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The Tombstone Epitaph's hide to the City 0' Gloom 

Nevada Smith and his men defend themselves against the servitors of Bayou Vermillion while Six-Hundred Pound Sally lowers a Gatlin 
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It was a warm night in Oklahoma. The night 
wind whipped over Black Mesa like the fetid 
zephyrs of Perdition. . 

Five weary spies checked their ammunition. 
Less than 10 rounds each. The agents nodded t o  
each other grimly, vowing they would save the 
last rounds for themselves. 

Below them, a horde of groaning undead 

unholy foot soldiers of Bayou Vermillion. 
The leader of the 

band, the famous Nevada 
Smith, took aim and 
fired the first shot. His  
heavy bullet smashed 
through the head of one 
walkin' dead and 
dropped it in its bloody 
tracks. Nine rounds left, 
and over 40 minions of 
Baron Simone LaCroix's comet ." 
most hideous, 

In minutes, the Gatling gun inside was up and 
' raking the leering, slavering ranks of the 

damned. The gun reaped a harvest of walking 
corpses as  the mindless abominations pressed 
forward. 

Then tragedy struck. The undead horde's 
masters, watching coldly from their rear, cast 
some evil enchantment, causing the gun to jam. 

The brave agents were doomed. Smith turned to 
the pilot of the whirligig. 
"Can this contraption get 
u s  off this mesa?" he 
asked desperately: 

Sally looked him 
straight in the eye. "The 
max load is 500 pounds. I 
load all you on board, 
and we'll crash into the 
desert floor faster'n a 

Smith looked at his 

5 
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scrambled up the rocky slope. They were the Another wave of fresh dead pressed the hill. i 

1 

blasphemous, undead tired, beaten agents. "Get 5 
army. on, the lot of you." The r: 

There was only one 
hope for the weary 
agents of Union Blue. A s  
each man and woman 
counted their last bullets, 
they heard a whooping 

four climbed aboard, and 
Smith pointed to the 
ground a hundred feet 
below. "Land 'em safe, 
pilot," he said a s  he 
turned to fight the army 

i 

j 

f sound from above. of dead. + Devil bats they Sally sized up the I 

conjectured? Some new stubborn Pinkerton and I 
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horrible abomination 
created by LaCroix or his 
1 ac key s? 

No, friends-salvation. 

heavy crate. On its side 
were burned the words "Smith & Robards: Rush 
Delivery!" The airman Nevada Smith had wired 
yesterday had made it! And just in the nick of 
time. 

The airman-who turned out to be a woman 
named Sally Manners-landed low and slow on 
the sloping mesa top. 

into the approaching horde a s  the other three 

and broke i t  open. 

knew he wouldn't board 
even if she decided to 
push the limits of her 
whirligig. So she picked 

that had carried the crate 

"Hang on," she grunted a s  she quickly climbed 

up the dangling cable I' The whirligig bore a Thc author. Six-Hundred Pound Sally mugging for thc ianir'ra 

in and quietly latched i t  to h i s  belt. 

into the whirligig, fired up the ghost-rock boiler 
to an  unbelievable howl and pulled up on the 
stick. 

LaCroix's gruesome soldiers closed the top of 
the mesa just as the whirligig plunged off the 
cliff. If Nevada protested Sally's suicidal 
maneuver, she didn't hear i t  over the roar of her 

i Nevada and a female agent continued sniping 

spies unhooked the crate from its harness ghost-rock engine, the whir of the blades, > 
and the rush of the wind a s  her amazing @ machine plunged to its doom. 

1 
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So you want to play skullchucker, huh? You 
sure? It’s deadly, and the pay ain’t all that great 
unless you work out something on the side. 
That’s the way even the great Morgan Maulers 
do it, after all. 

Okay. Here are the rules you need to know if 
your posse is desperate enough to get involved 
in this brutal bloodsport. 

Here are the rules as  the owner, Mr. Bill King, 

FpcIUT5 
The object of the game is to be the first team 

to score 21 points. Points are scored by getting 
your team’s skull into the middle goal or the 
other team’s goal. 

team’s skull and getting it into your own goal. 
No points are scored for putting the enemy 
team’s skull in the middle goal, or for putting 
your own skull in your own goal. Here’s a quick 
summary. 

You can also get points by stealing the other 

. .  “-I - -.--,+-.----- - “ f 4  
4 

- .  
-w. wrote them. H i s  referee, Jim Hodges, enforces the 

rules and sounds the  gun. /- 4-LL .. 
The playing field is a long rectangle. At  each . -  - 

Scoring Move Points end is a 4’ high platform called the “base.” A 
sculpted goal sits in each player’s home base. In 
the middle of the field is a 4’ deep circular pit 
with another goal in the middle. 

There are two teams of five players each. 

Your skull in middle goal 
Your skull in enemy goal 
Enemy skull in your goal 

1 
3 
5 

Teams can have more or less piayers if their 
opponents accept. Teams have to be even in the 
end, so the opponents must add members or sit 
a few aside a s  substitutes if they accept an odd- 
sized match. 

Half the team (rounded down) becomes 

After each score, the game comes to a halt, 
and the players are sent back to their home base 
to start again. After one minute, the referee fires 
his pistol and the game starts again. It continues 
like this until someone scores 21 points. 

skullcrackers, the other half becomes 
skullchuckers. One of the skullchuckers is the 
team captain. 

The captain starts at home base. The rest of 
the team members start within reach of their 
home. skullchucker. 

T-kE G w  
with his team’s skull, and can run with it, 
attempt to score, or throw it to any other 

A gunshot starts the game. The captain starts 



The most common strategy is for the captain 
to stay at home with the skull. The 
skullcrackers then move out and try to make an 
opening. The captain watches and barks 
commands until he decides to get involved 
himself. If another skullchucker has an  opening, 
the captain throws her the skull so she can go 
for the score. 

Skullcrackers can never pick up their team’s 
skull (though they can bat it to a friendly player 
if it’s dropped). They can pick up enemy skulls, 
however. This is the only way skullcrackers can 
score. 

Skullchuckers can pick up either team’s skull 
and score with them. The only catch is that no 
player may ever carry two skulls at once. If a 
skullchucker gets the enemy’s skull and has his 
own in hand as  well, he has to chuck one to a 
teammate. 

Rw-rlq‘ 
There’s a reason they call this a bloodsport. 

Fighting is part of the game. Skullcrackers use 
any type of light, blunt weapon-hence the name. 
Most use poles or clubs. Skullchuckers can’t use 
any weapons. 

All players wear light armor made from rattle 

skins. The outermost layer of the rattlers is 
peeled off and boiled to make flexible but tough 
armor. Most players wear helmets made of 
rattler hide, too. A good suit of skullchucker 
armor costs $25. 

Skullchucker is a brutal game, but it isn’t 
usually deadly. Mr. King doesn’t allow killing or 
excessive violence. Hitting an unconscious player 
results in ejection. Knocking someone 
uncmscious when they’re still on their feet is 
just fine-and usually draws big hurrahs from 
the crowd. 

If an opponent is killed, the guard who killed 
him is instantly ejected from the game and 
cannot play in Junkyard for a month. Jim Hodges, 
the referee, has four other men under him who 
help enforce this rule when needed. Jim’s 
“starting pistol” is a .45 Colt Peacemaker, and it‘s 
been known to enforce the rules a few times as 
well. 

5X3+F=F€F5 t 54uLLCWJCK3zY 
So far, few scrappers have ended up on 

skullchucker teams, maybe because Pit is so 
much more glamourous (yeah, right). Of course 
scrappers’ enhanced attributes make them ideal 
skullcrackers, so there should be more coming 
soon. King likes to plan ahead, and to that end 
he’s come up with the following simple rules: 

1. N o  more than half of any skullchucker 
team may be augmented. Period. 

2. As with normal skullcrackers, no blade or 
spikes. Scrappers with pointy or sharp things on 
their augmentations have to remove them. 
3. Scrappers with more than two augmented 

limbs are not permitted to play. 
Other than those three stipulations, King has 

no problem with scrappers playing, and is in fact 
a bit anxious to see what an augmented player 
or two might do for attendance. 

In the back of his head, King has dreams of 
an all-augmented skullchucker league, should 
Gash‘s work become widespread enough. His 
greedy little heart skips a beat every time he 
thinks about it. 

F $ N € 2 5 F o K - E  
So what does your posse get for all this risk? 

Fame and fortune, friends. 
To even try to get into a real match, a team 

has to pay a $1,000 entry fee to Mr. Bill King- 
that makes sure every clown in Junkyard doesn’t 
try to break in just hoping to get lucky. Once the 
fee is paid, the team is put into the “challenger’s 
circle.“ 



The challengers play a game a week for an 
entire month. After the fourth week, the five 
teams with the best records become the teams 
for the new "season." If there are more than five 
teams tied for first place, they play off over the 
next week until five remain. 

These five now join the winner of the last 
season to form a six-team league. After a two- 
week break to recuperate from the challenges, 
two of the teams play each Saturday afternoon 
at 6 P.M. After every team has played every other 
team three times (15 weeks), King sponsors a 
"championship" match between the two teams 
with the best records. The winners get a $2,000 
bonus on top of anything else they manage to 
make on the sideline. 

There are no "salaries" for skullchuckers. 
Players win as much as they can bet on the 
sidelines. Few people take bets on teams during 
the challenge period. Once the real season is 
started, however, there's no shortage of folks 
willing to risk their money on a wager. 

Once the entire 16 weeks is over, King takes a 
month off and then starts the process all over 
again. The previous season's champion always 
gets a slot in the next season and does not have 

to participate in the challenge stage. A s  
mentioned in T h e  Tombstone Epitaph's Guide to 
the City  0' Gloom, King intends to hold a huge 
tournament in August of '77 with a $5,000 purse 
up for grabs. 

C.LRYET~ T ~ p 6  
The current champions from last season are 

the Morgan Maulers, led by Jesse "the Pummeler" 
Moran. The Maulers lost only twice all last 
season, and they look good for this next one as 
well. The team has just added a top notch 
skullcracker, a hulking Swede named Torvald 
Sigmundsson. 

They won't have an easy time of it, though. 
The Junkyard Dawgs are looking good this 
season, as are some of the out of town teams 
like the Bountiful Bashers and the Ogden 
Outlaws. The tastelessly named East End 
Madmen made a name for them selves with their 
reckless tactics last challenge period, and the 
Iron Dukes, and the Factory #12 Falcons also 
seem to be in good shape for the tourney. 

And these are just the best known teams. 
There will be host of others contending for 
King's $5,000 next August. 



FL?4-YNG 5 w J L c W c m  
That’s how the game works as  far as  your 

hero is concerned. A s  a player, you need to know 
how to handle detailed maneuvers and such in 
the game. We’re going to change the way the 
basic Deadlands combat mechanics work a bit to 
make skullchucker easier to handle. 

*ED 
Once the pistol fire and the games starts, 

skullchucker is played out in rounds, just like 
combat. The Deadlands combat system is 
designed around shooting and fighting. For 
skullchucker, movement is much more important 
and must be simplified, so we suggest you use 
the following system. 

Every player rolls Quickness as usual, and 
draws a card for every success. All players on a 
team (both heroes and any extras) use the same 
Action Deck, but each team uses its own deck. 

Here’s where things get different. Rather than 
keeping all the cards like normal, every player 
keeps his highest card and discards all the 
others. This is when your character acts. Faster 
characters don’t get more actions, but they do 
have more chances of getting a high card. The 
Marshal does the same for all skullchuckers or 
splitters not controlled by a player. 

The Marshal counts down from Ace to Deuce 
as  usual, with the red Joker being the highest 
card and the black Joker the slowest. When your 
character’s Action card is called, your character 
can act or he can put it up his sleeve. 

Using a cheat card works just like in the main 
game. The character can go whenever he wants, 
but if he wants to interrupt an action, he has to 
beat whoever’s going already in a Quickness 
contest. 

MC”T 
Time moves a little faster when playing 

skullchucker. Your character can walk up to half 
his Pace (usually Nimbleness) in tiles, straight or 
diagonally. Anything over half Pace is running. 

When running, a character can pick up his 
Pace to gain an extra d4 tiles of movement at a 
cost of 1 Wind. 

k7- 
On a character’s turn, he can move and 

perform any one other action. If he runs during 
his turn, he must subtract -4 from any physical 
action rolls (such as throwin?. 

A player who wants to conduct an action that 
has a Speed higher than 1 must “save“ his action 
each turn until it is time to act. See what we 
mean about time going faster? 

As  long as  the skullchucker game is in 
rounds, characters acting outside of the arena 
use these rules as  well. Say a sniper wants to 
fire a rifle into the pit (hey, it happens). Rifles 
have a Speed of 2, so the shooter must either 
fire from the hip (a -2 penalty) or prepare the 
gun on one action and fire on the second. 

54ULLctwcm’ 
Skulls weren’t made for throwing, so they have 

a Range Increment of 2. Getting one inside a 
goal has a modifier of -6. Of course a character 
standing right beside a goal doesn’t have to 
throw it. If she’s adjacent to a goal, the skull 
automatically goes in unless someone opposes 
her. 

or the player with the skull and manage to 
interrupt his opponent, the two make opposed 
Strength rolls. If the character with the skull 
wins, it goes in. Otherwise the character is 
blocked and cannot try again until her next 
action. 

If another character can get to the to the goal 

D ~ E M  ~ ~ c . c - ” ’ c ~  
When you play skullchucker, someone is 

going to get hurt. It’s part of the nature of the 
game. Most of the time, the skullcrackers choose 
to do nonlethal damage with their clubs, as 
beating someone to death in the arena is 
grounds for ejection. However, some ’crackers 
have been know to take a cheap shot from time 
to time, doing lethal damage. People don’t die 
often in skullchucker games, but it can happen. 

The worm-hide uniforms that the players wear 
aren’t thick enough to provide any real Armor, 
but they can cushion a hit from a skullcracker’s 
club. The worm-hide suit subtracts ld6 from 
nonlethal damage only, while the helmet 
subtracts 2d6 from nonlethal damage, and ld6 
from lethal damage. 

RowL€- (--rYplc$-L ~ U _ C t c U C ~ ~ )  
Corporeal: D:3d6, N:3d8, S:2d8, Q:2d8, V2d8 
Fightin’: brawlin’ (skullchuckers) or club 

(skullcrackers) 3d8, throwin’: skulls 4d6 
Mental:  C:2d6, K:ld6, M:2d8, Sm:ld6, Sp:2d6 
Area knowledge: Junkyard 2d6, leadership 

Gear: Skullchucker armor, skullcrackers have 
(captain only) 2d8, overawe 2d8 

wooden staves (STR+ld4, Defensive Bonus +2). 



TTNT~ ft-pTI-ru- 
Deftness 3d6 

Shootin’: shotgun 1 
Shootin‘: pistol 3 

Nimbleness 4d10 
Climbin’ 1 
Dodge 3 
Fightin’: brawlin’ 5 
Sneak 1 

Quickness 3d8 
Strength 4d12+4 
Vigor 2d10 
Cognition 2d6 

Search 1 
Knowledge ld6 

Area knowledge 2 
Mien Id8 

Overawe 3 
Smarts 2d6 
Spirit 4d6 

Faith 1 
Guts 3 

Wind: 16 
Edges: 

Brawny (Size 7) 3 
Belongin’s (piston 

Thick-skinned 3 
Hindrances: 

Big britches -3 
Illiterate -3 
Miser -3 (You’re 

saving up for 
another 
augmentation.) 

Ugly as  sin -1 

arm) 3 

Gear: Piston arm, $2 

P € T 5 S & L f N  
I used to work on the railroads, but I got fired 

for gettin’ in a fight. A pal 0’ mine-he’s dead 
now-said I could make money in the factories 
here. That’s a lie. 

But I found my calling. I’m a skullcracker. I 
made a bundle in my first match before I got my 
own head split. That’s when I realized what I 
needed was a little more strength. That Gash 
fellow-he’s creepy, but his stuff works. Watch 

me crush this brick! 

e!” 





-rK#Tf- t- I$-pTITvm R x 5 o y A . L f T y  
Deftness Id8 

Nimbleness 2d6 

I was with the Saints in Missouri, during the 
bad times. Had an uncle killed at Haun’s Mill. I 
learned a devout man must sometimes become a 
vessel for the Lord’s fury. 

Now I protect my flock here in the Valley of 
the Saints There’s trouble enough for a 

legion of Elders. Salt rattlers, murders, 
mayhem, debauchery, and the pollution 
of Junkyard. It’s enough to test anyone‘s 

Between this Peacemaker and the 
Book of Mormon, I don’t reckon 

Shootin’: pistol 3 

Climbin’ 1 
Sneak 1 

Quickness 3d6 
Strength 4d6 
Vigor ld6 
Cognition 2d10 

Scrutinize 3 
Search 1 

Knowledge 3d8 
Academia: occult 1 
Area knowledge 2 
Medicine: general 3 
Professional: theology 3 

Overawe 3 
Persuasion 2 
Tale-tellin’ 2 

there’s anything I can’t handle. 

Quote: “That reminds me of 
something that happened 
to the Prophet once in Mien 4d10 

Smarts 2d6 
Spirit 2d12 

Faith: 

Guts 3 
Wind: 18 
Edges: 

Arcane 

Mormonism 

background: 
blessed 3 

Friends in high 
places (the 
Mormon 
Church) 3 

Hindrances: 
All Thumbs -2 
Loyal (to Church) -3 
Poverty -3 
Intolerance (Missourians) -2 

Cloak, consecrate armament, 
Miracles: 

devil’s plaything, protection. 
Gifts: Hardy, refuge 0’ faith. 
Gear: Double-action 

Peacemaker, box of shells, 
Book of Mormon, $232. 









Joseph Smith left a number of artifacts in his 
wake. From his days as  a gold-digger through 
the translation of the Mormon Bible and his 
days at Nauvoo, most every "holy" object he 
made use of is now a relic. When the mantle of 
leadership passed on to Brigham Young, he 
became a source for the creation of new relics. 
Between these two men, Hellstromme, and the 
often bloody history of the Mormons, many 
strange relics have emerged. 

Though some of these relics were active 
before the Reckoning, they've become doubly 
powerful since. Maybe the Powers-that-be 
decided the Mormons-and the rest of the world 
-needed a little extra assistance these days. 

The Marshal should let a player read only 
about a relic he's found, and then only after he's 
learned most of its powers the hard way. 
Afterward, he can read the fine print to help the 
Marshal handle the details. 

TWE B0o.K OF 
M m ! a ,  W N ~ G  

The first printing of the Book of Mormon is a 
hard read. It's full of grammatical mistakes and 
misspellings. The Prophet never claimed to be a 
great writer, only a translator of a holy scripture 

Five thousand of these were printed. Most 
have survived until 1876. A Mormon preacher 
with one of these is a force to be reckoned with. 

Power: When on his person, a character may 
add +2 to his faith: Mormonism rolls. 

Taint: None, except that there are a lot of 
Mormons out there who'd like to have such a 
valuable artifact. 

The Expositor was the first major internal 
opposition to the Mormon way. Smith responded 
with a heavy hand and had the papers 
confiscated and the presses burned. 

Since the Reckoning, the surviving copies of 
this paper have been imbued with a power more 
sinister than it might at first seem. 

Power: When a copy of the Expositor is read 
and then carried by a person, it makes him 
totally immune to any miracle cast by a 
Mormon. I t  is also the only proof against certain 
other artifacts, such a s  Joe's pistol. 

In these cases, any "normal" function of an 
artifact works normally, but any magical effects 
are negated. Thus Joe's pistol would still hurt 
like the Dickens, but even a non-Mormon might 
live through being shot by it. 

instantly knows carrying it makes him immune 
to Mormon divine powers. If he was already a 
Mormon, he can do what he pleases with it. If 
he was not a Mormon, he can never become one, 
and gains a 3-point intolerance Hindrance of all 
Saints. 

Taint: After reading the Expositor, a character 



’’FM vOT‘5‘’ 5+l3€3 
Captain “Fear Not” Patton shone early in the 

history of the Danites. He was killed in Missouri 
while routing a more-numerous mob of 
“exterminators.” The Missourians were so 
humiliated they, responded with the massacre at 
Haun’s Mill. 

Fear Not’s saber was preserved by his men, 
and these days it’s carried by the de facto leader 
of the Danites, Jeb Morgan. 

Power: Patton’s saber causes STR+2dlO 
damage. 

Taint: Non-Mormons who see the saber in 
battle are enraged and always direct their 
attacks to its wielder. 

The “handcart tragedy” described in Chapter 
One was one of the Mormons’ most hard- 
learned lessons. Hundreds of trusting 
immigrants pushed these miserable barrows 
across the High Plains. Many starved or froze to 
death during the trek. 

Most of the handcarts sat unused until the 
ghost rock mines were opened in ’70. Afterward, 
they were sold to miners by survivors. They use 
them in the hills to haul ghost rock from the 
mines to the oreways, not suspecting that their 
very lives are being drained away. 

Power: None. This is one of those “bad” relics. 
Taint: Whoever uses one of these handcarts, 

even once, begins to slowly starve and freeze to 
death. Treat this as a fatal ailin’ Hindrance. 

Getting rid of the cart is easy. If a blessed 
makes a Fair (5) exorcism roll (there is no 
opposed spirit), or it is simply abandoned, the 
owner quickly recovers. The problem is there’s no 
real way to tell the cart is the cause of the 
sickness. Most of the miners who use them 
mistakenly think they have ghost rock fever. 

realize a cart was of the old type used in the 
“handcart tragedy” of ’55 through ‘60. The 
character might then realize the problem 
himself, or she can make a Fair (5) academia: 
occult roll to realize it is now cursed. 

~ I C Y W E ‘ S  BL!J€RNT.5 
Professor Darius Hellstromme always looks to 

the future. His past designs are usually discarded 
and later burned to hide his often sinister 
experiments. A few, however, have been salvaged 
from the incinerator and sold on the black 
market of the City 0’ Gloom. 

A character who makes a theology roll might 

Power: Any mad scientist constructing a 
gizmo using one of the Hellstromme’s blueprints 
may add +6 to his tinkerin‘ roll. All these 
blueprints have a base Reliability of 16. (Note 
that using a blueprint allows a mad scientist to 
skip the first two steps in the creation process.) 

Hellstromme’s blueprints, but the professor cares 
little for social mores when devising his gizmos. 
The components are often illegal if not 
downright disgusting. People parts figure into 
several of his devices, as well as  human blood, a 
person’s willpower, live jackalopes, and the like. 

(7oE’5 %F STCIICE 
Before the discovery of the Golden Plates, 

Joseph Smith used a “peep stone” to find buried 
treasure and locate water. I t  looks like a white 
rock about the size and shape of baby’s foot. 

Brigham got hold of the peep stone after Joe’s 
death. He uses it to keep tabs on his enemies 
and find them when they must be dealt with. 
That’s why so few escape his wrath. 

Power: Once per day, if the user makes a 
Hard (9)faith roll, he receives a vision of any 
person, place, or thing he concentrates on. This 
doesn’t give the wielder any special knowledge 
of the location unless he‘s familiar with the area 
seen in the vision. 

Taint: None. 

Taint: There is no actual taint to 

When Governor Boggs issued his 
extermination order, Joe Smith purchased a 
brand new Colt Paterson Belt Model .31 revolver. 
He swore that his firearm would kill any Gentile 
who tried to hurt him or his flock. He would 
never miss, and his victims would never survive. 

Power: Any character may use this weapon, 
but only a character with at least 1 point of 
faith: Mormonism can tap into its awesome 
power. When fired by a Mormon, the shooter and 
his target have afaith contest. If the shooter 
wins, his target is shot in the heart and dies 
instantly. Otherwise she takes normal damage. 

The Belt Model’s power does not work on 
objects, animals, creatures, or undead (or other 
creatures that don’t have functioning hearts). It 
does work on “human” abominations (like 
Reverend Ezekiah Grimme). Curiously, it also 
works against other Mormons. 

Belt Model and a whole host of other new 
weapons, see the Law Dogs sourcebook. 

For complete statistics on the Colt Paterson 

Taint: None. 



For whatever reason, the Mormon’s first 
attempt at business failed horribly. Their bank in 
Kirtland, Ohio, cost several men their fortunes, 
ruined the Saints’ reputations, and generally 
proved the second greatest mess in their history 
(Mountain Meadows being the biggest mess). 

Unfortunately, a few unscrupulous individuals 
are still trying to get rid of their Kirtland Bank 
notes. They’re worth less than zero if that’s 
possible, and every Mormon and most every 
Gentile knows that. A newcomer to the city 
might not. Unfortunately, the notes are worse 
than worthless. They’re cursed as well. 

Power: They’re literally not worth the paper 
they’re printed on. 

Taint: Anyone who accepts a Kirtland Bank 
Note as payment gains the poverty Hindrance. 
Whatever they do is doomed to failure, and any 
money they get is squandered, lost, or stolen. 

Like any good cursed relic, a character can’t 
get rid of a Kirtland Bank Note. I t  can’t burn, and 
if thrown or given away, it turns up in her 
wallet, pocket, or whatever the next time she 
goes to pay for something. 

There are only two ways to get rid of the 
notes. The first is to “buy” something from 
someone else. Anyone who’s been in Deseret 
knows better to take the note on a Foolproof (3)  
Smarts roll. Assuming a cursed note is accepted 
by some poor sodbuster, he isn’t going to be 
happy when he finds out he’s been swindled. 

Alternately, an Incredible (11) exorcism roll 
(with no opposed Spiritlallows a body to get rid 
of the notes, but not destroy them. The hero can 
hide them, bury them, sink them in the Salt 
Lake, whatever they want to do, but the notes 
cannot be actually destroyed. 

I 5  KWz 
John D. Lee was executed for his part in the 

Mountain Meadows Massacre. He claimed to the 
minute he died that many other Mormons were 
involved-including the President himself. 

True or not, the knife he used to betray the 
settlers’ trust at Mountain Meadows continues 
its dirty work to this day. 

Power: When used on an unsuspecting 
opponent, the knife causes STR+3d6 damage. 

Taint: Whoever wields the knife seems 
trustworthy enough to strangers, but not to 
those close to him. Whenever anything strange 
happens, they suspect him first. The knife can 
even create subtle illusions to make its owner 

seem guilty. Its most common trick is to wait 
until its owner is found in some suspicious 
circumstance, such as with a dead companion. 
Then, though it hasn‘t been used in days, its 
blade is covered in fresh human blood. 

Ttk€ b5TT€CCXD 
Martin Harris, one of the first Mormon 

converts and the man who funded the first 
printing of the Book of Mormon, never got along 
with his wife. In fact, she was so disgusted with 
Joe Smith that she hid a portion of his first 
translation of the Golden Plates. These pages 
were never recovered, and have since become 
known as the “Lost Record.” 

What few know, including Martin Harris 
himself, is that Mrs. Harris hid the Lost Record 
under a panel in his traveling trunk. She left him 
before ever deciding what to do with it, and 
Harris wound up carrying it with him across the 
United States to Utah. 

Last year, he sold his old trunk to Mr. 
Danwoody at the furniture factory. The almost 
empty trunk now sits waiting for someone to 
buy it and discover an incredibly valuable-and 
dangerous-f ind. 



Powers: A Mormon who reads the Lost 
Record instantly gains a point of fuith. Once 
revealed, the Lost Record is worth a minimum of 
$10,000 to the Church. Any more would be 
considered extortion, and Brigham wouldn’t 
hesitate to turn the Danites loose. 

artifact (to the Mormons) is taint enough. 
Taint: What to do with this near-priceless 

M m a  TT= 
Scattered throughout Deseret are trees with 

bell-shaped fruit. Mormons claim the fruits are 
sweet and have a healing power. Gentiles say 
they taste like guano and won’t heal a fleabite. 

Power: By eating a fruit from a Mormon tree 
and making a Fair (5)fuith: Mormonism roll, a 
character can automatically heal 1 wound level 
and all Wind. The faithful can eat as many fruits 
as they want, but only one grants a healing 
effect in a day. If the first roll is failed, the 
Mormon does not gain any benefits that day 
other than a full stomach. 

In fact, it tastes like buffalo chips. 

Gentiles. 

Non-Mormons get nothing from Mormon fruit. 

Taint: None, except how they taste to 

UMM +ND T~CUMMM 
The Umim and Thummim stones were what 

allowed Joseph to translate the “Golden Plates” 
into the Book of Mormon. They stayed in 
possession of his family for a long while after 
his death, but Brigham recently acquired them 
after learning how useful Joe’s ”peep stone” was. 

The Umim and Thummim no longer allow 
translating. That function was already fulfilled. 
These days, the stones grant the faithful the 
ability to see through lies of any sort. 

Powers: When holding the Umim and 
Thummim, the user can see through illusions 
and lies of any sort. Magical effects as well as  
natural disguises are all transparent to whoever 
wields the Umim and Thummim, and the holder 
automatically knows when someone is lying to 
him. N o  roll is required, but a character must 
have faith: Mormonism at level 3 or greater 
before the stones grant their power. 

Taint: None. 

T+E Iv%rm~ KEI 
This small rusted clockwork key is the master 

winding key that Dr. Erwin Gottleib used to wind 
his clockwork cats. His horrific death has 
charged the key with a strange power. 

Power: The holder of the key can control the 
actions of up to his their Smurtsdie type in 
clockwork cats simply by concentrating on what 
he wants the cats to do. The cats obey without 
question and carry out the key holder‘s 
commands to the best of their abilities. The cats 
refuse to venture more than about a mile from 
their Junkyard home. The holder also gets level 3 
in the tinkerin’ Aptitude as  long as  he holds the 
key, and cannot be directly attacked by the cats. 

Taint: The taint of this item depends largely 
on how the key holder treats the clockwork cats. 
If he treats the cats as mere machines, 
repeatedly placing them in danger, the cats will 
eventually turn on their master. While they can’t 
attack the key holder directly, the cats follow 
their master secretly, waiting for a chance to 
cause an accident or for him to drop the key. 

If the key holder treats the cats nicely, they 
have problems of a different source. The cats 
have never really known any sort of affection 
before, and they become totally devoted to the 
hero. The key holder finds himself beset by 
attention-starved clockwork cats at the most 
inconvenient moments, emitting metallic mewing 
and purring noises. Of course, no matter how 
cute the cats seem, they continue to kill other 
folks just like normal. 







It’s time for the good stuff. You know the drill, 
Marshal. The badges in Posse Territory point you 
to all the goodies tucked away back here. 

Most of the major events in Deseret are 
influenced or directly caused by just a few 
powerful forces. Here’s some of the dirt on the 
Mormon state’s most powerful men, Brigham 
Young, Dr. Hellstromme, and Smith & Robards. 

Brigham is very complex. He sincerely believes 
in all he does, and he does a lot of good. He can 
also be merciless towards his opponents. 

The Danites are very real, and Brigham does 
use them frequently. He considers Mormons who 
lose their faith traitors, and in the most extreme 
cases (where Brigham feels there’s some very 
real danger to his people), he’s been known to 
turn the Danites loose on them. 

Physically, Brigham is f i t  and trim, but the 
stress of leading the Church has taken its toll. 
Recently, he suffered a major heart attack. He 
lived, but he wondered if his time on earth was 
at an end. One of the Apostles, Orson Pratt, 
visited Brigham as  he recovered and laid on 
hands, praying to the Lord to keep him alive. 
God must have listened, for Brigham’s condition 
passed, and he has felt fine ever since. 

Brigham’s a pretty big player in the Weird 
West, and we’re going to leave his profile a 
mystery for now. We don‘t want your posse 
killing the leader of a major religion now, do we? 

We can tell you a little about Brigham, should 
the heroes ever encounter him personally. As the 
head of the Church of Latter Day saints, 
Brigham Young is of course, blessed. He has 
access to any miracle you feel necessary, but 
like any true believer, Brigham knows to call on 
Divine aid only in dire emergencies. 

He carries a copy of the Book of Mormon, lst 
printing (see Chapter Three), with him at all 
times, and has Joe’s peep stone and the Umim & 
Thummim in his possession. Brigham does not 
usually travel armed. He relies in his faith to 
ward off his enemies. 

BQ4fCW t * R E  
Brother Brigham knows Hellstromme is 

reckless, dangerous, and murderous. He also 
knows Hellstromme converted only to live in 
peace in Salt Lake City. He  has no true faith and, 
in fact, is an atheist. 

So why does a holy man maintain such a 
close relationship with the devious doctor? For 
one thing, Young watched the Mormons founder 
at Nauvoo when they had no industry to support 
their society. Hellstromme provides Salt Lake 
City with the means to survive. He employs 
hundreds, and has caused thousands more to be 
employed by other inventors mimicking his 



processes or manufacturing his inventions. It is 
also Hellstromme who provides the city with 
drinking water, power, and a reputation as  the 
most technologically advanced city on earth. 

But even all those things would not let 
Brigham turn a blind eye to Hellstromme’s 
misguided evil if he didn’t think a greater good 
was served. The real reason he continues his 
relationship with the Weird West’s foremost mad 
scientist is because of the one revelation 
Brigham received in his life. Young foresaw that 
Dr. Darius Hellstromme would one day bring 
about a Hell on Earth. Young also foresaw that if 
he fought Hellstromme, he would lose, and there 
would be no one left to carry on the fight. His 
only chance to change the future is to bring 
Hellstromme into the fold. 

Brigham has since learned that Hellstromme 
is not truly evil-he just has an incredible lust 
for knowledge and will do anything to acquire 
more. He does not kill his opponents out of 
hatred. The victims of the famous “drainpipe 
incident” were meant merely as  an unmistakable 
warning not to interrupt his work. 

Brigham believes he can change Hellstromme, 
but he cannot expect to make the mad scientist 
see the cost of his experiments overnight. I t  may 

take a tragedy or two before Hellstromme slows 
down long enough to understand the forces he’s 
unleashing. 

Hellstromme is important enough to the 
Church that he knows positively of the existence 
of the Danites. He’s been told that the Danites 
who operates against him have gone rogue, and 
that the rest of the group is trying to hunt them 
down. That’s not exactly true, as you’ll see below. 

&G-t+M &%TU & yOl$LFD5 
Brigham sees Smith & Robards as  another 

check on Hellstromme. Should the Doctor ever 
come close to fulfilling Brigham’s apocalyptic 
vision, he knows he may have to rely on 
weapons or machinery from these ingenious 
Gentiles. The wily Saint knows that it always 
pays to plan for the future. 

Occasionally, Brigham causes Smith & 
Robards some minor inconvenience to prove to 
Hellstromme that “the Church is on his side.” If 
they’re late with their tithes, for instance, 
Brigham sees that they’re charged an exorbitant 
late fee, plus interest, plus reimbursement for 
making the tithe-collectors come out to the 
compound, and so forth. Other than financial 
harassment. he leaves them alone. 

Right now, Dr. Darius Hellstromme is just as  
evil as  the Epitaph paints him. His armies of 
automatons, clockwork spiders, and ruthless 
enforcers carry out his instructions with ruthless 
efficiency. Hellstromme never takes part in the 
violence himself. If he did, it might cause him to 
dwell on the destruction and misery he’s 
causing-a subject he keeps carefully suppressed 
deep in his subconscious. 

Hellstromme is a Freudian dream. His mind 
operates at a thousand miles an hour. He 
literally does not allow himself to dwell on 
emotions or think about the human 
consequences of his actions. He considers only 
causes and effects. It doesn’t bother him that the 
destitute are sacrificed to make the zombie 
brains he uses in his automatons. He merely 
concentrates on the scientific process of 
creating the melding of flesh and metal. 

His mania was triggered when his post in 
India was overrun by Sikhs and his wife Vanessa 
was slain. It’s an old story, but that doesn’t make 
it any less real for Hellstromme. That’s why he 
keeps his mind racing, to escape the ever- 
approaching pain. It’s a race he’s destined to 
lose, for one day his actions will catch up with 



him. Then perhaps he‘ll see the error of his 
ways. Brigham Young believes so. The real 
danger is what kind of tragedy Hellstromme 
must cause before he understands the 
consequences of his actions. 

As  for Hellstromme’s profile, we’re going to 
leave it blank. That way there’s a little less 
chance your posse can kill him. Hellstromme 
has a big part to play in the future of the Weird 
West, so you don’t want him getting planted in 
Boot Hill. Use Hellstromme as a plot device, not 
a monster with a bounty stamped on its head. 

Darius sees the Mormons as  a convenient 
family. Mormonism itself he gives little thought. 
His rational mind finds it hard to believe there 
are such things as  “golden plates” or even God, 
but he’s seen Brigham’s Umim and Thummim, so 
he knows there’s at least some truth to the 
origin of this growing religion. 

-~€ .LP~RCNPCE 6 5 T - K  6 TOwD5 
Darius’ relationship with S&R is an interesting 

one. Though they do fight on occasion, they are 
not true enemies. Neither are they allies, and it 
is doubtful they ever could be. Eventually, 
Hellstromme believes he may need to bomb their 
hilltop compound but for now, Hellstromme is 
content to study their gizmos and use their rails. 

fC-ELLf-rFrnE 6 BFa4H-pM 

Smith & Robards’ story was told in the book 
of the same name. What we didn’t tell you much 
about was their relationship with Young and 
Hellstromme 

5 f T f C  6 ~OE+TD5 6 YcIM4 
Smith & Robards, both the company and the 

men, are rarely thought about by the Mormon 
public. They have very little impact on Salt Lake 
City, and they employ only a few hundred of the 
quietest and least troublesome folks in Junkyard. 

Most Mormons don’t have a lot of use for 
Smith & Robards’ goods. Hellstromme Industries 
or any number of other factories can make their 
more utilitarian gizmos, and the Nauvoo Legion 
provides all the firepower the citizens need. 
Unless Young tells them otherwise, they see 
Smith & Robards as a strange but harmless 
fixture of the Gentile community. 

Smith & Robards see the Mormons in the 
same light. They aren’t great customers, but they 
provide a secure environment for their factory. 

Neither Smith nor Robards are fans of 
Brigham Young, however. Smith sees him as a 
tyrannical, murderous cultist. Robards agrees, 
but also knows the security of their company 
rests in Brigham’s hands, so he’s publicly 
supportive of the President. 

%TU 6 vO€+TD5 6 fC€LGTCWE 
The world pictures Hellstromme seething in 

his desert fortress, glaring balefully at Smith & 
Robards. That’s true on occasion, but what few 
know is that he’s one of their biggest customers. 
It’s not exactly a secret-every employee at S&R 
knows it, but Hellstromme doesn’t advertise the 
fact. He prefers to quietly dissect their 
“amateurish inventions” and steal the best ideas 
to use in his own infernal devices. 

The real thorn in Hellstromme‘s side is the 
Denver Pacific Railroad. Its a tantalizing morsel 
dangling before him; if he could purchase it, he’d 
win the race to the City of Lost Angels for sure. 
But of course Robards isn’t willing to sell, so 
Hellstromme has set his mind to ensuring their 
stubbornness can’t affect his plans. See page 111 
for more information on the doctor’s secret rail 
line. 



The ghosts of Mountain Meadows were ”alive” 
before the Reckoning. Like most spooks during 
that time, they appeared only rarely and could 
affect the physical world only under certain 
conditions. Today, they have a little more power. 

Unfortunately, the Reckoning twisted their 
justifiable vengeance into something far darker. 
On the anniversary of their deaths, September 11, 
they slay one of those who participated in their 
betrayal and massacre. If that was the extent of 
the ghosts’ vengeance, it would likely be 
overlooked by even the most pious souls. But the 
ghosts’ anger has spread from only those 
responsible for their murder to all Mormons. The 
ghosts now appear en masse each moonless 
night in the City 0‘ Gloom to slay a Saint. 

Their methods are particularly disturbing. 
Every night there’s no moon visible in the sky, 
their leader, “Jack,” materializes in the flesh. He 
wanders the streets of Salt Lake City and 
mingles among any group of the living he can 
find-bloodsport crowds are common prey. He 
speaks to a group of onlookers as if he is a 
friend, and he eventually finds one who 
proclaims himself a Mormon. Later, Jack pries 
the victim away from any others and leads him 
into the darkness. There the rest of the 
Mountain Meadows’ ghosts materialize as bloody 
corpses with long, jagged nails. Jack also 
changes his form, and the group tears the poor 
soul to pieces with their bare hands. 

When Jack first reveals himself, he has a 
Terror score of 13. The victim’s guts check is 
usually bad enough to keep him from putting up 
much of a fight. The ghost are all immune to 
any sort of harm, sucking up even the worst 
damage without even blinking. A s  well as being 
their leader, Jack is the ghost’s only weakness. 
See the profile below for details. 

There is only one way to permanently stop 
the ghosts. Someone has to find all their bones 
and properly bury them in sanctyied ground. If 
this isn‘t done, the ghosts continue on their 
murderous rampage until all the murderers who 
participated in their massacre are dead. About 20 
remain, so many innocent Mormons will die in 
the meantime if the ghosts aren’t laid to rest. 
Just a few of those who must die to satisfy the 
ghosts’ lust for revenge are O.P. Rockwell, Jeb 
Morgan, and Bill Hickman (see Danites). As 
Hickman is currently in Washington, DC, the 
ghosts may be around a while. 

ktAT+N M€+DCN5 GW5T5 
Corporeal: D2d6, N:2d6, S2d6, Q:2d6, V2d6 
Fightin’: brawlin’ 3d6 
Mental: C:2d6, K:2d6, M:2d6, Sm:2d6, Sp:3dlO 
Jack in human form: Persuasion 4d6, scrutinize 

4d6, trackin’ 3d6 
Size: 6 
Terror: 11 
Special Abilities: 

Incorporeal: The ghosts are immune to most 
attacks, even though they’re tangible once 
they materialize. Bullets go right through 
them, flames burn but don‘t actually hurt 
them, etc. Magical weapons and abilities are 
the only way to harm them, but seeing a s  
there’s over 140 of the ghosts, even a soul 
blast hardly makes a dent in the horde. The 
ghosts’ weakness is Jack. If he is slain, the 
rest fade away for the night. Jack and the 
rest return the next moonless night to kill 
again, and this time they avoid any heroes 
who defeated them previously. 

difficult. The victim can only break free by 
rolling a Fair (5) Strength check and beating 
the ghosts’ roll by 2 raises. The ghosts’ roll 
is their Strength plus an additional ld20 (for 
all the extra hands attempting to hold the 
victim down). A blessed character may 
substitute faith for Strength, unless he is a 
Mormon. In that case, subtract hisfaith 
from the escape roll. 

Rend: The ghosts attack as  a frenzied group. 
Roll ld4+3 fightin’attacks per round. Each 
hit does STR+2 damage. 

Coup: All the ghosts must be laid to rest at 
once-they cannot be exorcised, and if they are 
“slain” singly they rise again the next 
moonless night a s  explained above. If the 
spirits are laid to rest and a Harrowed is near 
their bones, he gains the ghost power, or a 
free level in the ghost power if he has it 
already. 

A particularly creepy footnote to the Mountain 

Grapple: Escaping the packed crowd is 

TOWN D, M.5 &+E 
Meadows incident is that John D. Lee, the only 
fellow who was convicted of the murder, was 
tried and executed on the site of the Mountain 
Meadows Massacre in 1876. 

The entire area for about a mile around, 
centered on his grave, has become a deadland 
(Fear Level 6). Anyone kneeling by Lee’s grave 
may be shocked to see that the earth there 
oozes blood. 



T+E CML $w 
Both the North and the South eye Deseret 

carefully. Grant considers it another state in 
rebellion-and filled with dangerous religious 
lunatics as well (his view, friends.) If he can get 
the South whipped, he plans to put the Army to 
use bringing Deseret back in line. 

The doppleganger that is President Jefferson 
Davis sees Deseret as  a pawn in its evil game. 
Davis has sent several agents to Deseret to stir 
up anti-Union sentiments. Some of these will 
simply foment rebellion, but others have been 
told to murder Mormons in outlying settlements 
while wearing stolen Union uniforms. When this 
happens, cooler heads aren’t likely to prevail. 

The agents are waiting to see who wins the 
November Offensives. Then they’ll strike while 
the Union is too busy to pay attention. 

General Alexander Young is 35 years old and 
wise beyond his years. He does an excellent job 
of keeping his Legionnaires tough but fair, 
compassionate yet brutal when the time is right. 

General Young is a “hands-on” commander. He  
remains in Salt Lake City but tours the scattered 
“Mormon Forts” at least twice a year. His 
subordinates are expected to follow his 
commands to the letter, and if complaints are 
lodged by the locals the Legion protects, he 
enforces the strictest military discipline. 

The Legionnaires themselves are a hard lot. 
Most of them were soldiers in the Civil War 
before converting to Mormonism. Many found 
they had no useful skills in Deseret and didn’t 
want to work in the factories, so they returned 
to their old trades as soldiers. The best of the 
lot are honorable and equal to any other soldiers 
on earth. The worst are liars, and thieves hiding 
behind the uniform of the Nauvoo Legion. 

TY-PICL facaym~ 
Corporeal: D:2d8, N:2d8, S:3d8, Q:2d8, V4d8 
Climbin’ 2d8, dodge 3d8, drivin’: steam wagon 

2d8, fightin’ 3d8, horse ridin’ 5d8, shootin’: 
pistol 3d8, shootin’: rifle 3d8, sneak 3d8, 
teamster 4d8 

Mental: C:2d6, K:2d6, M:2d8, Sm:2d6, Sp:3d6 
Area knowledge: local area 4d6, faith: 

Mormonism 3d6, guts 4d6, leadership (officers 
only) 3d8, overawe 2d8, scrutinize 2d6, search 
3d6, survival: desert 3d6, trackin’ 366 

Gear: Horse, double-action Colt .45 Peacemaker, 
Winchester ’73, Bowie knife. 

TWE I5-k C t c p ~ . ~  
The Black Chaplains are very real. General 

Young or his father, Brigham, only call on them 
under the most dire of circumstances, usually 
when a supernatural evil has been discovered 
that the Legion is not equipped to deal with. 

There are four Black Chaplains (and several 
other lay clergymen who are being watched and 
groomed to join their ranks). The four are known 
only by their first names. Their last names have 
been dropped as a symbol of their sacrifice. 

The chaplains all carry Colt Walkers with 
blessed silver bullets. On their horses are 
Winchesters and shotguns with similar 
ammunition. They are authorized to purchase or 
appropriate any other equipment they need for 
their holy work. 

FMJ- 
Paul is the oldest of the Black Chaplains. He 

worked under the Prophet in the old days, before 
the Reckoning. H e  is a no-nonsense fellow who 
is as  merciless as the creatures he slays. He has 
black hair with a wide white streak along each 
side of his head-reminders of his encounters 
with the creatures of the night. 



FkOflLE 
Corporeal: D:3d8, N:3d8, S:3d8, Q:4d8, V3d10 
Dodge 3d8, drivin’: steam wagon 4d8, fannin’ 3d8, 

fightin’: brawlin’ 5d8, horse ridin’ 5d8, shootin’: 
pistol 7d8, shootin’: rifle 7d8, shootin’: shotgun 
5d8, sneak 3d8, speed-load 3d8, teamster 4d8 

Mental: C:4d10, K:3d8, M:4d10, Sm:4d6, Sp:4d8 
Academia: occult 6d8, academia: theology 4d8, 

area knowledge: Deseret 4d8, artillery 4d10, 
faith: Mormonism 6d8, guts 5d8, language: 
Paiute 2d8, leadership 5d10, overawe 5d10, 
scrutinize 4d10, search 3d10, survival: desert 
4d6, trackin’ 3d10 

friends in high places 5 (the Mormon Church), 
kemosabe (Paul has friends among the local 
Paiutes and Shoshoni tribes) 2, level-headed, 
rank 5, 

Hindrances:  Cautious, grim servant 0’ death, 
heroic, night terrors, obligation 5 

Miracles: Benediction, censure, devil‘s plaything, 
exorcism, lay on hands, protection, wrath 

Gifts:  Divine providence 
Gear: A s  above. 

Grit: 4 
Edges: Arcane background: blessed, brave, 

TouN 
John is the biggest of the four. He prefers to 

whack things with his holy hickory stick. He’s a 
burly soul, bald on top with brown hair clinging 
stubbornly to the sides of his pate. 

Corporeal: D3d6, N:2d8, S:4d12, Q:3d6, V3d10 
Climbin‘ 3d8, dodge 3d8, drivin’: steam wagon 

2d8, fightin’: club 5d8, horse ridin’ 4d8, 
shootin’: pistol 4d6, shootin’: rifle 4d6, shootin’: 
shotgun 4d6, sneak 3d8, speed-load 2d6, 
teamster 5d8 

Mental: C:2d8, K2d6, M:3d10, Sm:2d6, Sp:4d8 
Academia: occult 6d6, academia: theology 3d6, 

area knowledge: Deseret 3d6, faith: 
Mormonism 4d8, guts 4d8, overawe 4d10, 
scrutinize 3d8, search 2d8, survival: desert 4d6, 
trackin‘ 3d8 

- O W E  

Grit: 2 
Edges:  Arcane background: blessed, brawny, 

Hindrances: Curious, big ’un 1, obligation 5 
Miracles: Battle hymn, endure, protection, 

retribution, smite 
Gifts: Spiritual giant 
Gear: A s  above, plus a hickory stick (treat as  a 

brave, friends in high places 5 (the Church), 
rank 5 

club) 

L l J E  
Luke is the joker, though even he is grim 

compared to most. His jokes are generally 
morbid and grotesque, something Paul does not 
appreciate but John and David find amusing. 

Corporeal:  D:3d10, N:2d10, S:2d6, Q:3d10, V3d6 
Dodge 5dl0, drivin’: steam wagon 3d10, fannin’ 

6d10, fightin’: brawlin 2d10, horse ridin’ 4d10, 
shootin’: pistol 5d10, shootin‘: rifle 2d10, 
shootin’: shotgun 4d10, sneak 6d10, speed-load 
3d10, teamster 2d10 

Mental:  C:2d10, K:3d8, M:3d8, Sm:2d12, Sp:2d8 
Academia: occult 6d8, academia: theology 3d8, 

area knowledge: Deseret 3d8, faith: 
Mormonism 4d8, gamblin’ 3d12, guts 4d8, 
ridicule 5d12, scrutinize 5d10, streetwise 5d12, 
survival: desert 4d12 

ROFlL€ 

Grit: 2 
Edges: Arcane background : blessed, friends in 

high places 5 (the Church), rank 5, sand 2 
Hindrances: Curious, heroic, obligation 5 
Miracles:  Cloak, mercy, protection, sentinel 
Gifts: Magic resistent, wisdom 
Gear: A s  above. 

D~UD 
David is the most mysterious of the four. He  

was a famous gunslinger before joining the 
Chaplains, though only his three brother 
chaplains know what his name at that time was. 
He has sandy blond hair, chiseled features, and 
dark eyes that look a s  if they’ve seen far more 
horror than a normal man could handle. 

m0FILE 
Corporeal: D4d10, N:2d8, S:2d8, Q:5d12, V3d6 
Dodge 2d8, fannin’ 8d10, fightin’ 4d8, horse ridin’ 

3d8, quick draw 7d12, shootin’: pistol 8d10, 
shootin’: rifle 4d10, shootin’: shotgun 3d10, 
sneak 3d8, speed-load 5d10, 

Mental: C:2d8, K:2d8, M:3d6, Sm:2d8, Sp:2d6 
Academia: occult 7d8, academia: theology 5d8, 

area knowledge: Deseret 3d8, faith: 
Mormonism 4d6, guts 4d6, overawe 4d6, 
scrutinize 3d8, search 2d8, survival: desert 4d8, 
trackin’ 3d8 

Grit: 2 
Edges: Arcane background: blessed, friends in 

high places 5 (the Church), rank 5, two-fisted 
Hindrances: Grim servant 0’ death, obligation 5 
Miracles:  Dispel, hinder, lions den, protection 
Gifts: Refuge 0’ faith, zeal 
Gear: David carries 2 Colt Walkers. 



The Danites are indeed Brigham Young’s 
“Destroying Angels,” though Orrin Porter 
Rockwell is their leader in name only. O.P.’s 
second-in-command, Jeb Morgan, actually 
recruits Danites and plots out their missions. 

The Danites number about 30 men and 
women. By day, they’re normal folks. When they 
are called into duty, they don black suits and 
masks and leave their compassion at home. 

Their missions are many. The first and 
foremost is to smash any opposition to the 
Mormons before it gets a head of steam. That 
may sound ruthless, and it is, but the West is a 
dangerous and lawless place filled with 
desperate souls. Remember, too, that the 
Mormons have already faced murderous mobs in 
Missouri and Illinois. They have no intention of 
being run out of Deseret. If that means 
preemptively striking at the worst of the 
troublemakers, so be it. 

actions if they can avoid it. They are not above 
hiring thugs from Junkyard to take care of jobs 
that don’t require finesse as much as force. 

The Danites don’t always take a direct hand in 

TW+L DMTE 
Corporeal: D:3d6, N:2d8, S:3d6, Q:3d8, V3d6 
Dodge 2d8, drivin‘: steam wagon 2d8, fightin’ 3d8, 

horse ridin’ 4d8, quick draw 2d8, shootin’: 
pistol 4d6, shootin’: rifle 4d6, shootin’: shotgun 
4d6, sneak 4d8, speed-load 2d6, teamster 3d8 

Mental: C:2d8, K:2d6, M:3d6, Sm:2d6, Sp:4d8 
Academia: occult ld6, area knowledge: Deseret 

3d6, faith: Mormonism 3d8, guts 4d8, overawe 
4d6, scrutinize 3d8, search 2d8, streetwise 4d6, 
trackin’ 3d8 

Gear: Sidearms and knives, black clothing and 
masks that add +2 to sneak attempts at night. 

Jeb Morgan is the second in command of the 
Danites, although more and more he’s actually 
running the day-to-day operations of the group. 

Morgan is frustrated of late because O.P. 
refuses to take charge and doesn’t ever listen to 
Jeb. Even worse is the recent defection of Bill 
Hickman (see the next page). 

Morgan runs a tight ship. If he suspects any 
of his men are betraying him, he puts them in 
the cold ground and attempts to find out the 
truth later. 

TEE M ~ G M  



PROFILE 
Corporeal: D.3d8, N:3d6, S:3d8, Q:2d8, V3d10 
Dodge 3d6, drivin’: steam wagon 4d6, fightin‘ 4d6, 

horse ridin’ 4d6, shootin’: pistol 5d8, shootin’: 
rifle 6d8, shootin’: shotgun 3d8, sneak 4d6, 
teamster 5d6 

Mental: C:2d8, K3d6, M:2d10, Sm:3d6, Sp:3d8 
Area knowledge: Salt Lake Valley 4d6, faith: 

Mormonism 3d8, guts 4d8, leadership 2d10, 
overawe 4610, scrutinize 3d8, search 2d8, 
survival: desert 4d6, trackin’ 3d8 

Grit: 3 
Edges: Big ears, friends in high places 5 (the 

Hindrances: Loyal (to Danites), obligation 5 
Gear: Colt Peacemaker, scattergun. 

Church), rank 5 (Danites) 

OR y o c K v u  
O.P. Rockwell is something of a loose cannon. 

He  takes orders only when it suits him, and he 
often assassinates targets long before the 
Danites have even realized there was a problem 
to be dealt with. He never takes charge of the 
Danites, though he is their appointed leader. He 
prefers to do his dirty work himself. 

Hellstromme hates Rockwell and believes he 
is part of the “rogue Danites” working against 
him. Brigham defends O.P. and has warned 
Hellstromme that killing him would result in the 
“Church’s full retaliation.” That doesn’t mean 
Brigham approves of Rockwell. In fact, Brigham 
distances himself from this “dark angel,” but he 
can’t deny O.P.’s usefulness. 

For his part, O.P. thinks Brigham‘s “circus act” 
is amusing. He doesn’t understand why the 
President sends the Danites after Hellstromme 
with one hand and protects him with the other. 
But a s  long a s  he get enough money to keep 
him in rotgut whiskey and gets to kill folks on 
occasion, he’s happy. 

R O R E  
Corporeal: D:3d12, N:2d6, S:2d10, Q:3d8, V:3d10 
Fannin’ 3d12, fightin’: brawlin’ 5d6, horse ridin’ 

5d6, shootin’: pistol 6d12, shootin’: rifle 4d12, 
shootin’: shotgun 4d12, sneak 5d6, speed-load 
2d12, teamster 5d6, throwin’: knife 4d12 

Mental: C:2d6, K:2d6, M:3d6, Sm:2d6, Sp:2d6 
Area knowledge: Deseret 8d6 (he wanders a lot), 

gamblin’ 7d6, guts 7d6, scrutinize 3d6, search 
2d6, survival: desert 6d6, trackin’ 5d6 

Grit: 3 
Edges: Keen, kemosabe (Paiutes), level-headed, 

friends in high places 5 (the Church), rank 5 
(Dani t es) 

Hindrances: Bloodthirsty, ugly as  sin (0.P. wears 
a huge, dirty beard-Brigham once told him it 
protected him like Sampson’s hair.) 

Gear: Two single-action Colt Walkers, Bowie 
knife, shotgun on his horse. 

Young is trying to slowly bring Hellstromrne 
out of his mania. He believes one day the mad 
scientist will realize his mistakes, truly convert 
to Mormonism, and use his incredible mind for 
good. 

But there’s no need taking any chances. He’s 
told the Danites not to kill Hellstromme, but 
they should sabotage and disrupt his plans on 
occasion. Young believes that could lessen the 
chances that Hellstromme may bring about the 
end of the world by slowing him down and 
perhaps even destroying some particularly 
dangerous invention. 

Ttc~ DMTB 6 W R ~ G  

UHG WE D H T ~  
Jeb Morgan is very careful about exposing his 

people to danger. It’s easy enough to ignore a 
masked body should one of his soldiers be 
killed. Should one be captured alive, however, it 
could be devastating to the Danites and the 
entire nation of Deseret. 

For that reason, Morgan often employs 
outsiders for raids against Hellstromme. His 
agents might think they’re actually working for a 
rival factory, a railroad involved in the Great Rail 
Wars, or even Smith & Robards. The gunmen 
they sometimes hire could easily be your posse 
of heroes. A s  the Marshal, this is a great way to 
disrupt Hellstromme’s plans and involve your 
group in a little Church intrigue. 

&L tltcKb&N 
Hickman was the secret leader of the Danites 

for many years. He started killing back in the 
Missouri days and has made murder his stock in 
trade ever since. He’s been in on most every 
devious, underhanded murder in Mormon 
history-and a whole lot of killings that history 
knows nothing of. 

It’s never been proven the Church ordered, 
condoned, or even knew of Hickman‘s activities. 
Brigham says Hickman killed what he thought 
were foes of the Mormons, then tried to blame it 
on the Church when he was about to get caught. 

In any case, Hickman fled Deseret in ’72 to 
turn state’s evidence. President Grant has 
welcomed the former Danite with open arms, 
giving credence to his otherwise wild claims. 



Fear Level 3 

There’s a reason they call this place the City 

The soot gets into a person‘s lungs and slowly 

0’ Gloom. The soot does more than just make 
the place dark and dirty-it kills. 

chokes them to death. Every month a person 
lives in the City 0‘ Gloom, he must make a 
Foolproof (3)  Vigor check, or Fair (5) if he hasn’t 
worn a soot mask most of the time he’s out and 
about the city. If he fails, he loses 1 point of 
Wind forever. If Wind is ever reduced to half the 
character’s starting total, the TN of the Vigor roll 
is increased to Fair (5). At this point, the poor 
fellow is hacking up black gunk and blood every 
now and then, much like a consumptive. When 
Wind hits 0, he dies in a long, slow, agonizing 
week. 

The Mormon faithful use the better of their 
faith or Vigor to resist the effects of the soot. 
Those who make it avoid “black lung,” and their 
clothes and homes stay clean as well! 

has an address, since they have to license here 
to live in Salt Lake City. That’s why there are so 
many licenses. 

As  for the “tampering with the laws of God 
and man” license, that was cooked up when the 
late Dr. Tom Huntington built a ”trans- 
dimensional displacement device.” When he 
explained how it worked to some of his Mormon 
friends, they feared it might open up the doors 
of Hell itself. Check out Huntington’s Ruins later 
in this chapter, and you’ll find out that it did! 

Sheriff Waters isn’t a Danite, though one of 
his deputies is. They are told when the Danites 
will be striking, however, and are forbidden to 
intervene. 

That’s a bit of a problem for Waters. He was a 
lawman long before he became a Mormon. He 
believes in the Church, but he’s one of those 
who believes Brigham uses force far more often 
than is called for. 

He occasionally “makes a mistake” and 
intercepts the Danites activities (except when 
they have to do with Hellstromme-he’s never 
told about those missions). 

The bank is heavily guarded, but the rumor of 
the curse is nothing more than that-a rumor. 
The Bank President staged the incident a few 
years back to ward off real robbers. 

The two men who supposedly robbed the 
bank allegedly got in by walking through the 
very walls. They also “died” afterward and were 
put on display for a few hours at the City Jail. 

Truth is, both Buck McManus and Ralph 
Stiger are alive and well. They can be found 
running with the Scorpions these days (see page 
120). They were each paid $500 a piece to keep 
quiet. It takes twice that to get them to talk- 
they‘re as afraid of the Danites as  the next man. 

C .ZNET~ 
A s  Sally said, there’s nothing going on here, 

but it is sanctfied ground. 

G-I Y ++LL 
There’s nothing particularly exciting to report 

here except that the clerk of City Hall is a 
Danite. That gives him a list of every citizen that 



Young is furious with Waters, but the sheriff’s 
loved by the Gentiles. That makes Young both 
very angry and reluctant to dismiss him for fear 
of causing a riot in Junkyard. 

%€RIFF & L&T€Y5 
Corporeal: D3d8, N:3d6, S3d8, Q:4d10, V3d10 
Dodge 3d6, drivin’: steam wagon 5d6, fightin’: 

brawlin’ 3d6, horse ridin’ 5d6, lockpickin’ 2d8, 
shootin’: pistol 6d8, shootin’: rifle 3d8, sneak 
5d6, teamster 4d6 

Mental: C:3d10, K:3d8, M:2d12, Sm:3d8, Sp:3d6 
Academia: law 3d8, area knowledge: Salt Lake 

City 5d8, faith: Mormonism 4d6, guts 4d6, 
leadership 4d12, overawe 6d12, professional: law 
3d8, scrutinize 5d10, search 4d10, trackin’ 3d10 

Edges: Level-headed, law man 3 
Hindrances: Cautious, heroic, law 0’ the West, 

Gear: Steam wagon, double-action Colt .45 
loyal, obligation 5 

Peacemaker, Winchester ’73, Bowie knife, club. 

TW-L DEW 
Corporeal: D:3d8, N:3d6, S:3d8, Q:2d8, V4d6 
Dodge 2d6, drivin’: steam wagon 3d6, fightin’ 3d6, 

horse ridin’ 2d6, shootin’: pistol 4d8, shootin’: 
rifle 3d8, shootin’: shotgun ld8 

Mental: C:2d6, K:2d6, M:2d8, Sm:2d6, Sp:3d6 
Area knowledge: Salt Lake City 3d6, faith: 

Mormonism 3d6, overawe 2d8, scrutinize 2d6, 
search 3d6 

Gear: Double-action Colt .45 Peacemaker. 

W € T  $35 
A blacklisted character subtracts -6 from his 

persuasion rolls with Mormons for one week 
after the printing of the list. The shame of being 
blacklisted causes hisfaith to suffer a -2 
modifier as well. 

TM COLLEGE OF f i c ~ ” ~  
Whoever thought your heroes would go to 

school during their adventures? If a mad 
scientist attends a semester’s worth of classes 
here, she gains a free level in any science 
Aptitude. While it would be tough to work this 
into a campaign, it is possible. The character 
need only spend one hour every morning at the 
college for three months (60 classes), and at the 
end of that time (finals week!) make a Hard (9) 
Smarts roll. 

Attendance is important in higher education. 
Every missed class adds +1 to the TN. The school 
expels anyone who misses 10 classes. 

7 - w ~  C ~ U L  
The Council is led by Hellstromme when he 

cares to get involved, which is rarely. Most of the 
time the Council Chairman is Dr. Ben Matheson. 
He’s an old-fashioned nuts-and-bolts engineer 
who doesn‘t care for those who deviate from the 
”standard and proper path of science.” 

What’s on the path is unclear even to 
Matheson, but it definitely doesn’t include 
Leonitus Gash’s so-called ”augmentation.” 
Matheson is the Dean of the University and thus 
controls the tenure of every other member of 
the Council. When he decided augmentation was 
blasphemy, the rest had little choice but to go 
along. Most agree anyway (especially in the 
wake of the East End Massacre), but only 
because they are jealous of Gash’s genius. 

Matheson speaks to Brigham every chance he 
gets, and he urges him to send the Danites after 
Gash. Brigham nods quietly in Matheson’s 
company and publicly tells the Mormons 
augmentation is profanation of the body. In 
truth, however, Brigham is interested in seeing 
what becomes of this new technology. He won‘t 
send the Danites to find Gash-a task he‘s sure 
they can accomplish-until he’s made up his 
mind for sure. 

D~COWt’5 
~TlP7€fpcTorN 

Howard Danwoody’s men get their wood from 
the mountains. Once they ventured into an 
ancient and haunted grove. Living in the gnarled 
but sturdy trees were evil nature spirits. The 
Paiutes knew not to eat the fruit and nuts of 
these trees, nor to disturb them, but Danwoody’s 
woodcutters did not. 

They only cut one tree. The gray, crooked 
wood was only good as trim on larger pieces of 
furniture anyway. But that was enough. The 
spirit was present in each of its splintered 
pieces, and it was dying. The tree-thing decided 
it would wreak revenge on anyone who 
purchased a piece of furniture containing one of 
its pieces. The spirit caused its dying slivers to 
animate, light themselves with matches, and 
then run about the home to set it on fire as well. 

What no one knows is that the last piece of 
the tree, its heart, became a mantle-piece in a 
young bachelor’s home. Just before it died, the 
tree-thing emerged from the mantle as an 
animated, grotesque “tree-man.” I t  attacked its 
owner in his own living room and left little but 
blood, bark, and twigs for the sheriff to find. 



Danwoody never realized what had happened. 
It’s only a matter of time before his woodcutters 
hack down another of the cursed trees. 

EVL TREE %YIT 
Corporeal: D:2d6, N:2d8, S:3d12, Q:3d6, V4d10 
Fightin’: brawlin’ 5d8 
Mental: C:2dlO, K:ld4, M:2d12, Sm:2d6, Sp:2dlO 
Overawe 5d12 
Size: 7 (8’ tall) 
Terror: 9 
Special Abilities: 

Claws: STR+3d6 
Armor: 1 
Weakness: The tree spirit takes double 

damage from fire. 
Splinters: The tree-thing can shake its great 

limbs to hurl wooden splinters at a target 
up to 10 feet away. Everyone within a cone 
starting at the spirit and ending 10 feet 
away and 10 feet wide is hit by ld4 splinters 
causing ld6 points of damage each. 

5 J E Y . 5  
Corporeal: D:2d6, N:2d8, S:ld4, Q:3d8, Vld6 
Fightin’: brawlin’ 3d8 
Mental: C:2d10, K:ld4, M:2d6, Sm:2d6, Sp:2d6 
Guts  3d6, ridicule 3d6, sneak 6d10 
Size: 1 (6” tall) 
Terror: 7 
Special Abilities: 

Claws: STR 
Weakness: The slivers take double damage 

from fire, but unlike the tree spirit they do 
not fear it. 

There’s nothing special about the store, except 
that the pastries truly are out of this world, and 
Edna is a Confederate spy. See Spies, page 98. 

EMPIE  MLL 
See Sludge Creek in the Junkyard section. 

Make sure you do. This secret’s a doozy! 

FWST’5 h n / F R v  ST+BLE 
The Fausts made a deal with the local Paiutes. 

Where the Paiutes get them from they don’t ask, 
but there are a lot of horses with USA and CSA 
brands on them. The Fausts burn over any 
brands with their own. That’s why it’s easy to 
see who has a “Faust horse” and who doesn’t. 
This is a great place to buy exceptional horses. 
Some say the stock here is the Faustest around. 

The Mormon leaders discuss their private 
affairs here just as  Sally imagined. What they 
don’t know is the walls have ears. 

Nevada Smith hasn’t been able to find a way 
in here-yet. He wrote in his last dime novel that 
he broke in, but only to convince the “Greeners” 
to hold their private conversations elsewhere, 
maybe someplace that wasn’t quite so hard for 
him to get into-like the sulfur baths. 

h(+-LT€R cWG5 
Walter Jennings is a monster hunter. He once 

came across a rare Ranger’s Bible and learned all 
they knew of the Reckoning and the many 
deadly denizens of the Weird West. 

He shared a small part of that knowledge 
with his fellow hunters and sent them out after 
rattlers, wall crawlers, and worse. The “normal” 
pelts are his bread and butter, and he does 
encourage overhunting of these normal animals, 
but it’s his exotic pelts that really bring in the 
dinero. 



P R O M E  
Corporeal: D:2d8, N:4d8, S:3d8, Q:3d10, V4d8 
Bow 3d8, climbin’ 3d8, dodge 2d8, drivin’: steam 

wagon 3d8, horse ridin‘ 4d8, shootin’: rifle 4d8, 
speed load: rifle 4d8, sneak 4d8, swimmin’ 4d8 

Mental: C:2d8, K:3d6, M:2d8, Sm:2d8, Sp:2d6 
Area knowledge: Salt Lake City 4d8, demolition 

2d6, guts 6d6, language: Paiute 2d6, overawe 
4d8, scrutinize 2d8, search 3d8, survival: desert 
4d8, trackin’ 5d8, trade: tanning 5d6 

Edges: Eagle eyes, keen 
Hindrances: Greedy, mean as a rattler 
Gear: Sharps Big 50, steam wagon, fast horse 

Besides himself, Jennings’ best hunter is 
“Buffalo” Tom McGee, a former slave and 
hardened veteran of the Weird West. Tom got to 
be enough of a problem that a 10s diablos 
eventually showed up. Tom killed it, then sold its 
pelt to Mr. Jennings on commission. If they can 
find someone to pony up $6,000, Tom’s ready to 
take his share (60%) and retire. 

and leather jacket that provides a point of 
Armor. Better still, wearing such a jacket makes 
the owner immune to the attack of a diablo- 
though it might still show up and give it a try 
until it learns otherwise. 

”B~F?+Lo’‘ Tat 

The 10s diablos’ hide can be made into a thick 

R O W E  
Corporeal: D:2d10, N:4d8, S:3d8, Q:3d10, V4d8 
Bow 3d10, climbin’ 3d8, dodge 5d8, drivin’: steam 

velocipede 3d8, fightin’: knife 5d8, horse ridin‘ 
4d8, shootin‘: rifle 5d10, speed load: rifle 4d8, 
sneak 4d8, swimmin’ 4d8, teamster 3d8 

Mental: C:2d8, K:3d6, M:2d8, Sm:2d8, Sp:2d8 
Area knowledge: Deseret 4d8, demolition 2d6, 

guts 8d8, language: Paiute 2d6, overawe 3d8, 
scrutinize 2d8, search 3d8, survival: desert 6d8, 
trackin’ 5d8 

Edges: Nerves 0’ steel, sand 5 
Hindrances: Heroic, yearnin (to retire) 3 
Knacks: Born under a blood red moon 
Grit: 6 
Gear: Sharps Big 50, Bowie knife, bow and 

arrows, steam velocipede, fast horse. 

oW+M€ 
Grist is a monster in the very human sense of 

the word. She’s an alchemist who has learned to 
make use of other people’s blood to make 
philosopher’s stone (see the alchemy rules in the 
Smith 6z Robards sourcebook.) 

Of course, the blood she uses is that of the 
children under her care. When she needs fresh 
blood, she simpIy puts a few drops of sleeping 
potion into a child’s porridge and waits until 
night. Then she and a few of the older girls who 
Grist raised spirit the victim away in the middle 
of the night and drain him or her of blood. 

Grist’s older girls are feared throughout the 
school. Children who make enemies of them 
may find themselves anemic and pale in the 
near future. 

dJlrXxli4Fa.57 
Corporeal: D2d6, N:2d6, S:3d10, Q:2d6, V:3d8 
Climbin’ ld6, drivin’: steam wagon 2d6, fightin’: 

Mental: C:2dlO, K:3d8, M:3d10, Sm:3d8, Sp:2d6 
Academia: occult 3d8, guts 4d6, language: English 

3d8, language: German 4d8, leadership 3d10, 
medicine: general 3d8, overawe 3d10, science: 
alchemy 5d8, scrutinize 4d10, search 2d10. 

brawlin’ 3d6, sneak ld6 

Edges: Arcane background: mad scientist 
Hindrances: Geezer 
Gear: Riding crop, selection of syringes. 

&5-l-’5 GYP3 
Corporeal: D:2d6, N:2d6, S:3d10, Q:2d6, V3d8 
Climbin’ 2d6, fightin’: brawlin’ 4d6, sneak ld6 
Mental: C:2d6, K:2d6, M:3d8, Sm:3d8, Sp:2d6 
Academia: occult ld6, guts 2d6, medicine: general 

ld6, overawe 3d8, science: alchemy ld6, 
scrutinize 2d6, search 3d6. 

Gear: None. 

T t c E  ~ + L T  L+w GN   COT EL 
A wandering Shoshoni shaman once ventured 

into Salt Lake City. He  politely asked where he 
might stay in this city, and a speechless Mormon 
pointed to the nearest hotel. 

The caretaker, Louis Montague, could not 
believe a savage had entered the Salt Lake City 
Hotel! He threw the shaman out. 

The shaman cursed the place, claiming that 
no one would ever sleep well here until he did. 
He had no real ability to enforce his curse, but 
the Reckoners did. They took notice, and now 
anyone who sleeps here is plagued with the 
night terrors Hindrance. It’s not so bad for most 
folks. The T N  of the Spirit roll is only Foolproof 
(3). Folks who already have night terrors, however, 
make their roll against an Incredible (11) TN. 

Here’s where i t  gets really interesting, When a 
Harrowed fails his roll, whether he goes bust or 
not, he gives birth to a night stalker. See Book 0’ 
the Dead for more information. 



TWE T+EEX~LLE 
The Lost Elder is a real ghost. It‘s not harmful, 

but it does foretell of the death of a powerful 
Mormon. I t  can be freed by finding the corpse 
and burying it in consecrated ground (like the 
Mormon Cemetery). The spirit does no harm. 

Don’t expect to find out what really goes on 
inside the Temple in a game book, friend! The 
Mormons aren’t telling, and neither are we (plus, 
we don’t know, so you can make it up yourself). 

What we can tell you is all about the missing 
gargoyles. These creatures were carved by a 
Welsh immigrant whose name was forgotten, but 
everyone refers to a s  “the Welshman.” 

His  gargoyles did indeed come to life and slay 
him. Then they flew off into the Wasatch 
Mountains where they lair in a high cave. They 
eat flesh, but the two of them together only 
need a man-sized amount once per month. The 
rest of their diet consists of various stones. 

sit atop the highest part of the Temple, waiting 
for it to be completed. When it is, they plan to 
roost and become nothing but statues once 
again. In the meantime, they’re invulnerable 
except to the miracles of the blessed. Other 
magic, even black magic, can’t hurt them. 

Corporeal: D:2d8, N:4d10, S:3d12, Q:3d10, V4d8 
Fightin’ 5d10, flyin’ 4d10 
Mental: C:2d10, K:ld4, M:2d6, Sm:2d6, Sp:2d6 
Size: 7 (8’ tall) 
Terror: 9 
Special Abilities: 

Stone Claws: STR+ld6 
Armor: 2 
Flying: Pace 24 

The gargoyles frequently come to the city and 

Mi5.%G G+YrnW 

LV+m 5 r n N G 5  5 L P M  Bi4-TW5 
There are two nifty items about the sulphur 

baths. First, Nevada Smith used to hide in the 
baths. He hasn’t done it in a while, because the 
Mormons started poking sabers in the mud 
before they got in. 

The second and more serious event is the 
rattlers have discovered the baths as well. They 
occasionally wait below the springs and listen 
for lone bathers. Then they suck them down and 
carry them off to their lair to make worm-men. 
See page 113 for the whole revolting story. 



The Butcher is back. Did you feel a shiver? We 
hope so. 

If your group played the Independence Day 
Dime Novel adventure, you have to decide if and 
how the scalpel escaped their grip and wound 
up here. 

If you didn’t run this adventure (shame on 
you, and after all our hard work), then here’s the 
story. Hank Ketchum was taking the hated thing 
back to Austin (Ranger Headquarters) when he 
came across a town plagued by tumblebleeds. 

During the fight, Hank got tangled up, and the 
scalpel was lost. A fellow by the name of Dick 
Swink, a ghost-rock miner who had been run 
out of Utah for constantly disturbing the peace, 
picked it up and used it as a trail knife. That 
didn’t last long. The knife took him over in a 
week. Dick‘s hatred of the Mormons burned in 
his soul, and the knife encouraged him to return 
to the City 0’ Gloom. 

His life now goes something like this. He  gets 
up each morning and hits the bottle to drown 
his misery. When night comes around, he returns 
to the Rathole. Once every couple of days, he 
loses his battle with the scalpel and starts 
killing again. 

Here’s the information on the scalpel again for 
those of you too cheap to buy our Dime Novels” 
(just kidding, amigos). Those of you who do have 
Independence Day should check this over as well. 
There are a few clarifications to the relic’s power. 

This is a cursed relic of terrible power. It 
transforms its wielder into a murderer capable 
of the most horrific deeds. 

When the scalpel is in control, it demands 
midnight killings for three days in a row before 
letting the host resume control of his body. If 
possible, the user is to make off with the 
victim’s head and extremities to be fashioned 
into walkin‘ heads. The Butcher usually leaves 
these creatures behind to cause all sorts of 
trauma in his wake and help to cover his tracks. 

Once done with a killing spree, the scalpel 
often does not demand another for a month or 
more. It knows that it’s not an invulnerable 
device. Its best protection is to keep moving and 
not attract too much attention in one place. 

Powers: While transformed into the Butcher 
(which happens only at night), the user climbs 
even sheer surfaces at a Pace of 6, walks at 12, 
and runs at 24. He also gets 3 levels of sneak, 
dodge, and fightin: knlfe and adds +2 to each of 
his Trait die types. Plus, he can only be harmed 
by bladed weapons. 

The scalpel can create and control up to 10 
walkin’ heads (see below) at a time. If the victim 
loses the scalpel, it can control them on its own. 

Taint: Every time the user holds the blade’s 
bare handle at night and the scalpel decides to 
have some fun, he must make an opposed Spirit 
roll against the scalpel’s 4d10 Spirit. If he loses, 
he gains all the powers of the scalpel and falls 
under its control. If he wins, nothing happens. 

If the scalpel is picked up by a Harrowed, it 
struggles for control with whoever is in control 
of the Harrowed’s body at the time: the human 
soul or the manitou. 

Each time the wielder loses the struggle with 
the scalpel, he’s at -1 for any future attempts to 
fend off the relic’s attempts at control, up to a 
maximum penalty of -6. 

The scalpel is dormant in the daytime, but not 
powerless. Once picked up, it cannot be put 
down voluntarily. If the scalpel is taken from its 
owner, the former Butcher is free from its curse. 
The new owner has a major problem, however 

T tc~  BIITCSER 
Corporeal: D:2d12, N:2d12+2, S:2d12, Q:3d10, V2d10 
Climbin’ ld12+2, dodge 3d12+2, f ightin’: knife 

3d12+2, shootin’: pistol 2d12, sneak 3d12+2, 
swimmin’ 2d12+2 

Mental: C:3d10, K:4d12, M:2d8, Sm:4dlO, Sp:2d12 
Language: English 4d12+2, language: Latin 2d12+2, 

Terror: 7 
Gear: Scalpel 
Special Abilities: 

medicine: surgery 4d12+2, search ld10, 
streetwise 2d10, guts 3d12 

Scalpel: STR+ld8 
Immunity: Harmed only by edged weapons. 
Control: Can create and control walkin’ 

Weakness: If the scalpel is lost, he 
heads. 

transforms into a grateful Dick Swink. 

TWE ~ ~ L X N ’  WE,A-B 
These are a special kind of walkin’ dead 

created by the Butcher. He harvests the heads 
and limbs from his victims and stitches them 
into strange configurations, each with a single, 
mostly intact cranium. 



These things crawl along on their sewn on 
hands and feet, attacking their victims with 
tooth and nail. The best way to kill them is to 
place a bullet between their bloody eyes. 

R O R E  
Corporeal: D:2d6, N:2d8, S:3d8, Q:2dlO, V2d8 
Climbin’ 4d8, dodge 2d8, fightin’: brawlin’ 3d8, 

sneak 4d8 
Mental: C:2d8, K:ld6, M:ld6, Sm:ld6, Sp:ld4 
Overawe 4d6 
Size: 2 
Terror: 7 
Special Abilities: 

Bite: 3d8 
Scratch: 3d8 
Undead 

TN-E PEOFLE O’F%PWI 
No, the Nephites aren’t making a ghostly 

comeback. A Gentile huckster named Carson 
Wells is developing a new illusionary hex and 
testing it in the city. He’s done some reading up 
on Mormon history and theology and has 
decided to play a little joke on the Saints. So far 
its been working wonderfully. 

What Wells doesn’t realize is that if he keeps 
his little prank up, Brigham might send the 
Black Chaplains down to Third Street to 
investigate. They would no doubt discern the 
truth, and Well’s wouldn’t be happy with the 
results. Even Luke, the joker of the bunch, 
probably won’t find Well’s ruse very funny. 

somehow and track Wells down (he has an 
apartment in the Rathole in Junkyard), Wells 
quickly shares his arcane knowledge in return 
for a little silence. 

Hexes, here’s the hex: 

Should a huckster figure out what’s going on 

For those of you that don’t have Hucksters & 

Trait: Smarts 
Hand: Pair 
Speed: 2 
Duration: Concentration or 1 Windkound 
Range: 5 yards/hex level 

Many a cowpoke has been misled by a mirage. 
Not all of these are natural occurrences-some 
sprang from a hand of cards! 

This hex allows a huckster to create an 
illusion of a place or inanimate object. For the 
purposes of this hex, normal plants such as 
grass and trees are considered inanimate. 

The effects of the hex are limited to an area 
equal to 200 square feet per hex level. This is the 
equivalent of a 20’ x 10’ rectangle, although the 
huckster can modify this area into any shape, as  
long it does not exceed the limit. If needed, the 
huckster can move the illusion as appropriate 
within the range of the hex. Note, though, that 
any illusionary objects created with this hex 
must be three dimensional. Your huckster can’t 
extend the size of his illusion by making a 
locomotive which appears normal from the side 
but which is only 1” wide. 

The illusion produced by the hex is very 
realistic. S o  much so, in fact, that anyone 
viewing it must first have a reason to doubt its 
existence-and then make a Hard (9)  Cognition 
roll-to recognize it for false. 

Anyone attempting to touch an illusion 
realizes it to be false without having to roll. 
Also, since it is visual, it has absolutely no effect 
on the blind or creatures that do not use vision 
as their primary sense. 

The precision of the hex is limited by the 
hand the huckster draws. Initially, only simple 
objects can be reproduced, but with higher 
hands he can produce very intricate illusions. 



Hand Complexity 
Ace Single uniform object (blank 

wall or mound of dirt) 
Pair Single simple object or area 

(door, empty room, muddy 

Jacks 

Two Pairs 

Three of 

Straight 

a Kind 

pond) 
Single moderately diverse 

object (wagon, rifle, single 
dead tree) 

Single complex object or 
multiple simple objects 
(Gatling gun, sparsely 
furnished room, single live 
tree) 

Multiple moderately diverse 
objects (furnished room, 
garden, complete meal 
with the trimmings) 

Multiple complex objects 
(complete building or 
entire train) 

E+BY y7mm5 

Baby salt rattlers are simple, carefree 
creatures. All they really want to do is eat and 
play. It just so happens that their play usually 
results in someone dying. 

These smaller rattlers usually attack in 
“packs” of three to five. 

PROFILE 
Corporeal: Dld4, N:3d6, S:3d6, Q:3d6, V3d6 
Fightin’: brawlin’ 3d6, sneak 7d6 
Mental: C:2d8, K:ld4, M:2d8, Sm:2d6, Sp:ld6 
Overawe 5d8, ridicule 3d6 
Pace: 20 
Size: 4 
Terror: 3 
Special Abilities: 

Bite: STR 
Burrowing: Underground Pace is 22. It cannot 

be doubled by “running” 
Surprise: Travelers who don’t recognize the 

rumblings of a rattler beneath them 
subtract -4 from their surprise checks. 

5%- Flush Extremely complex objects 
(gizmo interior) 

There are two important spies and scores of 
lesser-known agents in Salt Lake. The most 
famous spy, of course, is Nevada Smith. His rival 
is a CSA agent-Edna Jacobs of Edna’s Eats. 

&V+D+ %Ttc 
Smith is actually more dashing and daring 

than his Dime Novels make him out to be. He’s 
modest and doesn‘t want to brag too much since 
he writes his own Dime Novels under the pen 
name of I.M. Hymme. (“I am him,” get it?) 

The fellow that poses as  I.M. isn’t Nevada, 
however. He’s actually a quiet little fellow named 
Michael Mullwood. Folks around Salt Lake City 
know Mike is his real name and think that I.M. is 
his pen name instead of Smith’s. Got all that? 
Welcome to the world of espionage. 

Nevada started out trying to get evidence 
against Brigham. He’s under special orders not 
only from ”the Ghost” but from General Grant as  
well. Since he got to Salt Lake City, however, 
Nevada has found himself inevitably pitted 
against Dr. Hellstromme. 

The mad scientist has caused Union Blue 
more trouble than any other railroad (though 
Black River is close behind). Worse than that, the 
incredible armaments he devises may well wind 
up in Mormon hands if Grant decides to retake 
Utah. 



On a personal level, Nevada has won only a 
few more battles with Hellstromme than he’s 
lost, and that makes him mad. He’s sworn to 
bring Hellstromme down, and steal the secret of 
the automatons for the North. 

Unfortunately for the heroic spy, he winds up 
spending most of his time solving some deadly 
and impenetrable mystery for the common folks. 
It’s hard for a hero to turn a blind eye when the 
horrors of the Reckoning rear their ugly heads. 

Corporeal:  D:4d10, N:4d10, S:3d8, Q:4d8, V3d8 
Bow ldl0, climbin’ 4d10, dodge 8d10, drivin’: steam 

wagons 5d10, fannin’ ldl0, fightin‘: brawlin’ 
6d10, filchin’ 2d10, drivin’: jet pack 2d10, drivin’: 
ornithopter 2d10, lockpickin’ 4d10, horse ridin’ 
5d10, quick draw 6d8, shootin’: automatics 
6d10, sleight 0’ hand 2d10, sneak 6d10, 
swimmin’ 3d10, teamster 3d10, throwin’ 3d10 

Mental:  C:4d10, K:3d8, M:2d8, Sm:3dlO, Sp:4d8 
Academia: occult 4d8, area knowledge: Deseret 

4d8, artillery 4d10, arts 2d10, bluff 8d10, 
demolition 4d8, disguise 10d8, faith: 
Christianity 3d8, gamblin’ 7d10, guts 6d8, 
language: French 4d8, language: Indian sign 
language 4d8, language: Mormon alphabet 
(written only) 3d8, language: Spanish 568, 
leadership 3d8, medicine 3d8, professional: law 
4d8, overawe 3d8, performin’ 6d8, persuasion 
4d8, ridicule 5d10, science: chemistry 2d8, 
science: engineering 2d8, scroungin’ 5d10, 
scrutinize 6d10, search 4d10, streetwise 8d10, 
survival: desert 4d10, tale tellin’ 3d8, tinkerin’ 
3d10, trackin’ 3d10, trade: blacksmith ld8 

Edges:  Friends in high places (Nevada can 
contact the Pinkertons for help on rare 
occasions. Usually he’s on his own) 3, level- 
headed, luck 0’ the Irish, rank 3 (Pinkerton), 
Veteran 0’ the Weird West 

Loyal 

Gatling pistol, other weird gadgets. 

Edna Jacobs (owner of Edna’s Eats in Salt 
Lake City) is a Confederate spy. Due to her age 
(she’s 64) and grandmother-like temperament, 
she isn’t really a “field agent” like Nevada Smith. 
Edna is more of an intelligence gatherer. When 
she needs to take action, she disguises herself 
as  a man and covertly hires unknown operatives 
(a great way to get your posse involved in an 
adventure, Marshal). 

R O R E  

Hindrances:  Enemy 5 (Hellstromme), Heroic, 

Gear: Excellent disguise kit (+4 to disguisel, 

€q- T&COB5 

Secretly, Edna admires Nevada as  if he were a 
son. She knows the two of them are really on 
the same side against the forces of darkness. 
The war between their nations is a distant side- 
effect. On a few occasions, Edna and Nevada 
have met at cross-purposes. Edna has won as 
many times as  Nevada, but never when it might 
endanger his life. 

FkOFlE 
Corporeal:  D:ld8, N:ld6, S:ld6, Q:ld8, V2d6 
Drivin’: steam wagon 3d6, lockpickin’ 2d8, quick 

draw 2d8, shootin’: pistols 3d8, sneak 5d8 
Mental:  C:3d12, K:3d10, M:2d8, Sm:3d8, Sp:4dlO 
Academia: occult 5d10, area knowledge: Salt Lake 

City 2d10, bluff 6d8, guts 3d10, medicine: 
general 5d10, persuasion 3d8, ridicule 3d8, 
scrutinize 6d12, search 4d12, streetwise 5d8, 
trade: baking 5d10 

Edges:  Friends in high places (Texas Rangers) 3, 
gift of gab, nerves 0’ steel 

Hindrances:  Loyal 
Gear:  Derringer .44. 

ctrtcm yAILKWD5 
All the railroads have a few spies in the City 

0‘ Gloom. Most of them are watching Smith & 
Robards and Hellstromme for gizmos that may 
help them win the Great Rail Wars. Few rail 
barons care about Brigham and the Saints, a s  
long a s  they can lay tracks through Deseret. 

ka my&a 
Kang would love to get his hands on the 

secret of the automatons, but he has had limited 
success for infiltrating Wasatch operations in 
Salt Lake. The Steam Pipe Incident took out 
three of his best agents, and he’s been trying to 
rebuild ever since. 

B,YaJ LimLla 
The current bone of contention between 

Bayou Vermillion and Wasatch is Hellstromme’s 
theft of a sizable quantity of LaCroix’s zombie 
juice. LaCroix’s operatives are trying to locate 
Hellstromme’s secret labs so they can either 
steal the serum back or neutralize it. They 
haven’t had any success yet. 

BL7kCKqvr;: 
Mina Devlin keeps only a token covert 

presence in the City 0’ Gloom, just to keep up to 
date on Wasatch’s movements. She prefers to rely 
on her black magic and pacts with hellish 
creatures rather than Hellstromme’s machines. 



TNKY,WD 
Fear Level 4 

TtcE 5TEi.Ei.L %Y 
Moving around the Steel Sky is dangerous. 

Characters can't just walk from point A to point 
B. They'll have to cross narrow pipes, jump from 
gantry to gantry, and maybe even swing hand- 
over-hand. Since we can't draw a map of the 
place, you can use the table below to help you 
figure out what obstacles your posse must cross. 

Should a character suffer a wound in the Steel 
Sky, he must make a Nimbleness roll against a 
TN equal to the wound level (use the Healing 
Difficulties Table). Do this after the character 
rolls to see if he's stunned. Failure means he 
falls to the ground. When someone tumbles and 
you don't know the height, you can use the 
Height Table that follows. 

Id20 
1-2 

3-8 
9-13 

14-15 

16 

17 

18 

Obstacle 
"Room:" A cramped but safe "room" is 

formed by nearby walls or sheets of 
metal. There's no danger of falling 
from here. There's also a chance 
something else has already taken up 
residence. 

Catwalk: The heroes can cross safely. 
Conduit: Several pipes are banded 

together, making for a wide but clumsy 
walkway. A Foolproof (3) Nimbleness 
roll is required to get across. 

Cold Pipe: The heroes must shimmy 
across, making a Fair (5) climbin' roll. 

Hot Pipe: This one's full of steam. If it's 
punctured, it spews steam that causes 
2d4 damage per round to anyone near 
it. Crossing it requires some ingenuity, 
since it's too hot to hold. Walking over 
it works if the character has boots on 
(an Onerous (7) Nimbleness roll). A hero 
might also cross with a belt or rope 
(Onerous (7) Strength/ climbin' roll). 

Weak Pipe: A brawny character or a big 
'un can't cross this pipe. All others 
must make a Hard (9) climbin' roll to 
gently crawl across the pipe without 
snapping it. 

Tricky Pipe: This is like a weak pipe 
but it's not readily apparent until a 
character gets halfway across. At that 

point, the pipe creaks and breaks! The 
character can hang on to one section, 
swinging down to the next level by 
making a Hard (9) Strength roll. 

Beam: A Fair (5) Nimbleness roll to walk 
across. 

Swing: A loose cable hangs down. The 
characters must swing to their next 
destination. This is an Onerous (7) 
Strength roll. 

19 

20 

ld6 Height 
1-2 1 story 
3-4 2 stories 
5 3 stories 
6 4 stories 

T+E %UE-R~ 
The sewers are filled with Sludge-the creature 

that lives in City Creek Canyon (see Sludge 
Creek, on the next page). It eats anyone foolish 
enough to venture down here. The only thing 
Sludge lets live down here are some giant rats 
mutated by ghost-rock runoff and other 
pollutants. Sludge sees the rats as its pets and 
reacts violently when they are killed. 

The rats travel in packs of 2d10 creatures. 
They often swim beneath the surface of Sludge 
and bite at the ankles of their prey. When the 
prey tries to run, Sludge holds them in place and 
the rats swarm over their victims for the kill. 
The rats are covered in slime and sludge, with 
mangy patches of bubbling skin, so when first 
seen their Terror score is 9. Once the heroes 
know they're only rats (even though they're reeally 
mean and infectious mutated rats), the Terror 
score for future encounters drops to 3. 

 TED R&-rs 
Corporeal: D:ld4, N3d6, S:ld6, Q:3d8, V3d6 
Fightin': brawlin' 4d6, sneak 5d6 
Mental: C:2d8, K:2d4, M:2d6, Sm:2d4, Sp:ld4 
Overawe 5d6 
Pace: 16 
Size: 3 
Terror: 9/3 
Special Abilities: 

Bite: STR+disease 
Disease: If a rat causes a wound, the hero 

must make a Hard (9)  Vigor check. If he 
fails, he's contracted ghost-rock fever." See 
Quick & the Dead for the grisly details. 



%DG€ C Y E K  
Sludge Creek is filled with Sludge. That’s 

right-”Sludge” is capitalized because it’s alive. 
The contaminated goo is filled with ghost-rock 
dust and the screaming souls of those trapped 
within. It took on a life of its own on December 
6, 1873-Sludge’s birthday in its collective mind. 

The monster can think, hear, and feel, but it 
cannot see or smell. Sludge hates people, but it 
knows if anyone ever discovers it’s alive, it could 
be killed. It would take a large group of men 
with flamethrowers to do Sludge in, but the 
creature’s theory is ”better safe than barbecued.” 
It tries to be subtle and take someone only 
when it won‘t be too obvious it’s more than just 
an acidic river of goo-which is bad enough. 

Sometimes Sludge oozes up through water 
pipes (most every place in Junkyard and Salt 
Lake City has indoor running water). There’s 
nothing worse than yanking the shower chain 
and having flesh-eating goo pour on your head. 

creek, sewer, and underground streams that it 
fills. I t  makes up about half the total volume of 
the water, but it leaves enough of itself 
throughout to know when something enters it. 

The monster is a smaller amount of the entire 

ROF?L€ 
Corporeal: D:2d6 (tendrils), N:ld6, S3d10+4, Q:3d6, 

Fightin’: brawlin’ 5d6 
Mental: C:2d8, K:ld4, M:ld4, Sm:ld6, Sp:3d8 
Pace: 6 
Size: Special 
Terror: 13 
Special Abilities: 

V3d12 

Acidic Tendrils: Sludge can manifest and 
control two tendrils at once. These can 
reach slap someone for nonlethal damage. 
If Sludge hits with a raise, the tendril 
covers the target and causes an additional 
ld20 points of acid damage. Apply brawling 
and acid damage totals separately. The 
tendril covers the victim in sticky goo, so 
Armor does not apply unless it covers the 
entire body. Breaking free of a tendril once 
it’s latched on requires a victim to beat 
Sludge in an opposed contest of Strength. A 
single success allows Sludge to hold on 
and continue to inflict damage at the 
beginning of each round. A raise means the 
hero breaks free but continues to suffer 
acid damage until he immerses himself in 



water. On two or more raises, the hero 
breaks free so quickly that Sludge’s tendril 
“snaps” back and pulls most of its deadly 
goo back with it-the hero suffers no 
further ill-effects. If other characters wish 
to help pull a friend free, they can roll 
Strength as well. Each helper who beats 
Sludge adds +1 to the victim’s total for every 
success and raise. Cutting a tendril is 
useless-blades and bullets go right 
through. The only way to permanently kill 
Sludge is to find its heart (in the Empire 
Mill, see below) and destroy it. 

Immunity: Sludge is completely immune to 
bullets, blades, and other physical attacks- 
they just pass right through its viscous 
body. Only fire, acid, energy or other 
“matter-destroying” attacks cause it harm. 
Magic works only if it produces a similar 
effect-thus soul blast would cause Sludge 
damage, but grenade would not. Even these 
kinds of attacks can only make Sludge 
withdraw from a fight. Once it has taken 
300 points of accumulated damage, Sludge 
withdraws from any situation and leaves its 
“deadr goo behind. That means the heroes 
may not know Sludge has retreated until 
they realize it’s no longer attacking them. 

Oozers: Sludge can break off humanoid 
pieces of itself to explore the city and 
surrounding areas. See below for details. 

Vulnerability to Fire: Being made partially 
of ghost rock, Sludge takes double damage 
from fire and fire-based attacks, but it can 
extinguish itself so as not to catch fire. 

cxx.€R5 
Sludge has recently learned to create 

humanoid blobs of itself. These can separate 
from the rest of Sludge for up to three hours 
before dissolving into a “dead” puddle. 

The “oozers” can’t truly change shape, but 
they are liquid and so can ooze under doors, 
through drainpipes, and so on. They aren’t as  
smart as Sludge-they have only a portion of its 
vast and growing mind. They are a little braver 
and fiercer however, perhaps since they only 
have a short time to “live.” 

so he often sends one to six oozers out to 
wander the area late at night. Oozers act a bit 
like young children, exploring, touching, even 
tasting everything they encounter. Of course, 
anyone who happens to spy an oozer must be 
killed and consumed, to preserve Sludge’s secret. 

Sludge likes to explore the city when it’s safe, 

R O W E  
Corporeal: D:ld4 (no fingers), N:2d6, S:2d8, Q:2d4, 

Fightin’: brawlin’ 3d6 
Mental: C:2d6, K:ld4, M:ldlO, Sm:ld4, Sp:ld6 
Pace: 6 
Size: 6 
Terror: 13 
Special Abilities: 

V3d8 

Acidic Touch: Oozers do brawling damage 
with their soft, gooey arms. The acidic 
touch causes ld20 damage on every hit. 
They do not “envelop” a character normally, 
but an oozer who is about to die 
sometimes “throws” itself onto a character. 
If it makes afightin? bmwlin’roll and gets 
a raise, it envelops the hero for ld20 points 
of damage then and at the beginning of 
each round. The victim can break free as 
described in Sludge’s tendril description, 
above. 

Immunity: Oozers share the same immunity 
as Sludge. They can suffer only 30 points of 
”matter-destroying” damage before they 
dissolve into a puddle of steaming goo. 

Vulnerability to Fire: Unlike Sludge, which 
can swap water and mud for burning ghost 
rock to extinguish fire, oozers can’t. They 
take double damage from fire, and once hit, 
burn for ld20 points of damage at the 
beginning of each round. 

EMPIE  MIILL 
The “heart” of Sludge lies in the flooded 

basement of the Empire Mill. Below the rotting 
floorboards sits a dark chunk of ghost rock and 
the bones of those Sludge has consumed. 

The heart must be destroyed to truly kill 
Sludge. Doing so takes 200 points of damage by 
any means. It is considered an animate object, so 
even soul blast can destroy the heart. 

That might be easy enough if Sludge let it 
happen, but of course it won’t. Anyone who 
enters the mill is an instant enemy. Sludge tries 
to pick off intruders one at a time. Usually, it 
uses oozers to lead characters away from the 
rest of the group and then yanks them through 
the floorboards into its dark depths. If it 
becomes obvious a group is there to destroy it, it 
smashes through the floor, spins off several 
oozers, and attacks with savage fury. 

If Sludge is killed, the water in the creek 
clears to a black brine in a few weeks. It’s never 
“clean” as  long as the factories are here, but 
neither does it digest anyone who falls inside. 



T ~ M E ~ Y L I J M  
Dr. Hibbert is a good man, though his methods 

are a bit crude. The widow nurses are also good 
and helpful. Hibbert has created a few new and 
useful methods for treating the many manias 
that affect citizens of Salt Lake City. Depressed 
workers, demented inventors, and those driven 
mad by a brush with the unholy may find 
comfort in his drastic but effective techniques. 

here. If your group finds its way into the 
Asylum, you might let a mad scientist in your 
group notice an ingenious blueprint written in 
chalk on a cell wall. Or perhaps an inmate 
screams some ingenious alchemical formula. 

Hibbert only accepts patients who are willing 
to remain a s  full-time inmates. Once in, they 
may only be released on his say-so. Willing 
patients who agree must pay a onetime $50 fee. 
Truly insane patients can be committed by 
family members (or the state) without choice. 

Once committed, he puts his patients through 
“confrontational therapy.” Hibbert straps her into 
a chair and confronts her with stories and 
pictures of the things she hates or fears most. 

At the end of each week, the patient makes a 
Smarts test. The TN depends on how deep the 
patient’s fears or manias run. A s  a guideline, 
heroes with manias acquired through the Scart 
Table or from being a mad scientist should roll 
against a TN of Hard (9). Raise the TN by +2 for 
each occurrence of a particular phobia or mania 
the character has suffered. If the patient fails the 
roll, nothing happens. Treatment continues. If the 
patient goes bust, the TN increases by +4. 

If the patient makes the roll, the TN drops by 
2 for the following week. When it reaches 0 or 
less, the patient is cured. If the problem was a 
Hindrance, the hero must buy it off as normal. 

There are a few good things a posse can find 

m. Fr\nlL f c t E B r n  
Corporeal: D:ld8, N:2d6, S:2d6, Q:2d6, V2d6 
Drivin’: steam wagon 3d6, shootin’: pistol 2d8 
Mental: C:3d8, K3d10, M:2d8, Sm:SdlO, Sp:2d8 
Academia: occult 3, area knowledge: Salt Lake 

City 2d10, guts 5d8, medicine: general 5d10, 
science: biology 3d10, science: psychology 5d10, 
scrutinize 3d8, search 3d8 

Edges: “The voice” 
Hindrances: Geezer 
Gear: Dr. Hibbert carries a Colt One-Shot for 

personal protection. 

fl1Bs€RT’5prssl5T&4TS 
Corporeal: D:ld8, N:2d6, S:2d6, Q:2d6, V2d6 
Mental: C:3d6, K:3d8, M:2d8, Sm:3d8, Sp:2d8 
Area knowledge: Salt Lake City 2, guts 3d8, 

medicine: general 2d8, science: psychology 
3d8, scrutinize 2d6, search 3d6 

Gear: The women that assist Hibbert in his 
work are never armed. 

B€WTtL TtL IESCf -YUV,  
Things would be great for Dr. Hibbert and his 

patients if it weren’t for one thing-Dr. Leonitus 
P. Gash’s secret lab lies beneath the Asylum. 

A s  for the laboratory itself, Gash and his 
assistants found an abandoned mine in the hills 
above. They disguised themselves as  miners and 
began to carve out an underground laboratory. 
Their caverns lead from the mines all the way to 
certain dwellings in town and the unused cellar 
of the asylum. This is where the mad doctors get 
their experimental patients from. Gash’s 
assistants crawl through the hollow walls, ducts, 
dumbwaiters, and massive shower drains of the 
asylum to abduct their victims. Then they haul 
them through the tunnels and down into the 
deep laboratory for experimentation. 



D Y .  bani5 F. 4&5& 
Corporeal: D2d12, N:ld6, S:ld6, Q:2d6, V2d6 
Fightin’: scalpel 2d6, sneak 2d6 
Mental: C:3d12, K:3d12, M:2d8, Sm:3dl2, Sp:4dlO 
Academia: occult 5d12, area knowledge: Salt Lake 

City 2d12, disguise 3d12, guts 4d10, medicine: 
surgery 10d12, overawe 3d8, persuasion 2d8, 
science: chemistry 4d12, science: biology 10d12, 
science: engineering 10d12, scrutinize 6d12, 
search 4d12, streetwise Id12 

Edges: Arcane background: mad scientist, keen 
Hindrances: Ailin’ 5 (leprosy), curious, enemy 5 

(the Church), geezer, intolerance 
(“unenlightened scientists”), scrawny, yearnin’ 
(to be the father of augmentation) 

Gear: Specially modified piston arm. Dr. Gash is 
rarely heeled. He relies on his younger, more 
able assistants to defend him if needed. 

G + L + L C ’ S + ~ ~ T ~ T ~  
Corporeal: D:ld8, N:2d6, S:2d6, Q:2d6, V2d6 
Drivin‘: steam wagon 3d6, shootin’: shotgun 3d6, 

Mental: C3d8, K:3d8, M:2d8, Sm:3d8, Sp:2d8 
Academia: occult 3d8, area knowledge: Salt Lake 

City 2d8, guts 3d8, medicine: surgery 5d8, 
science: biology 5d8, science: engineering 4d8, 
scrutinize 3d8, search 3d8, streetwise 2d8 

Gear: When the assistants feel they’re being 
followed or are in danger of some sort, they 
tuck scatterguns under their coats. 

sneak 3d6 

Doc Yates is going to have a rough time 
locating his lost son. Like quite a few other 
unfortunates, Cal was killed by Hellstromme‘s 
men. His brain eventually wound up in an 
automaton. That automaton now patrols 
Hellstromme’s estate. The body was incinerated. 

The only way to discover Cal’s whereabouts is 
through divination of some sort. If the Doc is 
told of Cal’s fate, he snaps. He knows about Dr. 
Stark’s work and attempts to get Cal’s brain and 
take it to Stark’s Manor in hopes of bringing his 
son back by putting his brain in a new body. 
Heck, it might even work. 

Of course, Cal won’t go peacefully, and his 
automaton head explodes unless the heroes 
come up with a really good way to zonk it 
before it can detonate itself. 

And of course, Hellstromme would stop at 
nothing to retrieve a stolen automaton. That 
means Cal’s head might become the hottest 
exploding metal potato in Utah. 

Granny’s arms are nothing special, though 
they’re invaluable to the embargoed Mormons. 
Only her and the Browning factory in Morgan 
produce a stable supply of guns for Deseret. 
Without them, the Nauvoo Legion would be 
throwing rocks at the Union and Confederates. 

Granny’s “private” collection contains weird 
gizmos and even famous guns used by the 
West’s foremost gunslingers. Use this as a place 
to plant that new gizmo or magical relic you’ve 
come up with. Granny isn‘t too eager to part 
with any of her prized collection, but she can be 
persuaded with the right amount of money. 

- I I F _ I I / r n S W F L )  
See the section on Hellstromme’s compound 

(page 121) for information on the “secret of the 
automatons.” The rest of the factories here are 
more-or-less as Sally described them. 

Outside, all are guarded by Hellstromme’s 
famed “X-Squads,” gunmen (guinea pigs) given 
experimental equipment. These men are paid 
well enough to be fairly loyal, and fear of 
Hellstromme tends to make up for what the 
money alone doesn’t ensure. 

Inside the more-valuable factories are the 
infamous automatons. They stomp about the 
floor and intimidate intruders and workers alike. 

X--DD€X 
Corporeal: D:3d6, N:2d6, S:3d6, Q:3d6, V2d6 
Dodge 2d6, fightin’: any 3d6, horse ridin‘ 2d6, 

Mental: C:ld6, K:ld6, M:2d6, Sm:ld6, Sp:ld6 
Area knowledge: Salt Lake City 2d6, gamblin’ 

2d6, guts 2d6, scrutinize 2d6, search 3d6, 
streetwise 2d6, any other skill needed to use 
their gizmo at level 4 

flamethrower, Gatling weapon, or a rocket 
pack. If the gizmo isn’t a weapon, the X- 
Squadder carries a pistol, rifle, or shotgun. 

sneak 2d6, any skill necessary to use a device 
at 4. 

Gear: Any single weird gizmo, such as a 

h * T a  
Corporeal: D2d6, N:2d4, S:2d10, Q:2d6, V2d12 
Fightin’: brawlin’ 3d4, shootin’: automatics 3d6 
Mental: C:2d6, K:ld4, M:2d6, Sm:2d4, Sp:ld4 
Overawe 4d6, search 4d6 
Size: 7 
Terror: 7 
Special Abilities: 

Armor: 2 



Immunities: Automatons are unaffected by 
Wind and physical stress, as  well a s  
emotional stress (fear and all social skills, 
like overawe or persuasion). 

Mechanical Hands: Sentinels have a 
grasping claw in one hand and a Gatling in 
the other. If fully loaded, an automaton has 
60 rounds for the Gatling. 

breached badly (a mortal wound to the guts 
or noggin), the thing explodes immediately 
with the force of a single stick of dynamite. 
This is a mental command from the zombie 
brain to a detonator in its head, backed up 
by a gyroscopic detonator that triggers the 
explosion if the automaton is knocked over 
(though the zombie can halt this command 
if it is conscious). The only way to stop the 
detonation is to somehow render the 
zombie brain “unconscious.” Walkin‘ dead 
don’t take Wind, so this is pretty difficult. 
Magical or weird-science effects might find 
a way to short-circuit the brain, however. 

Vulnerability: Since soul blast and the like 
only work on animate objects, it affects an 
automaton only if it targets the noggin. In 
that case, ignore the armor. Only spells that 
affect objects can affect the body. 

Self-Destruct: If an automaton’s armor is 

5 b L T  L&K€ GTY e , D  
Mimi is a siren, just like the ones in Greek 

mythology. Her songs drive men crazy with love. 
They do just about anything she asks. Mimi 
doesn’t order her victims to go commit some 
blatant act of murder or mayhem. Instead, she 
whispers some mischievous command to her 
suitors, lesser crimes that drive them to greater 
crimes and, eventually, the gallows. 

h 4  T+€ frQ3 
Corporeal: D:2d10, N2d8, S:3d10, Q:3d8, V3d6 
Filchin’ 2d10, dodge 3d6, fightin’: brawlin’ 4d6, 

Mental: C:2dl2, K:2d6, M:4d12, Sm:2d6, Sp:3d6 
Area knowledge: Salt Lake City 266, arts: singin’ 

Terror: - 
Special Abilities: 

sneak 3d6 

10d12, overawe 6d12, performin’ 4d12, persuasion 
5d12, scrutinize 4d12, search 2d12 

Siren Song: Mimi uses her arts: singin’ ability 
as persuasion. When she sings, every male 
in the room must make an opposed Spirit 
roll. Those that fail are under Mimi‘s spell, 

though she usually only chooses one or 
two victims a week. After the show, Mimi 
mingles, eventually getting her victims 
alone. Then she whispers in their ear some 
minor favor she would appreciate. The 
afflicted cowpoke carries out her 
instructions when the time is right, and 
then returns for more of her attentions. The 
tasks always start out small, like filling 
someone’s drying laundry with mud or 
uncinching his saddle. Then she moves up 
to poisoning someone’s cat, plugging a gun 
barrel full of mud, and so forth. Eventually, 
her victims commit murder. If one of her 
paramours is ever caught, he instantly 
forgets why he did whatever he was caught 
doing and who asked him to do it. He 
doesn‘t lose his memories of Mimi, just 
anything she asked him to do. The poor 
cowpoke can’t even consider Mimi as part 
of his dilemma. Mimi‘s power is completely 
wasted on women. They hear her singing as 
high-pitched wails and see her as a rather 
homely woman instead of a beautiful 
young lady. She’s not hideous or anything- 
most gals just can’t understand why their 
male friends are stricken with her. 



krn€’5 tkU5€ 

OF*+5 
Lenore is no more than she seems-a patron 

of art. She sees it as her duty to preserve the 
honest if naive works of the Junkers. 

Adelade Picket is another story. He gives 
Lenore the creeps, but she feels sorry for him 
and so can’t refuse his paintings. She’s also 
darkly fascinated by them, though she doesn’t 
admit this even to herself. Those who listen to 
her describe them realize on a Fair (5) scrutinize 
roll that she’s morbidly intrigued at the subtle 
horrors hidden in his works. 

What about those horrors? You guessed it: 
They come to life on occasion. Every full moon, 
they climb out of their portraits and stalk the 
city. When one is killed, which is rare (Nevada 
got one once), it disappears from the painting. 

Picket knows his paintings are alive. In fact, at 
the end of each night‘s revelry, each monster 
pays Picket a visit and silently urges him to 
paint another portrait. Picket knows if he fails to 
deliver, he may become their next victim. 

The statistics for these monstrosities vary 
greatly, as  do their abilities and weaknesses. 
Here are two you can start with, but you should 
add your own abominable creations a s  well. 

A Harrowed counting coup on one of these 
monstrosities gains a free level of arts: painting, 
up to a maximum of 3 free levels. 

T+E RFE MWTEK 
This hideous creature is tall and skinny with 

rusting, metallic skin. Its face is a steam vent, 
and its arms, legs, and torso all look like steel 
pipes. These are hollow, and the creature makes 
eerie chiming sounds as  it walks. 

’-pIoLlL.€ 
Corporeal: D2d4, N:2d8, S:3d10, Q:3d8, V3d8 
Filchin’ 4d4, dodge 3d8, fightin’: brawlin’ 4d8 
Mental: C:2d8, Kld4, M:ld6, Sm:ld6, Sp:2d6 
Area knowledge: Junkyard 5d6, disguise 6d6, 

Terror: 11 
Special Abilities: 

search 2d8 

Armor: 1 
Attack: The pipe monster attacks by bashing 

opponents with its long arms or stabbing 
them with its sharp-edged, tubular fingers. 
Either one does STR+2d6 damage. 

Concealment: In Junkyard, the pipe monster 
can stand stock still and easily pass for yet 
another tangle of metal (hence the high 

disguise skill). Those who aren’t looking for 
the creature have no chance of detecting it. 
Those who know something’s up roll 
normally. If the creature has already been 
spotted, a character rolls his search at +4. 

T W E  ST€$M 

cloud of scalding steam. It’s a cloud of billowing, 
heavy steam with two sinister black eyes. 

The steam demon only attacks a person once 
per night. Once it has, it wafts away to await 
another night’s work. I t  attacks by simply 
wafting over some unfortunate individual. Roll 
3d6 damage once and apply the number of 
wounds to all locations. Chips spent to negate 
wounds negate them to all locations as well. 

Another of Picket’s creatures is a sentient 

Marie doesn’t have any “dirt” on any of the 
Mormon leaders. They abhor the place, but 
realize its importance in keeping the Gentiles 
peaceful. Nothing quiets a cowboy down more 
than a “dance” with one of Madam Marie’s girls. 

YEVmHD -hE,,TE 
Hungate, is another story. He knows a lot about 
the Reckoning and doesn’t mind sharing it  with 
anyone who will listen. 

Both the Pinkertons and the Rangers have 
placed him on their wanted list ($100, dead or 
alive). Edna Jacobs isn’t “that kind” of agent; 
she’s more of an intelligence-gatherer. Nevada 
Smith claims he can’t find him but, in truth, is a 
friend and comrade-in-arms of Rev. Hungate. 
Smith has fought alongside the Rev on more 
than one heroic adventure. 

He can be a powerful ally for your party as 
well. He can share as much information about 
the Reckoning as  you wish-and he can even 
heal them if he’s able-and they‘ve proven 
themselves as allies in the fight against evil. 

Marie’s real opposition, Reverend Robert 

PkOFiLE 
Corporeal: D2d6, N:3d6, S:3d6, Q:3d6, V3d8 
Climbin’ 2d6, dodge 2d6, fightin’: brawlin’ 5d6, 

horse ridin’ 4d6, shootin’: pistol 2d6, sneak 
2d6, swimmin’ 2d6, teamster 4d6 

Mental: C:3d10, K:3d8, M:4d8, Sm:3d8, Sp:4dlO 
Academia: occult 5d8, academia: theology 3d8, 

area knowledge: Salt Lake City 4d8, faith: 
Baptist 6d10, guts 5d10, language: Latin 2d8, 
leadership 3d8, overawe 5d8, scrutinize 3d10, 
search 3d10 



3 

Grit: 2 
Edges: Arcane background (blessed) 
Hindrances:  Enemy (Pinkertons and Rangers) 5, 

heroic, poverty, self-righteous 
Miracles:  Battle hymn, martyrdom, protection, 

reassurance, spiritual backhand, temperance, 
unfetter 

Gifts: None 
Gear: Colt Walker with only three rounds, iron 

pipe (STR+ld6+1 damage). 

TG-E O Y W ~ Y ~  
V~-rm OFEV&Y 

Along the westernmost of the oreways, in the 
dark of night, the ghosts of miners killed in the 
ghost-rock crushers come to unholy life as  
physical undead. Like spiders, they crawl along 
the underside of the oreways and wait for 
trespassers. 

When the skulkers find prey, they crawl out 
from beneath the conveyor belt and attempt to 
smash the victim‘s skull from behind with their 
massive fists. There are many oreway skulkers, 
though only one of them is ever called into 
being in a single night. 

OK€L&Y 5 4 U L r n . 5  
Corporeal: D:3d6, N3d8, S:3d10, Q:3d6, V3d8 
Dodge 3d8, fightin’: brawlin’ 4d8, sneak 5d8 
Mental:  C:3d6, K:ld4, M:ld8, Sm:ld6, Sp:2d6 
Terror: 11 
Special Abilities: 

Climb: Oreway skulkers can climb 
underneath the oreways (upside down) at a 
Pace of 8 (a little faster than the oreway). 

C l u b  Fists: The skulkers’ fists do STR+2dlO 
damage. If attacking a victim unaware, it 
can “aim” its attack for a +6 bonus, enough 
to negate the called-shot-to-the-head 
modifier. 

Undead 

T&E E\(OFT~CEW O K E ~ ~ Y  
The northern oreway provides an easy path 

for wall crawlers from the mountains. These 
nocturnal hunters are similar to those found on 
buttes and mesas in the deserts, but smaller and 
more prone to roam. Every few days, a Wasatch 
wall crawler scuttles down the oreway and 
hunts for prey in Junkyard. The Steel Sky, tall 
smokestacks, and other high obstacles make 
this a perfect hunting ground for the beasts. 



‘&-5+TC-R- U&LL c Y & L . € Y  
Corporeal: D:ld4, N:2d10, S:3d8, Q:2d12+2, V2d8 
Climbin’ 8d10, fightin’: brawlin’ 5d10, sneak 4d10 
Mental: C:2d10, K:ld4, M:ldlO, Sm:ld4, Sp:ld6 
Size: 10 
Terror: 7 
Special Abilities: 

Armor: 1 
Bite: STR+2d8 
Tail Strike: STR+3dlO 
Pace: 20 (when racing downhill, 10 otherwise) 

T+EQTWE 
In addition to being a foul and disgusting 

slum tenement, the Rathole is actually full of 
rats, normal and giant. They’re as  big as feral 
cats and twice as  mean. They don’t venture up 
into the living areas of the Rathole, but they do 
lurk in the garbage outside of the building. 

The things live in the basement and 
sometimes wander into the sewer system. Sludge 
usually adopts them, or eats them. 

The rats don’t attack singly, but they wait 
until they can ambush some lone traveler a s  a 
pack of 2d10 critters. 

G@T QT5 
Corporeal: Dld4, N:3d6, S:ld4, Q:3d8, V3d6 
Fightin’: brawlin’ 3d6, sneak 5d6 
Mental: C:2d8, K2d4, M:2d6, Sm:2d4, Sp:ld4 
Overawe 3d6 
Pace: 16 
Size: 3 
Terror: 3 
Special Abilities: 

Bite: STR 
Infection: If a rat causes a wound, the hero 

must make a Hard (9) Vigor check. If he 
fails, he contracts a minor disease. Treat 
this as the ailin’ Hindrance at level 1. It goes 
away in 2-3 weeks if treated by any kind of 
doctor. 

dC3K.3EFf5 #-05+fT+L 
The Worker’s Hospital isn’t as  bad as  Sally 

suggested; its worse. A character who visits the 
quacks and charlatans here risks life and limb. 

Assuming a hero goes to the worker’s hospital 
for an untreated wound, roll a 3d6 medicine total 
for the quack on duty. If the roll beats the TN of 
the wound needing attention, it’s healed 1 level, 
and all Wind is replenished as  usual. 

If the roll is failed, roll on the Surgical Mishap 
Table below (isn’t this fun?) 

ld6 Result 
1 Death Sorry, partner. 
2 Maimed The docs accidentally took 

off an arm (1-3) or a leg (4-6). Hey, 
everybody makes mistakes. There‘s 
always Dr. Gash. 

Where‘s M y  Scalpel? One of the docs 
left a scalpel or other sharp object 
inside you. It causes slow internal 
bleeding. You lose -1 Wind per day 
until you die or someone cuts you 
open and makes an Incredible (11) 
surgery roll to remove it. 

What‘s a “Spleen?“ While poking 
around your innards, the docs found 
some strange organ they’d never 
seen before. You’ve got ld6 days to 
live unless you find some magical 
healing that can regrow organs. A 
“Frankenstein”-type mad scientist 
might also be able to fix the 
damage, if you can find a new 
spleen, liver, kidney, or whatever. 

”Ether“ Here or There: The docs use 
too much ether and drive your 
character insane. He picks up a 
doozy of a delusion (5-pointer) and 
gets shipped over to the Asylum. 

Hey, It Worked! You get off lucky. 
The docs don’t kill you this time. Of 
course, they don’t heal you either, 
but you can let them try again if 
you’re feeling lucky. 

3 

4 

5 

6 

OT+€X76+1LT5 
A s  the Marshal, you have to determine what 

happens to patients who enter the Worker’s 
Hospital for other reasons, such as disease or to 
continue healing already-treated wounds. Keep in 
mind that bleedings, leechings, and trepanning 
(drilling holes in the head) are considered “state- 
of-the art” in this throwback house of horrors. 
Long-term patients can expect the same care 
that crown heads of Europe got-in the 1600s, 
that is. 

Feel free to make a 3d6 medicine roll to help 
you decide. On a good roll, maybe the poor 
fellow is actually aided in some way (but not too 
much). On a low roll, the quacks keep him 
around and tell him he‘s getting better, but he’s 
not. On a bust, things go bad. Real bad. You have 
to decide what that means, based on the case. 



+-w= 
The alleycats came to life and murdered their 

inventor as the gossip suggests. Now they lurk in 
the alleys, waiting for unsuspecting victims. 

Their supernatural energy comes from 
stealing breath. The cats attack in groups of 5 to 
15. They pounce on a victim and rake him with 
their claws until he collapses (0 Wind). Then the 
cats stand about his head and draw out his 
breath. No matter how many cats there are, they 
steal 1 Wind per second. The victim remains 
conscious during this time, though he can do 
little more than twitch a few fingers. Under no 
circumstances can he speak, and he can’t keep 
his mouth closed either. 

him (see the bleeding rules in the Deadlands 
rulebook if you don‘t know how this works). 

Eventually, drawing off the victim’s Wind kills 

R O R E  
Corporeal: D:ld6, N:3d6, S:ld6, Q:3d8, V3d4 
Fightin’: brawlin 2d6 
Mental: C:2d8, K:2d4, M:2d6, Sm:2d6, Sp:3d4 
Search 2d8, trackin’ 6d4 
Size: 3 
Terror: 5 
Special Abilities: 

Claw: STR+ld4 
Teeth: STR+ld6 
Armor: 2 
Steal Breath: see above. 

The East End madman was none other than 
Dr. Leonitus P. Gash! To combat the leprosy that 
infects his body, Dr. Gash had his assistants 
perform the first ever human augmentation on 
the doctor himself. Maddened by the pain of his 
new piston arm, Gash burst from his secret lab 
into Iron Street and killed 15 in a psychotic rage. 
He then fled into the alleys of Junkyard. 

Gash came to his senses in an alleyway about 
an hour later, covered in blood. Unable to accept 
what he had done, Gash quickly rationalized that 
it was his own blood that he was covered in. He  
has no memory of the events of that afternoon 
and refuses to even consider the possibility that 
he is the East End Madman. 

His  assistant Carl knows better but is too 
loyal to Gash to turn him in. Still, should Carl 
ever become disgruntled, he has much to tell. 

I 5  
The Lurkers are actually the Mullins kids, a 

family of five orphans. Their mother died giving 
birth to Little Janie. Their father was a factory 
worker until he found a brief but shining 
moment of fame playing swing. His tether was 
cut by “Slicer” Muldoon in early ’76 during a 
match, and he plunged into the Sludge, never to 
be seen again. 

The kids were put into the orphanage, but the 
oldest, James, figured out what Widow Grist was 
up to after she and her assistants drained his 
blood one night. When James recovered, he broke 
his brother and sisters out and escaped into 
Junkyard. They hid in the only place they were 
sure Sheriff Waters couldn’t find them-the Steel 
Sky. James had learned something of swing from 
his father, so he began training the rest of his 
siblings how to maneuver through the vertical 
labyrinth over Junkyard. 

Steel Sky like the backs of their hand, better 
than anyone else in Junkyard. They’ve survived 
by scrounging and common thievery, though 
they all aspire to become swing players like 
their father. 

Since then, the kids have learned the layout of 



The oldest Lurker is James, 18. The next oldest 
is Billy, 16, Sarah, 15, Ferguson, 12, and Little Janie, 
9. By day, they roam the town buying food with 
what little loot they manage to steal. They have 
built a hidden ”treehouse” in a cramped section 
of the Steel Sky. This is where they eat, sleep, 
and hang out most of the time. 

When funds run low, they rob Junkers by 
dropping a lasso around them from the Steel 
Sky. Then Sarah and Little Janie jump off a beam 
high above and hold the victim in place six feet 
off the ground. Billy and Ferguson, both wearing 
masks, swing down, relieve their prey of all his 
dinero, and retreat back into the steel overhead. 

The kids wear masks when they attack, and 
the three who are actually seen are big enough 
to pass for small adults, so few victims realize 
they’ve been robbed by kids. Of those that have 
noticed the Lurkers’ stature, all have so far been 
too embarrassed to say they were robbed by 
kids, but instead claim they were attacked by a 
dozen full-grown men. This can be quite 
misleading to a posse of heroes who overarm 
themselves to deal with the Lurkers. 

n O W E  
Corporeal: D2d8, N3d10, S(2d8 for James, 2d6 

for the other kids, ld4 for Little Janie), Q:3d6, 
V2d6 

Fightin’: brawlin’ 4d10, sneak 4d10, swing 4d10, 
throwin’ 3d10 

Mental: C2d6, K:2d6, M:2d6, Sm:2d6, Sp:ld6 
Area knowledge: Salt Lake City 366 (Steel Sky 

Gear: Metal pipes (STR+ld6), lassos and swing 
6d6), scroungin’ 3d6, search 3d6 

harnesses, masks. 

Ttl-~ ‘O-rtcm” ~ - ~ F K E F ~  
Sally mentioned that the Lurkers’ most recent 

victims have been murdered horribly. That’s not 
strictly true. What’s really going on is a keen 
insight into the nature of the Reckoning though. 

The public’s fear of the Lurkers has given life 
to horrible new creatures in the Steel Sky. The 
“other” lurkers are horrid, spider-like beings that 
drop down on a victim, draw him up into the 
Steel Sky, and fill him with their eggs. In a few 
days, the eggs hatch, and the larvae eat their 
way out. The victims dies in horrible agony. 

Ironically enough, the only people who know 
about the lurkers is the Lurkers. They’ve been 
killing the small ones and running from the 
large ones for the last few months. They can’t go 
to the authorities for help for fear of being 
arrested for murder. 

Sooner or later, however, the lurkers’ 
population will grow so large the Lurkers will 
have to ask for help. Sounds like a good 
adventure for a posse of do-gooders, doesn‘t it? 

The lurkers are grotesque humanoids with 
four spider-like arms ending in cruel hooks. 
They also have gray-furred bodies, horrendous 
compound eyes, and the ability to shoot webs 
from their wide-fanged mouths. 

Corporeal: D:ld4, N:3d12, S:2d6, Q:3d10, V3d8 
Climbin‘ 10d12, fightin’: brawlin’ 5d12, sneak 7d12, 

Mental: C:2d8, Kld4, M:2d6, Sm:2d4, Sp:2d6 
Area knowledge: Steel Sky 4d4, overawe 3d6, 

Pace: 8 on ground, 10 in Steel Sky 
Size: 6 
Terror: 11 
Special Abilities: 

R O W E  

webcasting 5d4 

trackin‘ 3d8 

Claws: STR+ld6 (lurkers can attack with each 
of their four arms once per round) 

web: A lurker can sacrifice its armed attack 
to fire its web instead. Roll the creature’s 
webcasting with a Range Increment of 1. If 
it hits, a single man-sized target is 
entangled. Breaking free requires a Hard (9) 
Strength roll with 1 raise. With a success 
but no raise, a character can work a knife 
or other small blade free and start cutting 
himself loose. It takes 20 points of damage 
to cut enough webbing strands loose to get 
free. 

entangled, the lurkers descend on them and 
inject their eggs into their bloodstreams. 
The victim falls into semiconsciousness at 
this point. Then ld6 days later, the eggs 
hatch into six new lurkers, who eat their 
way out and kill the victim. The eggs can 
be removed up to the moment of death, 
whether by natural or magical means. 
Natural means requires an Incredible (11) 
medicine: surgery roll and ld6 hours. Reduce 
the TN to Hard (9) if the surgeon has done 
this before. Failure means the victim 
sustains a wound, but the doctor can try 
again. Going bust means the victim dies 
instantly. 

Implantation: Once the survivors are 

qmm5 
The roofers are simply the “walkin‘ heads” of 

the Butcher. See Hazards of Salt Lake City, on 
page 96. 



TWE GYE+T T$AL U & F ~  
You already know about the relationship 

between Brigham and Hellstromme. Sally also 
told you that Brigham plans on giving the right- 
of-way to the first railroad to reach Salt Lake 
City, without linking up to the Denver Pacific. 

S o  why is he double-crossing Hellstromme? 
He’s not. Hellstromme is in on this one. Both 
men want to see the other railroads kill 
themselves racing each other to Salt Lake City. 
This also makes the DP worthless, giving 
Hellstromme a chance to buy it at a cheap price. 
Then, when it’s clear who’s going to win, 
Brigham can find a reason to declare the contest 
invalid and forbid any railroad except Wasatch 
from crossing Deseret. If they pull this off, 
Wasatch should easily win the Great Rail Wars. 

7%GLI5?  FCWWE’f, ~ - N - T t L E - f c o L E  
Darius knows Brigham will do whatever is 

best for the Saints once the railroads reach 
Deseret, so he commissioned a secret line 
through the Rockies. Actually, under the Rockies. 

underground vehicle with a huge drill at the 
front. He calls it, creatively enough, the “digging 
machine.” It’s digging a tunnel through the 
Rockies north of Utah. If he can get the line 
completed soon enough, he shouldn’t need to 
connect with the DP or lay line across Deseret. 

Hellstromme created an incredible 

L.+SOF M a x n  
Stacey O‘Malley’s as  thick-headed as her 

brother, Lacy. She’s several years younger, 
though, and hasn’t learned when to back down 
and work a story from a more subtle angle yet. 

Stacey has thrown her heart into the Worker’s 
Alliance. Her “poison pen” reveals the horrors of 
working in the factories, and she paints the 
owners as  greedy monsters sacrificing common 
folk for the “Almighty Dollar.” There’s some truth 
to that, but the factory owners are trying. They’re 
slower than they should be in meeting the 
worker’s demands, but that’s just because they’re 
cautious. Hellstromme just doesn’t care. 

So far, only Hellstromme has seriously 
considered putting an end to Stacey’s crusade in 
the press. He’s aware what her death would do, 
so he hasn’t done anything yet, but if she 
persists and it looks like the workers will strike 
anyway, his automatons will pay her a visit. 

Fear Level 2 

You might call this place “corpses are us.” 
There are three mad scientists pilfering the 
graves for body parts. One is Dr. Gash. He uses 
the corpses to teach augmentation surgery to 
his disciples. The other two grave-robbers are Dr. 
Stark and Madam Rasmussen. You’ll find more 
information on each of them later, but both are 
working on ’‘Frankenstein”-type creatures. 

cemetery at the same time. All of them want the 
freshest corpses, so when there’s a major 
accident at the factories or some other source of 
multiple casualties, there’s a quick scramble to 
see who can get there first. 

All the scientists’ minions are fairly timid and 
overarmed, which makes for comical but rarely 
deadly battles over the unearthed corpses. 

None of these groups are foolish enough to 
steal from the Mormon Cemetery. 

Occasionally, two or three groups hit the 

In general, anyone can pass through the “toll 
canyons” with no trouble. Even folks with no 
money are usually let through if they appeal to 
the owners’ softheartedness. 

Should a conflict come, however, these 
barricaded canyons should prove incredibly hard 
for an army to pass. In a war, Gatlings and 
cannons can be added to the walls. In the larger 
passes, 10-50 militia are set to guard them. 

D€L!L’5 c&wa 
The legends about this cave are absolutely 

true. The Aztec high priest who led the 
expedition sealed a hideous nosferatu inside. It 
eventually found a way out and infected a tribe 
of local Indians. Eventually there were over 40 of 
the hideous fiends lairing in this cave. 

A few years ago, the nosferatu attacked a 
band of Mormons explorers. One of them 
escaped and informed the Nauvoo Legion. The 
Legionnaires followed the trail and entered the 
cave. Of the 20 that went in, only three made it 
back out. The Legionnaire commander set up 
camp nearby and waited on the Black Chaplains. 

They arrived shortly before Sally and her 
flamethrower, then entered the nosferatu cave 
and hosed the monsters down with their rush- 
order weapon. Unfortunately, they didn’t get the 



original, ancient nosferatu, who cravenly hid in 
the deeper caverns. 

After the Black Chaplains left, the creature 
rampaged out of the cave and tore into a band 
of Paiutes. Now it’s replenishing its undead ranks 
and preparing for another fight with the 
Mormons. It’s smart, though, so it doesn’t simply 
march on Salt Lake City. Instead, it spreads 
vampirism among the Indians, local farmers, and 
any other mortals it or its minions can catch 
alone. That way, the Black Chaplains have no 
trail to follow back to the nosferatu lair in 
Devil’s Canyon. 

the ancient nosferatu and explore the caves, 
they’d likely find a treasure horde worth well 
over a million dollars 

Oh, and one more thing. If anyone ever did kill 

NO5F€T,7U 
Looking rather like the unholy offspring of a 

nearsighted, bald ferret and a wingless, albino 
bat, nosferatu are unpleasant to behold, to say 
the least. Their eyes are solid black, with a 
small, red spark glowing at the center. Protruding 
from the mouth are two overgrown, chisel-like 
incisors, resembling those of a six-foot-long rat. 

Nosferatu can speak, though most are so feral 
that they don’t have very much to say. 

Any person slain by a nosferatu’s bite rises as  
a new vampire in ld6 hours, or at sunset. Just 
being killed by a vampire is not enough-it must 
be the bite which does it. Nosferatu generally kill 
their victims before feasting, to prevent them 
from rising. 

Corporeal: D2d6, N:3d10, S3d12+2, Q:4d12, V2d10 
Dodge 2d10, climbin’ 4d10, fightin’: brawlin’ 4d10, 

sneak 5d10 
Mental: C:2d8, K:ld4, M:ld8, Sm:2d6, Sp:ld4 
Overawe 4d8 
Size: 6 
Terror: 9 
Special Abilities: 

Claws: STR+ld4 
Bite: STR. Once a vampire has successfully 

bitten a victim, it holds on and does STR 
damage each round. The only way to break 
free is to win an opposed test of Strength. 
The good news is that once the nosferatu’s 
bitten someone, it has to use its hands to 
hold the hapless victim and can’t attack 
with its claws any longer. 

Immunity: Nosferatu are tough critters. They 
are immune to most forms of attack. It is 

ROFILE 

possible to immobilize one by severing its 
spinal column. Complete decapitation is the 
only wound that which can kill a vampire. 
Exposure to sunlight is also fatal to these 
undead. A stake through the heart can 
paralyze one as long as  the stake remains 
in place. Attempting to stake a nosferatu in 
melee requires a called (or lucky) shot to 
the gizzards. Nosferatu can be momentarily 
stunned by physical attacks. A protection 
miracle protects against nosferatu normally. 

TWE~CIHT oI\cE 
This loathsome bloodsucker was old when 

white men first set foot on the North American 
continent, and despite the best efforts of both 
the Aztec priest that imprisoned it, and the 
Black Chaplains, it still lives. With the help of 
the nosferatu army that its creating, the Ancient 
One intends to have its revenge on the Mormons. 

The regular nosferatu follow their “father’s” 
orders without question, so great is both their 
respect for and fear of it. 

With the shield of its “children,” the Ancient 
One is a bold and fearsome predator, but it 
remains a craven and cowardly creature at heart. 
One of the reasons that its survived so long is 
that it has a keen sense of when it’s time to cut 
and run. While it is a tough opponent if 
cornered, the creature will always chooses flight 
over fight if at all possible. 

The Ancient One looks like a particularly fat 
and bloated member of its kind, dressed only in 
a loincloth. The creature moves with frightening 
agility and speed considering its great bulk, and 
the charnel smell that it exudes is sickening! 

R O W E  
Corporeal: D:2d8, N:3d12, S:3d12+6, Q:4d12, V2d12 
Dodge 3d12, climbin’ 4d12, f ightin’: brawlin’ 4d12, 

Mental: C2dl0, K:ld8, M:ldlO, Sm:2d8, Sp:ld6 
Leadership 3d10, Overawe 4d10 
Size: 8 
Terror: 11 
Special Abilities: 

Armor: 2 
Claws: STR+ld4 
Bite: STR. See above. 
Immunity: See above. 
Odor: The Ancient One smells so bad that all 

in a 3-yard radius of the creature must 
make a Fair (5) guts check each round or 
lose their first Action Card of that round. 
The nosferatu are immune to this. 

sneak 7d12 



%L*a 
This is the only way a human can get into the 

most dangerous place in all Deseret-the lair of 
the salt rattlers. 

This is where the salt rattlers live. Over 50 of 
the creatures lair in the deep recesses of this 
labyrinth. At the center, in a tremendous cavern, 
lies the father of the salt rattlers, the king. 

The rattlers are far smarter than people think. 
They’re also far older. In fact, they were here 
when the dinosaurs were, and they had a little 
to do with hunting them to extinction. 

But the worms are in part supernatural and 
could not live when the Reckoners turned their 
attentions from the Earth. Most died. A few of 
the strongest slumbered. Since the Reckoning, 
they’ve awakened. Some roam the surface, 
inspiring terror for their masters. Others, like the 
salt rattler king, are plotting a new and dire fate 
to ensure their destiny. 

TtcE 1\(El(i &€ED 
The rattler king has ordered his younger 

worms to capture live humans and bring them 
back to the lairs of his many queens. The 
queens use their spiked tentacles to slowly draw 

the juice out of their still-living victims. One day, 
the rattler King hopes the queens can use 
human essence to produce a ”worm-man.” So  far, 
the queens have seen no change in their larvae. 
What the future holds is another matter entirely. 

Skull Canyon is in fact the final resting place 
of that lost company of the Nauvoo Legion that 
Sally mentioned. 

The Legionnaires stumbled upon this entrance 
to the rattlers’ lair by accident. They drastically 
underestimated the strength of the creatures that 
lay inside and, rather than waiting for 
reinforcements, headed on in to their doom. 

The salt rattlers dispatched the outnumbered 
Legionnaires, then dragged all their bodies and 
equipment down into the bowls of the earth to 
conceal their fate. The rattler king then had his 
minions collapse the tunnel leading to the inner 
chambers. By the time the Mormons returned to 
the canyon, there was no evidence of the 
soldiers’ fate. The worms redug the tunnel later. 

The Black Chaplains would love to learn the 
truth about this, but it would take solid evidence 
to get them to take the time to come and look. 

Ttc-~ LOLT I d a  



&€+T S&LT L$JG5 
The story of the Great Salt Lake is only 

beginning. A s  more and more people start 
working and dying there, the Fear Level of the 
lake continues to rise. Some new terror comes 
to life there once every few months. That’s bad. 
The abominations in there now are bad enough. 

One nice thing about the lake is that anyone 
who falls in is more buoyant than normal. 
Characters add +2 to their swirnmin’ rolls. 

The salt does burn like the dickens, though. 
Wound modifiers from untreated cuts or other 
“open” wounds are doubled in the Salt Lake. 

b=-- 
The soot and other pollutants from Salt Lake 

City has worked its way into the Salt Lake. The 
lake Hellion is a product of this carelessness. In 
addition to increased size, a thick carapace, and 
nasty mandibles, exposure to toxic residue has 
given this mutated brine shrimp the strange 
ability to suck life energy from other creatures. 

Lake Hellions gather in schools of 50-100 
animals and are usually found in the deeper 
areas of the Salt Lake, only occasionally 
venturing into shallower waters. 

While the lake Hellions usually feed on the 
few fish that live in the lake, attacks upon 
humans are becoming more and more common. 
The creatures try to drive occupants of small 
boats into the water, where the entire swarm 
can make short work of them. 

Incidentally. Briny (see below) eats these 
things up like candy. 

Corporeal: Dld6, N3d10, S:ld4, Q:2d10, Vld4 
Fightin’: swarmin’ ld10, swimmin’ 3d10 
Mental: C:2d6, K:ld4, M:2dlO, Sm:2d4, Sp:ld4 
Size: 1 (6” long) 
Terror: 5 
Special Abilities: 

Bite: ld4 
Armor: 1 
Swarm: Lake Hellions live in schools of 50- 

100 critters possessed of a primitive group 
mind. This allows them to coordinate their 
attacks on targets without any difficulty. 
Any prey actually in the water with the 
swarm is attacked by ld20 of these nasty 
things each round. Targets in small boats 
are attacked by ldlO Hellions per round, a s  
they launch themselves out of the water 
with the hope of driving their prey 
overboard. On any one target, all attacks are 
resolved at the same initiative (eight 
Hellions would attack all at once as eight 
ldlO attacks). Damage from these attacks 
are resisted separately. 

Soul Sucker: No matter how much damage is 
inflicted, any successful hit from a lake 
Hellion drains 1 point of Wind in lieu of the 
normal ld6 Wind loss from a wound. Since 
this Wind is actually life energy, it is 
recovered at a considerably slower rate than 
normal Wind damage: 1 per hour rather 
than 1 per minute. Nothing short of magic 
or weird science can speed up this process. 
Harrowed are totally immune to this power. 

PkOF3LE 

Briny is a great, tentacled, kraken-like 
monster that attacks salt trawlers on the great 
Salt Lake. The Reckoners gave it life in early ’64 
after savoring the delicious tales of the sailors 
who worked on the salt trawlers. 

The Size given below is for Briny‘s body. Each 
tentacle has a Size of 10 and takes wounds as if 
it were a separate entity. Briny pulls back any 
tentacles that take serious wounds before they 
can be severed (if possible). 



R O N E  
Corporeal: Dld6, N:ld6, S:4d12+6, Q:2d6, V4d12+10 
Fightin’: brawlin’ 6d6 
Mental: C:2d6, K:ld4, M:2d6, Sm:2d4, Sp:ld4 
Size: 16 (Tentacles are Size 10; each one is 25‘ 

long) 
Terror: 9 
Special Abilities: 

Armor: 1 
Rake: Briny attacks with 10 tentacles. Each 

one attacks separately, causing STR+2d6 
damage. 

Wrap: If Briny hits with a raise, the victim is 
wrapped up in the tentacle. He has to win 
an opposed contest of Strength with a raise 
to break free. Each round he’s wrapped up, 
Briny automatically hits the poor slob and 
causes her normal raking damage (see 
above). 

kUW 
For full details on the Paiutes and Shoshoni, 

as  well as the Ghost Dance movement in general, 
be sure to pick up a copy of Ghost Dancers. For 
Marshals who haven’t gotten their grubby little 
hands on that particular book (and why not, we 
might ask?), here are some statistics for some 
typical Indians that your posse might encounter 
in Deseret. 

?&UTE TT~DET~ 
Corporeal: D:2d6, N:3d8, S:3d6, Q:3d6, V3d6 
Fightin’: knife 4d8, horse ridin’ 4d6, shootin’: rifle 

Mental: C:2d6, K:2d6, M:3d6, Sm:3d6, Sp:3d8 
Area knowledge: Disputed Territories 3d6, faith: 

Ghost Dance 3d8, guts 3d8, search 2d6, 
survival: desert 3d6, tale-tellin 4d8, trackin’ 
2d6 

2d6, sneak 4d6 

Gear: Winchester 73, knife, horse. 

5sw5ucxWD€R5 
Corporeal: D:2d8, N:2d10, S:3d6, Q:3d6, V3d6 
Fightin’: tomahawk 3d10, horse ridin’ 3d10, 

Mental: C:2d6, K:2d6, M:3d8, Sm:3d6, Sp:3d6 
Area knowledge: Disputed Territories, faith: Ghost 

Dance 2d6, guts 3d6, overawe 2d8, ridicule 2d6, 
search 2d6, survival: desert 3d6, trackin’ 2d6 

Gear: Remington Model 1871, tomahawk, horse. 

shootin’: rifle 3d8, sneak 3d10 

Mcm#-o‘-kL-L 
Find a way to get your posse out here, 

Marshal. It’s loads of sadistic fun. 

Sally described the place just right. There’s a 
large, flooded chamber with a floor of metal. 
Grotesque “statues” of those who died in a flash 
of boiling steel rise from the salt water in 
horrible poses. The lower chambers are also 
flooded. Some are so flooded, spelunkers must 
swim underwater for a short distance to pass. 

Of course the really fun part is what’s moved 
in since the accident. The first group to return to 
the Mouth and try to claim its lost treasures was 
led by a young adventurer named Barry 
Whitescarver. Barry took one look at the statues 
and imagined the worst. The Reckoners plucked 
the image out of his mind and gave it life. The 
things killed the entire party. 

So why would anyone want to go in here? 
Pete Fenner, who founded the mine, says a 
fortune in ghost rock was left in the lower 
passages. I t  was already mined and just waiting 
for someone to haul it up to the surface in the 
mine carts. The value of the rock is around 
$ 1 0 , 0 0 0. 

If you can get the posse inside, draw up a 
detailed map of the caves and come up with all 
sorts of climbing hazards, narrow squeezes, rail- 
cart rides, and so on to keep them busy until the 
creatures make their attack. 

Ttc~ MET~L MOPY-EF~ 
The monsters that haunt Pete’s Cave are truly 

terrible. They are made of metal that can melt 
(when they wish) into different shapes. 
Sometimes they pose as statues. Other times 
they meld themselves into ore carts, metal 
beams, or simply metal slabs hidden beneath the 
water. 

When they change form, they “melt,” usually 
causing a hissing sound as they slide into the 
water and make steam. The creatures cool off in 
seconds and slither underneath the dark water 
to sneak up on their prey. 

When the steel monsters are ready to attack, 
they form into huge demon-like creatures made 
of black steel and rusting joints. They have 
horrible spikes along their arms, heads, spines, 
and tails, and their fingers are long and sharp 
like picks. 

There are currently five of these creatures in 
the Mouth 0’ Hell. They are solitary beings, 
spending most of their time dormant in the 
darkness, waiting for new playthings to arrive. 
When mortals do enter the caves, the hunters 
take their time with them, usually luring them 
deep into the caves with tricks and taunts before 
finishing them off. 



R O O E  
Corporeal: Dld6, N:2d12, S:4d12, Q:4d10, V:4d12+2 
Fightin’: brawlin’ 6d12 
Mental: C:2d8, K:ld4, M:2dlO, Sm:ld6, Sp:ld4 
Size: 8 (in “demon” form) 
Terror: 11 
Special Abilities: 

Armor: 3 
Immunity: These horrors are immune to 

Wind damage, bleeding, and the like. They 
do feel pain, however, so if harmed they 
suffer the normal wound modifiers. 

Metal Morph The steel monsters are made 
of living ghost steel. They can take on the 
form of any large metal object, including 
the disfigured statues of the original miners 
who died in the Mouth 0’ Hell. The volume 
of metal in their bodies cannot change, but 
they can look like smaller objects if the 
rest of their form lies hidden underwater. 

Spiked Hands: The creatures can attack with 
both of their pick-like hands each action 
for STR+2d8 damage. 

Vulnerability: The creatures are strangely 
vulnerable to ghost steel. Bullets or hand 
weapons made from it ignores their Armor. 

There’s little more to be said about the patrols 
except that they’re very distrustful. If they catch 
a band of cowboys traipsing across Deseret 
without a good reason, they’re likely to haul 
them into the nearest town to see if they’re 
wanted for anything. Settlers they leave alone, 
with a polite suggestion that they should 
resupply at the next Mormon town. 

Ttc~ ~ ~ G I V ’  TREE 
The platoon stationed around Mexican Hat is 

as vengeful as  Sally hinted at, and for the reason 
she states. The third platoon of the fourth 
company hates Texas Rangers with a passion. 

Unless there are witnesses about, the third 
platoon shoots Rangers on sight. They aren’t 
fond of Pinkertons either, but they don’t become 
violent unless given a good reason. 

The business about the Hangin’ Tree is also 
true, sort of. The Legionnaires aren’t dumb 
enough to try and take a Ranger alive in perfect 
health. When they catch one, they shoot him. If 
he lives, they haul him out to the Hangin’ Tree 
and leave him for dead. 



FY+x. McW 
At least one of these Rangers has become 

Harrowed. Ranger Frank McMean, once a good 
friend of the famous Hank Ketchum, returned 
from the dead only a few months before Sally‘s 
book was published. Frank had a tough time 
with his manitou-it has total Dominion. Now it’s 
stalking the frontier murdering isolated Mormon 
families to draw the Legion into an eventual 
trap. I t  won’t spring the trap until it’s figured out 
a way to kill every last man in the company. 

Frank is a brawny man with weathered 
features and a perpetual sunburn. Being dead 
doesn’t really hurt his looks. He appears to be 
about 40 years old, with dark-black hair and a 
full beard. 

ROFILE 
Corporeal: D:3d10, N:3d8, S:4d8, Q:4d8, V3d8 
Climbin’ 2d8, dodge 4d8, fannin’ 7d10, fightin’: 

knife 6d8, horse ridin’ 6d8, shootin‘: pistol 5d10, 
sneak 4d8, teamster 3d8 

Mental: C:2d8, K:2d8, M:3d10, Sm:3d6, Sp:4d8 
Academia: occult 5d8, area knowledge: Southwest 

5d8, artillery 3d8, bluff 5d6, gamblin’ 5d6, guts 
6d8, language: Paiute 4d8, language: English 
4d8, language: Spanish 4d8, leadership 4d10, 
overawe 4d10, scrutinize 4, search 4d8, survival: 
desert 3d6, trackin’ 2d8 

Edges: Brawny, law man 5 
Hindrances: Bloodthirsty, mean as a rattler 
Special Abilities: 

Harrowed 
Harrowed Powers: Eulogy 3, marked for 

death 2 
Gear: Single-action Colt Walker. 

Bonita Rose considers herself a “freedom 
fighter” against the tyranny of Brigham Young 
and the Mormons. She feels no shame in riding 
into a Mormon town and stealing their food, 
rustling their livestock, and generally making a 
nuisance of herself. She isn’t violent unless her 
life or her followers’ lives are in danger. Of 
course, the only people getting hurt are the 
innocent Mormons outside the big cities, but 
Rose doesn’t see it that way. 

Most of her followers are Gentiles who were 
thrown out of town for some minor offense-at 
least to hear them tell it. They‘re really just 
saddletramps who’ve found a home and 
something to believe in by riding with Rose. 
While they‘re not particularly bloodthirsty, they 
tend to be more violent when Rose isn’t around. 

There are 42 members of the Outcasts. They 
have seven velocipedes stolen from a train back 
in ’73. The rest ride in four steam wagons or 
horses they’ve rustled from the local settlers or 
Indians. All the steam wagons and one of the 
velocipedes mount Gatlings. 

Rose‘s hideout is deep within the Escapetas, a 
natural landmark in southern Utah. The Outcasts 
winter there, then raid all over Deseret from 
spring through fall. See the Scorpions (page 120) 
for more information about Utah Starr and the 
band that broke off from her. 

h T +  yO5€ 

look like a cross between a gypsy and a Mexican 
flamenco dancer. She wears colorful dresses, and 
a scarf around her neck and the top of her head. 
Once she leaves a town, she leaves a single rose 
lying in the street. 

Corporeal: D:2d10, N:3d10, S:2d8, Q:4d10, V3d8 
CIimbin’ 2d10, dodge 4d10, drivin’: steam wagon 

4d10, drivin’: steam velocipede 7d10, fannin’ 
2d10, filchin’ 2d10, fightin‘: saber 3d10, horse 
ridin’ 4d10, lockpickin’ 3d10, shootin’: pistol 
5d10, sneak 5dl0, teamster 3d10 

Mental: C2d8, K:2d6, M3d10, Sm:3d8, Sp:4d8 
Area knowledge: southern Deseret 5d6, artillery 

3d8, bluff 5d8, gamblin’ 4d8, guts 4d8, 
language: English 3d6, language: Paiute 3d6, 
language: Spanish 3d6, leadership 4d10, 
overawe 4d10, persuasion 3d10, ridicule 4d10, 
scrutinize 3d8, search 4d8, survival: desert 3d8, 
trackin’ 2d8 

Rose is a white woman trying her best to 

r n O W L 3 Z  

Edges: Purty 
Hindrances: Law 0‘ the West, yearnin’ (she loves 

Gear: Rose usually carries a double-action Colt 
Utah) 

Peacemaker. 

%=?c&L C k c & ~ - r  
Corporeal: D:2d6, N:3d6, S:3d6, Q:3d6, V3d6 
Climbin’ 2d6, drivin’: any 4d6, filchin’ 3d6, fightin’: 

knife 4d6, horse ridin’ 4d6, lockpickin’ 2d6, 
shootin’: pistol 4d6, sneak 4d6 

Mental: C:2d6, K:2d6, M:3d8, Sm:3d6, Sp:3d6 
Area knowledge: southern Deseret 3d6, artillery 

3d6, gamblin‘ 3d6, guts 3d6, overawe 2d8, 
ridicule 2d6, search 2d6, survival: desert 3d6, 
trackin’ 2d6 

Gear: The Outcasts possess a variety of 
firearms, mostly standard ones like 
Winchester ’76s and Colt Walkers. 



o€XLCtX. #OTIL.L 
The Whateleys are fun-for the Marshal. 

They’re creepy, weird, and just plain strange. The 
family members (at least of this branch) don’t 
actually attack anyone that stays at their hotel, 
but their bizarre activities are guaranteed to 
weird out just about anyone. 

A s  a side note, the majority of the Whateley 
clan left a few years back to set up shop in 
Gomorra, an isolated mining town somewhere in 
the Maze. 

W M G  TfcE kk+TFL€Yf. 
Portraying the Whateleys’ weirdness can be 

tough for you, Marshal. No matter how big a ham 
you are, you’ll never come close to being as  
weird a s  these folks. Here’s a few tips on playing 
them to creep your party out. 

Play Samuel Whateley like Sally describes. 
Talk to one player, while you look at another. 
Then suddenly look up at the ceiling and jump 
like something’s coming for you. 

Edwina isn’t a mute-she had her tongue 
ripped out by the last cult she joined. When 
you’re playing her, smack a ruler in your hand, 
tell the players it’s her axe, and grin at them 
wildly. She nods or shakes her head or points at 
things, but can’t speak. 

That juice dribbling out of Grandpa’s mouth 
isn’t tobacco-it’s blood. He likes to chew on raw 
chicken necks. He’s crazy a s  a loon, in case you 
hadn’t guessed. Laugh and point a lot when you 
play him, but never answer a question. 

Wilhelm is dumber than a rock, but he can at 
least answer simple questions. The disturbing 
thing is the kid might have a squirming, half- 
dead rabbit in his hands while he speaks to the 
posse. A stuffed animal you can sling around a 
little makes a good prop when playing him. 

Marguerite is the really dangerous member of 
this family. Her heroine is Mina Devlin. If 
someone checks her room, they find a number 
of books and dime novels. A Fair (5) scrutinize 
roll realizes the common thread among these 
otherwise normal books is Mina. Marguerite 
wants to be a witch, and she’s got a good head 
start. She can already cast the puppet and spook 
spells through her dolly. 

R O W -  
The Whateley’s have normal human profiles 

(2d6 in most statistics), but Samuel has a 2d8 
Strength, Edwina has 3d8. Marguerite has the 
following black magic spells: puppet 3, spook 2. 

S+LT m T 5  dOTl’“ a P j W  

TtcE 
Towers’ incredible landships are truly amazing 

pieces of machinery. They were originally 
wooden-hulled ships built for the Confederate 
Navy in Texas. When the fight for the Maze 
heated up, the Navy switched over to ironclads 
and sold off as many wooden boats as they 
could. Towers bought four of their frigates and 
added light metal plates to the hull. The plates 
won’t stop cannon rounds, but they’re tough 
enough to keep rattlers from ripping through-at 
least long enough to plug them full of lead from 
the Gatlings mounted above. 

Common Weapons:  The landships mount a 
single steam-powered harpoon gun on the bow 
and a Gatling on either side. The Esmeralda has 
a Gatling on the rear as  well. 

Durabi l i ty  Pass Pace Turn Travel 
40/8 32 20 3 10 mph 
Fuel Re1 Mod P r i c e  

3 16 +6 $25,000 
Id20 Roll  Hit Location Armor M o d  

1-7 Sails 0 +2 
8-15 Hull 2 +5 
16-17 Wheels 1 -4 
18-19 Passengers 0 0 
20 Boiler 2 * 

* The boiler is housed inside and can’t be 
targeted. 

d m  k&L€35 
Towers’ crew are rough adventurer, both 

Mormons and Gentiles. They fear and respect the 
worms, but hate them as  well. 

R O R E  
Corporeal: D:2d8, N:3d8, S:2d8, Q:4d6, V3d6 
Climbin’ 4d8, drivin’: landship 4d8, fightin’: knife 

3d8, shootin’: automatics 4d8, sneak 3d8, 
teamster 3d8 

Mental: C:2d8, K:2d6, M:3d10, Sm:3d8, Sp:4d8 
Area knowledge: Salt Lake Valley 3d6, artillery 

3d8, gamblin’ 4d8, guts 4d8, overawe 2d10, 
ridicule 2d8, search 4d8, survival: desert 3d8 

Gear: Some carry pistols; some rifles. At least 
five men on each ship carry Sharps Big 50s. 
All carry large knives. 



TttE BL-D b/W 
The story about the “blood worm” is true. 

Next to the king, it’s the biggest, oldest, and most 
cunning of the salt rattlers. Think of it as  the 
salt rattler king’s “Galahad.” It knows why 
Towers is after it and it uses that knowledge to 
torment him. Sometimes the blood worm teases 
Towers by almost falling into his traps. Once it 
sucked in a bait-cow, then it spat the bloody 
carcass back onto the deck of the Esrneralda. 

The blood worm plans on tormenting Towers 
for as  long as it can. It’s in no hurry to kill the 
little humans when they’re providing it with so 
much fun. It doesn’t even care if the landships 
haul in its little brothers and sisters-that just 
means more food for this old monster. 

P R O W E  
Corporeal: Dld4, N:3d6, S:6d12+16, Q:2d10, 

Fightin’: brawlin’ 6d6, sneak 8d6 (underground) 
Mental: C3d10, K:2d6, M:4d12, Sm:4dlO, Sp:3d8 
Area knowledge: Salt Lake Valley 5d6, leadership 

(other worms) 5d12, overawe 6d12, ridicule 5d10, 
scrutinize (humans) 2d10 

Size: 18 (80 yards long) 
Terror: 11 
Special Abilities: 

V4d12+16 

Armor: 2 
Bite: 4d20 
Burrowing: Underground Pace 24 (cannot be 

doubled by running). 
Surprise: Travelers who don’t recognize the 

rumblings of a rattler beneath them 
subtract -4 from their surprise checks. 

S+LT S T + L W 5  
Salt stalkers are a race of near-humans drawn 

from the fears of those crossing the endless 
deserts. They are living creatures broken up into 
three tribes: salt stalkers, snow stalkers (found in 
the mountains), and sand stalkers (found in the 
desert). 

They can maneuver only through loose earth 
like salt, snow, or sand (hence the names, 
amigo). Their tactic is to burrow beneath the 
earth and then quietly emerge within a few feet 
of their victim. There they begin to drain the 
prey of its water, dehydrating it to death. 

Stalkers wear loose-fitting wraps, something 
like Arabian nomads. Beneath their rags is 
tough, brown skin cracked like the earth during 
a drought. Their eyes are black as  coals, and 
their lips are peeled back from yellow teeth. 

R70fiLE 
Corporeal: D:2d6, N:2dlO, S:2d8, Q:2d10, V2d8 
Dodge 5d10, fightin’: brawlin’ 6d10, filchin‘ 4d6, 

Mental: C:2d8, K:ld6, M:ld6, Sm:ld6, Sp:ld6 
Area knowledge: home desert 4d6 
Gear: Spear STR+2d6 
Size: 6 
Terror: 5 (9 if unwrapped) 
Special Abilities: 

sneak 5d10 (and see below), throwin’: spear 4d6 

Burrowing: Stalkers can move beneath loose 
earth as if it were water. They have a Pace 
of 6 while doing so. 

Dehydrate: A salt stalker dehydrates its 
victims by simply getting within a few feet 
and concentrating on the intended prey. 
Then it slowly drains 1 Wind per round 
from its victim. The stalker’s power is very 
subtle. A character must win an opposed 
Cognition roll versus the stalker’s sneak 
each round to figure out something’s going 
on. This Wind can only be replaced by 
drinking water. Each canteen-full of water 
drank replaces ld6 lost Wind. A character 
may only drink three canteens of water in 
an hour. 



kmT3w 
The Outcasts were bad enough, but the 

Scorpions are cold-blooded killers. There are 
only 18 of them (compared to the Outcasts’ 42), 
but what they lack in numbers, they make up for 
in meanness. 

The Scorpions chase Denver Pacific trains 
across the flat land between Utah and Nevada. 
They don‘t care who they kill to get hold of 
some gold. The Scorpions don’t usually wreck 
the tracks or the trains-they know doing so will 
force the Nauvoo Legion or Smith & Robards to 
establish more forts along the tracks. They prefer 
to chase them down, jump aboard, rob the 
passengers or the cargo, and then let the train 
get on its way so the law doesn’t actually come 
out to the desert where it might be able to track 
the outlaws back to their camp. 

The Scorpions have two steam wagons, four 
velocipedes, and the rest ride horses. The steam 
wagons are loaded for bear-one of them has a 
flamethrower and the other a Gatling. Each of 
the velocipedes sports a Gatling as well. 

The rank-and-file Scorpions are roughly as 
skilled and dangerous as the Outcasts. Use the 
typical Outcast’s profile for average Scorpions. 

~ + +  ST+W 
Utah Starr is the band’s leader. He’s a lady’s 

man and a cold-blooded killer. Even when a 
train’s crew surrenders, anyone who gives him 
guff gets plugged. 

He rides his own velocipede, outfitted with a 
sidecar and a steam Gatling. See Smith 6z 
Robards for statistics. 

Utah is a blonde-haired, blue-eyed, rough-cut 
bandit. His skin is perpetually tan, and his eyes 
twinkle even after the sun goes down. He wears 
black leather clothes, a matching hat, and a Colt 
.45 double-action. 

R O W E  
Corporeal: D4d12, N:2d8, S:2d10, Q:5d12, V3d8 
Climbin’ 3d8, dodge 5d8, drivin’: steam wagon 

4d8, drivin’: steam velocipede 8d8, fightin’: 
brawlin’ 5d8, horse ridin‘ 5d8, shootin’: pistol 
7d12, sneak 3d8, teamster 3d8 

Mental: C3d6, K:ld6, M:2d10, Sm:2d8, Sp:2d6 
Area knowledge: southern Deseret 5d6, artillery 

5d6, gamblin’ 3d8, guts 5d6, language: Spanish 
3d6, leadership 4d10, overawe 5d10, scrutinize 
3d6, search 3d6, survival: desert 4d8 

Edges: The stare 
Hindrances: Greedy 
Gear: Double-action Colt Peacemaker, steam 

velocipede. 

q r n  *B5 
There are just over 20 worm hunters who use 

gliders to hunt rattlers in the salt flats. Towers’ 
crews have brought down 10 in recent months. 

As  for the other hunters, they’re out for 
Towers’ blood. They might have given up hunting 
worms-it’s dangerous work after all-but not 
after someone else told them to give it up. 

The worm hunters now fly as  a single group. 
Up to 20 get airborne on a good day. If they see 
a landship approaching, half of them fly high to 
drop dynamite down on the vessel while the rest 
circle around to draw fire. 

?wL 5B€KT 
The leader of the hunters is Paul Sibert, a 

young hothead. Sibert’s abiding personal hatred 
for Harold Towers is in large part responsible for 
the escalating conflict with the worm whalers. 

He’s the best of the hunters and a hot-shot 
with his glider. He loves “buzzing” the landships, 
taunting their Gatling gunners. So far he hasn’t 
been hit, but his admirers who tried the same 
stunt were turned into Swiss cheese. 



R O W E  
Corporeal: D:3d6, N:3d10, S:2d8, Q:3d8, V3d8 
Dodge 5d10, drivin‘: glider 7d10, shootin’: rifle 5d6, 

sneak 3d10, throwin’: dynamite 5d6 
Mental:  C:2d6, K:ld6, M:2d8, Sm:ld4, Sp:2d8 
Area knowledge: Salt Flats 5d6, gamblin’ 3d4, 

guts 4d8, search 3d6, survival: desert 4d4, 
trackin’ 4d6 

Edges:  Brave, Luck 0’ the Irish 
Hindrances:  Big britches, enemy (Harold Towers) 
Gear: Glider, 10 sticks of dynamite or a Sharps 

Big 50 as  well and 5 rounds. 

C Y W  FETE 
Crazy Pete, the inventor who started it all, still 

hunts worms but doesn’t get involved in the war. 
Like Towers, he just wants to get the “blood 
worm” and retire a legend. 

ROFiLf 
Corporeal: D:3d8, N:3d8, S:2d8, Q:3d8, V3d8 
Dodge 4d8, drivin’: glider 5d8, shootin’: rifle 3d8, 

sneak 3d8, throwin’: dynamite 5d8 
Mental: C:2d6, K:2d10, M:2d8, Sm:ldlO, Sp:2d8 
Area knowledge: Salt Flats 5d10, gamblin’ 3d10, 

guts 4d8, science: engineering 3d10, search 3d8, 
survival: desert 4d10, trackin’ 4d6 

Edges: Arcane background: mad scientist, 
mechanically inclined, eagle eyes 

Hindrances:  Geezer, yearnin’ (the blood worm) 
Gear: Glider, 10 sticks of dynamite. 

* D € Y 5  
The gliders used by the worm hunters are all 

homemade affairs. Not even the crackpots at 
Smith & Robards are crazy enough to test and 
market these things. Gliders cannot get into the 
air on their own. The usual method of getting 
airborne is to be towed behind a speeding steam 
wagon. Once in the air, using the thing requires 
the drivin: glider Aptitude. 

Common Weapons: Pilot’s own. 

Durability Pass Pace 
16/4 1 20 

Travel Fuel Re1 
10 mph 0 18 

Id20 Roll  Hit Location 
1-16 Wings 
17 Harness 

19-20 Crew 

C l i m b  
2 to 1 

Mod 
+2 

Armor 
0 
1 
0 

Turn 
5 

Hand 
Flush 
M o d  

+2 
-4 
0 

We already told you some of Hellstromme’s 
personal quirks, history, and secrets at the 
beginning of this chapter. This section talks 
about his compound. 

+ U r n %  h 4 O R  
A s  you might guess, Salt Lake City’s most 

famous mad scientist lives in the amazingly 
modern manor he named after himself. His  
servants are simply automatons without any 
weapons other than strong hands (Strength+2 
damage) and flimsy armor (Armor 1). Their 
names are “Maid” and “Butler,” though they don’t 
look a bit different. Hellstromme isn’t big on cute 
names. 

There are two areas of interest in the manor: 
the study and the library. 

The study contains a magnificent mahogany 
desk, with gold-gilded lamps and other such 
niceties. Hellstromme never uses them for one 
simple reason. A huge picture of his late wife, 
Vanessa, hangs above the fireplace staring down 
at the desk. Hellstromme sat here once and 
couldn’t bear for her to look upon him. Now he 
avoids this room at all costs. 

The library sees a little more use, though only 
by Hellstromme’s trusted associates-he’s already 
read all the books. Other characters who get 
their hands on these books can gain insightful 
knowledge into certain arcane matters. A 
number of books must be read, each one taking 
a week to complete. Once four of these have 
been read, the hero automatically gains a level in 
academia: occult and any one science 
concentration. 

Finally, every good manor must have a secret 
door. Hellstromme’s is located in a giant 
grandfather clock at the end of the upstairs 
hallway. When the glass door to the clock is 
opened, the pendulum stops swinging. Then 
Hellstromme can step inside and pull down upon 
it. This triggers a hydraulic elevator that lowers 
him down to the underground train that takes 
him to Level Two of his secret labs. 

Other than the areas mentioned above, there 
is very little of interest in Hellstromme’s home. 
The professor simply doesn’t spend very much 
time there. Most of his waking hours are spent 
either in his secret laboratories or attending 
business in Salt Lake City. 



The Secret Labs 

Level One 
The Hangar 

A 

Secret Elevator 

A Underground Tunnel 

Level  Two ‘6 
Staff Area - ’ 
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.. 
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T~LE ~T+F=F’SG&,MTER~ 
The gardener and Ms. Mary Jones live here. 

The other few tinkerers who work in the 
hangars commute from Salt Lake City. 

The groundskeepers know nothing of the 
secret laboratories (see below). They think 
Hellstromme spends his time inside the manor. 

Mary knows better. She knows he has a secret 
lab, and has even figured out where it is, but as  
yet hasn’t gone down there. Hellstromme knows 
Mary wouldn’t “understand” his more disturbing 
experiments. 

Normally, he wouldn’t keep someone like this 
around, but Mary has captured his heart, though 
Hellstromme has yet to realize it. It could be her 
beauty or her brilliant mind that captivates him, 
but most likely it is her striking resemblance to 
Vanessa, his lost wife. Hellstromme hasn’t 
consciously noticed the resemblance yet, or he 
would have dismissed her. What might happen 
when he does is anyone‘s guess. 

- M - u m m J 5  -M-jGfl5 
The smaller of the two hangars houses a few 

mundane vehicles such as  steam wagons and 
velocipedes. Hellstromme and his staff use these 
to get around, but there’s nothing particularly 
amazing about them. 

The larger hangar is the real nerve center of 
Hellstromme’s operations. The ground level holds 
a black ornithopter, an auto-gyro, barrels of oil, 
tools, and so forth. 

In the rear of the hangar, under an empty 
barrel, is concealed a large red button seemingly 
set into the floor. When stepped on, it opens a 
secret door in the back wall of the hangar that 
leads to the secret laboratories below. 
Hellstromme and the lab staff do not use this 
entrance during the daytime when the “topside 
staff” is around, but large items can be moved 
through these large doors at night if needed. 

TtcE S C r i E T  &BC%&TCXE5 
This is where the doctor’s really secret work 

goes on. There are 25 full-time staffers, 18 
scientists, and seven veteran X-Squadders, three 
of which patrol the hallways in the daytime, and 
three at night. The last guard is rotated in and 
out of the bottom level-near the zombie corral. 

No one knows the secret staff works here 
because they go in and out through a secret 
tunnel connected to the labs. An incredibly fast, 
two-car steam train takes them all the way from 
the laboratory to a steam tunnel in Junkyard. 



All of the workers have been sworn to 
absolute secrecy over their work and the very 
existence of the lab. Hellstromme has promised 
those who break the oath that their deaths will 
be far less merciful than being slowly jammed 
into a 6” pipe. 

As  for what exactly goes on in the secret lab, 
it changes almost monthly. You can to tailor the 
work there to whatever adventure seed has led 
your posse to discover its existence. Level Two is 
the staff break area, conference room, and 
library. Level Three is a large garage where new 
and experimental vehicles, weapons, and other 
“heavy gear” are worked on. Half the staff is 
involved in this work. Level Four contains cages, 
biological equipment, and chemistry supplies. 
Five of the researchers study monsters of the 
Reckoning here. They also have several human 
patients hooked to machines that record and 
even distill their fear. 

?%E &&h! -fprcToFN 
The lowest level has but one function-to 

manufacture zombie brains for Hellstromme‘s 
automatons and other “sentient” creations. The 
poor, the destitute, and those who cross 
Hellstromme are injected with a special serum 
stolen from Baron Simone LaCroix of the Bayou 
Vermillion railroad. The serum kills the victim 
and then brings him back as walkin‘ dead. 

The walkin’ dead are allowed to wander in the 
zombie corral until it’s time to capture them. The 
crew gathers 10 a month-that’s as  fast as  the 
automaton factory can crank out shells anyway. 
When they’re ready to ”cull the herd,” all seven 
of Hellstromme’s veteran X-Squadders don heavy 
body armor and capture the undead with nets, 
hooks, and shotguns. It doesn’t matter if the 
bodies are damaged-only the heads are 
important. Once the zombies are down, the 
heads are sawed off and thrown in a giant vat 
filled with a glowing, green ”preservative.” 

last four researchers, who do nothing but 
manufacture and train zombies, retrieve the 
heads. Finally, the heads are carefully “wired” 
into the metal shell of an automaton head. 

Training occupies the researchers between 
batches. They train the walkin‘ dead by electric 
shock therapy. By the time they’re done, the 
zombies can’t even think about disobeying an 
order. Then the explosive charges are hooked to 
the brains, the heads are sealed up and filled 
with preservative, and the batch is sent to the 
automaton factory via the secret tunnel. 

A week later, after the heads have pickled, the 

Mad science is far from perfect. On at least 
one occasion so far, a zombie has managed to 
go “rogue.” It happened somewhere in Colorado 
during a battle of the Great Rail Wars. Wasatch 
forces were winning a fight for a right of way 
when one of the automatons spotted a woman 
running from the saloon. It was the dead man’s 
mother. The automaton turned on its “brothers” 
and hosed them down with its Gatling gun. It 
destroyed three of them before it and one more 
were destroyed by the explosion of the third. 

V€T€3?fl %--DD€R5 
Only the most loyal and competent members 

of Hellstromme Industries’ security forces are 
stationed at the compound. The doctor runs any 
potential recruits through a vigorous series of 
loyalty test before they may work here. These 
men and women are well paid and sworn to 
complete secrecy. They are intimately familiar 
with the price of betraying Darius Hellstromme 
and are extremely loyal. 

PkORLE 
Corporeal:  D2d8, N:3d6, S:3d8, Q:3d8, V2d8 
Dodge 4d6, drivin’: steam wagon 4d6, drivin’: 

steam velocipede 4d6, fightin’: brawlin’ 5d6, 
fightin’: knife 4d6, shootin’: any 5d8, sneak 3d6, 
any skill necessary to use a device at level 7 

3d6, guts 2d6, scrutinize 4d8, search 4d8, any 
other skill needed to use a gizmo at level 5 

flamethrower, Gatling weapon, or a rocket 
pack. If the gizmo isn’t a weapon, the X- 
Squadder carries a pistol, rifle, or shotgun. 

Hellstromme employs only the most brilliant 
and amoral researchers in the secret 
laboratories. It takes a special kind of scientist 
to turn folks into zombies, lop their heads off, 
pickle them, and wire them into a metal shell. 

Mental: C:2d8, K:2d6, M:2d8, Sm:2d6, Sp:2d6 
Area knowledge: Salt Lake City 2d6, gamblin’ 

Gear: Any single weird gizmo, such as a 

QL5-&&Y<+m5 

R O R E  
Corporeal:  D:2d6, N:3d6, S:3d4, Q:2d6, V2d8 
Dodge 4d6, drivin’: steam wagon 2d6, fightin’: 

Mental: C2d8, K:2d10, M:2d8, Sm:2d8, Sp:2d6 
Academia: occult 3d10, area knowledge: Salt Lake 

City 2d6, guts 4d6, science: (their specialty) 
3d10, scrutinize 4d8, tinkerin’ 3d8 

Gear: The researchers are rarely armed, relying 
on the X-Squadders to provide security. 

brawlin’ 2d6, sneak 3d6. 



KOl$RD5 G2MFa.ND 
Sally's description of the various areas is 

accurate. There are only a few that hide secrets 
we can reveal only to you, Marshal. 

T ~ L E T ~  
The mountain below the Smith & Robards 

Compound is home to a strange society of 
gremlins. There are at least two types: green and 
black. Green gremlins are the kind described in 
the Deadlands rulebook. They occasionally 
venture forth from the caves to enter some new 
device as  it passes through the tunnel bound for 
some unfortunate customer. These days, about 
one in ten devices comes with a gremlin. 

The black gremlins are far more numerous. 
These are vicious rodent-like creatures that live 
for more general mischief. They delight in 
sneaking from the tunnels at night and causing 
distractions for the guards, stealing belongings 
from one worker and planting them in the 
locker of another, killing pets, and so forth. 

The gremlin population is small for now- 
perhaps less than 100 creatures. The paranormal 
energy emanating from the Smith & Robards 
Compound is helping them grow. One day, they 
may become more dangerous, and perhaps even 
new, more lethal breeds will appear. 

statistics, but the black ones have no jinx ability. 

Sally knows this secret but isn't telling. Senior 
inventors and their assistants have offices in the 
upper levels of the design house, and this is 
where most of the "blueprinting" is initially 
done. Once a theory calls for testing, however, 
the senior inventor and a few assistants move 
down to the underground testing labs. 

All the scientists and assistants are 
contractually obligated never to speak of the 
underground labs, but mad scientists being the 
lunatics they are, it's not the best-kept secret in 
the state. That's okay with Mr. Robards-he feels 
his security is tight enough-he simply doesn't 
want the staff telling any more people than is 
necessary about the underground facilities. 

have found their way into the ventilation ducts. 
They sneak into the underground labs most 
every night to sabotage the experiments or 
equipment left lying around there. 

Both types of gremlins have the same 

T-FE m a  WCYJ~E 

Unfortunately, the gremlins living in the tunnel 

T+C.E F&CTOfiv GW5T 
The ghost of Dr. Dowdy does indeed watch 

over the men and women who work in the 
factory. Whenever someone is about to make a 
serious mistake, the ghost warns her or 
otherwise alerts the person to the situation. If a 
gizmo is used in the factory and suffers a 
Catastrophic Malfunction, roll on the 
Malfunction Table a second time. Only treat the 
result as a Catastrophic Malfunction if it is 
rolled a second time. Otherwise use the second 
roll (either a Minor or Major Malfunction). 

*R- 
Smith & Robards' guards are all impeccably 

honest and loyal to the company. Robards' 
screening process, sees to that. 

Corporeal: D.3d6, N:2d6, S:3d6, Q:3d6, V2d6 
Dodge 2d6, fightin': brawlin' 3d6, horse ridin' 2d6, 

shootin': rifle 4d6, shootin': automatics 3d6, 
sneak 3d6 

Mental: Cld6, K:ld6, M:2d6, Sm:ld6, Sp:ld6 
Area knowledge: Salt Lake City 2d6, area 

knowledge: S&R Compound 5d6, gamblin' 3d6, 
guts 3d6, overawe 3d6, scrutinize 3d6, 
search 3d6 

Gear: Winchester '73, nightstick (STR+ld4). 

R O F I E  

TWK. ~ V G  
The junk thrown into this narrow but deep 

canyon radiates the supernatural energy of mad 
science. It's little wonder the rats who feed off 
the mundane garbage sometimes thrown in here 
have mutated into something far more horrible. 

"Junk rats" are hideous rats that look as  
though they've been fitted with metallic jaws, 
then rolled around in a sharp bed of nails, 
jagged metal, or glass. The latter jut from their 
bloody fur painfully. Junk rats actually feed on 
supernaturally charged metal-such as  scrapped 
gizmos. They absorb the energy, then painfully 
pass the "dead" metal out their back and guts. 
Their skin tears and bleeds, giving them a 
constant coat of torn flesh covered in oily blood. 

TNK. mT5 
Corporeal: Dld4, N3d6, S:ld6, Q:3d8, V3d6 
Fightin': brawlin' 4d6, sneak 5d6 
Mental: C:2d8, K:2d4, M:2d6, Sm:2d4, Sp:ld4 
Overawe 5d6 
Pace: 16 
Size: 3 
Terror: 11 



Special Abilities: 
Armor: 1 
Bite: STR+ld4+infection 
Infection: If a rat causes a wound, the 

character must make a Hard (9) Vigor roll. If 
he fails, he contracts a bizarre form of 
tetanus. Within five minutes, the victim 
develops severe “lockjaw“ and cannot open 
his mouth. Ten minutes later his joints 
begin to seize up as if he were dead. The 
infected joints continue to swell until, one 
hour later, they burst. Then the poison 
drains out, and the victim is left alive but 
without a single working joint (that means 
knees, elbows, jaws, fingers, hips, back, feet, 
and neck). Unless the character has his 
joints healed by magic or augmented by Dr. 
Gash, he‘s permanently disabled. 

FaIX~7- 
There’s nothing unusual about the power 

plant, but there are always two watchmen on 
duty. Touching the fence is a bad idea. It causes 
3d20 damage. A fellow who grabs the fence finds 
his muscles seize up so that he can’t let go. He 
continues to take damage until someone shuts 
down the fence and peels him off. 

5 I T t L ’ 5  ‘F+4C.€€ 
Unfortunately, Miss Erma Pridemore is neither 

a Mormon nor of a good family. In fact, she isn’t 
even 18-she’s 24. 

Erma is the daughter of General Pridemore, 
the commander at Roswell since it was moved 
underground. The General knew he‘d never get 
Smith to return to Roswell, so he convinced his 
daughter to spy on him for a few years by 
marrying him. Fortunately, one of Pridemore’s in- 
laws had become a Mormon, so he sent Erma to 
live with them. Erma’s uncle knows only that her 
father is stationed somewhere down south, that 
it is no place for a lady, and that he is happy to 
care for Erma until her father’s duties are done. 

L€a-ru5 F, 4p,yc 
Gash is going places-underground places. His 

laboratory is located in a cavern entered through 
the basement of the Asylum (page 103). 

Gash’s creations and how they work are 
detailed in his Journal, included in this set. 
Gash’s statistics and those of his assistants are 
discussed earlier in this chapter (page 104). 

Hellstromme talked Brigham into making 
Gash’s “dead” bounty so low because he wants 
to learn his secrets. The low “dead” price makes 
bounty hunters more likely to bring him in alive. 

-k”GTCX‘5 YW 
Dr. Tom Huntington was attempting to open a 

doorway into another dimension when his lab 
exploded. I t  worked, though the Huntington was 
nothing more than a shadow afterwards. The 
only remaining door frame in the house is a 
portal to the Hunting Grounds. See Ghost 
Dancers for more on that terrifying realm. 

If the door frame is ever destroyed, so is the 
portal. One good storm is likely to do the job, so 
this portal is temporary at best. 

&D\nn, ??&W5533 
Madam Gretchin Rasmussen is all that Sally 

said, and a little more. Few know that Utah Starr 
didn’t just kill her husband; he torched him with 
the flamethrower of his steam wagon. 

Claus lived for days in agony, while Gretchin 
tried her best to save him. One day, while 
flipping through an old book in Claus’ collection, 



she found an alchemical formula for restoring 
life to the dead! 

She read the book voraciously, and sometime 
in that night, Gretchin became a mad scientist- 
actually, an alchemist. 

Claus died that very night. Gretchin ”pickled” 
his body in formaldehyde and began to concoct 
a new serum. She knew that even if she 
managed to return her husband from death, his 
horrible burns would only kill him again. So she 
must discover a formula to heal his burns before 
she can even attempt the resurrection serum. 

In the meantime, she experiments with her 
concoctions on burn victims from the City 0’ 
Gloom. She is making progress in this area and 
now must begin to study the resurrection serum. 

To do this, she’s hired two local goons, Cletus 
Red and Willy Banks, to ”procure” bodies from 
the Gentile Cemetery. The grave-robbers have run 
into Dr. Manfred Stark’s boys on several 
occasions, and each time they’ve wound up in a 
brawl over the freshest corpses. 

What might eventually happen when grave- 
robbers fight in a cemetery where the Fear Level 
is already high is best left to you, Marshal. At 
the very least, a few of the corpses they want to 
rob ought to come to unlife and put up a fight. 

&D@$ -5NJ5533 
Corporeal:  D2d6, N:ld6, S:ld6, Q:2d6, V2d6 
Climbin’ ld6, drivin’: steam wagon 3d6, horse 

Mental: C:3d10, K:2d12, M:2d6, Sm:4dlO, Sp:4d8 
Academia: occult 5d12, area knowledge: Salt Lake 

City 2d12, guts 4d8, medicine: general 4d12, 
persuasion 4d6, science: alchemy 7d12, science: 
chemistry 5d12, scrutinize 4d10, search 4d10 

Edges: Arcane background: mad scientist, purty 
(in a motherly sort of way) 

Hindrances: Oath (resurrect her dead husband) 
Gear: Madam Rasmussen keeps a loaded 

double-barreled shotgun behind the door to 
her office, and another in her steam wagon. 

ridin’ 2d6, teamster 2d6 

c i E - l u . 5  f5 ~ U Y  
Corporeal: D3d6, N:2d6, S:2d8, Q:2d6, V2d6 
Climbin’ ld6, fightin’: brawlin’ 2d6, horse ridin’ 

2d6, shootin’: pistol 3d6, teamster 2d6 
Mental: Cld6, K:ld4, M:ld4, Sm:ld4, Sp:ld4 
Academia: occult ld4, area knowledge: Salt Lake 

City 3d4, guts 2d4, search 2d6 
Gear: Cletus and Willy carry clubs and double- 

action Peacemakers and keep a Winchester ’73 
and a shotgun on their horses. 



R. Percy Sitgreaves was onto something with 
his theories of “thaumaturgical diffusion.” You’ll 
find out just how much when you read the 
Journal of Thaumaturgical Dgf usion included in 
this set. 

Percy and Reggie Hughes, a nine-year-old 
Mormon. Percy doesn’t really need the boy 
around, but he’s taken to him and hopes to one 
day teach him the ways of a huckster. If Percy 
ever gets caught teaching such “black arts,” 
however, the next S&R catalog might be printed 
in blood. 

A s  for Infinity Press, it‘s a two-man operation- 

R O T I L X  
Corporeal:  D:2d6, N:ld6, S:2d6, Q:3d6, V2d6 
Climbin’ ld6, dodge 2d6, drivin’: steam wagon 

3d6, fightin’: brawlin’ 3d6, horse ridin’ 2d6, 
sleight 0’ hand 2d6, sneak 2d6, teamster 2d6 

Mental: C:ZdlO, K:4d12, M:2d6, Sm:4d12, Sp:3d8 
Academia: occult 5d12, area knowledge: Salt Lake 

City 2d12, guts 3d8, persuasion 3d12, science: 
alchemy 4d12, science: engineering 4d12, 
science: chemistry 2d12, scrutinize 4d10, 
search 4d10 

background: huckster, fleet-footed 
Edges:  Arcane background: mad scientist, arcane 

Hindrances:  Curious, geezer 
Tricks: 
Hexes:  Being the developer of the spells in his 

journal, Sitgreaves knows all the spells at level 
1, and a few at higher levels: Blast furnace 2, 
caltrops 3, devil’s workshop 3, grenade 4, 
haywire 4, infernal machine 3, razor coils 2, 
shard 3 

Gear: Single-action Colt Peacemaker 

-flNIXG Tfl -E -kk,XE_S 
Percy Sitgreaves was fairly creative in hiding 

his newly invented hexes in Smith & Robards’ 
catalog. The formulae are concealed in technical 
data, seemingly random order numbers, 
descriptive paragraphs, and even a few of the 
hand-drawn illustrations. 

Any huckster studying the catalog with the 
intent to find a specific hex has to make a Hard 
(9) academia: occult roll to find the complete 
formula. See the accompanying Journal for more 
details. Of course, to look for the hexes, a 
huckster has to know they’re there in the first 
place. There are two ways for this to happen. 
The first is to have someone in the know pass 
the information along. The second is for the 

hexslinger to stumble across the formulae 
herself. Any character with the Edge urcane 
background: huckster simply perusing a copy of 
catalog may notice snippets of the formulae on 
a successful Hard (9) academia: occult roll-based 
on Cognition instead of Knowledge. After that, 
she must spend a number of days equal to 15- 
her Smarts die type deciphering the codes and 
reading the text. After that, she may find 
individual hexes a s  described above. 

m. h$WR€D S T M K  
Stark is the resident “Dr. Frankenstein.” He’s 

attempting to create a “new” being from the 
parts of dead corpses. He  doesn’t murder anyone, 
but his hirelings do rob the Gentile Cemetery 
(page 111). 

Stark‘s ”monsters” have yet to animate. He 
feels he’s lacking some key ingredient in his 
theory. His  distant neighbor, Dr. Tremane, has 
been doing incredible things with electricity. 
Stark has been calling on Tremane lately to 
learn more about electricity and see if it might 
provide the “spark” that can bring his creation to 
life. We’ve given you statistics for the “monster” 
below, should Stark complete his research in 
your campaign. 

Stark also has the dubious distinction of 
being the only Harrowed mad scientist in the 
area. The worst part is that his manitou doesn’t 
cause much trouble-it lets him continue his 
work. How scary is that? 

Stark has three servants: Pete, Ed, and Ed. 
Each one’s dumber than a prairie tick and half 
a s  charming. They’re not particularly dangerous, 
though they’d bully a single opponent if she 
didn’t look too tough. When not robbing graves, 
they work around the house or go take a ride 
out to Corrine for whiskey. 

m. MFED ST+ 
Corporeal: D:2d8, N:2d6, S:2d8, Q:ld6, V2d6 
Climbin’ ld6, drivin’: steam wagon 3d6, fightin’: 

brawlin’ 2d6, horse ridin’ 2d6, teamster 2d6 
Mental: C:4d8, K:4d12+4, M:2d10, Sm:3d12, Sp:3d8 
Academia: occult 7d12+4, area knowledge: Salt 

Lake City 2d12+4, guts 6d8, medicine: surgery 
6d12+4, science: alchemy 3d12+4, science: 
biology 8d12+4, science: chemistry 4d12+4, 
scrutinize 2d8, search 6d8 

Edges:  Arcane background: mad scientist 
Hindrances:  Oath (create artificial life) 
Harrowed Powers:  Supernatural Aptitude 

Gear: Dr. Stark is never armed. 
(Knowledge+2 levels), evil eye 2 



5TjRK.’5 
Corporeal: D:3d6, N:2d6, S:2d8, Q:2d6, V2d6 
Climbin’ ld6, drivin’: steam wagon 2d6, fightin‘: 

brawlin’ 2d6, horse ridin’ 2d6, shootin’: pistol 
3d6, teamster 2d6 

Mental: C:ld6, K:ld4, M:ld4, Sm:ld4, Sp:ld4 
Academia: occult ld4, area knowledge: Salt Lake 

Gear: Stark’s flunkies carry clubs and cheap 
City 3d4, guts 2d4, search 2d6 

double-action pistols (Reliability 19). 

Ttc~ M w - m  
The monster looks like what it is-a crude 

amalgamation of arms, legs, torso, and a head 
stitched together. When Stark finally figures out 
electricity is the final piece in the animation 
puzzle, he inserts two large metal bolts into the 
monster’s cranium. The electricity travels into 
these bolts and brings the brain back to unlife. 

The monster isn’t a damned and evil soul like 
walkin’ dead, and it isn’t “cohabited” by a 
manitou like the Harrowed. Instead, the body is 
an empty shell with only faint traces of its 
individual pieces’ many souls. In short, it is an 
abomination created by the Reckoners and made 
to believe it’s “alive.” The confusion in its addled 

mind causes it great pain, so its mood can 
change from that of an  innocent child to that of 
an angry Kodiak with the slightest trigger. 

Treat the monster just like you’ve seen 
Frankenstein’s monster portrayed in the movies, 
but remember, it’s really just a trick played by 
the Reckoners. There’s nothing they like better 
than to watch some hero attempt to save the 
“pitiful” monster when it turns feral and attacks. 

Corporeal: D:2d6, Nld6, S4d10, Q:2d6, V4d10 
Climbin’ 3d6, fightin’: brawlin’ 4d6 
Mental: C:ld6, Kld4, M:2d6, Sm:ld4, Sp:ld4 
Terror: 9 
Special Abilities: 

Coup: A Harrowed who absorbs the monster’s 

R O W E  

Undead. 

essence gains a level in stitchin: 

74>R, cfriEc;oriv TYEP~E 
Tremane is indeed the wizard of electricity 

that Sally mentioned. Anyone who grabs his 
house’s front doorknob on his own finds that 
out-it delivers a shock that causes 3d10 Wind. 

Moving around his mountaintop home is also 
dangerous. Every time a character moves around 
the house, roll a d20. On a 20, a floorboard 
snaps. The hero must make an Onerous (7) 
Nimbleness or Strength roll (her choice) to avoid 
tumbling down the mountain to her doom. 
Tremane had an assistant once, but he 
mysteriously disappeared. His fate might be 
easily guessed once a character almost falls 
through the floor. Tremane seems to have no 
trouble navigating about. Don’t roll for loose 
floorboards if the posse follows in his footsteps. 

Dr. Tremane isn’t up to anything particularly 
insidious, but Dr. Stark speaks with him every 
week, as he believes a strong electrical current 
may be just the thing to give his creation life. 

R O W E  
Corporeal: D2d6, N:2d6, S:ld6, Q:2d8, V2d8 
Climbin’ 4d6, horse ridin’ 3d6, teamster 2d6 
Mental: C4d10, K:3d12, M:ld4, Sm:4d12, Sp:3d6 
Academia: occult 2d12, area knowledge: Salt Lake 

City 2d12, guts 2d6, science: electrical 
engineering 6d12, science: engineering 3d12 

Edges: Arcane background: mad scientist 
Hindrances: Loco (absent minded) 
Gear: Dr. Tremane carries an electrostatic gun. 

He doesn‘t know how to use it properly (thus 
no shootin’ Aptitude), but he gives it a try 
anyway in an emergency. 

















Each catalog entry has five entries. 
R e q u i r e m e n t s  tells you if any other augmentations are 

necessary before buying this one. If so, your hero must undergo 
surgery for each, though this happens all in one visit. 

Cost is the base price for Gash to perform the operation. It is 
nonnegotiable and due before the surgery is attempted. 

G h o s t  R o c k  is how long a single nugget (four ounces) of 
ghost rock fuels the motivator in a powered device. Putting in 
new ghost rock requires about five minutes, but no Aptitude roll. 

Rel iab i l i ty  works just like it does for weird gizmos. Roll a 
d20 every time you make a Trait or Aptitude check involving the 
device. If your hero has a piston arm, for example, he’d need to 
make a Reliability check when he climbed, fired a weapon, made 
a hand-to-hand attack, or drove a steam wagon. If there’s ever 
any doubt, ask the Marshal. 

If an enhancement has a number such a s  -1 or -2, that means 
the device doesn‘t have its own malfunctions, but it lowers the 
Reliability of the augmentation it’s a part of by that amount. 

place. 
Effect tells you why you’d want the augmentation in the first 

I 

P A G E .  b 



mGTa+m 
Requirements: Chest brace 
cost: $1,000 
Ghost Rock: 1/7 days 
Reliability: 18 
Effects: A piston arm raises a user’s Strength Coordination by 

+2, and his Strength die by two types or +4 (if already at d12 or 
higher). 



&T&L *€&JQ4 
Requirements :  None (but note that a piston arm includes a 

Cost: $500 ($200 if left empty) 
Ghost Rock:  Depends on attachment 
Reliability: 18 
Effects: The forearm itself has no effect except that whenever 

the user is hit in the arm, roll ld6. On a 4-6, the damage hits 
the forearm, which has an Armor value of 2. The real purpose 
of a forearm is to house the amplification coil and motivator 
for a powered attachment, or perhaps a s  a housing for a gun. 
If the forearm has no attachment, for some reason, it’s just a 
metal tube stuck on the end of some poor sodbuster’s arm. Do 
not roll for surgical mishaps or malfunctions. 

forearm) 

I I 

P p G E  8 



fi- 
Requirements: Forearm or arm 
cost: $1,000 
Ghost Rock: l/hour of use 
Reliabi l i ty:  18 
Effect: The buzzsaw is a very powerful hand-to-hand weapon. It 

causes STR+3d8 damage to anything it hits. 
I I 
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3 - 3 Y - w  
Requirements: Forearm for pistols, piston arm for rifles or 

Cost: The cost of the weapon+$500 
Ghost Rock: None 
Rel iabi l i ty:  There is no need to roll Reliability if the weapon 

inserted is a pistol. Rifles and shotguns built into the arm 
have a Reliability of 19. 

Effect: As the weapon within. If the patient asks, Gash’s 
surgeons are happy to conceal the weapon as  much as 
possible. Spotting a concealed firearm requires an Onerous (7) 
Cqqnition roll. Until the weapon is used, of course. 

shotguns 

~ 



-&GD ‘vVk$F’CX5 
Requirements :  Forearm 
cost: $200 
Ghost Rock: None 
Reliability: n/a 
Effects:  There are no special effects for such basic weapons. 

Gash leaves the forearm with a brace so that the user can 
insert whatever type of blade, club, saber, knife, etc., he 
desires. 

I I 
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%C++”.L -&+AD 
Requirements :  None 
Cost: $500 
Ghost Rock:  l/month 
Reliability: 19 
Effects: None. A mechanical hand simply replaces a normal one. 

It does have an Armor of 1, however. If the character suffers an 
arm hit, roll ld6. On a 6, it hits the hand. Increase the odds to 
5-6 if the hit was suffered in hand-to-mechanical hand 
combat. If desired, the patient can add a slot to the back of 
the hand for an extra $100. Various hand weapons can then be 
designed to f i t  into the slot. 



a - C T K & L  R O D  
Requirements: Forearm 
Cost:  $800 
Ghost R o c k  None 
Reliabi l i ty:  17 
Effect: Before the prod can be used, it must be charged by 

pumping the elbow. The prod releases all of its energy in a 
single hit, so it must be recharged after each hit. The user 
makes a normal fightin: brawlin' check to hit with the prod. I t  
does ld4 Wind per charge stored. Each pump requires a single 
action and a Reliability roll. stored charges dissipate at the 
rate of one die every five rounds. The maximum charge the 
capacitors can hold is six pumps. Metallic armor does not 
protect against the effects of the prod, but other armor is 
ignored only if the target is wet. The stunner has no effect 
against mechanical devices, inanimate objects, or creatures 
which are immune to normal Wind damage, like the Harrowed. 

I I 
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Requirements: None 
Cost: $500 
Ghost Rock: None 
Reliability: n/a 
Effects: Besides being necessary for a piston arm, any time the 

character takes a wound to the upper guts, roll a d6. On a 6 
(or a 4-6 if the attack was a broad, cutting attack), the brace is 
hit and acts as  3 points of Armor. Obviously, this doesn’t 
protect against most magic, fire, or other types of damage that 
can’t be deflected by a strip of metal. 





E*!- G i L 5  
Requirements: None 
Cost: $3,000 
Ghost Rock: None 
Reliability: n/a 
Effect: Gills allow the augmented to breathe underwater. This 

doesn’t help against pressure, however, so deep diving still 
requires a suit. Besides the cost of this new procedure, the 
patient must supply a live pike or other large fish as  well. 
Gash’s assistants are terrible fishers. 



M€Ctl-jG!c&L 1 G 5  
Requirements:  None 
Cost: $1,500 
Ghost Rock: l/week 
Reliabi l i ty:  18 
Effect: N o  special effects other than normal walking and 

running ability. The legs are Armor 1. 



MomyJm5 
Requirements :  Legs 
Cost: $500 
Ghost  R o c k  l/week 
Reliability: 17 
Effect: Any Strength, Nimbleness, or associated Aptitude checks 

that rely on the legs add +2 to the final total. In addition, the 
character can jump twice as  far or as high as normal and can 
run up to one and a half times his usual running Pace. 

I I 
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R e q u i r e m e n t s :  Legs 
Cost: $300 
G h o s t  Rock: None 
Reliabi l i ty:  15 
Effect: The springs do just what Leonitus said they do-a 

character can jump 30 horizontal feet or 15 vertical. They may 
only be used once before they must be recoiled. This must be 
done with a vise and a "clip" made of ghost steel. The button 
in the legs actually cuts the clip, allowing the coil to spring 
out of the hollow heel of mechanical legs. 

~ 
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% J € l _  b G 5  
Requirements: Legs 
Cost: $800 
Ghost R o c k  None 
Reliabi l i ty:  -1 
Effect: Swivel legs allow a character to move any direction he 

wants while maintaining any facing. This reduces the action 
penalty for movement by half. It’s also quite disturbing for 
most folks who aren’t used to it. 



c&-r’5 FYFS 
Requirements :  None 

Ghost Rock:  None 
Rel iabi l i ty:  n/a 
Effect: Cat’s eyes allow you to see in all but total darkness. The 

crystals that give you this benefit also cause your eyes to 
“glow” red when hit by direct light, like a lantern. Also, you 
can no longer see colors, and your eyes are disturbingly small 
and slitted 

cost: $2,000 



S o  one of your posse wants 
a steam arm. Or gills. Great. 
That’s why we created all the 
nifty devices in here. But 
maybe you’re a little worried 
that your game is going to turn 
into “cyber-Deadlands.” It’s a 
valid concern. S o  we’re going 
to give you some tips on 
making sure augmentations 
add a cool and creepy twist to 
your campaign world without 
ruining the flavor of the Weird 
West. 

m ’ T  FHC/ 
“Weird” West. It’s supposed to 
be a little bizarre. If you’re 
totally against adding 
augmentations to your 
campaign-don’t. It’s just that 
simple. 

First, remember that it is the 

For those of you who do, 
don’t forget that Deadlands is 
as much about horror as  it is 
about the Wild West-actually 
more so. You shouldn’t have 
any trouble making 
augmentations creepy if you 
describe them correctly. The 
first time they see a stranger 
with a piston-arm, for example, 
don’t describe it simply a s  a 
“steam arm.” Talk about how 
the stranger has an incredibly 
bulky, monstrous arm of metal. 
It’s dirty and covered in soot, 
it’s starting to rust in spots, 
and the flesh where it’s 
attached to the chest is scabby 
and oozing blood. N o t  a pretty 
sight. 

If the stranger has cat eyes, 
describe him like that. Surprise 
the heroes by suddenly 



mentioning that the Junkyard 
tinkerer that they’re talking to 
has slitted pupils! If they don’t 
know it’s an augmentation, 
they’re likely to mistake him 
for some kind of abomination. 
Think how much trouble that 
can cause! 

Third, use the malfunction 
rules. If you’re lazy about 
them, that’s fine, just make 
sure you remember them when 
you feel it’s important. Or just 
arbitrarily have a hero’s 
augmentation “conk out” when 
you need i t  to. You’re the 
Marshal, after all, and if a 
character becomes overly 
powerful because of his 
augmentations, it’s up to you 
to knock him down a notch. 

accessibility. The only place 
the heroes can get augmented 
is at Dr. Gash’s. And besides 
charging an arm and a leg 
(sorry), he’s very difficult to 
find, impossible to argue with 
(since they’ll never meet him 
while they’re conscious), and 
his surgeries are haphazard. 

Finally, while the people of 
Salt Lake City, and to a lesser 
extent the folks of Deseret, 
know about the augmented 
and see them on occasion, 
most don’t really trust them. A 
fellow who had his eyes ripped 
out and replaced with a cat’s is 
just too freaky for your 
average cowpoke. And outside 
of Salt Lake City, where 
augmentations are barely more 

Fourth, think about 

than a rumor, expect to draw 
more stares than a gunslinger 
who forgot to button his fly 
before his big showdown at 
high noon. The augmented 
suffer a minimum of -2 to their 
persuasion rolls toward non- 
augmented types in Salt Lake 
City, -4 to people of Deseret, 
and a -6 in most other locales. 
Particularly straightlaced folks 
and even entire towns might 
actually think an augmented 
person is a child of Satan 
himself. I t  just depends on the 
particular augmentation and 
the character. 

Getting Dr. Gash’s attention 
should be an adventure in 
itself. Gash describes how to 
do so in his journal. Exactly 
how this is done is different 
every time, but Gash’s brokers 
are very clever and sneaky. 

In general, the client tells 
certain locals what he’s 
looking for. On an Incredible (11) 
streetwise roll, a broker takes 
notice and makes contact. The 
broker then finds out what the 
client wants, reports it to Dr. 
Gash, and meets back with the 
client with the answer and-if 
it’s a yes-a price. 

If the client agrees, he’s 
drugged somewhere, somehow, 
and quietly taken to Gash‘s lab. 
When he wakes up, his 
surgery is complete. If he 
survives, that is. 



+pvKw€D 
Dr. Gash is not aware that 

such creatures a s  the Harrowed 
exist. When one inevitably lies 
upon his operating table, he’s 
in a s  much terror a s  anyone 
else would be. This may be 
particularly problematic, since 
the ether his agents use to 
ensure a patient does not 
know where they’re being 
taken has no effect on a dead 
man. Assuming the Harrowed 
fakes it ,  the agent probably 
doesn’t notice. Only on a Hard 
(9)  Cognition roll should the 
anesthetist realize something 
is horribly wrong. 

If the Harrowed does not 
reveal his consciousness once 
inside the lab, the doctor 
realizes the patient is dead the 
moment he starts cutting. 

When the Harrowed opens 
his eyes and speaks, Gash and 
the ld4 of his assistants 
present for the operation must 
make Incredible (11) guts 
checks. 

They don’t take kindly to 
having a stranger in their lair 
and they probably run for their 
weapons (or to escape) unless 
the Harrowed quickly 
convinces them otherwise. 

Assuming the Harrowed can 
work something out, he may 
be surprised to find out that 
augmentations do indeed work 
for the undead. 

Augmentation is two parts 
Frankenstein science and one 
part steampunk. Getting an  
augmentation in is difficult, 
and it usually blows up after a 
while anyway. It makes you 
wonder what would make a 
cowpoke desperate enough to 
get augmented. 

The answer is that, if i t  
works, he can become a 
Sampson, swim underwater, 
see in the dark, or do other 
things most folks only dream 
of. 

side of augmentations in their 
descriptions. Here’s the bad 
news. 

You’ve already seen the good 

5%YGic#-L M . % p . 5  
When a character becomes 

augmented, the surgeons must 
make a medicine: general roll 
to successfully install the 
equipment. They don‘t need to 
make theory or construction 
rolls for the devices 
themselves-that’s assumed to 
have taken place successfully 
before the patient was 
admitted. 

The TN of all augmentation 
surgery is Incredible (11). The 
surgeons’ skills are listed in 
the City 0’ Gloom sourcebook. 



Assuming they succeed, the 
augmentation goes as  planned. 
If the roll is failed, the patient 
suffers a Surgical Mishap. Roll 
on the table below. If the 
surgeons go bust on the roll, 
they accidentally severed an 
artery, crushed a lung, or 
stopped the heart, and the 
patient dies. 

2d6 Result 
2 Quirk: The 

augmentation works 
better than “normal.” 
See the individual 
listings for details. 

go so well. See the 
individual listings 
for details. 

augmentation didn’t 
take just right. 
Decrease its 
Reliability by -1. 

10-11 Flaw: The device has a 
flaw of some sort. 
See the individual 
listings for details. 

12 Whoops: The surgeons 
left a clamp or a lens 
from their glasses in 
the hero. Whatever 
it is, it causes no 
end of pain. The 
hero’sgot a minor 
ailment (see the 
Deadlands rule book 
for details). 

3-4 Disaster: Things didn’t 

5-9 Bad Luck: The 

Most of the devices listed in 
the “catalog” have a Reliability 
rating. The character must roll 
a d20 this number or less 
every time he makes a Trait or 
Aptitude roll that uses the 
device in some way. If it  fails, 
roll to find out the severity of 
the malfunction as described 
in the Deadlands rulebook and 
consult this section for the 
often grisly details. 

Here’s something new you 
can add to other situations as 
well. If a gizmo is actually 
made up of several lesser 
gizmos that have their own 
Reliability numbers, don’t roll 
for every one of them every 
time you do something. 
Instead, roll ld20 as  usual and 
use the lowest Reliability of 
the bunch. 

roll randomly among all the 
gizmos in that group to see 
which one actually suffers the 
mishap. 

When a malfunction occurs, 

Below are listed all the 
surgical mishaps and 
malfunctions for Dr. Gash’s 
ingenious devices. A s  usual, 
you’re free to adjust the results 
to your tastes, Marshal. 



5%R4cp-.L_ M9c4P-5  
Quirk: The character’s 

Strength die type is raised by 
+3 steps (+6 if already a dl2 or 
higher), and its Reliability is 19. 

Flaw: The nerves didn’t line 
up properly. Strength fluctuates 
greatly and is now ld20. This 
score cannot be raised with 
Bounty Points. A Mad Scientist 
can raise the Coordination, but 
can do nothing about the d20 
die type in this particular 
device. Raising the 
Coordination requires “Three of 
a Kind” on the blueprint (see 
the Mad Scientist chapter in 

the Deadlands rulebook). 
Afterward, the mad scientist 
must make a construction roll 
of Fair (5). Every success 
permanently raises the 
Coordination of the piston arm 
by +l. 

Each time the arm is 
“tinkered” with in this way, it 
replaces the Coordination of 
the previous attempt. It  is 
possible to tinker with a n  arm 
and lower its coordination. 
Going bust on the tinkerin’ roll 
ruins the arm for good. The 
patient has to visit Dr. Gash 
again to have it replaced. 

Disaster: The arm is lost, 
and the joints are so badly 
messed up that Gash and his 

*p c P 



hacks decide not to mess with 
it any further. The character is 
returned to the streets as  a 
one-armed bandit. 

l ykLWc7Ia5  
Minor: The joints go stiff. 

The user is at -4 to any 
Deftness-based rolls until 
someone makes a Fair (5)  
tinkerin’ roll. 

Major: The arm starts 
spasming wildly. Anyone 
(including the augmented) 
within a yard is attacked by a 
2d4 brawlin’ roll every round 
until the user falls down 
unconscious. This can be fixed 
by with an Incredible (11) 
tinkerin’ roll. 

Catastrophe: The 
combustion chamber in the 
arm blows. The user takes 2d6 
damage, and the arm is useless 
until the chamber is replaced. 
Any mad scientist can do this, 
though it takes a blueprint of 
“Three of a Kind” and a 
construction TN of 9. 

-w 
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Quirk: Everything inside 
was connected perfectly. Ghost 
rock used to power a device 
inside lasts twice as  long. 

Flaw: Whatever’s inside 
wasn’t fitted properly. Lower 
the Reliability of all devices 
relying on the motivator inside 
by -2. 

Disaster: The housing 
wasn’t cast well by Gash’s 
pupils. I t  is brittle, and if the 
patient ever suffers a serious 
wound to the arm, it shatters, 
ruining the power supply 
inside, which shorts out and 
causes 2d6 damage directly to 
the guts (armor does not 
protect). 

&LWCTIW 
None. Forearms don’t 

malfunction, but whatever’s 
tucked away inside might. 
Check the Reliability of 
whatever is housed in the 
forearm. 

*ac&L M*w-5 
Quirk: Your braces were 

made of ghost steel. They act 
as  Armor 4 when they’re 
effective. 

Flaw: The quack who made 
this brace didn’t do a great job 
on the hinges. They’re stuck 
solid. This keeps the hero’s 
lungs from expanding when 
she exerts herself. She takes a 
point of Wind every round she 
runs, and double any Wind 
loss from strenuous physical 
activity, such as  “picking up 
the Pace.” 

Disaster: One of the bolts 
used to hold the brace in place 
split a rib. The poor fool has a 
permanent light wound to the 
ribs that can’t heal. 

m c 



M+LWCTIW 
None. There are no 

malfunctions for this device 
once it‘s in place. Sometimes 
you get lucky with weird 
science. 

5%Ra<Itt_l M4.54p52 
Quirk: The doctors must 

have run low on cheap metal 
and had to use some real iron. 
These plates have an Armor 
level of 3. 

Flaw: The heavy plates drag 
the hero down. He takes 1 Wind 
whenever he runs. Also, double 
any modifiers for strenuous 
activity, such as “picking up 
the Pace.” 

Disaster: The character’s 
bones just weren’t meant for 
this kind of constant weight. 
They suffer the effects of the 
flaw described above, and 
falling damage is doubled a s  
the hero’s overstressed bones 
pop and splinter. 

-1-wc-l la5 
None. 

%awl. M * j 5  
Quirk: The character takes 

to his new weapon better than 
he could have hoped for. He 
adds +2 to fightin’ rolls made 
with the weapon. 

Flaw: The weapon is made 
from cheap metal. Subtract -2 
from all damage totals made 
as a result of the weapon. 

Disaster: The X-19 and 
motivator work so well that 
the buzzsaw never stops 
running. Anyone it touches 
takes ld6 points of damage. 
Even the owner takes periodic 
damage from the thing when i t  
accidentally touches his skin 
(the Marshal should just do 
this occasionally). Even if its 
ghost rock is removed, it spins 
slowly in place. This causes no 
damage, but can be quite 
embarrassing. 

hLWCTICX5 
Minor: The buzzsaw runs 

out of steam early. The ghost 
rock must be replaced to get it 
working again. 

Major: The buzzsaw comes 
loose on its axle and grinds 
against the rest of the arm, 
emitting a shower of sparks. 
When it finally stops spinning, 
an Onerous (7) tinkerin’roll is 
required to get it back on track 
and running again. 

Catastrophe: The buzzsaw 
flies off the axle and flies in a 
random direction. Roll ld6 for 
each person within 10 feet of 
the user. The first roll to come 
up a 1 means that person was 
hit and you can stop rolling. If 
no one was hit (how boring), 
the saw lands a few yards 
distant and sticks in the 
ground. 

R 



53.RGl(;A-L_ M-54 p. P5 
Quirks: Having no trigger to 

jerk makes the character a far 
better shot. Add +1 to the hero’s 
shootin’ rolls when he uses his 
“sidearm.” 

Flaw: The augmentor didn’t 
do a very good job. The gun is 
clearly visible to anyone who 
looks at your arm. 

Disaster: The housing 
painfully rubs against the flesh 
that supports it. When the 
weapon is fired, it kicks back 
into the nerves and hurts like 
the dickens. This subtracts -4 
from your attack rolls. 

r $ & - L . M c T I a 5 2  
For pistols, none. Rifles and 

shotguns do have 
malfunctions, however. 

the arm was misloaded. 
Reload, and try again. 

Major: The weapon fires 
before the arm is straightened, 
and the bullet shoots out the 
subject’s elbow. If anyone is 
standing next to the character 
on the same side as  the gun 
arm, roll to hit against that 
unlucky sodbuster. 

Catastrophe: The round 
detonates in the chamber 
taking some of the arm’s 
internal workings out. Both the 
gun and the arm are useless 
until fixed with an Incredible 
(11) tinkerin’ roll. 

Minor: The ammunition in 

L V k p c E 2  

5mGI*.i M . 5 4 - p . s  
None. No surgery is required 

once the forearm has been 
installed. 

kLWCTIa5 
None. 

*GIc&L. M . 5 7 y j . 5  

Quirk: The hand actually 
has better motor skills than 
the user’s own flesh-and-blood 
hand did. Increase Deftness by 
+l. 

Flaw: The hand is stronger 
than it ought to be. Add +2 to 
Strength rolls in which the 
character’s grip is important. 
Subtract -2 from Deftness rolls 
that require delicate 
manipulation by this hand. 
Picking one’s nose or 
scratching delicate areas with 
this hand is most definitely not 
a good idea. 

Disaster: The hand is 
infested with a nasty gremlin. 
Don’t lower its Reliability. 
Instead, whenever the hero 
rolls a Malfunction, you can 
choose whether to roll on the 
normal table, or have the hand 
work some creative mischief. 
This might mean shooting a 
weapon at a friend, pulling 
apart a wound while trying to 
stop bleeding, or some other 
devious horror. 



h$u=wcncxs 
Minor: The hand spasms 

out of control. If it is holding a 
weapon, it fires or swings at 
one random target in range. 
Once the attack is resolved, the 
hand operates normally until it 
malfunctions again. 

Major: The hand seizes up 
into a fist. I t  cannot open 
again until someone makes a 
Hard (9) tinkerin’ roll. Anything 
held in the hand is either 
crushed or stuck there until 
the hand releases. 

Catastrophe: The hand 
falls out of the forearm casing! 
A mad scientist can replace it 
by making a “Three of a Kind” 
blueprint and an Incredible (11) 
tinkerin’ roll. 

R O D  

,*41c&L M 5 t + p 5  

&LWC7CN5 

None. 

Minor: The stored charge 
bleeds off making the 
character’s hair stand on end. 
He suffers no ill effects. 

Major: The prod discharges 
into the user’s body, doing half 
damage. 

Catastrophe: The weapon 
burns out. The user takes full 
damage from the stored 
charge. The weapon may not 
be used until its capacitor is 
replaced. This takes an 
Onerous (7) tinkerin’ roll. 

kCtl-+!C&L L f G 5  

,*41c&L M s - p - 5  
Quirk: The legs are very 

well made and installed. They 
add +2 to any Strength rolls 
that call on them. 

Flaw: The legs kink and 
catch often. Decrease their 
Reliability by -2. 

Disaster: Gash’s surgeons 
really boned this one. The 
character’s pelvis was 
shattered by the attachment 
pins. He’s dumped in Junkyard 
without legs and with a 
serious wound to the guts. 

M.M=lNCTIcxs 
Minor: The legs freeze up. 

The character can’t move until 
he bangs on them and makes 
a Fair (5) Strength roll. If he 
was running, he falls and 
suffers ld6 Wind. 

Major: Conflicting nerve 
signals cause the legs to run, 
split, or actuate in different 
directions. The character 
immediately takes 3d6 Wind 
from the strain on his lower 
bowels. Treat this result as  a 
Minor Malfunction whenever 
this result comes up again for 
that character. 

Catastrophe: The motivator 
blows. The character takes 2d6 
damage, and one leg is ruined. 
Getting the leg fixed requires a 
”Three of a Kind” blueprint roll 
and an Incredible (11) tinkerin’ 
check. 



Ezmfi- MO~J+TOT~ 
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&L.WC?lOrGf, 

None. 

Double motivators have the 
same malfunctions a s  basic 
mechanical legs. 

5 m N G  -&Ei€.L5 

5%RGf*L_ Ni%idp5 

& L - W C T I O N 5  

None. 

Minor: The spring is weak. 
The character bounds half the 
normal distance. 

Major: Only one spring 
releases, sending the character 
sideways half the normal 
distance. The Marshal should 
determine the consequences of 
this, if any. 

Catastrophe:  The springs 
shatter the shins of the 
mechanical leg, ruining them 
from the knee down and 
launching the character a 
quarter the normal distance. 

-53VwFL 1-G5 

%GC&-L N E 4  p_p_"; 

M+LWCTIO& 

None. 

Swivel legs have the same 
basic malfunctions a s  
mechanical legs. 

Q-T 

*GK&L_ M E -  j4P5 
Quirk: The crystals in the 

eyes align perfectly, improving 
the character's depth 
perception. The hero adds +2 
to hit with ranged weapons. 

cut too short, ruining the 
hero's peripheral vision. He 
must turn his head to see 
things to either side. 

Disaster:  The eyes are 
sloppily attached to the optic 
nerves. When the character 
awakes, he's blind. 

Flaw: The optic nerves were 

M!4A3LNC-nCX5 
None. 
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R. Percy Sitgreaves is a 
huckster and a mad scientist! 
Can your character do that? 
Sure! It’s expensive, since your 
hero must attempt to raise lots 
of different skills and abilities, 
but if he can survive for a 
while, he can be a master of 
incredible arcane energies. 

If you’re making a character 
from scratch, making a 
huckster mad scientist is easy. 
Simply purchase both arcane 
background: huckster and 
arcane background: mad 
scientist. But if you do so, 
spend your skill points wisely, 
because you’re not going to 
have many to go around. 

If you want your existing 
character to pick up a new 
arcane background, he can do 
it as  detailed in The Quick & 
the Dead. If he already has one 
of these Edges, it should 
probably take about six 
months of game time to 
develop the other. Speed things 
up to three months if there’s a 
teacher available. 

A character with no arcune 
background must double those 
times, must have a teacher, and 
must have the minimum 
academia: occult or science 
Aptitudes before the new 
Edges can be purchased. 

Using Sitgreaves’ spells 
doesn’t require a huckster to 
be a mad scientist. Many of 
them turned out to be great 
offensive and defensive spells 



that have nothing to do with 
building or inventing devices. 
When Sitgreaves created the 
grenade hex, for example, a 
huckster friend of his proved 
how potent it was against a 
pack of young rattlers that 
almost cornered him. And 
Sitgreaves has saved his own 
hide more than once with 
sliverspray. 

Some of Sitgreaves’ other 
spells are useful only if your 
character or one of his 
companions is a mad scientist. 
They assist with the 
development and building of 
new inventions and gizmos. 
Just treat his hexes like any 
others, and if your hero is a 
mad scientist, pay particular 

attention to those that increase 
or augment his abilities-you 
may find they’re the most 
powerful, though in a far more 
subtle and long-term way. 

--t”irlDlNG T t E  -&LE5 
We mentioned how to find 

the Sitgreaves’ hexes in the 
main City 0’ Gloom sourcebook, 
but for convenience, here’s the 
deal again. These rules apply 
to Sitgreaves’ new tricks as 
well. 

Any huckster studying the 
catalog with the intent to find 
a specific hex has to make a 
Hard (9) academia: occult roll to 
find the complete formula. Of 
course, to look for the hexes, a 
huckster has to know they’re 
there in the first place. 

There are two ways for this 
to happen. The first is to have 
someone in the know pass the 
information along. The second 
is for the hexslinger to stumble 
across the formulae herself. 

Any character with the Edge 
arcane background: huckster 
simply perusing a copy of 
catalog may notice snippets of 
the formulae on a successful 
Hard (9) academia: occult roll- 
based on Cognition instead of 
Knowledge. After that, she 
must spend a number of days 
equal to 15 less her Smarts die 
type deciphering the codes and 
reading the text. After that, she 
may find individual hexes as 
described above. 



Once a character has found 
one of Sitgreaves’ new hexes 
and understood its basic 
principles, he can learn and 
eventually cast the thing. 
Buying the first level in these 
hexes is handled normally 
Each new hex is purchased 
just like buying a new 
Aptitude. The time it takes is 
2d20 total hours (reroll Aces). 

Though it’s not required, a 
huckster can speed things up 
by making a single academia: 
occultroll against a Fair (5) TN. 
Every success reduces the 
study time by two hours. 

Tricks are simple to learn 
once they are found and their 
workings deciphered. Each 
trick that a huckster wants to 
learn costs 2 Bounty Points 
and two nights spent studying 
Sitgreaves’ formulae. She 
doesn’t need to worry about 
occult rolls, study times, or 
anything like that. 

Once a trick is bought, the 
huckster can perform it. In fact, 
once she’s learned it, she’s 
mastered it. With Sitgreave’s 
tricks, as  with others, there is 
little skill involved beyond the 
basics of the process, so the 
trick cannot be improved later 
through more Bounty Points. 

For full guidelines on the 
use of tricks, see Hucksters & 
Hexes. 

Now that you know a little 
about the history of the 
secrets of the new Smith & 
Robards catalog, it’s time to  
reveal the actual arcane 
formulae themselves. In spite 
of the catalog’s circulation, 
Sitgreaves’ new tricks and 
hexes are still rare. Sitgreaves 
has given the spells to a few 
huckster friends of his in Salt 
Lake City, but only a few 
hexslinging strangers have 
deciphered the new arcane 
information. 

All tricks require one action 
to  complete. Each of the tricks 
described on the following 
pages have three entries: Trait, 
Duration, and Range. 

Trait is the Mental Trait the 
huckster uses to determine the 
type and number of dice to 
roll to perform the trick. 

Duration is the length of 
time the trick stays in effect. 
Most are instantaneous, 
although the consequences of 
a few may be permanent. 
”Concentration” means the 
huckster must maintain 
concentration and can take 
only simple actions, such as 
moving or talking. 

Range is the distance at 
which the trick can take effect. 



f%- 
Trait: Mien 
Duration: Concentration 
Range: Touch 

Sitgreaves developed the 
brace trick to help himself 
when building larger gizmos or 
constructs by himself. 

This trick gives the 
hexslinger a phantasmal “third 
hand.” She basically can 
channel a small amount of 
spectral energy to hold an 
object in place, or to support a 
structure. 

The object held or structure 
supported must be one that 
the spellcaster could hold or 
support herself, and she has to 
hold the objects in place while 
initially casting the trick. After 

that, the huckster can move up 
to three yards away from the 
braced object and still maintain 
the trick. 

A cowpoke trying to move a 
braced object has to overcome 
the brace in a contest of 
Strength. The brace’s Strength 
is equal to the caster’s. In 
addition, if this trick is used to 
brace, say, a ceiling that was 
collapsing (assuming the 
huckster could actually hold it 
up), it would support the 
falling ceiling with the 
hexslinger’s Strength. 

live organic material. N o  
bracing people to objects, 
compadre. You could, however, 
brace a fellow’s boot to the 
floor-if your hero could get a 
hold of it long enough to 
perform the trick. 

This trick doesn’t work on 

D E W G  
Trait: Knowledge 
Duration: Next use or 1 hour 
Range: Touch 

scientist really needs a device 
to work correctly. With his 
debug trick, Sitgreaves 
developed a method to give a 
device a magical “once-over,” 
ensuring that the gizmo has a 
bit less of a chance of falling 
apart or exploding the next 
time it is used. 

The huckster needs about 
five minutes to tinker with the 
device, tightening a screw here, 
oiling a joint there. 

There are times when a mad 



The next time the device is 
used, increase its Reliability by 
+2. This is only for the very 
next use. The huckster has to 
use the trick again to get the 
benefit again. If the device is 
not used in the hour following 
the casting of debug, the 
benefit is lost. 

5 7 ~ H L f z E  
Trait: Smarts 
Duration: Concentration 
Range: 1 yard 

Volatile chemicals and 
explosive substances are pretty 
common tools of your average 
mad scientist. Sitgreaves 
developed stabilize to add a 
modicum of safety to his work 
environment. 

This trick allows a huckster 
to stabilize any one flammable 
or explosive substance within 
three feet of him. The amount 
affected is equal to 1 cubic foot 
of the stuff per die type of 
Smarts the huckster has. 

Any substance so targeted 
has its damage die type 
lowered by one step. For 
example, a stick of dynamite 
stabilized has its damage die 
type lowered from d2O to d12. 
This can also lower the 
damage die of any fire, except 
burning ghost rock. This trick 
has no effect on that flame. 

The effect lasts only a s  long 
as  the huckster is actively 
concentrating on the substance 
in question and remains within 
range. 

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. 
Also, a huckster has to 
actually have the Aptitude to 
use the hex-there are no 
default rolls for hexes. 

Hand refers to the minimum 
poker hand the huckster must 
end up with to empower the 
hex. 

Speed is the number of 
actions it takes to finish a hex. 
A few hexes, particularly those 
which aid in gizmo design or 
construction, take much longer 
and aren’t really suitable for 
most combat situations. These 
hexes have their speeds listed 
in minutes, hours, or days as  
appropriate. 

time the hex stays in effect. 
“Concentration” means the 
huckster must maintain 
concentration and can take 
only simple actions, such a s  
moving or talking. Other hexes 
may require Wind to maintain, 
while a few use a combination 
of both. This means that a s  
long a s  the huckster maintains 
concentration or pays the 
required point of Wind, the hex 
stays in effect. 

Duration is the length of the 



Range is the maximum 
distance at which the hex can 
take effect. For area-of-effect 
hexes, this is the maximum 
distance from the huckster to 
the center of the hex’s effect. 

+LYz€ 
Trait: Cognition 
Hand: Ace 
Speed: Special 
Duration: Special 
Range: One elixir 

Sitgreaves dabbled in 
alchemy while at Smith & 
Robards. One of the most 
aggravating problems he faced 
was figuring out what 
someone else’s formulae was 
made of. If he could come up 
with a spell to do the work for 
him, he could come up with 
new elixirs in half the time. 
Analyze finally gave Sitgreaves 
the break he needed. 

This hex automatically 
reveals the components of an 
alchemical formula (or an 
ordinary formula if a more 
mundane use is ever needed). 
The hand then needed to 
understand the formula is 2 
ranks lower than would 
normally be needed to invent 
the device (use the mad 
scientists’ Elixirs Table in 
Smith 6z Robards). A minimum 
hand of an Ace must be drawn 
for the hex to be effective. 

The time it takes to glean 
the theory is equal to five 
minutes times the rank of the 
hand. 

The huckster must be able 
to perform some basic 
chemistry tests to cast this 
spell. That means he needs a 
few beakers, test tubes, and 
powders. He doesn’t really need 
an entire lab-the process is 
magical after all, but it takes a 
bit of swirling, bubbling, and 
distilling to help the mind 
understand what the manitous 
are telling it. If the huckster is 
a mad scientist and the spell is 
successful, he may now brew 
this elixir himself. 

If he is not a mad scientist, 
he can relate his formula to 
someone who is within a 
number of hours equal to his 
Smarts die type. After that, the 
formula fades from his mind, 
and the knowledge is lost. 

Once related, a mad scientist 
must still make an Incredible 
(11) Smarts roll to understand 
the process and make use of 
it. The listener may only make 
this check once. If he wishes 
to try again, the huckster must 
cast anabze again for a ”fresh 
perspective.” 

BLAST $&~,Kx 
Trait: Spirit 
Hand Ace 
Speed: 2 
Duration: Concentration 
Range: 10 yards/hex level 

Technology, weird or 
otherwise, relies heavily on 
metalworking. Just because an 
inventor can’t afford a full 
smelting operation doesn’t 
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mean she doesn’t need one. 
This hex provides a huckster 
with a pocket-sized forge no 
larger than his deck of cards. 

Blastfurnace causes metal 
items to heat up and 
eventually melt. The huckster 
can affect a single metal item 
of up to 10 pounds per hex 
level. 

The strength of the hex’s 
energy depends on the 
huckster’s hand. The hex 
begins to heat the metal 
immediately, although it 
doesn’t usually reach full 
potency for a few rounds. 
Whatever the power of the 
blast f urnace, the energy 
begins at the level generated 
by the lowest hand (a single 
Ace) and increases one level 
per round until it has reached 
the level indicated by the 
huckster’s hand. 

Metals melt after the 
necessary level of energy has 
been maintained for 2 rounds 
per level of the minimum hand 
necessary to affect it. For 
example, it takes 4 rounds for 
the energy to reach the level 
necessary to affect aluminum, 
and then another 4 for it to 
actually melt it. Steel, on the 
other hand, takes 18 rounds, 
and tungsten a whopping 20! 

on nonmetal items or 
creatures. However, either of 
these may suffer damage if 
they are in contact with an 
item effected by this hex. Most 

The hex has no direct effect 

energy from the hex stays 
within the metal itself, but 
some does leak out as heat. 
This leakage is nowhere near 
the level of energy affecting 
the target item, but it is high 
enough to cause severe 
damage to less resilient 
substances-like human flesh! 

Any character touching an 
object affected by blast f urnace 
takes damage at the beginning 
of each round to the hit 
location(s) in contact with it. 
Since the hex takes a moment 
to reach damaging levels, 
usually only cowpokes intent 
on injury or a bit short in the 
brains department suffer from 
this. 



Even if the hex level is 
insufficient to melt the item, it 
does still heat the metal, and 
anyone or thing touching it 
takes the damage indicated by 
the huckster’s drawn hand. 
Flammable items may catch on 
fire as well. 

Once the hex ends, the 
metal, melted or not, 
immediately cools to room 
temperature. Any fires or other 
damage resulting from the 
metal’s heat continue until 
dealt with normally. 

Curiously, ghost steel 
doesn’t even get warm unless 
the caster draws a Dead Man‘s 
Hand (2 black Aces, 2 black 8s 
and the Jack of Diamonds). If 
this happens, ghost steel 
actually combusts, causing 3d6 
damage to anyone touching it. 

Hand Metal Damage 
Ace None ld6 
Pair Lead 2d6 
Two Pairs Zinc 3d6 
Three of 

a Kind Aluminum 4d6 
Straight Silver 5d8 
Flush Gold/ 

Copper 6d8 
Full House Nickel 7d10 
Four of 

a Kind Iron 8d10 
Straight 

Flush Steel 9d12 
Royal 

Flush Tungsten 10d20 

&II-?WCQF 
Trait: Smarts 
Hand: Pair 
Speed: 2 
Duration: 5 rounds/hex level 
Range: 10 yards 

Sitgreaves was intrigued by 
Dr. Gash’s augmentation 
processes. His first attempt to 
mimic some of Gash’s 
enhancements produced an 
ugly but useful effect: a 
bulletproof vest that ”grew” 
from the subject‘s own skin. 

This hex causes rusted, 
scaly, metal growths to form 
on the subject’s skin. If the hex 
is cast successfully, the subject 
gains 1 level of Armor. For 
every hand over the minimum, 
the Armor protection increases 
by an additional level, to a 
maximum of 5 levels. 

These scales provide 
protection against most forms 
of damage, but that also 
impair the subject’s ability to 
move freely. Every level of 
Armor gained by this hex 
reduces the subject’s 
Nimbleness Trait (and thus his 
Pace) by -1 die type, to a 
minimum of d4. 

the full amount of Armor 
indicated by the huckster’s 
hand. The caster can’t choose 
a lesser effect for the hex. 

Bulletproof characters have 
a disturbing and distinctly 
unnatural appearance. Using 
this hex in public view isn’t 
advised. 

The hex always produces 



A s  a result of the visual 
effects, all persuasion rolls 
made while under the effects 
of this hex receive a -5 
modifier. Conversely, the 
bizarre appearance is rather 
intimidating, and the subject 
gains a +2 modifier to overawe 
attempts. 

4 ~ ~ 0 ~ 5  
Trait: Knowledge 
Hand: Ace 
Speed: 1 
Duration: 1 minute/hex level 
Range: 20 yards/hex level 

This was one of the first 
hexes to use the theory of 
“thaumaturgical diffusion.” I t  
summons a spread of sharp, 
jack-like spikes that slice up 
feet like butter. Sitgreaves 
hopes this might slow the 
gorgon down when it  
eventually comes after him. 

The area of effect can be up 
to 1 square yard per hex level, 
although the caster may 
choose to make it smaller. The 
jagged spikes exist only for the 
duration, collapsing into small 
piles of rust at the hex’s end. 

Anyone moving in an area 
affected by caltrops runs the 
risk of slicing up his feet on 
the metal shards. Folks 
walking across the area need 
to make a Fair (5) Nimbleness 
roll for every yard crossed to 
avoid stepping on the spikes. 
Running ups the TN to Hard (91, 
while “picking up the Pace” 
raises it to Incredible (11). 

Any victim failing the 
Nimbleness roll takes damage 
according to the huckster‘s 
hand. The damage is totaled, 
and each wound so inflicted is 
applied to a randomly 
determined leg. Don’t forget 
this might make the poor 
fellow make a stun check. 

a serious wound level or 
higher, he falls, and further 
damage from the caltrops can 
be applied to any hit location. 
Rolling around in rusty spikes 
isn’t a healthy pastime! A 
critter with more than two 
legs, by the way, has to suffer 
a serious wound to at least 
half its legs to fall. Of course, 

Should a character receive 



if the creature doesn‘t have 
legs-for example, a Mojave or 
salt rattler-it takes the 
damage directly to its body 
from the beginning. 

In general, standard western 
boots and horse hooves work 
as 1 level of Armor versus this 
damage (horse shoes don’t lend 
additional protection). The 
Marshal may decide if other 
types of footwear provide 
similar or greater protection 
against the spikes. 

Hand Damage 
Ace 164 
Pair 2d4 
Jacks 2d6 
Two Pairs 3d6 
Three of a Kind 4d6 
Straight 5d6 

Trait: Mien 
Hand: Pair 
Speed: 2 
Duration: 1 minute/hex level 
Range: 5 yards/hex level 

Few folks understand the 
human mind as  well as  a mad 
scientist-at least the failings 
of the human mind, anyway. 
Sitgreaves has studied it and 
the demons behind certain 
kinds of insanity. The result is 
a hex that lets the caster 
simulate a mad scientist’s 
“madness” for a short while. 

Dementia saddles the 
subject with the effects of a 
short-term mental illness. The 
exact type of madness and its 
effects depend on the 
huckster’s hand. 

The caster may suggest 
effects for a result of delusion 
or phobia, but the Marshal 
determines the final outcome. 

Hand 
Pair 

Jacks 

Two 

Hindrance 
Mild Delusion: 

Subject believes 
some harmless but 
bizarre idea, like 
horses can perform 
higher math, or dirt 
is a nutritious food 
additive. 

Subject must make 
a Fair (5) Smarts 
check to remember 
important facts- 
such as  what she is 
doing. 

Absent-Minded: 

Minor Phobia: 
Pairs Subject gains a fear 

of something 
nearby. He is -2 to 
all actions involving 
the item/creature. 

of a has an unnatural 
Kind distrust of everyone 

else. She allows no 
one, even trusted 
friends, nearer than 
five feet. 

Three Paranoia: Subject 



Straight Major Phobia: 
Subject gains an 
overpowering fear 
of something 
nearby. He is -4 to 
all actions involving 
the it em/crea ture 
and must make a 
Hard (9) guts check 
to directly affect the 
source of his fear. 

gains a dangerously 
false misconception. 
Possibilities include 
‘‘I can fly” and 
“Kerosene is a good 
after-dinner drink.” 

Flush Delusion: Subject 

D B / l L - ’ . 5  VOKK5d COP 
Trait: Smarts 
Hand: Pair 
Speed: 1 hour 
Duration: Special 
Range: 1 yard 

It’s not enough to simply 
have an idea for some 
outlandish device-somebody’s 
got to build it! Sitgreaves is a 
lazy inventor, so this was one 
of the first spells he created 
when he worked at Smith & 

construction time of a gizmo 
by a percentage shown on the 
table below. 

This hex must be cast on a 
tinkerer when he first begins 
construction of a project. I t  is 
“permanent” thereafter, until 
the item is completed or 
dismantled. 

.. Ro bards. 

supernatural help around [he 
This hex provides some 7 DE!L’5 WbRK.<%OP. I 

workshop by miking the 
tinkerer faster, more efficient, 
and “insanely inspired.” 

The huckster can cast this 
hex on herself or any other 
character with arcane 
background: mad scientist. The 
hand drawn reduces the 

Hand Time Reduction 
Pair 10% 
Two Pairs 20% 
Three of a Kind 30% 
Straight 40% 

50% Flush 
Full House 60% 

75% Royal Flush 



GYE*E?E 
Trait: Knowledge 
Hand: Pair 
Speed: 2 
Duration: Instant 
Range: Self 

There are few problems in 
life that can’t be solved with a 
big enough explosion. 
Sitgreaves hopes this one can 
destroy the gorgon when it 
eventually comes for him. 

This hex does just what you 
think it does: it summons up a 
metal shell filled with 
explosives. It detonates on 
impact with any surface, even 
if it’s dropped. 

The huckster can throw the 
grenade just like dynamite (see 
the Deadlands rulebook). It has 
a burst radius of 5, and causes 
damage a s  shown below. 

A hit location is rolled for 
each wound level inflicted by 
this hex. If the head or 
gizzards is hit, roll bonus dice 
as  usual. 

* - i G+IyA.DE 

Hand 
Pair 
Jacks 
Two Pairs 
Three of a Kind 
Straight 
Flush 
Full House 
Four of a Kind 
Straight Flush 
Royal Flush 

Damage 
ld6 Wind 

2d6 
3d6 
4d8 
5d8 
5d10 
6d10 
6d12 
7d12 
7d20 

-PjjYMT€ 
Trait: Smarts 
Hand: Pair 
Speed: 1 
Duration: 1 minute/hex level 
Range: 20 yards/hex level 

One of the problems with 
weird gizmos is that your 
enemies can make them too. 
Haywire hurries along that 
inevitable malfunction to make 
sure your secret gizmo rules 
the day and the other guy’s 
blows up in his face. Sitgreaves 
has run afoul of Hellstromme’s 
goons more than once, and his 
protection is this handy spell. 

The hex affects a single 
gizmo (within range) chosen by 
the huckster. Hay wire affects 
any type of gizmo, from acid 
guns to flapjack machines to 
Gatling pistols. If the hex is 
used against a complicated 
device made up of a number 
of component gizmos, like a 
submersible boat or an air 
carriage, the huckster must 
choose one of the component 
devices for the hex-he can’t 
affect the entire system of 
gizmos with a single haywire. 

A gizmo affected by this 
device acts like it’s been 
ambushed by a whole passel 
of gremlins. Haywire can cause 
the device all manner of 
trouble-ranging from a simple 
Reliability check all the way 
up to a Catastrophic 
Malfunction. The exact effect 
depends on the huckster‘s 
hand. 

http://G+IyA.DE


This hex has no effect on 
alchemical elixirs or tonics. 

Hand Effect 
Pair Reliability check 

(+2 to the roll) 
Jacks Reliability check 

(+4 to the roll) 
Two Pairs Minor Malfunction 
Three of 

a Kind Major Malfunction 
Flush Catastrophe! 

!NF€*L r\a4c-Klrl€ 
Trait: Smarts 
Hand: Jacks 
Speed: 1 minute 
Duration: ld4 Wind/Round 
Range: Touch 

weird gizmo in a hurry. If a 
horde of prairie ticks are 
descending on you, a quickly 
conjured flamethrower might 
be just the infernal device you 
need to save your hide. 

Infernal machine lets the 
caster take a bunch of junk 
and turn it into a marvel of 
modern science. The huckster 
must have roughly the same 
amount of scrap metal, wood, 
and other basic components of 
the device in question within 
reach. 

On casting the spell, the 
huckster ”works” with the 
materials for a minute and, if 
successful, he has the device 
he so desperately needs in 

Sometimes a hero needs a 
hand. The cost is high, though. 
It takes ld4 Wind per round to 
keep the device from falling 
apart back into the junk it was 
made from. (Don’t reroll any 
Aces when checking for this 
hex’s Wind requirement.) 

This hex has no effect on 
existing gizmos. Also, the 
huckster gains no knowledge 
of what might be required to 
build the infernal machine for 
real later. 

Just like any gizmo, the 
device created by infernal 
machine isn’t perfect. The 
gizmo has a Reliability of 10 
plus the huckster’s level with 
the hex. Also, for every hand 
above what was needed to 



create the device, it gains an 
additional +l. N o  matter how 
many bonuses the device has, 
its reliability is never greater 
than 18. 

who grant this power do not 
provide "mundane" gizmos to 
the huckster. Infernal machine 
can't be used to summon up a 
simple pistol, for example. It 
can only conjure up weird 
gizmos. It's almost as if they 
want these dangerous devices 
falling into the huckster's 
hands. 

One last note. The manitous 

TGKw-qG 
Trait: Smarts 
Hand Pair 
Speed: 2 
Duration: 1 minute/hex level 
Range: Touch 

One thing about machines 
that's a universal truth is they 
all break down at some point. 
Few things are a s  
disappointing a s  having a 
trusted machine fail when your 
life depends on in. This hex 
allows a huckster to 
temporarily fix a device or 
gizmo. 

Hand Description 
Two Pairs Current top-of-the- 

line technology 
Three of a Kind Slight (10%) improvement 

on existing technology 

Straight Major (25%) improvement 
on existing technology 

Flush Relatively simple, but 
new use of technology 

Full House New use of cutting- 
edge technology 

Four of a Kind Entirely new but 
"realistic" technology 

Straight Flush New technology that 

Item 
Telescopic sight 

Armor-piercing ammo 
10% longer-range rifle, 

shooting knife 
Air catcher, silencer 

glove, 25% faster 
locomotive, 
leverage bow 

Chainsaw, 
rocket boots, 
flamethrower 

Sound telegraph, 
steam wagon, 

electrostatic gun 
Rocket pack, 

auto-gyro, 
submersible boat 

Heat or freeze ray - 
flaunts the laws 67 science 

alters the laws of science 
Royal Flush New technology that Mind control ray 



There are two ways to 
employ jerry-rig to fix 
damaged devices or gizmos. In 
either case, the repair only 
lasts for the duration of the 
hex-but if the posse needs the 
machine working now, often 
that’s long enough! 

The first method repairs 
structural damage for a short 
time. The hex replaces lost 
Durability Points to a single 
device or item. Jerry-rig even 
patches damage to structures 
like walls and buildings, but in 
this case, the hex only affects a 
2’ by 2’ section at a time. The 
total number of Durability 
Points gained is based on the 
huckster’s hand. 

The second method repairs 
functional damage to any 
device. Jerry-rig raises the 
Reliability of any gizmo that’s 
been lowered due to damage or 
even a magical effect like the 
hex rust or the Harrowed 
power devil‘s touch. The 
amount of improvement in 
Reliability depends on the 
huckster’s hand. 

Jerry-rig can‘t improve the 
mechanism beyond its original 
Durability or Reliability. It only 
repairs damage done to it. Also, 
at the end of the hex, the item 
returns to its damaged state, 
so the posse had better have a 
mechanic nearby! 

The exact effects of the hex 
are listed on the table below. 
Remember, only one of the 
effects can be chosen each 

time the hex is cast, although 
the hex may be cast on any 
given item as  often a s  the 
huckster wants. 

Reliability Durability 
Hand Repair 
Pair 1 
Jacks 2 
Two Pairs 3 
Three of 

a Kind 4 
Straight 6 
Flush 8 
Full House 10 
Four of 

a Kind 12 
Straight 

Flush 15 
Royal 

Flush 20 

r\adr73> h544tC’T 
Trait: Spirit 
Hand: Pair 
Speed: 1 
Duration: Instant 
Range: 1 yard 

Repair 
5 
10 
15 

25 
35 
45 
55 

70 

85 

100 

This is ‘Ihe hex that started 
it all. Sitgreaves actually 
stumbled onto it  accidentally, 
then later came back and 
refined the process. 

This hex works like a 
beacon to draw manitous to 
the mad scientist, and it works 
equally well for either alchemy 
or standard gizmos. The 
huckster can target himself or 
someone else with mad insight. 



When successfully cast, the 
hex allows a mad scientist to 
draw an extra card when 
devising her blueprint. For 
each hand above the minimum 
level needed to cast the hex, 
mad insight grants her an 
additional card. 

The drawback is, if the 
huckster suffers backlash 
while casting the hex, the 
manitou is liable to get a 
swipe in at the scientist as  
well! The huckster takes the 
normal effects of the backlash, 
and a “research mishap” occurs 
as well. The Marshal should 
roll on that table in Smith & 
Robards if he has it. If not, he 
should devise some flaw or 
“taint” to the device. 

wm 
Trait: Knowledge 
Hand: Pair 
Speed: 1 
Duration: 1 Wind/round 
Range: 1 weapon within 10 

yards 
Nothing spoils the fun of a 

good shoot-out like running 
out of ammunition. While the 
reload trick can handle the 
simple problem of an empty 
gun, it’s not much help when 
the cartridge belt is empty too! 
Sitgreaves’ research has 
provided a near-perfect 
solution to this dilemma in the 
form of the magazine hex. 

This hex affects a single, 
hand-held weapon. It works on 
pistols, rifles, and shotguns- 
including Gatling versions of 
the same. Magazine is 
ineffective for weapons like 
full-sized Gatling guns and 
cannons of any sort. It also 
doesn’t work on exotic 
weapons like flamethrowers or 
acid guns. 

While the weapon is under 
the effects of the hex, it has an 
effectively infinite supply of 
ammunition-the hex creates a 
new round for every one fired. 
Characters should note the 
shots left in the weapon at the 
beginning of the hex. After the 
hex is over, that’s how many 
shots are left. 

This hex does not increase 
the weapon’s rate of fire or 
otherwise affect it, except as  
noted above. 

# I)- 



b c  &LL_F_T 
Trait: Smarts 
Hand: Pair 
Speed: 1 
Duration: 2 rounds/hex level 
Range: 5 yards 

Sitgreaves lives in Junkyard, 
where crime is rampant. He  
carries a gun when he goes 
out late at night, but he isn’t a 
gunslinger. Fortunately for him, 
he doesn’t have to be quick, as  
long a s  he’s got a magic bullet 
on hand. 

Magic bullet turns one 
ordinary pistol or rifle round 
(no other type of shell) into a 
“magic bullet.” Assuming the 
bullet hits its first target, it 
bounces out of the first victim 
and flies toward another target. 
If it hits that victim, it might 
go on to hit a third, and so on 
until a maximum number of 
victims have been hit or the 
duration runs out. The 
maximum number of victims is 
determined by the hand the 
huckster draws. 

the bullet travels to another 
victim. Figure the shot a s  if 
fired from the last victim to 
the new one. The Range 
Increment is 5 regardless of 
whether it was fired from a 
pistol or a rifle, and the “skill” 
used is the caster’s shootin’ 
Aptitude. 

Regardless of the hand the 
huckster draws, the magic 
bullet stops when it finally 
misses a target. 

For every hand after a Pair, 

Hand Extra Targets 
Pair 1 
Jacks 2 
Two Pairs 3 
Straight 4 
Flush 5 
Royal Flush 6 

w T =  
Trait: Spirit 
Hand: Ace 
Speed: 1 
Duration: 1 round/hex level 
Range: 10 yards/hex level 

this hex magnetizes a metal 
item. Since just about every 
technological device (from 
Army revolvers to mechanical 
mules) is built at least in part 
with metal, a huckster with 
this hex can find endless 
potential for mischief. 

The target item can weigh 
no more than 25 pounds per 
level of the hex. Other metal 
items stick to the target and 
require a Strength roll to free 
them from it. The T N  is based 
on the huckster’s hand. 

The target item draws any 
other metal objects to itself, 
provided they weigh less. If 
they weigh more than the 
magnetized item, it is pulled to 
them. The magnetism affects 
any metal objects within a 
number of feet equal to the TN 
for the Strength roll. So ,  a 
target item that takes a 

Much like the name implies, 



Foolproof (3)  Strength roll to 
pull loose affects metal objects 
within 3 feet of itself. 

The magnetism persists for 
the duration of the hex, and 
additional Strength rolls should 
be made each round if any 
other metal objects are within 
the range of attraction. 

Hand Strength TN 
Ace 3 
Pair 5 
Jacks 7 
Two Pairs 9 
Three of a Kind 11 
Straight 13 

FaI3 L3E&K. 
Trait: Smarts 
Hand: Ace 
Speed: 1 
Duration: 2 rounds/hex level 
Range: 5 yards/hex level 

Gizmos come in all shapes 
and sizes. There are 
technological wonders that can 
let a man walk on the bottom 
of the ocean or fly around the 
clouds. But no matter how 
diverse they may seem, most 
of them have one thing in 
common: a power source of 
some kind or another. And no 
matter how fancy the doodad 
is, without power it can’t work. 

This hex takes advantage of 
that fact by siphoning energy 
from a non-magical power 

plant. The power source can be 
as complex as  a steam engine 
or as simple as  a windup 
spring. Even boilers fueled by 
ghost rock are considered non- 
magical for the purposes of 
this hex. Only items which are 
powered solely by the effects 
of magic, such as relics, are 
unaffected by power leak. 

When successfully cast, 
power leak begins to drain 
energy from the power source 
and weakens the effectiveness 
of any device relying on it. The 
base effect of the hex lowers 
the device(s1 effectiveness by 
lo%, and each hand increase 
(including Jacks) raises this by 
another 10%. 

The energy drained by the 
hex disperses harmlessly into 
the surrounding area. A really 
powerful energy source, like a 
locomotive engine, may 
temporarily raise the air 
temperature by a few degrees 
when its drained, but lesser 
power drains aren’t even 
noticeable. 

The effects of this hex last 
for 2 rounds per hex level. At 
the end of the hex, the power 
source returns to normal. 

The exact effect this power 
loss has depends on the device 
itself. Locomotives affected by 
power leak lose a 
corresponding amount of 
speed, whereas a flapjack 
machine produces fewer 
flapjacks, and Gatling pistols 
fire slower. When figuring the 

r, c 



effects of the hex, remember 
the golden rule-round down. 
So ,  for example, a 20% 
reduction is necessary to lower 
the rate of fire on a steam 
Gatling to 5. 

The hex reduces the power 
of explosive devices (like 
dynamite, flamethrowers, 
bullets), reducing the inflicted 
damage by the appropriate 
percentage. In this case, each 
bullet or stick of dynamite is 
considered a separate power 
source for targeting purposes. 

Purely chemical reactions 
not functioning as a power 
source, like those of an elixir 
or acid, are not affected by this 
hex. 

Fmm ,%G€ 
Trait: Smarts 
Hand: Ace 
Speed: 1 
Duration: 2 rounds/hex level 
Range: 5 yards/hex level 

Hindering an opponent is all 
well and good, but sometimes 
it’s more important to improve 
your own situation. This hex is 
the opposite of power leak. It 
increases the power output of 
an energy source. 

An Ace increases its energy 
production by lo%, and each 
additional hand rank (including 
Jacks) adds another 10% to it. 

A s  with power leak, the 
exact effect depends on the 
device. Steam wagons gain a 
boost in speed, mechanical 
skeletons become more 

powerful, and dynamite does 
more damage. See power leak 
for more details. The duration 
is the same as well. 

Increasing the power output 
does have a downside. A device 
affected by power surge 
consumes a greater amount of 
fuel. The increase in 
consumption is equal to the 
bonus production. For energy 
sources that don’t consume 
fuel, like spring-loaded Gatling 
pistols, each 10% increase 
lowers its Reliability by -1. 

A s  with power leak, pure 
chemical reactions that aren’t 
serving as power sources (like 
elixirs and acids) aren’t affected 
by this hex. 



-GB 
Trait: Knowledge 
Hand: Pair 
Speed: 1 
Duration: 1 round/hex level 
Range: 5 yards/hex level 

Ranchers have been using 
barbed wire for years to keep 
their herds in line. Binding a 
human up with this stuff is 
just plain cruel, but it's 
effective. 

This is the second of the 
"thaumaturgical diffusion" 
hexes Sitgreaves invented after 
seeing how effective his 
caltrops were against a pack of 
young rattlers that stalked him 
one night. Razor coils has also 
stood him in good stead. 

Razor coils appear as  rusted 
wire with pointed barbs laced 
throughout. They materialize 
around the target and entangle 
it immediately. 

Anyone caught by razor coils 
can attempt to break free by 
making a Nimbleness roll 
against a TN determined by the 
huckster's hand. If successful, 
the victim can free himself and 
act normally on his next 
action. Otherwise, he's held 
fast until his next action, when 
he can attempt the roll again. 
If  the victim goes bust on the 
roll, he's trapped for the 
duration of the hex. 

Struggling against the 
barbed wire isn't a pleasant 
prospect. Every action a victim 
attempts to break free, she 
automatically suffers 2d6 Wind. 

Hand TN 
Pair 3 
Jacks 5 
Two Pairs 7 
Three of a Kind 9 
Straight 11 

T€FE-CT 
Trait: Smarts 
Hand: Special 
Speed: Vamoose 
Duration: Instant 
Range: Self 

the best offense is a good 
defense. Or is that the best 

There's a saying that goes 



defense is a good offense? 
Whatever it is, this hex makes 
an opponent’s magical offense 
the huckster’s defense. 

A jagged piece of highly 
reflective metal momentarily 
appears in the air in front to 
the huckster when she casts 
reflect. The mirrorlike metal 
substance is intangible to 
physical objects-bullets, fists, 
and even broken bottles pass 
through it without any effect. 

However, the substance has 
a reflective property that 
affects not only light, but also 
some forms of magic. 
Specifically, hexes, black-magic 
spells, and Harrowed powers 
can be deflected by this hex. 
The mirror can reflect back at 
the original caster a spell, hex, 
or power that targets the 
huckster who cast reflect. 
Area-affect spells cannot be 
reflected. 

magic are affected by reflect 
only if the huckster was 
chosen as  the center of the 
effect. 

Because the hex has an 
instant duration, the huckster 
must cast reflect in response 
to her opponent’s spell. To do 
so, she must spend her highest 
action card-a card up her 
sleeve is always considered her 
highest-just a s  if she were 
making a dodge. 

The opponent’s level in the 
spell or power determines the 
minimum hand the huckster 

Area-of-effect hexes or other 

needs to cast the hex. The 
table below lists the hand 
necessary for each level. 

If the reflect is successful, 
the original caster suffers the 
effects of the spell or power he 
had intended for the huckster. 

Hand Opponent‘s Skill 
Pair 1 
Jacks 2 
Two Pairs 3 
Three of a Kind 4 
Straight 5 
Flush 6 
Full House 7 
Four of a Kind 8 
Straight Flush 9 
Royal Flush 10+ 

y€v€Y.5€-€NWs.Y 
Trait: Cognition 
Hand: Ace 
Speed: Special 
Duration: Special 
Range: Touch 

for an inventor to come up 
with an original idea. With all 
the mad scientists running 
around these days, sometimes 
it seems like just about every 
good invention has already 
been invented. Some less- 
scrupulous inventors have 
taken advantage of the brain 
sweat of other, more creative 
individuals for their own 
inventions. Reverse-engineer is 
a godsend for those folks. 

It’s getting harder and harder 



This hex allows the huckster 
to understand the theory 
behind a weird gizmo built by 
someone else. The hand 
needed to understand the 
gizmo is 2 ranks lower than 
would normally be needed to 
invent the device (use the mad 
scientist’s Gizmo Construction 
Table in the Deadlands 
rulebook). A minimum hand of 
an Ace must be drawn for the 
hex to be effective. 

It takes the huckster five 
minutes times the rank of the 
hand to “get” the theory. 

The huckster must be able 
to touch and inspect the 
device to cast this spell. If he 
is a mad scientist and the spell 
is successful, he may now 

construct such a device 
entirely on his own. 

If he is not a mad scientist, 
he can relate his theory to 
someone else within a number 
of hours equal to his Smarts 
die type. After that, the 
supernatural imprint of the 
blueprint fades from his mind, 
and the knowledge is lost. 

must still make an Incredible 
(11) Smarts roll to understand 
the theory and make use of it. 
The listener may only make 
this check once. If he wishes 
to try again, the huckster must 
cast reverse engineer again for 
a “fresh perspective” on the 
theory. 

@D€ TfcE WLL, 
Trait: Smarts 
Hand: Three of a Kind 
Speed: 1 minute 
Duration: Instant 
Range: Self 

Sitgreaves occasionally has 
to travel to get components for 
his devices and formulas. This 
was inconvenient, until he read 
about the druids. Centuries 
ago, England, they built sites 
of power along routes of 
mystical energy called “ley 
lines.” 

The closest Weird West 
equivalent of those are the rail 
lines crisscrossing the frontier. 
Sitgreaves figured he could use 
these as conduits to transport 
himself quickly up and down 
the modern day “ley lines.” 

Once related, a mad scientist 



Ride the rails allows the 
huckster to use a railroad 
track as a fast method of 
transport-and she doesn’t 
even have to buy a ticket. All 
she has to do is cast the hex 
while physically touching the 
rails (so it can’t be cast while 
already on a train). 

determines where she wants to 
go, and the Marshal figures out 
the distance. A good rule of 
thumb is to measure the 
straight line distance on one 
of our maps (or a more- 
detailed “real” map if you have 
one), and multiply by 1.5 to 
account for all the different 
spurs, detours, and so on. 
Finally, look up the distance on 
the table below to see how far 
a single hand gets you, and 
how long it takes to get there. 

and tangible for the first 50 
feet of his travel a s  he 
suddenly races toward his 
destination. Then he vanishes 
in a flash, becoming nothing 
more than energy along the 
rail line until he reaches his 
destination. While travelling, 
the huckster can’t be attacked, 
and passes right through any 
trains he encounters on the 
tracks 

or destroyed-not an unusual 
occurrence with the Rail Wars 
going on-the huckster’s trip is 
abruptly ended. The rough and 
unexpected stop deals 3d6 

Next the huckster 

The huckster remains visible 

If  the track has been broken 

Wind to the hexslinger, and 
she winds up on the ground at 
the site of the obstruction. 

The same happens should 
she reach the end of a rail line, 
even if she knew it was 
coming! The Marshal might 
want to roll randomly to 
determine if the rail lines have 
been cut somewhere along the 
path. The base chance is 2% 
for every hand needed to reach 
the chosen distance. 

Sitgreaves might be a little 
less sanguine about traveling 
the rails if he knew about the 
experiments in fear that Dr. 
Hellstromme performs on them 
(see T h e  Quick & the Dead). It’s 
unclear what would happen to 
a rail rider who crossed one of 
those tracks. 

Distance 
Hand (in miles) Time 
Ace 10 30 seconds 
Pair 25 2 minutes 
Jacks 50 5 minutes 
Two Pair 100 15 minutes 
Three of 

a Kind 200 25 minutes 
Straight 300 40 minutes 
Flush 400 50 minutes 
Full House 500 1 hours 
Four of 

a Kind 1,000 2 hours 
Straight 

Flush 1,500 3 hours 
Royal 

Flush 2,000 4 hours 



- 5 C j Y D  
Trait: Spirit 
Hand Pair 
Speed: 1 
Duration: Instant 
Range: 10 yards/hex level 

Soul blast has long been a 
staple hex for hucksters. 
However, the mystical energy 
produced by the hex can only 
hit a single target at a time. If 
the hexslinger’s outnumbered 
by his foes, he’d better have a 
backup plan! Sitgreaves 
realized his magic bullet spell 
was only useful if he could 
actually get to his gun, so he 
invented shard. 

Shard makes one or more 
jagged metal shards and hurls 

them at the designated targets. 
The shards last only a few 
moments, crumbling to rust 
less than a minute after 
they’ve been fired. 

The huckster decides how 
many projectiles he wants to 
create before casting the hex. 
Each shard does the full 
damage indicated by the hand 
he draws. He can only create 
as  many shards as he has 
levels in the hex. For every 
shard he conjures after the 
first, the TN to cast the hex is 
raised by +l. 

Just as  with soul blast, the 
huckster’s roll to cast the hex 
is also his roll to hit with the 
darts. Multiple targets raise the 
TN to hit by +1 for each target 
after the first, so the base T N  
to hit with a dart is always the 
same as the TN to cast the 
hex. There is no Range 
Increment for the hex, but 
modifiers for cover, movement, 
and the like do affect the 
hexslinger’s chance to hit with 
the darts. The Marshal 
determines which modifiers 
are appropriate for each of the 
hex’s targets. 

The huckster can target 
specific hit locations with the 
darts produced by this hex. He 
can even choose different 
locations on each target. These 
receive the standard modifiers 
for called shots. 

Since each target of a 
multiple-shard hex may have 
different modifiers to the 



huckster’s roll, it is possible for 
some of the shards to hit 
while others miss. 

Although the projectiles are 
created by magic, the damage 
dealt by them is not, so certain 
abominations may be immune 
to the effects of this hex. 

Hand 
Pair 
Jacks 
Two Pairs 
Three of a Kind 
Straight 
Flush 
Full House 
Four of a Kind 
Straight Flush 
Royal Flush 

Damage 
ld4 Wind 

2d6 
3d6 
4d6 
5d8 
6d8 
7d8 
8d10 
9dlO 
10d12 

5 + L o c E Y  
Trait: Spirit 
Hand: Ace 
Speed: 1 
Duration: 1 minute/hex level 
Range: 5 yards/hex level 

This hex creates a buildup 
of static electricity in a metal 
item. The effect is similar to 
that of an electrostatic 
weapon. The first creature to 
touch the item during the 
duration of the hex suffers the 
effects of the discharge. 
Sitgreaves developed this one 
after inventing the electrostatic 
gun for Smith & Robards. 

Shocker causes Wind loss to 
the victim according to the 

huckster’s hand. Also, the 
sudden burst of energy may 
startle and even momentarily 
stun the subject. The powerful 
jolt raises the usual stun check 
TN by +2. 

The hex immediately ends 
when a character triggers the 
discharge. At the end of the 
duration, if the electricity has 
not been discharged, it 
dissipates harmlessly. 

Hand Wind Lost 
Ace ld4 
Pair 2d4 
Jacks 2d6 
Two Pairs 3d6 
Three of a Kind 4d8 
Flush 5d8 
Full House 6dlO 

54JJ€X5F?jkY 
Trait: Knowledge 
Hand: Ace 
Speed: 1 
Duration: Instant 
Range: 1 yard/hex level 

When this hex is cast, a 
spray of small, metal splinters 
flies from the huckster’s hand, 
shredding anyone unfortunate 
enough to be in the area. 

The splinters created by 
sliverspray shower a wedge 
shaped area in front of the 
huckster out to the hex’s 
maximum range. The wedge- 
fans out to a width equal to its 
length. Thus, a 4-yard 



sliverspray would widen from 
a width roughly equal to the 
huckster’s palm to a maximum 
of 4 yards at its farthest point. 

Every creature within the 
spray takes the full damage 
indicated by the huckster’s 
hand. Total all damage, and roll 
a separate hit location for 
each, just like with an 
explosion. Called shots aren‘t 
possible with sli verspray 

Due to the nature of the 
splinters from the spell, most 
cover or armor is very effective 
against them. Targets with half 
cover take half damage, a 
quarter cover means quarter 
damage, and so on. Divide the 
damage only after having 

rolled all the dice, and apply 
each wound caused to a 
random location. If the head or 
gizzards is hit, roll the bonus 
dice and apply them on top of 
the previous wounds. 

Hand 
Pair 
Two Pairs 
Three of a Kind 
Straight 
Flush 
Full House 
Four of a Kind 
Straight Flush 
Royal Flush 

Damage 
264 
3d4 
4d4 
5d6 
6d6 
7d6 
8d6 
9d8 
10d8 
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TT#5CWB€ 
Trait: Spirit 
Hand: Pair 
Speed: 2 
Duration: 1 minute/hex level 
Range: 10 feet 

Some inventors, like 
Sitgreaves, need to pace the 
floor and just can’t be 
bothered to jot notes as they’re 
brainstorming. A s  a result, 
many a good idea has died of 
loneliness before its owner got 
around to writing it down. This 
hex creates a magical recorder 
to transcribe the spoken word 
onto paper. 

spoken within a range of 5 
feet per hex level onto a piece 
of paper. It even provides 
simple punctuation. Although 
it can’t identify speakers, it 
does use varied types of 
“handwriting” to differentiate 
between them. 

The hex writes only in the 
caster’s native tongue, and it 
doesn’t provide any translation 
for foreign languages. Instead, 
it phonetically spells words 
spoken in any language other 
than the caster’s native one. 
Punctuation for other 
languages is spotty at best. 

The huckster must have 
paper and a writing instrument 
in order to cast this hex. 
Although it was originally 
intended to help Sitgreaves 
track his research, of late the 
hex has found use as a tool for 
magical spying. 

Transcribe writes every word 

Td€&X. 
Trait: Spirit 
Hand: Pair 
Speed: 1 
Duration: Concentration or 1 

Windhound 
Range: One gizmo 

Sometimes it’s critical that a 
weird gizmo do what it was 
devised to do. This hex boosts 
the dependability of a mad 
scientist’s invention. 

improvement in the Reliability 
score of a gizmo. Every hand 
above a Pair increases the 
Reliability by +1, though a 20 
always fails. 

On a Full House or better, 
the hex has an additional 
effect. If the gizmo does fail a 
Reliability roll, roll twice to see 
what kind of malfunction it 
suffers (Minor, Major, or 
Catastrophe), and take the best 
result. 

Tweak provides a temporary 

W)1Y€TjP 
Trait: Cognition 
Hand: Ace 
Speed: I 
Duration: Concentration 
Range: 20 yardslhex level 

Certainly, the fastest method 
of sending messages over long 
distances is the telegraph. 
Unfortunately, it’s not the most 
secure. Aside from the 
occasional gremlin mucking up 
a message, nowadays it takes 
very little money to bribe a 
telegraph operator. A s  if that 
wasn’t enough, now there‘s 

x * 



wiretap. Sitgreaves developed 
this one to ”listen in” on 
communications between 
Hellstromme and his factories. 
It worked great until the 
private line got so full of 
gremlins the professor cut it 
down. 

This hex lets a huckster 
wreak all kinds of havoc with 
telegraph wires. A hexslinger 
armed with wiretap can 
intercept, send, and modify 
messages sent over telegraph 
lines. This hex is destined to 
become a favorite of magically 
talented spies and outlaws. 

Wiretup creates a barely 
visible ghostly white line from 
the huckster’s ears to a nearby 
telegraph wire. Through this, 

he can monitor the impulses 
traveling along the wire. 

sent in Morse code, the 
huckster can understand the 
messages e - ~ m  if he doesn‘t 
know a dot from a dash. 

The huckster’s hand 
determines exactly how much 
control he has over the lines 
and messages, according to 
the table below. The effects are 
cumulative, so a huckster who 
draws a Pair of Jacks can also 
use the effects of an Ace and 
Pair, as well. 

Of course, if the huckster is 
able to actually touch the 
telegraph wire in question, the 
reception is a bit clearer and 
the signals a bit easier to 
manipulate. Assuming the 
huckster succeeds at casting 
the hex, treat the result as  one 
hand rank higher than normal. 

Even though the signals are 

Hand Effect 
Ace Listen to all 

messages sent and 
received 

Pair Send a message 
Jacks Stop a message 

from being 
either sent or 
received 

Two Pairs Sift through the 
wire for any 
message sent 
within the past 
day. 








