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Howdy, Marshal. Thought ya might be
gettin’ up soon. Those tinhorns that planted
ya didn't realize you wuz already dead.
Reckon they'da done a lot worse to yer
sorry carcass if they’da known better.
Course, ya ain't gonna be half as ornery as
ya were yesterday, now that I've poured a
draught of this here elixir down yer gullet.

Name's Jenkins. Coot Jenkins. Ya don't
hafta shake my hand—I can see yers are
still busted up from that ambush. Most
people just call me “the Prospector,” but it
ain't gold I dig up these days. Uh-huh—it's
leathery hombres like you, friend. I'd tell ya
all about it, but I got a feelin’ yer more
interested in why yer crawlin’ up out of a
grave than why some 60-year-old geezer’s
standin’ over ya with a scattergun.

So pull yerself on up outta that hole, and
I'l tell ya what I can. Get comfortable,
friend. You've got a lotta catchin’ up to do.

And pull that worm outta yer ear. It's
makin’ me queasy.

THEWALW TS

The only job I've ever been good at is
diggin’ things up out of the earth. I can't say
I like diggin’ up the dead better'n strikin’
gold, but the thrill of the hunt is just as
excitin’. See, 1 skulk around the frontier,
lookin’ for people just like you, Marshal.
Good folks that have come back from the
grave all twisted inside. They ain't hard to
spot if ya know what yer lookin’ for.

In yer case, I knew ya had a good
reputation as a lawman 'til ya got cut up in
'67. Most folks think ya went bad after that,
but that’s only half the truth. Ya went dead.
Walkin’ dead.

When ya came back, the critter inside ya
wuz in charge and has prob’ly been runnin’
the show ever since. Made ya start killin’
folks and doin’ things that woulda made yer
momma cut ya out of her belly if she
coulda known.



The elixir ought to help ya f ight back, but
there’s no guarantee. And don't go gettin’ a
taste for it ‘cause this here’s the only bottle
I got. An Injun friend of mine whipped it up
for me, and I ain't seen him since 72, In
case ya ain't figured it out from those fresh
tombstones over there, it's 1876, partner.

Yer gonna’ have to fight yer demon all by
yer lonesome. And if ya can't lick it, I'm
gonna have to put ya down. That's the
reason I got this scattergun—in case I ain't
talkin’ to the man I think I am. But I reckon
we'll find out directly. See, I'm gonna spin
you a yarn, and by the end of my tale, I'll
know who's listenin’. And if it's that twisted
critter ‘steada you, I'm gonna have to yank
both these triggers and turn ya into a little
ol’ greasy spot.

It's the only way to be sure.

I wuz prospectin’ for scraps in a tapped-
out mine in Colorado when I found an old
Injun sittin’ deep inside, his hands stained
black as sin. He wuz bad off, so I gave him
some grub and snow water. When he finally
started talkin’, he told me his name wuz
Runnin’ Wolf, an Arapaho, and that he wuz
the last of his band.

I thought he wuz loco, but I talked with
him awhile, and the story he told me made
some things I'd already seen 'round these
parts make sense.

Wolf said he and some others got into
some mischief back in ‘63. Seems he wuz
livin’ with some Sioux in the Dakotas when
this creepy shaman called Raven came
lookin’ for him. Raven had already gathered
up some young bucks lookin’ for revenge—
Wolf wuz the last.

This Raven feller promised ‘em all a
“Reckoning.” He said he had a plan that
would send the white man back across the
waters. What he didn't tell 'em wuz that
what he wuz gonna do would kill just as
many Injuns as palefaces.

Raven called his band the “Last Sons” and
took ‘em on a long trip—all the way from
the Dakotas to some old Micmac burial
ground in the hills o' New England. Runnin’
Wolf tried to explain what went on when
they got there, but I'm still not real clear on
Xactly what happened. Seems they walked
through some kinda door ‘tween worlds.
Wolf said the door led to the “Huntin’
Grounds,” but I think me and you might call
it Hell.

They went on some kinda’ hunt on the
other side. Wolf wouldn't tell me much
more—I guess he wuzn't too proud of what
he done there.

Now don’t go lookin’ at me like I'm loco.
Yer the one that oughta be snoozin’ in a
pine box, Marshal.

Anyway, whatever it wuz, it brought
about Raven’s “Reckoning” It wuz supposed




us white folks for all the things
to the Injuns over the years. Can't

I'blame the Last Sons—we ain't been the
it hospitable neighbors after all.

Raven tricked 'em—else he wuz a
fool—cause all kinds of nasty spirits
jin’ out, and now they're plaguin’
dy—red, white, black, and yellow.

s ‘em “manitous.” I think that's just
n word for “demon.”

1 know that sounds crazier than
lovin’ hens in a kindly way, but ya can
t cause ya got one of them very
lish critters wrigglin’ around
right now—just like a worm in a

$§—s0 quit pullin’ open that hole in

ard. Yer gonna make me chuck up
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Ya prob'ly don't remember much 'bout the
last eight years. Most o’ yer kind fight for
control with their manitou every day.
Judging by yer past, I s’pect ya ain’t done
nothin’ but lose, so let me bring ya up to
date.

I ain't much of a teacher, but I reckon ya
oughta at least know how the war’'s goin’
and who's in charge these days. You go
whistling “Dixie” in the wrong parts, and I'll
just have to come dig ya up again. 'Less of
course they cut ya up just right—then yer
worm food.

THE QML WAR

The Last Sons pulled their little prank on
July 3rd, 1863. That was the same day a little
skirmish at a place called Gettysburg was
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comin’ to a close. You were alive then, so
you oughta have heard about it. What you
probly didn't hear was what happened
afterwards. See, most people think Gen'ral
Meade didn't pursue Bobby Lee's army
‘cause he was skittish. But that ain't quite
SO.
After the blue-bellies started pilin’ up
their dead, some of ‘em crawled out and
started doin’ things. Terrible things. I reckon
the soldiers eventually got ‘em all, but after
rumors got out about what happened, the
army warn't in no shape to go chasin’ Rebs.
Things weren’t much better over in the
Confederate camp. Some kinda butcher
snuck into one of their hospitals and
started carvin’ up the survivors of Pickett's
Charge. That one got away, but not before
it'd taken off General John Bell Hood's arm.

TEAR

See, it's all about fear. The manitous feed
off of it like flies on honey. Or like those
flies on your scalp there—you wanna watch
that. They lay eggs. Gets real messy.

Anyway, somehow the manitous take all
this fear and make new monsters with it.
Runnin’ Wolf once told me the manitous
were servants o' somethin’ bigger, but I
couldn’'t understand much more ‘n that. I
call 'em the “Reckoners” since turnin’ ‘em
loose was Raven’s “Reckoning.”

If you buy into all this, then a battle is
like a feeding frenzy to these things. But all
that fear ain't just swallowed up—it's used to
make more monsters. And I'm not talkin’
‘bout more manitous—I mean everything
from old legends like the Headless
Horseman to brand new critters that
nobody'd ever dreamt of. Ya may not believe
in vampires, werewolves, haunts, and
witches, but ya should. I've seen a lot worse.

I don't know 'xactly where they come
from. Some 'pear to have been around since
before the Reckoning, but now they're gettin’
more powerful. Others just seem to spring
up overnight. I got a feelin’ the Reckoners

somehow take the fear the manitous bring
‘'em and send back little bits to make
somethin’ even bigger and badder.
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Anyway, some of the generals on both
sides started figgerin’ things out. All this
weirdness wuz spookin’ the troops, so the
armies detailed smaller groups to take care
of the monsters and keep things quiet. Lee
put the Texas Rangers in charge of takin’
care of the weirdness. In the North, Lincoln
replaced Meade with Ulysses S. Grant in
early ‘64. Grant had seen his own share of
weirdness when he took Vicksburg the
same day as Gettysburg. When he got out
East, he hired on the Pinkerton Detective
Agency to figger out what wuz going on.

Like the Rangers, the Pinkertons prowled
the ranks watchin’ for anything out of the
ordinary so they could deal with it before
word got too far. Both sides did their jobs, 1
reckon, and soon tales of the walkin’ dead
and other such strangeness fell back into
the realm o' rumors rather than that o’
debatable fact.

That wuz back in '65. Now the Pinkertons
and the Rangers only gather together when
they get word of a big battle. Most times
they just prowl around in small groups
lookin’ for trouble. They don't let the rest of
us in on what they're doin'—and for good
reason. See, when folks hear about this
stuff, they just get more scared. And if
you've been payin’ attention, that just makes
more critters for ‘em to deal with.

Mostly you'll find the Pinkertons and
Rangers creepin’ ‘round out here in the
West. Things are just as violent as you
remember—prob’ly worse. Sam Colt’s little
Peacemaker has done just the opposite in
places like Dodge, Tombstone, and
Deadwood. The boomtowns are full of
young bucks tryin’ to make names for
themselves. And like I told ya, where there's
violence, the manitous and what they bring
with ‘em ain't far behind.




THE GREATOIAKE

You remember Raven? The one I told you
started this whole mess? Well, Runnin’ Wolf
said he was still out wreakin' havoc as late
as '72. 1 reckon the nastiest thing that
sum'bitch done since the Reckoning was
drop California into the sea.

Accordin’ to Wolf, Raven went out to the
coast and tricked the “earth spirits” into
shaking up a storm. Them spirits musta
been listenin’, ‘cause a few days later the
biggest earthquake ever known cut through
California like a hot knife through butter.
When it wuz over, California was a maze of
crevices that makes the Grand Canyon look
like a post hole. Worse, the Pacific flooded
in and filled the “Great Maze” full o’ sea
water.

GHo=TRock.

No one knows how many died in the
quake, but the survivors discovered
somethin’ that almost made it all
worthwhile. Y’see, the sides of the Maze is
riddled here ‘n’ there with seams of gold,
silver, and somethin’ new: “ghost rock.”

I know you ain't heard o' that, ‘cause no
one figured out just what it could do ‘til just
a few years back.

[ still don't understand it, but scientists
from back East and even overseas started
comin’ out to the West in droves. Y'see,
ghost rock burns better than coal. Put it in
a steam engine, and you can do incredible
things. The only part 1 don't like about it is,
when it burns, it puts out this creepy white
vapor and moans worse'n a dying mule.
Kinda eerie.




Now, they can do 'most anythin’ with the
stuff. There's a gang of thieves in Nevada
that uses ghost-rock-powered steam wagons
all covered with armor and Gatling guns to
chase and rob trains. Course the rail barons
hardly took that lyin’ down. I even heard one
of ‘em has some kinda crazy flyin’ machine
to watch over their cars.

THEMZE

Anyway, it didn't take long for folks to
rebuild out of whatever they could salvage
and set up camp. Now there's a shantytown
on every canyon ledge in the Maze. Folks
have rigged platforms to lower 'em up and
down the sides so they can get at gold,
silver, and now ghost rock. Then they load it
up on steamboats and take it to the City of
Lost Angels, the biggest boomtown of 'em
all, right there on the inland side of the

Maze. The city wuz founded right after the
quake by a group of survivors led by some
preacher named Grimme.

You can imagine the shenanigans that
went on when the price of ghost rock hit a
hundred bucks a pound. Pirates and Union
and Confederate Ironclads popped up
anywhere someone found a new strike,
ready to pluck those miners like turkeys on
Thanksgiving.

T NEw MExcan A—+w

When word got out about California,
France and the “Napoleon of the West,”
Santa Anna, struck a deal. Santa Anna—that
feller that killed all them folks at the Alamo
if ya remember—wants revenge on Texas. I
reckon he holds them accountable for
secedin’ and takin’ his leg in '36, then
startin’ Polk's war in '48.




Anyway, rumor is the Frenchies told
Santa Anna they'd give him the Foreign
Legion to invade Texas if he could take hold
o' the Maze. They even outfitted him with a
Mexican armada of ghost-rock-burnin’
ironclad gunboats under some fancy
Spanish pirate from the Barbary Coast.

THE BATTLE OF WASAHNGTON

Then in '69, ol' Jeff Davis got slick and
annexed the Maze. He claimed the old Union
state of California no longer existed, and if
the Union wuzn't going to protect what wuz
left from the Mexicans, he would. Then he
declared the Maze a Confederate territory.

But what he wuz really after wuz English
troops. Davis got money from the Brits after
freein’ the slaves in '64, but he figured a few
divisions of redcoats would finish off the
Yanks once and for all. And now he had
something they wanted: ghost rock.

But Davis needed a big victory to cinch
the deal, and he figured showin’ off the
power of ghost rock wouldn't hurt none
neither. So he got a bunch o' overeducated
kooks together and dreamed up a mess of
incredible machines, gadgets, and gizmos.
Then he gave ‘em to Bobby Lee and told
him to take Washington.

Early in '71, the Rebs attacked the capital
with steam wagons, firechuckers, and
cannons firing clear back from Richmond.
Grant and President Johnson got chased
halfway to New York before they managed
to fight back. They didn't get their capital
back 'til the rebs’ toys finally broke down.

The Confederates’ attack wuz a brilliant
plan, but the English bent ol' Davis over
their knee and spanked him like a
redheaded stepchild. Seems they had their
own troubles in India and Africa, and all
they could spare wuz some East Indian
sepoys and a token line regiment. Davis
wuz so mad he's left 'em sittin’ in
Charleston harbor since they landed in '72.
Way I hear it, most of the officers done left
their posts since then to get into the action
out here.

Ho F'= Huck =TERS

That's most o' the big news, but there's a
few other things you oughta know. Fer
instance, I bet you didn't know we got
ourselves some genuine wizards out here in
the West, didja?

I got a friend down Abilene way that told
me about a little ol' book called Hoyle's
Book of Games. Accordin’ to him, this feller
Hoyle left secret messages scattered inside
the pages. It takes a real clever eye to pick
‘'em out, but buried among all them fancy
games is details on how to cast spells n’'
hexes.

I figure Hoyle had to hide what he wuz
talkin’ about like that ‘cause magic and
hexes wuzn't so popular back in them
witch-burnin’ days. Folks ain't much on it
these days neither. Anyway, maybe one
feller in a hundred knows about this, and
prob'ly less than that believes it. But it's
true.

Them fellers that have deciphered Hoyle's
book—or been taught by someone who
has—can do things ya wouldn't believe. We
call 'em “hucksters.” Weirder still, when they
cast their hexes, playing cards pop up in
their hands and then disappear a few
seconds later. Most folks think they're just
gamblers pullin’ some kinda fancy card
trick, but if ya see some slick-looking dude
with cards in his hands, you'd better leave
him alone. Odds are he's a two-bit shyster.
But if he's a huckster, he just might turn yer
innards wrong side out.

THE o=

All this spooky stuff goin’ on wuzn't as
much.of a shock to the red men as it wuz
us “cultured” types. Most civilized folks've
seen something weird in their life, but they
only believe their own stories while they're
laughing at everyone else's. The Indians
have a little better grip on this sort of thing.

In '72, a bunch of Sioux in the Dakotas
decided they could deal with the situation




better than the few buffalo soldiers the
Union wuz willing to send 'em. So they
revolted and set up their own country: the
Sioux Nations. I guess they call 'emselves
“nations” 'cause they're actually made up of
all the Sioux tribes. Some of the tribes are
peaceful. Others ain't.

Right now, most ain't. Can't say I blame
‘em. The government ain’t kept most of its
promises. The 7" Cavalry claims they're
gonna ride into the Nations and teach the
redskins a lesson. I can’t imagine what kind
of trouble that’s gonna stir up.

The Confederates had a little more luck
down South. The Indian lands next to
Oklahoma followed the Sioux’s lead and
declared themselves the Coyote
Confederation. Just like up North, the Rebs
couldn’t spare the troops to put 'em down,
so they came up with a better plan.

They hired the Coyote Confederation to
work with ‘em. It's a secret, but not much o'
one. You ‘'n’ me 'n’ everyone else in the
country knows it. Now the Coyotes raid
Union towns and outposts in Kansas,
Nebraska, and across the Mississippi. And it
don’t cost the Rebs nothin’ but some
secondhand muskets, rotten food, and
whiskey.

THEWEST

At any rate, it ain't a great time to be
alive. Or in yer partic’lar case, not quite
dead. The Texas Rangers and the Pinkertons
are scourin’ the border states lookin’ for
fellers like you to hire or hang. “Shoot it or
recruit it” is their motto. Course, they like
each other even less than they like fussin’
with the dead.

California, Utah, Colorado, Oklahoma, and
Kansas are disputed territories. US Marshals
and Rangers from the Confederate
territories both claim jurisdiction in those
areas, but mostly they just fight with each
other over who ought to be protectin’ the
very folks gettin’ killed in their crossfire.

Grant's the President of the US. Lincoln
got shot in ‘65, then Johnson took over, but
he didn't last long. Jeff Davis has held onto
his office in the South by declarin’ martial
law, but most are callin’ for him to step
down. Lee’s the man they want, but he
seems a might skittish about the whole
thing.

Both armies are rebuildin’ their war
machines for one last push, but in the
meantime, their raids are makin’ a
wasteland outta the border states. If ya
wanna resume yer career as a lawman,
you'll find plenty o’ places lookin’ for one.
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That's the big picture, Marshal. As for
yerself, yer wanted throughout US and
Confederate territories and most of the
lands outside and in between. Murder, arson,
rape, rustlin’—I guess you've done just about
everything. Or at least that critter inside ya
has. But there’s one thing about manitous
I've learned in the last couple o’ years—they
got a short attention span.

But since the one in you's been in charge
the last 9 years, it already knows everything
I just told ya. That's why I had to give ya the
long version, y'see.

So I'm gonna’ ask ya a question, and if ya
get it right, I'll help ya get a fresh start and
then we'll see about makin’ up for all them
things ya did. Maybe me 'n you and some
others I've dug up can even find a way to
stop the Reckoners.

If ya get it wrong, though, I'm gonna’ have
to empty both barrels and send ya back to
Hell. I sure hope yer momma didn't just
raise ya stupid, Marshal.

Everyone knows where they were when
they heard about the Great Quake. All ya
gotta do is tell me what year it wuz.

"68,” eh? That's right.

But I never told ya that.

And that wuz the last of my elixir.

Damn.










The world of Deadlands™ is a big, evil
place. Things don't go “bump” in the night
anymore—they come ripping up out of their
graves, screaming and hunting for meat. An
event called the Reckoning saw to that.

The book you hold in your hands is a
roleplaying game set in the towns, deserts,
and mountains of the Weird West. If you
haven't played a game like this before, you're
in for a real treat. You and your friends
gather around a table or camp out on the
floor and play out a macabre little
melodrama with chips, cards, dice, and your
own overactive imaginations.

Most of you players take on the roles of
“player characters”—the heroes and heroines
of the story. Collectively, you are the
“posse.” Each of you tries to accomplish
your character’s goals, defeat nefarious
villains, decipher the many mysteries of
Deadlands, and avoid becoming lunch for
some unsavory critter.

One of your group becomes the game
master, or as we say in Deadlands, the
“Marshal.” He sets up the adventure and
plays the parts of all the “extras” (called
non-player characters in other games).

The Marshal is your best friend and your
worst enemy. He knows most of the secrets
of Deadlands (we're keeping a few of those
to ourselves for a while), and sometimes he
might use them to put your character
through Hell—-or worse. Survive, and he can
be your best friend, rewarding your
character with wealth, fame, and power. Die,
and well..we'll get to that later.

If this is all entirely new to you, think of
a roleplaying game as something like a play
or a movie. The characters you and your
friends roleplay are the stars. The Marshal
is the director, and the extras are all the
other characters in the film.

Of course, the main differences between a
roleplaying game and a movie is that in a
game there is no script, and the heroes
don't always win. The posse and random
chance (that’s where the dice and cards
come in) determine whether you can
manage to come up with any sort of a
happy ending or not.

With a little imagination and luck, your
posse’s adventures will become the newest
legends of the Weird West.

And that's what it’s all about, isn't it?




The first section of this book (“Posse’s
Territory”) teaches you the basic rules of
the game and shows you how to blow
chunks out of creepy crawlers. Every player,
including the Marshal, should read through
this part.

The “No Man’s Land” section features
material that only certain players need (or
should) know about. When you
read about something covered in
No Man’s Land, the totem symbol
will point you to the chapter you
need to read. If you're a player,

= you shouldn’t read any portion of
(Chapter) No Man’s Land without your
Marshal’s permission.

“The Marshal’s Handbook” is for
the Marshal's eyes only. Whenever
you see the Marshal’s badge like
the one here, it means there's
some secret tidbit or table hidden
in “The Marshal’s Handbook.” The
number underneath tells you what page to
look at. If you're a player-type, don't go
there, compadre.

It's your book, though, so if you're dying
to read the rest, go ahead. Deadlands is very
much a game of discovery, however, so we
think you'll enjoy the game a lot more if
you read only what you're “supposed” to the
first few times you play. Once your posse's
been around a while and the Marshal
agrees, feel free to read the rest.

The first time you pick up this book, you
should read through Chapter Six. The
Marshal should read on through the rest of
the book as well.
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Besides some pencils, paper, and an
overactive imagination, there are three
things you need to play Deadlands: dice,
cards, and poker chips.

Bor=

Because Deadlands is a game, we need
some way of randomizing certain actions
such as determining whether or not your
gunslinger hears the varmint creeping up
behind him. We pull off this neat little trick
with dice—or “bones” as they're sometimes
called in the Weird West.

Deadlands uses 4-, 6-, 8-, 10-, 12- and
sometimes 20-sided bones. These are
abbreviated as d4, dé, d8, d10, d12 and d20. If
there's a number in front of the type of die,
such as 2d6, it means you should roll that
many dice. If you see “5d8,"” for example, you
should roll 5 eight-sided dice.

Sometimes there's a number added to or
taken away from the roll, like “2d12+2." You
always apply the modifier after you roll the
dice.

A d10’s a bit special. It's got a “0” in the
10s place, so if you roll a “0,” be sure to read
that as a “10."

If you need some dice, you should be able
to get them where you got this book or in
any good game store.

C AR>S

Deadlands also uses a standard deck of
playing cards with the Jokers left in (54
cards total). If your deck comes with
identical Jokers, you need to come up with
some way to distinguish between them.
Official Deadlands card decks should be
available wherever you purchased this book,
but if you're using other cards, make sure
you designate one Joker red and the other

black. The easiest way to do this is to
simply mark one of the Jokers with a red
marker. That way, you can never forget
which is which.

In combat, the cards are used as “Action
Decks.” You need one for the posse and one
for the Marshal. We'll tell you how these
work in Chapter Five.

Certain character types (like hucksters)
need their own decks, so if you're playing
one of these, make sure you've got a spare
deck handy. The Marshal should also have
an extra deck for when those kinds of
characters show up as extras.

You should shuffle the deck immediately
after casting hexes or building weird gizmos.
We'll tell you more about it if you play one
of those character types.

The decks used by hucksters and mad
scientists are not Action Decks, by the way.
They're Kind of their own animal.

Finally, it's good to have decks with
different backings. That way you can
separate them if they get mixed together. If
you don't have different backings, you can
take each deck and color the edges with
colored markers. That way cards from the
wrong deck stick out like sore thumbs.

C =

Deadlands uses standard poker chips to
represent how a hero might control his own
fate. We'll get into how this works in
Chapter 6.

Now, all you need to know is
that your group needs 50 white
chips, 25 red chips, and 10 blue
chips to play. Put all of these into
a big cup or “Fate Pot” so you can
> draw them out of the pot without
looking at them. Once you've set up the
posse's Fate Pot, put unused chips away.
Only under special circumstances do you
ever add new chips to the pot.

Whenever you spend a chip (again, more
later), toss it back into the Fate Pot.

203
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Characters, varmints, and other critters
are mostly made up of Traits and Aptitudes.
Traits are things like Strength, Quickness
and Smarts. These are always written in
Capitalized Italics and are expressed as a
type of die. A really strong critter might
have a di2 Strength, while an elderly
schoolmarm probably has a dé or even a d4.

Aptitudes are skills, talents, or trades
learned during life (or sometimes unlife, but
we'll get into that later). These are rated
from 1 to 5 initially and tell you how many
Trait dice to roll when using that Aptitude.
Their names are always written in
lowercase italics.

Deadlands uses fairly broad Aptitude
descriptions, so you often need to choose a
‘concentration.” The fightin’ Aptitude by
itself, for example, is useless. You need to
choose a concentration such as brawlin/,
knives, or swords. The same is true for an
Aptitude like science—you need to specialize
in biology, chemistry, or engineering.

C OORTMA-TION

When you are asked to make a test of
one of your character’s basic Traits, you roll
a number of that Trait’s dice equal to its
“Coordination.” Coordinations function just
like Aptitudes—they tell you how many of
your Trait dice to roll whenever you need to
test that Trait.

Trait tests are usually called for when the
Marshal wants to test your character's raw
abilities, such as his Strength or Smarts.
Quickness is another Trait that you'll use
often, especially in combat.

For instance, Ronan Lynch, a
legendary Deadlands gunslinger has
a Deftness of d10 with a Coordination
of 4, so he rolls 4d10 to make a
Deftness test.

NWGDE,e»

Aptitudes are normally associated with a
particular Trait. The big secret of our nifty
system is that they don't have to be. When
the Marshal asks for an Aptitude test, such
as a climbin’ roll, just use the Trait that
climbin’ is listed under. But sometimes he
might ask you for a climbin’/Knowledge
roll. This means he wants to see how much
your character knows about climbin’, not
how well he can actually scale a cliff.

ReADN THE Boe=

A character’s Trait tells you what kind of
dice to roll, and the Aptitude or
Coordination tells you how many dice to
roll. Your result is the highest number you
get when you roll all your dice together. So
if you roll 3d6 and get 2, 3, and 5, your
result is a 5.

If there are any modifiers, they are
applied after the dice are rolled. Negative
modifiers are penalties of some sort, and
positive modifiers are bonuses.

/ Ronan and his trusty steed are
sliding down a hill into the jaws of a
nasty varmint. The Marshal wants a
horse ridin’ roll. Ronan’s horse ridin’
is 2d8. He rolls and gets a 3 and a 4.
His highest die is a 4. Not too hot.
The horse is kibble and Ronan is in
serious sheep-dip.

b=l L E15 Ciece =

Sometimes you have to make an Aptitude
check, when lo and behold, you discover
you don't actually have the Aptitude. In
these cases, you can roll your character’s
Trait dice (using its Coordination as its
“Aptitude” level), but you halve your total.

If your character has a related Aptitude,
you can roll that instead, but at a -2
penalty. Concentrations within an Aptitude
are always related—such as shootin” pistols,
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shotguns, and rifles. Other Aptitudes may be If you should get Aces on several of your

related depending on the situation. You and  individual dice, you need to keep track of

your Marshal have to figure out if an each series of dice rolls separately. When

Aptitude might be used in place of another. ~ you're done, the series that got the highest

Traits are never considered “related” to total is the number you should give to the

Aptitudes. Marshal.

Search and trackin’ are good examples of

Aptitudes that are usually related, as are / Ronan is hanging on to the hillside

persuasion and bluff, assuming a few little for dear life after his horse’s

white lies are involved. unfortunate demise. The Marshal
wants a climbin’ total. Ronan has 2d8

A—CE‘% climbin’ and rolls two 8s. Lucky dog.

He rolls both Aces again and gets a 7
and an 8. These dice are hot. Ronan
rolls the last 8 again and gets a 3 for
a grand total of (8+8+3=) 19. He climbs
up the hillside just as the thing
below finishes his horse and snaps
at his boots.

Trait and Aptitude rolls are open-ended.
This means if you roll the maximum
number on any of your dice, you can roll
that die again and add the next roll to that
die's current total. The maximum number
on a die is called the “Ace.” You can keep
rolling the die and adding it to the running
total as long as you keep getting Aces.
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Okay, you've got your result. How do you
know exactly how well you've done? Just
look on the standard Difficulty Table below.

The “difficulty” is a rough estimation of
how hard a particular task might be for
someone to actually accomplish. The “TN,”
or Target Number, is the number you need
to meet or beat on your dice roll to succeed
at that task

Difficulty Target Number
Foolproof 3
Fair 5
Onerous 7
Hard 9
Incredible 11

/ Ronan finds his good friend, Sheriff
Dylan, lying in the desert with some
gruesome varmints crawling down
his gullet. The Marshal tells Ronan
he has to make a Hard (9) medicine
roll to get the things out.

Never having been much of the
studious kind, Ronan doesn’t have
the medicine Aptitude. He's a lot
better at dealing wounds to
deserving folk than healing them.

Still, Ronan’s not willing to just sit
there and watch his old buddy die.
He leaps in with both hands and
gives it the old Union try. Without the
medicine Aptitude, he’s forced to
make a default Knowledge roll
instead. He rolls 2d6 and gets a 3 and
a 4.

Since this is a default roll, Ronan
has to halve his 4 for a grand total of
2. Sheriff Dylan passes on into the
great beyond.

—— /
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Every time you beat your Target Number
by 5 points, you get an extra success level.
This is called a "raise.” Raises are
sometimes used to show your character has
done exceedingly well at whatever it was
she was trying to accomplish.

’ Just as Marshal Dylan dies, he
whispers a plea into Ronan's ears. He
wants Ronan to go to Dodge and
protect an accused prisoner from a
lynch mob. Ronan, being the hero he
is, can't turn down a friend’s dying
wish and sets off for Kansas.

The Marshal asks Ronan'’s player
for a Fair (5) area knowledge roll to
find the trail. Ronan gets a 10, which
is 5 points over the TN of 5. That's a
success and a raise. He sets off in
the right direction and even knows a
shortcut with watering holes.

Effect

You barely achieved the
desired effect. If this is an
opposed roll, the opponent
continues to resist normally

Result
Success

and you both should roll again

next round.

One Raise  You manage to accomplish
your goal with a little room to
spare. If this is an opposed
roll, your opponent loses or
surrenders, at least until he
can find another way to

recover his loss.

Two Raises

You make it look easy. If this
is an opposed roll, your
opponent surrenders and will
not resist or attempt to
recover without a major
change in the situation.

Orro=r>Rol L <

Occasionally, someone your character is
bamboozling, wrestling, or staring down
might have the audacity to try to resist your
best efforts. If this is the case, both
characters roll against a Fair (5) difficulty.
The character who beats the TN and his
opponent wins.

Raises are always used in opposed rolls,
though they are counted from the
opponent’s total.

Ronan gets to Dodge just in time.
Now he has to convince the mob not
to bust through him and the few
deputies that have stayed on duty in
the face of such overwhelming odds.
The Marshal asks for a persuasion
total. Ronan gets a 7 and the leader
of the mob gets a 5. The townsfolk
back down, but since Ronan didn't
get any raises they haven't given up
just yet.
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Of course, there's a bad side to all this
dice-rolling business. If the majority of your
bones come up “Is”, you've “gone bust.” This
means a setback of some sort has occurred.
The Marshal determines how bad the
catastrophe is based on the situation.

Needless to say, you don't want to go bust if

you're trying to snuff out a dynamite fuse.

The lynch mob makes another try
for Ronan’s prisoner. He makes an
overawe roll against the mob's leader
and both dice come up 1Is. Ronan
goes bust. The mob leader points out
that Kansas is a disputed state and a
US Marshal has no authority there. A
few minutes later, Ronan finds
himself swinging from a rope.
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_ more “Is” than anything else. This

_ TNiis.an‘extra success level: a raise.

Ace: The maximum number on any

~ particular type of die, such as the “6”

on a dé, or the “0" on a di0. Whenever
you get an Ace, you can rolkthe die

‘o agam .and add it to the previous roll. -

Km.ltﬂdes. Skills, talents, or.trades a
characfer s learned or developed. ~ - -
Raw physical and-mentéi s
aﬂnbw&'.s,,Such as-Strength-or Smarts.

Bones: Sometimes we'say benes.

instead of dice. There are $ix types in rd
. Deadlands: 4,6, 8, 10/ 12; and 20 sided. -

Bust: You go bust when you roll

means your character failed
catastrophically.

Extras: These are the non-player o
characters that populate the world.of -
Deadlands. Extras include exgerythmg

«fxom/loyal Sidekicks+to dastardly. EY

J"” villains and strange critters. The .

Marshalplays the roles of the extras: .
Marshal: The game master, or the
* guy-or gal responsible for setting up-=*

. the adventure and guiding the posse 3
through it. b '

Posse: The player characters and .
-any extras that happen to be tagging
along catching bullets. {or theaarear

.« heroes. - i - .
~Target Number (TN): The diff 1cu1ty ‘
'~ of a particular task. If your dicewollis
\greater than or equal’to the 'Iarget 4

\
“‘_W

- Numberyour Character succeeds at £
:; whatever s

'ﬁi?\was attemptmg,‘ ,-" i
Rgise. When you'make a Traitor

* Aptitude check, every 5 points-over.the

Successes: Sqme imes we say this /
‘l;neau'a succe d any«gmses 1
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Here's an example of Oone posse's f irst
f'oray into'the Weird West. This should
- give youra good idea of wh N
roleplaying is.all about. Don't worry
about rules right now. D.Lgt*read the

There are 3 player ch racters in this

- __game. ‘Ronan I.ynch is a renowned

7 gunfighter playéd by Matt; Rung with

‘Bears is a splntual In rave played

by Jason, a isa whrb Cracking

buffalo-gal pla) -by Melle Sh

the Marshal. # f
The posij ‘has been hixed by the

- what the infamous Professor
Hellstromme.i is up to. They've tracked
the madscienti d his thugs to_an

. . . - L N
“Marshal: I'm sure he is. You're pretty
quiet getting up to the entrance. Inside W,
“you hear distant voices and digging.

~ " “Sounds like the mine's reopened.

Michelle: Hellstromme must have &
foundi,g vein of ¢ host rock. l\' ‘

.
Matt: Seems like he's always looking

for more of that stuff.
~Michelle: That would explain the .

dead prospéetors we found in the gull &!&i
Jason- ‘HmmaBut wha!:s he up to.”

~this time? Why r ﬂ&a claim?

Miéhelle Ye
usually a little

_~Mazshal: S

J—Iells omme’s
10re subtle,
denly a figure emerges «
4
‘Marshal (as Hellstmmme) “Ah, we
meet again, Mr. Lyn¢h. And you've
“brought your friends”"

old mine smnewl‘l’ere‘ in Colorado wg@r Matt (as Ronan): “We've got you this

the trouble starts... -
Marshal: Okay, you've hitched up

* your horses.nearby, and you're standing -

: %dge, of }10W, dark-cave. What do
yo

Iasori. 14l creep oﬁ"trp to the -
. entrance and listen.

Marshal: Okay, give me a sneak roll

“and therta Cognitien roll .

Jason: 8 on the sneak and 10 on the

here He's keen. <2,

\ offense, no matter

time, Hellstromme. Murder’s a hangin’ f
v@sh, side of the =~
border you run to.” .

Mtrommekms (i

Marsal
you're right, ?M? Lynch. For once you i1
seem-to have caught me in the act, but

* as'always, it shall do you no good. 1

needed the ghost rock for my latest ~
invention. Let me mtroduce you to..the
automaton!”

son (as Runsﬁth Bears)' ‘I've

ta bgdlfeehng about this... -
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Making a character in Deadlands is easy.
Just copy the character sheet found in the
back of this book and follow along as we
explain how to fill it in.

If youre in a hurry or want to try the
game out before making your own character
from scratch, there are 12 archetypes on
pages 69-80. If you want to use one of
these, you need to give them a proper name,
but other than that, these heroes are ready
to hop off of the pages and into the world
of Deadlands.

One more thing. You might have guessed
from our little prologue that death isn't
necessarily the end of your character. That's
true—but you've got to be careful because it
isn’'t all that easy to come back from the
other side.

And even when you do, unlife isn't exactly
a bed of roses. For now, let's go ahead and
make a living, breathing hero of the Weird
West.

To create your own hero, follow these 7
basic steps:

NoGRwNE

Concept
Traits
Aptitudes
Hindrances
Edges
Background
Gear

ONe: COCEPT

The first step in making your hero is to
have some kind of idea who you want your
character to be. There are hundreds of basic
types available in the world of Deadlands,
from gunslingers to explorers to saloon girls
to hucksters. Let your imagination run wild.

If you don't already have a good idea for
the type of hero you'd like to play, look at
the character sketches on the following
pages.




You can even mix them together if you
want. There's no reason you can't be a
former cavalry officer turned marshal or a
saloon girl who occasionally turns in her
customers for bounty.

At the end of each character sketch you'll
see listed a few Aptitudes, Traits, or Edges
these character types usually have. These
categories and terms are explained in their
appropriate steps (later on in the book), so
you can come back and check your
character sketch’s recommendations again
once you've read through the rest of the
creation process.

Finally, remember that these sketches are
broad generalizations—you can alter a
sketch to fit your own ideas any way you
choose. Not all United States marshals are
brave and honorable, and there's no reason
an Indian brave can’'t make his living as a
gambler.

CHARACTER SHETCHES
Bounty Hunters chase down outlaws
and turn them in for the reward. This is a
dangerous job, so your character needs
some decent combat skills like shootin’ and

fightin. A good trackin’ skill is almost

mandatory. Watch out, though. The hunter
sometimes becomes the hunted if the prey
gets wind someone’s on its trail.

Buffalo Hunters saw a strange
development in their trade in the last few
years. The Sioux Nations herded most of the
larger buffalo herds into their borders. This
means buffalo meat and hides—once fairly
cheap because they were so common—are
now bringing in good prices at the few
surviving and very secret skinning camps.
The Sioux have warned off buffalo hunters
on several occasions, but now they shoot
on sight. Buffalo hunters need to be sneaky
sorts with few scruples and steady hands
for firing their Sharp's Big Fifty rifles.

Cattle Kings spend most of their time
on their ranches raising hundreds of heads
of steers. Once a year, they have to drive the
herd to a market of some sort, usually a
railhead or stockyard. If you play a cattle
king, your character needs some knowledge
of the land and trail routes. He'll also need
the dinero or belongings Edge for his herd,
unless he's recently lost it to rustlers or
some kind of critter.

Cavalrymen serve both the USA and
CSA. They act as scouts, Indian fighters, and
occasionally raiders. Officers need skills
such as leadership and overawe, a high Mien
to keep their troops in line, and some skill
with a saber or pistol. Soldiers need good
horse ridin’ skills, a high Vigor to survive
long marches, and a decent aim with a rifle
or carbine.

Cowpokes spend most of their days out
in the open range, tending to steers owned
by cattle kings. They need to have good
shootin’” rifles and horse ridin’ skills, and
knowing how to use a lariat can come in




just as handy for roping
monsters as it does
cattle. Of course, long
horns are rarely known
to rip a fellow’s head
off after they're roped.
A good Vigor also helps
a cowpoke tough out
those long weeks on
cattle drives through
the open plains.

Deserters have left
their posts for various
reasons. Some leave out
of cowardice, some
because their officers
were insane, and others
because they've seen
their fair share of death
and misery and just
can't be a party to it
any more. Either way,
deserters are branded
cowards and traitors by
the military branch they've left behind. In
both the Union and Confederate armies,
deserters are usually executed. Your
character’s skills should fit the branch of
service he deserted from, and the sneak and
bluff Aptitudes might also serve him well.

Explorers know there is no longer a true
frontier, but many areas have yet to be fully
explored. (Maybe there's a reason for that.)
They need a good Knowledge Trait and
several different area knowledge
concentrations as well as a way to defend
themselves when they're hundreds of miles
from civilization. The sense of direction
Edge might also come in handy.

Greenhorns come West to see if all the
wild stories they've heard back East are
true. As one of these pampered “dudes,”
your character wouldn't dream of touring
the West in anything less than the comfort
of I* class. He has to figure out how he's
going to make his way through any trouble.
Most do it by fast-talking the “yokels.”
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Gunslingers are feared killers and
revered desperadoes. Some are tinhorn
dandies with fancy New York target pistols;
others are Texas outlaws looking to escape
some past misdeed. A few are noble souls
struggling to protect the weak; others work
for crooked rail barons, terrorizing towns
and ranches that won't sell them the right-
of-way. Regardless, these characters must
have a high Quickness, a good Deftness, and
be crack shots with a six-shooter.

Hucksters are mysterious souls who
have learned the secrets of Hoyle'’s Book of
Games. Some say that within this cryptic
text are hidden messages detailing ancient
incantations and rituals of the black arts.
Others say they are fakes and
frauds, but a huckster’s hexes can
be just as deadly as a gunslinger’s
bullets—or worse. Ask your
Marshal to let you see Chapter
Seven if you'd like to play a
huckster.

Seven
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Indian Braves have won new respect in
the West. The long Civil War between the
States means neither the USA nor the CSA
has been able to gather the manpower to
subjugate the new Sioux Nations or the
Coyote Confederation. Most braves are
fiercely loyal to their tribes and spend their
time providing for them or patrolling their
borders.

Even so, a few braves now wander
outside their homeland to learn the ways of
the white man. Others use their knowledge
of the spirit world to seek and defeat the
evils awakened by the Reckoning. Indian
braves need high sneak and guts Aptitudes,
as well as some way to handle themselves
in combat with horrors beyond imagining.

Indian Shamans are often tragic figures.
Their communion with strange spirits costs
them dearly, yet they know it is their duty
to use their knowledge of the true nature of
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things to
protect
humanity and
the earth itself
from the
ravages of the
Ten  Reckoning.
Shamans need high
Spirit Traits to deal with
the nature spirits that
grant them favors.
Tell your Marshal you
want to play a shaman
and he'll let you read

steel. These
often deranged
individuals
need high
Eight xnowledge
and Smarts Traits as well as skill in one or
more scientific fields and the tinkerin’
Aptitude. Ask your Marshal if you can read
Chapter Eight if you think you might want
to play one of these demented tinkerers.
Marshals chase hardened criminals all
over the West. Though they have the
authority to assemble posses on occasion,
they usually have to work alone. Marshals
need a decent trackin’ Aptitude as well as
good combat skills. The friends in high
places Edge should also help them keep
track of fleeing bandits and outlaws.
Muckrakers are journalists who believe
in reporting the truth above all else—no
matter who it offends. Yellow journalism is
their stock and trade. These fellows are
curious beyond belief, and it amazes them
that common folk can't see what's going on
right before their very eyes. The only paper
willing to publish their wild stories is the

d Chapter Ten.
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notorious Tombstone Epitaph. The “truth”
often needs some embellishment to appeal
to the skeptical masses. Muckrakers need
the professional: journalism and tale-tellin’
Aptitude to get their messages across. Many
of them have extensive networks of friends
in high places as well.

Photographers are rare and often in
great demand in the Weird West. Traditional
cameras of the day are too slow to capture
action, but they can certainly record the
aftermath of a gunfight or an encounter
with a strange critter. Of course, most
people think the latter pictures are staged
phonies, but at least the Tombstone Epitaph
usually buys the plates. Photographers can
also make a few bucks off famous outlaws
looking to get their portrait made. It's steady
work, but occasionally dangerous. Your
character needs the professional:
photography Aptitude to operate her
equipment.

Pirates are common in the Maze, a
labyrinth of flooded sea canyons left in the
aftermath of the Great Quake of '68. These
daring rogues might prey on honest miners,
or they might fight for their country against
Union or Confederate patrols or their
common enemy: the Mexican Armada. The
trade: seamanship Aptitude is their bread
and butter, and the time-honored cutlass is
what they spread it with.

Preachers, whether they be pastors,
reverends, rabbis or leaders of any other
flock, are often humanity’s most powerful
weapons against the Reckoning. They need
the arcane background: blessed Edge as well
as a good Mien to deliver sermons of
hellfire and brimstone. A high Spirit Trait
helps them call upon the power of their
religion. Preachers should also be well-
versed in the professional: theology Aptitude.

See Chapter Nine should you choose to
play one of these pious individuals.

Prospectors know there's a fortune in
gold, silver, and ghost rock out there—if they
can just find it. These characters must be
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willing to endure many hardships to
uncover the mother lode that will set them
up for life. Then again, perhaps it’s not gold
they're digging for. Some prospectors claim
to have heard about even more fantastic
treasures out there—somewhere. Either way,
they’'ll need the trade: minin’ Aptitude, as
well as high Strength and Vigor Traits to
help them dig for ghost rock or pan for gold
for hours on end.

Saloon Gals know everyone—though
their clients often claim they don't.
Sometimes these hard-working gals stay in
a single saloon. Other times they travel
from town to town, leaving when the locals
get tired of them. But though saloon girls
mlght seem innocent enough, they can be
found in the roughest boomtowns
in the West, so most have learned
_ to handle themselves. As one of
these ladies, your character needs
a high Mien and persuasion to
gather the locals’ secrets, and the
Nine purty Edge also helps.

“’*



Sheriffs have a tough job in the West.
They are often the only thing that stands
between a ruthless gang and the common
citizens of the towns they've sworn to
protect. Worse, their authority stops at the
county limits, making it easy for outlaws to
escape their grasp—unless, of course, the
sheriff and his deputies are in hot pursuit.

As a sheriff, your character needs a high
Mien and overawe Aptitude to make
troublemakers back down before gunplay
begins if the event's that's even possible,
and a good shootin” Aptitude for when all
Hell breaks loose anyway.

Snake Oil Salesmen are sometimes
called “hucksters,” but there’s a big
difference between these fast-talking
hawkers and their hex-slinging
counterparts. These fakes are known for
their worthless elixirs of flavored water and

extracts from dubious roots and herbs. But
perhaps your character is different. He
knows there are real “miracle cures” out
there. If he can just find one, he can retire a
wealthy man.

Your character needs high persuasion and
bluff Aptitudes, and “the voice” Edge might
also help sell his wares. But make sure your
salesman can protect himself somehow,
because sometimes the suckers catch on,
and they don't like being snookered.

Teamsters drive wagons, stagecoaches,
and other beast-drawn vehicles. They carry
valuable loads and passengers through
hostile country, often having to outrun
warbands, robbers, and critters most folks
don't believe in. Most teamsters are well
skilled in the aptly named teamster Aptitude
and with some sort of shooting iron for
“riding shotgun.”
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In Deadlands, characters' raw physical and
mental abilities are defined by Traits. Each
character has 10 basic Traits—five corporeal
(physical) and five mental. These are rated
on a scale from 4 to 12, with the average
being a 6.

Description

Sorry
6 Average
8 Good
10 Amazing
12 Incredible

Each of these Traits is described here to
help you figure the differences between
them.

CORPOREAL [RAT=

Deftness: Hand-eye coordination and
manual dexterity. Great for shooting holes
in things.

Nimbleness: Agility and overall physical
prowess.

Quickness: Reflexes and speed. Draw,
pardner!

Strength: Raw muscle and brawn.

Vigor: Endurance, constitution, and general
fortitude.

MamL TraT=

Cognition: Perception and general
alertness.

Knowledge: Education from book-learning
and experience.

Mien: Presence and influence, as well as
charisma and how the character is
regarded by others.

Smarts: Wits and deduction. This is the
ability to figure things out or piece
together clues.

Spirit: Psyche and spiritual presence.

Luck o THE ToRAw

To generate your character’'s Traits, you
need a standard Deadlands deck (all 54
cards). Now deal yourself 12 cards and throw
away any two except deuces (2s) and
Jokers—you're stuck with those.

The 10 cards you have left are then
assigned to each of your character’s ten
Traits. The card you assign determines the
type of die you get to roll when making
rolls with that Trait.

COORMATION

Traits are essentially die types. A
character’s Coordination is how many of
those dice you should roll when the
Marshal calls for a Trait check.

The card you assign to each Trait
determines its Coordination as well as its
die type, as shown on the chart on the
following page.

Immediately after you draw a Joker
(which of course has no suit of its own),
draw another card and use its suit to
determine the Joker’s Coordination.

Trait

Card
2 d4
3-8 dé
9-Jack ds
Queen-King dlo
Ace di12
Suit Coordination
Clubs 1
Diamonds 2
Hearts 3
. Spades 4

Say you draw a 9 of Spades.
Checking the Trait Dice Table shows
you get a d8 for that trait. Since it's a
spade, the Coordination is 4. When
using that Trait, you roll 4d8. Couldn't
be simpler.




J oK ER=

Jokers are wild cards. You can use them
as dl12s, but drawing a Joker also means
your character has a “mysterious
past” of some sort. Tell the
Marshal when this happens so he
can figure out some secret
fortune or long-forgotten calamity
once you've finished making your
hero. Either way, it's sure to be a lot of fun.

And, yes, if you draw a Joker, you've got
to use it. You get the mysterious past either
way, so you might as well enjoy it. After all,
whatever Trait you apply it to is as high as
it can get during character creation.

MORE THAN FHMaN

Sometimes you're going to run into
people or creatures that are more than
human. If your character is a huckster or a
shaman, he might even have “supernatural”
Traits himself on occasion.

After reaching a diI2 in a Trait, the Trait's
value rises in steps of 2. The next highest
Trait after di2 is d12+2, then d12+4, and so
on until you end up running into some
critters that could give nightmares to your
nightmares.
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Wind is a special Trait that is derived
from your character's Vigor + Spirit die
types. This represents the amount of shock,
fatigue, or trauma your character can take
before he keels over. Wind is represented
only by a number. It has no die type. If your
character has a d8 Vigor and a dl10 Spirit,
her wWind is 8+10=18.

When her Wind is reduced to zero or less,
the character is effectively out of the action.
At his discretion, the Marshal might rarely
allow a winded hero to crawl or conduct
very simple actions depending on the
circumstances, but in general, they're
tuckered out, able only to bleed freely or
quietly whimper “momma.”




Aptitudes are skills, talents, or trades a
character has learned during his life. For
most people, these skills range from 1 to 5,

as shown on the Aptitude Level Table below.

Description

Level

1 Beginner
1 Amateur
3 Apprentice
4 Professional
5 Expert
AFTUSE Pon=

The sum of your character's Knowledge,
Smarts, and Cognition die types is the
number of points you have to put into
Aptitudes, to purchase skills with. If you've
got a d8 Knowledge, d6 Smarts, and d12
Cognition, you have (8+6+12=) 26 points to
spend on Aptitudes.

During character creation, each Aptitude
level costs 1 point, so a 1-point skill costs 1
point, and a 4-point skill costs 4 points. You
can't start the game with an Aptitude higher
than 5, although you can raise your
Aptitudes higher than that later if you really
work at it.

The next few pages list the standard
Aptitudes available in Deadlands, grouped
by the Trait they are normally associated
with. Feel free to make up new ones if
none of the standard Aptitudes fit, and look
for new ones in later Deadlands books.
We've left space on the character sheet
(check for that in the back of the book) for
these extra “specialty” skills.

C OICETRATIONS

“Concentrations” are listed in italics below
some of these Aptitudes. If Concentrations
are listed, then one must be chosen.
Shootin’, for instance, must be followed by a
pistol, rifle, or shotgun Concentration.

Firing an arrow’s a lot different than
blasting away with a pistol. If you're a brave
into the Old Ways, you need this skill.

'

Fanning is the art of using a pistol to put
a lot of lead in the air fast.

A character has to have a single-action
revolver to fan. When he does, he holds
down the gun's trigger and slaps the gun's
hammer back repeatedly with his other
hand, firing a whole lot of bullets real fast.

Chapter Five tells you how to use fannin’
to blow holes in deserving varmints.

HLcHn

When most people think of Western
outlaws, they picture bank-robbing
desperadoes. Light-fingered scoundrels are
actually far more common. This is the skill
they use to practice their illicit trade.




Thieves can make an opposed filchin’ roll
versus a target's Cognition to lift objects
from pockets, purses, or holsters. The
Marshal should modify either character’s
roll based on the size of the object lifted,
the situation, and whether or not the thief
has managed to distract his prey first.

| ok

Good locks are hard to come by in the
West, so if you find one, it's probably
protecting something worth getting at.

A character with this skill and a set of
lockpicks can try to open any door, chest,
boudoir, chastity belt, or other valuable
compartment. A character can attempt a
failed lockpick roll multiple times, but each
try after the first incurs a cumulative -2
penalty, up to -8. After that, she's stumped
until she earns another lockpicking level.

The difficulty depends on the lock itself.
This skill works on safes too.

Type of Lock

TN
Interior household door 3
Desk drawer 5
Front household door 7
Padlock 9
Safe 11
Improvised lockpicks o

SHoOO
Automatics, Flamethrower, Pistol, Rifle,

Shotgun

There's an old saying about there being
only two types of gunslingers: the quick and
the dead. In Deadlands, some characters are
quick and dead.

Shootin’ is the ability to fire pistols, rifles,
and shotguns quickly and accurately in
stressful situations—such as when
someone’s shooting back.

The automatics concentration is used
with machines like Gatling guns. The other
concentrations are self-explanatory.

S HGHT OF HA>

Cheating at cards can get you plugged in
the Weird West—if you're dumb enough to
get caught. If you're going to do it, you'd
better make sure you're good at it, or at
least a heap faster than the people you're
playing with.

Sleight of hand allows a character to
draw small items out of his sleeve or
pockets quickly and without notice.

Sleight of hand can be used like the quick
draw Aptitude on derringers, small knives,
or any other weapons smaller than a pistol.
Treat this as a related skill, applying the -2
penalty.

“PEED>-l oA >
Pistol, Rifle, Shotgun

Speed-loading a gun helps serious
gunslingers get those empty hoglegs
smoking again.

Reloading a single bullet in a pistol, rifle,
or shotgun usually takes an entire action. A
successful speed-load check allows a
character to slam up to 3 rounds into a
weapon during a single action. Check the
weapon’s maximum number of shots to
make sure you don’t load more rounds than
it can hold.

If a pistol has a speed-loading cylinder (a
spare cylinder already loaded with bullets),
a Fair (5) speed-load roll slaps the entire
thing in place in a single action. Otherwise,
it takes two actions. Gunslingers that
actually care for living usually carry a
couple spare cylinders ready to load.

If you fail at a regular speed-load roll, you
still get one bullet into the gun. If you fail
with a speed-load cylinder, though, you

Rounds Loaded

TN
2 rounds 9
3 rounds 11
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THrOM
AXxes, Knives, Spears

If a cowpoke’s relying on throwing things
at people to get them to listen, then he's
probably already won the fight and just
having a little fun.

That said, this skill covers a character
who occasionally needs something a little
quieter than a Peacemaker.

NVBL RE<<
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Not too many folks in the Weird West go
out of their way to climb sheer rock faces.
A few scoundrels have had to scamper
down rose trellises on occasion, however.
Either way, when it comes up, you're gonna
be glad you've got it.

See the Gitalong Table on page 87 for
movement rates for climbin’.

IorsE

No, we aren't talking about the town in
Kansas (as in “get the Hell out of..."). We're
talking about the ability to use cover and be
where the bullets aren't.

The dodge skill is used as an “active”

defense when your character is about to get Characters dont need to Al

drilled. We'll tell you more about it in . Aptitude rolls‘for every little thing they
Chapter Five. "do. Climbing down a ladder isn't all that !
T’ ‘hard (and shouldn't require a roll)

Steam Boat, Ornithopter, Steam Wagon, :lsnitle_lsas snmethn:]% \:::1 the haylott above,,
’Ic‘)ligféi a lot of strange gizmos in the The Marshal sﬁon;l,feel gvree to call
" 3
Weird West. Horseless carriages and flying for Aptitude checks Whenever she

. /‘wants; but temember, the stafidard
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This is the skill a character needs to -smfomg & Jg.0c stresS\or unknown g
drive a steam wagon, pilot an ornithopter, lﬂ& ipyolyed in the ta§k MESUTC
or steer a steam-powered boat. Driving a = Lheljgee Number Abgordinglys

: _1t's hardly-heroic to break your neck
wagon pulled by animals uses the teamster ¥ rossing the st reet.

.A._

Aptitude. ? _
Not too many folks have this skill. Some “ i i A .
consider it a mark of wealth. ‘ . ._n-f:“"'“ f.,,. o > "‘, J
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e him in the dust. The quality of the animal

Boxin’, Brawlin’, Fencin’, Knife, Lariat, Sword, ~ may also add or subtract from a character’s
Whip, Wrasslin’ skill roll. See page 64 for more information.

Sometimes you don't have enough bullets
to get the job done. If you find yourself in EAL ik
one of these situations, it's time to whip out _ Sometimes charging into the face of

your trusty Bowie knife and start carving. death doesn't make a lot of sense.
Some skill with the thing might help. Occasionally subtler tactics are called for.

A character uses this Aptitude to make When your character wants to sneak past
hand-to-hand attacks. We'll tell you how in ~ Someone, make an opposed sneak roll
Chapter Five. Promise. against the search Aptitude of anyone that

might detect her. The Marshal should dole
Hor<E RN out modifiers depending on the situation.

No self-respecting cowpoke admits he It's a lot easier to skulk about by the light

can't ride a horse. A tinhorn without this of the moon than to avoid a murderous

skill often finds his companions leaving outlaw stalking you at high noon.
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Few frontiersman can swim. Those that
can't usually sink like stones just trying to
take their annual baths.

See your local watering hole or Chapter
Five to find out about drowning. The
Gitalong Table in the same chapter also
tells you how fast a character can move
while swimming.

TEAMSTER
This skill lets your character drive
wagons, stagecoaches, buggies, and carts
and control the ornery animals that pull it.
The basic movement rate for a wagon
depends on the animals pulling it.

CAUCKNES=

Q. Toxaw
Knife, Pistol, Rifle, Shotgun, Sword, Others

When one Peacemaker won't get the job
done, you might have to whip out another.
You'd better be able to do it fast.

It usually takes an action to draw a new
weapon. If you've got this Aptitude, you can
draw a new weapon and use it in the same
action. The TN is usually Fair (5). If you fail,
you draw the weapon normally and can't
use it that action. If you botch, you've
dropped it. If you botch and you've got bad
luck, you might blast or cut off your favorite
body part.

STREGTH-

Strength is not usually tied to particular
Aptitudes. The Marshal might call for
certain Aptitudes to use the Strength Trait,
however. For example, if two characters are
wrestling for a gun, the Marshal might ask
for Strength/fightin brawlin’ checks.

Strength is also used to determine your
damage whenever your character hits
someone in hand-to-hand combat. You'll see
how this works in Chapter Five.

\Vlcor

Vigor is another Trait that has no
particular Aptitudes associated with it. The
Marshal might use Vigor whenever your
character’s endurance could determine the
success of a particular Aptitude test,
however. For example, a long arduous climb
up a steep cliff might call for a Vigor/
climbin’ check. Also, a long ride to get help
for a wounded comrade might be a Vigor/
horse ridin’ roll.

@e<ie]
ARTILLERY

Cannons, Gatling Guns, Rockets

When you want to blow sizable holes in
critters, you need to haul out the heavy
artillery. Cannons and rockets pack the
biggest wallop. Gatling guns can hose down
hordes of lesser varmints.

Sighting and placing any of these
weapons in strategic locations is a matter
of Cognition. For Gatling guns, a character
uses the shootin’: automatics concentration
when actually firing the weapon.

=

Painting, Sculpting, Sketching

Sketch artists who work for the army,
pulp magazines, or the Tombstone Epitaph
get some measure of respect in the Weird
West. Painters and sculptors in particular
had best not take themselves too seriously,
however, since frontier folk are generally too
practical to appreciate these more artistic
pursuits.

An artist should make an Aptitude check
whenever he completes a performance or a
work of art. This is the quality of the work,
and it does not change unless the work
itself is later altered in some way. The
Marshal should determine the “value” of the
piece based on the material it's made of and
the artist’s skill.
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The Tombstone Epitaph generally pays $10
for sketches of “unusual” events. Photos are
worth more to the Epitaph and other papers,
but “news” photos aren't considered art and
so are covered under the professional:
photographer Aptitude.

SCRINZE

Any gambler worth his salt can tell when
an opponent is lying through his teeth.
Scrutinizing someone might not tell you
everything, but it could tell you when the
buffalo chips are starting to get thick.

Scrutinize is the ability to judge another’s
character, penetrate disguises, or detect lies.
A character with this skill is also good at
resisting bluff and persuasion attempts.

SEARCH-

Any fool can find an arrow sticking in his
backside, but a character with a good eye
can find the proverbial needle in a haystack.

[T O R X

This skill covers a character whenever
she's specifically looking for items, clues, or
evidence. Search is also used to detect
movement or creeping enemies. The latter is
an opposed roll versus the opponent's sneak
Aptitude.

Search rolls can be used to find obvious
footprints, but to actually read a trail and
follow it requires the trackin’ Aptitude.

TrackN

Good trackers usually find whoever or
whatever they're looking for. Of course,
that's not always a good thing in Deadlands.

A successful trackin’roll helps a
character find a trail, stay on it, and maybe
even figure out how many critters he's
following. The difficulty for following tracks
is shown on the chart below.

Number of

People Trailed TN
1-2 11
3-4 9
5-8 7
9-15 5
16+ 3

Modifier

Condition

Snow +4
Night -4

Rain since tracks were made -4
Rain before tracks were made 44
High-traffic area -4

X VoW EI>GE
A-CATSEMA

Philosophy, History, Occult, Others
Bookworms are rarely appreciated in the

Weird West until the conclusion of some

epic adventure. That's when their obscure




knowledge about what might kill a critter
that's already gobbled up half the posse
tends to come in handy.

The academia skill provides a character
with information about his chosen subject.
A character might also choose a field
within a more narrow subject, such as
military history. The Marshal should take
this into account when asking for any
academia Aptitude checks and modify the
difficulty level accordingly.

A=REL Kiow EI>GE
Town, County, State, Region

You'd better know where to run when the
bogeyman comes calling.

Area knowledge is a measure of how
much a character knows about a place.
Every character in Deadlands has detailed
knowledge of the town and county they
spent most of their life in.

Characters who travel a lot, such as
scouts and bounty hunters, might have
knowledge of other locales as well. A
character always knows the basics of an
area he's traveled to or through before, but
any kind of specific information requires
the area knowledge skill.

You can concentrate in any size region,
but the bigger the region, the less specific
the information.

T>evMol mow

Sometimes you just have to blow the snot
out of some giant creepy crawler. It's
usually best if you don't catch your posse in
the blast.

A character with this skill knows how
much explosive material is needed for the
job at hand and how far away to stand.
Going bust on a demolition roll usually has
disastrous consequences.
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Only actors and sneaky Pinkertons are
actually trained in the art of disguise.
Sometimes an outlaw has to learn on the
fly, however, and knowing a fake beard from
a hairpiece might keep you from looking
too silly.

Whenever a character in disguise is
spotted by someone who might catch on,
the character must make an opposed
disguise roll vs. the observer's scrutinize
Aptitude. One success on the part of the
observer might make him suspicious, but a
success with at least one raise is required
to see through the disguise.

L ANGUrGES
Native Tongue, Apache, French, Gaelic,

German, Latin, Sign Language (Indian)

Sioux, Spanish, Others

Knowledge in foreign languages can often
mean the difference between life and death
in the Weird West. If you're exploring an old
Spanish gold mine called Casa del Diablo,
you'd better know it means “House of the
Devil.”

All characters are fluent (have 2 points) in
their native language. A character with 1
point in another language can speak and
communicate common verbs and nouns
with little difficulty. At skill level 2 and
higher, the character can read and write the
language and has a larger vocabulary.

Indian “sign language” is a very useful
concentration. Nearly all tribes can
communicate with this common system.
Explorers and scouts working for the Army
should consider this Aptitude a must.

MEICNE
General, Surgery, Veterinary

Some folks think of “sawbones” as
butchers, but a good one knows when to
cut your leg off and when to let it be.

A general concentration in medicine
means the doc can make herbs and
poultices, stop bleeding, set broken bones,

and perform simple surgery such as lancing
boils or digging out a shallow bullet. This
concentration lets a character heal up to
heavy wounds. He can do nothing for
serious and critical wounds and maimed
limbs other than stop bleeding.

A doc with the surgery concentration has
had formal training in cutting people open.
Surgeons can stop internal bleeding,
perform operations, and dig bullets out of
the deepest wounds. Your character has to
have studied somewhere before he can take
this Aptitude. Ask your Marshal if you're not
sure whether or not you can take it.

Vets take care of wounds and ailments in
animals. If pressed, a vet can treat a human
as if he had the general concentration.
Since this is a related skill, he has to
subtract -2 from the roll. Regular doctors
can also treat animals, but the wide variety
of critters doubles the usual penalty for a
related skill to -4.

ProrrE==10n 1.
Journalism, Law, Military, Photography,

Politics, Theology, Others

Gunslingers might rule the streets, but it's
the politicians who hire them, the
journalists who make their reputations, and
the lawyers who get them off the hook
when the long arm of the law finally
catches up with them.

The professional Aptitude is a catchall
category for “social sciences” that require
formal education or training of some sort,
such as law, journalism, or theology. A
character can use this Aptitude whenever
he needs to recount a law or battle, write a
news story, or compose a sermon on the
evils of strong drink. Actually performing
any of these tasks usually falls under
another Trait. A minister who needs to
deliver a sermon, for instance, would make
a Mien/professional: theology roll.

Due to the grab-bag nature of this
Aptitude, concentrations in the professional
Aptitude are never considered related.
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SCRNCE
General, Biology, Chemistry, Engineering,

Physics

The discovery of ghost rock changed the
face of the world forever. Scientists can now
make incredible devices of steam and steel
they could barely dream of before. Even
those who don't use the strange new
mineral benefit from its research and the
inventions it has spawned.

This Aptitude covers book learning,
experience, and skill in all sorts of scientific
pursuits.

If your character is a mad scientist, you
must take at least 3 levels total in any
number of scientific concentrations.

Most science concentrations are related
to each other to varying degrees. In each
case, it's the Marshal's call as to how close
any concentration is to the one required (as
well as for the corresponding penalty).

- ‘w‘!#;%%)

TRATSE
Blacksmithing, Carpentry, Seamanship,

Mining, Telegraphy, Undertaking, Others

Life as an gunslinger, a huckster, or a
muckraker can be a real kick in the pants,
but somebody’s got to actually do all the
work. The hard jobs are done by the folks
with the practical skills, and that's what
they get paid for.

Trade is a catchall skill like the
professional Aptitude. It covers hands-on
jobs like blacksmithing and undertaking.
The usual Aptitude used for trade checks is
Knowledge, though this can change
depending on the task. A sailor who needs
to steer a sailing ship through the Maze, for
instance, would need to make a Deftness/
trade: seamanship roll to avoid disaster.

Like its counterpart—the professional
Aptitude—trade concentrations are never
related.




Aval WRANGLN
Bronco Busting, Dog Training

Life in the Weird West often depends on
the obedience of a good horse. Similarly, in
the North, a pack of sled dogs might help an
explorer escape the wrath of something
vicious that “man was not meant to know.”
In either case, this is the skill a character
needs to teach an animal how to obey a
human master.

Animal wranglin’ skill checks are opposed
rolls versus the animal’s Mien. Teaching a
horse or dog a new trick usually takes 4-5
days.

| EATSERSAHP

In the military, careers are often made on
whether or not an officer can get his men to
do as he tells them. Lawmen also use this
skill to stare down mobs and lead their
posses into hostile territory.

Besides using leadership to control troops,
followers, or lackeys, this Aptitude has two
specific uses.

In a combat situation, a leadership roll can
keep people from being surprised. Whenever
a friendly hero fails a surprise roll
(explained more in Chapter Five), you can
attempt to make the roll for her as long as
your character is not surprised as well. This
counts as an action for your character. Every
success and raise you get on your leadership
check allows the leader to affect one other
individual.

You can also use your leadership Aptitude
to actually trade Action Cards between
friendly characters during combat. When it's
your turn to take an action, make a Fair (5)
leadership roll. For every success and raise
you get, you can help any two players
(possibly even including yourself) trade a
single Action Card in their hands. The only
catch is that in each trade, both players
must agree to make the trade first.
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Hank “One Eye” Ketchum, a stern
Texas Ranger, is pinned down
alongside Ronan Lynch by a band of
desperadoes. On Hank's turn, he
decides to use his leadership to trade
some of his high Action Cards for
Ronan’'s lower ones since Ronan'’s got
some dynamite handy. Hank yells for
Ronan to throw the bundle and rolls
his leadership for a 13, giving him a
success and a raise. He can now
trade up to two cards with Ronan, as g = §2
long as Ronan agrees to accept the
trade. Ronan does, and the bad guys
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go boom in a big way. S = -
OVERAVE ' A 5% e s
The most successful gunmen can back (. &
down their opponents before anyone slaps 3 :
leather. An overawe attack might come in ; % - A

the form of a surly stare, a deadly threat or y
the feel of cold iron in someone’s back. 7 i

An overawe attack is an opposed roll /
versus a character’'s guts. See Chapter Five
for information on tests of will.

Perrorw’
Acting, Singing
There isn't a lot of entertainment in the
West, so most people appreciate a good . =
actor or a sexy singer. Crowds are rough on '
the acts they don't like, but they treat a .
good performer like gold. £
A good performance against a Fair (5) TN
can net the character $2dé plus $1d6 per
raise. Better wages can be earned, of course,
but this rate works for impromptu
performances and average-sized crowds.

PEr<yp<ion 2 5
Fast-talking snake-oil salesmen, sultry '
saloon girls, and nosy muckrakers often s
depend on their powers of persuasion.
Talking someone into providing aid or *
information in times of need can be as :
crucial as skill with a six-shooter. 4
Persuasion attempts are opposed rolls
versus the target's scrutinize Aptitude.

£
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TaALE-TELLN

How can you become a legend of the
Weird West if no one spins your colorful
yarn?

Tale-tellin’ is the talent of capturing an
audience’s attention with a ripping yarn or
an exciting story. It's a rare but valuable
ability, the need for which come up a lot
more often than you might think. Preachers
use the skill to deliver their fiery Sunday
sermons, and politicians use it all the time
to get themselves reelected.

Spreading the word of your
posse's deeds is very important to
becoming a legend of the Weird
West. You can find out why once
you've adventured a while and
= your Marshal gets around to

Twelve letting you read Chapter Twelve.

In poker, a good bluff can win a
thousand-dollar pot on a pair of deuces.
Telling lies, spinning tall tales, or making
someone look behind them so you can get
in a cheap shot is all part of the game.

Bluffing is a test of wills versus an
opponent’s scrutinize. The more raises you
get, the more the opponent falls for it.

GAMBLN

Most folks can hold their own in poker
and other games of chance. Professional
gamblers roam the boomtowns and can
turn a few bucks into a small fortune.

There are two ways to handle gambling in
Deadlands. The first is for a single hand; the
second is a quick way to sum up an hour’s
worth of gambling.

For a single hand, the gamblers first
decide on the stakes. Then each character
involved makes a Fair (5) gamblin’ skill.
Every success and raise lets a gambler draw
a card from a card deck. When everyone has
their cards, each player flips over her
highest. The players with the lowest cards
put their stake in the pot, and the winner
gets the pot. A Red JokKer is the highest card
and a Black Joker is the lowest.

To sum up a longer period of gambling,
use this method instead. The gamblers first
decide on the average stakes. One to five
bucks per hand is common for serious
gambling. Then everyone makes a gamblin’
Aptitude check. The lowest total pays the
highest total the difference times the stakes.
The next lowest pays the second highest,
and so on. If there's an odd man in the
middle, he breaks even.

For instance, “Velvet” Van Helter, a
suave huckster and cardshark from
New Orleans, “One Eye” Ketchum,
and Ronan Lynch play $5 poker for




an hour. Velvet gets a 15, One Eye
gets a 10, and Ronan gets a 2. Ronan
pays Velvet ((15-2=) 13 x $5=) $65. One
Eye breaks even.

Roicu £

There's a fine art to making fun of
someone in the Weird West where trigger
fingers are itchier than saddle sores.
Knowing when and just how far to push
your opponent is the real skill.

Using the ridicule Aptitude is an opposed
roll versus an opponent’s ridicule. Someone
with a good sense of humor can take a joke
better than someone without. Using tests of
wills in combat is covered in Chapter Five.

SCROWGN

Scroungin’ is the ability to find common
items in a hurry. Sometimes this means
settling for less than what is needed, but a
good scrounger can usually come up with
something that gets the job done.

The Marshal sets the difficulty of finding
a particular object depending on the item
and the amount of time available.

STREETWSE

A streetwise character knows how to
work the streets and get information from
the seedier elements of towns and cities.

This Aptitude is most often used to get
illegal items or restricted information. The
difficulty depends on the prize and the
steps the character takes to secure it.

SARWAL
Desert, Mountain, Other

A veteran frontiersman can survive with
minimal tools and supplies in hostile
environments. This might mean eating the
stringy meat of prairie dogs while on the
high plains, but it beats starving.

A successful survival roll feeds a person
for one day. Every raise provides the bare
necessities for one other person. The
difficulty of the roll depends on the
environment. An area with plentiful game

and water has a difficulty of Foolproof (3),
while it's an Incredible (11) task to find
vittles in the Mojave desert. You can only
normally make one survival roll per day.

TwEr

A steam wagon is fine to get you across
the Mojave. If it breaks down, though, you'd
better make sure you can fix it.

Tinkerin’ is the ability to fix contraptions,
gizmos, and gadgets. This Aptitude is a
must for mad scientists who want to make
or repair the infernal devices they devise.

SERT

Fam

Faith is strange. Most folks have more of
it when some nasty critter is about to stuff
them in its pie-hole. Then they're
full of praise and promises.

In the Weird West, faith can
often have a real effect on
creatures of the Reckoning. See
Chapter Nine for more information
Nine on faith and miracles.

GUTS

There's a lot of strange stuff in the Weird
West. When your character stumbles upon a
slavering abomination or a gruesome scene,
you need to make sure he's got guts. It's
hard to plug a charging critter when you're
wetting your pants.

Once your character has adventured for a
while, he starts to gain “Grit.” Grit is added
to guts checks, meaning your hombre's
psyche eventually becomes accustomed to
the lesser horrors of Deadlands. Your
Marshal has more information about how
heroes gain grit.

Failing a guts check can have
serious consequences. Don't
worry about it right now. The
Marshal’s got all the information
she needs to inflict sheer terror
on your hapless character.

210-211




- P ST B St AR R 1 £ s
i g APy 4 o ‘._ _ a l il i Iﬂ ::‘__ goy ;2,‘:: “T: ) = :
= i ‘@ e QJ : /"_ W . 2 A. - g )."_ =i \—-\
Tor Hioraices M4 12/

Hindrances are physical or mental
handicaps. You can take up to 10 points in
Hindrances during character creation. These
can be used for Edges or more Aptitudes.

The number of points each Hindrance is
worth is listed next to its title. Ranges of
numbers or numbers with slashes indicate
that the Hindrance comes in more than one
level of severity. The higher the number, the
worse the Hindrance affects your hombre.

While you get points for Hindrances now,
they're far more important in helping you
earn Fate Chips (more on that later). If you
choose a Hindrance, you'd best be willing to
roleplay it. That's how you earn rewards
(Fate Chips) that can be used to save your
skin and help improve your character.

There's some things doctors just can't
cure. If you get a rash in your crotch from
time to time, it's damned inconvenient. If
you've got consumption, you'd better make
arrangements with the local undertaker.

Diseased characters are affected by their
ailments depending on the severity and the
circumstances of their particular affliction.

Lesser ailments are things like chronic
allergies or colds, frequent lice, or worms.
Some more serious diseases are
consumption (tuberculosis), diabetes, and
cancer. Remember this is the Weird West, so
there are likely far worse ailments out there,
like the “tummy twister” the fellow in the
picture on the left has picked up.

Value Ailment

1 Minor: Your character has a minor
but incurable ailment. This might
cause him to cough at inconvenient
times, make social engagements
difficult, give him the shakes, etc.
Subtract -2 from any persuasion
rolls and sneak attempts.

3 Chronic: Your hero has a chronic
illness that causes constant agony
and/or will eventually kill her. She
suffers the penalties for a minor
ailment, and at the start of each
game session, she must make a Fair
(5) Vigor roll. If she fails, she suffers
-4 to all tasks she performs this
session. The Marshal might modify
your die roll depending on the
weather and your particular illness

5 Fatal: You've got a chronic illness
that might kill your character at any
time. Roll as above. If you go bust,
your character must also make an
Onerous (7) Vigor roll. Should she
fail, death’s door swings wide.



You don't like machines, and they don't
seem to like you much either. Scientific and
mechanical Aptitudes cost twice the normal
points to learn or improve. All rolls made to
use or repair machinery are made at -2.

B> Fars
The quick and the deaf.
Choose the level of bad hearing your

character suffers from the chart below.

Value Status
3 Mild: Subtract -2 from all Cognition
tests based on hearing.
5 Stone Deaf: Your character can't

2/5 B W

It's good to be confident, but only a fool
charges 600 cavalrymen into 5,000 Sioux.

Your character is severely overconfident.
He believes he can do anything, and he
never turns down a challenge.

1z

Your horse really hates to see you
coming. Fortunately, it’s pretty hard to bust
up someone your size.

The effects of a character’s size depend
on whether he is merely husky or truly
obese. Increasing your character’s Size has
an effect on the damage he can take. See
Chapter Five for details.

hear at all.
Value Status
Bro Bre= ?[Z 1 Husky: Add +1 to your hero’s Size
Sometimes it's better not to see what's and reduce his movement by one
coming after you. step (minimum is 4). His maximum
Bad eyes subtract from any Trait or Nimbleness is a d10
Aptitude rolls you make to affect or see Obese: Add +2 to your hero’s Size
things at greater than 20 yards. The Marshal and reduce her movement by two
might sometimes allow you to use your bad steps (minimum is 4). Her maximum
eyes as a bonus to guts checks made when Nimbleness is a d8.
viewing gruesome horrors at long range.
BL oo THR=TY z

Value Status

3 Myopic: Subtract -2 from your
character’s Trait and Aptitude rolls
made to see or affect things at
greater than 20 yards. If your
character wears spectacles, reduce
the value of the Hindrance by 1.

5  Near Blind: As above, but the
penalty is -4.

Baro | uck

Calamity Jane's got nothing on you. Don't
even think about playing with dynamite.

If you go bust, whatever your character is
doing has the absolute worst effect possible.

Some folks are just plain mean. Others
don't believe in leaving their enemies alive
to come back and haunt them later.

Your character rarely take prisoners, and
she enjoys confrontations. If she’s forced to
take prisoners, they don't tend to live long
after they're no longer useful.

CURoU= 2
If it killed the cat, think what it can do to
you. j

Your hero wants to know all he can
about just about everything he comes
across. Anytime a mystery presents itself,
he must do everything in his power to try to
solve it, no matter how dangerous the
situation might be.
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Remember that every foe you put down
likely has some friends or family that might
come looking for you later.

Your character has an enemy or enemies
of some sort. You and the Marshal should
determine the value of any enemies based
on their relative power level and frequency
of appearance.

A vengeful but inexperienced youth who
is stalking the character, for example, would
likely be worth two points, since her
appearance would be fairly common but she
is relatively weak. A deserter should take an
enemy as well, but neither the USA or the
CSA have much time or interest, so this is
usually only worth 2 points.

TERER >

No man'’s an island. Sooner or later, you're
going to need a hand, and if they can't
understand you, they can't help you.

“Ferners” are outsiders in the culture
central to your adventure or campaign.
Usually, the outsiders are Mexicans, Indians,
or Chinese folks who have a difficult time
adapting to the white man’s language and
way of life. An Englishman who insists on
bad-mouthing the “democracy” or a Chinese
railroad worker who speaks little English
are likely to be shunned by most folks in
the frontier.

Sometimes whites are the “ferners.” If
your Marshal is running a campaign
centered in the Sioux Nations, those who
don’'t know the Sioux’s practices and
traditions will find themselves the subject
of prejudice.

As long as your character can
communicate well in the culture he's in and
doesn't go out of his way to prove himself
an outsider, he will likely suffer little
prejudice and you need not take this
Hindrance. Foreign characters may
sometimes suffer from individual
intolerance, of course, but by and large they
are usually treated fairly in the Weird West.

GREEL Z

It's one of the seven deadly sins. But
while your mortal soul might be damned to
Hell, you'll sure have a good time here on
earth rolling in loot.

Money and power mean everything to
your scoundrel, and she'll do most anything
to get more of it.

HaABT =2

Folks aren’t much on cleanliness in the
Weird West, but that doesn't mean they like
to watch some tinhorn shove his picker up
his nose.

Your character has a habit others find
annoying or revolting. Besides putting off
other characters, this Hindrance subtracts a
number of points from your character’s
persuasion rolls equal to the value of the
Hindrance. The value of the Hindrance
depends on the frequency of the habit and
just how gross and disgusting it is.

Hoaw ERN 1/3
If you just can't think without a stogie in
your pie-hole, you've got yourself a habit. If
it'’s alcohol or opium you're craving,
welcome to Addiction City, population one.
A mild hankerin’ means the character is
highly addicted to some mildly harmful
substance (such as tobacco), or slightly
addicted to a more dangerous substance. A
severe hankerin’ means the character is
addicted to alcohol, opium, laudanum,
peyote, or some other dangerous drug.

Value Status

1 Mild: Subtract -2 from Mental skills
if the substance is not available
after 24 hours.

3 Severe: Your character suffers the
same as above and also subtracts -4
(total) from Mental and Corporeal
skills if the substance is not
available every 48 hours.
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HEAW S FEPER 1

Logs wake up faster than you.

You must subtract -2 from your hero’s
Cognition rolls made to wake up in an
emergency or when some critter is
sneaking up on him. He usually oversleeps.

HErROIC 2

You're a sucker for someone in trouble.
Ever hear of nice guys finishing last?
Heroes who go chasing down wild critters
aren't likely to finish at all.

Your character can't turn down a plea for
help. She doesn't have to be cheery about it,
but she always helps those in need
eventually.

ILLmERATE 2
It's a terrible thing to come back from the
dead and not be able to read the words on
your own tombstone.
llliterates cannot read even the most
basic words of their own language or any
other language they happen to speak.

NTOLERANCE

There's some folks you just can't stand.
They don't cotton to you, and you'd like to
push them off a tall cliff.

Your character does not get along with
certain kinds of people (Mexicans, white
men, politicians, and so on) and has nothing
to with them if possible. If forced to work
with them, he insults and provokes them
whenever he gets the chance. The value of
the Hindrance depends on the frequency of
encounters your character has with those
he is intolerant of.

K> zZ

Don't let that face fool you. A kid with a
gun can still blow your guts out.

Your character is a kid 12-15 years of age.
Most people don't take you seriously, your
maximum Strength is a d10, and your
maximum Knowledge is a d8. You must buy
off this Hindrance with bounty points (see
Chapter 6) by the time you hit 16.

-2 Iy

L AME 2/5
There’s an old chestnut that says when
something's chasing you, you've only got to
outrun one person. Unfortunately, you're
usually that one person.
This Hindrance affects a character’s move
rate and active defense.

Value Status

3 Limp: Your hero’s movement is
reduced by a quarter. Subtract -2
from active dodge rolls and other
tests requiring mobility.
Crippled: One leg is missing or
disabled. Your hero's movement is
reduced to a quarter of normal.
Subtract -4 from active dodge rolls
and other tests requiring mobility.
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You don't have to be crazy to fight some
of the critters of Deadlands, but it sure can
help. No one in their right mind would stand
up to some of these critters.

Your hero has a mental illness of some
sort. This can range from being
absentminded to being a compulsive liar or
suffering from phobias, delusions,
depression, or schizophrenia. The illness is
always present, and it rules your character's
actions most of the time. The value of the
Hindrance depends on the severity of the
iliness and its effects on the character. You
might want to check out the mad scientist’s
dementias on page 219 for some ideas.

| O 2

You may not be a hero, but your friends
know they can count on you when the
chips are down.

e e R A

The character is extremely loyal to his
friends or to a specific group, nation, or
ideal. He will risk his life to defend it and
uphold its traditions.

M=ER >

A miser knows the price of everything
and the value of nothing.

Miserly characters must always buy the
“cheapest” goods available and haggle
incessantly over everything. Because of this,
she can only by “el cheapo” gear. See page
63 for more about this.

MEAN A< A- FOATTLER &
You think the whole world pissed in your
canteen. Maybe it did.
People tend not to like your hero. He's
hateful and mean-spirited. Besides making
it hard for others to like your hombre,
subtract -2 from friendly persuasion
attempts. At the Marshal's discretion, you
may occasionally be allowed to add +2 to
hostile persuasion or overawe rolls.

Ne+T TERRORS i

The Indians say nightmares are glimpses
into the Hunting Grounds—a mad limbo
where evil spirits devour the souls of the
newly dead. Your nightmares make you
think there might be some truth to this.

Your character’s nightmares are far worse
than most, something that keeps her from
wanting to sleep much. Coffee is her best
friend, and she usually only gets about 3-4
hours sleep at night.

Make a Hard (9) Spirit check every time
your character beds down. If you fail, your
character gets no sleep and must subtract -
1 from all her Aptitude and Trait rolls the
following day. These effects are cumulative
to a maximum of -5, so if your character
can't sleep for a week, she has to subtract -
5 from everything she does.

Anytime your character can't sleep, you
should roleplay her sluggish delirium the
next day. The Marshal will reward you with
Fate Chips appropriately.



If you should ever botch the sleep roll,
your character's dream self is actually
transported into the Hunting Grounds. There
she experiences a horrible nightmare
scenario that lends insight into her current
predicament but risks her mortal soul.

The Marshal should construct this
nightmare as a short solo adventure for
your character. In it, she is given vague
hints about the local abomination or
situation. If she “dies” in the nightmare, her
wind is permanently reduced by -1.

OrTH- -5

A person is only as good as his word. Go
back on it, and people won't trust you any
further than you can run before they gun
you down like the lying dog you are.

Your hero has an oath to perform some
important task or always react to certain
conditions. The value of the oath depends
on how often it might come into play and
the risk it involves.

CBLIGATION -5

A man’s got to do what a man'’s got to do.

Your character is obligated to his family,
his job, the military, a town, or a duty of
some sort. This should be frequently
inconvenient, as he has to report to work or
go off on assignment from time to time.
Note that this is not the same as an oath.

OUTLAY -5

The only authority you abide by is the
“law of the West." And even that’s subject to
exception when it suits your needs.

Outlaws are lawbreakers by nature. They
have little respect for the law and are likely
wanted for anything from petty larceny in a
single town to being a renowned killer
throughout the West.

OEARMED Bani 2

There's lots of veterans who lost arms
and legs in the war. To think this makes
them any less dangerous is a big mistake. It
only takes one finger to yank a trigger.

Your character has only one hand or arm.
You must subtract -4 from any skills that
require the use of two hands.

Prcmst 2/ 5

Being a pacifist doesn't mean a fellow is
afraid of a fight. It's just that he'd rather
find a different way.

As of 1876, despite years of being a
lawman in Dodge and other cattle towns,
Wyatt Earp hadn't killed a single man. He
was well known for “buffaloing” a cowboy
with his pistol butt, but Earp was smart
enough to know killing a man often caused
more trouble than it was worth among
vengeful friends and kinfolk.

Pacifists range from those who simply
don't like to kill until it's absolutely (in their
judgment) unavoidable (3 points) to those
who won't kill under any circumstances (5
points).
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Povery 2

A fool and his money are soon parted,
and what little cash you've got in your
pocket is burning a hole straight through
your jeans.

Your character has a hard time saving,
and he spends money like water. Anything
he buys eventually falls into disuse and is
lost or discarded. He starts with only $50
instead of the normal $250 and should
likely buy “el cheapo” gear (see page 63).

SSCRAWN 5

Beanpoles are thicker than you. At least
your horse is happy about it.

Scrawny cowpokes (who usually run
under the name “Slim”) are slight and weak
and must subtract -1 from their Size (see
Chapter Five). Their maximum strength is a
d10. A character’s slight frame might benefit

him in certain situations, like crawling
through a small cave or window, but usually
it just gets him picked on.

=l F-ReTEOU= 2

If you're not always right, then you're at
least sure the ignorant masses are always
wrong. Given a chance, you're sure you can
prove it.

Your character believes everything she
does serves some greater cause (such as
Christianity, the Temperance Movement, the
taming of the West, etc). She never backs
down from her beliefs. This is a great
Hindrance for preachers and nuns.

SCUEAMSA- 2

You can't hold your chow when you see
blood and gore. It's a little embarrassing
compared to your gunslinger friends who
don't flinch even with half their guts
hanging out.

Guts checks caused by gory scenes are
made at -2.

SSTUBBORN 4

It's your way or not at all. If the rest of
the world is too stupid to realize you're
right, they can go hang themselves with an
itchy rope.

The hero is pigheaded and as stubborn as
a mule. He always wants to do things his
way and holds out until everyone agrees or
some major concession to his idea has been
made.

“APERSTTICUS Z

Owls never hoot “just for the Hell of it,”
and black cats should be shot before they
cross your path. You keep a rabbit’s foot in
your pocket, and you rarely wonder why it
didn't seem to do the rabbit any kind of
good.

Your character believes in superstitions
and tries to live his life by signs and omens
of portent. You should check out a book of
superstitions from your local library to help
you roleplay this Hindrance.
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Dudes using “two-dollar words” are a
dime a dozen in the Weird West after gold
and ghost rock were discovered in
California. Those that lived on the frontier
before don't take very kindly to these fast-
talking dudes and their New York ways.

Tinhorns are big talkers, usually from
back East. They use big words and brag
about their families a lot.

THN-SNETDS 2

You get splinters from your own pistol
grip and won't quit whining about it until
you see a sawbones.

Increase your character’s wound penalty
by L

Usty A= < 1

It's too bad the old saying about “stopping
a bullet with your face” isn't true. If it was,
you'd sure never have to worry about being
shot.

Subtract -2 from friendly persuasion rolls
made whenever your character’s looks
might intervene. On the plus side, you can
add +2 whenever his looks might actually
help, such as when making overawe or
hostile persuasion attempts.

VENGEFUL. >

The world needs to be taught a lesson,
and you're the professor.

Your character must always attempt to
right a wrong committed against him.
Whether this revenge is violent or not
depends on his nature.

YELL ER >

You usually get shot in the backside, and
you've got the stitches to prove it.

Cowards don't have the heart for combat
and try to avoid it whenever possible. “Real”
men don't like them much unless they're
female, in which case they might actually be
more appealing. Subtract -2 from persuasion
rolls made against those with little respect
for your character’s cowardly ways.

:
@

Edges are physical bonuses or
background advantages you can purchase
for your character. You can't use your
Aptitude points to buy these, so you must
get points for Edges by taking Hindrances.
Descriptions of each of the Edges and the
effects they have on your character follow.

AxcpE Bacrarons 3

Most folks encounter the supernatural
and get eaten by it. A rare few have survived
the ordeal and come away from it with
strange knowledge and sometimes powers
beyond mortal ken.

There are four types of arcane
backgrounds available in Deadlands:
hucksters, mad scientists, the blessed, and
shamans. Choose one, then ask your
Marshal to let you read the chapter that
tells you all about your powers
and abilities.

Hucksters are wizards of the
Weird West. They use poker
hands to help them cast their
deadly hexes. Their powers are

Seven ¢xplained in Chapter Seven.
Through Mad scientists build incredible

Ten devices of steam and steel.

Though they don't realize it, their
infernal gizmos actually draw on the power
of the Hunting Grounds. More information is
presented in Chapter Eight.

Blessed characters are nuns, priests, or
average folks who have been blessed by a
divine entity for one reason or another.
When the blessed are behaving themselves,
they can invoke miracles that help them
fight the evils of the Reckoning and
advance the greater good in the name of
their beliefs. Their abilities are explained in
Chapter Nine.

Shamans are Indian holy men and women.
Their power comes from dealing with
demanding nature spirits. Shamans and
their favors are detailed in Chapter Ten.
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If a cowboy’s gun is his best friend, his
horse is his mistress. These two
commodities satisfy most folks, but a few
have something they consider equally
valuable.

This Edge covers all the unusual
equipment you might want for your
character. You need to work out the specific
point cost of any given item with the
Marshal, but the list on the next page
should give you some good ideas.

7Y —

Cost Sample Belongings

1 Some shares in a profitable railroad,
a fast horse, a fancy pistol, 12 silver
bullets.

2 A boat, a work of art, a silver
dagger, an incredibly fast horse.

3 A pistol used by Jesse James, a
tomahawk blessed by a powerful
Indian shaman, a Gatling gun, a
riverboat.

4 A ship, a saloon or other profitable
business, a relic of specific but
limited power.

5 A relic of power, a train, a pardon
for all deeds past and present in a
certain region or state.

Bie Ears 1

Some folks got “head handles” as big as a
donkey’s. Those that do can usually hear a
soft-toed critter creeping over stone at 100
yards.

A character with the big ears Edge adds
+2 to Cognition rolls involving hearing
things.

Brave z
Most folks aren't really brave—they're just
too stupid to know better. Maybe you're
different, but it's doubtful.
Characters with this Edge add +2 to their
guts checks.

RO -5

Money talks, especially in the Weird West.
If you can't take out the bounty hunter
after you, a little “dinero” might hire
someone who can.

Wealthy individuals start with additional
funds and can sometimes wire “home” for
money. The amount depends on the level of
wealth. A character normally starts with
$250. A wealthy character can come up with
significantly more dinero given enough time,
collateral and a good excuse.

Starting Funds

Cost Extra Dinero

1 $250 $100

2 $500 $500

3 $1,000 $2,000

- $2,000 $5,000

5 $5,000 $10,000
RN thet- Places -5

It's not who you know—it's who knows
youl.

Your character has friends who
occasionally help him out. The value of the
friend(s) depends on how powerful they are
and how often they show up. A Texas
Ranger who shows up with the cavalry
every other game or so is worth 3 points, or
1 if he usually shows up alone. A newspaper
editor who bails your character out of jail
most of the time might be worth 2. There
are many ways to use this Edge, so work
out the details with your Marshal before you
determine the final point cost.

GFT OF GAB 1
There are a lot of languages spoken in
the Weird West. It helps to understand a few.

If some strange German-speaking hermit
asks you and your posse to dinner, you'd
best make sure he wants to feed you
instead of eat you.

This Edge allows your character to learn
languages at half the normal cost.




Veterans of the frontier expect the
unexpected. Other folks are just jumpy. The
only thing they've got in common is that
they can both sense a mountain lion
creeping up on them from 50 yards away.

A keen hero notices little details, sounds,
and movements that others may ignore. She
may add +2 to any Cognition rolls made
under these circumstances.

L aw Max 1/2/5
A badge carries a lot of weight in the
Weird West. It also bears responsibility. The

common folk depend on you to fight off
marauders, bandits, and stranger things.

While this Edge grants your character a
great amount of authority, jurisdiction is
always limited. Marshals operate only
within the limits of their town, Sheriffs
patrol counties, and US Marshals’ authority
extends to their entire country.

Cost

1

Authority
Deputized for a specific but long-
term purpose (like the capture of
Jesse James or Geronimo). Pinkerton
Detectives typically have no law-
enforcement powers of their own,
but they are often given authority
by the USA in specific regions or
situations.

Sheriff of a small county. Because
this edge is only appropriate for a
saga that takes place in a specific
geographic area, it should only be
bought with the Marshal'’s
permission.

Federal Marshal or Texas Ranger.
You have jurisdiction within the USA
or CSA respectively.




L iGHT S EEPER 1

Sleep doesn't always come easy in
Deadlands. While it might make you grouchy
before your morning coffee, being a light
sleeper can be fairly handy when some
critter tries to slither into your bedroll.

A character with this Edge may add +2 to
Cognition rolls made when he needs to
wake up quickly.

Lucx oF THE Rt &

A cowpoke with luck like this might
catch an incoming bullet on the new pocket
watch he just bought a few hours earlier.
That's the way it works for these folks—
some minor bad luck winds up saving their
kiester in some genuinely freaky but
ultimately fortunate way.

Whenever you spend a red or blue Fate
Chip (more about this on page 110) on a die
roll, you may reroll any ls.

MEC HANCAL LY NCLNETS> 1
Mechanical devices aren’t common on the
frontier, and neither are those who know
how to fix them.
A character with this Edge adds +2 to
rolls involving fixing or understanding
machinery.

Py 1

They say an ugly fellow can stop a bullet
with his face. A good-looking one might not
get shot at in the first place.

A purty character may add +2 to most
persuasion rolls or other situations where
his physique might come into play.

AN 1Yz/?

Soldiers are found all over the frontier.
Most women like a man in uniform, and a
little rank demands a certain amount of
authority. The downside is that soldiers are
the first people the folks come running to
when something strange happens.

Individuals who belong to a military
outfit spend most of their time in the
service of their country and so aren't
normally part of a Deadlands posse.
Occasionally, however, military personnel are
detailed to special assignments and given
weeks or even months to conduct their
investigations.

If this is the case, a character can buy
military rank as an Edge. These characters
are usually “operatives” for the military and
so should only rarely reveal their rank. Even
then, they should use their power
sparingly—hence the low cost.

Cost Rank

1 Enlisted man: Private, corporal,
sergeant.

2 Officer: Lieutenant, captain, major.
3 High-ranking officer: Colonel,
general.




A reputation’s a funny thing. The bigger it
gets, the more most folks stay out of your
way. But the fellows that don’t get out of
the way are most likely gunning for you.

Recognizing a famous person by looks is
a Fair task for most—a Foolproof task for
those in the character’s field, town, etc.

Reputation

1 Well-known among a small group
(town, US Marshals, sportsmen).

3 Well-known among a large group of
people (county, minor celebrity).

5 Known everywhere (major celebrity,

war hero).

SRSE OF LIARECTION 1

You can usually tell which direction is
north—or south if you're a Reb.

To determine direction, make a Fair (5)
Cognition roll. With a Hard (9) Smarts roll,
your character also knows what time it is.

“THE STARE” 7!
There’s something in your stare that
makes others nervous. When your eye starts
twitching, someone’s about to get carried to
Boot Hill.
A character with “the stare’ may add +2
to his overawe attacks, as long as the
intended victim is close enough to look into
his steely gaze (usually less than 30 feet).

THICK-ZNET> 2
Whether he's tough-as-nails or just plain
dumb, a cowboy who can handle a little
pain is a hombre that’s hard to beat.
Tinhorns cry over a splinter. Thick-skinned
gunslingers blaze away with both guns,
even when they taste their own blood.
Thick-skinned characters may ignore one
level of penalty modifiers per wounded area.
Thus a character with light wounds in both
arms has no modifiers (see Chapter Five).

12/5 ToueHp=NuL=

-5

Some folks keel over in a stiff wind, but
you chew razor blades for breakfast. A real
hero’s got to persevere no matter how hard
things get.

Every level of tough as nails adds +2 to
your character’s Wind. She can tough out
losing blood and getting banged around
when others are curling up like babies with
thumbs in their mouths.

Tvo-H=TERD >
A rare few are just as good with their left
hand as they are their right. These folks
make deadly gunfighters and better cheats.
A two-fisted character ignores the -4
penalty for using his off hand.

“THEVocE” 1

Whatever comes out of your mouth
commands attention.

You can choose what kind of voice your
character has. A soothing voice adds +2 to
persuasion rolls made in calm, seductive, or
otherwise peaceful situations. A threatening
voice adds +2 to overawe rolls. A grating
voice adds +2 to ridicule rolls. You can buy
multiple voices as well.

=i BacxsRON>

Now it's time to add the “meat” to your
hero's skeleton. You need to answer some
basic questions about where he's been,
where he's going, and what he wants out of
life. Scratch these down on a separate piece
of paper if you like, just so that you and the
Marshal can keep it all straight.

If you can't think of all the answers right
away, play a session or two. Once you've
gotten a feel for your hero's style, come
back and fill in whatever you've left out.

SER GEAR

Heroes start with $250 and the clothes on
their back. Everything else needs to be
purchased. See Chapter 4 for a list of gear.




So let's make a character. The first thing
we need is a concept. Let's try the “good
bad-man” character. The roguish, reluctant
hero you see in the spaghetti westerns.

STEP ONE

Our hombre’s name is Ronan Lynch. He
was a Lieutenant for the Union in the War
between the States, during which time he
learned he had nerves of steel. Lesser men
fled the field of battle while he stood his
ground, firing his six-guns until the barrels
grew hot.

After his discharge—Was it honorable?
We'll figure that out later—Ronan headed
west. He's looking for something better than
killing, but it seems his reputation always
precedes him. Every cowtown he visits
wants him to be their sheriff or clean up
the local trouble.

STER o

Now we draw 12 cards for Ronan's Traits.

Here are the cards and the dice they give us:

Coordination

Card & Trait Die
Joker ?di2
King of Hearts 3d1o
Queen of Spades 4d10
Jack of Spades 4d8
Ten of Hearts 3ds
Ten of Diamonds 2d8
Eight of Diamonds 2dé6
Seven of Clubs 1dé
Six of Diamonds 2dé6
Five of Hearts 3dé
Four of Clubs 1dé
Three of Clubs 1dé

We ditch the Three and Four of Clubs,
since they only give us 1d6é each. For our
Joker, we immediately draw another card for
Coordination and get a Diamond, for a final
total of 2di2.

Now we need to assign Ronan’s Traits.
The most important Traits for a gunfighter
like him are Quickness and Deftness. The
former gets the 2d12, and the latter gets
4d10. Ronan'’s a sharp one, too, always ready
with some kind of crazy plan that “just
might work,” so we put 3dI0 into his Smarts.
Look on the character sheet to see where
we put the rest of his dice.

A-M=T1EROUS PAsT

The Marshal, looking eagerly over our
shoulder, sees us draw the Joker, meaning
Ronan has a “mysterious past.” He consults
his secret, don't-look-under-pain-of-death,
classified table in the Marshal Handbook
section of this book. He wouldn't normally
tell us what our mysterious past is, but
since this is an example character, he grins
and reveals that Ronan is haunted by a
friendly spirit.

The Marshal comes up with a neat idea
and asks us if it fits our character concept.
The drift of it is that one of Ronan’s old
buddies got into a fight with him over a girl
a few years back. That night, the two were
drinking, and Ronan’s friend, Tom McCullen,
drew his gun on our trigger-happy hero.
Ronan put him down before he could even
think about it.

Now Tom'’s ghost appears every now and
then to warn Ronan of danger. Tom knows
his death was his own fault. His spirit is just
trying to make up for pulling a gun on his
best friend and causing him such grief.

Ronan was unnerved by the spirit at first,
but now he just thinks he’s gone loco since
no one else can see or hear it. Still, the
spirit has saved his life several times.

We think the Marshal’s idea is way cool.
Like we're going to argue about something
that might warn us of danger!
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STEP [HREE

A character gets the grand total of his
Cognition, Knowledge, and Smarts Trait die
types in Aptitude points. For Ronan, this is
22.

He gets 1 level in climbin’, search, and
sneak for free. He gets 2 levels in his native
tongue and area knowledge: home county as
well. Ronan was raised in the good old US
of A, and English is his mother tongue. He
spent most of his life somewhere in Kansas
before the war called him out to Virginia for
a spell. We don't have to know the exact
county in which Ronan spent his childhood
years. We should just have some rough idea
of where Ronan grew up.

Ronan has to pay for the rest of his
Aptitudes. His first concern as a gunfighter
is his shootin” pistol Aptitude. We use 5 of
our Aptitude points to bring this up to the
starting maximum of 5. Ronan also wants a
good quick draw skill, so we raise it to level
4,

As a man who makes his living
dispensing his own kind of justice from the
end of his single-action revolver, Ronan is a
student of the fine art of fanning his pistol.
We give him 4 dice in fannin’ He can let
loose with a flaming hail of lead better
than most people can fire a single shot. Not
too shabby.

The rest of Ronan’'s points are spent as
you see on the character sheet.

STEP TOR

Now it's time for Hindrances. We need the
points, since Ronan has already spent 7
more points than he had. Plus, the Marshal
awards Fate Chips for roleplaying, and
Hindrances are a great way of helping us
flesh out Ronan’s personality.

Let's start with heroic for -3 points.
Ronan isn't a goody two-shoes, but he can't
turn down a damsel in distress. He won't
walk too far away from a town in need
before he reluctantly comes back either.

Ronan has a hard time hanging on to his
cash. He spends it like water whenever he
comes into a bounty or cash from another
sort of job. His favorite thing to spend it on
is whiskey. After a shoot-out, it helps to
steady his nerves.

This gives us 2 more Hindrances, -3
points for poverty and -1 point for hankerin’
for a good stiff drink after a gunfight.

We can take up to -3 more points in
Hindrances. Looking over the list, we see
one that fits Ronan perfectly: vengeful. No
one crosses this gunslinger and gets away
with it.

b= = Y =

Ronan was 7 points over his allotted
points before we took -10 points in
Hindrances. Now we've got 3 points to buy
some Edges if we'd like.

We'd like. Ronan uses 2 Peacemakers. He
needs the 3-point two-fisted Edge to avoid
off-hand penalties in combat.

TR =

We're out of points, and our character is
almost complete. We just need to fill in a
few details to round out Ronan's past.

Look on the back of his sheet if you're
curious. His nightmare says it all.

The rest of the stuff we'll keep in our
heads for now. As long as the Marshal
knows what we know about Ronan, we're
all set.

STEP SSERN

Our last task is to buy Ronan's gear.
Unfortunately, because Ronan has the
poverty Hindrance, we only have $50 to
spend on equipment. Ronan uses two
Peacemakers. These costs $15 each, and we
have to spend another $3 on a box of 50
shells. $33 of our $50 is already gone.

With only $17 in his pocket, Ronan sets
out into the Weird West.

Wish him luck. He's going to need it.







As was mentioned in the last chapter,
each character normally starts with $250 to
purchase gear. If you took the dinero Edge,
you've got a whole lot more than that to
play with. See page 54 for all about how
having some extra money on hand can
make your own world spin 'round.

There’s all sorts of other things for sale
in the Weird West—lots more than could
possibly be listed in this book—but what
follows on the next few pages should be
enough to get you up and going. If a
character wants to buy something not on
the list, it's up to the Marshal to set a
reasonable price—or unreasonable,
depending on the situation.

Some of the tables on the following pages
have all sorts of statistics for weapons. If
this is your first time through the book, you
may not understand them all right now. All
becomes clear in Chapter Five.

L CHarrPOo GEAR

Most anything in the equipment tables
can be bought at cheaper than normal
prices. Common items such as clothes are

ratty and torn, hats are crumpled, and
playing cards are bent and can’t be used
anywhere except by the campfire. The
effects of these kinds of items are usually
social and situational.

Cheap guns, saddles, and the like can
cause more life-threatening problems. These
items have a malfunction number just like
Gatling guns and mad scientist's
gizmos. For 75% of the normal
price, these items have a
malfunction number of 19. If your
character buys his gear at half
off, the malfunction number is 18.

Whenever your character makes a Trait
or Aptitude roll that somehow relies on the
equipment (like a horse ridin’ roll if your
cowpoke has a cheap saddle), roll a d20 as
well. If the result of your die roll is higher
than the malfunction number, something’s
gone wrong. The Marshal will let you know
the consequences of your extreme
thriftiness.

Read on for some price lists and a few
notes on some of the items your hombre
might want to carry with him into the
Weird West.
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Horses come in all colors and qualities.
The prices for them vary on the time of
year, the location, and the demand, but an
average horse sells for $150.

Animal Traits are relative, so don't worry
about your mount outsmarting your
gunslinger. A horse with a 1d6 Knowledge
knows a few commands and can figure out
a new rider’s instructions, but he won't be

performing simple math any time soon.
Average horses have the following statistics.

ProrLE

Corporeal: D:1d4, N:2d12, S:2d10, Q:1d8, V:2dIO0.
Fightin: brawlin’ 1d12, swimmin’ 4d12.
Mental: C:2d6, K:1d6, M:1d6, Sm:1d6, Sp:1d4.
Guts 2d4, overawe 1dé.

Size: 10

Pace: 20

Fxcrrnonl.

Hor<E<

Exceptional horses can
be found on occasion. If
a cowpoke makes an
Onerous (7) Cognition/
horse ridin’ roll, she can
tell if a horse has an
exceptional quality or
not. If the seller knows
his horseflesh, he usually
charges an extra $150 for
such an unusual animal.
Below are a few qualities
that might be found
among common stock:

Brave: The horse has a
Spirit of 2d8 and a 4 in
guts.

Fast: The horse has a
Pace of 24.

Smart: The animal
responds exceptionally
well to its master’s
commands. The horse's
owner can add +2 to her
horse ridin’ rolls.

Strong: The horse has
3d12 Strength.

Surly: The horse is ill-
tempered to those he
isn't used to. He kicks
and bites with only a
little provocation.

Tough: The horse has
2d12 Vigor.




Range

Weapons Shots Speed ROF Damage Increment Price
Single-Action Pistols
44 Army 6 2 1 3dé6 10 $12
.36 Navy 6 2 1 2d6 10 $10
44 Derringer 2 1 1 3dé6 5 $8
45 Peacemaker 6 2 1 3dé 10 $15
Double-Action Pistols
45 Peacemaker 6 1 1 3d6 10 $15
Rifles
44-40 Winchester 73 15 2 1 4d8 20 $25
50 Sharp’s Big 50 1 2 1 4d10 20 $20
.58 Springfield 1 2 1 5d8 20 $8
Carbines
56 Spencer 7 2 1 4d8 10 $15
Shotguns
Single barrel 1 2 1 2d6+4d6 10 $25
Double barrel 2 2 2 2d6+4d6 10 $35
Scattergun 2 1 2 2d6+4d6 5 $35
Other Weapons
Bow & arrow 1 2 1 STR+1d6 10 $3
Thrown knife 1 1 1 STR+1d6 5 $3
Thrown spear 1 1 1 STR+2d6 5 $3
Thrown tomahawk 1 1 1 STR+2d6 5 $3
Flamethrower* 30 1 1dé6 1d10/shot 20 max $2,000
Gatling Gun> 45 1 3 3d8 20 $1,500
Gatling Pistol*- 12 1 3 3dé6 10 $800
Dynamite (1 stick)s 1 2 1 3d20 5 $3
Nitro (8 oz.)s 1 1 1 3d20 5 $1.25

*Reliability: 18 Reliability: 19 SBurst Increment: 10

*See page 66 (Gatling guns) and page 141 (flamethrowers and Gatling pistols).
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Some folks think its fun to wander
around with a pack full of dynamite, but as
the saying goes, if you play with fire, you're
bound to get burned.

Anytime a character carrying dynamite is
hit by a bullet, hand-to-hand weapon, or
other physical force in an area where he is
carrying dynamite, roll a dé. On a 1, the
dynamite is hit and detonates. Boom.

Nitro is a very unstable liquid. The
slightest impact might set it off. Nitro can
be set off by stray hits just like dynamite. In
addition, any time a character carrying nitro
tumbles or takes a jolt of some sort, roll a
dé. On a 1-3, it detonates. Kaboom! If a
character ever takes a big fall, the nitro
automatically explodes.

=T orawy Hol < TERS

Fast-draw holsters add +2 to quick draw
rolls. No gunfighter would be caught dead
without one. Unless, of course, she's already
been on the wrong side of a headstone.

GATLNG G

Gatling guns are normally not available
for direct sale to civilians. Unless your
character has some special arrangement
with the local authorities, you'll have to
bribe someone for a Gatling at double the
normal price of $1500. Of course, there are
even less legal means of getting your hands
on this kind of a weapon, but once you do,
you're a target for everyone else who wants
one, and you're wanted to boot.

Ammo Price
.36 pistol ammo (box of 50) $2
44 pistol/rifle ammo (box of 50) $3
45 pistol ammo (box of 50) $3
50 rifle ammo (box of 50) $5
Powder and .58 shot (20) $1
Shotgun shells (box of 20) $2
Arrows (20) $2
Speed-load cylinder $3

Defensive
Weapon Bonus
Fist -
Brass Knuckles —
Small Club —
Large Club +1
Knife +1
Bowie Knife +1
Tomahawk =
Spear +3
Rapier +2
Saber +2
Whip +1
Lariat -

Speed Damage  Price
1 STR —
1 STR+1d4 $1
1 STR+1d4 =
2 STR+1d6 -
1 STR+1d4 $2
1 STR+1d6 $4
1 STR+2d6 $3
1 STR+2d6 $3
1 STR+2d6 $10
1 STR+2d8 $15
2 STR $10
2 ~ $4




Clothes
Dress shirt/blouse $3
Work shirt/blouse $1
Suit/fancy dress $15

Chaps $4
Boots $8
Shoes $2
Trousers/skirt $2
Longjohns $2
Silk stockings $1
Duster $10
Winter coat $15
Spectacles $5
Hats
Derby $1.50
Stetson $5
Fedora $3
Sombrero $3.50
Bonnet $2
Food & Drink
Good Restaurant
Breakfast 50¢
Lunch 25¢
Dinner $1
Cheap Restaurant
Any meal 25¢

Trail rations (per day) 50¢
Coffee (per pound)  25¢
Bacon (per pound)  15¢

Liquor
Cheap stuff
Shot 10¢
Bottle $2
Good stuff
Shot 25¢
Bottle $5

Beer (glass)

General Equipment

Ax $2
Backpack $2
Barbed wire

(per yard) 5¢
Bed roll $4
Camera $3
Photo plate $1
Canteen $1
Cigar 5¢

Detonator, plunger  $10

Wire (50°) $2.50 Shave and a haircut
Drill $2 Telegram (per word)
File 25¢
Guitar $8  Explosives
Hammer 50¢ Nitro (per pint)
Handcuffs $3.50 Dynamite (per stick)
Harmonica 50¢ Blasting cap
Hatchet $1 Fuse (per foot)
Lantern $2.50
Lantern oil Transportation
(per gallon) 10¢ Horse
Iron skillet 50¢ Mule
Matches (box of 100) 50¢ Saddle
Mess kit $2 Saddle bags
Pick $2 Conestoga wagon
Pipe $2 Buckboard
Playing cards 25¢ Buggy/cab
Rope (50 $5 Stagecoach
Shovel $1.50 (per mile)
Tobacco, Train ticket
chewing (tin) 50¢ (per mile)
Tobacco, Riverboat
smoking (pouch)  50¢ (per mile)
Watch '
Standard $250 Gun Accessories
Gold $10 Gun belt
Holster

Services

Bath

Burial

Photo

Doctor visit
Office
House Call

Room (per day)
Boarding house
Low-class hotel
High-class hotel

Quick-draw holster
Rifle scabbard
Shotgun thong

$1
$5
$2

$3
$5

$1.50

$1

$2
25¢
5¢

$2.50

$3
$1
5¢

$150
$50

$25
$5

$200

$75

$200

10¢
5¢

5¢

$2
$3
$1l
$3
25¢






TRAITS AN AFTTIVISE= PErR=OML 1Y

Deftness 4d10 Yee-hah! I'm the wildest thing this side o’
Shootin”: rifle 4 the Pecos. I'm a whip-crackin’, butt-kickin’,
Nimbleness 2d12 pistol-packin’ gal o' the plains.
Climbin’' 1 I've seen some ornery lookin’ critters out
Fightin": whip 3 here in the West, and 1 aim to rope me a
Horse ridin’ 2 few. Maybe I'll catch one and sell it to a
Sneak 1 rodeo or one o' them newfangled zoos.

Strength 2dé6
Quickness 2d10

Or maybe I'll just stuff the durn
J. varmint and mount it on my wall.

Vigor 4dé6 0 p— -
Cognition 1d8 LR
Search 1 ES : : ‘Course, |
Scrutinize 2 don't actually
Trackin' 3 have a wall. The

Knowledge 1d6
Area knowledge 2
Native tongue 2
Language: Indian sign 2

wide open
prairie’s the
place for me.

Mien 3d8 Quote: “Yee-hah!
¥ Outta my way,
boys!"
Animal

wranglin”: bronco bustin’ 2
Persuasion 3
Smarts 2dé6
Gamblin’ 2
Ridicule 2
Survival: plains 1
Spirit 3dé6
Guts 2
Wind 12
Edges:
Purty 1
Brave 2
Hindrances:
Big Britches -3
Curious -3
Heroic -3
[ntolerance -I: 0
Feminine women. RoTeTC L o
Gear: Winchester ‘73, box of 50 s
shells, whip, hoise, $61. ' -~

N\
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TRAITS AN AP TTIUSES PER=OML Y
Deftness 1d8 Yes, the spirits are powerful, but they do
Shootin rifle 2 not always answer my calls. Bullets always
Throwin: tomahawk 2 listen. And they answer with thunder.
Nimbleness 4d10 - i My brothers and sisters believe

Climbin’ 1

Fightin: tomahawk 3

Horse ridin’ 2

Sneak 3

Swimmin' 1
Strength 2d12
Quickness 2d10

your “Civil War” is an
opportunity for us to strike
back and reclaim our
lands. I am not so sure.
My elders say that a
greater war rages in the
Hunting Grounds. Our

Vigor 3d8 true enemies are there.

Cognition 4dé6 We must unite and fight
Search 2 these evil spirits. Will you
Trackin’ 3 join me in my hunt?

Knowledge 3d6
Area knowledge 2
Native tongue 2
Language:

Indian sign 2
Language: English 1

Mien 2d6

Smarts 1d6
Survival: plains 2

Spirit 3dé6
Faith 2
Guts 2

wind 14

Edges:
Two-fisted 3
Hindrances:
Ferner -3
Poverty -3
Stubborn -2
Superstitious -2

Ritual:
Pledge 1 =~

Favor:
Strength of

the bear

Quote: “It's time to bury the
e hatchet. But let's wait until it
. looks the other way.”

Gear: 2 tomahawks,
Winchester '73, box of 50
shells, horse, $65 in white man's cash.
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TRATS AN ATTIUSES PErR=OML 1Ty
Deftness 3d10 I was brought here because I'm the best.
Shootin’: pistol 4 You draw that pistol, and I'll show you what
Shootin" rifle 2 I mean.
Speed load: pistol 2 You think you're bad news? I've seen
Nimbleness 1d8 things that would make you wet your pants.
Climbin’ 1 Now put that gun away, kid. And do

Dodge 3
Fightin": brawlin’ 2
Horse ridin’ 3

h it real slow like. The only live
B gunslingers are jumpy gunslingers.
Walk away. You don't have to

Sneak 1 prove anything. And I've got
Quickness 2d12 enough notches on my pistol

Quick already.

draw 2

Strength 2dé6 Quote: “Are you going to
Vigor 2d6 skin that smokewagon or
Cognition 2d8 whistle Dixie?”

Search 1

Knowledge 1d6
Area knowledge 2
Native tongue 2

Mien 1d10
Overawe 3

Smarts 2d6

Spirit 1d8
Guts 2

Wwind 14

Edges:

Keen 3

Renown 1

Hindrances:

Enemy -1: Someone's always
out to prove they're faster
than you.

Heroic -3

Vengeful -3

Gear: Army pistol, Winchester
73, box of 50 pistol shells,
box of 50 rifle shells, horse,
$56.




TrRATS AN APTTIUSES

Deftness 2d8
Filchin' 2
Sleight of hand 2
Nimbleness 2dé6
Climbin’ 1
Strength 2d6
Quickness 3d6
Vigor 1d6
Cognition 2d8
Scrutinize 2
Search 3
Knowledge 2d10
Academia: occult 2
Area knowledge 2
Native tongue 2
Mien 2d6
Performing 2
Smarts 3d12
Bluff 3
Gamblin' 3
Ridicule 2
Streetwise 2
Spirit 1d8
Guts 2
wind 14
Edges:
Arcane background:
huckster 3
Gift of gab 1
Hindrances:
Bad luck -5
Curious -3
Habit -1: You shuffle
constantly, a habit
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cards
that annoys

most but helps hide your hexes.

Outlaw -I: Some say

shyster; you consider yourself

a performer.
Hexes:
Phantom fingers 3
Shadow man 2
Soul blast 4

Gear: .44 Derringer, box of 50 shells,

you're a

deck of cards, $238.75.

]

PEr=caL 1Ty

Want to see a trick?

I know a few that will make your head
spin. I've dazzled some of the best, from
New Orleans to the City of Lost Angels.
You think that gunslinger’s fast? He's
moving in slow motion compared to me.
Well, maybe not. But 1 can do things

that make his Peacemakers look like

pop guns.
And I know things, too. Things
man was not meant to know.
I've looked into the depths of
Hell and invited the demons
into my very soul. The price
is steep, but the power is
incredible. It's a gamble, but
what's life without a little
chance?

Quote: “Take a card. Any
card.”
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TrRAITS AN
Deftness 4dé6

Shootin" flamethrower 4

Nimbleness 1d6
Climbin’ 1

Drivin’: steamwagon 4
Sneak 1
Teamster 2
Strength 2dé
Quickness 3dé6
Vigor 3d6
Cognition 2d10
Scrutinize 1
Search 4
Knowledge 2d12
Area knowledge 2
Demolition 2
Native tongue 2
Science: engineering 5
Science: chemistry 3
Mien 1d8
Smarts 4d10
Scroungin’ 3
Tinkerin' 4
Spirit 3d8
Guts 2
wind 14
Edges:
Arcane background:
mad scientist
Dinero 2

Mechanically inclined 1

Hindrances:
Bad eyes -2: You have
to wear spectacles
to read and see
things up close.
Curious -3
Stubborn -2
Tinhorn -2
Gear: Flamethrower,
tool kit, doctor’s bag

full of strange chemicals,

spectacles, $75.

A FTTUSES

7

PrEr=oiad 11y

Just a minute, please. Let me put out this
fire. Hair is so combustible, you know?

Now what is it you wanted? A time travel
device, perhaps? I've had a few ideas. Or
how about a flamethrower? Too unstable?

Then how about a Gatling pistol? No,
—— that's too common. Any two-bit
Wi tinkerer can build one of those.
Let me show you something
special I've been working on.

Quote: “Don't touch that!”
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TRAITS AN A—P‘TH'UDE% PEr=oa Ly
Deftness 3d6 Tell me everything you can remember, but
Shootin" pistol 2 hurry. I've got to telegraph my story to the
Lockpickin’ 2 Epitaph by morning to make the Sunday
Nimbleness 3d6 edition. That pays the best, you
Climbin’ 1 know.

Sneak 2
Strength 2dé6

Do you mind if I take a
picture of the thing you killed?
Quickness 4d6 Good. A picture really does say
Vigor 1d6 i/ a thousand words.

Cognition 2d12 ' s Now I've just got to get the
Scrutinize 4 \‘? ? Pl Sheriff to help us get the rest
Search 3 o\ & / L4 "" of these things. Could you

Knowledge 2d10 : N L /4] 'l come with me? I've been
Area knowledge 2 Vi S o M bugging him all week, and I'm
Disguise 2 afraid he's getting a little
Native tongue 2 annoyed. He even threw me in
Professional: journalism 4 jail last night. Said my

Mien 3d8 ammering was “disturbin
Persuasion 4 t}{we peace."g :
Tale-tellin’ 4 Hah! Disturbing the peace,

Smarts 4d10 indeed. If he'd only wake up
Bluff 3 and realize what's going on,
Streetwise 3 guys like me and you wouldn't

Spirit 1d8 have to do all the dirty work.
Guts 2

Wwind 14
Edges:
Friends in
high places 2
More friends in high
places 2
Even more friends in
high places 2
Luck o the Irish 3
Gift of gab 1
Hindrances:
Curious -3
Oath -5: It's your vow
to tell the truth, no matter what.
Pacifist -3
Gear: Pad and paper, Navy pistol, box of 50
shells, $236.

Quote: “Let's check it out. |
smell a story!”
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TRATS AN ATTTVSES PEr=oa L1y
Deftness 3d8 Tell me all about the thing you say you
Lockpickin’ 2 saw. Not too loudly, please. The neighbors
Shootin” automatic 3 might hear.
Nimbleness 2d10 Were you drinking when you saw the
Climbin’ 1 creature? Calm down. I'm just trying to

Fightin: brawlin’ 2
Sneak 3
Strength 1dé6
Quickness 4dé6
Vigor 2d6
Cognition 2d12
Scrutinize 3
Search 3
Knowledge 1d8

Academia: occult 3

Area knowledge 2

Native tongue 2

Professional: law 2

Mien 4d10
Leadership 2
Overawe 2
Persuasion 2
Smarts 3d6

Bluff 2

Streetwise 3
Spirit 2dé6

Guts 2
Wind 12
Edges:

Belongings 3: Gatling pistol
Hindrances:

Enemy: -2: Texas Rangers
hate Pinkertons.

Habit -3: You never tell
your posse everything
unless you have to.

Obligation -3: You are
frequently called on
to investigate unnatural
phenomenon.

Tinhorn -2
Gear: Gatling pistol, derringer, pad and
paper, 2 boxes of 50 shells, $235.
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get the facts, you understand.

Okay. If that's all you know, I'll
round up my posse and take care
of it. Sounds like a standard class-
3 malevolent specter at work here.

I've been classifying them myself,

you know. I'm going to publish

my findings someday. When this
is all over.

Until then, mum’s the word,
got it? Word about something
like this gets out, and
everyone begins to panic.
Then we'd have a
real situation on
our hands.

Quote: “The truth is out
there. And I'm going to keep
it from you.”
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Deftness 1d8
Shootin": pistol 2

Nimbleness 1d6
Climbin'’ 1
Fightin": club 3
Horse ridin’ 2
Sneak 1

Strength 3dé6

Quickness 3dé6

Vigor 2d6

Cognition 4d6
Scrutinize 3
Search 2

Knowledge 3d8
Area knowledge 2
Native tongue 2
Language: Latin 2
Medicine: general 2
Professional: theology 3

Mien 4d10
Overawe 3
Persuasion 2

Smarts 2d10

Spirit 2d12
Faith 5
Guts 2

wind 18

Edges:

Arcane background: blessed

Hindrances:
Heroic -3

Obligation -1: You must give
a sermon every Sunday.

Pacifist -3
Self-righteous -3
Rituals: Protection, holy

roller, inspiration, lay on

hands, smite, succor.

Gear: Hickory club
(STR+1d6 damage),
Peacemaker, 50
shells, Bible, cross,
$227.

PEr=OQL MY

There are de\nllsh abommations loose
in the world. We are being punished for
@ our sins.

But fear not. Though we walk through
the valley of the shadow of Death, my
hickory rod and my Peacemaker will
comfort thee. I am a vigilant crusader of
the light.

Remember the power of the Good
Book in these times of darkness. In
it you will find prayers and
patables of salvation.

Should you
encounter the
forces of darkness,

my child, first
try a simple
prayer and a
stout piece of
hickory.

If that doesn't
work, try a load
of blessed
buckshot.

Quote: “Say yer prayers,
varmint!”




TrRATS AN ATTIVES

Deftness 3d6
Lockpickin’ 2
Shootin: pistol 2

Nimbleness 4dé6
Climbin’ 1
Sneak 4

Strength 1d6

Quickness 3d6

Vigor 2dé6

Cognition 4d10
Scrutinize 3
Search 3

Knowledge 1d8
Area knowledge 2
Native tongue 2
Medicine: general 3

Mien 2d12
Persuasion 4

Smarts 4d10
Bluff 3
Gamblin’ 3
Ridicule 2
Scroungin’ 3
Streetwise 3

Spirit 3d8
Guts 2

wind 14

Edges:

Light sleeper 1
Purty 1

The voice I: soothing

Hindrances:
Curious -3
Greedy -2
Poverty -3
Vengeful -

Gear: Derringer .44, box of 50
shells, fancy dress, $24.

PEr=oiL Y
Howdy, sugar. You wanna tango? It's a
dime a dance. This is a high-class joint, you
know.

Oh, so you want information. That'll
cost you even more.

Yeah, I've been “out” with the
Mayor a few times. Though I'd

appreciate it if you didn't tell his

wife.

Now that you mention it, he
does act a little strange. Always
carrying that black bag around.
Was he with me the night of

the murder? No. Not the

whole night anyway. He's got

a short fuse—if you know

what I mean.

Hey, I've got an idea. Let's
set a trap. If he's the culprit, I'll get
it out of him. I can get anything out
of any man, sugar.

Don't worry about my safety. I've
got a little something hidden up my
garter for just such an emergency.

, Quote: “Why don't you come up
and see me sometime, big boy?”

2:- 3 % it 76
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Deftness 2d6 I don't speak often, so listen carefully to
Nimbleness 2d6 my words of wisdom. I have looked into the
Climbin’ 1 . Hunting Grounds and

Fightin": spear 2

Sneak 3
Strength 1dé
Quickness 1d8
Vigor 3d6
Cognition 2d10

talked with the spirits of
nature, and 1 have made a
discovery. The spirits are
angry. They say we have
forgotten the Old Ways.
The simple ways. You

Scrutinize 2 TR fo_4Y young braves believe in
Search 1 PR ' : bullets made by machines,
Knowledge 3d8 , ",“" i ‘ Iy not arrows made from living

Academia: occult 3| ([({f'/ . hands.

Area knowledge: Now | must go into the
Dakotas 2 . white man’s world and fight

Native tongue 2 ! the abominations. Only then

Language: will you believe that the Old
Indian sign 2 Ways are best.

Language: English 1
Medicine: general 3
Mien 2d10
Smarts 3d8
Survival 2
Spirit 4d12
Faith 4
Guts 3
wind 18
Rituals:
Dance 2
Fast 1
Paint 2
Pledge 4
Favors:
Medicine, shapeshift, soar with
eagles, wilderness walk.
Edges:
Arcane background: shaman 3
Hindrances:
Curious 3
Lame 3 _
Oath 4: You must follow the Old Ways.
Gear: Spear (3d6), medicine bag filled with
roots and herbs for healing, $240.

Quote: “"Hmm. That looks

painful. I will help you, but

only if you promise to
remember the Old Ways.”
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TrAIT= AN ATTUSES PrEr=ouL 1y

Deftness 2d12 The Captain told us to ride out and see
Shootin”: rifle 4 what was killin' all those folks. Well, we
Speed-load: rifle 2 found it. And filled it full of holes, just

Nimbleness 4d10 like we was told.

Climbin’ 1
Dodge 2
Fightin": brawlin’ 2
Horse ridin’ 2
Sneak 1
Strength 2d10
Quickness 3d8

Only that didn't kill it. Now it's got
us trapped here in the fort. No food; no
water. We're even runnin’
low on bullets, but I
guess that don't matter
anyway. Bullets didn't
kill if the first time.

Vigor 1d8 Don't ask what it
Cognition 4d6 looked like. You wouldn't
Artillery 2 believe me if I told you

Search 1 anyway.
Trackin' 2 | don't know why I stay here.

Knowledge 1d6

Area knowledge 2

Native tongue 2

Language: Indian sign 2

Mien 3dé6

Leadership 2

Smarts 2dé6
Survival: any 2
Spirit 3dé6
Guts 2
wind 14
Edges:
Brave 3
Rank 1
Hindrances:

Intolerance -2: You're not too fond
of the soldiers on the other
side of the Mason-Dixon line...

Enemy -2: ..and they're not too
fond of you either.

Loyal -3: You'd never desert
the unit or your friends.

Obligation -3: Your duties
are lighter than most, but
you still have to report for
duty for a few hours each day.

Gear: Spencer carbine, 30 rounds of
ammunition, horse, $75 (saved pay).

It sure ain't the pay.

Quote: “What do you mean we
are the cavalry?”
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Deftness 2d12 Hush up. That's crazy talk. There's no
Shootin’; pistol 3 such thing as “jackalopes.” This paw around
Shootin" rifle 2 my neck? It's a rabbit’s foot. I don't care if
Nimbleness 2d10 you think it's too long. They grow 'em big in
Climbin’ 1 Texas, you know.
Dodge 2 4 That carcass you gave me didn't

Fightin" knife 3

Horse ridin’ 2

Sneak 1
Strength 3d8
Quickness 4d10

have horns. It was just some dumb
hare that got all tangled up in
some old deer antlers. And if you
don't quit arguing, I'm gonna let Jim
Bowie settle my side o' the

Quick draw 2 discussion for me.
Vigor 4dé6 I thought that’'d shut you up.
Cognition 1d8 Now show me where you didn’t
Search 1 see Aunt Minnie crawl up outta
Trackin’ 2 her grave. I got some carvin’ to

Knowledge 1d6
Area knowledge 2
Native tongue 2
Language:
Mexican Spanish 1
Mien 3d6
Leadership 2
Overawe 2
Smarts 2d6
Survival: any 2
Spirit 3dé
Guts 2
wind 12
Edges:
Law man 5
Hindrances:
Big britches -3: One riot, one
Texas Ranger.
Enemy -2: Northeners don't
like you.
Obligation -5: Hunt down the
supernatural, and shoot it

do.

Quote: “You shouldn'ta

done that, varmint.

You're messin’ with
the pride o' Texas.”

or recruit it.
Gear: 2 Army pistols, box of 50 8 AZGIT
shells, horse, $73 in . 7 il

Confederate scrip.
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- Luck y McGrewﬁ:cr all, who's
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C HAPTER THVE:

Now you've got your character, and you
know how to make Trait and Aptitude
checks. If you're like most gamers, you're
wondering how to blow things all to Hell
and back.

When a firefight or a brawl erupts, the
Marshal breaks the game down into
“rounds” of about 5 seconds each. Now each
side (the players and the Marshal) needs an
Action Deck. Using the Action Deck lets us
have all the action and tension of a
gunfight in the Weird West without getting
bogged down with lots of complicated rules.
Read on, and we'll show you how.

THE Ao TECK

You've heard the expression “the quick
and the dead” before. There's a lot of truth
to it. It doesn't really matter how good a
shot you are if you're slower than a three-
legged tortoise on a cold day.

BLon THns=

Once the Marshal says the game is in
rounds, you need to make a Quickness roll
and compare it to a TN of Fair (5). You get
to draw 1 card from the Action Deck plus 1
for every success and raise. If you go bust,
you get no cards this round, though you
might still use a card from up your sleeve
(see page 85).

If your hero in injured, subtract the
penalty from your Quickness total.

If an Action Deck runs out, reshuffle it
immediately. If someone draws a Black
Joker, finish the round, then reshuffle.

HARPRSE

Most folks don't just whip out their
pistols and start firing when some blood-
simple varmint comes jumping out of the
bushes at them. They usually just stand
there with their mouths open until their
brain kicks in and tells them they're in deep
caa-caa.
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Anytime there's a good chance your
character might be surprised, the Marshal is
going to ask you to make a Cognition
check. The difficulty is Fair (5) if your
character’s expecting some sort of danger—
Incredible (11) if she’s not.

If you don't make the roll, you don't get
any cards, and your character can’t act that
round. She can act normally in the next
round as long as she makes a Fair (5) guts
check.

Ao

Once everyone has their cards, the
Marshal starts counting down from an Ace.
If you have an Ace, you can take one action.
If not, you have to wait until one of your
cards is called to take an action. When one
of your cards is called, flip it over and tell
the Marshal what your character is trying to
do.

TS

Compare suits to break ties with other
characters who have the same cards. The
ranking of suits is:

Spades First
Hearts Second
Diamonds Third
Clubs Fourth

Since the Marshal has his own Action
Deck, it's possible for each side to have an
action on the same card and suit. If so,
these actions are simultaneous.

“SPEED>

Your hombre can only do so much during
a single action. How much he can do
depends on how fast his weapon or action
is. Normal actions such as moving, drawing
a weapon, or performing a test of wills have
a "Speed"” score of 1. The Speed score tells
you the number of cards it takes to resolve
an action. How many cards you have
depends on your Quickness roll (see the
previous page).

Each action is roughly 5 seconds long. An
action represents not only a character’s raw
Quickness, but also the chance and ability
to find an opportunity for an attack.

Weapons, hexes, rituals, and favors also
have a Speed score. If the Speed score is 1
and the character is using a weapon, he can
fire up to its “rate of fire” once per card.

A pistol, for example, has a Speed of 1,
while rifles have a Speed of 2. Hexes, rituals,
and favors with a Speed of 1 can also be
resolved on a single Action Card.

A Speed score of 2 or higher for weapons,
hexes, rituals, or favors means that the
character’s action is a little slower. He needs
to spend and hold Action Cards to prepare,
aim, or otherwise get ready for his attack.




Lay these cards aside to help you keep
count. They're spent whenever they come
up and can't be reused. Once you've spent
enough of these to prepare your character’s
action, you can use any remaining card to
resolve it.

If the deck gets shuffled while you're
preparing an action, make sure any cards
you're holding to prepare an action get
shuffled back in the Action Deck. Just make
sure to keep count of how many actions
you've already spent preparing. A good way
to do this is with a dé or any other easy-to-
read die.

<L E & ConPt EXA-CTIoNS

A character can perform a simple action
in coordination with any rolled actions. A
simple action is one that doesn’t require
much concentration, such as talking,
resisting a test of wills, or moving. A more
complex action, such as drawing a weapon
or starting a test of wills, requires an Action
Card.

Below are a few examples of what are
considered simple and complex actions:

Example Actions

Type

Simple Talking, moving, resisting a hex,
ritual, favor, or test of wills.

Complex Drawing a new weapon, making

a stun check, initiating a test
of wills, reloading a single
pistol, rifle, or shotgun load,
any kind of movement that
requires an Aptitude roll.

CHEAT™

Sometimes you might want to wait until
some hombre does something before you
take your action. Say you know some
slavering beastie is about to come through a
door, and you want to wait and blast a hole
in it when it comes crashing through.

The way to do this is by “cheating” and
keeping a single card “up your sleeve.”
When the card you want to put up your
sleeve would normally be played, tell the
Marshal you're going to put it up your
sleeve instead and place it face down under
your Fate Chips. You can only ever have one
card up your sleeve.

Anytime you want to play the “cheat”
card, including earlier than normal in the
next round, whip it out, show it to the
Marshal, take your action, and discard it.

If you want to interrupt someone else’s
action with a cheat card, like when the
beastie comes crashing through the door,
you have to beat it in an opposed Quickness
match. The winner gets to resolve his action
first. This way you're never guaranteed to
beat someone just because you've got a
cheat card.

You can hold your cheat card over several
rounds if you like. You have to ditch it when
the fight is over, or you draw a Black Joker
(see below), or an opponent forces you to
discard through a test of wills.

JOKERS

Jokers can never be hidden up your
sleeve, and as you might have guessed,
drawing one also has special effects.

The Red Joker allows your character to
go at any time during the round without
having to make a second Quickness check
to interrupt another character’s action. In a
nutshell, you can always go first.

The Black Joker is bad news. It means
your character hesitates for some reason.
Maybe he’s starting to feel his wounds or
he's distracted by the bad guys. Whatever
the reason, the Joker doesn’t count as an
action, and you have to discard your highest
other action card. If you have a card up your
sleeve, it's considered the highest.

There's another side effect to drawing a
Black Joker. Your side's Action Deck must be
reshuffled at the end of the current round.




HETATSTAN

You often need to know exactly how far
your hero can move in a standard combat
round. Well, we've got it all figured out for
you. The number of yards a character,
critter, or vehicle can move each round is its
“Pace.”

The Pace of characters and most critters
is its Nimbleness. A vehicle’s Pace is listed
in its statistics.

Both creatures and vehicles move a
proportion of their Pace every action. You'll
have to divide the total Pace by the number
of actions to figure out what the maximum
movement is per action.

Don't try to figure fractions, just break up
the movement as evenly as possible. If a
character can move 20 yards in a round and
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draws 3 cards, he can move 7 yards on one
action, 7 on the next, and 6 on the last, or
any other order he chooses.

You can't get extra movement by playing
a cheat card. If you have actions left in the
round when you play a cheat card, just split
the move of your remaining actions with
the one from your cheat card. If you have
no actions left when you play a cheat card,
your hero can't move during that action.

RKne

A character, critter, or vehicle can double
its move during an action by running.
Running incurs a -4 penalty to a character
or creature's other actions. Riders in
“running” vehicles or on animals suffer the
penalty too. The faster you go, the bumpier
the ride.

.....
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If you really need to skedaddle, your
character can “pick up the Pace.” Picking up
the Pace means your character goes all out
and runs, swims, climbs, or rides as fast as
she possibly can. The cost is a little bit of
fatigue.

Whenever you want your character to
pick up the Pace, check the Gitalong Table
and roll the die type listed under “Pickup.”
Add that many yards to the character’s
running movement for that particular action.
The number listed under “Wind" is the
amount of Wind the cowpoke takes for
pushing himself so hard.

A rider can make horses or other mounts
pick up the Pace by making a Fair (5) horse
ridin’ or teamster roll. In this case, the
animals take the Wind.

Picking up the Pace on a vehicle requires
a Fair (5) drivin’ roll. Horseless vehicles and
their drivers don't take Wind for this, but
you should check for a malfunction (as
explained in Chapter Eight).

You can't “run” (double your movement)
when swimming or climbing, by the way,
and no matter what your climbin’ or
swimmin’is, you can’t normally move faster
than the maximum listed on the Gitalong
Table. You can still pick up the Pace,
however.
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The Gitalong Table below tells you how
to figure Pace when a character is running,
climbing, or swimming.

Pace Pickup Wind Max

Action

Walkin’ Nimbleness d4 1 -

Climbin® 2 + climbin’® d2 1 8

Swimmin’ swimmin’ dz2 1 5

Ridin’ Varies d10 1 -
by animal

Pace is the base movement rate for the
entire round. You'll need to split this
proportionately among your actions when
it’s important. For swimming and climbing,
use your character’'s Aptitude levels in
swimmin’ and climbin’ as the base number.

Pickup is the type of die you roll to get
extra movement by “picking up the Pace.”
Unlike most rolls in Deadlands, don't roll
again on Aces.

Wind is the amount of Wind your
character takes when he picks up the Pace.

Max is the absolute maximum your
character can move for certain types of
actions, such as climbing and swimming.

’ Ronan'’s running from a Mojave
rattler. His Nimbleness is 8. Since he's
running, he moves 16 yards per round.
If he picks up the Pace, he can move
an extra d4 yards at the cost of 1
Wind.

If Ronan gets 3 actions, he can
move 6, 5, and 5 yards
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No, we don't mean the one in your pants.
That's a personal problem. What we're
talking about is the fact that outlaws trying
to haul a safe out of a bank aren't going to
run as fast as the sheriff who's after them.

The load is an estimate of the character,
critter, or vehicle versus the weight of the
load. If it matters, you and the Marshal need
to figure out how heavy a load is. A strong
character carrying a fainted schoolmarm
probably has a light load. Two horses
pulling a stagecoach have an average load.
If the wagon is full of gold, it would be
heavy for even six horses.

The relative loads below are listed along
with how much you need to reduce the
character’s or critter’s Pace by. If a character
with an 8 Pace is carrying a heavy load, his
Pace is effectively reduced to a 2 for the
round.
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Of course, what's a heavy load to Granny
might be a feather’s weight to an ornery
cuss like your character. The minimum for
each class of load is listed under “Weight”
in pounds.

For instance, Ronan’s Strength is 6.
He can carry up to 18 pounds with
no problems. From 18 pounds up to
36 pounds is a light load. From 36
pounds up to 60 pounds is a medium
load. From 60 pounds on up is a
heavy load.

Load

Pace
Light 3 x Strength 3/4
Medium 6 x Strength 1/2
Heavy 10 x Strength 1/4
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When most folks think of combat, they
think of yanking triggers and beating things
to a pulp. That's a lot of fun, but sometimes
it's just as much fun to stare down some
lily-livered tinhorn and send him running
back to New York City. Or trick a Texas
hombre into thinking some critter’s
sneaking up on him so you can shoot him
in the back.

Of course, in Deadlands, there probably is
some critter sneaking up behind him, so
you might just want to keep your trap shut
until the time is right.

Bluff, overawe, and ridicule are tests of
will that can be used to break an
opponent’s nerve or concentration.
Persuasion is also a test of wills, but it isn't
generally used in combat.

A test of wills is an opposed roll versus
one of the target's Aptitudes. If the test is
being made against a group, use the leader's
Aptitude.

Initiating a test of wills is an action.
Resisting one is not and is done
automatically.

Tests of will can have additional effects
besides just getting the bad guys to do what
you want. The number of successes and
raises determines the effect of the test of
wills.

All this is summed up on the Tests o’ Will
Table.

Test Opposed
Aptitude Aptitude
Bluff Scrutinize
Overawe Guts
Ridicule Ridicule
Successes Effect
1 Unnerved
2 Distracted
3 Broken




NERVETS

Your character’s stern gaze or cruel taunt
angers or upsets your opponent. The target
suffers -4 to her next action. This includes
any “passive” defense Aptitudes like fightin’
or resisting further tests of wills.
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The target is totally distracted by your
hero's jibe, trick, or surly stare. The target is
unnerved, and in addition loses her highest
Action Card. If she’s got a cheat card up her
sleeve, she loses that instead.

Brovan

You've broken the bad guy’s will—for the
moment at least. He's unnerved and
distracted and you get to draw a Fate Chip
from the pot.

I
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There often comes a point when you
need to turn some dastardly villain’s head
into “high plains pudding.”

In simple terms, all you need to do is
figure out your Target Number and roll your
shootin’ dice. If one of your bones comes up
equal to or higher than the TN, you've hit.

While you're reading this part, remember
that you should figure out all the modifiers
for the Marshal instead of making her do it
all for you. That frees her up to interpret
the results in grisly detail and keep all the
bad guys and their modifiers straight.
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The first thing you need to figure out
when you want to blow something to
Kingdom Come is what kind of weapon
your character is going to fire. There are
lots of pea-shooters in the Weird West—
from Colt Peacemakers and Winchester
repeaters to Gatling guns and flamethrowers
powered by ghost rock.

We can classify these into four
concentrations: pistols, rifles, shotguns, and

o AT

automatics. Flamethrowers and other weird
gizmos have their own concentrations
which cover each weapon exclusively. The
exception is the Gatling pistol, which falls
under the pistols concentration.

Whichever weapon your character uses,
that's the kind of shootin’ concentration he
needs. If he doesn't have it, he can use his
Deftness instead, but since this is a
“default” roll, you have to halve the total
(round down).

If your character has a related
concentration—say she’s firing a pistol
when she’s used to shotguns—you can use
the related concentration but you have to
subtract -2 from the roll. In case you forgot,
this was all covered in Chapter Two, partner.

RaTE oF HRE

So how many shots can you fire per
action? That's easy. A character can fire up
to his weapon’s “rate of fire” each action.
Pistols and rifles have a rate of fire of 1. You
need several actions to plug multiple bad
guys in the same round. Only Gatling guns
and weird gizmos have higher rates of fire.

THEATTACK

Once you've figured out what kind of dice
to roll, it’s time to figure out the TN you
need to make some dirt-slow loser do some
daisy pushing.

Kaoee

The Target Number you're looking for is
Fair (5) plus the range modifier. To figure
the modifier, count the number of yards
between the shooter and the target and
then divide it by the weapon’s Range
Increment, rounding down as usual. The
number you get is added to Fair (5) to get
the base TN of the shot.

See the Shootin’ Irons Table on page 65
for the range increments for any kind of
weapon you might be curious about.
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Now that you've got your TN, you might
have to add or subtract a couple of
modifiers to your shootin’ roll. These things
come up often in a gunfight, so be sure to
keep track of them. Sometimes even
stranger things can happen. Then it’s up to
the Marshal to figure out a modifier for that
particular situation.

Situation Modifier
Firer is running -4
Firer is mounted -2
Firer is wounded Varies
Size Varies
Target is moving -4

Frer 1= Mo

It's a lot harder to hit a target when
you're on the move. As you might remember
from our little discussion on movement, any
action in which your character runs
(doubles his movement for the action), he
suffers a -4 penalty to any other things he
might try to do during that action (like
shooting whatever's chasing him).

TARGET = SAZE

If a target is half the size of a man,
subtract a penalty of -1 If it's one-quarter
the size of a man, subtract -2, and so on, to
a maximum of -6. The opposite is also true.
A target that is twice as big as a man gives
the character a +1 bonus, a target three
times the size of a man has a +2 modifier,
and so on, up to a maximum of +6.

TARGET 1= MOwa

Of course, it's harder to hit a moving
target than one that's standing still.

Any time a target is moving faster than a
relative Pace of 20, subtract -4 from your
roll. “Relative” means you need to take into
account how fast the target and the shooter
are moving in relation to each other. If a
rider is chasing a train, for instance, no
penalty for speed applies.

SHOTGWS

Shotguns and scatterguns work a little
differently than most weapons. The benefit
of either is that one shell unleashes a half-
dozen or so .38 caliber balls. This makes
them ideal for unskilled shooters, since they
can make up for their lack of talent by
filling the air with lead. Even better, the
closer the shooter is to her target, the more
balls are likely to hit and the more damage
they can cause.

Anyone firing a shotgun adds 4dé bonus
dice to her shootin” shotgun roll. Subtract
one bonus die every 10 yards after the first.
So at 1-10 yards a shotgun adds 4d6 bonus
dice. At 11-20 it adds 3d6, and so on.
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Shotguns and scatterguns get bonus
damage dice in much the same way.
However many bonus Aptitude dice are left
when a character fires is the number of

bonus damage dice she can add if she hits.
Since a shotgun has a base damage of 2d6,

a successful shot at 10 yards or less
actually causes 6d6 damage. Ouch!

Ronan’s creeping through a
cemetery when a pile of shambling
bones rises up just under 20 yards
away. Having only a shotgun, Ronan
unloads both barrels at the thing. At
this range, he gets 3 bonus dice per
shot. He hits with both and adds 3
bonus dice to each damage roll as
well. The undead thing is blown back
to the depths of Hell.

AvToMTic WEA POIS

Automatic weapons like Gatling guns fire
several rounds at once at the expense of
accuracy.

When a character fires a Gatling gun, he
usually has to fire the weapon’s full “rate of
fire." For Gatlings and other automatics, the
rate of fire is usually 3.

The shooter's shootin” automatics roll
determines how many of these rounds
actually hit. Every raise above the TN means
an additional bullet hits the target.
Obviously, a target cannot be hit by more
bullets than were fired at it. Determine each
round’s hit location and effects separately.

If the gunner wants to fire at multiple
targets, he needs to decide how many
bullets each target gets, and then he splits
his dice among them.

1

l ‘l.:;é,,-_, A bty




A gunner can never “draw a bead” or
make called shots when firing on automatic
(see Special Maneuvers).

Gatling guns aren't perfected technology.
They have a Reliability of 19. When you fire
one, roll a d20 along with the Action Roll. If

~ you roll a 20, the Gatling gun
breaks down. Tell your Marshal
when this happens, and he'll
figure out the results using the
mad scientist malfunction rules.

220

Violet is guarding a train running
through Nevada when a band of
desperadoes on steam-wagons moves
in for the kill. She opens fire with the
Gatling mounted on the roof. Her
Reliability roll is 14, so she's safe
there. Her shootin’: automatics roll is
a 12; the TN is 6. That's a success and
a raise, so Violet hits with 2 bullets.

Gunslingers use all kinds of tricks and
techniques to make sure they get their man.
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Occasionally you'll run across some
critter that just doesn’t want to die even
after you've turned it into Swiss cheese.
Hopefully it's got a weak spot somewhere,
like an eyeball or the brainpan.

Hitting a specific spot on your target is a
“called shot,” and of course, it comes with a
penalty. The smaller the target, the bigger
the penalty. The table below is for targeting
people, but it should give you an idea for
blasting parts off nasty critters as well.

Guts -2
Legs, arms -4
Heads, hands, feet -6

Eyeball, heart

Toraune A-BEAT>

A normal shot assumes your cowpoke
aims his smokewagon only for a heartbeat
before squeezing off a round. If a character
spends an entire action “drawing a bead,”
she can add +2 to her shootin’ roll in the
next action. Every action spent drawing a
bead adds +2 to the hero’s next shootin’roll,
up to a maximum of +6. The modifier
carries over to the next round if needed.

oG

Veteran gunslingers sometimes “fan” their
sidearms. Fanning simply means holding the
trigger down on a single-action revolver and
slapping the hammer repeatedly with the
palm of the other hand. This puts a lot of
lead in the air fast, but the individual shots
aren’t very accurate.




Fanning requires the fannin’ Aptitude and SHOOTN FROM THE +H=>

uses the automatic fire rules we spelled out ; , ;
for on page 91. The rate of fire is up to Sometimes an ornery hombre’wont wait
you—up to 6 rounds per action if you've got for you to pull your Winchester '73 up to

the ammo. The fanner needs one free hand ~ YOUr €ye and take a well-aimed pop at his

and a single-action revolver in the other. innards. If not, you have to shoot from the

Fanning a pistol isn't very accurate, hip. :
however, so the shooter has to subtract -2 Single-action revolvers have to be cocked
from his fannin’ roll. before they can be fired. Double-actions

The advantage to fanning is that you get cock themselves whelj the trigger is pulled.
to unload your smokewagon in a single This makes single-actions a tad slower, but
action (even though single-action revolvers  Offers the advantage of letting the user fan.
normally have a Speed of 2 and a rate of Rifles are also slow since the shooter :
fire of 1). You can get off up to 6 shots at usually has to pull the weapon up to his
once—that's even faster than a Gatling gun. ~ €Y€ and aim before firing. :
The downside is that you don't get all of Single-action revolvers, rifles, and other
your skill dice on each shot. You also can't ~ Weapons with a Speed of 2 can fire faster
draw a bead or make a called shot either. ~ (Mmaking the Speed 1) by sacrificing a little
Use this maneuver wisely, or you'll find aim. This is called shooting from the hip
yourself out of bullets with a bunch of and subtracts -2 from the firer's attack roll.
angry banditos around you. THE Tvo-Gu Kir>

Some pistoleros like to fire two pistols at
One-Eye Ketchum needs to dro m i
hree baﬁ difos Ho has a Bnicr sEilI once. They usually don't hit much, but they
E 4 andd d to f {b Hets at sure make a lot of noise.
gad; ?}2 d gi;l 'l?l?e gu?(?matig f?rg a A character firing two guns suffers -2 to

e S ea ttack. An ion en with an
rules say he has to split his dice to e L oo,

fire at ¥ ¢ o i hand is made at an additional -4 (for a total
E"'e A mo:;a} f‘?m tot?ed argez. scf) h.ne- of -6). A cowpoke can fire with each hand
ye g.“fzs. e :jrsth e gtU){ g tlls up to the weapons’ usual rate of fire. Each
);c;rg;m RERNC SRR NDHE shot is a separate roll.
One Eye rolls an incredible 27 on THERELE S

his first roll and needed a 7 to hit.
Subtracting the fanning penalty of -2
drops his attack roll to a 25. That
means he still got 3 raises. Since he
only fired 2 bullets at the first bad
guy, 1 raise is wasted.

For the 2 rounds that did hit, he
rolls hit locations of the leg and the
noggin. The first bullet does a pitiful
4 points of damage. The second gets
2 extra dice for hitting the noggin
and does a whopping 23. The first
bandito goes down as One Eye
continues his fan and rolls a die each
for his shots at the other two.

Generally speaking, you need two hands
to operate a rifle, but if you're good you can
do it with only one. Subtract -2 from any
one-handed rifle attack. A gonzo rifleman
could even use two rifles at once, but don't
forget about the penalties mentioned above.

The real problem comes from having to
cock the rifle between shots. It's difficult,
but it can be done by spinning the rifle by
lever. If you'd like for your character to do
this one-handed too, you need to make an
Onerous (7) Deftness check for each rifle.
This check requires no actions, but it can
only be made once per action. If you fail,
you can try again on your next action.




Sooner or later, your six-gun’s going to
run out of ammo. It takes one action to put
a single bullet into a pistol or rifle, or a
single shell in a shotgun. Of course, you can
always try speed-
loading the gun to
get more bullets
faster. (See
speed-load in
Chapter Three.)

Gatling guns
fire bursts
instead of
single bullets.
They can fire %
up to 15 bursts \
before having to
be reloaded. It
takes two actions to
reload a Gatling gun’s
feed box. They cannot be
speed-loaded.

Black powder muzzle-loading weapons
take forever to reload. Five actions, in fact.
They can never be speed-loaded.
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Ever heard of a Mojave rattler? If you
cross the Mojave, they’ll hear you. When
they do, you'd better warm up your arm,
because the best way to kill one is to chuck
a heap of dynamite down its gullet.

The throwin’ skill works just like shootin’
for most weapons. The Range Increment for
all thrown weapons is +1/5, so add +1 to the
base TN of Fair (5) for every 5 yards
distance. A target at 10 yards is TN 7.

The maximum range a character can
throw an average size weapon (1-2 pounds)
is her Strength die type x 5 yards.

Ronan’s Strength of 3d6 lets him
chuck a stick of dynamite 30 yards,
with a TN of 1L
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First things first. No one is innocent.
Some folks are more innocent than others,
but they stop a stray bullet just the same.

Sometimes you want to know if a missed
shot could hit
someone near or
along the path

of the target.
¢ This isn't a
situation that
crops up all of
the time. Don't
worry about it
if it's not
important.

If a bystander
is a few feet from
the target and
directly between it

and the shooter—as in
the classic hostage

pose—you can use the hit
location chart. If the bystander was covering
up the part of the target that was hit, she
gets hit instead. You have to figure out
where the bystander gets hit based on the
situation or another roll.

If the bystander isn't up close and
personal with the target, you can use this
simple system.

For single shots that miss their target, a
bullet has a 1 in 6 chance of hitting anyone
within 1 yard of the bullet's path. Start at
the bystander closest to the shooter and
roll a dé. If it comes up a 1, he’s hit. Roll hit
location and damage normally. If the roll is
anything but a 1, check any other
bystanders in the path until you run out of
bystanders or the bullet finds a home.

A spray of bullets fired from a fanned
single action revolver, shotgun, or Gatling
gun or pistol hits bystanders on a 1-2.
Continue to check each target until all the
missed rounds have checked each bystander
at least once.




Since a shotgun fires shells instead of
single bullets, a missed shotgun blast has a
bit wider coverage than a single bullet. It
can hit bystanders within 2 yards of the
blast's path.

If you're using the awesome Deadlands
miniatures—and we don’t know why you
wouldn’t be—you should have a very clear
picture of who's likely to get hit by a stray
miss.
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It's time to start carving. Whip out your
Bowie knife and “stick” with us. We taught
you how to shoot, now it's time we taught
you how to fight.

Making fightin’ Aptitude rolls is a lot like
making shootin’rolls. First figure out the
concentration that matches the weapon
you're using. Some basic fightin’
concentrations are knives, swords, whips,
and brawlin’. The last one, brawlin’, also
covers clubs, hammers, and the like.

The Target Number of the attack is Fair
(5) plus the opponent’s fightin’ Aptitude for
whatever weapon is currently in his hand. A
cowboy gets his fightin’ brawlin’ skill if he
is empty-handed or has some sort of “club”
in his hand—like a bottle or even a pistol.

As with shootin’ maneuvers, an attacker
can make “called shots” if he wants (see
page 92).

Ronan’s a rough and tumble kind of
guy, but sometimes people like to
pick on his wiry self. A drunken
cowpoke looking for a fight in
Deadwood's No. 1 Saloon happens to
find Ronan’s casual sneer annoying.
Ronan obliges the drunkard by
punching him square in the face.
Since the cowpoke is using his fists,
Ronan adds the cowpoke’s fightin
brawlin’of 2 to the TN of 5, making
it 7. Ronan gets a 9 and nails him in
the nose.
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Most hand-to-hand weapons have a Speed
of 1, so each action lets the wielder attack
one opponent. A few weapons—like lariats—
are really slow and have a Speed of 2. These
take an action to ready before they can
strike.

If a character has a weapon in each hand,
she can make two attacks during one
action. Each of these are rolled separately
with a penalty of -2 to each attack. The off-
hand attack takes an additional -4 penalty
too, so that attack suffers a total -6.
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Certain weapons make it hard for an
opponent to get in close. An Indian with a
knife has a hard time burying it in the heart
of a cavalryman with a saber. The reach
advantage of certain weapons is their
“Defensive Bonus.”

The Defensive Bonus is applied directly to
the attacker’s TN when he makes his
fightin’ roll. See Chapter Four for details
about each weapon’s bonuses.
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Instead of doing brawling damage (lariats
don’'t do any), whips and lariats can be used
to entangle and trip a target. Doing either is
an opposed roll of the attacker's fightin
whip or fightin’ lariat skill versus the
opponent’s Nimbleness.

A character can break out of an average
whip or lariat with an Incredible (11)
Strength roll, destroying the weapon in the
process. Otherwise, she has to just plain
wriggle her way out of it. This is an
opposed Nimbleness roll versus the
attacker’s skill with the weapon.

The Marshal should feel free to apply
bonuses and penalties according to the
situation. Obviously, if your lassoed
character is being dragged behind a horse,
it's going to be a bit tougher to break free
than it might normally be.



Before we get into seeing where your
hombre actually hit his target, there's one
last thing you should know.

If you really don't want your character to
get hit, he can make an “active defense.”
This is called “vamoosin'”

When someone's about to attack your
character, you can throw away your highest
remaining Action Card to say he's vamoosin'.
If you've got a card up your sleeve, that's
your highest. Otherwise, this is the only
time an Action Card lets you act before it's
your turn.

Now you can make a dodge or fightin’
Aptitude roll as appropriate. The TN for the
bad guy to hit you is now the greater of
either his normal TN or your dodge or
fightin’ roll. You can't spend any more Fate

" -"'xl

Chips on your roll once the bad guy starts
his attack roll, however.

To make up for breaking our precious
rules, your character actually has to do
something to represent the vamoose. If he's
dodging, he needs to jump behind cover or
throw himself to the ground. In hand-to-
hand combat, a vamoosin’ character has to
give ground by backing up 1 yard. Otherwise,
subtract -4 from his roll.

Of course, if you've got a card up your
sleeve, you can always try to use that to
run away instead. When someone levels
their smokewagon at you, slap down that
card and tell the Marshal you're getting the
Hell out of Dodge. You've still got to beat
the man that wants to perforate you in an
opposed Quickness roll. Even then, you'd
better have something handy to hide behind,
or you're just increasing the range.
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Before you can start rolling handfuls of
damage dice, you need to see where the
attack actually hit and whether or not any
cover intervened.

Where you hit a target is often more
important than how hard. A good whack on
the noggin hurts a lot more than getting
your toes stepped on.

Roll 1d20 on the chart below whenever
the Marshal tells you you've scored a hit.
When arms or legs are hit, roll another dé.
A roll of 1-3 tags the left limb, and 4-6 hits
the right.

Hits to the gizzards and noggin cause
extra damage as you'll see under Bleedin’ &
Squealin’ below.

The hit location chart works best with
humans and things that like to think they're
human, but it can also be used for critters
with a little tinkering. The Marshal may use
a special chart for really weird varmints, but
this one works most of the time.

Gizzards are all the target’s vital parts, by
the way, like the all-important groin, the
heart, lungs, liver, and all those other messy
parts the body needs to keep walking and
talking. Consider it a part of the guts when
applying wounds and wound modifiers.
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Location

1-4 Legs

5-9 Lower Guts
10 Gizzards

11-14 Arms

15-19 Upper Guts

20 Noggin

Modifiers

+1/-1 Per attack roll raise

+2 When fightin’

+2 Height advantage when fightin’
+2 Point-blank range when firin’

Every raise on an attack roll lets the
shooter adjust his hit location by 1 point up
or down. This way a really good shooter is
more likely to get a killing blow to the guts
or noggin areas. Sometimes you won't want
to add the bonus because it will actually
make you miss due to cover. Don't worry,
you don't have to use the bonus if you don't
want to.

Henm’

The really nifty thing about this chart is
that it starts at the legs and works its way
up. Adding +2 to the die roll puts most
hand-to-hand hits in the guts, head, or arms
where they should be.

HuEcHT

You can also add +2 to the roll if one
character has a height advantage over
another in a fight, such as if one fellow is
on a horse taking a saber swing at some
sodbuster on foot.

PonT-BLaw Ruee

Point-blank range is used when one
character is holding a gun on another, using
him like a shield, holding him hostage, or
shooting over a table they're both sitting at.
In general, the gun should be only a few
feet away to count this modifier. This means
that when a hostage tries to break free, his
captor is more likely to shoot the victim in
the guts or his flailing arms than in the
pinky toe. Occasionally you might want to
subtract this modifier—such as when
someone shoots somebody under a table.

ProE TrreET=

A cowboy laying down is much harder to
hit than a tinhorn standing up in the middle
of a street.

When you make a successful attack roll
against a prone target, roll hit location
normally. Unless the attack hits the arms,
upper guts, or noggin, it's a miss.
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COVER

Using cover is one of the most important
things a cowpoke can do to save his skin. A
gunslinger who stands out in the open
might inspire dime novels, but they'll
probably be published posthumously.

Once you know where an attack has hit
the target, you need to take into account
any cover the target might have there. The
hit location table is all set up to help you
out. If the hit location is a character's left
arm and he's leaning around a corner to fire
with his right, the bullet is going to hit the
corner.

The table is even broken up into lower
and upper guts, so if your character is
behind a bar and a shot hits his lower guts,
you know it's probably going into the wood
instead.

That's why it's important you tell the
Marshal exactly what your character is
doing, so he can figure out if the hero
should get the benefits of cover or not.

Bu=m THROUGH-

Cover does two things to an attack: it
deflects it, and it reduces some portion of
its inertia (which is what ends up causing
the damage in the end). Let's cover the first
bit first.

When an attack hits some kind of cover,
you should first roll a dé.

On a 1-3, the round is deflected and
doesn’t hit whatever is behind it.

On a 4-6, it goes through the cover and
hits the target beyond. Even though the
attack hits, the damage it can do is reduced
by the “Armor” value of the intervening
cover, which we'll explain directly.
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Traits above the human norm go from a
di2 to a di2+2, then d12+4, and so on.
Damage dice work a bit differently.

After a di2, the next die type is a d20.
This lets us assign weapon damages to a
general category of die type as shown on
the table below.

Weapon Types

d4  Light clubs, small knives

d6  Arrows, heavy clubs, pistols, large
knives

d8  Rifles, sabers

dl0  Buffalo rifles, flamethrowers

dl2  Small artillery

d20 Dynamite, cannon balls

Arvor

Now it's time to show you why we
cleverly grouped weapon damage values by
die types.

A 45 caliber Peacemaker and a .22 caliber
derringer are both dé-based weapons, but
the Peacemaker’s going to roll more dés
than the derringer. If you're talking about
penetration, both weapons go through an
inch-thick board about the same. The
Peacemaker still does more damage to
whatever's on the other side, however.

When bullets, knives, or anything else go
through an obstacle, they lose some of their
energy. The thicker and tougher the
obstacle, the more damage is absorbed.

Obstacles have an Armor rating. Each
level of Armor reduces the die type of the
damage. An attack that uses d20s (like
dynamite) is reduced to di2s by a single
level of Armor. Two levels of Armor would
drop the damage to d10s, and so on. If the

die type is dropped below a d4, it is stopped
entirely.

A 3d6 bullet that goes through something
with an Armor value of I, for instance, is
reduced to 3d4. A 3dé6 bullet that hits
something with an Armor of 2 is stopped
entirely. This means that anything with an
Armor of 2 is bulletproof to most pistols.

Armor stops fightin’attacks as well.
Fighting damage uses a character’s Strength
Trait total plus the weapon’s damage dice. If
the armor stops the weapon's damage dice,
it stops the character’s Strength roll as
well—assuming the character’s using a
weapon, that is.

If a character or critter isn't using a
weapon, halve its Strength die type plus any
bonuses and round down to the nearest
damage die. A critter with a di2+6 has a
damage step of d8 (half of 18, rounded
down) Of course, the maximum damage
step is still d20.

The table below lists some obstacles and
their Armor levels. We've also listed the type
of die each level stops for convenience.

Material
Wood less than 1” thick
1-3” of solid wood, tin deé

4-6" of solid wood, thin metal d8

Stops
1
2
3
4 A small tree, bricks, an iron pan d10
5
6

d4

A large tree, armored train walls di12
Inch-thick steel plate

C ONCEAL MENT

If you can see any part of your target, it
isn't really concealed. If some cowboy’s head
is sticking up out of the prairie grass, it
doesn't take a genius to figure out where
the rest of his body is.

Partial concealment doesn’t modify an
attack roll, since you can usually figure out
where the whole target is. If a target is
completely concealed but an attacker
knows about where the target is (even a
general direction), he can attack at -4.

d20




The penalties for partial lighting apply to
targets greater than 10 yards away. Of
course, if a target holds a lantern on a dark

Status Penalty
Total concealment -4
Torchlight, twilight -4
Moonlight -6
Blind, total darkness -8

BLEEDIN & Sl I

Once you've hit your target, you need to
know just how big a hole you made.
Whether you've just put an artillery shell
into some ornery critter or sank your
cavalry saber up to the hilt in its backside,
figuring damage is handled in the same
way.

Once you've figured out where an attack
hit, it's time to roll the damage dice. Every
weapon in Deadlands has a listing for
“damage.” This is the number of dice you
roll whenever you score a hit.

Firearms have fixed damage, such as 3dé6
for large-caliber pistols. When you've hit
your target, roll this many dice, but don't
read them like a normal Trait or Aptitude

check. Damage dice are always added
together. You can still reroll any Aces and
add them to the final total, however.
Weapons that rely on muscle—like arrows,
spears, or knives—have fixed damage dice to
which you add the result of a regular
Strength check. Roll the weapon'’s dice and
add them to a normal Strength roll. A
character with 4dé Strength will probably
do more damage than one with 1d6é Strength.

i In the middle of a bar fight, Ronan
grabs a bottle and smashes it over a
cowpoke’s head. It connects nicely.
Checking for damage (a small club
like a bottle does Strength+1d4),
Ronan rolls his Strength (3d6) and the
weapon’'s damage die (1d4). He gets 3,
5, and 11 on his Strength dice, plus 3
for the bottle. The cowpoke takes
(11+3=) 15 points of brawling damage.
Ouch!

Nocan= & Giz zArT><

A hit to a vital spot causes more trouble
than a hit to the little finger. Whenever a
character is hit in the gizzards, you can add
1 extra die to the damage roll. A hit to the
noggin adds 2 extra dice.

The die type is the same as whatever
other dice you're rolling. For hand-to-hand
weapons (where you add your character’s
Strength die to the roll), use the weapon'’s
die type.

SizE MATTERS

(Ahem.) Once you have your final damage
total, tell the Marshal. For every full
multiple of your target’s Size you do in
damage, your attack causes one wound. As
always, remember to round down any
fractions.

Most humans have a Size of 6, but critters
vary considerably. Unless you've taken the
scrawny or big ‘un Hindrance, your
character has a Size of 6 as well.



The target takes the wound(s) in the area
rolled on the Hit Location Table.

Frustrated, the cowpoke draws a
knife on Ronan. With lightning speed
Ronan strips the hapless sod of the
blade and then turns it on him,
stabbing him in the leg. The attack
does 14 points of damage and so
causes 2 wounds.

WOWNT>=

Everyone—outlaws, critters, and
schoolmarms alike—can take the same
number of wounds in each body part: five
to be exact. Most cowpokes can shrug off a
single wound, but more than that starts
causing some serious trouble. Check out
another of our famous tables to get a better
picture of what we're talking about.

Description
Light
Heavy
Serious
Critical
Maimed

Wound Level

s W N -

Light wounds are bruises, shallow but
irritating cuts, and muscle strains.

Heavy wounds are sprains, deep but
nonthreatening cuts, or multiple bruises.

Serious wounds encompass fractured or
broken bones or deep and bloody cuts.

Critical wounds are life-threatening cuts
across major arteries, compound fractures,
or internal bleeding.

Maimed is well..maimed. If a character’s
wounds reach the maimed mark in his guts
or noggin, he’s kicking buckets, pushing
daisies, buying farms, and the like. You get
the idea. If a limb becomes maimed, it is
severed, crushed, burned to a cinder, or
otherwise out of action forever.

Won> FrrrecT=

Now things get a little trickier. You need
to keep track of damage in six different
locations—your character’s head, guts, right
arm, left arm, left leg, and right leg. Wounds
taken to the gizzards and upper and lower
guts add to those in the guts area.

Don't worry, though. The character sheet
in the back of this very book has a coffin
on it that you can use to keep track of how
close your hero is getting to filling a pine
box.

Wounds are only added together when
they're taken in the same location. For
instance, a character who takes a light
wound to the right arm in one round and a
heavy wound in the same arm later would
then have a serious wound in that arm. If a
character takes a light wound to the head
and then takes a heavy wound to his leg,
they aren’t added together.

A character can't be killed by wounds to
the arms or legs. She can take enough Wind
(see below).to put her out of action, but she
can't die until she bleeds to death or
someone plugs her in the head or guts.

This makes it possible for a hero to get
cut and shot to pieces, but one more
scratch to the arm can't kill her unless she
bleeds to death. Only a hit to the noggin or
guts directly plants a fellow in Boot Hill,
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Wounds are not pleasant company. Blood
drips in your eyes, broken fingers make it
hard to pull triggers, and crunchy ankles
make it a real pain to run from angry
varmints.

As you might have guessed, the pain and
suffering that are the result of wounds
subtract from a character’s dice rolls. The
exact penalties for each level of wounds are
shown below. Wound penalties are never
subtracted from “effect” totals such as
damage or hex effects, but they do apply to
everything else.

Wound

Modifier
Light -1
Heavy 2
Serious =3
Critical -4
Maimed (limbs) -5

The penalty depends on the highest-level
wound your hero has suffered. If he has a
light and a serious wound, for instance, you
have to subtract the penalty for serious
wounds (-3) from all your action totals.
Where the wound is doesn't really matter.

Another word on all this pain and
suffering business. Whenever a character
takes damage, there's a chance he might
miss the next action or two Kissing his
missing finger or holding in his entrails.

When your character takes damage, he
has to make a “stun” check. Stun checks are
made by rolling the character's Vigor
against the wound's level, as shown at the
bottom of this page. Don't forget to apply
the penalty for the worst wound your
hombre's taken so far as well.

If you make the roll, nothing happens. If
you fail it, your character’s stunned and
can't do anything besides limp a few yards
and cry like a baby until he makes a
recovery check.

Your character needs to make a stun
check every time he takes a wound unless
he's already stunned.

RecovEry CHECKS

You can try to recover from being
stunned during any action. This is called a
“recovery check,” and it takes one entire
action. A recovery roll is made just like a
stun check, except the difficulty is your
highest current wound level.

One last thing. Your character goes
unconscious immediately if you go bust on
any stun check. The amount of time he
stays down is 1d6 hours or until someone
makes a Fair (5) medicine roll to wake him

wind 3
Light 5
Heavy 7
Serious 9
Critical 11
Maimed 13
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It just keeps getting better.

Every time your character takes a wound,
she also takes Wind. Wind is shock, fatigue,
and—in the case of wounds—trauma
associated with losing bits and pieces of
your favorite anatomy.

For every wound level your character
suffers, she also takes 1d6 Wind. If she’s hit
by an attack but doesn't actually take a
wound (because the damage total was less
than his size), she still takes at least 1d6
Wwind. Like damage, this roll is open-ended.

GETIN WI>ED>

When a character is reduced to 0 Wind or
lower, he becomes “winded.” This doesn't
necessarily mean he passes out, but he
does feel like crawling into a hole and dying
or curling up into a ball and whining like a
baby:.

Winded characters might lose
consciousness for a few minutes, fall to the
ground trying to catch their breath, or
collapse from sheer fatigue and exhaustion.
It really depends on the situation. Most of
the time, characters winded from wounds
collapse into a corner and vainly try to stop
their bleeding and spurting.

Winded characters get no cards and can
perform no actions unless the Marshal feels
like letting them whisper or crawl a short
ways at the end of the round. Fortunately,
winded characters generally fall by the
wayside and don't get beaten on anymore.

Cowpokes who continue to take Wind
after they run out might die. This is usually
caused by things like bleeding or drowning.

Every time a character’s negative Wind is
equal to his starting Wind level, he takes
another wound to the guts. A character
with 12 Wind, for example, takes a wound
when his Wind reaches -12.
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There are lots of ways to buy the farm.
Here's a few more ways to maim and
dismember the bad guys.

BN

Serious damage is likely to start a fellow
bleeding like a sieve. Whenever a character
takes a serious wound, he begins bleeding,
losing 1 Wind per round. Critically wounded
characters bleed 2 Wind per round. Severed
(maimed) limbs bleed 3 Wind per round.

Boow/

Dynamite, nitroglycerin, bombs, and all
other explosives really hurt any fool who
happens to be next to them when they
detonate. Every 10 yards afterward, the
damage of the explosion drops by a die.

;i' 'Rhe - character sheet*we‘dreﬁ‘ﬁpﬁfor :J

A single stick of dynamite, for instance,
does 3d20 damage. Adding extra sticks to a
dynamite bundle adds 1d20 to the total
damage, up to a maximum of 10d20. The
damage might be more under certain
special circumstances, but this way works
best for most situations.

A cowpoke standing up to 10 yards away
from a single stick of dynamite would take
all 3 dice. The damage at 10-20 yards would
be 2 dice, 21-30 yards is a single die, and
targets at greater than 30 yards take no
damage. Though they might get a little deaf.

Once you've figured how many wounds
the characters take and given them the
chance to cancel some or all of the wounds
with Fate Chips (see Chapter Six), you need
to see where the characters take the
wounds. Roll a hit location for each. Hits to
the noggin and gizzards don't do extra

. damage in this case.

BrawLn’

Certain kinds of attacks, like fightin®
brawlin’, are generally considered nonlethal.
When one fellow hits another with his bare
hands or a light club such as a chair leg or
a bottle, he rolls his damage dice and
causes 3 points of Wind for every wound
level he would normally have caused. Every
full 2 wound levels causes a real wound.

Heavy clubs like pistol butts, ax handles,
or entire chairs allow the attacker to choose
whether she would like to cause lethal or
nonlethal damage. If she just wants to
cause Wind and try to knock her opponent
out without causing serious injury, she can
do so. Or she can bash the other fellow’s
brains out to her heart’s content.

Hey, it's a harsh world out there.

When Ronan smashed that bottle
over the cowpoke's head, he did 15
points of damage. Since the cowpoke
has a Size of 6, the attack would
have done two wounds if it had been
made with a deadly weapon. Since it
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was just a bottle, the
cowpoke suffers 6 Wind and
takes one wound. Lucky stiff.

IoRom(
It's a lousy way to go, but it
happens.

Every round a character
swims in rough water, his first
action must be a swimmin’roll.
The TN depends on the water as
shown below. If the swimmer
doesn't make the TN, he takes
the difference in Wind.

A character without the
swimmin’ Aptitude is in big
trouble. When he's in any kind
of water over his noggin, he has
to go through the steps above.

Water TN
Swift creek 3
Rapid river 5
Rough ocean 7
Stormy seas 9

F ’

A fellow might walk away from falling a
few yards with no more than a bruise or at
worst a broken limb. Take a dive off a cliff
in the Grand Canyon, and he’s smashed
flatter than a pancake.

A character takes 1d6+5 damage for every
5 yards fallen, up to a maximum of
20d6+100. Any wounds are applied randomly
to separate body areas, ignoring extra
damage for noggins and gizzards.

Landing in water reduces the damage by
half or cancels it entirely if the character
makes a Fair (5) swimmin’ roll.

Landing on a haystack, awning, or other
soft obstacle reduces the damage by half if
the character makes an Onerous (7)
Nimbleness roll.

+HrRE

In the dry and wooden West, Heroes
often have to enter burning buildings or
the flaming wreckage of a derailed train.
Sure makes bad guys seem a lot brighter,
doesn't it?

Characters in dense smoke have to
make an Onerous (7) Vigor check during
their first action each round. A wet cloth
over the mouth and nose—or similar
makeshift protection—adds +2 to the roll.

If the character fails the Vigor roll, she
takes the difference between her roll and
the Target Number in Wind. Should she
even happen to fall unconscious, she
continues to lose Wind in this way every
round until she dies.

The damage applied to a character who
is actually on fire depends on just how big
the flames are. A small fire, such as a
burning sleeve, causes 1d12 damage at the
beginning of every turn to whatever area
is on fire. A larger fire causes 2d12 to the
affected areas. A character totally
consumed by flames takes 3d12 damage,
with the wounds applied to every area at
once.




T
N

i

Wy

NI

Deadlands taking place in the Weird West
and all, we thought you might occasionally
need to know what happens when a
character is fitted with a hemp necktie.

Assuming a character is first dropped a
few feet, he must make a Hard (9) Vigor roll.
Take -4 from the roll if he's a big un'
Failure means the character’s neck snaps
and he's dead. Fate Chips (see the next
chapter) can’t stop this, so the hombre
better use them to make his Vigor check.

Going bust does exactly what you might
think. Needless to say, a hero without his
noggin can't come back from the grave.

Assuming the character’s body is still
attached to his brainpan and the rest of his
noggin, he has to make Hard (9) Vigor rolls
every round he swings. If he fails, he takes
the difference in Wind until he suffocates.
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A fellow using his intestines as a belt
probably ought to see a sawbones. With a
little luck, a good doctor can shove his
squirmy insides back in his gut and sew
him shut in time for chow.

wind is easy to get rid of. On a Foolproof
(3) medicine roll of any kind (including
default), someone can bandage scrapes or
give the sufferer some water to eliminate all
wind. This takes about 5 minutes.

Otherwise your hero gets his Wind back
at the rate of 1 per minute.

Real wounds are trickier. A medicine roll
can be made up to one hour after an injury.
A character with the medicine: general
Aptitude can heal light and heavy wounds.
Only a sawbones with medicine: surgery can
heal more severe wounds.
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The doctor has to roll once for each
wounded area. If successful, the roll reduces
the area’s wounds by one level. The TN
depends on the wound level. Maimed limbs
cannot be healed by normal means, but you
can still try to stop the bleeding.

P

Wound Level TN
Wind 3
Light 5
Heavy 7
Serious 9
Critical 11

Maimed (limbs) 13
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After the “golden hour,” a wound can only
be healed by time (or certain arcane
processes which we'll get into later). .
Doctors really can't do a whole lot for a
broken bone that's surrounded by swollen
tissue or a gash that's already started to
heal on it's own.

A character can try to heal a wound
every 5 days by making a Vigor roll against
the same difficulties listed above. If the roll
succeeds, the wound improves by one level.

Natural healing rolls are made for each
area. A character with wounds to an arm
and his guts would roll twice, possibly
improving the condition of each location by
one step.
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Fate is a fickle bitch. Sometimes she
smiles on you, and sometimes she spits the
biggest, nastiest thing you've ever seen right
on your head.

In Deadlands, both the good guys and the
bad guys can store up a little bit of fate to
save their kiesters in dire situations. Fate, in
this case, is represented by poker chips
which come in three colors (usually blue,
red, and white).

The Marshal starts the first game session
with a pot of 10 blue, 25 red, and 50 white
chips. The mix won't change except under
very special circumstances which we'll tell
you about in Chapter Sixteen (Marshals
only, please).

At the start of each game session, every
player gets to draw three Fate Chips at
random from the pot. (That means no
looking. Got it?) The Marshal also gets to
draw three chips that he can use for all the
extras and bad guys.

If you quit playing and decide to finish
later, or the game is part of a campaign,
everyone needs to write down the type and
number of chips they had so they can pull
them out the next time. There’s a space on
your character sheet for just this purpose.
When you do get your chips back at the
beginning of the next game session, make
sure everyone gets their old chips before
anyone draws their three new ones.

Players also get rewarded with specific
Fate Chips during play. Mainly you get these
for roleplaying your character’s Hindrances.
Solving problems and defeating the bad
guys gets you extra Fate Chips and adds
bounty points to the group’s pot.

The Marshal’s Handbook has
more specific information on how
heroes earn both Fate Chips and
bounty points, but if you don't
happen to be a Marshal, keep
your nose out of there, compadre.

203
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A character can use his Fate Chips in any
one of 3 ways: to improve Trait and
Aptitude checks, to save his skin by
canceling wounds, and to trade them for
bounty points.

Tram & AP TTUSE CHECKS

White Fate Chips give the character one
extra die per chip spent, just as if he had an
extra point of Aptitude or Coordination. The
player can spend these chips one at a time
until he is happy with the result or decides
not to spend any more (or runs out of
chips).

Red Fate Chips let you roll a bonus die
and add it to your highest current die. This
is like an Ace, except that the first die isn't
necessarily the highest it can be. The down

side is that using one gives the Marshal a
draw from the Fate Pot. Only one red Fate
Chip can be spent on a single action.

Blue Fate Chips are just like red chips,
except they don't give the Marshal any
draws. They're the best thing going, which is
why they're so rare. Only one blue chip may
ever be spent on a single action.

One note: You can't use Fate Chips if you
go bust.

Sl Your SN

Fate Chips can also be used to avoid
getting your character’s noggin or other
important parts of his anatomy blown off.
Spending a Fate Chip doesn’'t make wounds
“heal” or stop an attack—it just reduces the
effects or makes it so it never happened in
the first place.

Whenever your character takes damage,
you can spend chips to negate some of it.
This applies to damage from a single attack.
If your hero's shot twice in the same round,
you have to reduce each attack separately.

These wounds are negated before any
Wwind is rolled. If you need to negate Wind
(after taking damage from bleeding,
drowning, brawling or something else), each
level of Fate Chip negates 5 points of Wind
as shown below.

Chip Negated Regained
White Up to 1 5
Red Up to 2 10
Blue Upto 3 15

Bovme=

Fate Chips can be converted into bounty
points between play sessions as well (see
the next page).

Blue chips are worth 3 bounty points, red
chips are worth 2, and white chips are
worth L
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A player can give another player Fate
Chips, but it's expensive. The giver has to
give one like-colored chip to the pot for
every chip he gives to another player. The
giver should also explain exactly how his
character helps his companion—whether it's
by distracting a bad guy or simply offering a
few colorful words of encouragement.

Bowty Ponr=

After a fellow tussles with the creepy
inhabitants of the Weird West, he either gets
a whole lot smarter or a whole lot dead.

At the end of each night's game session,
the Marshal gives you something called a
“bounty.” Bounties come from defeating bad
guys and varmints or getting past major
complications in the story.

Every player character in the posse gets a
share of the bounty. If there are leftover
points, they stay in the pot until the next
time the group gets a reward. You can then
use your bounty points to raise your

character's Traits and Aptitudes if you'd like.

New Aptitude levels cost whatever the
new level is. If you want your character’s
shootin’ to go from 3 to 4, it costs you 4
bounty points. You can only raise an
Aptitude once per game session, and only
one level at a time.

Raising your Coordination in a Trait costs
two times the new level. So to go from 4dé
Strength to 5d6 would cost 10 points
(2 x 5=10).

Traits can be raised as well. The cost is
equal to three times the die type of the new
level. To go from a d4 to a d6 would cost 18
bounty points. You'll probably have to save
up for a while to pull this off. You don't
have to, but it makes for a better story if
you say exactly how your character starts
getting stronger or smarter. Maybe he
spends his off hours lifting calves or
reading something besides dime novels.
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The Reckoning replenished the world’s
supernatural energy, but that doesn't mean
magic and spooks didn't exist for centuries
beforehand.

A few rare mortals have learned to tap
into the power of the supernatural. These
people and their followers have been doing
so for thousands of years. Some of them
used their knowledge for good, and others
for evil. Most just used it to help them clean
their houses.

But other folks, being the superstitious
and jealous bunch they are, usually hung or
burned those who could make a broom
sweep a kitchen all by itself. Over the years,
this hasn't improved much.

Hon F'<= Bocx
OF GAMES

Along about 1740, a fellow named Edmond
Hoyle circulated Europe, learning arcane
secrets and processes—what most of us
would call “sorcery.” But Hoyle wasn't fond
of being burned at the stake in some
backwater village in France, so he came up

4 —?'— G

with a cover story that would help him
travel and talk to people about such things
as Tarot cards—which, incidentally, were
used for games before word got out that
some folks used them to tell fortunes.

Hoyle's cover story was that he was
compiling a book of games for publication.
He was far more successful than he ever
dreamed, and soon he had learned more
about the world of the supernatural than
any mortal alive. Needless to say, he also
picked up a thing or two about cards and
other games.

What Hoyle learned was that casting
spells was a function of communicating
with certain mischievous spirits—he called
them “Jokers” for obvious reasons. The
Jokers were malicious and evil, but if one
could best them in a mental duel of sorts,
they were forced to carry out some kind of
task.

Hoyle eventually refined his mental duels
by visualizing them as games of skill. Poker
was a relatively new game at the time, and
this quickly became Hoyle's game of choice
whenever he cast his spells—or hexes, as he
preferred to call them.




Before he died, Hoyle encoded everything
he learned throughout the years in the 1769
edition of Hoyle's Book of Games. A person
who knows what to look for in the complex
bridge diagrams, numeric codes written into
card play examples, and sample scores that
litter the book can discover secrets beyond
their imagining. Other editions, corrupted as
they've been by unknowing editors, work,
but they're not as complete.

THE Huck=TERS

Those who knew the secrets of Hoyle's
Book of Games benefited greatly from the
Reckoning. The number of spirits in the
world before 1863 was low, and their power
was weak. Afterward, a flood of spirits with
links to a much stronger supernatural plane
made it much easier to make use of Hoyle's
formulas.

“Witches” and “warlocks” are still
considered evil by common folks, and
suspected dabblers are still swung from the
gallows poles on occasion. While the
Reckoning has given sorcerers more energy
to work with, the evil it's caused has made
people even more fearful and superstitious.
In the civilized world, “sorcerers” are forced
to keep their abilities secret lest they be
hunted by overzealous priests, the Union’s
Pinkerton detectives, or the Confederacy's
Texas Rangers.

The wizards of the Weird West call
themselves “hucksters” after the snake-oil
salesmen who so successfully pull the wool
over the collective public's eyes. Other terms
were borrowed from the American Indians,
who had a different view of the way things
worked. Jokers became “manitous,” and the
supernatural plane in which they lived
became known as the “Hunting Grounds.”
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Becoming a huckster isn't easy. A person
must first learn how to communicate with
manitous. Never an easy task, this is
especially difficult because he's trying to do
more than yell at them to leave him alone
(like most well-balanced individuals would
in the same circumstances).

Assuming the manitous don't drive him
insane, the huckster must then treat with
the ornery spirits and somehow or another
get them to agree to engage with him in a
game of wits. The game takes place in the
Hunting Grounds and might seem to take
minutes, hours, or even days. But time in
the physical world moves much faster, so
engaging a manitou usually takes a
huckster only a few seconds. A really good
huckster can have a manitou licked fast
enough in the Hunting Grounds to beat a
gunslinger in a fair draw back in the real
world.

THE GaME

The game the huckster plays with a
manitou is entirely cerebral, but humans
perform much better at such things by
visualizing an actual game that is familiar
to them. The most common game among
hucksters in the Weird West is poker. If the
huckster loses his game, nothing happens.
Should he win, the manitou is forced to do
his bidding.

The drawback is that a manitou cannot
normally affect the physical world directly,
so the huckster must actually allow the
spirit to inhabit his body in order to
accomplish its task. Beating the manitou
means it is “controlled” and cannot harm
the huckster while it enters her body. From
there, it can manipulate the energy it needs
to do the huckster’s bidding.

But a manitou is a sly creature.
Sometimes it tricks the huckster into
thinking she’s won so she allows it into her
body uncontrolled. When an out of control
manitou cuts loose, it can cause massive
damage, insanity, and even death.
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THE|l FEOF
A THICKSTER

Hucksters are some of the most powerful
characters in the Weird West. When things
go their way, they can hide in plain sight,
summon storms, or squeeze a man's heart
so hard it bursts. When a manitou gets its
way, the huckster's going to be hip deep in
it. It's all a matter of playing the odds, but a
smart huckster learns to hedge his bets
before diving into a deal with these
unfathomable spirits.

A character must purchase the arcane
background Edge and have at least 1 point
in academia: occult to become a huckster.
That's it.

Each hex that a huckster learns is
considered its own Aptitude. As with
normal skills, a huckster may buy up to 5
levels in any hex during character creation.
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GETIN CAUSHT

Casting a hex is a relatively subtle matter.

' The caster simply concentrates for a few

moments as she stares into the Hunting
Grounds and makes her deal with the devils
that live there.

If the huckster wins her mental duel, a
number of cards appear in her right hand
(or left if she’s a lefty). The huckster must
actually look at the cards to draw the
manitou into her body and make the hex
take effect.

Since cards materialize in a huckster’s
hand when she casts a hex, someone who
knows what they're looking for can spot a
huckster with relative ease. If a huckster
wants to hide what she's doing, she usually
keeps a real deck of cards in her hand and
makes an opposed sleight of hand roll
versus anyone who happens to be watching.

This fools common folk most of the time,
and it's why most hucksters pose as
gamblers. Of course, it's also gotten a lot of
“innocent” gamblers mistaken for powerful
hucksters by people in the know about
such things.

CA<=NG THE HHEX

To cast a hex, the huckster must first
make an Aptitude check using her level in
the particular hex. The type of die is
determined by the Trait the hex calls on. If
you get at least one Fair (5) success, your
huckster has managed to contact a manitou
and engaged it in a game of wits.

The next step is to draw 5 cards from a
54-card deck (leave the Jokers in). You also
get one extra card for every raise on your
hex roll. Your goal is to put together the
best poker hand possible with all the cards
you drew. (See the sidebar if you aren't
familiar with poker hands.)

Most hexes require a certain minimum
card hand to accomplish. If your hand isn't
up to snuff, the hex is unsuccessful.




Hexslinging is a dangerous business,
since the chaotic denizens of the Hunting
Grounds are always looking for ways to get
into the huckster uncontrolled.

Whenever your character botches a hex
roll or draws a Joker, the manitou has
tricked the huckster into letting it in
uncontrolled. Jokers count as wild cards, but
if your character can't survive the manitou's
mischief, it doesn't really matter.

Tell the Marshal whenever you go bust or
draw a Joker while attempting to
cast a hex. He then rolls on a
special chart tucked away in the
Marshal’s Handbook to give him
some idea what the manitou is
up to.

HEE=

The next few pages are loaded with some
of the hexes detailed in full in Hoyle’s Book
of Games. Hoyle came up with a bunch
more, but there's not enough space to put
all of what's in his old book in this book.
Anyhow, here are a few to get you started.
More hexes (and how to go about creating
new ones) are detailed in the Hucksters &
Hexes book.

Hexes have five entries: Trait, Hand, Speed,
Duration, and Range.

Trait is the mental Trait used to cast the
hex. Unlike normal Aptitudes, hexes are
always tied to a specific Trait.

Hand refers to the minimum poker hand
the huckster must draw to empower the
hex. Better hands might mean the hex is
stronger or lasts longer, depending on the
particular hex.

Speed is the number of actions it takes to
finish a hex, similar to a weapon’s Speed. A
few rare hexes might take much longer and
aren't really suitable for combat. These
hexes have their speeds listed in minutes,
hours, or days as appropriate.
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Duration is the length of time the hex
stays in effect. Concentration means the
huckster must maintain concentration and
can take only take simple actions. Other
hexes might require Wind to maintain. A few
hexes use a combination of both. This
means that as long as a huckster maintains
concentration or pays a point of Wind, the
hex stays in effect.

Range is the distance at which the hex
can take effect.

Call O THEWL>

Trait: Knowledge

Hand: Two Pairs

Speed: 2

Duration: Concentration
Range: |1 mile/hex level

This hex lets the huckster talk to critters
and varmints. He can't talk to monstrous
abominations, only natural animals. The call
goes out to specific types of creatures, such
as bats, rats, wolves, bears, etc.

When the animals show up, they do the
caster’s bidding as long as he continues to
concentrate. The moment he lets go, vermin
and lesser varmints vanish. Wolves, bears,
and the like either flee or attack the closest
target depending on the situation.

Varmints aren’t too smart. They do
whatever the huckster wants to the best of
their abilities, about like a well-trained dog.
Don't expect them to figure out how to fire
a weapon or start speaking Portuguese.

Varmints also have to make guts checks
against supernatural opponents, just like
anyone else. That's why it's not much use to
throw wolves at some shambling creature
from the grave. They just run away with
their tails between their legs.

The huckster doesn't actually summon
the varmints—he just calls to them. If there's
none around, nothing happens, even if he
draws a Royal Flush. The Marshal has to
determine if the type of creatures the
huckster is calling are within his range.

The type and number of creatures the
huckster wants to call determines the hand
he needs.

Hand

Varmint
Two pairs  3d6 rates, bats, snakes
Straight 2d6 wolves, mountain
lions
Flush 1d4 bears

CORPOREAL. [WEAK

Trait: Smarts
Hand: Pair
Speed: |
Duration: Concentration or 1 Wind/round
Range: 5 yards/hex level

This hex alters a target's physical abilities,
making him stronger, faster, nimbler,
tougher, or more dexterous. The huckster
decides which one of the target’s physical
Traits he wants to tweak before channeling.

Hand Bonus
Pair +1 step
Two pairs +2 steps
Straight +3 steps
Flush +4 steps
Full house +5 steps

CORPOREAL . [W=T

Trait: Smarts
Hand: Pair
Speed: |
Duration: Concentration or 1 Wind/round
Range: 5 yards/hex level

Corporeal twist is the opposite of
corporeal tweak. It lowers a target's Traits
by one die type for each of the hands listed
under corporeal tweak. Once the die type
has dropped to a d4, the Coordination drops
by 1 for each level to a minimum of 1d4.




Far=HoOT

Trait: Cognition

Hand: Pair

Speed: |

Duration: Concentration or 1 Wind/round
Range: 1 mile/hex level

A huckster can use this hex to hear
through a subject’s ears.

If the victim makes an Onerous (7) Spirit
roll when the hex is first activated, he
knows something’s wrong. At that point, he
can try to eject the huckster by engaging
him in a contest of Spirit versus the
huckster's Spirit/earshot Aptitude level each
round.

The huckster can cast this spell on an
unseen target if he has an object the
subject has touched within the last week.

HE =N Hs
Trait: Smarts

Hand: Ace

Speed: 10 minutes
Duration: Permanent
Range: 1 yard

Helpin’ hand allows a huckster to heal a
suffering companion’s wounds (not his own).
Each successful casting reduces the wounds
in all areas by 1 level each. During this time,
the caster can take no actions other than
sitting near the patient and playing hand
after hand of solitaire.

The hand needed depends on the victim's
highest total wound level. Note that helpin’
hand can't heal more than one level of
wounds at a time. The huckster can treat
several wound levels by casting the hex

\

7

L

1/
7




RS -

more than once, however. Helpin’ hand also
can’t restore maimed limbs. Only the divine
favors of shamans and the blessed can pull
off that trick.

Wound

Hand

Ace All wind
Jacks Light
Two pairs Heavy
Three of a kind Serious
Straight Critical

Hne -

Trait: Cognition
Hand: Two Pair
Speed: 10 seconds
Duration: Instant
Range: Touch

A huckster can gain insight into the past
with the hunch hex. To cast this spell, the
huckster places his hand on a person, place,
or thing and closes his eyes. If the hex is
successful, the magician has a brief vision,
feeling, or “hunch” about some event that
happened in the target's past.

The better the huckster’s hand, the better
the information she gets about the target’s
history. The huckster can concentrate on a
specific question if she wants, but the
target doesn't “know” about events that did
not happen in its presence.

MI> TwEAL

Trait: Smarts
Hand: Pair
Speed: |
Duration: Concentration or 1 Wind/round
Range: 5 yards/hex level

Mind tweak is the mental version of
corporeal tweak. The huckster can affect
any mental Trait with this handy ritual. This
can come in handy for those time when you
need just a little more brainpower or even
peace of mind.

MI> TwsT

Trait: Smarts
Hand: Pair
Speed: |
Duration: Concentration or 1 Wind/round
Range: 5 yards/hex level
Mind twist is the opposite of mind tweak.
It actually lowers a target’s mental Traits by
one die type for each of the hands listed
under corporeal tweak. Once the die type
has dropped to a d4, the Coordination is
dropped by 1 level to a minimum of 1d4.
There's nothing like lowering another
gambler's Smarts to nearly nothing and then
taking the fool for all he’s got.

M=<=Er>Mg/
Trait: Spirit
Hand: Two Pairs
Speed: |
Duration: Concentration or 1 Wind/round
Range: Self

This hex forces a manitou to deflect
bullets and other physical projectile attacks
that would otherwise hit the huckster's
body. The effect is to add +5 to the TN of
anyone trying to shoot the huckster.
Explosives, fire from a flamethrower, and
other area-effect attacks cannot be
deflected, but hexes and other supernatural
effects usually can be pushed aside.

Proooom Freer=

Trait: Spirit
Hand: Ace
Speed: |
Duration: 1 Wind/round
Range: 5 yards/hex level

Hucksters often use this hex to cheat at
cards or pull an enemy’s gun from his
holster. Phantom fingers can perform
relatively complex manipulations with an
object (such as turning a key or firing a
gun), but this taxes the huckster and causes
him an additional 1d4 Wind.




Hand Size/Weight

Ace Baseball
Pair Pistol
Jacks Rifle
Two pairs Gatling gun
Three of a kind Person
Straight Iron safe
Flush Wagon
Full house Oak tree

Four of a kind
Straight flush
Royal Flush

Priae BE

Trait: Cognition
Hand: Pair
Speed: |
Duration: Concentration or 1 Wind/round
Range: 1 mile/hex level

Private eye allow a huckster to see
through another’s eyes, just as if they were
her own. See the earshot hex to see how it
works.

SHATSON MaN

Trait: Smarts
Hand: Pair
Speed: 2
Duration: Concentration
Range: Touch

Shadow Man creates a pocket of shadow
around the huckster. It does not make the
huckster invisible, but it does add to his
sneak rolls. A pair adds +5 to the huckster’s
sneak rolls. Better hands add an additional
+2 per level.

Freight car
Manor house
Train

SHATSOW WALK

Trait: Smarts
Hand: Jacks
Speed: |
Duration: Instant
Range: Touch

Hucksters with this hex can step into one
shadow and emerge from another. The
shadows they enter and leave from must be
large and dark enough to engulf their entire
form. The Marshal gets the final call as to
what works.

The hand needed to shadow walk
depends on the distance between the two
shadows. At any distance, the huckster has
to be able to actually see the shadow he
wants to emerge from.

Distance

Hand

Jacks 2 yards

Two pairs 5 yards

Three of a kind 10 yards
Straight 20 yards
Flush 40 yards
Full house 100 yards
Four of a kind 500 yards
Straight flush 1 mile

Royal flush

= BLa=T

Trait: Spirit

Hand: Pair

Speed: |

Duration: Instant

Range: 50 yards/hex level (maximum)
The hexslinger's best friend is the soul

blast hex. When cast, an almost invisible

stream of ghostly white energy races from

the huckster’'s palm toward his target. The

stream slams into the victim like a bullet.
Just because the hex comes off doesn't

mean it hits its target. Determine the Target

Number like a gunshot—starting with an

Easy (5) TN—but ignore range. The caster

could attempt a called shot, affecting the

Target Number that way, and other factors

(like wound effects) may come into play.
Roll the huckster’s soul blast skill, and

use that result as both your attack roll and

to figure how many cards you get to draw.

Line of sight
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If the soul blast hits, damage depends on for his attack roll. He gets a raise
the hand drawn, as shown on the table there too, so when he rolls for hit
below. For some reason, a Dead Man’s Hand location, he can add or subtract 1
(two black Aces, two black 8s, and a Jack of from his roll, as he prefers.

Diamonds) causes automatic death.

/ Velvet Van Helter, New Orleans

gentleman and a dedicated student Hand Damage

of Hoyle, hurls a soul blast at a Pair 1d6 Wind
scoundrel abusing a young lady’s jacks 3d6
honor. The ruffian is in plain sight, TWo pai
. pair 4d8
and the hex has no range increment, Three of a kind 5d8
so the TN to hit the man with the Straight 6d8
soul blast is 5, the same as the hex's Flush 7d10
TN for figuring the number of cards Eull hotise 8d10
(the same with hex for that matter). :
t 1l et Four of a kind 9d10
Velvet rolls an 11. For the ralsg, e Straight flush 10d12
gets to draw one extra card to figure Royal flush 10d20

the hex's effect. He also uses the 11
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Trait: Knowledge
Hand: Jacks
Speed: 2
Duration: Concentration
Range: 20 yards/hex level
This hex conjures up a minor whirlwind.
In the outdoors, a Texas twister kick up dirt
and sand, blinding everyone within a 10-yard
radius until they can make a Hard (9) Vigor
roll or move outside of the Twister’s area.
The huckster can move the twister in any
way she likes, as long as she concentrates
and keeps it in sight. It has a Pace of 20.

TRKETS

Trait: Knowledge

Hand: Ace

Speed: 2

Duration: |1 round/hex level
Range: Touch

The trinket hex allows the huckster to
reach into a pocket, pouch, or bag of some
sort and pull forth a minor mundane object.
The hand required depends on the item the
huckster hopes to find. Money can be
conjured with this hex, but like anything
else created by the hex, it only lasts 1 round
for every level the huckster has in the hex.

Hands higher than two pair are required
to get very special trinkets—such as a key
to open a specific lock. The Marshal must
set the hands for these items himself.

Type of Item

Hand

Ace Match, penny

Pair Scarf, random playing card,
nickel

Jacks Derringer, knife, two bits (25¢)

Two pairs Pistol, $5 coin, specific
playing card
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Tons of gold and silver were discovered
when California fell into the sea in 1868. But
neither of those were the most valuable
mineral exposed by the Great Quake. There
was a lining on the cloud of this
devastating disaster, but you can bet your
bottom dollar it wasn't silver. It was many
miles better than that.

Short seams of black stone showed up a
few hundred feet below the former surface
of the new state. It was a while before
anyone even decided to go after the stuff,
seeing as how precarious the canyon walls
of California were directly after the quake.
Many miners lusting after silver and gold
lost their lives in the aftershocks that
tumbled even more of the land into the sea.

Still, eventually someone decided to dig
some of this strange material out of the
walls of the channels of the Maze and then
haul it on home to figure out just what it
was. Most thought it was coal, but when
they tried to burn it, they discovered it was
something else entirely.

The rock burns slowly—so slowly that
campfires lit with a fist-sized chunk of the
stuff back in 1868 are still burning in 1876.

Its dark stain lasts nearly as long. Miners
who handle the rock claim it takes months
to wash it from their hands. Of course, few
of them can say this for sure, since they
rarely give up on a strike until it's entirely
played out.

Stranger still-the stone “groans” and
emits strange, ghostly vapors when burned.
For obvious reasons, Californians took to
calling the new mineral “ghost rock.”

The amazing burning properties of ghost
rock drew scientists from all over the world
to California and the West. Clever
entrepreneurs began mining and selling
cartloads of the stuff to the scientists and
their backers. Soon, “ghost rock frenzy”
took hold of the West, and prospectors
began searching for it everywhere. Many
found old seams previously thought to be
coal in Colorado, Arizona, and scattered
throughout the Rockies.

The first breakthroughs occurred in Utah
in 1870. Professor Darius Hellstromme, a
now-famous English scientist funded by an
American philanthropist back East, created
and put into use a steam engine fueled by
ghost rock that could power a horseless




carriage across the Salt Flats. “Steam
wagons,” as they have come to be called,
are still in great use among the Mormons of
the region.

Hellstromme's success inspired countless
other black-fingered scientists. Soon scores
of fantastic devices were making
reputations that rivaled that of the great
gunslingers and outlaws.

But there is a price to be paid by those
who build bizarre gadgets and gizmos.

I Soevema-

Some suggest that creating fantastic
devices is actually a form of sorcery. They
believe that scientists are consorting with
the same spirits as witches, warlocks, and
hucksters. If this is true, the scientists seem
blissfully unaware of it. They see their new
creations as inspired by a great scientific
revolution, and they scoff at the idea that
they are dealing with demons and devils.

But there seems to be some truth to the
matter, for there is a reason these wild
academicians are collectively called “mad
scientists.” Those who create fantastic
devices tend to lose their grip on reality.
Most eventually become neurotic hermits or
raving lunatics, though they leave a legacy
of amazing gadgets in their frantic wake.

AMIS ScpmeT

Playing a mad scientist can be a lot of
fun. Your character gets to create “weird
gizmos"” and blow things up with them. He
might also go a little insane in the process.

Mad scientist characters must take the
arcane background Edge. They must also
have at least 3 total levels in any number of
scientific concentrations, such as science:
general, biology, chemistry, engineering, or
physics. They should also have the tinkerin’
Aptitude if they want to actually build the
weird gizmos they design.

CREATNG WERT>
GizMO=

Making gadgets that defy common sense
is easier than some might expect—for a mad
scientist at least.

There are four steps that must be taken
to create a weird gizmo.

1. Concoct the theory.

2. Devise a blueprint.

3. Gather the components.
4. Construct the device.

As you complete each of the
steps, fill in any relevant
information on a photocopy of the
“Weird Gizmo” blueprint we've
provided on the next page.

Colcoc T THE
THEORY

The first thing a mad scientist
has to do is decide just what kind
of weird gizmo he's trying to make.
This means the scientist’s player—
that’s you—should write down the




name of the device followed by a paragraph
or two describing the “scientific principles”
(as nutty as they may be) your character
employs to make it work. It's more fun to
write the theory from the perspective of the
character, by the way.

ISR THE BLUEPRNT

Now it's time to draft a blueprint. Though
the mad scientist doesn't know it, he
actually consorts with manitous as he
drafts his fantastic creations. Occasionally,
contact with these malicious spirits drives
him slowly insane.

The mad scientist must now make a
scientific theory roll with the concentration
most applicable to the device. If several
concentrations apply, he must use the
lowest of the bunch. :

Compare the total against a Fair (5) TN. If
you fail, the inventor is stymied and can't
try to build any other devices for the next 8
hours while he clears his head. If you are
successful, draw 5 cards from your Action
Deck plus 1 for every raise.

Jokers count as wild cards, but
also mean that a manitou has
driven the mad scientist insane.
Let the Marshal know when this
happens so he can tell you what
the end result is.

RELABILITY

Every raise on this roll adds +2 to the
device’s base “Reliability” of 10. The
Reliability is built into the blueprint, so
other devices constructed from this
blueprint also benefit from a good design.
See below for how Reliability functions.

The hand you need in order to succeed at
creating the device depends on the nature
of the device your character is trying to
construct and how far above the normal
technology curve it is. Should you fail to get
the hand you need, your character spends
half the time required and must start again
from scratch.
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Construction

Hand Description Item TN Base Time
Jacks Simple repair of device Gatling gun 5 10-6 minutes
created by these rules,
or of current
top-of-the-line technology
Two pairs Slight improvement on Faster printing press, 7 1-5 hours
existing technology 10% faster locomotive
(a “tune-up”)
Three of a kind Major improvement on Gatling pistol, bullet- 9 1-10 hours
existing technology proof vest, automatic
weapon, 25% faster
locomotive (total
reconfiguration)
Straight Relatively simple but new Flamethrower, auto- 11 1-6 days
use of existing technology = matic machine-gun
Flush New use of cutting-edge Steam wagon, land ship 13 1-4 weeks
technology
Full house Entirely new but “realistic” Ornithopter, 15 1-6 months
technology submersible
Four of a kind New technology that Heat or freeze ray, 17 1-12 months
flaunts the laws of science sleep gas
Straight flush New technology that Mind-control ray 19 1-4 years
alters the laws of science
Royal flush Technology that defies Dimension or time 21 1-20 years
the laws of science control device
Hand is the minimum hand needed to Base Time is a rough guideline for how

devise the device on your blueprint. Better long weird gizmos in a particular category
hands cut your time and increase Reliability. tend to take. This can change drastically

Description is a guideline for how far the  depending on the machine.

gizmo is above the normal technology level. You and the Marshal should discuss the
Item is an example of some common actual building of the gadget and how long

weird gizmos in use in the Weird West. you both think it should take, or simply roll
Construction TN is the roll needed to randomly based on the suggested time

actually create the device. spans.




GATHER [HE CovPoRm=

Once the scientist has concocted a theory
and drawn a blueprint for his weird gizmo,
he knows what materials he needs to
actually build the thing. Now it's time for a
scavenger hunt.

Write down the major components below
the device's theory on the gizmo sheet. Your
character then needs to go out and actually
buy or find the parts he needs. This is
sometimes an adventure in itself.

Co=TRICT THE TPRICE

Now it's time to actually build the gadget.
Your character needs to make a tinkerin’
roll against the construction TN of the item
(see the Gizmo Construction Table, partner).

As long as the builder gets at least one
success, the item is built. Every raise on the
construction roll raises the Reliability by +2.

Some scientists bring in expert tinkerers
to help them out on the tough jobs.

Ristine THEJOB

The evils of the Weird West rarely wait
patiently while a mad scientist invents
somethmg to destroy them. When a weird

attempt to rush the job.

Every hand above the one needed for a
job halves the construction time. That does
mean that a device requiring a Royal Flush
can't be rushed.

RELABILMTY

Even the best weird gizmos are forged in
the energies of the Hunting Grounds. This
means pesky manitous and the limits of the
human mind can occasionally cause
gadgets to malfunction. 4

The base chance for a malfunction of any |
weird gizmo is 10. Each raise rolled when
devising the blueprint or constructing the
device adds +2 to its Reliability as explained
above, up to a maximum of 19.
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When a character has to roll dice to use
a device, she must also roll a d20. Just
throw it in with whatever other dice you're
using. If the d20 roll comes up over the
device's Reliability, the gizmo malfunctions
in some way (a 20 always fails). This means
a train powered by a ghost-rock engine
usually has to roll only when it starts and
stops. A Gatling pistol, however, has to
check Reliability every time it's fired.

If you roll a malfunction, the Marshal lets
you know how catastrophic the
results are. Most times the gizmo
just conks out, but you'd better
back up a bit in case it
malfunctions more spectacularly.

: ‘"llif” | ;

WERT> GIZ2MO<

A mad scientist starts the game with one
of the devices described on the following
pages or with one of her own creations of
similar power (built by the mad scientist
and approved by the Marshal of course).
Anyone else who wants one of these
devices must purchase it.

The listed cost is that charged by Smith
& Robard's, a famous mail-order firm that
custom makes weird gizmos and other
devices for clients around the world. Since
each of these items is unique and cannot
be made on an assembly line, the cost is
usually quite steep.




B E-ProoFEVEST

It's said a mysterious unnamed gunslinger
asked a mad scientist friend to concoct this
simple but effective device. It beats a steel
plate because it’s light and easily
concealable.

The vest
covers the
upper and
lower guts
area with an G2
armor value of EN¥
2. This stops
any weapon
with damage
dice of dés or lower.

Price: $1,800

Reliability: 19

THE EPman- CAMERA-

The Tombstone Epitaph publishes weekly
reports of bizarre creatures and events.
Everyone reads them, but few believe them.

A picture, however, is worth a thousand
words. The
problem is that
movement of any
sort ruins
pictures taken by
most cameras of
the period. So
John Clum, the
editor of the
Epitaph,
commissioned
Smith & Robard’s
to manufacture a .
camera that could take pictures of moving
subjects. The result is the Epitaph camera.

Unfortunately, the very success of these
cameras to capture action makes skeptics
believe the images are faked by the people
who claim to have taken them.

Price: $1,600

Reliability: 19

T AMETHROWVER

These clever devices were pioneered by
Confederate munitions experts. The
galvanized tank is filled with methane
stored under high pressure. When the
trigger of the rifle stock is pulled, the
methane shoots
out and is lit by a
bit of burning
ghost rock.

When filled
with methane, a
flamethrower has
30 “shots” in its
holding tank.
Every time the
user depresses
the trigger, he
fires 1d6 shots.

The flame's range is 20 yards. The flame
is shaped like a cone 2 inches wide at the
barrel of the flamethrower and 3 yards wide
at the other end. The scientist rolls his
shootin’ flamethrower attack (an Easy (5)
roll) against every target in the cone.

The damage caused to everyone hit by
the flame is 1d10 times the number of shots.
The damage dice are added together, but
any wounds caused are applied to separate
hit locations. Ignore any bonus damage for
hits to the noggin or gizzard.

A major drawback of the flamethrower is
the methane tank itself. Bullets that hit the
user in the upper guts from the side or
behind have a 1 in 6 chance of detonating
the device.

When this happens, the tank explodes
causing 1d10 damage times the number of
shots remaining inside. The number of
damage dice drops by half every 10 yards
after the first. Professors make the most
interesting fireworks.

See the Shootin’ Irons table on page 65
for a flamethrower’s statistics.

Price: $2,000

Reliability: 18
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/ Professor Spencer is surrounded by A windup gear

prairie ticks. He cuts loose with a releases 3 shots

gout of fire from his trusty every time the

flamethrower. He rolls his shootin" trigger is pulled. A

[flamethrower dice against each tick. Gatling pistol fires

The TN is 5 at less than 10 yards. on automatic (see

Spencer hits 10 of them. Now he rolls Chapter Five), just

to see how many shots he fired and like a Gatling gun. !

gets a 6. All the disgusting critters See the Shootin’ Irons table on page 65

take 6d10 damage. It's time to break for a Gatling pistol's full statistics.

out the toothpicks and hot sauce. Price: $800

Reliability: 18
GATLNG Pl=ToL
The Pinkertons have long looked for ways ROC-KE_[ PJA‘"CK

to give their agents an edge against the The buffalo soldiers stationed at Fort
horrors of the Reckoning. The “Gatling Apache, New Mexico, were always getting
pistol,” the common name for several ambushed by Apaches firing from high
brands of multi-barreled rotating pistols, is  passes. Their commander was browsing
their most recent solution. through the latest Smith & Robard's catalog

R
il —> <

Py




when he saw an amazing device. The
catalog advertised an experimental “rocket
pack” that could lift a man high into the air.
The commander thought this would be a
great way to clear the passes of Apaches,

and he used his own
personal fortune to
order five of them. He
assigned them to the
best platoon of the
regiment. These men
came to call themselves
the “Flying Buffaloes.”

The jet pack can lift
up to 300 pounds (over g )
the weight of the pack) [[jll L&
for up to 20 minutes. '
The stove body is made of iron galvanized
in one of Smith & Robard's special kilns.
When the fuse atop it is lit, the ghost rock
“rod" at the center is ignited and heats the
water stored inside the boiler. The steam
pushes the wearer suddenly into the air. He
can control the amount of thrust by venting
extra steam from a large side panel.

The Pace of the rocket pack is 20. Vertical
movement costs 2 yards of movement for
every yard climbed, or 1 yard for every yard
dropped in elevation.

Controlling the rocket pack is done by a
“fishing rod” handle that changes the angle
of the pack’s thrusters. This requires a new
Aptitude—flight: jet pack—which is normally
based off Nimbleness since the wearer must
twist and turn to get the thing to go where
he wants. If the wearer ever goes bust on a
[flight: jet pack roll, he heads for the nearest
obstacle. If there isn't a vertical obstacle
within range of his current move, he takes a
steep dive at the ground instead.

If the user hits an obstacle because of a
steering malfunction, the damage is 2d6 at
normal speed or 4d6 at double speed. Any
resulting wounds are assigned randomly. If
it's ambiguous how fast the wearer was
going at the time of the crash, base the
damage on his last action.

An in-air crash causes the wearer to
make a second flight: rocket pack roll
immediately against a Fair (5) or Hard (9) TN,
depending on speed. If the wearer fails this
roll, he plummets to the ground, taking
falling damage as usual (see page 105).

Price: $2,100

Reliability: 18

STEAM WAGON

When the Mormons first settled Salt Lake
City, they found the denizens of the
Reckoning waiting for them. Getting across
the Salt Flats was one of the most
dangerous trials they faced. In 1870, the
infamous Professor Darius Hellstromme
visited their community and offered them
the secret to a new invention: the steam
wagon.

This steam-powered horseless carriage
could dash across the flats in no time. The
devices don’'t work well in uneven terrain
and can't enter rocky areas at all, but in the
desert they can easily outpace a horse over
long distances.

Steam
wagons gained
such fame
that bandits in
Nevada and
other
relatively flat
areas started
using them to
rob trains.
Some of these
bandits even
mount Gatling
guns on their
steam wagons.
The Texas Rangers have a particular grudge
against these desperadoes, since it often
falls upon them to protect the Confederacy’s
trains.

Steam wagons have a Pace of 20.

Price: $1,500

Reliability: 18
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Faith is a funny thing. Most folks seem to
have more of it when they're about to get
munched on by something with jaws the
size of Kansas. Seems they've got some
notion they can redeem themselves at the
last minute.

If that really worked, most fellows would
give themselves to drinking, gambling, and
carousing right up to the minute they're
about to expire. Then they could say a
couple of holy apologies and march right
on through the Pearly Gates.

But we all know better in the end.
Genuine faith is a rare thing. Most people
claim one religion or another as their own,
but they don't really stop sinning until they
get in trouble.

A few blessed souls are more noble,
however. The pure can sometimes call on
divine aid for protection against the minions
of the Reckoning. Of course, sometimes
they're just the first to piss something off
and get eaten.

This section deals with western religions,
particularly those Christian in nature. If you
want to play an Indian holy person, see
Chapter Ten.

e e T
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The faithful have certain miracles they
can call upon in times of need. Which ones
depends on the traditions and teachings of
the religion. Regardless of the religion
however, invoking a miracle requires at least
one level of faith, and all but the miracle of
protection require the user to have the
blessed Edge.

XEEPNG THE FAmH-

Simply taking the arcane background:
blessed Edge and the faith Aptitude and
claiming to be a devout follower isn't always
enough. True faith requires a little work,
even if the religion’s practices might seem
strange to others. Sinners aren't apt to be
shined upon by their chosen higher power.

Baptists lose faith if they don't dunk their
“young ‘uns,” Jews can't get hitched without
breaking somebody's best crystal, and
Roman Catholics can't eat meat on certain
Fridays without getting dirty looks from on
high.




If your character isn't following the tenets
of his religion, he starts losing his faith,
slowly but surely. Divine entities do not
share their power easily and are angered
when their servants don't uphold their
ideals or traditions, especially if they've
been designated as something special in the
public eye. There's little more embarrassing
to a deity than a chosen one making a
mockery of its holy name.

Whenever a blessed character commits a
sin of some sort, she must make a Spirit
roll. If she fails, she loses a point of her
faith Aptitude.

The Target Number of the Spirit roll
depends on the sin.

Lost faith doesn’t just return on its own.
A lamb that's lost its way doesn't just
wander home. This is something that has to
be worked at.
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If a blessed character loses all her faith, it
costs her 5 bounty points to purchase the
first level again. Restoring other lost levels
can be done at normal cost. The Marshal
might also make the blessed character
fulfill some special goal or go on a quest
for atonement.

Sin TN Example

Minor 5 Taking the Lord’s name in
vain, refusing to aid those in
need.

Major 9  Theft, turning away others
in dire need.

Mortal 11  Adultery, theft of something
of great importance, killing
in other than self-defense.




Calling on a character’s savior is easy.
Getting him, her, or it to listen is a little
more difficult.

Whenever the blessed wants to invoke a
miracle, she must make a faith roll and
compare it to the TN of the miracle she’s
attempting to perform. If she's successful,
the deity smiles on her, and the miracle
goes off as desired.

If she’s unsuccessful, the blessed hasn't
convinced her deity that she’s deserving of
aid in this particular case. Put bluntly,
nothing happens, except the blessed might
end up with a deep blush on her face.

This doesn't mean that the blessed
individual is necessarily unfaithful. Other
circumstances—such as watching one'’s
companions get wrapped up in a thorny
tumblebleed—may just have distracted the
pious fellow for a few critical moments, or
the patron might just be testing its acolyte
today.

MrACL F<

Every character with faith knows the
protection miracle. Other miracles take
years of study and practice in rituals and
meditation to perfect.

A blessed character knows protection
plus one additional miracle for every level
in the higher of her professional: theology
and faith Aptitudes.

Miracles have four elements you need to
know before your character tries an
invocation:

TN is the Target Number the blessed
needs on a faith roll to accomplish the
miracle.

Speed is the number of actions it takes to
complete the invocation.

Duration is the length of time the
invocation stays in effect.

Range is the distance at which the
miracle can take effect.

Frxoraciem

TN: Special

Speed: 8 hours
Duration: Permanent
Range: 1 yard

Evicting evil spirits from a mortal host is
a slow and painful process. Once the ritual
has begun, the spirit is wracked by holy
energy and begins an appalling display. It
speaks in tongues, vomits all kinds of
foulness, and curses the blessed up and
down a blue streak.

Attempting to exorcise a manitou (called
a demon in western religions) is a test of
the blessed's faith versus the creature's
Spirit. At the end of the 8-hour ritual, both
sides roll. The manitou's Spirit is determined
by a draw of the cards—just like during
character creation.

If the blessed is successful, the manitou
is banished and leaves the host body
immediately. If the manitou wins, it gets +2
to resist further exorcism attempts by the
same exorcist. This puts a Harrowed
character to rest, by the way.

HolyRoL L Er

TN: 5

Speed: |

Duration: Permanent
Range: Self

The blessed know asking for holy power
is normally off-limits. But sometimes the
horrors of the Weird West call for desperate
measures.

A blessed character can use this miracle
to gain a chip from the Fate Pot. The chip
must be used on her next action. If the
character meets the difficulty, she gains a
white chip. A raise nets her a red chip, and
two raises gets her a blue chip.

The downside is that if the blessed
miracle worker fails the roll, her patron
takes her highest chip (put it back in the
pot) as penance. It's a gamble—that's why
the blessed call this miracle “holy roller.”
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TN: 5

Speed: I-minute sermon
Duration: Special
Range: Special

The Reckoners thrive on fear. Only a few
folks know this, but it seems the blessed
often find out quicker than others. Their
good-natured tendencies to help those in
need usually bring them face-to-face with
things that sometimes don't even have
something you'd recognize as a face.

When the blessed are fortunate enough to
survive their adventures, their tales often
inspire those around them.

The next part won't make
sense until the Marshal lets you
read Chapter Twelve, but that's
okay for now. Feel free to take
the miracle anyway, and know
that you should use it after
defeating some major villainous
presence to relay the inspiring
story of your posses’' good deeds, natures,
and accomplishments to the desperate and
bedeviled masses.

Every success and raise adds +2 to the
blessed’s tale-tellin’ roll to reduce the Fear
Level. The blessed has to tell his tale
immediately. He can't “save up” an
inspiration bonus to use later on.

LAy o Han>=

TN: Special

Speed: | minute
Duration: Permanent
Range: Touch

Holy healers have been around since
ancient times. They've just never been in
such demand.

The blessed use this miracle to heal the
wounds and afflictions of others (not
themselves). The problem is that it can only
be used to cure significant ailments. Worse,
if the healer is not truly faithful, he takes
on the subject's malady as well.

Twelve

The base TN for healing a subject’s
wounds is shown on the chart below. The
entry for “Maimed” applies to severed limbs,
diseases, blindness, and the like. Maimed
gizzards and noggins cannot be healed.

The blessed can never bring back the
truly dead. Or undead, for that matter. Once
a person’s breathed his last, there's little
that can be done for him.

The blessed actually feel the victim’'s pain,
so they must subtract the patient’s total
wound modifiers from their faith roll. They
must also add the victim’s faith if he is of
the same basic religion, or subtract it if he
is not.

If the healer is successful, the victim is
completely healed in all areas. The patient
maintains his wound modifiers for the next
hour, but he is not otherwise considered
wounded.

The bad news is that if the healer fails
the roll, the patient isn't cured and the
healer takes on the same maladies or
wounds. If these are wounds, the blessed
takes the victim's highest wound level to his
own guts area.

Wound Level
wind A
Light 5
Heavy 9
Serious

Critical 11
Maimed (limbs) 13

Pro1ECTION

TN: Opposed
Speed: 1
Duration: 1 round
Range: Self

One miracle used by all major religions is
protection. This is simply reliance on one's
deity or deities to protect the faithful from




supernatural evil. Any character with at
least one level in the faith Aptitude may
attempt this miracle by presenting her holy
symbol or otherwise declaring the power of
her deity.

A supernaturally evil opponent must
make a Spirit total versus the hero’s faith.
Should it lose, the creature cannot touch
the character or otherwise cause her direct
harm. It could still push over a bookshelf
the blessed happened to be standing under,
but it couldn't fire a weapon, cast a hex, or
use its special abilities on her until it wins
the spiritual contest.

Of course, this doesn’t do the blessed's
companion a bit of good. They're still fair
game. Truly valiant heroes that have
protection often find they can help the rest
of their posse by standing directly between
the horrific creature and their hapless
friends. Be careful, though. This can be a
really awkward place to be should the
miracle suddenly fail.

Faithful characters shouldn’t rely on this
miracle too often, since the winner of the
contest between the blessed and the beast
is likely to waver back and forth. And any
creature affected by protection probably
doesn’'t need more than one opening to
finish the fight permanently.

SACRFCE

TN: 5

Speed: |

Duration: Permanent
Range: Sight

A central belief in most religions is that
of sacrifice. The blessed can call upon this
intervention to give one of his own chips to
any other character in sight. He doesn't have
to pay the usual “two-for-one” cost of
trading chips.

The blessed can give chips to
nonbelievers as well as members of his own
flock, unless the recipient’s beliefs run
counter to his own (such as an evil cultist).

Failure means no chips are transferred.

NI

TN: 11

Speed: 1 week
Duration: Permanent
Range: Touch

The blessed are able to ask their deity to
consecrate hallowed ground, making it
painful for evil creatures to walk upon it.

To work this miracle, the blessed must
remain in the place to be sanctified for an
entire week. Once the ritual is completed, a
circle with a radius equal to 10 times the
blessed’s faith is hallowed.

When an evil creature steps upon
sanctified ground, it must make an
Incredible (11) Spirit total every round. If it
fails, it begins to smoke and steam as if
burning and takes the difference in Wind.
This damage is spiritual and so can actually
affect undead as well as other
abominations.

EMTE

TN: 5
Speed: |
Duration: 1 minute
Range: Touch
With this miracle, the blessed heroes of
the Weird West can smite the evils of the
Reckoning back into the last century.
When invoked, the caster’s Strength rises
by one step for every success and raise.

e 9,

TN: 5

Speed: 1

Duration: Permanent
Range: Touch

There's one born every minute. Someone
who's always getting beat up, that is.

This is the blessed's quick and dirty
version of lay on hands. When invoked, it
instantly rids the recipient of 1dé Wind per
success and raise. The blessed, being the
pious and altruistic individuals they are, can
never grant succor to themselves.







Indians see the world a little differently
than white folks. They've known about
spirits for hundreds—maybe even thousands
of years. The most spiritual members of a
tribe are often called “medicine men,” but
since some are females, we call them
“shamans.”

Mad scientists deal directly with
manitous, though most often they do so
unwittingly. Hucksters are foolish enough, in
a shaman'’s opinion, to actually contact the
demons on purpose and attempt to bind
them to some supernatural task.

Shamans consider themselves far wiser in
the ways of spirits. They never deal with
manitous except by accident. They rely
instead on asking other denizens of the
Hunting Grounds, the nature spirits, for
“favors.”

These spirits are sometimes seen as good
or evil depending on their function, but in
truth, nature spirits are ambivalent toward
the affairs of humanity. They sometimes
help those who know how to call upon
them, but only in exchange for some sort of
sacrifice or a commitment to the spirit's
ways.

OF A- SSHAMAN

An Indian shaman must have the arcane
background Edge. This means that the
character had a mystical experience of
some sort in his past. Some shamans had
near-death experiences. Others gained their
status from visions or dreams.

The rituals a shaman uses to ask for
favors are described later. Each ritual is its
own Aptitude. The highest ritual level
determines the number of favors the
shaman knows. If a ritual later rises higher,
the shaman can learn a new favor.

For instance, an Indian character with 4
levels in the dance ritual (his highest-level
ritual) can have up to 4 favors. If he later
has 5 levels in a ritual, he can choose
another favor.

The life of a shaman is dedicated to the
ideals of his tribe. Most are spiritual leaders
and healers for their people. Some are
feared, but all are respected. All must set an
example for their people and live a life that
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pleases the spirits that give them power.
Shaman characters who do not uphold
these beliefs find the spirits rarely listen to
their pleas, as you will see below.

Obtaining favors from the supernatural
inhabitants of the Hunting Grounds requires
three steps: selecting a favor, performing a
ritual, and appeasing a nature spirit.

THE Frvor

Favors are based on ancient traditions
and relationships with particular spirits.
They are not based on the shaman’s whims
of the moment, so the rituals used to ask
for them—and the effects they have on the
physical world—are already determined.

A list of favors commonly asked for by
the Plains Indians and the Indians of the
Southwest is presented on the following
pages. More rituals, favors, and information
on specific tribes will appear in future
Deadlands products.

THERmMAL

Once the shaman has selected a favor, he
must attract the attention of a nature spirit.
This is done by conducting a ritual of some
sort, such as a chant or some form of self-
sacrifice. The more important or powerful
the favor, the greater the ritual must be.

Simple favors usually require only a
pledge to the spirit's ideals. Greater favors
may require fasting, scarring, or even
mutilation. Different rituals require different
Aptitudes. The rituals themselves are
discussed on the following pages.

APrRoinL

When the ritual required for the favor is
complete, the shaman'’s skill and knowledge
is tested by the nature spirit. The shaman
should make an Aptitude roll immediately
after completing the ritual. The spirit grants
the favor only if the shaman has performed
the ritual with proper form and respect.

Each ritual generates “Appeasement
points” based on the number of successes
obtained. If the character cannot generate
enough Appeasement points for the favor he
has asked for, the spirit turns its distant
attentions back to the chaotic Hunting
Grounds.

If the number of Appeasement points
generated is equal to or greater than the
minimum listed to obtain the favor, it is
granted by the spirit. The favor can affect
either the shaman or some other individual
in her presence as she chooses.

Appeasement points can't be stored up.
First you ask for the favor, and then you
perform the ritual. If you don't ask for a
favor beforehand, none is granted.



ANGERNG THE SHRTS

Although the spirits aid those who show
them proper respect, they do so reluctantly.
If a shaman continuously disturbs them for
the same favor, they grow angry. For this
reason, the base Appeasement cost of a
favor is increased by +1 each time after the
first that a shaman requests it in a 24-hour
period.

THE OLI> WAy

To nature spirits, “natural” clothing,
weapons, or other belongings made by and
for a particular human being have a history
and carry a bit of the maker’s soul. This is
why they dislike mass-produced items with
no past, things that are so commonly used
by the white men and are symbolic of their
ways.

Shamans are also repulsed by machines
that pollute and ravage the earth, such as
steam-powered trains and wagons,
particularly since they have been created
exclusively by mad scientists who have had
contact with manitous in the building of
their unnatural creations. These are the
worst of the artificial things to be found
upon the earth.

Shamans believe the spirits' disapproval
of such things has weakened their
relationship with the People. Many shamans
are attempting to remedy this by urging
their tribes to resort to the “old ways.” Not
everyone is heeding their call, particularly
the younger braves, but their voice is still a
strong one, not to be ignored.

As for casting rituals, a shaman who
carries a gun, metal knife, or any other
artifact of “modern” society subtracts -4
from his ritual totals. The spirits aren’t
fooled by a shaman who quietly sets aside
his Peacemaker when he's about to perform
a ritual, by the way.

Similarly, any ritual attempted on a train,
steam wagon, ship, or other modern
conveyance suffers a -4 penalty as well.

OREAL =

A shaman who requests a very powerful
favor may need to combine a number of
rituals to appease the spirits. The many
sacrifices made during one of these
extended rituals are collectively called an
“ordeal.”

To begin an ordeal, the shaman must first
select which rituals are to be performed. No
single ritual type may be used more than
once during the trial. Most rituals must be
performed consecutively, but some, such as
fasting, may be performed simultaneously
with other rituals.

Any interruption between rituals causes
the ordeal to fail. A botch on any ritual roll
also causes the entire ordeal to fail. To
make another attempt at the ordeal, the
shaman must start entirely over again.

After all parts of an ordeal have been
performed, the Appeasement points from
each ritual are totaled and applied to the
favor.

MaNTOUS

Speaking with the denizens of the
Hunting Grounds is a tricky process. The
rituals performed by shamans are intended
to attract the attention of the nature spirits,
but every once in a while a shaman is
duped into communicating with a clever
manitou. Worse, performing a ritual opens
the shaman to spiritual forms of attack.
And the manitous have little love for
shamans since the Great Spirit War.

If a shaman ever goes bust while making
a ritual Aptitude roll, he has been tricked
into treating with a manitou instead of a
nature spirit. The evil spirit's attack is an
opposed faith roll. Since manitous come in
all shapes and sizes, draw a card from the
Action Deck and use the character creation
rules (Chapter Three) to determine the
number and type of dice it rolls. In this
case, the suit determines the Aptitude level,
and the card determines the die type.




If the shaman wins, the manitou retreats
to the Hunting Grounds in search of easier
prey. If the manitou wins, the shaman takes
3dé6 points of damage to his guts area, plus
an additional 1dé for every raise the spirit
got in the opposed roll.

N Sapaman Favor=

Although only shamans can perform
powerful medicine, knowledge of the spirits
is an important part of most Indian
cultures. Warriors, for example, call on the
spirits to help them in battle, while
successful hunters give thanks to the
animal spirits for providing food. This means
that even non-shaman Indians may ask
minor favors of the spirits.

The warrior asking the favor must have at
least 1 level of faith and know an
appropriate ritual (purchased normally).
Non-shamans may not request favors that
have a minimum Appeasement greater than
1, but any and all Appeasement points
generated by a ritual may be applied to a
requested favor.

R =

Each type of ritual is learned by shamans
as a separate Aptitude. The individual
descriptions also list the Trait the ritual is
associated with.

Speed is the time it takes to complete the
ritual.

TN is the Target Number of the ritual.

Appeasement is the number of
Appeasement points awarded per success
and raise on the shaman'’s ritual Aptitude
roll.

Trait is the Trait the ritual Aptitude uses.

T E
Speed: Varies
TN: Varies
Appeasement: |
Trait: Nimbleness

Few things attract the attention of the
spirits like the energy of a rousing dance.
Keeping their attention is another matter
and depends on the quality of the
performance.

Dances may be simple, complex, or
elaborate.

Dance Speed TN
Simple 1 hour 9
Complex 2 hours t
Elaborate 4 hours 5

A simple dance is one performed by a
solitary dancer with simple repetitive steps
and chanting.

In a complex dance, the dancer performs
complex footwork and a series of athletic
maneuvers.

An elaborate dance consists of complex
steps combined with special costumes and
perhaps multiple dancers.

=T

Speed: Variable

TN: 13-the number of days fasted
Appeasement: Varies

Trait: Spirit

Physical discomfort is a sign of great
loyalty to the spirits. Going several days
without eating (i.e, fasting) is a common
way of invoking powerful medicine.

Each day the shaman fasts, she must
make a Vigor roll versus a TN of 5 plus the
number of days she has fasted. Failure
means the shaman takes 1d6 Wind. This
Wind may only be restored by eating. Even
magical healing cannot restore the Wind
until she eats—that’s part of the sacrifice.

At the end of the fasting, the shaman
makes the ritual roll. The TN is 13 minus the
number of days fasted. The minimum TN is
Foolproof (3). Every success and raise on
the roll nets 3 Appeasement points.




Speed: 1

TN: Varies
Appeasement: 3
Trait: Vigor

One of the most frightening Indian
rituals—especially to non-Indians—is self-
mutilation.

This involves burning, cutting, or even
removing certain body parts. While the
shaman is hurt, the Marshal should give
him penalties or Hindrances to match any
major damage or collective minor damage.
If he cuts off a finger, for instance, the
character should subtract -1 from future
Deftness totals. If he eventually removes all
of his fingers, he gets the one-armed bandit
Hindrance and all the penalties that go
along with it.

Shamans with blessed friends can often
have major “incurable” damage healed.
That's fine. The risks involved for the healer
far outweigh the benefits of picking up a
couple of quick Appeasement points, so
such undertakings are rarely made lightly
by savvy heroes.

Speed TN

Action

Minor curable damage 1 11
Minor incurable damage 2 7
Major incurable damage 3 5

Minor curable damage is an injury at least
equivalent to a light wound.

Minor incurable damage is removal or
disfigurement of a small body part that may
apply penalties to certain actions. The
immediate effect is a heavy injury to the
body area.

Major incurable damage debilitates the
shaman in some way. He loses a finger, eye,
tongue, or other important body part. Major
damage also causes an immediate critical
wound to the affected area.

Speed: Variable
TN: Varies
Appeasement: 2
Trait: Cognition

Sand paintings, cliff paintings, and
ceremonial markings on the body are other
ways of showing the shaman's commitment
to the spirit world. The larger and more
elaborate they happen to be, the better.
When requesting a favor for another, body
painting is applied to the recipient of the
favor.

Of course, only natural tools and
pigments can be used in this ritual.
Artificial substitutes just don't cut it.

The time required for this ritual depends
on the level of Appeasement desired.

Painting

Time
Simple 10 minutes 1
Complex 30 minutes 9
Elaborate 2 hours 7
Pl Esr
Speed: |
TN: 9

Appeasement: |
Trait: Knowledge

A pledge is a promise to a particular
spirit of nature. The promise is to respect
and honor the spirit and its “sphere of
influence.” An eagle spirit, for example,
would want the shaman'’s promise to
respect it, the air, and the wind itself.

A good-natured shaman likely lives up to
these values daily, and so can call upon the
spirits without pledging any additional or
specific tasks. If he doesn't, the Marshal
should feel free to penalize the wayward
shaman whenever she tries to call on the
spirits in the future. This damage can be
repaired by fulfilling the pledge at any time.
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Speed: Variable
TN: Varies
Appeasement: |
Trait: Vigor

Scarring is far less drastic than
mutilation. (See the maim ritual for details
about appeasing the spirits in that
particularly drastic way) A shaman need
only mar his skin, not destroy or lop off
parts of his anatomy.

When requesting a favor for another, the
scarring is applied to the recipient instead
of the shaman. The shaman requesting the
favor must be the one wielding the knife in
any case.

An Indian with several large and visible
scars (at least three) has the ugly as sin
Hindrance.

Size Speed TN Damage
Small Scar (1-3") 1 7  1dé Wind
Large Scar (4"+) 2 5  2d6 wind

TaATToO

Speed: Varies

TN: Varies

Appeasement: 2
Trait: Deftness

This ritual proves the shaman’'s dedication
to the spirit world by permanently
inscribing a tribute directly on human flesh.
The greater this tribute is, the more likely
the spirits are to honor it with favors.

Tattoos have three basic sizes: small,
medium, and large. Small tattoos are only a
few inches square. Medium tattoos cover a
sizable portion of the shaman’s body, such
as the forearm. Large tattoos cover the
majority of a major body part, such as the
back or chest.

New tattoos may not be placed over
existing tattoos. When requesting the favor
for another individual, the tattoo is
inscribed on the recipient of the favor.

Speed TN

Tattoo Size

Small 1 hour 9
Medium 2 hours 7
Large 8 hours 5

[ |

—AVORS
Below are some common favors that may
be granted by the spirits of nature.
A shaman knows 1 favor for every level
she has in her highest ritual Aptitude.
Favors have only 3 elements:
Appeasement is the minimum number of
Appeasement points it takes to garner the
favor.




Duration is how long the favor lasts.

Range is the distance at which the favor
takes place or the “reach” of the shaman’s
effect, depending on the favor. As with a
huckster’s magic, a shaman must be able to
see his target to affect it, unless a favor
says otherwise.

CrR=E

Appeasement: 3/5/7
Duration: Permanent
Range: 10 yards/Appeasement

This favor is powerful medicine that calls
down the wrath of the spirit world upon a
shaman’s enemy. When granted, the target
suffers a malady of some sort.

The number of Appeasement points used
to ask for the favor determines the power of
the curse. The nature of the disease or
affliction may vary, but the effects are the
same as for the ailin’ Hindrance. Three
Appeasement points causes a minor
ailment, five points causes a chronic
affliction, and seven Appeasement points
inflicts a fatal condition on the victim.

The curse may be lifted at any time by
the shaman who caused it. Other shamans
may lift the curse by generating more
Appeasement points than were used to
place the curse and then asking the spirits
to check their anger.

FARTH SPEAK

Appeasement: |
Duration: Concentration
Range: Touch

This favor calls upon the spirits of the
earth to guide the shaman along the path
of her quarry. Unlike most favors, the
shaman does not have to see her quarry to
receive this boon.

Each Appeasement applied to the favor
gives the recipient an extra level of trackin’
A mystical glow surrounds marks made by
the target's path, though only the shaman
can see it (as long as he's close enough).

GUING WNT>

Appeasement: |
Duration: 5 rounds
Range: Touch

Using this favor, the shaman calls upon
the wind spirits to guide the flight of an
arrow, spear, or other “natural” weapon to
its target.

Each Appeasement point applied to the
favor grants the recipient a +1 bonus to hit
with a thrown weapon or arrow for the next
5 rounds.

L isH e STRKE

Appeasement: 2
Duration: Instant
Range: 50 yards/Appeasement
This favor calls upon the spirits of the
storm to strike the shaman’s enemy with
lightning. Though powerful, lightning strike
may only be used during a thunderstorm.
If the ritual is successful, the target is
automatically hit for 3d10 points of damage
to the guts area. Every Appeasement point
beyond the minimum increases the damage
by an extra dl0.

MESICNE

Appeasement: Variable
Duration: Permanent
Range: Touch

This favor calls upon the spirits to
accelerate Nature's course and speed a
patient’s healing.

The number of Appeasement points
required to heal a wound depends on the
highest level of wounds the character to be
healed has sustained. (A serious wound
would require 3 Appeasement points, for
instance)) If the shaman achieves that many
Appeasement points, the character in her
care is healed completely. If not, he remains
wounded.

The shaman can try again if shed like,
with the usual penalties.




Wound Level
Light

Heavy

Serious
Critical
Maimed (limb)

L
Appeasement: Variable
Duration: Until used
Range: Self

This favor allows the shaman to make a
sacred pact with a nature spirit which the
spirit promises to honor at a later time. In
effect, the shaman uses this favor to store
another favor in some sort of fetish for later
use.

Spirits dislike being bound in this way
and require high levels of Appeasement for
such a service. For this reason, the
Appeasement needed to forge such a pact is
equal to twice the Appeasement normally
required for the requested favor.

The shaman must use some small token
such as a feather or other fetish in the
ritual. This fetish serves as a symbol of the
spirit’s obligation and is needed to redeem it
later. When the pact is forged, record the
number of Appeasement points that were
used. Half this number is used to determine
the power of the promised favor when the
fetish is redeemed.

Anyone possessing an unredeemed fetish
may activate it as a simple action by
touching it and making a Fair (5) Spirit roll.
Even favors that can normally be used only
by shamans can be granted in this way to
non-shamans or even non-indians (including
those with a range of “self”).

Spirits tend to avoid shamans that
habitually bind them in this way. For this
reason, a shaman is at -2 per unredeemed
promise to all ritual Aptitude rolls.

Appeasement

OO W

Appeasement: 4
Duration: 1 hour per Appeasement point
Range: Self

A shaman may use this favor to assume
the form of an ordinary animal. The most
common animal forms used are the wolf,
the eagle, the coyote, and the fish. See page
202 for the statistics of some common
varmints.

Only the shaman’s body is affected by this
transformation. Clothing and equipment
carried by the shapeshifter are dropped
unless they can be fitted to his new form.
This favor may not be used to transform
into any form of supernatural creature.

Throughout the experience, the shaman
retains his sense of self. He can return to
his own form at any time he wishes, but he
must then perform another ritual to take on
an animal’s form once again.

SOAR UTH FAGLE=

Appeasement: 2/4
Duration: Concentration
Range: Self

The shaman'’s spirit is guided by nature
spirits into the body of the raptor—a bird of
prey—nearest the shaman'’s location. The
shaman may see through the bird's eyes. If 4
Appeasement points are used, the shaman
has full control of the bird’s actions.

If the bird is hurt while inhabited by the
shaman, the caster must make a Spirit roll
against the TN of the wound received by the
animal. Failure means the shaman takes the
same wounds to his own body.

The shaman is in a trancelike state for
the entire duration of the favor and may
take no actions.

PEETS OF THEWOLF

Appeasement: |
Duration: 6 rounds
Range: Touch




Speed of the wolf endows the recipient
with the graceful speed of a running wolf.
He may add 1d4 yards to his Pace each
round. Each Appeasement point above the
minimum increases the movement bonus by
one die step.

SSHRIT WARRIOR

Appeasement: |
Duration: 4 hours
Range: Touch
This favor allows a shaman or warrior to
call upon the spirits for aid in battle. Unlike
other favors, this one is tied to a particular
ritual: body painting. The warrior must paint
herself conspicuously to show that she is
on the warpath prior to engaging in a fight.
The recipient of the favor may add 1 level
to her dodge, fightin’, or shootin’- bow
Aptitude per Appeasement point. The one
who asks for the favor must select the
Aptitude that receives the bonus at the
moment the favor is requested.

STREGTH OF THE BEAR

Appeasement: |
Duration: 6 rounds
Range: Touch

The recipient of this favor is imbued with
the powerful strength of a massive bear
spirit. Indians with at least one level of faith
can see the hazy outline of a huge grizzly
around the warrior.

The target's Strength is increased by 1
step for each Appeasement point.

Vi< QUEST
Appeasement: Variable
Duration: Instant
Range: Self

A vision quest is a plea to the spirits for a
glimpse into the outcome of a future action
or event. Spirits don't like to grant these
requests. They are wild and chaotic beings
themselves, and they realize the future can
change in less than a heartbeat. Still, they

can be talked into providing the most likely
answer to a particular question if they are
sufficiently appeased.

The shaman may ask the spirits a single
question. The importance of the question
determines the Appeasement points needed.

Nature spirits’ answers are always strange
and indecipherable, but they never lie. The
Marshal should concoct a story that
somehow communicates the answer to the
question without directly giving it away.

Appeasement Information Requested
2 A minor matter such as

the success or failure of a
crop, marriage, birth, etc.

5 A matter of some import,
such as a clue to the
identity of a murderer or a
hint as to the weakness of
an abomination

10 A major matter such as
the outcome of a proposed
raid or whether someone
might speak the truth at
an important negotiation.

WLISERES< WAL X

Appeasement: 2
Duration: Concentration
Range: Touch

Wilderness walk allows the shaman to
move through the outdoors quietly and
without leaving a trace.

The earth spirits quiet the sound of the
shaman'’s footsteps, giving +8 to sneak rolls.
They also make it impossible for someone
to track the walker without magical aid.

The nature spirits that perform this
service refuse to enter villages, towns, or
any other inhabited area. The shaman loses
any benefits of the favor if he gets within
50 yards of such a place.
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There’s nothing worse to a gunfighter
than having to scratch a notch off his
pistol. In Deadlands, however, it just might
happen. You see, death isn't always the last
you might hear of a really tough hombre.

The Marshal should let you read this
chapter whenever your character kicks the
bucket and digs himself out of his hole.

HE HARROVETS

Strong-willed individuals sometimes come
back from the grave. As the Pinkertons and
Texas Rangers have learned (sometimes the
hard way), these individuals are actually
possessed by manitous, evil spirits who use
the host's mind and body to affect the
physical world. These undead are called the
“Harrowed,” which means “dragged forth
from the earth.”

Fortunately, a manitou in an undead host
is slain if the brain is destroyed (one of the
few ways they can be killed), so they only
risk their otherwise eternal souls on
individuals with exceptional abilities. Weak
or infirm mortals are only possessed when
it suits some more diabolical purpose.

Whenever a player character dies in the
game and her body is mostly intact
(especially the head), she draws 1 card from
a fresh deck of cards plus 1 for every level
she has in Grit.

If the player draws a Joker of either color,
her character is coming back from beyond
the pale. Otherwise, the manitous are not
interested in the character’s spirit, and it
passes unmolested through the Hunting
Grounds to the Great Beyond.

Most Harrowed stay in the hole 1d6 days.
It takes a while to fight for the hero's soul
and then another 10-12 hours to dig herself
out—assuming she was buried properly.
Some come back quicker, some take
longer—especially if the body was mangled
worse than usual.

Very few characters come back from the
dead, so you shouldn't go catching bullets
hoping to come back with all kinds of cool
powers. Unless your character has a lot of
Grit, odds are you're just worm-food.

If you're really “dying” to play a Harrowed
character, The Book o’ the Dead lets you
create an undead from scratch and details
all kinds of new powers and abilities.
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Manitous need a mortal soul to survive in
the physical world. This means they must
keep their host’s soul around. When they
inhabit an undead host, they fight with the
soul inside for control.

When the manitou has “Dominion,” the
soul loses all contact with the outside
world. It has no memory of anything the
manitou does while it's in charge. The
manitou can still draw on the soul’s
memories, however. It uses these to pass
itself off as the mortal while it causes
mischief and mayhem.

Manitous never admit or reveal that their
host is actually possessed in some way.
They try to perform their cruel acts while
no one is looking, hoping to keep their
disguise intact and sow paranoia among
mortals.

Harrowed characters have a number of
Dominion points equal to their Spirit.
Whichever entity controls a majority of a
character’'s Dominion points is in charge of
his form. The mortal always wins ties.

THENGHTMWMRE

Manitous first battle for Dominion
moments after snatching mortal souls as
they pass through the Hunting Grounds.
This spiritual test of wills manifests as a
horrible nightmare drawn from your
character’s past. That's why we had you fill
in the “worst nightmare” box on the back of
your character sheet.

When your character has his nightmare,
the Marshal has two ways to carry it out.
One way is quick and dirty and
gets you back in the game
quickly. In the other, you actually
have to struggle through a solo
adventure inspired by your own

212 pightmare. The result determines
who’s in charge when your character’s
corpse comes crawling up out of the earth.

THE TR
STRIGGLE

The result of your character’s nightmare
determines how many Dominion points she
and the manitou start with. From this point
on, you need to keep track of Dominion.
The space beneath Your Worst Nightmare on
the back side of your character sheet is a
handy spot. Mark a column with your
character’s name and another “manitou,”
then write down the number of Dominion
each has when you emerge from the grave.
Never tell the other players what your
current state of Dominion is—we want them
to worry about you.

After a character’s return from the grave,
she and the manitou inside struggle for
Dominion constantly, each trying to gain
some advantage and wrest control.

The manitou is best able to steal
dominion when the character uses its
power. The Marshal may occasionally ask
you to make a Dominion check under
special circumstances, but there are two
occasions where your hero must always
battle for control of her mortal soul. The
first is whenever your character uses a
power of the Harrowed and botches. The
second is whenever you purchase a new
power or improve an existing one (see page
166).

The struggle for Dominion is an opposed
test of Spirits. Draw a card from a spare
deck (or the Marshal’s Action Deck if in
combat) to determine the manitou's Spirit.
The winner takes 1 point of Dominion from
the loser for every success and raise.

When a manitou gains a point of
Dominion but doesn't control the
majority, it controls its host for a
short while. This can cause the
host no end of trouble. The
Marshal will take care of things
for you when this happens.

214
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HhARROVETS

So what's it like being undead? It's
definitely a mixed blessing. A walking
corpse is a tough hombre in a fight, but he
doesn't have an easy time making friends.

The first few hours an undead crawls
back into the world aren't pleasant. His last
memories are of whatever caused his death,
and then he usually finds himself waking
up in a grave or some other strange place.
Whatever wounds the cowpoke died of
don't seem as bad as they should, but he
bears a scar or some other evidence of his
death wound that never goes away.

The Harrowed's body doesn't adjust to its
new state quickly. At first, rigor mortis
causes the character seizures, and his mind
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is fuzzy as well. For the first 2d6 hours
after returning from the dead, the
Harrowed's Traits (both Coordinations and
die types) are halved.

Things aren’t much better once the fog
clears a bit. The character still doesn't know
why he thought he died and has now come
back. Even more confusing, if he listens for
a heartbeat, he hears one, though it sounds
more like a pregnant flutter than a
heartbeat (that's the manitou wiggling
around inside). If he tries to cut himself, he
bleeds, but the blood is thick and dark and
clots quickly.

After a while, the Harrowed eventually
figure out they're undead. When someone
blows a hole clean through your gizzard
and it's healed up a few days later, it's hard
to deny something’s up. That's when a
fellow starts learning the up side of being a
zombie.




UTSEA TH-

The undead can ignore bleeding and Wind
caused by physical damage, drowning, or
other indirect damage that affects the body's
organs. The Harrowed still take Wind caused
by magical or mental strain, such as failed
guts checks or miscast hexes, however. They
can also be hurt by magical means. Soul
blast hexes work well, for instance.

Undead don't suffer greatly from pain, but
they still can’t shoot as well if half their
shooting hand is blown off. This allows
them to ignore 2 levels of wound modifiers
per area. In other words, serious wounds
inflict a -1 penalty per area. Lesser wound
modifiers are ignored.

Undead characters always have pale,
sallow skin. They don't rot, since the
manitous inside them sustain their bodies
with magical energy, but they don't exactly
smell like roses either. Anyone dumb
enough to put their nose up to a Harrowed
character can detect the smell of decay on
a Moderate (5) Cognition roll.

Animals always react poorly to a piece of
rotting meat that has the audacity to walk
around on two legs. All horse ridin’, animal
wranglin’, and teamster rolls are made at -2.

RESRERATION

This same ability to suspend natural
decay actually helps the undead regenerate
their wounds as well. Harrowed characters
may make natural healing rolls once per
day instead of once per week.

GRT

Becoming a member of the walking dead
hardens the mind. Seeing a werewolf loping
across a moonlit plain is still unnerving, but
a fellow who can shoot himself in the heart
and keep laughing learns to accept these
things.

Add +1 to your character’s Grit after
returning from the grave.

AT

When in the driver’s seat, manitous can
use all the skills and talents of their host
except one: faith. Should the spirit ever need
to make a faith roll, the Marshal draws a
card from her Action Deck to determine the
number and type of dice the manitou rolls.
The manitou'’s faith fluctuates because it is
channeled directly from the chaos of the
Hunting Grounds. This also means manitous
cannot draw on the spiritual powers of
shamans and the blessed.

Nature spirits abhor manitous, so a
manitou that inhabits the body of a shaman




can't perform rituals when it has Dominion.
If a shaman is in charge, the risk that the
manitou might take over requires him to
gather 1 extra Appeasement point more than
normal for each favor.

The blessed are treated in much the same
way by their holy patrons. As long as they
are in charge, they can perform rituals.
When the manitou rules, it cannot use the
blessed's rituals or faith totals.
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The Harrowed take wounds normally, but
they can't be killed except by destroying the
brain—the manitou needs that to make the
body function.

If the noggin takes a killing blow (is
Maimed), the undead and the manitou inside
it are destroyed.

Killing blows to the guts area put a
Harrowed down until the manitou inside
heals the damage back to critical or less.
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Harrowed characters can eventually learn
two other types of powers: those they gain
from defeating abominations, and those that
are extensions of their own personality.

Covme Cou

The greatest abominations are filled with
supernatural essences that give them their
power. Harrowed characters can steal this
energy by standing over the creature as it
dies and absorbing its essence. The
Harrowed call this “counting coup” after the
Indian tradition of touching their enemies.




The particular power gained from an
abomination is called its “coup.” Any
Harrowed characters within a few feet of the
creature when it dies absorb its coup
automatically.

Only the most powerful abominations—
singular “named” creatures such as the
Headless Horseman, Dracula, or the like—
generally have coup. The Marshal'’s
Handbook has some more specific
examples.
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The Harrowed first emerge from the grave
with only the powers common to all
undead. After a while, however, they
inevitably find themselves in danger and
inadvertently tap into the manitou inside
them. The manitou eagerly lends its power
to the host, since this allows it a chance to
steal Dominion.

s

A Harrowed can buy a new power by
spending 10 bounty points. He can choose
any power for which he has a recommended
Edge or Hindrance. With the Marshal’s
permission, he can also buy a power that
fits his particular background or personality.
The intent is for the Harrowed’s power to be
an extension of his character. If the rules
don't fit the situation, break ‘em. We can
call the rules police off just this once.

If the new power has multiple levels, the
character starts at level 1. Additional levels
may be bought with bounty points. The cost
is 2 times the value of the new level.
Raising a level 1 power to level 2, for
example, would cost 4 points.

The downside is that every time a power
is bought or raised, the Harrowed's manitou
gets achance to steal Dominion. See The
Eternal Struggle on page 160 to find out how.
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The powers available to an undead
character are determined by the Marshal'’s
call alone. The best guide to go by is the
character’s own Hindrances, Edges,
background, and personality as a whole.
The powers that the Harrowed can gain
should be natural extensions of these
factors. A character with a nasty disposition,
for example, might be able to raise her
Strength or grow claws.

Improving a power is like raising a
Coordination, but the cost is 2 times the
new level. Raising claws from level 3 to
level 4, for example, costs 8 bounty points.

Below are a few powers to get your
undead characters moving once they're out
of the wormhole. There's a bunch more in
the Book o’ the Dead, as well as rules for
creating an undead character from scratch.

Each power has three elements: Speed,
Duration, and Dispositions.

Speed is the number of actions it takes to
activate the power. Some powers, such as
supernatural trait, are “always on” and don't
require any kind of activation.

Duration is how long the power lasts.
Concentration means the Harrowed must
maintain her concentration on the power
instead of other things and meanwhile can
take no other complex actions. Some
powers in Book o’ the Dead actually require
a certain number of points of Wind to
maintain for any period of time. If that's so,
that's listed here too. Some use both.

Dispositions are Edges and Hindrances
that fit most easily with a particular power.
Remember, these are guidelines, not rules.
You should feel free to pick powers you
think fit best, regardless of Edges and
Hindrances. Aptitudes and background
stories are just as important, but we can't
list those as easily.
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Speed: 2

Duration: Concentration

Dispositions: Keen, “the stare,” bad eyes,
curious

Cat eyes grants an undead character the
ability to see things others cannot, even
stare directly into the murky depths of a
man'’s soul (to a certain extent). When used,
the Harrowed's eyes glow slightly, as an
animal’s do when they catch the moonlight
just right.

The undead actually has to concentrate
to use the ability. It is not considered
“always on.”

Harrowed characters with this power
should be careful how and when they
decide to use it. Sometimes the glowing
side-effect can actually show an enemy just
where to put his bullet if a Harrowed with
cat eyes is trying to sneak up on him in the
middle of a dark night.

The ability gained at each level is shown
on the table. The Harrowed has the abilities
of his level and any levels below that too.

Power

1  Distance: The character can see
twice as far as anyone else. Add
+4 to Cognition checks made to
spot distant sights.

2 Heat: The Harrowed can detect heat
sources at least as warm as a
normal human at 50 yards. Note
that background heat might
obscure lesser sources.

3  Night: As long as there is any light
source at all, the character can
see in otherwise total darkness as
if it were daylight

4 Darkness: The character can see in
complete darkness as if it were
daylight.
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5  Soul sight: The final stage of cat
eyes allows the Harrowed to look
directly into another’s soul. When
activated, he can tell a person’s
general inclination, if he's lying,
or if he's an abomination or
Harrowed by making a Hard (9)
scrutinize roll. He can also add +4
to his scrutinize rolls.

CLav=

Speed: |
Duration: As desired
Dispositions: Two-fisted, all thumbs,
bloodthirsty, nasty disposition, one-armed
bandit, ugly as sin, vengeful
Saloon gals can leave vicious scratches
down a fellow’s back, but that’s nothing.
These claws can go right through a spine.
The character’s hands turn into cruel
claws at will. The higher the level, the
bigger the claws. The damage of the claws
is added to the character’s Strength roll
whenever she hits using fightin“ brawlin’,
just like the claws were a hand-held blade.
The character can retract the claws by
simply thinking about it. Keeping them out
or in requires absolutely no concentration
on the Harrowed's part.

1
2
3 +1d8
4 +1d10
5 +1d12
GHO<T
Speed: 2

Duration: Concentration (Variable)
Dispositions: Ailin’ bad eyes, curious, night
terrors, pacifist, thin-skinned
The character and any objects he wears
or carries can become completely

insubstantial at will. This allows him to
walk through walls and ignore physical
attacks. Of course, he cannot affect the
physical world without materializing

himself by ending his use of the power.

A “ghosted” undead is not invisible,
however. He appears just as a solid as ever,
right up until somebody tries to grab his
shoulder and winds up sticking her hand
straight through him.

The amount of Wind it requires to remain
immaterial depends on the level of the
power.

Level Wind per Round
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Speed: |
Duration: Special
Dispositions: Ailin’, greedy, hankerin’

Soul eater is one of the undead's cruelest
weapons. The Harrowed grasps her victim
by the throat and squeezes as if trying to
choke him. In a heartbeat, the victim’'s life
force is drawn from his body and consumed.

A soul eating undead must first get at
least one raise on an opposed fightin’
brawlin’ roll. When she does, she has the
victim by the throat and can begin to drain
out his life force. This is an opposed Spirit
roll. The difference is the amount of Wind
the Harrowed drains if successful.

The Harrowed can use the stolen life force
to revitalize herself in some way. As her
skill in the power grows, she has more
options to choose from. The amount of
Wind the power steals is determined by the
level of the power the Harrowed is using.
Stolen Wind fades if not used immediately.




Level Power
1 Restoration: Stolen Wind restores
the undead’'s Wind on a 1 for 1
basis.

2 Regeneration: Every 5 points of
stolen Wind regenerates a wound
level in one area.

3  Bolster: Every 5 points of stolen
Wwind raises the undead's Strength
by one step. A step of the stolen
Strength is lost every 10 minutes
until it eventually returns to
normal.

STTCHN

Speed: Special

Duration: Permanent

Dispositions: Thick skinned, big ‘un,
overconfident

Undead can heal themselves faster than
ordinary folks. The manitous inside them
draw supernaturai energy from the air
around them to stitch up their holes and
keep them looking awful pretty. As pretty
as a warmed-over, strutting corpse can get,
anyway.

Stitchin’ allows undead to regenerate their
wounds even faster than the Harrowed
normally can. The rate at which they do so
depends on the level of the power. The time
shown on the table below is how exactly
often the undead with this power can
attempt a healing roll.
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Level Healing Roll Frequency
1 Every 12 hours
2 Every 6 hours
3 Every 3 hours
4 Every hour
5 Every 10 minutes

“UPERU-TURAL TRAIT
Speed: Always on
Duration: Permanent
Hindrances: Any

A gunslinger with supernatural Quickness
is deadlier than a Gatling gun. A mad
scientist with paranormal Smarts can make
an awful lot of Gatling guns, however.

This power raises any one Trait (chosen
when the power is awarded or purchased)
by one step per level. The power is tied to a
particular Trait, though a character can have
multiple supernatural traits.

The trait raised should somehow reflect
the character’s personality or past. A
gunslinger might gain supernatural
Quickness, for instance.
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Soiled pants. Shaky nerves. Stark, raving
madness. These are the end results of sheer
terror. It is said the mysterious Reckoners
feast on the fears of mortals.

Now that you've had some experience
with their minions, it's time you learned
how to ruin the Reckoners’ dinner—if you
can. The Marshal should let you read this
section immediately after your posse has
defeated its first major abomination—one of
the monsters of Deadlands.
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Fear has a real effect on the world.
Abominations can draw upon the ambient
fear of an area for protection, and those
who work against it might find themselves
paralyzed with fear.

On a scale of 0-6, the normal state of the
world is Fear Level 0. In these areas, the
worst thing most common folks have to be
afraid of is something as simple as the
local bully or maybe getting a bad rash.
They might shy away from “haunted” places,
but they rarely admit their fears to their
neighbors.

In areas with higher Fear Levels, folks
begin to get more superstitious and wary
about just about everything around them.
Haunted locales are avoided, and people try
not to wander out after dark if they can
help it. In some drastic cases, people start
to distrust their neighbors and even their
friends and family. After all, when the
world’s going to Hell, you can't be too
careful.

In these areas, the abominations begin to
garner the attention of their faceless
masters, the Reckoners. Manitous love to
hang around these places. There are so
many ways to get into trouble, and so many
different people to terrify in so many
different ways.

The Marshal has a chart in her section
that tells her what bonuses abominations
get at each Fear Level. You don't need to
know the details, but in general, your
character has to subtract the Fear Level

g from his guts checks, and the
abominations get harder and
harder to kill. It's in your interest
to put a stop to this cycle of
horror as soon as you can.
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The heroes of Deadlands fight the
Reckoners and their minions by their very
deeds. Banishing the ghost of a haunted
shack deep in the backwoods of Missouri
might not seem like an earth-shattering
event, but every time the heroes defeat evil
and spread the tales of their deeds, they
chip away at the local's fear—and thus the
Reckoners’ power.

The heroes are at the front line in the
battle against the Reckoners and their
minions. It hardly matters if they win or
lose, though, if no one else knows about it.
After all, it doesn’'t matter if the ghost town
has been cleared of ghosts if the locals
don't know about it. They're still not going
to go anywhere near the place, and they're
still going to be afraid.
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This makes the tale-tellin’ Aptitude the
greatest weapon the heroes have against the
Reckoning. When heroes defeat nefarious
evils, they can tell the masses of their
victories and attempt to reduce the Fear
Level of an area. The world is an average of
all the lesser areas beneath it, so one day
the actions of the world's heroes might just
thwart the Reckoners’ mysterious plans.

Some characters may not care. They're
more interested in gaining fame and fortune.
That’s fine. As long as someone tells of
their deeds, the world still benefits from
their victories.

This means every adventure that takes
place in Deadlands matters, no matter how
insignificant it might seem at first. Better
still, your posse isn't forced into saving the
world. It just happens naturally as long as
your group continues to defeat evil.
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—EARMONGERS

When your group defeats the main horror
of an adventure—the “fearmonger”—you
should make sure someone spreads the
word. Your character’s deeds can have
dramatic effects on the local Fear Level, and
your posse's exploits may become the
subjects of newsrags and dime novels. Of
course, fame isn't always all it's cracked up
to be.

You can either take care of this story-
spinning duty yourself, or you can find
someone to do it for you. Either way, it
starts with your own skills.

Soon after victory against a fearmonger,
usually at the climax of the adventure,
someone in the posse should tell the tale.
Muckrakers and the blessed are the most
likely candidates. Low-key gunslingers and
mad scientists who tell of their deeds are
usually taken for braggarts rather than tale-
tellers.

The tale-teller needs to speak to at least
half the community that was affected by
the fearmonger, or at least some influential
portion of it. The largest church
congregation in town, the city newspaper, or
even the Tombstone Epitaph are likely
targets for a good yarn.

At the conclusion of the tale, the speaker
needs to make a tale-tellin’ Aptitude roll
against the TN of the Fear Level in the
locale in which the fearmonger was
defeated, as shown on the table below.
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If the speaker is successful, the Fear
Level drops by 1 level immediately. Further
tales have no effect on the area until
another fearmonger moves in and begins a
campaign of terror.

The down side is that if your character
botches a tale-tellin’ roll, the audience hears
only that horrors beyond their wildest
imagining exist in their own backyard. They
may not publicly acknowledge their fears,
but they're not likely to grab their pitchforks
and shovels to help you out either.

This raises the Fear Level by 1 point. This
is why Texas Rangers and Pinkertons alike
don't like big mouths. A few bad speakers
can sow enough chaos and confusion to
turn the whole Weird West into a Deadland.
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When you successfully lower a Fear
Level, the Marshal then places a special
chip into your posse’s Fate Pot. This is
called a “Legend Chip,” and since its special,
youre going to need some way to
distinguish it from all the other chips. The
easiest way to do this is for the Marshal to
just mark an extra blue poker chip with a
magic marker and stick it in the pot. Be
sure to mark each Legend Chip differently
SO you can remember exactly how each
Legend Chip made its way into the Fate Pot.

The Legend Chip represents a bit of the
legacy your posse leaves in its wake. Fate
smiles on those who persevere against the

N
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odds, so Legend chips can be used for
special purposes above and beyond the
norm.

The Legend chip can be played as a blue
chip and has a value of 4 when reducing
wounds or being converted into bounty
points. In addition, the Legend chip can be
used to let you completely reroll a Trait,
Aptitude, or damage roll from scratch—even
if you've already botched or spent other

chips.
GRT

There's one last benefit to be gained from
defeating a fearmonger.

“Grit” is a measure of your hero's
willpower and his exposure to the sinister
power of the Reckoners. After he's battled
werewolves and walking dead, he gains
some resistance to fear and terror.

Every time your character defeats (or
takes part in the defeat of) a fearmonger, his
Grit goes up by 1 point. Every point of Grit
adds +1 to the character’s guts checks,
steeling him against all kinds of horrors
any anything else that the Reckoners have
to offer.

No one has to tell the tale or sing your
hero’s praises for him to gain Grit. As soon
as the fearmonger goes down, the character
realizes he's fought a creature beyond
imagining and won. This gives him the
strength to keep fighting the next time his
posse encounters the horrors of Deadlands.
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Now that you've read the dirt we fed those
gullible player types, it's time to let you
Marshals in on the real secrets of the Weird
West.

Are you ready?

Do you really want to know?

Do you really want to know?

Bet you do. Here's what we can tell you
so far.

There have always been monsters in the
world. All cultures have their bogeymen,
night terrors, haunts, spirits, werewolves,
vampires, ghouls, and zombies. Collectively,
they are “abominations.” And they are real—
don't let yourself think otherwise.

Abominations dwell in the physical world.
In the spirit world—the Indians call them the
“Hunting Grounds"—nature spirits and
manitous are most common. Nature spirits
are generally good or at least neutral
toward the affairs of man. Manitous are
downright evil.

Manitous drain fear and other negative
creations the abominations spawn, and they
channel them back to a special place in the
Hunting Grounds called the “Deadlands.”
That's where the ancient and mysterious
Reckoners dwell, though even the spirits
don’'t know what these unearthly beings are
or why they exist. The manitous only live to
serve death and destruction up in large
helpings.

What the spirits do know is that the
Reckoners horde the energy the manitous
bring to the Hunting Grounds. Most of the
energy is stored for some strange and
unknown purpose, but some small sparks
are hurled back into the physical world to
bring new abominations to life. These
abominations then create new fears to feed
the manitous, who carry it back to the
Reckoners, and so on.

It's an ongoing, vicious cycle with razor-
sharp teeth, and it's been going on since the
dawn of time. As you can imagine, things
eventually got out of hand, and things were
certainly looking bad for the human race—at
least right up until the end of the Middle




That's when the Old Ones—the elder
shamans of various Indian tribes in the

American East— called a council deep in the

mountains of New England. There they
discussed the state of the earth and the
increasing number of horrors that walked
upon it.

The Old Ones knew there was no way to
banish all evil from the land at once. The
abominations would have to be defeated
one at a time. If the manitous were gone,
however, they reasoned, far fewer new
abominations would be born.

e GRECT
SHERIT WAR

So it was that the Old Ones asked the
spirits of nature to war against their evil
cousins, the manitous. The spirits agreed,
but their price was high. The Old Ones
would have to join them in their war.

The Old Ones traveled to an ancient
Micmac burial ground and performed a long
and arduous ritual. When they were through
several days after they had begun, a portal
to the Hunting Grounds stood open.

The shamans stepped through and began
their long fight. The “Great Spirit War” raged
for hundreds of years. The Old Ones
eventually tracked down and defeated their
foes, but the manitous, being spirits, could
not truly be destroyed. The best the Old
Ones could do was defeat them and hold
them to a sacred bond: As long as the Old
Ones remained in the Hunting Grounds, the
manitous could not meddle in the affairs of
man.

The Old Ones were trapped (seemingly
forever) with the malignant spirits they had
defeated, but the horrors of our world
abated and began to dwindle. The price the
shamans had paid had been high, but they
had won.
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Centuries later, in 1763, a young
Susquehannah shaman named Raven was
completing his studies. He was a great
student, devouring the lessons as if each
was his last meal.

One summer day, he sat on a high
mountain in the new colony the white men
called Virginia. As he meditated, the nature
spirits told him of the Great Spirit War. His
conversation was cut short by the sounds
of musketry near his village far below.

Raven climbed down the mountain as fast
as he could, the cruel din of battle mocking
his every step. His feet felt as if they were
made of stone, and the miles seemed like
leagues. When he finally arrived, he saw a
band of whites butchering his family. They
had been the last band of the
Susquehannah.

Now he was the last son.




Rave ReoRi

Soon after the massacre of every human
being that he had ever held dear, Raven left
the valley that he had always called his
home and wandered the earth looking for
ways to increase his own power and exact
vengeance on those who had murdered his
people.

The shaman learned many secrets of the
world during his travels among both the
Indian tribes and the towns of the white
men. The first was that of long life. Though
born in 1745, Raven looks no more than 40
years old today.

The most important secret he learned
however, was that the Old Ones had left the
long-forgotten door to the Hunting Grounds
wide open.

Between 1861 and 1863, Raven visited all
the other tribes he could find and spoke
solemnly of the massacre of his people at
the hands of whites. He said that he was
the last of his tribe, the “Last Son,” and he
was searching for other braves who shared
his blind anger.

Other shamans often sensed Raven’s long
quest for vengeance had consumed him
with evil. Most banished him. But
sometimes a vengeful youth adopted by the
tribe would turn his back on his new family
and follow Raven.

These young men understood his sorrow
and his rage. They were the last of their
tribes, families, or villages as well. They
were the Last Sons,

Raven told his followers their troubles
were caused by the coming of the whites. In

some cases, it just happened to be the truth.

In others, it was yet another gross
misunderstanding between two different
peoples.

In either case, Raven told the Last Sons
he knew how to defeat their common
enemy. He would release the manitous from
their old bond.

And there would come a Reckoning.

Raven told the braves that chose to take
up with him and follow his ways that the
manitous were the People’s protection
against the white man’s invasion. The Old
Ones were fools for their actions. They had
condemned the tribes to a long and painful
road that could only end in their
extermination.

Raven told the Last Sons it was their
sacred duty to travel to the Hunting
Grounds and return the spirit world to its
natural order.

But there was only one way to
accomplish their task. The Last Sons would
have to enter the Hunting Grounds and
destroy the Old Ones.

THE Huur

The Last Sons began their long trek from
the southwestern deserts and plains to the
wooded mountains of New England early in
1863. The group reached the old Micmac
burial ground in which the Old Ones’ gate
was hidden on the first of July of that year.
Then and there, the Last Sons stepped
through the open gate and into the Hunting
Grounds.

The battle with the Old Ones took many
weeks as time is reckoned in the Hunting
Grounds. In that strange place, the Last
Sons committed one atrocity after another,
all in the name of slaking the bloodlust of
their leader, something which was
masquerading as vengeance.

The Last Sons emerged from their war for
retribution on July 3%, 1863, at the end of
America’'s greatest and bloodiest battle of
the Civil War—Gettysburg—and just scant
hours before America’s Day of
Independence. Many of the Last Sons had
not returned from their battle, but they had
been successful in their quest.

The Old Ones were dead, their blackened
spirit blood forever staining the hands of
their slayers.

The manitous were free.
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The Reckoners had turned their
attentions to other lands, other dimensions,
or perhaps had just begun to slumber when
the manitous had ceased bringing them
delectable morsels of fear.

Now a flood of energy washed over them,
feeding the mysterious beings and waking
them from their centuries-old malaise. The
Reckoners reveled in the feast and realized
the mistakes of their past.

They would no longer horde their power.
They would return bits of it to the world in
which we live, spawning more abominations
and creating even more fear. The mortals
below would bleed pure terror. When there
was enough fear on the earth to sustain
them, when the Earth was finally

refashioned after their own Deadlands, the
Reckoners would walk upon it.

THE WORLTS Toray

Now it's 1876. The Reckoners know they
cannot flood the world with abominations,
or the jaded mortals would stop fearing
them and start fighting back. Far more
energy is generated by keeping the
abominations at the edge of the unknown.

Abominations don't know they are
serving darker masters. They know only
that their power grows as they cause more
terror and mischief. A rare few
abominations, such as Vlad Tepes of
Rumania, have learned that something
greater lurks in the spirit world, but the
vast majority of the world’s monsters go
about their own business never realizing
they serve a higher, darker purpose.
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CHAPTER FORTERY

You're the Marshal. ’

Remember that. You're the fellow who M"‘%'H"A‘J— =
makes all the decisions and keeps things
moving. It's your job to make the posse ﬁHOF?T Y=
afraid of the dark while still dying to know
what's in it. You have to run scenes full of
high-action and drama, then turn around
and do a little romance and comedy. You

need to know enough rules to get you by,

, : : and easily. This way you can worry about
and youll probably wind up paying for more the game and the story instead of the rules.
pizza and soda than anyone else in the

room.
It's a tough order to fill sometimes. That's TR;‘JT = g‘ A“F’T’TUDEﬁ

why we've made things easier on you. We've Player characters have 10 Traits and tons
designed this game so you can create extras ¢ Aptitudes. They want and need lots of
on the spot. Players need lots of Traits and g4l because they're the heroes. You, on
Aptitudes to round out their heroes. You the other hand, don't need to be so picky
don't need so much detail when you're with the vast number of characters you've
running the storekeep, a bandit, or Sally the got to handle. Instead, you can base the

bar girl. _ , _ Traits and Aptitudes of common extras on
You also might need a little help keeping averages or the Action Deck.

up with who can do what and when in Average folks have 2d6 in their Traits, 3
combat. The Action Deck comes in handy levels in Aptitudes relating to their main
here. We want you to concentrate on profession, 2 levels in common Aptitudes
describing the action and the environment like horse ridin’ and probably one shootin’

to your eager posse instead of worrying skill, and Is or nothing in everything else.
about modifiers and numbers.

The sections below tell you all sorts of
Marshal’s shortcuts to help make your life
simple. These are ways you can keep up
with all the bad guys and extras quickly




When you need to know what a
shopkeeper’s scrutinize is, you can figure it's
3deé.

If you want a character to have a few
special Traits or Aptitudes, you can write
them in afterward.

If you want a little more variety, draw a
card from your Action Deck. The value of
the card tells you a die type to use, and the
suit can tell you the Coordination or
Aptitude level, just like in the character
creation section in Chapter Three. You only
have to draw for the Trait or Aptitude you
need at that moment, not the entire range
that you'd need for a major character. This
has the advantage of giving some variety.

Sometimes you might want to prepare
ahead of time, especially for extras that are
going to appear frequently. Here's a quick
and dirty way to write them up:

Ere<T Mc Ty, Bartprer
Corporeal: 2d6; Quickness 1d8
Shotgun 3dé6
Mental: 2d6; Mien 3d8
Scrutinize 3d8
Gear: Shotgun under bar.
Personality: Doesn't like trouble.

What we've done here is write down the
bartender’s average Corporeal Trait and any
special Traits—in this case, Quickness. Below
that is his main weapon skill, his average
Mental Trait, a higher than average Mien,
and some exceptional skill in scrutinizing.
He is a bartender, after all.

You can then add a few notes about his
personality, family, or any other details you
might find handy in the course of a
particular adventure.

You get complete statistics for major
extras in published Deadlands sourcebooks
and adventures, but you should use one of
these quick systems for less-important
extras who might show up in your
adventures from time to time.

Sometimes there's a lot of bad guys. You
don't want to keep track of fifteen banditos'
Quickness totals, wounds, Wind, and wound
modifiers when you're trying to describe the
scene and help the heroes resolve their
actions. You've got better things to do.

We've got something for you here, too.

Acro=

Of all the tricks we give you, the Action
Deck is the niftiest. You don't have to roll
an “initiative” number for each bad guy and
then try to remember it. You just lay down a
few cards behind your screen and wait until
they come up in the round. Then the bad
guy takes his action, and you move on.

Roll Quickness totals for major bad guys’
and critters’ Action Cards. For numerous
extras, deal one and a half cards for each
bad guy. If you had five goons, you'd need 12
cards (12 and a half rounded down).

If you want to be “fair,” assign the cards
face down so you don't give one thug all the
high cards and another all the deuces.

If you can, keep the cards hidden from
the players so they don't know when the
bad guys are about to act. After all, you
don’t get to know when they're going to
move either. Marshal Law comes with a
handy cardboard screen you can use for
that very purpose, and it's chock full of
useful reference tables and a couple of full-
length adventures too.

SN CHECKS

There's one last trick you can play with
Action Cards. Whenever a bad guy is
stunned, lay a discarded Action Card
sideways across any remaining actions so
that you remember to check for recovery on
her next action. That way you can see at a
glance which thug or critter needs to make
a recovery check before he takes another
action.
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Instead of keeping track of wounds and
modifiers, give “thugs” and other common
extras “hits” instead.

An extra or critter has 5 times its Size in
hits. This means normal folks have 30 hits.
This accounts for accumulated Wind and
wounds.

Whenever a player character makes a
successful attack, go ahead and let her roll
hit location to see if she gets any extra dice
for the gizzards or noggin. When she gives
you the damage total, simply subtract it
from the creature’s hits. When the victim
runs out of hits, it goes down. You can
decide for yourself whether it's actually
dead or not.

Wind works the same way—just subtract
it from the extra’s hits.

If you need to know the extra’s wound
penalties, just divide its damage by 5 and
round down. A critter that's taken 23 hits,
for instance, would have a -4 penalty.

You can keep track of more important
extras just like they were player characters
if you want. If the posse gets in a fight with
Jesse James, for instance, you can and
should use the more detailed system.

BooT H 1

Another great cheat for the Marshal is the
Boot Hill sheet. This helps you keep track
of large numbers of thugs and other extras
when the posse gets in a big fight.

Before the action starts, you should write
up the bad guys' attacks and defenses, the
damage they do with their main weapons,
and their hits (usually 30 for humans). We
call this page “Boot Hill.” There’s one in the
back of most any adventure we publish, and
there’s a blank Boot Hill sheet near the back
of the book you can photocopy and use
whenever you need it.

Here's an example of how to write up a
character or creature destined for a fight
with the posse:

BL oo OxE=
Attack:
Claws 4d8,1d8+1d6
Bite 4d8.1d8+1d6
Defense:
Brawlin’ 4
Hits: 30
Terror: 9
Special Abilities:
Piercing weapons and bullets do half
damage.

Attack lists the extra’s primary weapons.
The first number is its Aptitude dice for the
attack, and the last is its damage.

Defense covers the bad guy's dodge and
brawlin’ Aptitudes, if any, and his defensive
skill with any primary hand-to-hand
weapons.

Hits is for using the “quick hits” system.
The number here is 5 times the extra's Size.

Terror is listed only if the extra is an
abomination. This is the TN of the guts
check a character must make when he first
sees the creature.

Special Abilities lists any special notes or
weird attacks an abomination might have.

U=E THE Po==t

The last bit of advice we can offer you is
to use the posse. You have to show
everyone how to play the first few times, of
course, but afterward you need to let them
figure out whether or not they hit the bad
guys, how many actions they get, and how
to subtract their wound modifiers from
their rolls. This leaves you free to better
describe the action and keep the game
moving right along.

We've tried to make it easy for you to run
Deadlands. The first game or two could
possibly be a little rough, but we think
you're sharp enough to get into the swing
of things quick. And when you do, you can
really cut loose and spin yarns your posse
will talk about for years to come.




Some abominations have survived on the
earth for hundreds or even thousands of
years. New ones were originally “seeds” of
fear given life by the Reckoners. These new
abominations might be the subjects of
legends suddenly made real and twisted
into even more macabre and powerful
creatures. They could believe they have lived
since the beginning of time, a thousand
years ago, or last Tuesday.

With the exception of los diablos, no
abominations, whether created recently by
the Reckoners or having already existed for
thousands of years, know they serve a
higher master. They're in it entirely for
themselves.

A few very clever abominations, usually
former humans that were here before the
Reckoning, are beginning to suspect their
actions serve a greater power, but none have
yet formed any sort of link with the
faceless Reckoners.

What follows are some of the most horrid
creatures found in the Weird West. Most of
them are dangerous enemies and require a
little thought on the posse’s part to defeat.
During play, make sure you provide some

clues or drop a few hints as to how to
defeat these creatures if you don't want
them to wipe out your entire group. It's the
only way to be fair.

Al NTEL LisPicE

Critters are things with near-animal
intelligence. Their Knowledge and Smarts
Traits are relative to the animal kingdom. A
gunslinger with a Knowledge of 1d4 is still
smarter than a wall crawler with the same
score.

Animals can be overawed normally. They
can't be ridiculed by verbal attacks, but they
can be poked with a stick and annoyed all
to hell. Bluff works the same way. An
animal can't be told its shoelace is untied,
but it might be distracted by a rock thrown
behind it.

Briv’ ;> Coa

Creatures with biting and clawing attacks
may usually use both in one action. If the
thing has a third or special attack (say with
a tail), it must normally use it in place of
another attack.




MoVEMENT

Unless a critter is given a special Pace
under Special Abilities, its movement is
equal to its Nimbleness die type, just like a
hero’s. The Badlands devil bat’s Nimbleness
is 3d12, so it's Pace is 12. If you check under
Special Abilities, though, you see that it has
a Pace of 24 when flying.

Brolpvo= T B

These critters live in the Badlands of the
Dakota Territory. The Sioux call them
“Kinyan tiwicakte,” or “flying murderer.”

Devil bats are nocturnal predators who
hunt in groups of 1-6. They attack by racing
from the night and grabbing prey with their
taloned feet. This is an opposed fightin*
brawlin’ roll. If the bat thing gets a success,
it causes damage normally. With a raise, it
drags the prey into the air and rises at its
maximum Pace for a medium load (12). If the
prey doesn't break free with an opposed
Strength roll by the time the devil bat is 50
yards up, it lets go (10d6+50 points of falling
damage) or tries to slam the prey into a
rocky outcropping. If successful, the bat
lands and feasts on the remains.

The best thing for a traveler to do once
she's in the grasp of a devil bat is to grab
hold of its ankles and hang on for dear life.
This is an opposed roll between the
creature's Nimbleness and the character's
Strength. If the creature gets a raise, it
manages to shake the prey loose. If the prey
gets a raise, she manages to force the critter
to within 10 yards of the ground or a rocky
outcropping where she can jump free.

ProwLe

Corporeal: D:3d10, N:3d12, S:1d12+2, Q:3d10,
V:2d8

Dodge 3d12, fightin: brawlin’ 3d12, sneak 1d12
(5d12 from the air)

Mental: C:4d10, K:1d4, M:2d10, Sm:2d8, Sp:1d8

Overawe 2d10

Size: 6 (8’ tall)

Terror: 9
Special Abilities:

Claws: STR+1d4

Flying: Pace 24

Weakness:

Noise sensitivity: The devil bat “sees”
by sonar. If its prey has the guts to
stand stock still among other obstacles,
the thing has to make an Onerous (7)
Cognition roll to pick her out of the
clutter. If the prey does this, however,
her fightin’ brawlin’ Aptitude is not
added to the devil bat's TN.

CalrForpu-MzE TR con

All kinds of strange creatures emerged
when California fell into the sea. One of the
biggest is the California Maze dragon. These
tremendous critters attack both ships
hauling ore and prospectors mining the
canyon walls of the Maze.

Unlike most abominations, Maze dragons
are known and accepted as ordinary
creatures. Most folks just figure they
somehow came with the Great Quake. The
Chinese warlords of the area started calling
them dragons, and the name stuck.

ProwLE
Corporeal: D:1d4, N:2d10, S:5d12+4, Q:1d10,
V:2d12+4
Fightin: brawlin’ 4d10, sneak 5d10, swimmin’
5d10
Mental: C:2d10, K:1d4, M:1d12, Sm:1d6, Sp:1d4
Size: 24 (50 yards long)
Terror: 11
Special Abilities:
Armor: |
Teeth: STR+2d12
Swallow: The dragon’s mouth is large
enough to swallow a person whole.
With 2 raises on an attack, it does so.
The victim takes 4d6 points of damage
every round from the crushing gullet
and acidic bile. The only way out is to
cut a hole with 20 points of damage
from a shotgun or cutting weapon.
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What desert would be complete without a
tentacled beastie lurking beneath the sands?
Desert things move very slowly beneath
the sands, setting up shop along popular
trails or in or near a water hole. When a
hapless traveler passes by, the thing grabs

its legs or hooves with its long tentacles
and drags it into its circular maw.

Desert things can sense approaching prey
up to 50 yards distant on an opposed
Cognition versus sneak roll. When the prey
gets within reach of its 20’ long tentacles,
the creature attacks.

Each of the thing’s 8 tentacles can
attempt to pull prey closer to its gaping
maw. First a tentacle has to hit the
character with a fightin brawlin’ roll. If it
does, it can entangle the victim instead of
causing direct damage. Then it starts to reel
the character in.

This is an opposed Strength roll with
every success and raise on the creature's
part dragging the prey 1 yard closer to its
gnashing teeth. Two raises on a character’s
Strength roll means she’s managed to break
free.

The only other way to escape the
creature is to kill it or mangle a tentacle.
The beast lies several inches under the
sand, so damage from physical attacks is
halved. The tentacles themselves are tough
and difficult to cut. They have an Armor
value of 1 and can each take 20 points of
damage before they are effectively destroyed.

ProrLE
Corporeal: D:3d8, N:1d8, S:1d12+4, Q:3d10,
V:2d12+2
Fightin’: brawlin’ 4d8, sneak 4d8
Mental: C:2d10, K:1d4, M:1d12, Sm:1d6, Sp:1d4
Size: 12 (8' diameter core)
Terror: 7
Special Abilities:
Tentacles: STR
Bite: STR+1d10

(SRS P Sy T

Dust devils are vicious killers that live in
the deserts of the southwest. They lurk
about like repulsive spiny serpents until
they see prey. Then they use their
supernatural power to create a whirlwind
about themselves and move in for the kill.

More than one unwary traveler has gone
down before the spikes of one of these
creatures, thinking it was only a dust storm.

ProwLE
Corporeal: D:1d4, N:1d12+2, S:1d12+4, Q:1d10,
V:1d8
Fightin’: brawlin’ 6d12+2
Mental: C:2d10, K:1d4, M:1d12, Sm:1dé6, Sp:1d4
Size: 10 (10’ tall)
Terror: 7
Special Abilities:
Spines: STR+d4
Pace: 24




Whirlwind: Dust devils attack by
centering on their prey and whirling
around it with their spiny, snakelike
bodies. They live at the center of their
dirt-filled whirlwinds, making them
difficult to see or hit with normal
weapons. A character has to take a -8
called shot to hit the creature itself.

Shots that miss are sucked into the
whirlwind and shot out in a random
direction. Roll a d12 to determine a
clock facing and see if any innocent
bystanders are hit by the errant attack
(see Chapter Five).

Dynamite might affect the creature
normally, though sticks thrown inside
the whirlwind are usually flung out
before they can detonate.

A hero making a fightin” attack on
the creature must first beat it in an
opposed Strength contest. If he wins, he
can attack normally. Otherwise he is
blown backward by the whirlwind and
can't take a swing this action.

Blinding: The dust devil kicks up a
swirling cloud of sand and stone that
blinds everyone within 10 yards of its
deadly center unless they make an
Incredible (11) Vigor roll.

GREM NS

Gremlins exist solely to cause mischief
and disaster via mechanical contraptions.

Most of the time, gremlins exist in
spiritual form only. This allows them to
inhabit gizmos and gadgets such as
flamethrowers, steam engines, and the like.

While gremlins can live in any
contraption, their location of choice these
days is the gizmos of mad scientists. If a
mad scientist botches when constructing or
repairing a gizmo, he attracts a gremlin. The
creature’s spirit inhabits the device instantly
and begins to make minute arcane
alterations to its nature (see the gremlin’s
“jinx" ability below).

Worse, every day the gremlin may attract
more of its mischievous brothers and
sisters. Roll a d6 once per day. On a roll of
1, another gremlin spirit enters the device
and causes another jinx.

The only way to get rid of the gremlins is
for someone to make an opposed Spirit/
tinkerin’ roll versus the gremlin’s Spirit. If
the tinkerer gets one success, the combined
jinx of all the gremlins inside is canceled
for 24 hours.

On a raise, the gremlins are actually
forced out of the item, where they
involuntarily materialize in the flesh for one
hour. If they think they can win, the
gremlins attack. Otherwise they make the
best of their situation and run around
causing as much havoc as possible.

ProwrLE

Corporeal: D:3d10, N:3d10, S:1d6, Q:4d10, V:1d6

Filchin' 4d10, lockpickin’ 3d10, climbin’ 5d10,
dodge 6d10, fightin": brawlin’ 3d10, sneak
6d10, swimmin’ 3d10

Mental: C:2d10, K:1d4, M:1d12, Sm:1d6, Sp:1d4

Ridicule 4d8

Size: 4

Terror: 7

Special Abilities:

Jinx: A gremlin causes an item's
Reliability to drop by -1. Even items
without a Reliability, like a wagon or a
pistol, are affected. Roll 1d20 for these,
just like you would for a weird gizmo.
On a 20, the device malfunctions.

HaaN JueE=

From 1863-69, five Confederate circuit
judges formed a secret alliance to steal land,
ruin their rivals, and eliminate anyone who
stood in the way of their wealth and fame.
Those who opposed them were framed for
“hangin’ offenses” and hauled to the nearest
tree for a lynching.

But after six years of tyranny, the locals,
mostly hot-blooded Texans, fought back.
They rounded up each of the judges and




hung them from trees all along the
Chisholm Trail as a warning to other
authorities who would abuse their power.

The Reckoners seized the opportunity to
infuse their spirits with unholy energy and
send them back to earth as abominations.

Now the hangin’ judges stalk the
Chisholm by night, terrorizing anyone who
happens to cross their path. They might
decide blue is illegal one day and whistling
Dixie is a hangin’ offense the next. Being
from Texas is always a heinous crime.
Whatever the “charge,” the judges’ sentences
are always death.

Hangin’ judges are solitary and relentless
hunters. Once they're on someone's trail,
they stay with him until he's dead or
morning comes. If their quarry is killed,
they string him up along the Chisholm Trail
and paint the victim’s offense on his
forehead in blood.

The judges never speak except to whisper
their prey’'s offense over and over.

Only one wily traveler has thus far
survived an encounter with a hangin’ judge.
A muckraker named Lacy O'Malley escaped
its wrath by “self-sentencing” himself to
hang.

The judge wasn't fooled by Lacy’s first
false attempts, but once the journalist
genuinely hung himself, the judge turned
around and never looked back. Fortunately
for O'Malley, he was able to wriggle free a
few minutes later and lived to tell the tale
(in the Tombstone Epitaph, of course).

PronLe

Corporeal: D:2d10, N:2d8, S:3d12, Q:2d12,
V:2d8

Shootin’: pistol 5d10, fightin": scythe 5d8,
horse ridin’ 3d8, sneak 3d8

Mental: C:2d10, K:3d6, M:4d12, Sm:3d6, Sp:2d8.

Scrutinize 2d10, search 6d10, trackin’ 5d10,
area knowledge: Colorado to Texas 3d6,
overawe 5d12

Size: 6

Terror: 11

Special Abilities:

Single-action Army revolvers: These
weapons entirely reload themselves 1
round after they're emptied. The hangin’
judges carry two of them and normally
alternate firing one every other action
to maintain a continuous rain of
righteous retribution in the form of red-
hot, lead justice.

Scythes: On the end of each pistol is a
scythe-like blade. The judges can use
these in hand-to-hand combat to cause
STR+2d6 damage.

Immunity: The hangin’ judges are
immune to normal attacks. The only
way to destroy them is to hang 'em
high. Bullets fired from a real lawman’s
gun can “kill” them, but even after
being shot and buried they come back
the following night, hot for vengeance.

Coup: Hangin’' judges are fearmongers of
the highest order. The Chisholm Trail is
Fear Level 3 thanks to their efforts, and
O'Malley's story hasn't really helped the
situation any.

If a hangin’ judge is destroyed, a
Harrowed gets the judge’s twin,
autoloading Army revolvers as coup.
The guns are not for those on this side
of the grave. They vanish in the hands
of living folks in a matter of hours.

JACKAL OFE

Some folks might think these critters are
cute, but Jackalopes are omens of bad
tidings. They stalk a party and wait for bad
luck to strike, then feed off the remains of
anyone who's left behind.

When a jackalope stalks a party, it curses
them with the bad luck Hindrance and waits
for disaster to strike. The canny creature
never attacks anyone bigger than itself as
long as the prey can fight back. A Winded
character is in for a surprise, however, for
the jackalope instantly rushes to the attack
and rips into the victim’s throat.




Jackalopes are hard to kill. They have a
sixth sense that warns them whenever they
are about to meet danger. As long as the
creatures make a Foolproof (3) Smarts roll,
they automatically move out of the way of
danger a fraction of a second before they
would otherwise be harmed. Jackalopes are
also smart enough to hide if someone
decides to keep taking shots at them.

The best way to get rid of them is to
cross running water. Jackalopes can’t swim,
so unless they find a bridge or some other
way across, they get left behind and hop off
to find easier prey.

On the plus side, jackalope feet are good
luck charms. Anyone wearing one has the

luck o’ the Irish Edge until the charm is
removed or it decays after about one month.

ProwLE

Corporeal: D:1d4, N:3d8, S:2d4, Q:2d10, V:1dé
Fightin: brawlin’ 1d8, sneak 5d8

Mental: C:2d10, K:1d4, M:1d12, Sm:1dé6, Sp:1d4
Ridicule 4d6

Size: 2

Terror: 7

Special Abilities:

Bad luck: All members of a posse being
stalked by a jackalope get the bad luck
Hindrance.

Sixth sense: On a Foolproof (3) Smarts
roll, a jackalope can avoid any attack.
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Los diablos have haunted humanity for
thousands of years. Other cultures knew
them as minotaurs and gorgons. In the
Weird West, they have taken on the forms of
mutated Texas longhorns.

They are harbingers of doom, for they are
the only direct servants of the mysterious
Reckoners.

Los diablos hunt down heroes who
become a thorn in the Reckoners' sides.
Fate rules even these mighty beings,
however, so los diablos are only allowed to
walk the earth on certain occasions.
Whenever someone gains his fifth point of
Grit, los diablos pays him a visit.

The first night los diablos are on the
posse's trail, the heroes hear a distant
rumbling, as if a herd of buffalo or steers
were stampeding in the distance. At this
point, everyone needs to make a Foolproof
(3) guts check. Anyone who fails loses her
highest Fate Chip. The next night, the
rumbling grows louder, and everyone must
make a Fair (5) guts check or lose a Fate
Chip.

This continues until the TN reaches
Incredible (11). At this point, the rumblings
continue, but the Target Number of the guts
check goes no higher. Los diablos are
waiting for the character with the most Grit
to miss his check. When he does, the
abominations move in for the kill.

The creature appears at the head of a
ghostly stampede called the “Devil's Own
Herd.” These creatures are actually the souls
of all those the Herd has slain before.

Even if the posse is indoors, los diablos
and the Devil's Own Herd smash through
walls, doors, or windows to ride right over
them.

There is one diablo for every character
with a Grit of 5 or better. These heroes are
their sworn enemies and the only
individuals the forces of Fate allow them to
harm directly.

The rest of the posse is “trampled” by the
ghostly hooves of the Devil's Own Herd and
takes 1d4 Wind per round until all los
diablos are defeated. As usual, if Wind goes
negative and starts causing wounds, the
characters can die. Those that do become
another soul in the Devil's Own Herd.

Those fighting with los diablos suffer a
similar fate. Their souls are taken into the
Hunting Grounds where they become the
new diablos serving the Reckoners.

ProrLe
Corporeal: D:1d4, N:2d8, S:3d12+8, Q:2d10,
V:2d12
Fightin’: brawlin’ 4d8, sneak 3d8, swimmin’
2d8
Mental: C:2d10, K:3d4, M:4d12, Sm:3d6, Sp:2d8
Scrutinize 2d10, overawe 5d12
Size: 8
Terror: 9
Special Abilities:
Armor: 2
Horns: STR+3d10
Coup: A Harrowed character who absorbs
a diablo's essence gains 1 point of
Armor and 1 point of Grit.

MoTAvE RATTLER

They call these great worms “rattlers”
because a person’s teeth start chattering as
the rattler rumbles through the earth
beneath him. Though they are most
common in the Mojave, rattlers are also
found in isolated flatlands in Montana and
Utah. The rattlers of each region tend to
have their own colors and even
personalities.

Mojave rattlers go straight for the kill,
while the ones in Montana are skulkers.
Utah rattlers are smaller but faster, and they
absolutely love to chase steam wagons
across the great Salt Flats. Like Maze
dragons, rattlers are accepted near the
regions they terrorize. Folks back East still
doubt the truth of these tales, but the locals
know better.




Rattlers sense their prey by vibrations in
the sand. They can detect the movement of
a man up to 200 yards distant. This is an
opposed Cognition versus sneak roll if the
prey is trying to be stealthy. Horses are
detected at double the distance, and wagons
at triple. Note that if a creature runs, its
sneak totals suffer the usual -4 penalty.

When a rattler moves in for the kill, it
bursts up through the earth and tries to
snag its prey with one of its tentacles.
Though rattlers have many tentacles, they
never attempt to capture multiple targets
unless their intended victims are very close
together, such as a horse and rider,
preferring to focus on a single quarry.

The tentacles have a Strength of 3d12 and
are about a quarter as long as the worm
itself. Once they grapple a target with a
raise on an opposed Strength roll, the worm
starts dragging the victim into its crushing
maw. Every success on an opposed Strength
roll drags the rattler’s prey 1 yard closer.

The rattler’s tentacles can take 30 hits
before they're useless and the worm retreats,
but bullets and impaling weapons do only a
single point each, and shotgun blasts do 2.
Cutting weapons do full damage.

ProrLE

Corporeal: D:1d4, N:3d6, S:6d12+20, Q:2d6,
V:4di2+24

Fightin’: brawlin’ 3d6, sneak 2d8 (when
underground)

Mental: C:2d10, K:1d4, M:2d10, Sm:2d8, Sp:1d8
Overawe 2d10

Size: 10-20 (10-100 yards long)

Terror: 11

Special Abilities:

Armor: |

Bite: 2d20

Burrowing: Underground Pace 18 (cannot
be doubled by running).

Surprise: Travelers who don't recognize
the rumblings of a rattler beneath them
subtract -4 from their surprise checks
(see Chapter Five).

Ne+T Hw

Night haunts are evil creatures of
corrupted shadow that subsist on human
souls. They are lone hunters that appear
only at dusk, following settlers and other
travelers across the plains, waiting for them
to camp for the night.

When a night haunt spots prey, it hides
away in the enshrouding darkness and
waits for most of the travelers in the posse
to fall asleep before it begins its insidious
attack. It then uses mimicry and illusion as
a bluff test of wills.

The camp’s guard, if any, likely sees
strange “patches” of darkness or hears a
distant baby’s cry or some far-off screams—
anything the night haunt can do to unnerve
its prey. Its goal is to lure the guard out
alone, preferably without waking his
companions.

If the night haunt is successful, it draws
the fool out until he's entirely isolated
before it attacks with its soul-wrenching
claws. When it has Killed its victim, it sups
on the fleeing soul, making it impossible for
someone Killed by a night haunt to become
Harrowed.

PronLe
Corporeal: D:1d8, N:4d10, S:2d8, Q:2d12+2,
Vid4
Fightin": brawlin’ 5d10, sneak 8d10
Mental: C:4d12, K:i1d4, M:1d6, Sm:2d8, Sp:2d10
Bluff 6d8
Size: 6
Terror: 9
Special Abilities:
Claws: STR+1d6 (ignore armor)
Bite: STR+Id4
Immunity: Normal weapons can't hurt a
night haunt. Only light (see below) and
magical attacks cause it any sort of
damage.
Hovering: Pace 24. Night haunts hover a
few feet off the ground and aren't
slowed by material objects.
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Light sensitivity: Night haunts are
creatures of shadow. They cannot exist
in bright light. Torches, lanterns, and
other weapons used against them
inflict 2d6 points of damage (ignore the
user’s Strength).

Coup: A night haunt’s essence gives a
Harrowed character a dark, shadowy
appearance. When he concentrates, the
Harrowed may add +6 to his sneak rolls.

Prare Tick

Prairie ticks are the scourge of the High
Plains. These horrid bloodsuckers live in
underground burrows of 11-20 (1d10+10)
creatures each, and they are rumored to be
controlled by a single, giant queen that
rules over each nest.

When they sense prey, the ticks crawl out
of their burrow and bound through the tall
prairie grass at top speed. They can sense
the vibration of a man walking across the
desert up to 100 yards away, double that for
horses, and quadruple for wagons.

ProrLE
Corporeal: D:2d10, N:4d12, S:1d4, Q:3d10, Vv:2d8
Dodge 2d12, fightin’: brawlin’ 4d12, sneak
3d12
Mental: C:2d6, K:1d4, M:2d8, Sm:1d4, Sp:1d4
Overawe 2d8
Size: 2
Terror: 7
Special Abilities:
Armor: |
Hooks: Prairie ticks attack by leaping for
the mouth and pulling the victim's lips
down with their two front hooks. This
is an opposed fightin": brawlin’ roll. If
the tick gets a raise, it's in and slides
down the victim's throat. Once inside,
the thing’s hooked legs sink into the
innards, and it begins to drain blood at
the rate of 1d4 Wind per hour.
As the host loses wounds to
bleeding, the tick gets larger. When the
host dies, the tick has grown so large it

bursts the ribcage and comes crawling
out of the stomach or throat. Anyone
who sees this needs to make a Hard (9)
guts check or very likely lose his lunch.

The only known way to remove a
prairie tick inside a host is to pour a
quart of castor oil down the victim’s
throat. The host needs to make a Hard
(9) Vigor roll to get the castor oil down.
If he does, the tick comes crawling out
in 1d4 rounds, doing its Strength in
damage each round as it does so.

When prairie ticks can't get at
someone’s mouth due to a covering of
some sort, they swarm over him and
try to pick him into unconsciousness
with their hooks, then try to crawl
inside. Consider this a fightin”: brawlin’
attack that causes the tick’s Strength in
brawling damage.

TWBLEBL FET>=-

Tumblebleeds are vicious critters that
look just like tumbleweeds. They attack by
rolling into a victim and entangling him in
their thorny branches. The things’ mouths
and spiny thorns then penetrate the skin
and drain the prey's blood.

A tumblebleed that has just feasted looks
like a pile of wet, bloody seaweed.

ProrLE
Corporeal: D:1d4, N:2d10, S:i1d6, Q:2d8, V:1d4
Fightin’: brawlin’ 4d10
Mental: C:1d6, K:1d4, M:1d4, Sm:1d4, Sp:1d4
Size: 4 (2-3' diameter spheroid)
Terror: 7
Special Abilities:
Thorns: STR (brawlin’ damage). Lost
Wind is actually drained blood. Due to
an anti-clotting agent in a
tumblebleed’s saliva, damage taken
from a tumblebleed cannot be healed
as easily as normal. Wind lost in this
way returns at the rate of 1 per day.
Mouth: STR
Pace: 18




Sensitivity to fire: The thorny branches
of a dry tumblebleed burn easily before
it has fed. If hit by a lit torch, a dry
tumblebleed starts burning on 1-3 on a
1dé6.

Flamethrowers set the tumblebleed
alight immediately. Once on fire, the
tumblebleed takes 3d12 damage per
round. Unless there's a lake or river
nearby, they rarely ever manage to put
themselves out before burning to a
fragile cinder.

WaL kN TOEA TS

Pulp novels describe zombies as slow and
mindless. Obviously the writers have never
truly encountered the walking dead.
Creature like these aren't the kind to shuffle
about like they hadn't a thought in their
rotting heads.

These suckers are mean and clever. They
know people think they're supposed to be
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slow and stupid, so sometimes they act that

way just to get close. And by the way, they
do feed on brains.

PronLE
Corporeal: D:2d6, N:2d8, S:3d8, Q:2d10, V:2d8
Shootin’: pistol 2d6, shootin’ rifle 2d6,
shootin" shotgun 2d6, climbin’ 1d8, dodge
2d8, fightin’: brawlin’ 3d8, sneak 3d8,
swimmin' 1d8
Mental: C:2d10, K:1d6, M:1d6, Sm:1d6, Sp:1d4
Overawe 5d6
Size: 6
Terror: 9
Special Abilities:
Bite: STR
Guns: Many walking dead carry weapons
they've taken from their victims.
Immunity: To Wind or physical stress.
They are affected by other forms of
damage just like Harrowed characters.
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WALl CRAWLER

Wall crawlers are predators that hang on
the shadowy sides of mesas, waiting for
unsuspecting travelers to pass below. When
they spot prey, they race down from their
perch and strike with lightning speed.

This is a good time for a surprise check.

ProwL e
Corporeal: D:1d4, N:2d10, S:3d10, Q:2d12+2,
V:2d8
Climbin’ 8d10, fightin": brawlin’ 5d10, sneak
4d10
Mental: C:2d10, K:1d4, M:1d10, Sm:1d4, Sp:1dé
Scrutinize 2d10
Size: 14
Terror: 7
Special Abilities:
Armor: 2
Bite: STR+2d8
Tail strike: STR+3d10
Pace: 20 (when racing downhill)

WRI>IGO

Wendigos are the twisted spirits of those
who resorted to cannibalism to survive a
harsh winter. They can be found in any cold
climate, such as a state along the Canadian
border. They might also appear in more
southern areas during harsh winters, but
return north as it grows warmer.

PronLe
Corporeal: D:2d6, N:2d12, S:3d12+6, Q:4d8,
V:3di12
Dodge 3d12, fightin: brawlin’ 6d12, sneak
4d12
Mental: C:2d12, K:1d6, M:4d12, Sm:1d8, Sp:2d8
Overawe 7d12
Size: 10 (8 tall)
Terror: 11
Special Abilities:
Claws: STR+2d6
Bite: 1d12+2d6
Armor: 1
Night vision: A wendigo can see in all
but complete darkness as if daylight.

Heat sensitivity: Wendigos take double
damage from fire and heat. A burning
club (such as a torch) causes the
wendigo an additional 1d6 Wind (or
damage if using quick hits) per hit.

Weakness: A wendigo is instantly killed
by pouring hot tarrow down his throat.

Coup: A Harrowed who feasts on a
wendigo’s essence gains immunity to
cold and cold-based attacks.

WEREWVOLF

Lycanthropes come in many forms, like
wolves, jackals, and coyotes. Most times,
lycanthropes are normal folk, but when a
full moon emerges, they lose control and
revert to snarling creatures bent on murder.

Many werewolves existed before the
Reckoning. They are still supernatural
creatures of evil, however, and so can be
affected by holy rituals such as protection.
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PronLE
Corporeal: D:2d8, N:2d12+4, S:2d12, Q:4d12+4,
V:2d10
Dodge 4d12, fightin”: brawlin’ 6d12+4
Mental: C:2d12, K:1d4, M:3d10, Sm:1d6, Sp:1dé
Overawe 2d10
Size: 6
Terror: 9
Special Abilities:
Claws: STR+1d6
Pace: 24
Infectious bite: A character bitten by a
werewolf must make an immediate
Hard (9) Vigor test. If he fails, he
becomes a lycanthrope himself in 1d6
days. From that time on, he transforms
into a werewolf every full moon. The
character isn't in charge during these
episodes, and he doesn't remember
what he's done the following morning.
Silver sensitivity: Werewolves take half
damage from normal attacks. Silver
bullets, daggers, canes, and the like
cause normal damage.

VARMNT<

They're not abominations, but they can
still rip your throat out given half a chance.

Below are a few normal critters. Use these
statistics to help you create any other
animals you need during the course of the
game. We'll give you more in future
Deadlands books.

B(x

Bears can be found throughout the
northern territories. They are not common
in the southwest.

The statistics below are for an average
grizzly.

ProrLE

Corporeal: D:1d6, N:2d8, S:1d12+2, Q:3d10,
V:2d12+2

Fightin: brawlin’ 4d8, sneak 2d8

Mental: C:2d8, K:2d4, M:2d10, Sm:1d4, Sp:2dé

Size: 10

Terror: 3 (7 if angry)

Special Abilities:
Claw: STR+1d4
Bite: STR+1d4

MoWTAN Lo

You can use these statistics for any of
North America’s big cats. Most won't attack
someone larger than themselves without
provocation, but children are frequent
targets.

ProrLE
Corporeal: D:1d4, N:3d10, S:4d6, Q:2d12, V:2d8
Fightin: brawlin’ 4d10, sneak 4d10
Mental: C:2d10, K:1d4, M:1d8, Sm:1d4, Sp:2d4
Size: 4
Terror: 3
Special Abilities:
Claw: STR+1d4
Bite: STR+1d4

AT ER=

Rattlesnakes are a frequent hazard
throughout the West, but if you don't
surprise them, they usually let you know
that they're there.

ProrLE
Corporeal: D:i1d4, N:1d6, S:1d4, Q:4d12+2, V:2d4
Fightin": brawlin' 4d6
Mental: C:2d10, K:1d4, M:1d8, Sm:1d4, Sp:1d4
Overawe 2d8
Size: 2
Terror: 3
Special Abilities:
Bite: STR
Poison: If a rattler causes damage, it
injects its victim with a toxic poison.
The victim must make a Hard (9) Vigor
roll immediately. If he is successful, the
bitten area swells painfully and can’t be
used for 1d6 days. If he fails, the victim
dies in 1d6 hours unless someone else
sucks out the poison with a sharp knife
and a medicine roll of Hard (9) or better.




We've told you how to maim, mutilate,
and Kkill your posse. Even the grave might
not give them peace. Now it's time to be
nice to them.

You can do this by awarding them Fate
Chips and bounty points for accomplishing
notable milestones—things like surviving
the horrors you've thrown at them
(assuming that they do).

e G

The players in your posse likely put a lot
of work into creating and developing their
characters. Aside from selecting and
roleplaying their Edges and Hindrances,
they’ve probably put a good amount of
thought into their background stories as
well.

This is what sets roleplaying games apart
from other games: the depth of the
characters. They're not just playing pieces

on a board. They're fictional characters with
hopes, dreams, fears, strengths, weaknesses,
and personalities, just as real as a character
in any movie or book. When a player uses
these things to make the game richer, you
want to reward him with Fate Chips.

White Fate Chips are awarded whenever a
character does something amusing or clever,
or whenever her Hindrances make life
inconvenient.

Red Fate Chips are given out when the
character does something particularly
clever, finds important clues, or defeats or
outwits some minor opponent. You should
also hand out a Red chip whenever a
character’s Hindrances make life miserable
but aren’t particularly life-threatening.

Blue Fate Chips are the reward for playing
in character even when it might cost the
character his life. You should also award a
blue chip whenever a hero defeats a major
menace or discovers a critical clue.
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The other way to reward the posse is
with bounty points. These are what let
them improve their individual Traits,
Aptitudes, Coordinations, hexes, rituals, and
other talents.

Bounty points are awarded for finding
clues, getting through some sort of event, or
defeating bad guys. Individuals may be given
Fate Chips for the same reasons, but the
entire posse benefits from their actions and
gets part of the bounty as well. In effect,
bounty points represent the experiences the
characters amass in the course of the game
and particularly through their encounters
with the unknown.

At the end of each game session, award
the posse its bounty points. They must split
the bounty points evenly among all the
player characters. Leftover points remain in
the pot.

The next chapter shows you how to set
up adventures in Deadlands, and it gives
guidelines for the number of bounty points
you should award to your posse along the

way.
C o

There's one last award you can give the
characters—at least those that are already
dead.

The Harrowed can gain powers from
defeating the most powerful abominations.
These are usually the fearmongers, the
creatures behind the plot of your adventure
of maybe even your campaign. These are
always individual and very unique, and the
coup the heroes can get from them should
be these things as well.

The coup you create should give the
character some minor but useful power as
well as some small drawbacks, just to keep
things balanced. This also helps to prevent
the new powers from being abused in the
course of the game.

The fearmongers we feature in other
Deadlands adventures and products have
specific coups listed in their descriptions.
You're going to need to create all-new coups
when making your own monstrous
abominations.

Here's an example everyone should be
familiar with. Let's say Dracula comes down
out of his mountains, somehow manages to
make it across the Atlantic in a waterlogged
coffin, and decides to tour the West. Over
the course of your campaign, your posse
runs into the dread vampire lord and
eventually manages to catch him in
Tombstone and put a stake straight through
his long-dead heart.

One of the posse is Harrowed, having
caught a bullet in the gizzards several
weeks prior. He stands over Dracula as the
vampire lord starts to disintegrate, and he
sucks in the abomination’s essence.

Now you've got to come up with a coup
power. You want to derive the power from
Dracula’s own abilities. We know the Count
sucks blood, he's very fast and strong, he
can turn into mist or a bat or a wolf, and
he can plant suggestions in people’s minds.
Quite a package.

Of all those things, you think giving your
player character the suggestion ability
would work best in your campaign. So how
does it work?

You decide the Harrowed can make a very
powerful persuasion test of wills. If he gets
at least a raise, he can implant a powerful
suggestion in a character’s mind. It's not
mind control, but he might talk a guard into
looking the other way or getting a
shopkeeper to give him some minor item
for free.

The downside is that the cowpoke’s eyes
now hurt whenever he’s in direct sunlight.
This counts as a 2-point bad eyes
Hindrance, but only when the character is
outside in bright sunshine. Time for him to
invest in some smoked spectacles or a
wide-brimmed hat.




In Deadlands, adventures read like dime
novels. The format helps you keep your
twisted tales of the Weird West running
smoothly.

It also helps you define what you want to
take place at a particular location or scene.
A few notes describing the action of the
game can also help you figure out the
names and personalities of any extras in
the scene.

The format of a Deadlands adventure is
very simple. The tale starts with “The Story
So Far,” the introduction to the adventure.
The next section is “The Setup,” which tells
you how to get the posse involved in the
adventure. After “The Setup,” the adventure
breaks down into individual “Chapters.”

A section entitled “The Bounty” comes at
the end of each Chapter. This part tells you
how many bounty points you should award
the posse for completing the Chapter. At the
very end of the adventure is the “Boot Hill”
section in which all the bad guys and
critters the posse is likely to fight are
summed up.

Here's a little more information on each
of these sections.

The introduction describes the backstory
that sets everything in motion. You're likely
the only one that's going to read it, but
establishing a solid background is vital.

Posses being what they are, things will
happen that you hadn't counted on during
the course of your adventure. If you've got a
detailed background, you can figure out the
answers to questions you hadn't thought of
and determine how the extras react to the
posse's schemes.

BLALE <A

The point at which the posse gets
involved is called “The Setup.” This is where
you figure out how to rope the heroes into
the shenanigans that are about to occur.

There are lots of ways to pull the player
characters into your adventures. The most
common is to have someone hire them to
do a job or solve some problem. The
difficulty with this is you have to keep the
party poor. Wealthy characters aren't likely
to go chasing dangerous outlaws, after all.




Another good way to get the group
together is to let the players tell you why
their characters are involved. Even if the Each chapter ends with “The Bounty."

characters have been hired by someone, the This tells you how many bounty poin[_s you

players should still have a good reason why  should add to the pot for completing the
they are each lnterested in the Offel'. scene. Here's some gUIdellneS

CHAPTERS

Now you're ready for the meat of the

THE Bouy

adventure. Each chapter describes a location Bounty Situation

and the events that occur there. You might 1-2

want each chapter to represent certain

events if the story’s takes place in one

location (like a haunted mansion), but as a 3-4

guideline, one place per chapter works best.
This is where you describe extras’

personalities, critters' statistics, the

locations of clues, and the events that must

before moving on to the next chapter.

5-6

A scene in which the posse
encounters a minor threat or
uncovers information or clues.

A scene in which the posse
gathers important clues or has
to face a significant threat.

A tough scene filled with tons of
minor bad guys, a few big ones,
and/or the big payoff.




The Reckoners thrive on fear. Some poor
soul wets himself, and they gobble his
terror down like candy.

The unknowing minions of the
Reckoners—the abominations—create an
“atmosphere of fear” in an area when they
do their dirty work. The location is usually
a town, a hollow, a haunted mansion, a
gulch, or the like, but it isn't necessarily
restricted to a definite geographic area.

Sometimes an abomination inhabits
arcane artifacts or haunts a particular group
of people, such as a family with some
ancient curse. In essence, the “Fear Level” of
an abomination encompasses everyone who
lives in its shadow on a day-to-day basis.

As an abomination’s Fear Level rises, it's
awarded more power from the Reckoners.
The highest level of fear possible (6) makes
the area into a “Deadland.” If the Reckoners
have their way, the entire earth is destined
to one day become such a place.
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Chapter Twelve describes the Fear Levels
and their effects on the local populace.
What we didn't tell the pesky posse is that
the goal of the Reckoners is to turn the
entire world into a Deadland.

The Reckoners know they cannot simply
create thousands of abominations out of
the blue to ravage the Earth. Mankind would
soon fight bravely back against such an
overt attack. Fear and dread of the unknown
are far more effective weapons in their
mysterious quest for power.

The creature responsible for raising the
Fear Level in a particular area is called the
“fearmonger.” This is the main creature
behind the tale of horror the Marshal has
spun—the adventure.

Lesser abominations may also exist in the
area, as servants or not, but it is the
fearmonger that best serves the Reckoners’




ends and drives up the fear level. A vampire
lord reigning over a coven of bloodsuckers
is a good example of a fearmonger and its
servants. If the local terrors are a group of
creatures, such as an infestation of
tumblebleeds, the group is the fearmonger.
When the fearmonger is defeated once
and for all, the Fear Level begins to drop.
Abominations terrorizing their domain can
raise a Fear Level by 1 once every month or
so, assuming they cause considerable
mischief. When the local fearmonger is
inactive or defeated, the Fear Level drops by
I about every 2 months or so.
Abominations that get too wild can
actually stagnate the Fear Level. Remember
that the unknown is the greatest horror of
all. A rumor of a four-legged wolflike
creature on the prowl for young maidens

strikes fear into the hearts of everyone. A
werewolf that wades into Dodge and starts
eating people certainly makes for some wet
crotches, but then it becomes just another
varmint and a boon to the local silversmith.

THE Pover oF TEAr

The power of fear is an incredible tool for
the Reckoners and their minions. Only the
manitous know they serve a higher master.
Abominations know only that their actions
somehow make them more powerful.

In areas with a Fear Level higher than 0,
the posse suffers penalties to its guts
checks.

Abominations gain Fate Chips in areas of
very high fear whenever the Marshal draws
certain cards from his Action Deck (see the
Fear Effects Table below). These chips are
set aside from the Marshal’s normal pile
and discarded at the end of an encounter or
combat. Only creatures of supernatural evil
can draw upon these extra rewards of fate.
Thugs and other bad guys can't use them.

Effects

0  None.

1 -1 to guts checks.

2 -2 to guts checks.

3 -3 to guts checks.

4 -4 to guts checks. The Marshal
draws a Fate Chip when One-
Eyed Jacks are dealt from his
Action Deck.

5  -5to guts checks. The Marshal
draws a Fate Chip when One-
Eyed Jacks or Suicide Kings are
dealt from his Action Deck.

6 -6 to guts checks. The Marshal

draws a Fate Chip when One-

Eyed Jacks or Suicide Kings are

dealt from his Action Deck. The

fearmonger draws an extra card

from the Action Deck every round.




One-Eyed Jacks are the Jack of Spades
and the Jack of Hearts. The Suicide King is
the King of Hearts. If you don't understand
the names, take a look at the cards. You'll
get it.

THe L

In Deadlands, even the hills and trees feel
the power of the Reckoning. A canyon with
a Fear Level of 1, for example, seems a little
darker than normal, even in the middle of
the day. At level 2, its rocks look more
jagged. At level 3, its cliff walls are more
foreboding. At levels 4 and 5, the flora and
fauna begin to die and wither.

A Deadland (level 6) is a twisted and
macabre landscape. Trees look like
splintered skeletons or haunted souls,
weeds grow impossibly tall, and water turns
dark and stagnant.

I
TALETELLN

Defeating a fearmonger and spreading the
tale of the deed has dramatic effects other
than just rewarding the heroes of the tale.
When the posse defeats a fearmonger, one
of them should try and spread the word of
their deed.

If they can get the word out and inspire
others, they can actually reduce the Fear
Level and add a Legend Chip to the pot. The
details are back in Chapter Twelve if you
need a refresher.

TERROR

When a Mojave rattler chases you across
the desert, most folks feel something warm
and wet running down their breeches. They
just can't believe what their eyes are
showing them. Many people still deny the
existence of haunts, spirits, and things that
go bump in the night, even though the
Epitaph tells them differently every day.

The mortal mind just can't seem to
handle such a sharp turn in the sanity trail.




Even those hardened souls who've been
around the Deadlands still can't get used to
seeing Aunt Minnie crawl up out of a grave,
hungry for brains.

The more startling or frightening an
abomination is, the more difficult it is for a
character to get over his own terror and get
to shooting. Whenever a hero spots a
horrible critter for the first time, he needs
to make a guts check. He also has to make
a check when he comes upon a particularly
gruesome scene or a frightening piece of
information “man was not meant to know."

The roll's TN depends on the Terror score
of the abomination, scene, or event. The
creatures listed in this book already have a
Terror scores. You need to assign your own
Terror score to any new abominations you
create or scenes the posse comes across.

Here's some helpful guidelines along with
the number of dice you should roll on the
Scart Table if a character fails his guts
check. Add an extra 1dé6 to the roll if he
botches, by the way.

TN Dice Description

3 1dé A description of a strange event
or creature; a nasty wound on
a living being.

Something slightly strange, like
a vampire that's not “vamped
out,” or a fresh walking dead
with no obvious wounds,
such as a Harrowed; a dead
body with “normal” wounds.

A bizarre creature (a mad grizzly,
a jackalope, or a prairie tick);
a gruesome corpse.

An undeniably supernatural

creature (devil bat, night

haunt, los diablos) or a

gruesome abomination

(walking dead); a sickening

scene, such as a dismembered

or mutilated corpse.

unique and overwhelming

horror (Maze dragon, wendigo,

Mojave rattler); a nauseating

scene of mass carnage.

creature that defies the
imagination; grisly carnage
that serves some arcane and
evil purpose that “man was
not meant to know.”

No Gur=, No G ory

Failing a guts check is a “bad thing.”
Usually it means that something a character
can't defeat anyway just got some extra
time to beat on him. Roll the dice listed on
the Terror Table then read the results on the
Scart Table on the next page. Like most
Deadlands rolls, add in any Aces you get.

5 2dé6

7 3dé6

9 4dé6

11 5d6 A

13 6d6 A




Effect

Uneasy: The character stares for a
moment at the scene and loses his
next Action Card.

Queasy: The victim stares in horror
at the scene, loses his next Action
Card, and subtracts -2 from any
rolls made the rest of the round.

The Willies: The character staggers
back and stares in horror, missing
his turn for the round. He takes 1d6
wind, and his actions are at -2
until he makes a guts check, which
he may attempt once per action.

The Heebie-Jeebies: The character
turns white as a sheet and loses
his entire turn and 1dé Wind. All
actions are at -2 for the remainder
of the encounter.

Weak in the Knees: The victim
loses 1d6 Wind. At grotesque
scenes, he loses his lunch and
staggers away. At terrible scenes,
he puts his tail between his legs
and gets the Hell out of Dodge. In
either case, he is completely
ineffectual until he makes the guts
check that caused this result. He
remains at -2 for the remainder of
the encounter. A white Fate chip
negates this penalty once the guts
check is successful.

16-18 Dead Faint: The character takes 3d6

wind. If she’s reduced to 0 or less,

she faints dead away until she
recovers. Chips can be spent to
reduce Wind normally. If the
character has faith, she must make
an Ornery (7) faith total
immediately. If she fails, the
horrors of the Deadlands cause her
to lose 1 level of faith permanently.
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10-12

13-15

19-21 Minor Phobia: The character goes
Weak in the Knees and gains a
minor phobia (a 2-point loco
Hindrance) centered around the
event. When affected by this, he
suffers a -2 penalty to any actions.

22-24 Major Phobia: The character goes
Weak in the Knees and gains a
major phobia (a 5-point loco
Hindrance) focused on the event.
This is the same as above, except
the penalty is -4, and the victim
must make a Hard (9) guts check to
directly affect the object of his fear.

25-27 Corporeal Alteration: The
character gains a Minor Phobia and
suffers a physical defect of some
kind, such as a streak of white
hair, his voice box contracts and he
can only speak in whispers, etc.

28-30 The “Shakes”: The cowpoke gets a
Major Phobia and must make a
Hard (9) Spirit roll or reduce
Deftness by one step permanently.
If the roll is made, Deftness is
reduced only for the next 1d6 days.

31-35 Heart Attack: The poor sap's heart
skips a beat. He must make a Hard
(9) Vigor roll. If made, he suffers
3dé6 wind and gains a Major Phobia.
If failed, he suffers 3d6 Wind, his
Vigor is permanently reduced by
one step, and he must make a
second Hard (9) Vigor roll. If failed,
he has a heart attack and dies
unless someone else makes an
Incredible (11) medicine roll within
2d6 rounds. If his Vigor ever falls
below 4, the victim automatically
kicks the bucket.

36+ Corporeal Aging: The character has
a Heart Attack and ages 1 year.
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At some point, you're going to end up
having to kill some of your player
characters. It's okay. Deadlands has a high
character turnover rate compared to most
games. But don't let your players start
ripping up their character sheets too fast—
their characters just might come back from
the dead.

We already told you how to find out who
comes back in Chapter Eleven. Now you
need to know some of the details.

N+ TMARE=

When a character dies and attracts the
attention of the manitous, she wages a
spiritual battle for control of her mind and
body. The winner comes back in charge of
the hero’s body. The loser sits in limbo
waiting for another chance to strike back
and steal Dominion.

There are two ways to resolve the results
of this spiritual battle. The first way is
faster. If you are playing for only a single
night or can't think of a good nightmare
scenario for a particular player, save time by
using the first method.

After it's determined that a character is
on the long, narrow road back from the
land of the recently dead, she has to make
an opposed Spirit plus Grit (add your Grit to
your Spirit roll) check versus the manitous
for each Dominion point. A character has a
number of Dominion points equal to her
Spirit, and each of these are going to be
fought over, tooth and nail.

The number and type of dice rolled for
the manitou is determined by a draw from
the Marshal’s Action Deck. Use the card to
figure the manitou’s Spirit just like you
would for a character when creating its
Traits.

Since multiple manitous can vie for
control of the Harrowed's corpse, draw a
new card for each contest to represent the
ill winds blowing through the manitous'
world, trying to freeze a soul struggling to
flee our own.

The winner of each check gets that
Dominion point. When the fight is over, the
side with the most Dominion points returns
to the physical world in charge of the hero’s
body. The Harrowed player character wins
ties.
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The second way to determine the result
of the nightmare is to actually play it out
like you would any other adventure. This is
a lot more fun and creepy, but it takes some
work on the part of the Marshal—certainly
more than simply rolling some dice. Still, it
can be a rewarding way to play the game,
and lots of fun.

The back of each character sheet has an
area in which the player is supposed to
describe the character’s worst nightmare in
some detail. The Marshal should use this to
construct a nightmare scenario when it's
determined a character is coming back from
the dead. That's why we put it there, after
all.
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Running a solo nightmare takes some
time. Plan ahead, and do this alone with the
character’s player before your group’s next
play session or while everyone else takes a
break.

If several characters die and come back
at roughly the same time (perhaps they
were hanged together), the manitous might
absorb several of them into a collective
nightmare. If this is the case, you can
construct a longer scenario that
encompasses all of the characters’
nightmares in one, long, horrific tale.

ML E=TOES

The goal of the adventure is to overcome
several “milestones.” These symbolize the
hero’s mental duel with the manitou. The
results determine who has Dominion when
the character returns.
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You need to set a number of milestones
equal to the character’s Spirit die type.
Every milestone he conquers, defeats, or
negotiates gives him a Dominion point.
Every one that he cannot overcome gives
the manitou a Dominion point.

During the nightmare, the hero is in
charge regardless of who has Dominion at
any particular point. This battle takes place
in the Hunting Grounds. While it might
seem to take days or weeks, it passes
quickly in reality.

When the character’s soul returns to
earth, he's in charge if he has equal or
greater Dominion. The manitou is in charge
if it has Dominion.

L o=ing T20oMMoN

In the physical world, a character with
less Dominion than the manitou inside him
is trapped in limbo until the situation
changes. He has no memory of what
happened while he was under (sometimes
for years at a time), and he can't affect the
manitou’s actions in any way.

The only time a character can attempt to
recapture Dominion is when the manitou
controlling her body is dealt a Red Joker
from the Action Deck. If the manitou is
given time to roam, the Marshal should give
the hero inside a chance to recapture a
Dominion point about once per month.
Some Harrowed have lost control for years
on end.

Any time a manitou gains Dominion
points but doesn't control the majority, it
controls its host for 10 minutes for every
Dominion point stolen. This allows it to
sneak around and cause its host
considerable grief, even though it can't
actually take more or less permanent
control.

Whenever the hero loses Dominion, take
the player aside and tell him that he has
lost control. Ask him to play along and take
on the role of the manitou in his character’s

body. Then give him a goal and let him
attempt to accomplish it without alerting
the other players. You can also take control
of the Harrowed yourself on occasion (like
when even the player thinks the character’s
supposed to be sleeping), so that absolutely
no one can know what he's been up to
while he was under.

MaTOU<

Manitous are bound by a few limitations
while inhabiting physical forms. First, they
can only use the powers and abilities of
their host. If the host hasn't developed any
powers, the manitou can't use them either
or develop any on their own.

Although the reverse isn't true, manitous
can see and hear while the Harrowed
character is in charge. This makes it nearly
impossible to fool a manitou into revealing
its true identity unless it wants to.

Second, if a manitou is trapped and
somehow forced to speak, it proves a clever
but ignorant spirit. They know they serve
greater masters, but they do not know what
their true name or purpose is, nor do they
particularly care.

They also know that while they are in
spirit form they gather fear from mortals
and take it back to the Hunting Grounds,
but again they don't know what their
masters do with it. They aren’t usually privy
to secret information about abominations or
their motives either.

So what exactly do manitous do when
they're in charge? Whatever they can. Their
goal is chaos and mischief, not necessarily
death. They never make an outright attack—
unless they've got one of the Harrowed's
companions in an inescapable and
precarious position.

Say, for example, a mad scientist friend of
the Harrowed stands looking over the edge
of deep pit full of flaming prairie ticks. No
manitou could resist giving him a little
shove.




The world of Deadlands is filled with the
arcane. Mad scientists fly above the deserts
in ornithopters powered by ghost rock.
Hucksters blast souls with mystical
energies. The undead crawl out of their
graves to fight for dominance with evil
spirits.

Now it’s time to show you how to whack
player characters upside their noggins when
they deal with the arcane and mess up. This
chapter deals with mysterious pasts,
huckster backlash, mad scientist dementias,
and device malfunctions.
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Many folks have been affected by arcane
weirdness in their lives. Some don't even
know it—yet.

When a player draws a Joker during
character creation, draw a card from your
own Action Deck. This card determines the
character’s “mysterious past.” If a character

draws two Jokers, draw two cards.

Compare the card you drew to the table
below to get an idea for the character’s
mysterious past. You should always feel free
to substitute your own ideas if you have
something more specific to the character in
mind. The better it fits in with the hero’s
background, the more fun it could turn out
to be in the end.

T=wray
orice: Cir=E

The character is cursed in some way.
Figure out when and why it happened by
sorting through the hero’s past, looking for
someone he may have wronged.

The character has the bad luck Hindrance
until he resolves whatever issue caused the
curse. If the character winds up also having
bad luck in some other way (like by
purchasing it during character creation), the
curse proves doubly catastrophic.
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The character has an enemy in her past
that she doesn’'t know about. Look over the
character's background and pick an enemy
or a group of enemies that are looking for
the hero. The nature of the enemy and the
frequency of its occurrence is entirely up to
you.

For: ToPPL EGANGER

The hero looks eerily like some other
well-known person. A red card means the
other person is someone who is generally
considered “good,” at least in the USA or the
CSA, if not both. A black card means the
character looks like a wanted bandit,
gunman, or someone else with a “bad”
reputation.

FvE: K

A family member or close companion
gets involved in the adventure every now
and then. The relative tries to help but can't
really take care of himself, and so he
generally ends up getting in the way more
often than not. He also tends to make a
great hostage should one of the character’s
enemies ever get wind of the fact that he
exists.

The hero occasionally benefits from the
relative’s actions, but usually just winds up
rescuing him. Kid brothers and sisters, a
previously unknown father, or a trouble-
making cousin with the same last name
make great personal interests.

S ST H SRSE

The character has an uncanny sixth
sense that sometimes warns her of danger.
Whenever a hidden danger or ambush is
about to occur, make a secret Onerous (7)
Cognition check.

Fate has nothing to do with it, so don't
worry about the fact the hero can't use Fate
Chips to affect the roll. If she is successful,
she knows something’s up and can react
accordingly.

Spven BLackouT=

The character has “holes” in his past. He
can't quite remember certain periods of his
life. He probably doesn’t even know he can't
remember them.

What happened to him during these
“blackouts” is entirely up to you and the
needs of your game. The character might
occasionally experience glimpses into his
mysterious past. These visions eventually
make sense, but they just confuse and
confound him until the past finally catches
up to him.

Eeum Avamr Pacr

The character’s ancestors made a pact
with a manitou some time in the distant
past, before the Great Spirit War. The power
of that pact still traces through the family’s
bloodlines.

The character gains a power of the
Harrowed at level 1. The level cannot be
raised unless the hero someday becomes
Harrowed.

You should decide which power to grant
the character. You can base the ability on
her personality if you choose, or you can
choose an ability at random, since the
power was chosen by a distant ancestor
that may not have been a whole lot like the
hero at all.

N AR e Backaron

Though the character doesn't know it, she
has the ability to cast spells, rituals, or
favors. Some strange and obscure event in
her past granted her this talent, but she has
yet to learn of it, and so cannot yet tap into
this mysterious power.

The character has the arcane background
Edge. If she is an Indian, she is a shaman
and can call upon favors with Appeasement
levels greater than 1. Other characters
generally become hucksters or mad
scientists, depending on their previous
leanings. You should decide which right
away.




You might also want to make the
character blessed. Only “good” heroes are
surreptitiously chosen by the divinities to
carry out their holy work.

When someone else nearby invokes the
type of magic the character can use, she
feels a strange understanding of the events
she's witnessing. If she makes a Hard (9)
Smarts roll, the Marshal should tell the
player she has an arcane background and
describe to her the mysterious past that
caused it.

T Favor

Someone owes the character a favor of
some sort. Perhaps a town Sheriff was
saved by the hero’s father long ago. Or
maybe an infamous outlaw turns out to be
the character’s father. Whatever the
circumstance, the indebted extra can
occasionally bail the hero out of some dire
situation.

Jacx: HAWTED>

A ghost of some sort haunts the
character. No one else can see or hear the
being, but it is always lurking nearby.

Red: The ghost is beneficial. Once per
session, it warns the character of danger or
provides him with useful information
relevant to the adventure or overall
campaign. The phantom shouldn't be too
powerful or all-knowing, but it should prove
useful.

Black: The character is haunted by a
malevolent ghost. It appears at the most
inconvenient times to frighten and confuse
the hero. At least once per adventure (and
whenever the character draws a Black Joker
from the Action Deck), the ghost appears
and tries to trick, confuse, or distract him.

In either case, you should put some
thought and personality into the ghost’s
identity. Perhaps a beneficial spook is the
ghost of a dead relative. A malevolent
specter could be the ghost of someone who
died because of the character.
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Animals react strangely in the hero's
presence. The hero may have been this way
from birth, or perhaps she somehow gained
the attention of the nature spirits through
some act of kindness or a thoughtless
misdeed.

Red: Animals love the hero. They never
attack her unless provoked, and she can
add +2 to any animal wranglin’, teamster, or
horse ridin’ rolls. If the hero rides a horse,
the animal should be especially intelligent
and well-trained after spending any time at
all in the hero's care.

Black: Animals hate the character. Dogs
always growl and sometimes bite. Horses
complain constantly and buck whenever the
character goes bust on a horse ridin’ roll.
The character always suffers -2 to any
animal wranglin’, teamster, or horse ridin’
rolls.
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The hero has inherited something, such
as an old mansion, a thousand dollars, or
even a debt. For fun, let the messengers
hunt the hero for a while and make him
nervous. He won't know if the news is good
or bad until they catch up with him.

Red: The inheritance is by and large a
good thing. Whether it’s money or a son the
hero didn’t know he had is up to the
Marshal.

Black: The inheritance comes with
trouble. A ranch sits in the way of a
ruthless railroad, or a trunk full of
Grandpa's belongings contains a cursed or
haunted relic.

AcE CR=ES>RELIC/RELIC

The character has in his possession an
artifact once owned by someone else. It is
valuable or perhaps even magical.

Red: One of the character's possessions
is a valuable or arcane relic of some sort.
Perhaps he has the pistol of a famous
outlaw or a blueprint designed by a great
mad scientist.

Black: The artifact is cursed or comes
with trouble. Perhaps the hero’s pistol was
once used in a heinous murder. Or the
pocket watch he carries was “altered” by a
mad scientist. The effects of the curse
depend on the item. At the very least, a
cursed weapon should secretly fire at -2,
while a mundane item quietly causes the
hero bad luck until he figures it out and rids
himself of it.

J K FR: HARROVET>

The character is dead and just hasn't
figured it out yet. Make up some event that
took place in the character’s past in which
he was left for dead but somehow survived.
The event should have occurred within the
last few months if possible.

Red: The hero has total Dominion.

Black: The hero starts with only a 1-point
advantage in Dominion.

MATHNE==
AN MAL FNCTIONS

Mad scientists flooded into the Weird
West soon after the discovery of ghost rock
and what it could be used for. The things
they can build are incredible, but sometimes
the deranged inventors can take out half a
town with their weird gizmos. Other times,
the damage is a bit more personal, like an
exploding tank of flaming methane.

MiTHE=<

A mad scientist has to actually build
something before he can start wreaking
havoc. Unfortunately, genius is the next
closest thing to insanity, as those who
follow the mad scientist’s calling often
discover the hard way. They don't call them
“mad” scientists for nothing.

Whenever a mad scientist draws a Joker
while devising a gizmo’s blueprint, he
develops a dementia of some sort. The
dementia does not have to manifest itself
immediately, nor must it be tied to events
surrounding the blueprint process. It just
happens without warning, often at the
damnedest times.

Create the dementia at this time, but it
may be that the inventor's madness doesn't
take hold until some later event. A phobia,
for instance, might develop as a result of
some incident that occurs the first time the
mad scientist uses the device.

You can create a condition on your own
or roll 1d20 on the Dementia Table. Feel free
to change or alter the result you get to fit
the character and the situation.

The goal here is to provide a Hindrance
of some sort that reflects the mad
scientist’s precarious walk along sanity’s
edge. As usual, a player who roleplays her
character’s insanity well should get
rewarded with Fate Chips. She should have
fun with it, and so should you.




Roll Condition

1-2 Absent Minded: The scientist tends
to forget everything but his work. He
might forget to wear his pants one
day or eat raw coffee the next.
Whenever he needs to remember an
important detail, he should make a
Fair (5) Smarts roll. If he fails, he
can't remember it.

3-4 Delusion: Some part of the inventor’s
mind snaps, and he suddenly
believes something patently untrue.
Maybe he thinks he's a werewolf, or
that the sky is blue because the
“Moon People” paint it that way
every morning. Or perhaps he
believes he's not a living person, but
the subject of some strange,
otherworldly roleplaying game.

5-6 Eccentricity: The inventor becomes
eccentric. Maybe he eats everything
smothered in vinegar or eats lots of
bran to clear the old digestive
system (ugh). The condition is
basically harmless and amusing,
though occasionally annoying.

7-8 Evil Deeds: An insidious manitou
consorts with the scientist when he
unwittingly taps into the power of
the Hunting Grounds. It convinces
him that someone or something is
evil and must be stopped. Each time
the inventor gets this result, his
madness is more pronounced. At
first he may only talk badly about
his “enemies.” Later on he might
attempt to ruin or even kill them.

9-10 Depression: The inventor becomes
incredibly depressed about himself,
the futility of humanity, or his
chances of surviving another
adventure. He has to be dragged

along on expeditions and is always
entirely too aware of impending
doom. His lack of faith in humanity
causes him to lose 1 point of Grit
every time he gets this result.

11-12 Minor Phobia: The scientist develops
a strange fear of some common
object or condition. He suffers a -2
penalty to his actions whenever he
is affected by his phobia.

13-14 Major Phobia: The scientist develops
a major phobia. This is the same as
above, except the inventor is at -4 to
his actions and must make a Hard
(9) guts check to directly affect or
manipulate the object of his fear.

15-16 Mumbler: The inventor talks to
himself constantly, and his
sentences often taper off into
meaningless drivel. While working,
he might occasionally hear “voices”
talking back. Whether these are
actually the voices of manitous or
not is up to you.

17-18 Paranoia: Everyone's out to get the
mad scientist or steal his ideas, or
so he believes. Or maybe some
sinister creatures from “Dimension
X" are lurking about his lab, waiting
for his amazing breakthrough so
they can return to their homeworld.

19-20 Schizophrenia: The mad scientist
adopts drastically different attitudes
from time to time. At one moment
he might be passive and restrained.
Later on he's a raving madman. If
he gets this result multiple times, he
develops entirely new personalities.
These probably don't even have the
same names, mannerisms, or
Hindrances. In fact, they don't even
have to be of the same gender.
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Weird gizmos are prone to malfunction at
nearly any time. Mad scientists are known
for creating noxious fumes and spectacular
explosions, often at the hazard of their own
lives as well as those of the people around
them. In any case, science must press on,
sometimes with tragically unpredictable
results.

Every time a character makes an Aptitude
roll to use a weird gizmo of any sort, she
must also roll 1d20. If the number on that
die is greater than the Reliability of the
gizmo, a malfunction of some sort has
occurred.

Roll 2d6 on the table below to determine
how bad the malfunction is.

Malfunction

2-5 Major malfunction
6-10 Minor malfunction
11-12 Catastrophe

The descriptions below should help you
figure out what to do whenever a gizmo
malfunctions. You need to figure out which
of the charts below best fits the device in
question.

If none of them fit, come up with an
appropriate malfunction on your own, but
you should still roll 2d6 to check the
relative severity of the disaster.

MEC HANCAL GlZNMO=
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Armored vests, diving suits

Minor Malfunction: The device fails, falls
out of position, or otherwise has no effect
until it is repaired with a Hard (9) tinkerin’
roll.

Major Malfunction: The device falls to
pieces and must be entirely reassembled
from scratch. This takes a considerable
amount of time and certainly can't be
repaired in the middle of a combat unless
it's an incredibly simple device. Better
hope the mad scientist can find all the
pieces.

Catastrophe: The device proves dangerous
somehow. If the gadget is worn, it
collapses with the wearer trapped inside,
potentially injuring her.

Mi=cl E OR MECHANCAL LY
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Clocks, Epitaph cameras, Gatling guns and
pistols, gliders

Minor Malfunction: The gadget jams and
won't operate again until the user makes
a Fair (5) tinkerin’ roll.




Major Malfunction: The gizmo jams.
Locomotion devices won't steer or brake,
and guns misfire, or worse, can't stop
firing. A Hard (9) tinkerin’ roll stops the
madness.

Catastrophe: Guns backfire and injure the
firer, cameras catch fire, or gears munch
on tender fingers. If a gadget is a
locomotion device, it goes wild and
crashes into the nearest obstacle.
Somebody’s going to be hurting bad for
sure.

STEAM OR GHOSTROCK
Poverer oricE=

Flamethrower, rocket pack, steam wagon,
train

Minor Malfunction: The engine, stove, or
boiler conks out. A Fair (5) tinkerin’ roll
gets it moving again with no other
problems.

Major Malfunction: The power source
grinds to a halt, goes out, or falls apart. If
the gadget is a locomotion device, it
continues on its path uncontrolled or
comes to a grinding stop. Fixing the
situation requires an Incredible (11)
tinkerin’ roll. The amount of time needed
depends on the device's complexity. If the
device hits a solid obstacle, the damage is
1d6 for every 5 points of Pace the vehicle
was moving during the round that it
smacked into the immovable object.

Catastrophe: The device's engine explodes!
The damage depends on the size of the
engine. The damage roll loses 1 die every
10 yards, just like dynamite and
nitroglycerin.

Size Damage
Small (rocket pack) 3d10
Medium (steam car) 4d20
Large (train boiler) 8d20

Hucksters open themselves to manitous
every time they perform a hex. Most of the
time, they can control the spirit, and they're
perfectly safe. Other times, these malicious
spirits are able to cause their hosts pain
and suffering or even madness.

Roll 1d20 on the Backlash Table below
whenever a huckster draws a Joker while
trying to cast a hex. Unless an entry says
otherwise, the hex takes effect normally
unless the huckster passes out or dies from
the Backlash. '

Roll Effect

1-4 Brain Drain: The manitou fries part
of the huckster's mind with energy
from the Hunting Grounds. The
huckster’s hex fails, and his skill
with the hex drops a level.

5-8 Backlash: The manitou rebels and
overloads the huckster’s system
with magic from the Hunting
Grounds. The huckster takes 3d6
damage to his body.

9-12 Spirit Drain: The manitou tries to
take over. The huckster manages to
retain control but loses 3d6 Wind
in the spiritual struggle. The hex
fails only if the huckster goes
unconscious.

13-16 Madness: The manitou ruins the
spell and, worse, drives the
huckster insane. Roll on the mad
scientist’s Dementia Table on page
219 to determine the nature of the
insanity.

17-20 Corruption: The manitou twists the
spell’s effects. Damage-causing
hexes hit friendly characters,
protection hexes protect the enemy
or make the huckster more
vulnerable, etc.
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8 The year is 1876, but the history is not our
§° own. The American Civil War rages on, neither
¥ side able to establish a clear advantage. A large
portion of California has fallen into the sea. The
Sioux Nations have reclaimed the Dakotas. And
the dead walk among us.

In Deadlands™: The Weird West Roleplaying
Game, players take on the roles of hexslinging
Hucksters, Mad Scientists armed with weird,
steampunk gizmos, deadly Gunfighters, fearless
Indian braves and wizened Shamans.

In 1863, a vengeful warband called the Last Sons un-
leashed the manitous upon humanity,
and nothing has been the same since.

The world's gone to Hell, and some-
times you're better off dead. A few re-
lentless heroes have returned from the
grave to battle the abominations of
these new myths and twisted legends,
and their mysterious masters, the
Reckoners.

Come take a walk in the Deadlands.

If you dare.
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