers the reliability of the

gadget; Upgraded gadgets malfunction on a 16-

18. Twéak will raise the ma]functlon chance hack
to 17-18.

*Wm: Prooer Restean

Rums fuel and exploslve.s turmng them

! 1
i 'FimetnCMt.lsecond
' Duration: Permanent

- Range: Touch
Hand: Pair

‘Wemo Snmncz*: o

RESULAR

~ Allows the caster’ to put the inspiration of
mad science to work in other fields. For the dura-
tion of the hex, he may make two rolls whenever
he uses any scientific skill, and take the best
resuit. For each hand level drawn above the base”

T

.. hand, he also gets +2 to the roll; However, critical -
- failure on either roll means: ‘that the caster has '

vmccd is utterly sound (-1-point Deiusnon)
 Time to Cast: 1 second
.- Duratien:’ 2 minutes per level of Magical
Aptitude
- Range: Self

 Hand: Pair .

| Wmn Tar INFoRMATION

“-AHows the caster to tap into a telegraph wire
within range and iisten 0, send, or stop messages.
- Thedegree of control gained depends on the hand
. drawn.Any code used to prepare information for

5 tranSmission — presumably Morse code, but other

. schemes are possible ~ is automatically translat-
- edy however, codes used o conceal information
are not broken by the hex. .
Time to Cast: 1 second. "
Duration: 1 minute

Range: 40yardsper1eve1 ofMagtca]Apumde""“

ci: B Ham

. Allows the caster to tmker wlth a gadget,
) tmnsformmg it tgmporardy imo a similar gadget

" Hand

. Straight

Hand Effect
Ace Listen to all messages
passing through the wire

Pair Send a message
Jacks Stop a message
Two Pairs Listen to uny message
sent within the past day

s RestnAn

Stops a mad science gadget from working for
the duration of the hex. The hand required depends
oo the complexity of the gadget. A mad scientist
may try to fix 4 gadget under the effects of Zilch by
winning a Quick Contest of Skills between the cast-
er’s Zilch and the mad scientist’s Mechanic skill.

Time to Cast: 1 second

Duration: 10 seconds per level of Magical
Aptitude

Range: 10 yards per level of Magical Aptitude

Complexity
Jacks Simple
Two Pairs Average
. Three of a Kind Complex
Amazing

New Heves

-Unlike the hexes already presented, these
hexes are not based op existing Deadlands mate-
rial. For this reason, they have been described in
both GURPS and Pinnacle Deadlands terms.

This hex allows the caster to avoid an attack
by instantly telepmting afew feet out of the way. If
the caster experiences backlash, he could ﬁmi him-

'i_.GURPS Blink

Blockmg
"The caster may “blink” up to 3 hexes in any
direction into an open hex. A hex is open as long as
no one is in it, nor no obstacle larger than a person.
For combat, the “blink" is treated as a Dodge that
aut(xnancaily succeeds if the hex roll is made.
Time to Cast: 1 second
Duration: Instant
Range: Self g
Hand: Ace

Deadlands Blink
Trait: Smarts
Hand: Ace
Speed: 1 (Vamoose!)
Duration: Tnstant

- Range: Self




Ahuckster casting this hex may “blink™ up to
3 vards in any direction, as long as he arrives in
an empty spot. If used to vamoose, blink is treat-
ed as a dodge that is automatically successful.

Bumivg Deamy

Causes the subject to burn from within. For
the duration of the hex, the internal fire will cause
the subject to experience unbearable discomfort
and nausea, preventing him from taking any
. action other than retching up some scalding bile
- and maybe saying a few words. If the fire burns
> long enough, the subject will burst into’ flame,
leaving behind a pile of ash and a fist-sized lump
of ghost rock.

GURPS Burning Death

Regular;
Resisted by HT
-~ The caster must touch the subject. Every
turn, the vicim must roll against HT; on any fail-
wre he takes 1d-1 burning damage. On a success,
he takes no damage that twm; on a critical suc-
- cess, the spell is broken, No-defense will protect
- -against this damage. If the subject dies as a result
of this burning damage, his body bursts into
flames as described above.

.- The subject can take no normal action during
the hex, but can move at half speed if necessary.
Time to Cast: 3 seconds

Every turn, the victim must make a Fair (5)
V”gor roll to avoid taking damage from the burn-
ing within. Failure méans that the victim takes
2d6 damage fo the torso. Success means that he

defend against this damage. If the victim dies as a

Duration: Varies
Range: Touch
<" Hand Duration
- Ace 1 second
Pair 2 seconds .
Jacks 3 seconds
© Two Pairs 4 seconds
© Three of a Kind 6 seconds
. Straight 8 seconds
Flush 10 seconds
Full House 12 seconds
Four of a Kind 15 seconds
Straight Flush 18 seconds
‘Royal Flush 24 seconds
Deadlands Burning Death
Frait: Spirit
Hand: Ace
Speed: 3
Duration: Special
Range: Touch -

takes no damage this tum. No protection will

result of this damage, his body bursts into flames
as described above,

The victim cannot act during the duration of
this hex, but may move at half his Pace if strong-
ly motivated. .

Hand " Duration e
Ace lround -
Pair 2 rounds
Jacks 3 rounds

Two Pairs 4 rounds
Three of a Kind 5 rounds
Straight 6 rounds
Flush 8 rounds

Full House 10 rounds

Four of a Kind 12 rounds
Straight Flush 15 rounds
Royal Flush 18 rounds

Eosnasy

Inundates the subject in a rush of pleasure,
which incapacitates him for the duration of the
hex. The pleasure can be addictive.

GURPS Ecstasy Regular;
Resisted by 1Q

While affected by the hex, the subject may
take no action, even to escape immediate danger.
This hex can be addictive. If a subject is exposed
to this spell three times within 10 days, he must
make a Will+2 roil after the third time and after
each subsequent exposurc until 5 days pass with-
out exposure. If any of these rolls are failed, the
subject suffers a total Addiction (p. B30) to the
hex and will do almost anything for another
“dose.” This addiction follows normal rules,
except that withdrawal causes IQ loss rather than
HT. An addicted person will never resist the hex

Time to Cast: 3 seconds

Duration: 10 seconds

Range; 2 vards per level of Magical Aptitude

Hand: Jacks
Deadlands Ecstasy

Trait: Spirit

Hand: Jacks

Speed: 3

Duration: 2 rounds

Range: 1 yardthexslingin’ ievef

While affected by the hex, the subject may
take no action, even to escape immediate danger.
This hex can be addictive; if a subject is exposed
to this spell three times within 10 days, he must

-make a Foolproof (3} roll after the third time and

after each subsequent exposure until 5 days pass
without exposure. I any of these rolls are failed,
the subject suffers a severe hankerin’ for the hex
and will do almost anything for another “dose.”

Baan &



- Causes any weapon o be baﬂwd ina ha}.ﬂ of
flame, including, f‘n'eamls This- flame will not

f_harm the weipon or its user. Weapons .so
“enhanced will do more damage.

GURPS Hell’s Arsenal Regular
A weapon under the effects of Hell’s Arsenal

gains a +2 bonus to damage against living crea-
tures and flammable objects.

Time to Cast: 2 seconds

Duration: 1 minute::

Range: Touch

Hand: Pair

_ Dmdiands Hell’s Arsenal
. Trait: Knowledge
- Hand: Pair
Speed: 2
Puration: | minute
Range: Touch
A weapon under the effects of Hell’s Arsenal

-gains a +4, honus to damage agamst hvmg crca -

- This hcx removes a nonliving object to the
Hunhng Grounds for the duration of the hex.
While in the Hunting Grounds, the subject cannot

“be detected by any mﬂmd, mundanc of magmai

GURPS Hidey-Hole - Regular
.. Time to Cast: 10 seconds '
Daration: 1 hour
. lege Touch
Deadlands Hidey-Hole
Trait: Knowledge
Hand: Ace
Speed: 10
Duration: 1 hour
Range ’I‘ouch

o Want Answens!

" When this heéx is cast, the caster enters the
Hummg Grounds in spmt form to shakc clown a

‘The caster may ask a single question about any
topic in which manitous and allied forces are
involved — critters, hexes, black magic, mad sci-
ence, abominations, etc. The results are usually

less than helpful; manitous rarely know much

. about their masters’ plans, and what Kttle they

Know:i5 held very close to the chest. Hence; only
snnplc questtlons like “What was that thmg thati

just tried to eat us?” or “What was that hex with
the razor-sharp cards”” will be likely to get a clear
answer. Questions about unique abominations, or
about any specific project, are far less likely to get
an answer; only a greater manitou would be kae-
ly to know, and they're rare.

If the caster does get an answer to a high-
stakes question, however, he may live to regret it,
The manitous remember who pumped them for
information; with minor guestions, they’ll likely
be too afraid to admit they were shaken down, but
if something important is on the line, they will
report it to their masters. The caster may receive
a visit from los diablos sometime soon.

This hex can be unbalancing; GMs should
feel frec to disallow it if they want to keep secrets
out of the players” hands.

GURPS 1 Want Answers! Information

To determine if a manitou knows the answer
to the caster’s question, roll against the mani-
tou’s Hidden Lore (Reckoning) skill, determined
by the hand level drawn. The roll should be
made at a penaity appropriate to the subject mat-

. ter of the question; if the manitou’s effective

skill is lower than 3, the manitou cannot possi-
bly know the answer. If the manitou does know
the answer, it won’t necessariiy answer clea.rly,

clarity and detali.
Time to Cast: 1 second
.- Duration: Instant
‘Range: Self
Hand Hidden Lore (Reckoning) Skill
Two Pairs 10
Three of a Kind 12
Straight . 14
Flush 16
Full House 18
Four of a Kind 20
Straight Flush ' 22
Royal Flush - 25
Deadlands ¥ Want Answers'
Trait; Mien
* . .- Hand: Two Pairs
" Speed: 1

Duration: Instant
Range: Self

To determine if a mamtou knows the answer
to the caster’s question, roll against the manitou’s
professional: manitou Aptitade, determinad by
the hand level drawn. The Target Number for the
roll is determined by the subject matter of the
question. Questions about ongoing projects won't
get answers without some fortunate ace-rolling.
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Leax

Attaches a small manitou to a pouch, back-
pack, or other container. The manitou will period-
ically remove small objects within the container
to the Hunting Grounds, giving the container a
tendency to “lose” whatever is put in it. Wallets -
will lose a coin or two every day; backpacks will
lose tent pegs, silverware, etc.

GURPS Leak
Time to Cast: | second
Duration: Permanent
Range: Touch
Hand: Pair

Deadlands Leak
Trait: Knowledge
Hand: Pair
Speed: ]

Duration: Permanent
Range: Touch

PuaNtOM AMPUTATION

When the caster touches the subject’s limb, a
manttou passes into the limb touched. The subject
then loses control of the limb for the duration of
the hex; in fact, the manitou may even attempt to
turn the limb to various acts of mischief.

GURPS Phantom Amputation Regular

In moments of stress, the subject and the
manitou must make a Quick Contest of Wilis (see
p- DL97 far the manitou’s Will), if the manitou
wing, it may use the limb te wreak whatever mis-
chief it can for 2d tums, after which it goes qui-
escent again. Anycne who has been the subject of
Phantom Amputation gets an extra reaction roll to
become Harrowed.

Time to Cast: 1 second

Duration: 10 minutes per level of Magical
Aptitude

Range: Touch

Hand: Jacks

Deadlands Phantom Amputation
Trait: Knowledge
Hand: Jacks
Speed: |
Duration: 5 minutes/hexstingin’ level
Range: Touch

The affected limb is effectively Harrowed for
the duration of the hex; draw a card from a spare
deck to determine the manitou’s Spirit. The sub-
ject begins with all the Dominion points, though
he still cannot use the limb during the hex. When-
ever he is stressed or distracted, the manitou may
attempt to wrest away Dominion.
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~ This battle for Dominion is played normally
with an epposed Spirit test. the winner gaining
one Dominion point per success and raise. If the
manitou gains a point of Dominion but does not
control the majority, it takes control of the limb
for 2 rounds per Dominion point taken. If the
manitcn gains Dominion, it will take control of
the limb until the hex ends. The subject may
oppose the possessed arm with his other limbs
and faculties al any time. Characters who have
been the subject of Phantorn Amputation draw an

.. extra card to become Harrowed.

Seey

This hex searches for a particular person, a
particular thing, or a type of thing, specificd when
the hex is cast. If the person or thing (or an
instance of a type of thing) is within the hex’s
range, the hex will inform the caster of the direc-
tion and approximate distance of the subject.

GURPS Seek
Time to Cast: 1 second
Duration: Instant
Range: 2 miles per level of Magical Aptitude
Hand: Pair

Deadlands Seek
Trait: Cognition
Hand: Pair
Speed: 1
Duration: Instant
Range: 1 mile/hexsiingin’ level

2 Rrxos

Information

Smeer Wounos

It’s hard getting a manitou to do something
constructive, like healing someone, This hex adds
an incentive: if the manitou heals the subject, it
gets to inflict equally dire wounds on the caster.

GURPS Shift Wounds Regular

The caster loses as many hit peints as the hex
heals. Tt hit locations are being used, the caster

‘may choose which locations to transfer damage

from. Crippling effects from the wounds healed
will be healed but not wansferred to the caster.
The caster may fall unconscious or dic as a result
of damage transferred.

Time to Cast: 1 minute

Duration: Permanent

Range: Touch
Hand Damage Transferred
Ace 3 hit points
Pair 6 hit points
Jacks 9 hit points
Two Pairs 12 hit points
Three of a Kind 15 hit points
Deadlands Shift Wounds

Trait: Smarts

Hand: Ace

Speed: | minute

Duration: Permanent
Range: Touch

The caster takes as many wounds as the hex
heals. He may select which locations on the



ubject’s body are healed, but the wounds suffered
by the caster are randomly assigned. This process
may cause the caster to fall unconscious or even die.

Wound Levels Transferred

Two Pairs
Three of a Kind

luster 10 Ivouny

When life has just tripped you up, this hex
kicks you in the behind. What would have been
an ordinary disappointment blows up into a
atastrophe, with a little manitou help. This hex
may be unbalancing; GMs should feel free to dis-

L N

GURPS Insult to Injury Blocking
Cast immediately after a failed skill or attrib-

te rofl, this hex turns a normal failure into a crit-

“jcal failure. This hex has no effect on successes or

- critical successes.

> Time to Cast: |

Duration: Instant

Range: 10 yards per level of Magical Aptitude

Hand: Two Pairs

Deadlands Insult to Injury
2. Trait: Smarts
Hand: Two Pairs
Speed: 1 (Vamoose!)
Duration: Instant
Range: 5 yards/hexslingin’ level

Cast immediately after a failed YA
Tralt or Aptitude roll, this hex causes
' the roll to automatically go bust. To cast
Cinsult to injury, a huckster must make a
ramoose and spend his highest remaining
Action Card, with sleeve cards going first.

Ragetr oor

This hex fiddles with probability at the last
“second, snatching victory from the jaws of defeat.
An attempt that by all rights should have failed
tay be successful with the aid of this hex.

GURPS Rabbit Foot Blocking
. Allows the subject to reroll any failed skill

o attribute roll, if cast immediately after the

“failed roll is made. The results of the sccond roll

re binding.

-Time to Cast: 1 second

Duration: Instant

~ Range: 10 yards per level of Magical Apnrude

Hand: Two Pairs

Deadlands Rabbit Foot
Trait: Smarts
Hand: Two Pairs
Speed: 1 (VamooseD
Duration: Instant
Range: 5 yvards/hexsiingin’ level

With this hex, a huckster can allow another
character to immediately reroll a Trait or Aptitude
check that he has just failed. The second roll is
binding, for better or worse. To cast rabbit foot, a
huckster must make a vamoose and spend his
highest remaining Action Card, with sleeve cards
going first,

TRICRS

Summening a greater manitou to light a fire
15, to put it mildly, overkill. For minor, unimpor-
tant tasks, a smaller, more unassuming manitou is
morc than adequate to do the job. It would be silly
for a huckster to take on the biggest, baddest man-
itou he can round up when the scruffy little spirit
cowering betind a rock is more than equal to the
task. Therefore, hucksters often use minor mani-
tous for minor tasks. This process is so much less

taxing and dangerous than casting a
hex that it doesn’t even deserve
the same name. Hucksters call
these hexlets “wicks.”

Tricks are Mental/Hard
skills, just like hexes. How-
ever, if the huckster suc-
ceeds on his Trick roll,
when he draws his hand, he

docsn’t have 1o assemble a
¥ poker hand. He just has to
draw a red card — any single
red card. As long as one red card
comes up, the trick succeeds. If all
black cards come up, the trick fails, and the
huckster loses | fatigue — hours of subjective
time spent mnning around the Hunting Grounds
failed 1o come up with a suitable manitou, which
18 draining. If the huckster draws the black joker,
the cute manitou pup he picked turns out to be
bigger than he thought, and he suffers nommal
backlash. In all other respeets, iricks are handled
like hexes.

Many spells from GURPS Magic can readi-
ly be converted into tricks; mast spells with no
prerequisites arc appropriate, and some with one
prerequisite may also be viable. Spells with a
longer list of prerequisites are most likely too
powecrtul to be tricks, and should be comerted
intc hexes instead.

All tricks take 1 second to cast.
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Banoase Recuean
Stops. bleeding and stabilizes injuries. This is
equivalent to unskilled first aid (see p. B127),
restoring one hit poit of damage. If the optional
bleeding rules on p.-B130 are being used, this
trick stops alt bleeding. This trick can only restore
hit points caused by physical wounds; purely
. magical damage is beyond its power.
.- Duratien: Permanent
‘Range: Touch

N Reotnan

Reinforces a door, making it harder to force.
- Any door so enhanced gives a -5 penalty to any
attempt to force it open.

.. Duration: 1 minute

* Range: 3 yards

Brooan’s Bawauee ReauLan

Makes bland, and even unpleasant, food taste
iike 4 home-cooked meal, or even a fine dinner
* from a fancy Back Fast restaurant. It doesn’t help
. the actual nutrition, quality, or appearance of the

- food; it just makes it taste better. This trick has
many appiications: it can help a huckster get a job
as a trail cook if necessary, it hides drugs and poi-
sons, and it mixes well with the Vittes hex.

Beggar’s Banguet affects enough food for
* one meal for one person.

Puration: Permanent
Range: 2 yards

- Gatawg Cang  Reotan

Alters the face of an ordinary playing card,
" placing a mark on it that makes it immediately
recognizable to the caster. The caster will always
know his own cards, and others familiar with his
mark may be able to recognize them as well. This
trick can be handy for producing identification
devices for friends and allies. This trick only
affects the face of the card, and is therefore of hit-
tle use as a cheating tool.

Duration: Permanent

Range: Touch

o Oorren Vannisu RESULAR

_ Changes a mugful of any beverage into
~ supernaturally bad cotfee. This coffee-like brew
curtls a dead man’s toes and dizzies birds passing
overhead, but it has its uses. First, coffin varnish
adds a +4 bonus to any Will roll to stay awake
(see p. CII173); it also restores one point of
fatigne lost to sleeplessness. Second, it instantly
sobers up any drunk who drinks it. Sobering up

4 Hexes

and DX that begins at -3 and is reduced by -1

with coffin varnish, however, results in a cnushing
three-hour hangover, inflicting a penalty to 1Q

every hour, Coffin Varnish fails if cast on a mag-
icat or alchemical beverage.

Duration: 10 minutes

Range: | vard

CoMPASS INTORMATION

Orients the caster with regards to the four car-
dinal directions. The caster knows where north is
from his carrent position. Once he starts moving,
however, he may become disoriented normally.

Duration: Instant

Range: Self

Copy Recutan

Instantly copies a single page of written mate~
rial. The copy is not exact — it copies information,
not appearance. The caster must supply pen and
paper. Any codes in the text will remain intact.

Duration: Instant

Range: | yard

Drvevey” Bon ReouLan

Locates the nearest water source within the
trick’s range. If a water source is available, the
trick brings about one guart of it to the caster and
deposiis it in an empty container. If no container
is available, the water pours onto the ground. The
caster will know nothing about the purity of the
water or the location of its source; it may be taint-
ed, though not so much as to not be water any
more (i.e., urine or mud don’t gualify).

Duration: 5 minutes

Range: 5 yards per level of Magical Aptitude
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Ewvismoy Resuean

* This trick allows the caster to see through very
thin objects. Coincidentally, the maximum thick-
ness the caster can penetrate is about the thickness
‘of a playing card, or an outer pocket on a garment.
.Envision is invaluable when cheating at cards; a
hickster gains a +5 to his Gambling skill for any
ssingle hand in which he uses Envision.

. Duration: 5 seconds

- Range: 1 vard per level of Magical Aptitude

eALsp Pae REsuLAR
“. Alters minor facial features, adding a +2
-bonus to Disguise rolls attempted on the caster.
© Duration: 5 minutes

% _ Range: Self

$INISH | REctLAR
. Cleans up a single inanimate object, making
kshiny and new-looking — polishing wood, shin-
ng metal, and so on. It doesn’t fix anything that
may be wrong with an object; a broken object
! ich has Finish cast on it becomes a presry bro-
ea:object. Anyone trying 10 sell an item that has
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had Finish cast on it gets a +2 to his Merchant roll
for negotiating the price. This trick will only work
on an phject smaller than 2 medium-sized piece of
furniture — a chest of drawers or thereabouts: This
trick will work on gizmos.

FLARE Hmm

Causes a smallish fire — no mere than 1 hex
in diameter — o flare up, increasing its size by
half. The fire gives off no more heat and con-
sumes no more fuel, but it gives off more light
and takes up more space.

Duration: 1 minute. Maintaining this trick
costs | fatigue per exira minute.

Range: 1 yard per level of Magicat Aptitude

FLICKER RECULAR

Causes all artificial light within the trick’s
range to waver for the duration of the trick, like a
candle ffame in a breeze. This dimming is minor
but noticeable;, all Vision rolls within the affected

" area are at -1 for the duration of the trick. Flicker

cannot affect magical lighting or daylight.
Puration: 1 minute
Range: ! yard per level of Magical Aptitude

fexes B




Fooren Youl Recutan

Creates a small, two-dimensional illusion.
The illusion is about the size of a playing card or
" the face on a wanted poster. It cannot move, but it
cam be as detailed as the caster wants. This trick is
useful for temporarily altering posters, cheating at
cards; and other munor stunts.

Duration: 1 minute

Range: 1 yard

FORECAST InrormMaTION

Gives the caster a brief vision of the weath-
er that will occur in his vicinity over the next
few hours. He can predict one hour ahead for
every level of Magical Aptitude. The trick will
predict wind direction, general temperature,
cloud cover, and approximate amount of precip-
itation. Forecast cannot predict magically influ-
enced weather patterns.

Duration: Instant

Range: Seif

Cnoom Reotan

Cleans up the caster — brushes away dust and
fint, shines shoes, and generally does all the
things a personal valet might do if there weren’t
enough time for a bath, haircut, or change of
clothes. This trick enables the caster to make him-
self presentable in a hurry.

Duration: Instant

Range: Sclf

48  Rexes
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QUESSTIMATE INFORMATION

Informs the caster of any penalties or bonus-
es that might apply to the roll for a task he is con-
sidering undertaking. The trick provides no new
information; thus, it can assess penalties for light-
ing, footing, weather, injury, and so on, but can-
not predict actions others plan to take or assess
penalties for conditions the caster is unaware of.

Duration: Instant

Range: Self

Hestranz REIULAR

Causes the target to brefly hesitate in what-
ever he is doing; this canses him to drop back one
place in the turn sequence (see p. B93).

Duration: Instant

Range: 1 yard per level of Magical Aptitade

Tsntme DoNuLAR

Ignites a single readily tlammable object no
larger than a cigar or candle. The effective heat is
about eguivalent to that of a single match.

Duration: Instant

Range: Touch
Liyzn U Regan

Reduces the target’s resistance to demon rum.
It reduces Alcohol Tolerance (p. CI1163) by 8, and
gives a 4 penalty to Will rolls o vesist Alcoholism.

BPuration: ! hour
Range: 2 yards per level of Magical Aptitude

REsULAR

Creates u small, floating reflective area about
2 inches in diameter which acts just like a mirror.
It is handy for looking around corners or at other
people’s hands at the poker table. The caster may
move the mirror anywhere within the trick’s
range by concentrating. The mitror 1s intangible
and can pass through solid objects.

Duration: 1 minute

Range: 2 vards

PALM RECULAR

Transfers a small object from caster’s hand to
his pocket, or vice versa. The object must be able to
be concealed in the caster's hand - a deck of cards,
a matchbook, etc. Cnly one transfer is covered by a
single trick; switching an item in one’s pocket for an
item in one's hand would require two castings: one
to transfer the item in the hand to the pocket, and
cne to transter the item in the pocket to the hand.

Duration: Instant

Range: Touch




Prer Me (! Reauan
E lmbues a shot of liguor with supernaniral
f vitality, Drinks thus infused with magical energy
Ewill restore 1d futigue for every shot. However,
E the supercharged liquor has the etfect of a shot of
whiskey for every point of fatigue restored (see
e p. CII162 for detailed rules on intoxication).
F Fatigue restored by Pick Me Up! remains restored
 even after the alcoholic effects of the trick pass.
Pick Me Up! and Coffin Varnish cancel each other
out,
Duration: Permanent
Range: Touch

Proscave REsutan

Safeguards up to one pound of organic mat-
ter —usually food — from spoiling for a single day.
f cast on a large quantity of matter, it must be
cast enough times to protect the entire amount, or
the trick fails. This trick can be very useful for
Jong journeys, but must usually be cast many,
many times {(once each day for every pound of

£ food to preserve).
' Duration: 1 day

Range: Touch

foioan flectan

. [ransfers three bullets into the caster's
fircarm. The caster must have bullets on his

person to be transferred — the trick just moves
bullets, it doesn’t create them.

Dauration: Instant

Range: Touch

SHATIER Renuran

Cuauses a small, easily breakable item, no
more than half 2 pound in weight, to shatter,

Duration: Instant

Range: 1 foot per level of Magical Aptitude

SHouT Recuan

Projects the caster’s voice up to 200 yurds in
the open. Anyone within range can clearly hear
whatever the caster is saying. The trick does not
magnify the caster’s voice, merely carries it fur-
ther; hence, there are no ill effects from being near
the caster when he is using Shout.

Duration: 5 seconds

Range: Self

SaunD fesuLan

Makes a single sound at a point within its
range. The sound can be any essentially meaning-
less sound the caster desires —~ knocks and bumps
are fine, but words are beyond its scope. Very
loud noises, like a gunshot, aren’t possible.

Duration: Instant

Range: 1 yard per level of Magical Aptitude




48 Hexes

STARTLE  Roowan

Puts the target on edge; any Fright
Check made while under the influence of this
hex are at - 1. Animals are more susceptible to
the effect; they get visibly pertarbed, and any
Animal Handling or similar rolls are made at
-2 when dealing with animals under the
effect of this hex. It is worth noting that many
Westerners trust their animals’ instincts:
when a horse gets restless or a dog starts
growling for no reason, often they know
something a person might not. As a result,
this trick can often be used to rile up a whole
group of pecple.

Duration: 10 seconds per level of
Magical Aptiwude

Range: 2 yards per level of Mag1cal |

Aptitude

Tivuony SeurrLE Reouran

Causes a deck of cards held by the cast-

er to spray into the air as if he had just badly

fumbled a shuffle. This causes a riot of
color and motion as the cards drift to the -
ground, drawing the attention of afiyone
within five yards. This distraction gives
anyone within the affected area a +2 bonus -
to Sleight of Hand, Pickpocket, and Stealth
for the duration of the trick. The caster can-

not avail himself of this bonus, as he’s the
tinhorn everyone's goggling at, but an
accomplice could take the opportunity.
Duration: 5 seconds
Range: Touch

Wtspen o Hmumn

Allows the caster to pass a short mes-

sage, no longer than five seconds, to one
person within the hex’s range

Duration: 3 scconds

Range. 5 vards -

Wi ¢ mesp  Rewan

Creates a small globe of faint green
light in front of the caster. The globe is intan-
gible, and provides onmly the faintest of
lights; illumination extends only a few feet,
and even then no details can be made out.
Reading by a Will o’ the Wisp is impossible.
The caster may move the globe of light to
any location withun the trick’s range by con-
centrating on it. :

Duration: 1 minute.

Range: 10 yards



BACKLASH

Somewhere in the Weird West, a huckster
just got careless. Today, when he went into the
Hunting Grounds for a battle of wills, he won eas-
ily; the manitou just folded up after a couple of
hands and surrendered. The huckster had a lot on
his mind - let’s say he was trying to call up a soul
blast for that wendigo who thought his entrails
would make pretty cave decorations — and he
F didn’t have time to dot every i and cross every t.
i 50 he said, “All night then; come on across. I
E.don't have all day.” And as the manitou made that
E-feap, over into the mortal world, it was grinning
30 wide the top of its head was fixing to fall off.
Of course, by then it was too late,

* . Every huckster gets careless eventually.
Hexslinging is a wonderful thing, but there
ain’t no such thing as a free lunch, and backlash is
the price you pay for membership in Hoyle’s sup-
per club. Once in a while, a huckster screws up,
and.a manitou gets across into the mortal world —
into the huckster’s body — without being properly
controled. When it does, there’s always trouble.
GURPS Deadlands: Weird West has a table
for what happens if a huckster suffers backlash.
However, its options are himited, and the imagi-
E nation of a manitou is a mighty thing. If a group
 prefers a littte more variety, it can use the Extend-
f ed Backlash Table offered here. Some hexes also
- offer suggested penalties for when a caster suffers
: backlash; manitous love irony, and delight in
E making their unsupervised havoc reflect the hex
8 they were summoned for — making the punish-
ment fit the crime, as it were.
And, as always, the GM should also always
feel free to make something vp. You never know
when you’ll have another opportunity to set an
evil spirit loose inside one of your PCs.

VARIANT BACRLASH

GURPS Deadlands: Weird West sug-
gests that a group which isn’t using cards
should give backlash for any critical failure,
not just an 18, and roll again to see if the
hex succeeds. Another method is to give
. backlash on any roll-of triples — this s clos-
_-er to the probability of the normal system
and preserves the possibility of succeeding
through backlash without requiring an extra.
roll. This method also allows a group to
¢ play with a deck without jokers, if a deck
with jokers isn’t available. '

Tue Whatre Ereenant

Most backlashes are very painful for a huck-
ster. Very rarely, however, the manitou does no
damage. It does a victory lap arcund the huck-
ster’s mind, stunning him for 1d turns, and then it
departs, leaving a gift behind. Somehow, the _
huckster knows a new hex (though it’s not exact-. =~ ..

ly a hex), and knows that he could use it whenev-
er he wants without fear of backlash. It seems 100
good to be true, which means, of course, that it is,

In reality, the mamtou takes advantage of the
backlash-induced confusion to offer a black
magic pact and leave its part of the bargain in
advance — a black magic spell (see p. DL103 for
details) and the power necessary to use it, The
first time the huckster uses the spell, the pact is
scaled, and the huckster pays the price — a whop-
ping -25 points of mental disadvantages. These
disadvantages should tun the affecied huckster
toward darkness without substantially changing
his personality. This means that disadvantages
become worse (Bad Temper becomes Berserk,
etc.), and other disadvantages may be altered (a
Vow to “protect my family from harm” becomes
a Vow to “avenge all wrongs done to my farly,”
for example). The net changes should be subtle
but meaningful. In particular, they should push a
huckster towards delving further into black magic
(the Obsession “Gain occult knowledge” is good
for this).

Very few hucksters are foolish enough to
accept a gilt offered by a manitou at face value,
Hucksters are notoriously bad, however, at hav-
ing magic power and not using it. Eventually,
curiosity may get the better of them, or they may
find themselves in a life-or-death situation where
using a questionable power seems better than
dying. When it’s over, they may feel a hit differ-
ent, but on the whole it wasn't so bad. In fact, it
wotlld be nice if all their hexes were like that.

Hexes 48




~.1 H B

“““?g ﬁxmﬂmmsﬂ L2

,_\ 3—Brain The mamégu ies a part oft.h\

« "puckster .mind. The hex fails, and he \’a
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¢ .
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Amb!%gom ut the possession lasty for
six ‘hoars;”after which fime the manitou ;“’

L leavest-A successful Emrmsrn WAt
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16 - Madrigss. Ihe hex fails. and the huc wrs
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18 - White Elephant. The martitou glfts the
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Hucksters are a breed apart. Most hexslingers
'~ agree that there was always something different
~ about them, They were always a little more reck-
- less, a little more curious, than other folks around
- them. They were always getting into trouble, unti]
. the day they encountered Hoyie’s Book of Games.
Now they get into a lot more trouble.

Hesstweens

Your average huckster was
always a black sheep. However,
+ somehow he became exposed to
53 magic. Maybe another huckster
singled him out for training.
 Maybe he hung around the old con-
 jure woman’s cabin a bit longer than
; was good for him. Maybe he just grew
- up in some town on the weird frontier. One
- way or another, all hucksters get interested in the
- occult, and that usually takes them into Hovie's
' Book of Games. All Anglos who want 1o work
- magic eventually make their way to Hoyle: he
- boiled down the essential principles of magic in
- ways that make sense to an Anglo better than any-
- one else has.

Eav:n Srontes

§ Hucksters come from all sorts of back-
: grounds, but they rapidly find one factor they all
'~ have in common: they need some way to keep the
; preacher from putting together a hemp necktie
- party. Toward this end, they come up with differ-
- ent cover stories. Some hucksters try to continue
- their old lives; this usually means never using
 their powers around other people, which often
means never using them at all. Eventually, the
; cover slips, and the rail, the tar, and the bag of
' chicken feathers come out.

~ Most hucksters live the drifter’s life, moving
“from one town to another. It lets a person move on
“before suspicion starts to attach to them in a seri-
. ous way. Many hucksters also find that the traits

that make them good hucksters also make them
not the settling-down type. Almost any cover is
possible in a wild place like the Weird West, but
most hucksters try for one that provides maxi-
mum camouflage for their art.

ENTERTAINER

Show people travel a lot without
drawing attention. Some gigs —
stage magician or hypnotist comes
to mind — provide .an excellent
opportunity to hide your hexes in
plain sight. As long as you remain
» relatively subtle, no one will ever
\ //// know. And if you do something
¥ unusual outside the show, folks
won’t bat an eye. Of course, show folk
aren’t the most respected folks in the land,

but you can’t have everything.

GAMELER

The classic cover for hucksters is gambling,
You travel a lot, you can play with cards continu-
ously without raising an eyebrow, und the money
is pretty good (especially with a lite help from
the Hunting Grounds). Besides, most hucksters
find that gambling suits their personalities. On the
down side, some towns are less than friendly to
professional gamblers. Also, so many hucksters
pose as gamblers that folks in the know often
assume a gambler is a huckster until they see evi-
dence otherwise.

RespecrantE Fougs

Audacity is everything, If you pose as a dig-
nitary of sufficient gravity, no one will get into
your husiness even if there is a slight odor of
something fishy in your affairs. A buckster could
pose as a banker, a preacher, or a high-society
lady: just about anyone of note might be passing
through any given backwater. One could spend
the rest of ene’s life *“en route™ to some metropo-
lis or another.
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SoHOLAR

. Posing as a legitimate scholar is a good front
for someone who wants to stay relatively seden-
tary (though a “research expedition™ is always
possible), especially if he came to hexslinging
through relatively orthodox occult studies. Pro-
fessionat scholars are generally excused a certain
amount of eccentricity, and if you put on a good

act, people will leave you alone for fear of anoth-
er boring lecture about the spoon-billed temn.

Warzm
Everyone knows that writers aren’t quite
right in the head to begin with. Every Westerner’s
met some literary greenhorn who came out West
.10 see a Mojave rattler for themselves, to “recon-
nect with the virile spirit of the American fron-
tier,” or to spew some nonsense about living
- deliberately. Most folks just take their money,
+. nod, and smile.
It makes a perfect cover. Writers are expect-
ed to ask foolish questions, poke their nose into
. weird things, ami behave in ways no sensible per-
+ i-son would.:A huckster who knows better than to
sunmon a tornado on Main Street can hide all
sorts of indiscretions behind the clacking of a
- typewriter. A huckster with some modicum of
writing ability can even make a decent income on
. the side, wnting dime novels or dispatches for
Eastern papers.

Tuz Runmine Grounos

_ Every huckster who wants to live needs to
#  know as much as possible about the Hunting
~* Grounds and the beings who live there. The Hunt-
ing Grounds are another plane of existence,
where spirit beings dwell. Indians were the first
ones to call it “the Hunting Grounds,” and these
days most other people do two. Ultimately, the
Hunting Grounds are the source of all supernatu-
ral forces, Learning about its ways is important
for any huckster — indeed, for anyone who hopes
-to involye himself in the fate of humanity. If cer-
tain powers have their way, Earth might come to
look a ot more like the Hunting Grounds.

. The Hunting Greunds are home to two types
‘of beings: nature spirits and manitous. Nature
spirits are the beings contacted in Indian ritwal
magic. They take their form and character from
the mortal world {or the world takes its form from
them, depending on who vou ask). For humans,
this has a good side and a bad side. On the one
hand, pature spirits have a certain affinity for

Earth creatures, and can be persuaded to help -
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people if respectfully approached. On the other
hand, they have a decided preference for the way
things once were — the way things should still be,
accorcing to them. They don’t like cities or
machines, or any of the appurtenances of the
modem era. These sorts of (hings irritate theém
and make them difficult to deal with; this is why
so many Indian shamans follow the *‘Old Ways”
movement. As 4 result, nature spirits are general-
ly reclusive and unwilling to deal with mortals.

Manitous are different. Manitous are unlike
anything found on earth, and therefore have no
particular affection or compassion for mortal
beings. Also unlike nature spirits, they have no
reticence about dealing with mortals; in fact, they
rather enjoy it. Manitou love nothing so much as
chaos and destruction, but the Hunting Grounds
are an unsatsfying venue to wreak havoc. Noth-
ing stays broken. By dealing with humans, mant-
tous gain a means for breaking things and
spreading anarchy on a plune where entropy real-
ly means something.

The Hunting Grounds are difficylt for mor-
tals to deal with, Things that we ¢ike for granted
on Earth are fluid and unfixed there. The passage
of time is powerfully variable; space and time
change, largely .in response to the beings who
observe them. Very few people enter the Hunting
Grounds physically, and fewer leave.

SOIRCERERS

In this chapter, “sorcerer” refers to a
magician who casts spells in the old way, by
conquering a manitou’s will in the slow,,
laborious battles of will which were neces-
sary before Hoyle developed huckstering.
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There are rules, passed down through the
ages, for how manitous and humans can commu-
nicate. These rules exist for a variety of reasons.
‘Some spring out of the inherent mystic properties
of the Hunting Grounds. Most, however, stem
from the necessity for humans to be able to per-
eive and understand the interaction.
The original purpose of these rules was to
facilitate the negotiation of pacts between power-
hungry mortals and manitous. A human sorcerer
can’t be cowed by the overwhelming power of a
manitou if he can’t understand it. However, these
rules have periodically been exploited by strong-
‘willed humans, wrangling with the manitous they
.contact in a battle of wills. Bécause sorcerers
entered the Hunting Grounds in spirit only, the
resulting struggle was exclusively mental. How-
sever, the battle could take many apparent forms —
“‘physical battles, riddle games, debates, and many
other forms, The legend of Proteus and Menelaus,
for example, in which Menelaus must keep hold
of Proteus through a series of terrifying transfor-
ations to get the answers to his questions, prob-
ably has its roots in a battle between a manitou
‘and a sorcerer.
In time, the manitous saw advantages to
% these battles of will. Pacts with mortals kept them
‘constrained to the terms they negotiated; contend-
ing with a human for dominance offered the
opportunity to work on Earth far more directly
and with less restrictions. They also appreciated
the trony that the battles of will permitted them to
" turn the very breadth of human imagination to
‘their own purposes — anything a human could
imagine, a manitou could use against him.
Hoyle's crucial insight was simple. If a
human counld discipline his mind, and limit his
vision of the struggle of wills to a single
metaphor, the manitou would have far fewer
options. Deprived of its tesources, it could be
defeated decisively and quickly. Hoyle chose the
metaphor of poker; its random element, com-
bined with the possible depth of strategy, makes it
A formidable metaphor for a manitou aceustomed
to powers beyond human ken. Most manitous
find it so confusing that unless they know they
have the strength of will to overwhelm their
Opponent, they wiil give up very quickly.

Unoenstancone iz Mastnoy

. One would expect the manitous o give up
'duelmg with humans after such a potent weapon
was developed, or al least to master poker

themselves. Neither has happened, and the reasons
why give vital insights into the nature of the man-
itou. R

Manitous are reckless. They can’t seem to
refuse a huckster’s challenge, even though they
know they're likely to lose. The challenge of the
fight runs deep in them, it seems; it’s a quadity they
share with their human counterparts. Perhaps the
opportunity to sow chaos is too tempting a prize to
pass up. At the same time, manitous are cowards;
when a battle goes against them, they roll over and
give up. This is the real reason there are so few
Harrowed: very few manitous have the guts ©
come over inte the mortal world and risk their
spiritual existence, no matier what the payoff.

Manitous are also cunning and stupid all at
once. They can be devilishly clever, as all huck-
sters will attest. At the same time, all manitous are
extremely ignorant. Huckstering has been around
for close to a century, and no manitou can play .
poker worth a damn yet. They don’t know when
to draw or when to fold; they just try to suck as
many aces out of the deck as they can with sheer
willpower. Some hucksters have tried interrogat-
ing manitous about the Reckoning: they are
almost willfully ignorant, knowing little beyond
what they personally have been involved with,
They collect fear for the Reckoners; they do all
their troublemaking for the Reckoners; every-
thing they do is for the Reckoners, and they don’t
know why. They don’t even know who the Reck-
oners are. And they don’t care.

Ultimately, this is because manitous are crea-
tures of the moment — some speculate that they
are spirits of raw chaos. The past and the fuhure
are both academic; a manitou lives in a long, con-
tinuous Now, seizing every chance to cause trou-
ble, running from everything that looks scary.
Only the most sophisticated manitous have the
self-discipline to plan or consider long-term con-
sequences. Those are the ones a huckster has to
watch out for — the greater manitou. '

I’s not clear cxactly what distinguishes
greater manitous from the common herd. Are they
a different order of spirit? A common manitou
singled out by the Reckoners? Just a bigger and
meaner manitou? Whatever their origins, the
greater manitous are among the huckster’s great-
est fears. They are the Reckoners’ lieutenants,
carrying orders from the Reckoners’ dark lair to
the manitous who camry them ount. They know
some of the real truth behind the Reckoning. They

- have wills stronger than any human. And they

have the sense not to draw to an inside straight.
These are the manitous that power Royal Flushes;
a huckster who tangles with one and lives to gam-
ble again has accomplished something indeed.
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On the rare occasions when hucksters gather

to swap storics, they often whisper of a secret
huckster society. This legendary group is said to

waich over the Mississippt and its many poris, pro-
viding aid and comfort to its members. They callit ~
the Royal Cowrt, and its members are said to livea™
‘fife free from the persecution and fear which are

- -the lot of most hucksters. Every huckster hopes to
someday find and join the Court. However, there is
more to the Court than rumor suggests.

At its lower levels, it is indeed everything
hearsay claims, and more. The Court spreads out in
a vast network of safe houses and meeting places
ﬁnm its headquaners in New Otleans; ns members
T 'I‘he Counrt has a hierarchy of rank based on
27 the order of cards in a deck, from 2 through King.

- As members progress through the ranks, they
gain more responsibilities and more knowledge
of the tree nature of the Court. Members of levels
2 through 4 get minor go-to jobs, collect intelli-
gence; and are told that the Court is a mumnal aid
qoczety for hucksters, trying to baitle the Reckon-
ing whenever it can and make the world safe for
hexslingers. At ranks S through 8, members
receive: more sensitive information and more

important missions, and begin t6 suspect that the
84 Tac Hessuiwoiwe Lire

true purpose of the group is to thwart the Rangers
and Agency, presumably to protect hucksters
from their prying eves.

Qnuly at levels 9 and 10 do members hegin to
see some of the unsavory affairs that the Court is
involved with. Most members suspect at this
point that the Court is mostly interested in power;
however, few people who make it to those ranks
have a problem with that. These members are
given the task of recruiting new members.

During the initiation to Jack, members learn
the whole truth. The Royal Court serves the
Reckoners. Its true purpose is to sow fear, plague,
and destruction, und to stamp out any hints that
might lead to their discovery. Lower-ranking
members are but tools to be used and discarded
when no longer useful.

The Court is ruled by a shadowy figure called
the Joker, Ounly the face card members know that
the Joker is a sugar magnate named Solomon
Thayer, though many Court members are aware
that Thayer is a member. Thayer is a masterful
plotter, an incredibly powerful huckster, and a
profoundly evil man. He rutes the Court with an
iron fist; any ‘member who gets out of line meets
his four enforcers, the shadowy Aces. _

The Aces are a quartet of hucksters who have

+ . negotiated dark pacts with the Reckoners to gain
" incredible power. Each Ace harbors a manitou

 within their bady; they are, in effect, Harrowed

without having died: They have all the benefits of
Harrowing, but their manitou is bound to serve
them and never contests Dominion.

All Roval Court members have a S-point
Claim to Hospitality; they may receive shelter,

-advice, and minor aid from any Royal Court
‘memmber or safe house. All members also have a

Duty to the Court; this Duty is low-frequency for
low-ranking members, but as a member climbs
the :Jadder, his duties become more and more
onerous. At ranks 5 and above, members also
have the Court as a Patmn The Royal Court is a
w1th a base cost of 29 pomts The Courl s 1rc-
quency of appearance depends on the member’s
rank: at ranks 5 through 8, it appears on a 6 or
fess; at ranks 9 and 10, it appears on a 12 or less;
and at face card ranks it appears on a 15 or less.

Working with the Court can also entail
acquiring a Secret, Members of ranks 3 and 10
carry a -10-point Secret, somewhere along the
line, they’ve all been involved in questionable
activities that would destroy their public reputa-
tions. The face-card-ranking members have
-20-point Secrets; if the inner secrets of the Court
were revealed, the face card members would be
fucky to escape in one piece,



Tumn g Eznanr

Unbeknowns{ to anyone, Solomon
) \T’hayer is, in fact, Ernst Johann Biren. His
21 _final confrontation with Hoyle did not
{ - destroy him. as Hoyle believed. Instead, he
hid himself, laboriously healed the terrible
- purms he had suffered, and echoed the
proceqc. Hoyle had gone through after their
“ first duel: hiding,, studying the magic arts,
and biding his time. A century of travel and
study gventually brought him to America.
- All through his travels; Biren had continued-
his hobiby of spreading plagues: A few years
.. after arriving in America in 1860, he dis-
. covered that his capabilities had mcreased a
“hundredfold.
- Since then, Biren has assembled the.
‘Royal Court as a front for his work, and has
kept himnself busy designing new' diseases.
- The " infamous “Texas Tammy Twister”
(qee p. DL19), for- example, is one of
Biren’s creations. ’
" Biren's greatesl fear is that Hoyle may
not be dead, and that he may comme again to
‘contest Biren a third time. Toward that end,
{ ¢etements of the Royal Court have standing
| ~orders to search out the truth of Hoyle's dis-
"] appearance. So far, the search has followed
1 Hoyle's tracks a little further into the fron-
- tier than history records; but l'IlS everitual- '
fate remains a myslery :.
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ifTHE Lany Luek Soctery

The Lady Luck Society is ostensibly an asso-
- -ciation of professional gamblers, run by a genial
take named Clyde Paxton. Most prominent gam-
“blers (and, as a side result, many hucksters)
betong, to be eligible for the Society’s annual
poker tournament, held each June in Denver, with
a $50,000 purse for the winner.

Secretly, however, the Society is a front. An
ancient huckster by the name of Enoch Shaw
: funded Paxton to stari the Society in order to pro-
: vide an excuse for a large-scale annual gathering
of hucksters. Shaw knows that many suspected
hucksters are watched from afar by the Rangers
and Apency, and the hubbub of the Lady Luck
tournament keeps those watching eyes busy
enough for the inner circle of the Society to con-
duct their business in peace and secrecy.

Their business is to oppose the Reckoners.
The inner circle of the Lady Luck Society

comprises a few dozen hucksters dedicated to
fighting abominations and the spread of fear and
suffering. Every vear in Denver, these hucksters
exchange what they know of hexcraft, of the min-
ions of the Reckoning, and of those hexslingers
who are threatening the general populace. The
Society plans its strategy for the year to ¢ome in
these meetings. Generally, the Society's plans
involve new mysteries to be investigated, and
sometrmes a plot to be foiled. Often there are
renegade hucksters to be neutralized; a hexslinger
who turns his tulents to evil is not merely a men-
ace to those he hurts, but to hucksters every-
where. The Society also takes time at its annual
meeting to welcome new members.

Shaw reserves the right to recriit all new
members personally. He selects the cream of the
huckster crop - seasoned hexslingers whe have
proven their willingness to put everything on the
line to fight the Reckoners. Recrits receive a
handcrafted gold pocket watch. The intricate
designs engruved on the case include the key to
decipher the information hidden in Shaw's
Guide to Gamblers. The watches also serve as
marks of identification for Seciety members in
the field.

Members of the Lady Luck Society have a 5-
point Claim to Hospitality; the West is riddied
with Society members or establishments friendly
to them, and with Shaw's Guide in hand, they're
easy to find. The inner circle is a medium-sized
group with special abilities, with a Patron base
cost of 15, Muost inner circle members can only
call on assistance on a 6 or less, bul the more cen-
tral members can call for help on a 9 or less. The
inner circle also bears a Duty with a frequency of
9 or less. The core members who can call on the
circle as a Patron at 9 or less usually have a Duty
at 12 or less to go with it.
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Enoch Shaw is an enigma. An axment Aan, 80»years old

- or more, Shaw torns up in the stmngek{ places: Those who've

‘miet him know him as a drifter with an eye for busine$s and a'~
poker face so straight you could lay ﬁncks t0it: Some suspect 7
% he’s a huckster. His friends, and his mgny students g;gaw‘*“
the Americas, know he’s a huckﬁ& The inner gircle of the
Lady Luck Society Mowéfﬁéﬁihg‘&de,st livipg huckster ang.
probabily the most powerful one on the Contlnen&

No one knows he’s Edmond Hoyle. .| - - :

Hoyle headed west after finishing the Book. of Gamev 10
pursue his studies with the Indian shargans§ wrtherFor nedrly -
a century, he lost himself in the pure pursuit of knawledge
The ReckoningBrought that to an end. Once again, datk
forces posed a dire threat © humamty Hoyle knew kﬁs sﬁﬂ&“«s
himself Enoch Shaw.

Hoyle knows, however, that he can’t fight the Reckoning
alone. He has lived more than 200 years, and even he can’t
hold back age forever. So he organized the Lady Luck Soci-
ety. He trains promising youngsters in hexslinging whenever

 he finds them. He helps other folks ﬁghtmg the good fight.

Hoyle and Biren are not:aware of each other. Hoyle has
no idea that Biren might have survived; he iggware of the
Royal Court, however, and rumors have made him dubious of
its intentions. Biren, similarly, has no idea that Hoyl<(ss still
alive, but the possibility haunts him. Should Biren ever get to s
~ take a close look at a copy of Shaw’s Guide, he may realize -
ﬁzat only one man couid create such a work of cryptogra% }

........ g
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L
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Toxas Ranczrs

The Rangers take the same atitde toward
hucksters as they do toward everything else
supernatural: shoot it or recruit it. Although most
hucksters don't have the same evil intentions that
your average abomination does, they can easily
cause just as much harm. People are scared of
magic; whether it’s an abomination out to eat
faces or a huckster who hasn’t leamed to keep his
hexes quiet yet, the terror is the same, and the aid
- to the Reckoning is the same as well.
As a result, when a Ranger susses out a huck-
ster, they’re going to have a little conversation.
Careless or stupid hucksters generally receive an
" invitation to clear out of Confederate territory.
- Particularly dangerous loose cannons may be
dealt with more permanently.
I, however, the huckster seems responsible
.. and competent, he may find himself in an entire-
ly different kettlé of hot water. Once the Rangers
“ know he has special talents, he will likely be
- called upon from time to tme to render assis-
' tance, and the wise huckster does not tell the
"Texas Rangers no. These requests for aid can
- often involve much more danger than a sensibie
person likes to get into. Consequently, even the
“most high-minded huckster keeps his head down
- when a Ranger is in town.
_ A few Rangers are themselves hucksters.
These Rangers go to extreme lengths to keep their
- talents hidden from everyone but their comrades.
= The people of the Confederacy rely upon the
Rangers as a bulwark against the supernatural,
- and it wouldn’t do to have them seeing a Ranger -
. dabble in the mystic arts. Ranger hucksters there-
fore tend to avoid flashy hexes like Black Light-
. nin’ in favor of more unobtrusive hexes like
- Missed Me!, Kentucky Windage, or the Ranger’s
- favorite, Tall Tales.

me Aoty
Agency operatives have a different proce-
-dure from the Rangers for dealing with hucksters,.

but the basic principle is similar. Rather than con-

fronting a suspected huckster directly, an Agency

operative will shadow the suspect for a time and. - |

compile a report to send back to Headquarters.
There, the Agency’s analysts will use all available
reports to assess the huckster in question as a
resource ot a threat. Occasionally, an operative in
the field will feel a huckster to be an iminediate
threat to the Union and will eliminate him on the
spot; the Agency discourages this approach in any
but the most extreme cases.

A huckster labeled a “resource” will find
himself invited to assist the Agency occasionally;
this has the same ups and downs as being known
to the Rangers, except that the Agency lacks the
Rangers’ sense of manners. This has driven more
than one huckster to head further West or find
himself a new name. “Threats,” on the other
hand, are kept under surveillance by the agency;
if they move from being simply unreliable to
being outright dangerous, they may become the
target of an Agency operation themselves.

Officially, the Agency considers hucksters
too unstable to use other than as temporary assis-
tants. This is a complete fabrication. The agency
uses many hucksters; they just don’t recruif them,
Instead, Agency hucksters are trained at'a secret
facility in Massachusetts called the Library. The
Library is where all agents go for their basic train-
ing in the occult, so that the many supernatural
occurrences they will face don’t take them com-

pletely by surprise,

Some agents, however, stay for an extended
course of study, training them in the art of hexs-
linging. Agency huckster training is extremely gru-
eling; many candidates don’t complete the course.

support. To properly do their job, they néed
mformanon o the powers and crcaturcs they

. Rangers prmt a book called the Ranger Bible.
The Ranger Bible contains a listing of all iden-

5_-,’pected tempests, known abomm‘atlom black

:\ rec:rm;ts “Each new .update adds any new t}iredt.s

| CTwRammbme
Ranger% usually Operate alone, far ' from j
:;.QWR C‘lee‘éf%-mnkmg R ers

for the next update in the course of their work;
.  and to take all measures necessary 10 prévent a
* tified supematural threats: rogue hucksters, sus-

-hands. When the book is npdated, all old copiés:

|- 1denuﬁed md removes tﬁlwt’s whmh have been_ .

A S g

“dealt with* High-ranking Rangers can-yéheu 3

a copy is. to be found néﬁf"'ﬂﬁ'elr%gn st
Every.Ranger is required to collect information -

copy of the Ranger Bible fror leaving Ra.;}ger';”

are burned. ‘Only a few.copies have ever B,
lated; if the Rangers learn of 2 Joose copy‘ﬁe
come down on its hold:r hke a ton of bnclts -

'.I_w
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. Washouts are discouraged from

Those who -graduate are
assigned to officcs across the
country. Library-trained hucksters
generally focus on informational
and communication hexes; their
usnal duties involve supporting
special investigations. Candidates
- who fail return to regular service.

making use of whatever skills and
powers they developed in
advanced training, but most take
away. from the training a deeper
mastery of occultism and crypt-
analysis, as well as a hex or two
which might come in handy when
‘the chips are really down.
<o A very few nongraduates do
‘not return to regular service. The
Agency is close-mouthed about
their faie, but it 15 common knowl-
edge that a feiv candidates every
year don’t survive the training
with body and mind intact, In this
case, however, common Xnowi-
edge is mistaken. In reality, the
missing candidates enter a course
of training so secret that only a
handful of people know of it. This
elite course produces hucksters
trained in combat hexslinging.
When they graduate, each combat
huckster joins a team of three or
four “cleaners.” These teams are
deployed onty to handle the most
intractable of problems. They never employ tem-
" potary help; they rarely talk to anyone while on'a
mission. Their tactics are the direct ones of the
troubleshooter: they find the trouble and then
shoot it.

Ancane Texms

. Since Hoyle's day, the huckster’s art has been
bound up with codes. To be a huckster, you must
leamn how to extract concealed information from
a seemingly innocent text; regardless of how a
huckster begins his career, they all master their art
studying Hoyles.

Recoonizine A Hooen Tour

To identify a hidden text within a seemingly
~ innocent book, the investigator must roll versus
" Cryptanalysis or Occultism. Success means that
the investigator recognizes a coded text in the
book, although its meaning remains clouded.

58 Tus Hoxsurwsiwe Lirs

A book with a hidden text can contain sever-
al separate articles of encoded information - in
this case, usually hexes. Each article must be
decoded separately with a Cryptanalysis roll.
Most hucksters use the default from Occultism
for this rolf,

Once a hex has been decoded, a huckster
may study from the book to teach himself that
hex. This study counts as self-taught, requiring
400 hours per character point; however, most
hexes cannot be learned without a book. Each
book has a maximuwm level in each hex it con-
tains; once a huckster has reached that level in a
hex, further study with that book will not help.
and that hex can only be improved by acquiring 2
better hook or by long, laborious practice. This is
why hucksters are always looking for a better edi-
tion of Hoyle’s.

Other information can be encoded in a text:
non-hex skills, reference materiafs, etc. Skills
can be studied from a book in the same manner
as hexes.



ITINE AN ENcopep Test

Cryptography is the skill used to encode

raphy does not default to Occultism, so not just
any huckster can write a coded book.

" Encoding each article requires a separate
Cryptography roll and four hours of work time.
The maximum skill level that an article can
teach starts at a base of 10. The coder can
ncrease that maximum by taking a -1 penalty to
is etlective Cryptography skill for every extra
evel. The maximum skill level an article can
“teach cannot exceed the coder’s skill in the arti-
Je’s skill or in Cryptography.

The penalty to decipher an encoded text’s
ticles is equal to the average of the amounts by
ich each Cryptography roll was made. This
nalty is uniform for the entire book.

The penalty to notice the existence of an
ncoded text is equal to one-third the penalty to
decode the text's articles.

Each article encoded in a text gives a -
nalty to the effective Writing skill for writing
e cover text — it can therefore be very challeng-
ng to write a coded book that’s any good as a
300k. The coder can offset this penalty by taking
1 penalty to Cryptography on all the articles
ncoded for every point of Writing penalty offset.

Emvm Norasee Boos
gw g Gutoe on avsLens

Shaw’s Guide is mostly notable for the non-
hex skills encoded within it — it contains Area
Knowledge (Weird West) with a maximum of 18,
ﬁrith many more specific Area Knowledges as
Well. It also contains a few hexes ~ mostly com-
nication and travel hexes with a few meta-
hexes — at maximum levels ranging from 14 10 17.

s Boow op Games

 This is the canonical reference for hucksters.
Throughout its pages, a cornucopia of hexsling-
ng knowledge is concealed. It is a masterwork of
eryptography. Information is hidden in virtually
every nook. and cranny of the text: scoring dia-
ams, the placement of words, the page num-
ers, metaphor within the text — every technique
nown to cryptographers is used.
. Rumor has it that the original 1769 edition
bcontains every hex there is. This isn’t true. Hoyle
iberately cxpunged all the dark hexes he knew
g well as many of his mere destructive hexes,
‘many hexes have been developed since the

Book of Games was published. However, it cer-
tainly contains a vast wealth of wisdom.

It is up to the GM’s discretion which hexes
Hoyle put in the Book of Games. Any hex which
the GM rules was present in the 1769 edition may
or may not have survived the changes which exist
in later editions, and even the hexes which survive
are usually incomplete somehow, To determine
whether a hex survived into a given edition, rolt
against the number given on the table below for
the period in question. Success means the hex sur-
vived, with a maximum level as giver on the table.

Hoyle's Book of Games can also be used to
study Occultism, to a maximum skill level three
levels below the maximum skill level for hexes.

The Book of Games can be recognized and

decoded without penalty.

Hex Maximum Street
Edition Survival Hex Level Price
1769 N/A 21 $17,000
1780-1800 14 19 $3,000
1801-1820 13 17 $200
1821-1840 12 15 $80
1841-1860 11 13 $20
1861-1880 10 11 25¢

A Snonr Treatsse on Wsnsr

This book was Hoyle's personal workbook. It
includes at least fragments of all the hexes he knew
before going to Russia. Its selection is in most
respects more limited than the Book of Games, but
it has one distinction that makes it sought after by
less respectable hucksters: it contains all the dark
hexes that Hoyle cut from the Book of Gamnes.

The fragmentary nature of the Shorr Treatise
makes it more dangerous than the Book “of
Games; hexes learned from the Skort Treatise
incur backlash on any joker and on any critical
failure on the hex roll, not just an 18.

The Short Treatise’s code is less complex than
the Book of Games’, because it contains fewer
hexes, but by the same token it is more robust; the
Short Treatise suffers less from being edited than
the Book of Games. Therefore, almost all copies of
the Short Treatise have a maximum possible skill
level of 15, and a street price of $1,000.

Its code is at +2 to be recognized, but
attempts to decipher articles in it are at -6.

SMira & Resanos 1878

The 1876 Smith & Robards catalog contains
all the basic information on the art of thaumatur-
gical diffusion. It contains every thaumaturgical
diffusion hex, with a maxipnum level of 16. Rolls
to decipher articles are made at no penalty, but the
roll 1o recognize the encoded text #$:made at -3.
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It’s easy to find adventures for hucksters;
indeed, sometimes it's hard to keep them out of
trouble. I their inquisitive, risk-taking natures
don’t lead them into sufficiently interesting situa-

tions of their own accord, there’s always another -

graup of folks more than happy to make their
lives hard — Texas Rangers, Union agents, local
townsfolk with an itch to lynch a witch, and so on.

Tue HucksTER
AND TuE Panty

Some parties have just one huckster. In these
parties, the huckster may be the only supernatural-
ly powered character, or he may be working
alongside a shaman or a blessed person. If the for-
mer, he can expect to frequently be the center of
attention — whencver something magical comes
. along, he may well be the one expected to know
what’s going on. He'll also need a variety of hexes
on hand to deal with any situation that comes up.
Even if other party members have arcane powers,
the huckster will still draw a lot of attention with
his high-stakes hexslinging and occasional cata-
strophic backlash. He’ll want to emphasize areas
in which hexslingers excel: mostly illusions, with
some bodychanging and combat hexes.

Other parties, at the opposite end of the spec-
trum, are composed entirely of hucksters. They’ll
have a combat specialist, an illusion specialist,
and so on. The characters also probably need to
branch out a bit if they hope to get anything but
hexslinging done. Huckster parties are a bit easi-
er to plan for, as all the characters share certain
common gualities. Books of new hexes will inter-
est them; good gambling opportunities will be
appealing. At the same time, they can also be
more unpredictable. A party full of hucksters will
have a perenmial backlash problem, which can
throw a wrench in their plans at any time. Then
there’s the inevitable drama that spins out
of pushing together half a dozen inquisitive risk-

B0 CaMPAlLNS

il
s

tukers who are sufficiently full of themselves to
take on demons from Hell.

Sl other parties will fall somewhere in the
middle, with two or three hucksters. These parties
share elements of the other two types: the hucksters
will want to specialize {unless conflict between
two hexslingers with overlapping skill sets is
desired), but the GM won't be able to build the
campaign around the unique needs of hucksters.

Campatey lopas

Here are a few ideas for themes to organize a
campaign around. Some are more fleshed-out
than others; GMs may want to mix and match
more than one.

Tue TnaveLing Suow

The party is part of a traveling circus, medi-
cine show, or other kind of traveling entertainment.
Their work introduces them to all kinds of places
and interesting (if sometimes unsavory) people.
The clannish secrecy of performers is a great cover
for folks who dabble in unusual stuff. The show
provides a wonderful way for the party to move
from town to town, encountering adventure whet-
ever they go. It can also provide experience int how
to deal with being run out of town with slightly
lower stakes than a huckster often has to face.

Suaw’s Camonen

The characters are disciples of Enoch Shaw
{whether they are members of the Lady Luck
Society’s inner circle, or just regulac hucksters,
depends on the power level the group wants for
the campaign). They spend their days traveling o
Reckoning-related trouble spois and fighting
whatever evil they find. Shaw makes an excellent
Paron: he has ample resources for those times
when the party is hip-deep in trouble, and he has
an unending supply of problems for his hench-
men to take care of.



;TAKE Ir To Tue Ceanens
1

The PCs are a group of Agency “cleaners.”
» They handle the worst the Reckoning has o offer
the stuff regular operatives won’t touch. The
unit may be an ail-huckster group or a more
tanixed unit. Characters should be built on high
%gx;um totals; in some wayq this campaign is a

oo Hmsr Srares Evaa

Biren has gotten hold of a copy of Shaw’s
Guide, and has figurcd out the truth: Hoyle is
alive. Soon, the Royal Court will be at war with
the Lady Luck Society, and half the continent
may get dragged along for the ride. The cam-
paign starts with an attack on the Lady Luck
ournament by the Aces and assorted minions.
: The characters should probably be disciples of
éShaw s, though they could be members of the

Raval Court if the group wants to play the bad
¢ guys for a change.

% The Court’s attack on the Lady Luck tourna-
;

‘ment sets several things in motion. Shaw may be
dead (though it’s not recommended). In any
event, it’s a clear declaration of war, and both
Sides will be mobilizing their resources. The
ourt is strongest in the east, along the Mississip-
i, while the Lady Luck Society has its power
yase centered around Denver. The areas where
they will be best able to strike at each other will
be places like Kansas or Texas — places which
already have their hands full with troubles of their

wn. The rail barons, for example, may have

favors owing to either or both sides, to say noth-
ing of the Union and Confederacy themselves.

Also, the attack on the tournament will have:
alerted a score of Rangers and Agency operatives
that a whole lot more is going on than they fig-
ured. Ranger feams and Agency cleaners will
soon have their hands full cleaning up after the
occult slugfests that are sure to spring ap across
the plains {the PCs could also be a band of
Rangers or Union agents, doing their job against
the backdrop of the Society-Court war).

The war that Biren and Hoyle fight by proxy
will have fallout all across the continent. A new
spasm of the Civil War might start up; a major
turning peint in the war with the Reckoners might
be at hand. All hucksterdom may eventually be
caught up in the struggle, particularly if Hoyle
reveals his true identity, and nothing will ever be
the same again.

HucksTens
v Dirrorent Seroives

Most huckster campaigns wilt focus on the '
normal Deadlands setting — 1877 America, with
the Reckoning and its accompaniments more or
less as described. However, there are many possi-
bilities for interesling campaigns in slightly
tweaked settings. The suggestions which follow
focus on changes to the time of the campaign or to
elements of the cosmology, but they should point
the way for other possibilities 10 be explored.

Campatons Gl




Befme the Reckoning, being a buckster was
- much harder. Most manitous were under lock and
key, and all the smafler manitous were cowering
in comers. Only the hucksters with the sheer
cajones to sneak past the Qld Ones and duel with
a powerful manitou were able to get real results.

Therefore, hucksters before 1863 start with a
base hand of rwo cards at Magical Aptitude 1,
plus extra cards for higher levels of Magical Apti-
. ude and for good hex skill rolls. Under such cir-
 cnmstances, a novice huckster would be lucky to
get a Padr; Magical Aptitude 7 would be necessary
to assure a normal poker hand!

Things were even more difficult before
Hoyle. The ancient sorcerers had to suffer a
Tong, arduous process t0 bend manitous fo their
will. Sorcery ‘was similar to shamanism, but
dealt with manitous rather than nature spirits; as
such, it was slowand time-consuming while
remaining dangerous.

Sorcerers use the Rimal Magic rules, but do
not buy Initiation. Each level of Magical Aptitude
(Huckster) offsets one point of the -5 penaity to

ritual skill rolls for non-Initiates (sec p. DLRS) |

when trying to use manitous for Rimal Magic.
Any failure, critical or not, result% in backlash
(see p. 49). .

-A huckster who leams Rllual Mag1c skill can
use sorcery in the post-Reckoning period; howev-
er, it is absurdly dangerous. There are very good
reasons why most magic-workers were black
magicians before Hoyle.

Brame Masne
Berone ez Reckonmve

While the Reckoners were locked
away, black magic was extremely difficult.
Only the faintest trickle of dark energy
made its way out. Hence, only Power
Investiture | was possible during that time.
However, some black magicians also prac-
ticed sorcery; Power Investiture 1 was
equivalent to Initiation 1 (see p. DL83) for
that purpose. .+

B2 Camrarzns

Oruen Cosmoroaies

The standard Deadlands campaign assurnes
that the Indians have their facts more or less
straight — the Hunting Grounds, manitous, the
Reckoners, the Old Ones, and so forth. However,
it ain’t necessarily so.

No Mawmous

Maybe the manitous don’t exist at all. Instead,
the Reckoning is just a side effect of the resurgence
of magic. The Hunting Grounds, the manitous, and
the nature spirits are all hallucinations bom from the
brain of an Indian shaman trying to make sense of
pure supernatural power. Magic, whether sharnanic,
holy, black, or huckster, is just the process of shap-
ing wild magic evergy into action. The undead are
bodies reanimated by raw magic. Abeminations arc
spontaneously generaied creatures.

A no-manitous world is simultaneously more
and less homific than standard Deadlands. On the
one hand, it means that there isn't a vast conspir-
acy bent on destroying all we hold dear. On the
other hand, it mcans precisely that: there is no
vast conspiracy. The Union and the Cosfederacy
have been bieeding each other dry for 16 years all
by themselves. Rev. Grirmrne (s a crazy old canni-
bal. Hamowed folks “losing Dominion” are just
having psychotic episodes. It means that humani-
ty is capable of being a lot more evil on ils own
than people realized.

Gonn Mantrous

The relationship between the Reckoners and
the manitous 1s mysterions. Why would the cold,
methodical Reckoners work their will through the
chaotic manitous? And why do the Reckoners
keep information from their agents? -

- Perhaps the manitons have gotten a bad rap.
Perhaps they aren’t the spirits of pure evil that
Indian cosinology leads us to believe.

Perhaps the manitous are just another kind of
spirit — more anarchic and mischievous than the
nature spirits, but essentially nonmalicious — that
have been enslaved and cormupted by the Reckon-
ers, and forced to do their Jark work. It puts a dif-
ferent spin on marny aspects of life in the Weird West
if manitous aren’t actually out to destroy the world.
Mad science may change from an evil conspiracy to
a mixed blessing. The Harrowed may become less
evil and more wild. Huckstering becomes less like a
deadly game of chess and more like bullfighting.

Most important, the battle against the Reck-
oners becomes less a straight-up slugfest, and
more a quest to free the manitous, thus throwing
the Reckoning’s infrastructure into chuos. At the

o




same time, the antipathy between manitou and
pature spirit makes the battle lines more ambigu-
- pus: if humanity could get the manitous to change
+ sides at the cost of losing the nature spirits, would
- it be wornth it7 In a way, by choosing science over
“.nature, hasn’t Westem society in Deadlands
! atready done just that? A good-manitou setting of
" this sort opens up a2 much more complex magico-
. political environment, which some groups may
. prefer 1o a straightforward battle against pure evil.
Another possible good-manitou scenario is
one in which the Reckoning, and all the supernat-
ural horror it unleashed on the world, was an acci-
dent — the Hunting Grounds equivalent of an
. industrial disaster. Abominations are mutants, cre-
- ated by magical toxic waste. Everything that’s
happened since then has been a well-meaning but
fundamentally doomed attempt to help. Sitgreaves
“ has it all wrong; the manitous are trying to help
- mad scicntists come up with new technologies to
' make things better, but they tend to get distracted
by interesting ideas for things that go boom. Hur-
rowed and undead will be agents of positive
change once the manitous learn how to stop react-
| ing to physical bodies like a troubled 15-year-old
given a Corvette and a keg of beer. This latter sce-
. nario is a bit more light-hearted than most, but
" there’s no reason that dark supernatural horror
 can’t go hand in hand with comedy.
3 The final question implied by a good-manitou
“cosmology is why the Indians have been telling
-éverybody that the manitous are pure evil. Have
- they been making unwarranted assumptions based
;on their folklore? Were they duped by the Reckon-
> ers to hide the Reckoners” weak link? Were they
- duped by the natre spirits to tar the nature spirits’
old nemeses? Is the “cvil manitou” story a ploy by
the Cld Ways movement to cause trouble for the
- Anglo institutions of huckstering and mad science?

THB “Oto Wavs Consermacy”

Regardle%q of the truth; it's likely that -
some prejudiced occultist, upon realizing -
that most of what is known about manitous
ultimately comes from the Indians, might -
start spreading the idea that Indian shamans :
ate telling lies about the way things really
are. This occultist might come to believe
that it's really the nature spirits who are the
Reckoners’ lackeys. Such a story would -
play well in certain parts of the country, and "

. could pose a real problem for PCs (rying to
round up assistance for some mystical pl'Oj-
ector anothcr :

Apvenrune Semos

These adventure seeds are shorter chunks of
plot suitable for inclusion in any campaign. Some
will work as one-shot adventures; others work
better as significant arcs within a campaign span-
ning multiple adventures.

Daarno!

The Rangers have identified the characters as
supematural assets. Now they find themselves
dragged along on all sorts of unpleasant missions.
Sorme might find this a great opportunity (o have
all sorts of adventures; others will be plotting the
best way to get out of Confederate territory unob-
served. This adventure also works for the Agency,
although the Agency is a better hook for a one-
shot adveniure than a longer-term plot arc.

We'ne Just Browstne

The search for a hex can be an epic endeav-
or, leading the party in secarch of arcane books
back and forth across the continent, following up
vague hints of an old edition of Hoyle’s, or the
notebooks of an old-time hexslinger who long
since cashed in his chips. They may find them-
selves scraping up the cash to pay for an ancient
tome, or just breaking into the bookshop one dark
night. [n the process, they may leam that the
underground world of occult studies is an uglier
place than they bargained for.

Too Hor 1o oo

The characters find themselves in possession
of a Ranger Bible. To the right buyer, it would be
worth thousands of dollars. However, to realize
those profits the characters will have to avoid the
hordes of Rangers vigorously searching for the
book. They could just turn it over, but that would
involve getting the Rangers to hold their fire long
enough to explain (to say nothing of having to
talk to a senior Ranger about how they got hold of
the book to begin with). This adventure also
works well with a 1769 Hoyle’s or a copy of the
Stort Treatise on Whist,

Tne Bweest Por iy mae Wegr

The Lady Luck tournament in Denver is a
great setting for adventures. The tournament
itself is fraught with excitement: the stakes are
enormous, and advancing through several
rounds of high-stakes poker is strenuous enough
without the back-room dealing and extracurricu-
lar activity which springs up around any major
gambling event.

Campatons G2



Add to this the dozens of clandestine huck-
sters in attendance, the Rangers and Agency oper-
atives on hand to watch thenl, and the assorted
baggage they ail bring with thern, and the possi-
bilities for trouble are limitkess.

Preooe Weex

_ Almost every huckster who's heard of the

© Roval Court wants bady 16 be part of it. Someday
the party may meet a mystericus hexslinger who
says he’s heard of them, as has the Court. The
Cowrt might be inferested in taking them on, f
they 're willing to do a little chore for them, just to
demonstrate that they’re really interested. Hazing
doesn’t even begin 1o describe it

e iz or Inrnwrry P

The Gorgon has finally decided that Percy
Sitgreaves has 1o be eliminated, and the party
just happens to be visiting the press that day.
Suddenly, they’re trapped inside a building with
the father of Thaumatmrgical Diffusion, with a

Gorgon outside and nowhere to run. Should be an
interesting afterncon.

Tee Surcime Quesy

The party is approached by a Queen-ranked
member of the Royal Court. He's decided thach
no longer wants anything to do with the Court dn
their plans {an amoral, power-hungry sccret se-2
ety was oac thing, but actively serving the Re-k
oners is another). He needs their help to getyfa
enough from the Court’s power bhasc to hide.ed
knows people who can help him in Denver dm
points west  possibly Jacques Portefour (ec
p. 11). He just needs someone to help him e
away from the Mississippi.

Howcver, the Court does not take defecny
lightly, and soon the party is facing a riled A.e
Whether the adventure is 4 fong chase or a kne-k
down, drag-out fight, it will be an encountep t
remember. This adventurc can also lead intona
ongoing scries of adventures dealing with eh
Royat Court.

A (Hass Darkly bex, 25
Aue in the Hole hes, 27
Achiles” Heel bex, 23,
Advantages, T-8, new, 2,
Adventures, 0; seeds. H3.
Agency, te, 57-58, 61,
Air Bubble hex, 22,
Anafyze hex, 33,

Animals, 7 forms. 14 ferse
spirits, 19; turmisg ontes.
14

Backlash, 4% eed fad
Karma, 9; adeaded
bocklask rmble, S0,
sgrtanys, 49; whire
elephant, 4%,

Baadage trick, 44.

Bz wick, 4.

Barticade hex, 33,

RKash hex, 13,

Beast Master hex, 2%

Bedasele hex, 23

Beggar's Hampet mick, 44,

Bind Manitou nex, 27.

Biren, Ernst Johans, 4 §, 55-

56,61
Blxk Cat hex, 26.
Bleck Liglenin’ hex, 16
Hiuwy Furnace hex, 31
Blipk hex, 3&.
Blocdbound bes, 23,
Bodyguard kex, 16.
Brimstens hex, b
Buller-Stopper hex, 34
Halleprocy hex, %
Buming Dt hex, 38,
"Calling Card 1ok, 44.
Cardsharp hex, 17.
Caastic Glop he, 34,
{haracters, s, 9- 10

sample, b,
Clear Owt! hex, 37,
Coetes, 5.9, 37, 38, 44, 54,

54,
Cottin Varmish trck, 44,

- Cold Snap hex, 29.

Crrmpmss trick, 44,
Comfonmd hox, 26,
Copy mick, 44.

Crirter Ward hex, 17

Cumed disadvantage, 9.
IParecevil advantage, ¥

fnpey s

Dweadly Creepers hea,

Decrypt hex, 4.
Dertenti hex. 34,
[kver, 11, 55, 61, 63,
64,
Trenees Wikd! hex, 23,
Drewil’s Workshop hex, 34,
Thablos, see Log diablos.
Disalvantages, 8-Y; new, 9.
Dhsrupt hox, 28,
Drevinin® Rod trick, 4.
Taminion, 21, 27, 41,432,
54, 6%
Trraw! hew, 1%
Farthwrack hex, 3t
Fosrary nex, 10
Liwision trick, 45.

Extended Backiash Table, 50

Eye Spv hex, 23.

Fadac Face tmick, 45,
Fifiy Two Prokup e, 23
Filivuster fex, 31.

Finish ek, 84,

Flare trick, 45.

Fhoker trck. 45,
Flypeper Finpers hex, 12
Foil ex, IR,

Fooled You! 1wk, 46.
Porccass nek, 46.

Fenget hex, 1.

Forttude e, (2
Ferrtune Teller bax, 26,
Garaiblei's buck hes, 27,
Gatew.ay hex, 19,
Gryser bex, 30,

Garost Rider bea, 19
Chest Trail hex, 20.
Tongun, 33, 64
Urnvayard Mists hex. 17,
Great Game, the, 13.
Grroom trick, 46,
Guesstinuare trick 46,
Fard Whater hex, 22.

Eharromech. 200, 2E 27, 38, 36,

41,42, 30, 57, 54,01 a3,
Huywire hex, 34,
Helf's Aranal hex, &),
Helf's Bargain hex. 20.
Helt's Fory hex, 17.
Hesitae mrek. 0.
Hex Sense hex, 28.

B4 Caupalons

Henes, bodvohanging, 12-13:
combaz, 15-19;
commuriceion, B2
ek, We2 Iy elsmenl,
2227 Winsions, T304,
informmaticed, 15-26; heck
ard fote, 2037 mata-
heves, 27-3%; nature, 25.
31 new, 38-43.
thaumaturgied dificen,
32538 el 19-2MF
woaning friends amed
ingfluencing people, 11-12,
ses gire Tricks and
individun! hes enfries.

Hexslinger, tee Huckster,

idey Holt hex, 40.

Homwe Groond hex, 75,

Howl hex, 30

Hoyle, Edmond, 3 8 38, 65,

Hevle's Book of Games, 3.6,
8,9, 15, 50 56, 54, 54,
63

Hoeksters, 7, 31, 5 cover
sy, 31-52,

Haoger Pangs kex. 13,

Hrumtaig Cronds, 52

Huery Upt hes, £

T Wanl Auswers! e, 401

Tgmite thck, 46,

Fmpostor hex, 23,

Tncognito hey, 23

infernal Maskine hes. 35,

Insnubt i lajury hes, 43,

Tmiezpres fux, 75,

Jaker, card T, 8 spreai, 3,8,

Keatucky Wiadags hes, 27,

Lady Luck Seciely, 55-56.
61 6%

f.eak hiex, 41

Lenses, 410,

Lethargy hex, 31

Likker Up rick, 456,

Lonpg-wWhigked hex, 20,

Looking Glass hex, 26,

Taom diumios, 33, 40,

Mad busighs hea, 35,

Magazine hex, 35

Magic Bullet hex, 35,

Manstcan, 5. 33,

Martyr's Mirror hex, 18,

Wimd Thieguk hex, 15

Mirape hex, 24,

Mimer trich, 46,

Naturs sgiries, 32, 67, 63

Necromancer hex, 23

Old Hand advanizge, 8.
Old-Tirrer fex, 13
Palm trick, 46.
Furch bex, 22,
Parrsers ke, 8.
Paxton, Clyde, 55
Penetratin, Gaze hex, 26.
Penny Ante hex, 27,
Peter 1L 5.
Phantaan hex. 74
Phantom Amputstion hex, 41,
Pick Me Up? trick, 47,
Flayin, Possar les, 28,
Povtefour, fauques. 11,64
Power Leak hex, 33.
Power Struppde bex, 21,
Power Surpe hex. 36
Preserve mick, 47.
Quiicksand hex, 22,
Rabhbit e hex, 43
Rarmaker hex, 30.
Ragsen” the Pow™ wex, 27,
Rapid Fire hex, 18,
Ruzor Ceeds beg, 36,
Reanimate hex, 24
Rechoning, The, 20, 33 33,
54, 6264,
Refiect hex, 36,
Redoud 1rick, 47,
Heverse Erpineet hex, .
Ride the Rals hes, 36
Higeal aymic, 52, 62,
Rorval Const, 3435, 61, 64
Rust bem, 22
Seferraoker hex, 12
Sandraan hex, 52,
Sauipier hea. 22,
Seek hex, 42,
Shadow Man hex, 4.
Shizrd wex, 3.
Shatter rick, 47,
Shew, Fnoch, t1, 35-56, 58,
Shaw's Gwide for Gambrlers,
55, 56, 59.
Sheep's Clttnng hex, 24
Suift Wounds hex, 42,
SBnocker hex, 37
Shuoue tick, 47
Siiwer-Tongued Devil
hew, 12,
Siren Song nex, 32
Sitgreaves, Prroy, 32, 33, 63,
[i8)

Skills, 9.
Skinchange kex. t4
Shiveispray hex, 37,

Smith & Robards, 32, 33 5
Spake Oi hex 15,
Sotoerers, 32,
ol Benst hex, ER,
Sourd trivk. 47
Spinit Codls hex, 18,
Spiritual Distavar hex_ 7
St. Rimo's Fire bea, 300,
Startle ik, 48,
Sy’ Put hex, 15
Steganogram hex, 37
Stepunugmaphy, 3,37
Swamp Cas hes, 306
Taliseman hex, 249,
Tall Tules tuex, 32.
Tampests, ¥, 57
Temptation ey, 23
Texus Razgers, F, 57,4 .
Tents, A Trectuse am W,
50, 63 ancivad, 3
arcane, 9, 3%, &), 82
encoded, 56,3337, 4
S8, 56 Fuvle's Boo. of
Crames, 3, &4, 8,5 1 51
56, 58,59, 63 Ramy -
Biblg, 37, 63 Shaw”
Greidde por Lramblers, %
Smith & Fobardy 1 3,
A% sve also Codes,
Thausnsturpseal diffusic
10,12,32. 33, 598
Thayer, Sohvaon 54, 5,
The Demon’s Fye hex,
Thunderclap! hox, 23,
“fimeship hex, 2
Tmbeam $huffle inck. 4
Tosch o Death fea, 18,
Transcriba hex, 37.
Tricks, 4149, e wlsor
Hexay and mdiviedus
PRk emiries.
Truthsayer hex, 26,
Tweak hex. 37
Twew of 1 Kind hex, 29,
Llpgmade hex, 38
Winles ex, 13,
Warnin' Bells bex. 15,
Wate Proctuct hes, 38,
Watchdog hex. 18,
Weind Science hex, 35
Whisper mick, 48,
Widow's Web hex, 19,
Wiltdine hes, 23,
Wil 7 the Wisg Inck, 4
Wire Tup hex, 38,
Zikh hes, 38,
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