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[NTRODUCTION

il | Welcome Marshal, to the first in Legion
‘ ' Publishing’s Territory Guides series for Pinnacle
- Entertainment Group’s award winning
Deadlands roleplaying game. Each Territory

Guide takes a closer look at a small area of the

weird west... and beyond. In addition to details
of important places in that locale and informa-
tion about using the setting in your games, the
Guide comes complete with a full adventure.

This first Territory Guide introduces your
players to Newfoundland, and take it from me
Marshal, it’s a chilly introduction. The island is a
harsh place, with its fair share of weird happen-
ings and more than its share of bad weather!

Of course, Newfoundland was first intro-

duced to the weird west in Pinnacle’s Great
Weird North book and, while that book fills in a
: ¥/ lot of detail and explains some of the back-
} ground, it is not essential to play. Everything
| you need is right here. Everything you need and
l- then some, in fact. With the help of Adobe
( Acrobat’s Javascript features, you can use this
| | pdf for whatever flavor of Deadlands you are

Classic Deadlands and Deadlands d20, we have
included stats for Great White Games’ Savage
Worlds roleplaying game in anticipation of the
Reloaded. Why?
Because we just couldn’t wait!

j playing. In addition to providing stats for

forthcoming Deadlands

So Marshal, grab your tin star and choose your
poison by clicking on a button below. Just don’t

forget to wrap up warm — it’s cold out there!

s 3 DEADEANDS
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Newfoundland, known locally as The Rock, is
separated from the vast wilderness of Labrador
and the rest of the Dominion of Canada by the
Strait of Belle Isle. Anchored in bountiful but
often-stormy waters to which its hardy folk are
wedded, the island is a harsh yet beautiful place.
Here the winds whip across the Atlantic, white-
caps dancing along the waves of the dark blue
sea. Leaden skies promise storms and even in the
height of summer the wind is cold and hard.

Because of its inhospitable clime and relative
isolation, few people come to The Rock, and
fewer still venture beyond the capital of St.
John's. Perhaps that’s a good thing, for there’s a
world of hurt waiting for the unwary in the hin-
terlands of Newfoundland.

Somg Histony

Of course, the island is not simply a remote
wilderness or a provincial backwater. Somewhat
amazingly, the Rock was the site of one of the
greatest accomplishments of science in modern
times. In 1866, Brunel’s magnificent ship the
Great Eastern landed at Heart’s Content having
laid the first successful trans-Atlantic cable.
Indeed, Newfoundland’s history is one of firsts,
for the whole of North America. The first
Europeans to land on North America were the
Vikings who arrived here and settled. Centuries
later, Europeans returned and founded the first
permanent settlements. And what kept the
Europeans coming back was the fish.

The seas around Newfoundland teem with




fish and are very important (and often bitterly
= contested) international fishing waters. In fact,
} it is likely that the English sailors had fished
" these waters for decades before John Cabot
! - sailed the Newfoundland coasts, searching for
the Northwest Passage, or Columbus made his
discovery. Now, the island is dotted with fishing

communities and it is this industry that pro-
vides most islanders with an income.

BASTERN NEWFOUNDLAND

: }' ,,j The mystically named Avalon Peninsula

forms the easternmost part of Newfoundland.
Linked to the rest of the island by the narrow
isthmus, which separates Trinity Bay and
Placentia Bay, the peninsula is the location of
some of The Rock’s oldest communities and of
the capital, St. John’s.

i 5. Jomn's

. From the very first years after Cabot’s dis-

|

: covery, ships from came to
: Newfoundland to fish, and St. John’s was a ren-
1- dezvous for them all. The island’s capital is one
[ of the oldest settlements in Newfoundland:

o Captain John Rut of the British Navy described

Europe

j his visit there in 1527, in his report to King
i Henry VIII (the first letter from North America:
sent with an English ship returning to port with

a cargo of stockfish).

The French attacked and burnt the capital
during the conflicts of the 17th century and a
large fort now protects the city from attack.
Captured and recaptured by the French and
English in their continual wars, St. John’s has
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had a turbulent past. With the settling of the §
French and English differences (however tem-
porarily), the bustling port has returned to the
business of making money with, as might be
expected, fishing being the primary industry.

The narrow streets and the buildings’ hap-
hazard arrangement speak to the age of the set-
tlement, and St. John’s feels like an Old World
community. Visitors here find a busy trading
port (reached by a long, narrow channel from
the sea), bustling with ships of every descrip-

tion. Large numbers of warehouses and
wharves line St. John’s harbor and countless
merchants ply their trade between them.

Thiniry
Feam Levee 2

Four years after Cabot’s voyage, Gaspar Corte
Real explored Newfoundland’s coastal waters.
The locals claim that he came across this section
of the coast on Trinity Sunday in 1501, and
named the place Trinity. Over time Trinity has
become an important fishing and mercantile
community with a harbor the English felt was
valuable enough to defend. They built a fort
here, and Trinity is one of the few communities
in Newfoundland deemed worthy enough to
have the Crown incur such an expense.

Trinity is a prosperous town, and a progres-

sive one. In 1615 the first court of justice in
North America was convened, in an effort to
control the constant raids and thieving that
blighted the region’s fishing. More recently, in
1798, Dr. John Clinch, a doctor and minister,
administered the first smallpox vaccine in North
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America. Here, too, the Old World feel of the
settlement is immediately noticeable, particu-
larly to a visitor more used to the straight wide
streets of modern western towns. In Trinity,
narrow lanes wander in and out between the

-

houses, and show little sign of planning.

In the old business district stands the infa-
mous Garland House. This imposing brick struc-

ture was the talk of the town when Francis
Lester built it after arriving in the 1770s. He ran

a Newfoundland fishing empire for many years

but rumors of foul practices grew until eventu-
ally he sold the place and hurriedly returned to
England. The locals still mutter that strange
sounds echo in the dead of night and weird
shapes slink from the shadows around the

house after nightfall.




_ PLACENTIA
h Fran Levei 2

Once a French owned settlement they called

- Plaisance, Placentia is built on a large beach
" near a coastal forest area. In the early days of
the seventeenth century this was the French

capital of Newfoundland and the colonial
French forces built up defenses in the area, con-
structing a fortification called Le Gaillardin in
1692, a year of intensive English campaigns.
The following year the French began work on
Fort Royal, intended as the main defense
against English attacks by sea. Additionally, the
region was defended by Fort Louis and Fort Le
Vieux — now abandoned, as the locals are fearful
of the ghosts of fallen French soldiers that walk
the crumbling ramparts.

The French used their fortified position at
Placentia to launch attacks against the English
capital at St. John’s three times. Each time, the
! ¥ English forced them to retreat, but they twice

|
i B successfully captured the main fort and burnt
‘l down the city.

:[ ; Following the Treaty of Utrecht in 1713, the

il British moved into Placentia. During the Seven
j Years’ War, its defenses were upgraded to aid in
f the recapture of St. John’s from the French.
Once British supremacy was assured, Placentia
was supplanted by St. John’s as the capital of
the colony.

SOUTHERN NEWFOUNDLAND

GRAND Bank

The settlement of Grand Bank on the Burin
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Peninsula has played an important part ing

Newfoundland history, and is the epitome of
rural Newfoundland. Settled in the 1650s by the
French, it was taken over by the English early in
the eighteenth century. Grand Bank is synony-
mous with the fishing industry — notably that
carried out on the Grand Banks, the richest
fishing grounds in the world, which lie in a wide
area south and west of Newfoundland. The fish-
ermen and sailors of Grand Bank (along with
other towns around the peninsula) are
renowned for their boat-handling skills.

NoatugaN NEWFOUNDLAND

The jagged, rugged coastline of northern
Newfoundland is slashed with creeks and coves
cutting deep inland. Countless small fishing
communities cling to the cliffs and coastline

along with some notable sites not involved in

reaping the ocean’s harvest.

Berr's Cove

One such anomaly is Bett’'s cove, a tiny
mining community and the site of the first ore
smelter in Newfoundland at the copper mine
here. The mine has operated since 1875 and has
been highly productive. Some locals say that the
mining is too intensive and that there is a
danger of collapse or landslide. Others specu-
late that the mine operators are digging too
enthusiastically, suspecting that there may be a
secret seam of ghost-rock there.

Tiir Cove

Another small group of mines and miners’
shacks forms the settlement of Tilt Cove, where




'_ copper mines have operated since 1864. A

. prospector exploring the area in ’57 noticed that
h a local fisherman was using a large piece of
copper ore for ballast. The fisherman showed
him where it was found and the first mine was
started soon after. In addition to the copper
being excavated, seams of gold, silver and nickel
have also been discovered and the more
excitable of the miners in Tilt Cove swear that it’s
only a matter of time before ghost-rock is found.

CENTRAL NEWFOUNDLAND - CRESCENT LAKE

Fran Leves 4
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Inland from the coast is a high, heavily
wooded plateau, and on the northern slopes of
the ridge lies Crescent Lake. Unsurprisingly, the
lake is long and curved but, perhaps more sur-
prisingly, local legends claim it is the lair of a
serpentine monster.

The monster is real enough, however. It is a
_ solitary male Lake Serpent some 13 feet long. It
| is quite reclusive, preferring to shelter in the

|

i deeper part of the lake. If it is surprised in the

‘l. shallows, however it attacks.

|‘F'[ Profile: Lake serpent

1K Corporeal: D:1d4, N:2d10, S:4d12+4,

I Q:2d10, v:2d12

i 3 Fightin': brawlin' 4d10, Sneak 5d10, Swimmin'

i 5d10

[ | Mental: C:2d10, K:1d4, M:1d12, Sm:1d8,
Sp:2d4

| Search 4d10

[,‘ Pace: 20

1 Size: 12

Terror: 7

Special Abilities: Armor: 1
Damage: Teeth STR+2d6
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Constrict: Lake serpents can wrap their long
necks around a victim and tighten. This
becomes an opposed Strength roll. Every round
the serpent wins, the victim takes 2d10 in
Wind damage. If the victim wins, he is able to
break free.

Swallow: Lake serpents are capable of swal-
lowing people whole. As with a Maze Dragon,
this requires two raises on an attack roll, and
for every round inside the victim takes 3d6
from stomach bile. The only way out is to cut a
slit by inflicting 20 points of damage with a
shotgun or cutting weapon.

GRAND FaLLs

Fean Leves 3

One of the larger inland towns of central
Newfoundland, Grand Falls occupies the =
Exploits River Valley, the last refuge of the
Beothuk Indians. It is a heavily forested region,
filled with lakes and rivers. Each year, when
autumn came, the Beothuk would return to the
interior of the island and settle on the shores of
the Exploits River and Red Indian Lake to spend
the winter. In late summer and fall, they would
build deer fences on the banks of the Exploits
to capture caribou from the herd as it made its
migration. Now the Bethuk have gone and
white settlers have come to the Exploits Valley,
the vast timber resources and proximity to the

deep-water port of Botwood suggesting it has

great potential as a mill community. As yet,

however, the forests have not been exploited.

The reason for this is simple: fear. The forests

hold many strange secrets that it seems unwilling
to part with. This beautiful valley follows the
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Exploits River, which was the main access to the
sea for Beothuk bands that traveled far into
Notre Dame Bay by canoe to hunt seabirds and
fish. But the native Beothuk always avoided the
deep forests of the valley and considered them
cursed; a place where few animals lived but
where evil spirits thrived (indeed a number of
foul monsters, including werewolves and
wendigo, are found here, and in greater concen-
trations than anywhere else on the island). Yet it

was into this wilderness that the remaining few g

Beothuk retreated; their anguish seeping into the
very rock and further tainting the region.

At times it seems as if the very forest seeks
vengeance for the suffering inflicted upon the
Beothuk. Trees have been known to uproot and
come crashing down upon travelers, even in the
complete absence of wind. Anyone in the path
of a falling tree must make a Hard (9)




" Nimbleness check to avoid being pinned

. beneath it and suffering 3d8 points of damage.
A Other times, generally at night, trees take on

* horrible visages and people see in them mani-
! - festations of their darkest nightmares.
Characters must make an Incredible (11)
Cognition roll to recognize the illusion for what
it is. Those who fail must roll on the Scart Table
and cannot return to the area for at least a
month without a -2 penalty to all guts checks.

At times it seems as if the very forest seeks
vengeance for the suffering inflicted upon the
Beothuk. Trees have been known to uproot and
come crashing down upon travelers, even in the
complete absence of wind. Anyone in the path
of a falling tree must make a Hard (9)
Nimbleness check to avoid being pinned
beneath it and suffering 3d8 points of damage.
Other times, generally at night, trees take on
horrible visages and people see in them mani-
of their darkest nightmares.

festations

! ~ Characters must make an Incredible (11)

’ Cognition roll to recognize the illusion for what

: it is. Those who fail must roll on the Scart Table

1' and cannot return to the area for at least a
[ month without a -2 penalty to all guts checks.

vengeance for the suffering inflicted upon the
Beothuk. Trees have been known to uproot and
come crashing down upon travelers, even in the

j At times it seems as if the very forest seeks

complete absence of wind. Anyone in the path
of a falling tree must make an Agility check at -
2 to avoid being pinned beneath it and suffering
2d8 points of damage. Other times, generally at
night, trees take on horrible visages and people
see in them manifestations of their darkest
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nightmares. Characters must make a Smarts roll §
at -4 to recognize the illusion for what it is.
Those who fail must roll on the Fright Table and
cannot return to the area for at least a month
without a -2 penalty to all Guts checks.

Wrstean NEWrOONDLAND
1. ANtHONY

St. Anthony was originally a seasonal fishing
station for French and Basque fishermen in the
early 1500s. When Jacques Cartier happened
upon it in 1534, he named it “St. Anthony

Haven”. It remained a seasonal habitation for
the next three hundred years, visited each
summer by fishermen exploiting the rich caches
of the White Bay coast.

The first permanent settlement of St. S
Anthony was founded after the Napoleonic
Wars, but it grew only slowly: its population
today stands at just over 100 souls. Of late,
however, the community has seen a modest
increase in size and prosperity. Newfoundland
schooners sailing each summer for Labrador call
at St. Anthony to purchase final supplies before
starting across the Strait of Belle Isle and fully
laden on the return trip in the autumn, the
schooners stop here once again. As you might
imagine, the topic of fishing is not far from any

conversation and the latest dispute over fishing

rights is always a hot topic. There is anger —

against nature, even against the bigger

Newfoundland boats, but especially against the

foreign fishermen who rape the seas with

callous disregard (just as, out west, folks get hot

under the collar over claim jumpers and cattle

rustlers). The anger, though, is never directed




: against visitors. Here, the islanders’ typical hos-
. pitality shines through again and again.

_ If one listens for any time to the tavern banter,
: - it quickly becomes clear the locals reserve a
special vitriol for the French fishermen who
come in droves to nearby waters each summer.
When New France was officially ceded to Britain
in 1764, a provision was left in the peace treaty
allowing the French to fish the rich waters off
Newfoundland. They've been doing so ever
since, much to the disgust of Newfoundlanders.

The locals view them as mercenaries who steal a
sliver of their livelihoods and their futures with
each hold full of cod and squid. While many of
the French fishermen are in truth hardworking
and humble men, no different than the
Newfoundland fishermen themselves; some are
every bit as bad as the saloon stories suggest.

L Anse Aux Meanows

Fran Leves 4

|

1 Not far from St. Anthony, at the tip of the
i Great Northern Peninsula, is the place where,
1 500 years before Columbus set sail, Norse
li[ explorers established a settlement on the New

¥ World. Leif Eriksson’s colony lasted only a few
j years, but signs of the settlement yet remain.
i Locals are ignorant of the true nature of the
site or even the extant of the ruins, but some
relics have been unearthed and it’s clear to even
the uneducated that they’re both old and valu-
able. Folklore and superstition prevent the site
from being further explored, however. Strange
lights and sounds are heard nearby, and people
report angry whispers in a foreign tongue
breathing in their ears as they approach,
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becoming more agitated as they draw nearer. §
Heroes with the Ferner hindrance and Viking
ancestry may be able to discern the ethnic
origin of the ghostly voices, but a translation of
the words is impossible. Some would-be relic
hunters have even disappeared while attempt-
ing to excavate the ruins.

STALLD

Lanse Aux Meadows is indeed haunted by
restless spirits of the Norsemen settlers, but

they’re largely harmless. The cause of the dis-
appearances, however, can be traced to an
ancient guardian, known as a stallo, which jeal-
ously protects the ruins. This creature, initially
invisible, becomes visible if wounded and only
regains its shroud after a new moon has risen. .

This particular stallo wears a Thor’s hammer
amulet, perhaps the most valuable relic remain-
ing from the ancient settlement, and gains the
benefits it offers (see below for details).

Profile: Stallo
Corporeal: D:2d6, N:3d8, S:4d12+6, Q:3d8,
V:2d12+4

Dodge: 4d8, Fightin': fists 4d8

Mental: C:2d6, K:1d4, M:2d4, Sm:1d4, Sp:2d6
Search 3d6, Trackin' 5d4

Pace: 8

Size: 10

Terror: 7

Special Abilities: Armor: The Stallo's turf hide
provides -4 light armor

Damage: Hardened fists STR+2d8

Invisible: If the stallo suffers any damage, it
loses its invisibility until the next full moon.




o

Tuon’s Hammen AmoLgr

A fairly standard item among Norse men, the
purpose and symbolism of these amulets is akin
to that of the crucifix worn by Catholics — a
focus for prayers and a comforting presence of
their deity close to the heart. They could be
crafted from bronze, copper, or more often,
silver. In the case of the particular relic remain-
ing at Lanse Aux Meadows, the amulet is silver
and contains the essence of its wearer and of
the northern lands from which the Viking set-
tlers originally hailed.

Power: Anyone wearing the amulet is immune
to frostbite and damage from the cold, though
not other ill effects relating to such inclement
weather (snow blindness, wind, etc). In addi-
tion, when the wearer strikes an opponent with
either a melee or unarmed attack the victim is
overpowered by a freezing chill, and must
make a Hard (9) Vigor roll or Pace and all
Corporeal abilities are halved.

Taint: The wearer has Pace and all Corporeal
abilities halved in any temperature above 25
degrees Celsius as he or she becomes weak and
tired. Damage from heat-based attacks and
effects is doubled.

[cEnEnG ALLEY

The waters around St. Anthony are renowned
for the presence of icebergs. Most of the ice-
bergs that reach the North Atlantic come from
the glaciers of Greenland. The southerly flow of
the Labrador Current pushes the icebergs
further to Newfoundland. This current allows
some to reach as far south as the Grand Banks,
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off the south coast of Newfoundland, a journey g
that can take as long as 2 or 3 years. On average
in excess of 1000 icebergs pass Belle Isle each
year and nearly half of these (400-800) will
reach as far south as St. John’s.

The icebergs that drift down the coast can
vary greatly in size. Some are smaller chunks of
ice that break off from larger icebergs. These
can still be very dangerous to shipping because
they are often low on the water, hidden by
choppy seas. Along coastal Labrador and
Newfoundland, huge icebergs
observed, some a staggering height of 150-200
feet tall, 75-100 feet long, and 50-75 feet wide.
It’s a spectacular sight.

PERIL 0N THE SEA

As islanders, the people of Newfoundland
have a close affinity to the sea. The relationship :
is as tempestuous as the sudden storms that
brew in the Atlantic and break relentlessly on
the island, as the waves are a cruel mistress. But
there are more than natural dangers threaten-

are often

ing the mariners who sail the waters around
Newfoundland.

ELisaner Faucnann

Most of the horror stories about the French
fishing vessels and the brutal exploits of their
captains are nothing more than the tall tales of
simple fishing folk. In the case of Elisabet
Fauchard, however, they are nowhere near hor-
rific enough.

Elisabet Fauchard gives her countrymen and
occupation a bad name. Her ship, a modern




'_ mixed side-wheeler-schooner called the Siren,

. plies the coasts of Newfoundland alongside
: dozens of others from her native France, but
only occasionally does it engage in legitimate
fishing. More regularly, the Siren’s holds are full
of stock pillaged from fishing vessels that her
crew have boarded and overpowered. They gen-
erally target those of native Newfoundlanders, if

."‘

for no reason other than to avoid criminal
charges back home.

However, all of this is but a cover for
Fauchard’s  true  calling:
Newfoundland’s isolated location, the defense-
less nature of the villages strung out along its
coasts, and its relative unimportance make it a
perfect target for slavers. Indeed, Fauchard’s
ancestors have been making captives of
Newfoundlanders for many generations for sale
in various Middle-Eastern markets, originally tar-
geting the Beothuk, and in their absence now
taking white settlers instead. Profit is only half

slave-trading.

| ~ her motivation, however. Fauchard takes per-
10 verse pleasure in the screams of her cargo
chained below in sweaty, cramped, rat-infested

1' holds. Those who perish are harvested for parts
J[ with which to create her crew of animates, or are
raised from the dead and sold as zombie slaves.

Profile: Elisabet Fauchard

Corporeal: D 2d10, N: 2d8, S: 2d8, Q: 3d6, V:
2d6

Climbin' 2d10, Fightin': brawlin' 4d6, cat-o-
nine-tails 4d6, Shootin': pistol 6d12, Sneak
3d6

Mental: C: 4d10, K: 2d6, M: 3d10, Sm: 2d6,
Sp: 3d10

Artillery 3d10, Guts 3d10, Overawe 3d10,
Search 4d10.
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Pace: 8
Size: 6
Wind: 16

Special Abilities:

Cracking the Cat-O-Nine-Tails: While using a
cat-o-nine-tails in combat, Elisabet can
attempt to intimidate opponents. On a success-
ful strike she adds the inflicted damage to her
Overawe skill. If she succeeds with an Overawe
check, the victim either flees in fright or cowers
in fear.

Profile: Fauchard's Undead Crew

Corporeal: D:2d4, N:3d6, S:6d12+6, Q:3d6,
V:4d12+8

Climbin' 4d6, Fightin': brawlin' 5d6, Sneak 6d6
Mental: C:2d8, K:1d6, M:1d8, Sm:2d8, Sp:3d8
Survival: mountains, arctic 5d6, Trackin' 5d6
Pace: 6

Size: 8

Wind: 28

Terror: 7

Special Abilities:

Berserk: If the crewman is wounded in a fight,
he automatically goes berserk. He gets two
Fightin': brawlin' attacks each round, but no
defensive bonus for his own fightin' levels. He
also gains a bonus of +1d4 to his damage
rolls.

Undead: Focus - Elisabet Fauchard. As its
creator, Fauchard continues to give the
crewman life. If she should die, the crewman
dies as well.

Weakness - Fire: Fire does no extra damage to
the crewman, but he is terrified of it and seeks
to escape from flames at any cost. If there is no
avenue of escape for him, the crewman goes
berserk instead.




As bad as Elisabet Fauchard is, she doesn’t

| hold a thing on the pirate George Lowther. This

|

i surly cuss has been literally haunting the waters
1 around St. Anthony since before Fauchard was a
‘-,_[. glimmer in her father’s eye, or he in his old
_h: ' man’s. The story of Lowther and the rumors of
: sitings of his ghostly ship are told and retold in
the pubs and saloons of the fishing villages and
towns around Newfoundland’s rugged, ragged
coastline. The superstitious sailors who make
their living in these waters know his story by
heart, and particularly delight in recounting it

to visitors about to undertake long sea voyages!

In the 17th and 18th centuries, war was the
great prelude to piracy. Since the cost of main-
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taining a navy was prohibitive, governments
had a habit of licensing privateers to prey on
enemy commerce as soon as war was declared.
It proved far easier to unleash the hounds than
to call them in again, however. With the
coming of peace, these privateers had no legal
employment, so between wars the seas
swarmed with pirates.

From 1704 to 1713, one hundred privateers
flying the Cross of St. George were licensed by
Queen Anne of England to prey upon her French
enemies. After the signing of the Treaty of
Utrecht cut off the easy flow of wealth, dozens
of privateers went rogue and thus was born the
“Golden Age of Piracy”.

Among the pirates to ply the Eastern
seaboard of North America during these years
was George Lowther, a cutthroat who took a =
number of fishing and trading vessels as
prizes, almost all along the coast of
Newfoundland in a career that spanned the
early 1720s. In 1723, Lowther sailed to the
West Indies and put his ship on careenage
there. With her guns dismounted and the ship
hove down for cleaning, the pirates had the
misfortune to be caught by the South Sea
Company’s armed merchant vessel Eagle. Most
of his crew were taken prisoner and con-
demned to lifelong slavery in the galleys or on
the West Indian plantations, but Lowther and
three others managed to slip away. A few days

later, however, the pirate captain was found
dead with half of his face shot off and a pistol
beside him. The gun was said to have misfired
and exploded, his death a mere accident.
Others say he deliberately shot himself.

i

Jq :




~ The truth is that George Lowther was killed

. by his fellow pirates, men who were anxious to
h recover the cache of treasure that was secreted
along the Newfoundland coast but less willing
to part with a captain’s share. After killing their
erstwhile skipper, these cutthroats were never
seen or heard of again, and it is rumored they

."‘

never collected their treasure; that it is still

waiting to be claimed in one of the countless
around the coast of northern
Newfoundland.

coves
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: K .rr; Their treachery served, however, as a tie that
11} bound Lowther’s spirit to this mortal plane. For
two and a half centuries, the spectral pirate
captain has emerged from fog banks along
Newfoundland’s shores to chase down
schooners. He commands a listing and weath-
ered vessel that navigates of its own accord, its
decks void of any life: Lowther no longer trusts
crew to man his vessel, even the undead variety.
As far as motives for Lowther’s activities go, one
| « can only speculate. Some say he is merely con-
10 tinuing a career cut prematurely short through

treachery, while others believe he is searching
1' for his booty, or for those who had betrayed
J[ him, unaware that they have long since passed

away.

Profile: George Lowther:

Corporeal: D: 3d10, N:3d10, S$:3d12, Q: 3d10,
V:4d8

Climbin' 2d10, Fightin': brawlin, club, knife
3d8, Shootin': pistol 3d8

Mental: C:2d8, K:1d6, M:3d6, Sm:1d6, Sp:2d8
Area Knowledge: Newfoundland 3d6, Overawe
3d6, Search 3d8,

Pace: 8

Sizeat
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Terror: 9

Special Abilities:

Insubstantial: George Lowther is not human,
and is not contained by flesh, so most attacks
pass right through without harming him. All
physical attacks do half damage.

Horrific Appearance: Viewing the spectral
pirate leaves most people irreparably
damaged. The victim must make a Hard (9)
Vigor roll or suffer 1 die loss to both Strength
and Vigor

Disfiguring Shot: The ghost's pistol causes hor-
rible facial wounds that leave victims perma-
nently disfigured by 1 die loss of Mien. This
damage is permanent and cannot be healed by
surgery unless the character makes an
Incredible (11) Vigor roll.

Undead: Focus - Face. Damage inflicted to "
Lowther's face from gunfire is doubled, and = .
permanently destroying the ghost requires the
killing shot be in this location.

Wrataen

The exposed island seems to attract weather
of all descriptions and in abundance. Any posse
heading out into the great outdoors had better
be well prepared, particularly in the winter
when conditions become murderous.

Tae Goun

Winter temperatures in Newfoundland can
vary immensely, as a result of the island’s
stormy maritime climate. There is also a notice-
able difference between inland and coastal tem-
peratures. In the interior of The Rock, winter

temperatures average between -6°C and -10°C,
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whereas on the southeast coast the winter
. average is between -2°C and -4°C.

Foe

Newfoundland’s coastal waters, particularly
around the Avalon Peninsula and over the Grand

Banks, are among the foggiest in the world.
These fogs develop when the warmer air from
the south meets the cold, sometimes ice-infest-
ed, waters of the Labrador Current. Surprisingly,
these thick fogs sometimes descend despite very
strong winds. Normally, winds disperse fog, but
in Newfoundland, the fog is frequently so dense
and widespread that the winds have little clear-
ing effect. Needless to say, the sudden impene-
trable mists can be very hazardous for shipping.

SToRMS

Newfoundland has the strongest winds of any

province of the Dominion and the biting gales
7 can lower the apparent temperature by several
degrees.

|
|
1- Low cloud, heavy rain and snow, and strong
[ winds over The Rock are evidence of the
| | number of storms that pass over and near the
j island. In fact, Newfoundland is one of the
i stormiest parts of the continent, with some of
the most variable weather anywhere. In 1775,
the island was struck by a hurricane, costing the
lives of some 4000 sailors, most thought
drowned in the almighty storm. Newfoundland
fisherman who have been at sea in very bad
weather claim that the voices of the dead can be
heard above the howling gales calling them to
the death in the icy depths.
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Sitven Taaws

Freezing rainstorms are a major hazard in
many parts of Canada, but they are more fre-
quent in Newfoundland, where they are known
as silver thaws. Any person or object left
exposed to a silver thaw suffers from tempera-
tures well below freezing after only one minute
of exposure. Any soft material is frozen solid.
Heroes should make Hard (9) Vigor checks to
avoid minor frostbite. If the hero remains
exposed for more than 30 minutes, he or she
suffers 1d4 points of damage and an additional
1d4 for each 30 minutes thereafter.

AND OF COURSE, THE SNOW

Snow comes to Newfoundland in great bliz-
zards and drifts, causing disruption to those =

traveling around the island. Snowfall can reach
up to 9 feet annually and though the snow itself
is relatively easy to endure, its effects can be
deadly. Avalanche, snow blindness and frostbite
can be as deadly as the cold. Thick snow also
hampers or prevents movement, and the unpre-
pared can find starvation a very real danger in a
blizzard or snowdrift.

Tug Brotuy

For thousands of years, save for a brief spell
when the Norse established a precarious settle-

ment on the island, the Beothuk Indians were the
only inhabitants of Newfoundland. Seasonal fish-
ermen had been visiting the shores regularly
since the 1500s, but it wasn’t until the mid-17th
century that any serious attempts at establishing

a European colony there were made. For the



. natives, the effects were immediate and pro-
. nounced. Thousands were killed or sold into
b slavery, many more were exterminated by
* European disease, and as villages appeared along
: - the coasts the Indians were deprived of access to
the vital resources of the sea. Around the dawn
of the 19th century, the few remaining Beothuk
had been forced to seek refuge in the Exploits
River valley of central Newfoundland. There was

simply not enough game in the region for them
to survive long, and starvation eliminated the
last numbers. Within two centuries of English
settlement, the Beothuk were extinct.

Tug Last or e Brotauy

One of the last living Beothuk was a woman
named Demasduit. She was captured in 1819,
being too weak to flee after having just birthed
a baby. When her husband was shot dead while
attempting a rescue, it is said that “his eyes
flashed fire and he uttered a yell that made the
" very woods echo”. Demasduit was brought to

|

1 St. John’s, she was given the anglicized name
| 1 Mary March and did much to change the English
1' attitude towards the Indians; public sympathy
’.[ forced the government to make attempts, vain
:. and late as they may have been, to aid the
j Beothuk. Demasduit died of consumption in
i 1820 aboard HMS Grasshopper as she was

being returned to her people.

In a sense however, Demasduit has been
reunited with her people. She and the remnants
of her tribe, all long dead, occasionally rise and
wander the forests around Grand Falls.
Demasduit as a wistful soul, sad and forlorn
ghost; the decaying corpses of her people as

Ternitony Guiot - Newrounoiano: Rock oF Agts

& iid

vengeful and murderous ghouls. A few desper- '
ate Beothuk did in fact escape annihilation by
escaping to Labrador and joining with the
Montanais, a people closely related by lan-
guage. The descendants of these survivors occa-
sionally return to the area to pay tribute to their
fallen brethren and plot revenge against the
white man.

Demasomr’s Grost

The specter of Demasduit can take on two
shapes. The first is as she looked in life, a beauti-
ful Indian maiden saddened by her loss, while in
the second she appears as a faintly glowing
sphere of blue light, easily mistaken for a lantern

from a distance. In either case, she often lures
travelers into deadly peril, though whether she
does this on purpose or perhaps inadvertently is =~
unknown. She is a corporeal manifestation and
may interact with physical world, but can fade
away instantly, as would a ghost.

Profile: Demasduit

Corporeal: D: 3d6, N: 3d10, S: 2d6, Q: 3d8, V:
2d10

Dodge 4d10, Fightin': brawlin 3d10, Sneak
4d10

Mental: C: 2d8, K: 1d6, M: 2d10, Sm: 1d8, SP:
2d8

Overawe 5d10, Search 4d10

Pace: 15

Size6

Terror: 5

Special Abilities:

Corrupting Touch: Demasduit's touch causes
1d6 damage to the guts.

Innocuous Veil: She can disguise dangers so
that they appear completely harmless. A char-
acter must make an Incredible (11) Cognition




roll to see through the illusion before falling
victim to the danger. After taking damage, the
Cognition roll drops to Onerous (7).

Natural Invisibility: Demasduit can turn invisi-
ble at will.

Undead Focus: The only way to allow her to
rest permanently is to bury her remains along-
side that of her husband and baby. This is an
extremely difficult task, as their graves are
unmarked and unknown. Most Anglos know
her by the name Mary March; if someone
where to greet her by her Beothuk name she
would take them for friends and would not
harm them.

Profile: Vengeful Beothuk

Corporeal: D:2d6, N:2d8, S:3d8, Q:2d10,
V:2d8

Climbin' 1d8, Dodge 2d8, Fightin': brawlin'
3d8, Sneak 3d8, Swimmin' 1d8

Mental: C:2d10, K:1d6, M:1d6, Sm:1d6,
Sp:1d4

Overawe 5d6

Pace: 8

Size: 6

Wind: 12

Terror: 9

Special Abilities:

Damage: Bite STR

Fearless

Undead: An undead Indian's focus is his head
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Rock or Aces

This adventure leads the posse into the barren
and dangerous interior of the island, helping an
innocent man in search of a missing person.

Tue Stony So Fan

The heroes find themselves caught up in the
plight of a half-Cree, named Jean Deschamps.
The unfortunate fellow has journeyed across
the Great Weird North looking for his brother
Didier. He is being pursued across the country
by a Mounty, who has been tricked into stop-
ping him from completing his quest, and he is
beset by apparently random attacks as he gets
closer to his goal. Your posse finds him in St.
Anthony, beaten and bleeding in an alley, so

you're going to have to tug on their heart-

strings, Marshal, to get them involved. Here’s
the low-down on what’s really happening.

The reason so much effort is being taken to
avoid questions being asked about the disap-
pearance of Didier is that the French wanderer
discovered something of great importance to
the Dominion of Canada and the powers that be
are not ready for the world to know. Jean’s
brother was part of a small expedition exploring
central Newfoundland. They stumbled across a
find far of more significance than they expected
of much greater political import: they discov-
ered ghost-rock!

Of course, the prospector’s were delighted.
The find made them instantly rich and they reg-
istered their claim immediately. For the
Dominion of Canada, the find was big news too,
as it raised the possibility of developing ghost-




rock fueled weaponry. At last, the Dominion
. could attain some degree of military might of its
\ own, and defend the territories from invasion.

¢ - However, it is vital that the discovery be kept
quiet and the veins mined out without the outside
world becoming aware. The exuberant miners

were paid-off, but were kept in seclusion at the
mining facility to prevent them from spreading the
news. The mining operation was entrusted to the
ruthless and ambitious Daniel Carson with strict
instructions from Prime Minister MacDonald
himself to keep the facility and its work secret.

Tug Ser Op

As the adventure opens, the posse is in
Newfoundland already, in St Anthony enjoying
the town’s (somewhat sparse) hospitality. If the
posse has not yet visited the Great Weird North,
18 you'd better get them there quick, Marshal!

Perhaps one of the heroes receives a letter from
! “ one of the three prospector friends excitedly
R telling them that he has made a big discovery
1 ' and asking them to hurry north to share his good

' fortune. This blatant set-up should have them on
[ the trail, and the journey to Newfoundland can

1 8 be a string of adventures in itself (though it is
j beyond the scope of this book).

Assautr v St Antony

However the heroes come to be in St
Anthony, they find themselves witness to a
savage beating as they leave a rowdy saloon
after their first night in the town. As the posse
leaves the saloon bar of St Anthony’s liveliest
drinking establishment and stumble into the
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crisp cold night, a cry from the side of the build- §
ing alerts them to trouble.

In the gloom cast by the shadow of the big
timber frame of the stables next door, several
men stand over a huddled figure sprawled in
the dirt. The group kicks and curses the prone
figure, who curls into a ball and covers his head
in a vain attempt to protect himself from harm.

It is clear from the vile language of his attack-
ers that the man’s offense is being born a Metis,
a half-breed (though the ruffians have far more

colorful terms for it than that).

Carson hired these thugs to attack the Metis
when he arrived in St. Anthony. The thugs are
cowardly, however and high-tail it at the first
sign they might get hurt. ’

Profile: Hired Ruffians (4)

Corporeal: D:2d6, N:2d6, Q:4d8, S:2d8, V:3d6
Fightin': brawlin' 3d6, Ridin': horse 3d6,
Shootin': pistol 3d6

Mental: C:2d8, K:2d6, M:2d6, Sm:3d6, Sp:1d6
Overawe 2d6, Search 2d8,

Pace: 6

Size: 6

Wind: 6

Gear: Army pistols, 25 rounds and $15 in
assorted currency.

If the heroes capture one of the thugs, he can

be persuaded to describe Brian Nilsen, Carson’s
gigantic bodyguard, who provided Jean’s
description and paid them handsomely. They

were to ensure that the victim left the island at
once. If he left in a pine box, they were assured,
there would be no investigation!




."‘

There is a chance that the posse may get the

1 feeling they are being watched or detect a

shadowy presence watching them throughout
this incident. However, they are unable to deter-
mine who... or what... was lurking in the dark-
ness.

Assuming the heroes are heroes and stepped
in on the poor man’s side, he is grateful and
explains that he has crossed miles of frozen
terrain in search of his brother, but has found
the welcome in Newfoundland colder still.

Tug Menis’ Taie

The injured individual is suffering from his
ordeal and is very grateful for the intervention
of the posse. If the heroes help the man to a
place of safety (such as their lodgings), he
accepts their kindness graciously and explains
what has brought him to The Rock as his
wounds are dressed.

“My name is Jean Deschamps. I am the
son of a French mother and Cree father
and | have traveled across the frozen
wastes in search of my brother, Didier.
Though Didier’s father was French and a
white man, there is no animosity between
us; indeed, we are very close and despite
the different lives we lead. Didier has
always written to me with news of his
wanderings. When the letters from Didier
stopped arriving, I set out to look for him
in Newfoundland, the last place I knew
Didier to be.”

His long trek has been very eventful. He has
been the victim of several apparently racially
motivated attacks, and he has seen a great deal

Teanirony Going - Newrounoiann: Rock of Acis

vllad | L

of the Weird North (making him and ideal source §

of information about the Winterline,
Helstromme’s railroad or the strange monsters
that roam the icy wastes). Finally, he crossed the
Straits and has arrived in the town of St Anthony,

only to be set upon yet again by racist thugs.

Among the Cree of the north, Jean was
known as the White Bison, for his pale skin, but
his features betray his father’s heritage. With
part-Indian blood, Jean was more at home in the
northern wilderness away from the prejudices
of the city folk, and any bitterness he feels at
the treatment of the Metis is directed at these
white folk rather than at his beloved brother.

If the any of posse thinks to ask him about
the letters his brother sent him, Jean carries
them with him everywhere. The last of the
letters describes an amazing discovery and
hints that the brothers are to be rich beyond
their wildest dreams.

My Dear Brother,

I hope this letter finds you well, I think
this is the year for us. You have made a
steady income from the fur-trapping
venture you described to me and now I too
have had some good fortune. Remember
that pair of adventurers | met in Fresno
last year? Well, we have been touring the
north, looking for deposits of minerals to
exploit. Until recently, we had not been
too successful, finding nothing but frost-
bite in this godforsaken wilderness. |
don’t know, Jean, how you call the north
home!

Anyway, a couple of weeks back we found




."‘

the mother lode, brother and let me tell
you, we are in the money! I can’t say too
much, we have to keep this lucky find
secret. Once I am set up in Grand Falls, |
will write you again and tell you more.
You’ll have to saddle up and get over here
— we’re going to live like kings! I have to
go now, Clara (she’s the maid here before
you get too excited!) is getting ready to
go back to town and she always takes my
mail.

I'll write again as soon as we get the
money that’s coming our way. I'll need
some help counting it! Then maybe we can
start that business, like we always
planned. I'll see you soon,

Your loving brother

Didier

Jean resolves to visit Grand Falls as soon as he
is well-enough rested and thanks the heroes for
the kindness they have shown him. If they do
not offer to escort him, he does not suggest it,
but shuffles back to his lodgings, limping
painfully. Within a couple of days, he is attacked
again and his belongings are destroyed in a sus-
picious fire in his room. With nowhere to stay
and nobody else to turn to, he returns to the
posse for help. If the heroes are still reluctant to
offer their services, Jean suggests that they
accompany him to protect him from further
harm. He is prepared to offer $100 to the posse
to simply escort him to Grand Falls, $50 up front
and $50 upon arrival. If he cannot find his
brother, he will pay an additional $500 to locate
Didier. He is confident that Didier will add to
this amount if he is in trouble.
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Profile: Jean Deschamps

Corporeal: D:2d8, N:4d10, Q:3d6, S:2d6,
V:3d10

Climbin' 3d10, Fightin': brawlin' knife 2d10,
Ridin': horse 3d6, Shootin': rifle 2d8, Sneak
3d10, Swimmin' 1d10

Mental: C:4d12, K:3d6, M:2d6, Sm:2d6,
Sp:3d8

Area Knowledge: Manitoba 2d6, Guts 2d8,
Language: French 2d6, Language: Indian sign
1d6, Search 2d12, Survival: wilderness 3d6,
Trackin' 4d12

Pace: 6

Size: 6

Wind: 6

Gear: Remington '71 Rifle, box of ammo and
$55 in assorted currency.

Tue Moowty Argives

What Jean doesn’t know is that the trouble he
has encountered on the way here has not been
random, and the violence he experienced in St
Anthony was not a isolated attack. Someone
does not want him investigating the disappear-
ance of his brother; a powerful someone who
will stop at nothing.

In an effort to ensure that he doesn’t dig too
deeply into the affair, Jean has been falsely
linked with a string of brutal and bloodthirsty
crimes committed across the north, and the
“witnesses” all describe the Metis with remark-
able accuracy. Unbeknown to Jean, he has been
tracked on his journey by a Mounty, determined
to get his man and bring the fearsome felon to
justice. The Mounty, an upright and fearless
officer of the law named Henri Blaque, is
unaware that his quarry is being set-up and
tracks him doggedly.




In the days after the attack, a tall man

- wearing the garb of a sergeant of the North

A West Mounted Police visits the posse. Henri
" Blaque introduces himself and speaks in an

! - abrupt, but not rude manner. He matter-of-
factly advises the posse that the man they
helped is a wanted criminal and he instructs

them to recount to him everything Jean told
them. He expects the heroes to respect the
authority of his position and cooperate fully. He
is aware of the circumstances of the attack, as
he watched from the shadows and saw the
posse intervene, so the Mounty knows if
anyone tries to lie about their involvement.

If the posse cooperates, Blaque is satisfied
and instructs them that they should not have
any further dealings with the criminal as their
lives are in danger. If the Heroes press for
further information about what Jean has done
Ly wrong, Blaque treats them to a catalogue of
; brutal slayings across the Dominion. Any hero
~ speaking out for the Metis or suggesting that he

|

;i is not capable of such vile deeds is viewed sus-
: piciously by Blaque, but he remains calm. He

1' demands that, if the posse is to see the felon

[ again, they turn him over so that he may be

¥ brought to justice.

This first meeting with Blaque should be a
relatively friendly affair, but if the heroes are
unimpressed with the Mounty’s stern words
and menacing demeanor, or if they insult him,
things could get very tense.

Bounty

Award 1 White Chip to heroes who chase off
the ruffians and intervene on Jean's behalf.
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JOURNEY INTO THE C0LD

Setting out for the area described in the
letters, the posse must cross some of
Newfoundland’s harshest countryside and
encounter the strange things that lurk in the
wild. The prospectors discovered the ghost-
rock seam in the hills near Grand Falls and the
journey there is an arduous one.

Finding food on this leg of the expedition
proves not to be a problem as the rivers teem with
trout and game is abundant. Even if the heroes
have limited survival skills, Jean is an excellent
tracker and trapper and can provide for all the

posse’s needs. The real danger the posse faces is
exposure to the cold as the temperature in the
interior regularly drops below freezing. As an
experienced outdoorsman, Jean can advise heroes =
as to what they may need to take on the journey.
The first stage of the trek is a 280-mile overland
trip to Deer Lake. The posse must travel down the
west coast to the weird and breathtaking geology
of Gros Morne Mountain and the nearby
Tablelands plateau (Fear Level 4). From here, the
posse must turn inland and continue to Deer Lake,
a logging community first settled in the 1860s.

Replenishing their supplies and gear in the
small settlement of Deer Lake, the posse finds
that most common gear is available. All gear
bought here is substandard (though they must
pay full price for each item). Fully refreshed, the
posse can set off on the second leg of their
journey to Grand Falls. This is a shorter trip,
being only some 130 miles but takes the posse
through the heart of what was once Beothuk
land as they enter the Exploits River Valley.




Of course, the ghosts of the Beothuk warriors

. haunt the forests in the valley (see page 15) so

A the journey is fraught with peril for the posse

and their Metis companion. Each hour of day-

light, roll 1d6. On a roll of 6, the posse meets a

- Vengeful Beothuk. On a 1, they encounter the

ghost of Demasduit in one of her guises. Once

night falls, the abominations come in groups of

1d10 and Demasduit is accompanied by 1d10
Vengeful Beothuk.

Braaue’s Back

r --'I"llr As they fight the Beothuk ghosts, things
14 could look pretty grim for the posse. When
times are at their darkest, the Mounty, Blaque
arrives on the scene. He has been resolutely fol-
lowing the posse in the hope of discovering
what crime they are planning with the villain he
tracks. He helps the posse fight off the ghosts
and the spirits dissipate soon after he arrives.

Then he turns his gun on the heroes and
demands that they deliver the Metis to his
i "+ custody so he can stand trial for his crimes. The
} situation is very tense and the heroes must
| choose between the Law and their own judg-
1, ment.

[ ; Smooth-talkin’ heroes may be able to change
r the Mounty's mind, but the evidence needs to
j be substantial. Vague suspicions about a
i] missing brother do little to impress Blaque.

Some concrete evidence about the facility or
the involvement of Daniel Carson may be suffi-
cient to pique his interest. Heroes making an
Incredible (11) Persuasion roll have given Blaque
pause for thought. The best the posse can hope
for is to convince the lawman to accompany
them to the place Didier is thought to have van-
ished. If the hero gets two or more raises on
this roll, he has convinced Blaque that some-
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thing sinister is afoot and the lawman is treated §
as part of the posse (though still under your
control, Marshal) for the rest of the adventure.

Of course, the heroes may be a little less
diplomatic and things could turn sour. If he feels
there is no other way to get his man, the
Mounty is prepared to attack the posse for
aiding and abetting a law-breaker.

Profile: Henri Blaque

Corporeal: D:2d10, N:3d8, Q:3d10, S:3d6,
V:3d6

Climbin' 1d8, Dodge 2d8, Fightin': brawlin',

club 4d8, Horse ridin' 3d8, Shootin': rifle, pistol

5d10, Sneak 2d8

Mental: C:3d8, K:2d8, M:3d8, Sm:2d8, Sp:2d8

Area knowledge: Labrador 4d8, Bluff 2dS,

Guts 3d8, Leadership 4d8, Overawe 4d8,
Persuasion 5d8, Professional: Law 3d8,
Scrutinize 3d8, Search 3d8, Streetwise 3d8 #
Survival 2d8, Trackin' 2d8

Pace: 8

Size: 6

Wind: 14

Edges: Levelheaded 5, Purty 1, "The Voice"
Soothing 1

Hindrances: Curious -3, Heroic -3, Law o' the
West -3, Obligation: Moderate -3

Gear: Double action Colt Peacemaker,

Finning e Mivivg Canp

Out in the forests of the Exploits River
Valley, in a man-made clearing at the foot of a
small hill, stands the mining camp. Arriving in
Grand Falls, the posse must try to discover its
whereabouts. Jean is met with hostile gazes
but if the Mounty is present with the posse,
there are no unpleasant scenes. Every 1d6
hours spent asking around Grand Falls allows
each hero attempting to discover some infor-




mation to make an Incredible (11) Streetwise
. roll. Success indicates that the hero has
A learned from one of Clara's confidantes that
Clara, who used to work out of town, has gone
| ~ missing. A further Hard (9) Streetwise roll or an
~ Incredible (11) Persuasion roll can convince the
confidante to divulge the location of the camp.
She is reluctant to do so as Clara had
impressed upon her that the location was very
secret and her life may depend on that secret
being kept!

Journeying out into the haunted forests of
the Exploits Valley once again, the heroes arrive
at the mining facility. The camp is small and sur-
rounded by a simple barbed wire fence, outside
of which is an area of cleared ground dotted
with tree stumps. This provides good visibility
of anyone approaching the camp for the two
guards from Fauchard’s animate crew (see page
11), who patrol the grounds at all times. The
third remains at the bottom of the mineshaft to
oversee the excavation of the precious minerals.

If he is still with the posse, Blaque insists (as
| a Mounty through and through) on going to talk
[ | to Carson immediately, “To sort this nonsense
iR out”. If the heroes are alone or manage to con-

vince him of a more subtle approach, they may
1' be able to take the occupants of the camp com-
[ pletely by surprise.
j: : Bouny

Award 1 White Chip for each Vengeful Beothuk
dispatched.

Award 1 Red Chip to any hero successfully per-
suading Blaque to assist the posse.

Award 1 Blue Chip to the hero discovering the
location of the mining camp.

Tug Faciiry

The ambitious Carson, determined not to
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miss this opportunity to impress, took the :
Prime Minister at his word. In order to keep the
mining operation as secret as possible, he
decided to rely on captive workers. He struck a
deal with the wicked slaver, Elisabet Fauchard,
and she assured him that she would be able to
meet his labor requirements. As ruthless as he
is, even Carson did not expect what Fauchard
supplied.

The shuffling pathetic creatures Fauchard
delivered were undead slaves, the poor unfortu-
nates she had captured, but who had died in the
confines of her hold. She has left three of her
undead crew to guard the camp and make sure
that the three miners who found the ghost-rock
could not escape.

Naturally, Didier and his comrades were not so
delighted at this turn of events and he continued
to write to his brother, informing him of the situ- =
ation and smuggling the letters out (or so he
thought) with Clara, the friendly maid who kept
his cabin clean. Clara was in Carson’s pay
however and took the letters straight to him.
Eventually Carson decided that the miners were
too great a threat to the security of his facility to
remain at liberty. The three miners were put to
work in the mines and their massive rewards
(which they had not had a chance to spend) taken
from them. Carson, in addition to being
supremely ambitious, is greedy and the facility is
his route to both power and riches. The rewards
paid by the Dominion to the miners are now
securely stashed in Carson’s safe.

Fauchard’s “labor” is cheap, though the slaver

herself demands half of the money allocated to
the facility. Carson keeps the rest and doctors
the accounts to show numerous salaried miners
and clerical workers. In fact, the staff of the
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'_ facility numbers only five: Clara the maid, Ho
. Shan the chef, Carson and his two bodyguards,

Brian Nilsen and Ned Burrows. Fauchard sails up
the Exploits river from Notre Dame Bay once
per month, arriving at the mining camp accom-
panied by her ghastly crew (see page 11), to
collect her money. The only person routinely to
leave the camp is Clara, and recently the para-
noid Carson prevented that too. Otherwise, the
facility runs smoothly, excavating tons of ghost-
rock each month while Carson accumulates vast
personal wealth.

Booveuanns’ Capiwg

These simple log cabins contain a bed, a
desk and chair, and a trunk. The two body-
guards, Nilsen and Burrows are usually found
sitting in one or the other of the cabins when
not running errands for Carson. The pair spend
their days playing cards and drinking. They
have found that chronic alcohol abuse is the
best way to deal with the horrors they have
seen in the mines, and are usually mean drunk
or sleeping!

Profile: Carson's Bodyguards (2)

Corporeal: D:3d10, N:2d12, Q:3d6, S:3d10,
V:4d6

Climbin' 1d12, Dodge 2d12, Fightin":
brawlin', club 4d12, Shootin" rifle, pistol
3d10, Sneak 1d12

Mental: C:2d6, K:2d6, M:2d8, Sm:2d8,
Sp:2d6

Area knowledge: Newfoundland 2d6,
Overawe 2d8, Scrutinize 1d6, Search 1d6,
Survival: wilderness 3d8

Pace: 8

Size: 6

Wind: 14

Edges: Sand 3, Tough as nails 1
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Hindrances: Bloodthirsty -2, Curious -3
Gear: Colt Frontier Pistol, 30 rounds,
Winchester '76, 30 rounds, knife, whisky
and $15 in assorted currency.

Canson's Capin

Daniel Carson never leaves the facility for fear
of a breach in his security. He is fanatical about
the task entrusted to him (not least because of
the incredible wealth he is scamming from the
Dominion’s coffers), but has become increasing-
ly paranoid that his fraud and the facility may be
discovered.

His large log cabin is luxury itself as he has
decorated it in the most opulent manner. Silks
and satins adorn every surface, expensive art
decorates the walls, and the furniture is all =
antique. One of the most expensive items in the
whole cabin is the giant safe that occupies the
area beside his ornately carved desk. Cracking
the safe requires an Incredible (11) Lockpickin'
roll, but inside is $300,000 in cash and fifteen
bars of gold!

Profile: Daniel Carson

Corporeal: D:2d6, N:2d6, Q:4d8, S:2d8, V:3d6
Ridin': horse 1d6, Shootin': pistol 1d6

Mental: C:2d8, K:2d6, M:2d6, Sm:3d6, Sp:1d6
Bluff 3d6, Overawe 2d6, Persuasion 5d6,
Search 1d8,

Pace: 6

Size: 6

Wind: 12

Gear: Derringer (.44)

Kircten/ CHer's capiy ,

One half of this long log cabin houses the Jq :
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1 = The road to Grand Falls
2 - Bodyguard’s Cabins
3 - Carzon's Cabin

& - Kitchen/Chef s Cabin

o)
MINE FACILTY _‘Q - O.

5 - Stables . s
6 - Prospector’s Cabins :
FiE Hl_l-l,:k].' CHIT

camp’s chef, Ho Shan. In the other half, he pre-
J pares the meals for those inhabitants of the facil-
‘ ity who still require food! Ho is one of Carson’s
li family servants and is fanatically loyal to the
ambitious young man he watched grow up.
Around the kitchen are the usual cooking uten-
sils including an array of wickedly sharp cleavers
with which Ho Shan is extremely proficient!

STABLES

Carson’s stables contain four high-quality
horses and four, less well-bred mules. There is
tack and food for all the beasts and a fair-sized

wagon stands unhitched outside the stables.
The mine has been so productive that half the
stable has been given over to storage of the
ghost-rock awaiting the next government
wagon train.

Prospecton’s Capng

These two cabins were the original log
shelters built by Didier and his companions.
One now stands empty, musty and draped
with cobwebs. Inside, the miners’ posses-
sions lie undisturbed. The other cabin is
occupied, albeit reluctantly, by the maid




Clara. Carson is becoming increasingly para-
. noid about the secrecy of the operation and is
A worried about the things he has done coming
to light. Seeing Clara as a weak link in the
operation, he has her under lock and key
- while he decides what to do with her. At
nights, she is bound and gagged to prevent
her escape; by day, she is put to work clean-

ing and serving Carson.

Tug Mive

At the heart of the camp, set into the hillside
is the mine itself. A single tunnel bores some
100 feet into the rock sloping gently down on a
shallow gradient. At the end of the tunnel is a
shaft descending into the blackness. A very
simple pulley lowers a platform 80 feet down
the shaft to the lower level.

At the foot of the shaft, six tunnels lead off in
a star pattern and, at the end of each of these
tunnels is a small chamber where 3 zombie
| miners hack into the ghost-rock with simple
[ ¥ pickaxes. The ghost-rock is loaded into buckets,
i B then hauled up the shaft, and carted out to the
'l. stables for storage.

[ Working along with the zombie miners is
18 Didier and one other of the three prospectors
j who originally found the seam. The third com-
i panion (the heroes' friend if you used that set-
up at the start) died in the mines; perhaps he
was the lucky one. The two poor miners’ sanity
has deteriorated since being incarcerated in the
mine, (working among the undead can do that
to a man) to the point that they can no longer
talk coherently. If they can be rescued, there is
a chance that their sanity can be restored with
time and care.
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Overseeing the underground operation is theg
third of the guards from Fauchard’s animate
crew, left behind to keep the undead miners in
line. Venturing into the mine is a terrifying and
dangerous undertaking. Dispatching the cursed
miners and putting an end to Carson’s unholy
alliance allows the heroes to claim their reward
and rescue the two mad prospectors.

Profile: Undead Slaves (18)

Corporeal: D:2d6, N:2d8, S:3d8, Q:2d10,

V:2d8

Climbin' 1d8, Dodge 2d8, Fightin': brawlin',
pickaxe 3d8, Sneak 3d8, Shootin': pistol, rifle
shotgun 2d6, Swimmin' 1d8

Mental: C:2d10, K:1d6, M:1d6, Sm:1d6,
Sp:1d4

Overawe 5d6

Pace: 8

Size: 6 F
Wind: 12

Terror: 9

Special Abilities:

Damage: Bite STR

Fearless

Gear: The undead slaves carry their pickaxes
and can pick up and use firearms if you're
feelin' devilish!

Undead: An undead slave's focus is his head

Tug Arteamare

If the heroes manage to overcome the
undead horde working Carson’s facility, they
have a major decision to make. On the one
hand, they have discovered an awful lot of
money and a secret ghost-rock seam. On the
other, the future security of the Dominion rests
on the secrecy of the facility, and the money

rightfully belongs to the miners.
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The heroes must wrestle with their con-
sciences and their greed to decide what will
happen at the end of the adventure. If anyone
decides to make a tale tellin’ roll, the news of
the ghost-rock gets out and the consequences
are possibly very far-reaching. It is possible that
The Rock could once again be invaded by
foreign powers keen to secure the ghost-rock.

If you don’t want to have that kind of headache
in your campaign Marshal, have the Dominion
forces pitch up right after the battle to collect
their latest shipment of ghost-rock. The officer in
charge of the wagon train is shocked to hear what
has been going on at the camp. Granted, they
never asked to many questions when they always

found the camp empty, but they never expected §

the horror the posse has unveiled. And then, of
course, there is Elisabet Fauchard. She is none too
pleased the heroes have ended her lucrative trade.
Carson owes her money and she intends to
collect. The posse could find the wicked woman
and her crew dogging their trail in tales to come.

Boonry

Award 1 White Chip for each animate
crewman dispatched

Award 1 Red Chip if the two prospectors
survive and for the capture of Carson alive.
Award 1 Blue Chip for defeating Elisabet
Flauchard and 1 to each hero if the posse hands
the money back to the prospectors.

o
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rules. What's more, using the wonders
AR :pfAdobe Acrobat, you can select the
r. . system you play at a click of your

1 mouse and only see the stats you need
to use.

$8.99 USD
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We've added greater flexibilty to this ebook
"by triple-statted the entire thing to allow you
| to use it, whichever flavour of Deadlands you
play. Stats and rules are included for Pinnacle
'Entertainment Group's Classic Deadlands and
; Deadlands d20, as well as a conversion for

"1 Great White Games' superb Savage Worlds

- Requires the use of the Dungeons & Dragons (R) Third Edition Core Books, published by Wizards of the Coast, Inc. .
Requires the use of the Savage Worlds rulebook, published by Great White Games. P
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Howdy stranger, and welcome to the first 11 1 4
Legion Publishing's series of Territory Guides:-_ ]
for Deadlands ™. Each title in this series will

introduce an area of the Weird West... or
beyond, for inclusion in your Deadlands |1
games. Most of the material in this book is ' | |
information suitable for the Marshal only, so.if |
you're a player, you better scram before w
have to bust out a noose!

This first book takes a close look at an are
of the Great Weird North with great potential!
for trouble: Newfoundland. This little island

has a long and distinguished history and is
hotly contested by the great European natloL
as well as being an important part of the
Dominion of Canada.

chill their bones worse than the icebergs ofﬂ z
the Newfoundland coast! ;

So grab your tin star Marshal, its i ,
time to take your posse to new territo: |
ry. Just wrap up warm, 'cos it's cold ||;
outside!
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