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bla Ud. espanol? Lo sient 

country with a culture very 
rent from that which he is used t 

by all sorts of strange new creatures. 

one thing remains the same wherever 
Regardless of the language or culture, Santa Anna, Xitlan, and 

Muertos up to? you can 

those sneaky Aztecs are up to, the latest 

strange happenings in the French 
Empire of Mexico. 

Reckoners have been busy south of the 
border; your hero needs to keep both 
eyes open if he wants to survive. 

Ilsw Tws; BOOK. 
A s  usual, this book is broken up into 

Territory contains the 
ed in learning more 
subjects discussed in 

nsult the following 

Maico, the land squabbles between 

vorite one-legged general, 

Mesoamerica 
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careful-sometimes spies plant decoy stories to 
lure them out into the open so the Legion can 
fight them-but when they sense they're on to 
something big, they take the chance. 

Tef r i t ory 
Juarez and his forces stick to the northern 

Part of the country, mostly along the west mast. 
They control most of the state of Sinaloa, and 
substantial parts of Sonora, Durango, and 
Chihuahua. Santa Anna's supply caravans go 
through these areas only under heavy guard. 

Sometimes the Juaristas venture as far west as 
Coahuila, but they don't go further than that- 
they're afraid of the Legion's 2"d Battalion, which 
Marshal Bazain has headquartered in Monterrey. 
Similarly, they don't Usually go south Of Durango 
or Zacatecas (if they do, they usually hug the 
coast, where they have strong support). 
they have friends and supporters all over Mexico, 
so if they need to send a small band of fighters 
somewhere for a n  important mission, they can 
do it without attracting any attention. 

The Po~riatistas 
The Juaristas' opposite number, in more ways 

than one, are the followers of Porfirio Dfaz-the 
Porfiriatistas. They occupy a lot of territory 
down south. 

Porfirio Diu 
Diaz himself has been around Mexican 
politics pretty much as long as Juarez. He's a 

mestizo who was born in Oaxaca way 
back in 1830. Like Juhrez, he first studied 
in the seminary, then left it to attend 
law school. However, unlike the Juarista 
leader he never completed his legal 

training, instead opting for a military 
career. During the initial French invasion he 

, .  <,\, 
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led the troops which repelled the French attack 
at Puebla, earning him the Frenchmen's undying 
hatred. When the French brought in 
reinforcements and Juhrez abandoned Mexico 
City, Dfaz took his forces south, into his 
homeland and the Yucatan Peninsula, where 

he knew the land better than the Frenchmen 
ever could or would. Since then he's been 

opportunity to strike a telling blow at the 
French. They call him "the Phantom General" 
because of the way he and his forces fade away 
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holding out down there, waiting for the j 

I 

1 
into the wilderness whenever they pursue him. 

you ask me, Diaz is nothing but trouble in the 

? 

I Although many people regard him as a hero, if 

long run. He's not the sort of man JuArez is; he's 
cold, callous, cruel, and calculating. All he thinks 
about is himself and his quest for control of 
Mexico. He's not interested in returning Juarez or 
anyone else to power. 

Anyone who doesn't do what Diaz wants 
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I takes a big risk. Back during the initial campaign 
against the French, he Once had an entire 

.I 
I 
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i company of men shot for disobeying his orders, 
and I have no doubt he's left a few of his 
Porfiriatistas in unmarked graves down south z 

J 
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when they questioned his commands. Diaz has a 
policy of pan 0 p&-"bread or the stick.'' In 
other words, do what he wants, and you'll be 
rewarded; go against his wishes and he'll have 
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you beaten. 
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Dlaz controls three or four thousand men, at 
best guess. Like the Juaristas, he tends to keep 
them split up into smaller groups so that it's 
easier to keep them supplied and out of the eyes 

military discipline from his men. He usually gets 
it, too, since his men are mostly former Mexican 
soldiers, and they know he's likely to have them 
shot if they don't do as they're told. 

If there's anyone in the Porfiriatista army who's 
as mean as Diaz himself, it's probably his second 
in command, Rafael Velasco-Burgos. He's about 
the ugliest man I've ever seen-he's got 
pockmarked skin, black teeth, and only one eye 
(he lost the other to a French bulletband his 
mind is even uglier. If anything, the men are more 
scared of him than of Diaz, since Velasco-Burgos 
sometimes lashes out at them for no good reason. 
At least DIaz has the sense to treat his men 

So, why do the soldiers stay around if they're 
treated so badly? Well, in a word, power. They're 

placing their bets on Diaz to come into 

j 
of the French. However, Diaz expects absolute ! 

4 

I 
I 

4 

$4 
/ 
t 

.I 

5 

; 

> 
f 
i 

.I 

reasonably well if they do their jobs right. 
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but there are a few useful bits of 
information you need to know. 

In the colonial period, the 
peninsulares controlled everything-the 
government, the church, the army, the 
land, you name it. Today, they don't have 
quite that level of dominance, but they 
do own most of the land, control most 
of the wealth, and hold most of the 
top positions in the government and 
the army (aside from the French, of 

At the top of the pecking order are 



arly prevalent in the Church; 

parents who were. 

inally, this term meant 
ish ancestry born in the 

it's been broadened to 

er-class fashions. Despite 
this, the peninsulares consider the 

iollos of inferior stock. 

term also applies to Indians who 
abandon their native ways and adopt 
those of the white man. Unlike full- 
blooded Indians, or blacks, mestizos are 
considered reasoned and civilized 
people, and can often advance quite far 
in society. 

Mestizos have one thing which their 
"betters" don't, though-their own type 
of arcane powers. See City Of Lost 
Angels, for information on mestizo 
Anahuac magic. 

om of the social 

easants), Indians, and 
blacks-all of whom have relatively little 

society. This class includes 
(offsprings of a Spaniard and a 

zumbos (offSpring of a black 
and an Indian). Of par 
cimurrones, or "maro 
descended from escaped slaves. They 
live in isolated communities, typically in 
the south, and have little regard for 
strangers. 

In game terms, a character's class 
within Mexican society is 
with an Edge (or Hindran 
of Indians and blacks)..K 
that a Mexican-ch 
standing usually me 



+ l N m & N -  
Here are some new ways to scrape 

out some extra points and Fate chips for 
your hero. Use them wisely, or we’ll find 

Tinhorn: Many peninsulares have this 
Hindrance. They’ve lived such sheltered 
lives, and take such pride in their 
ancestry, that they can’t handle 
themselves away from haciendas and 
cities. This Hindrance is also appropriate 
for European visitors, like ambassadors, 

Mexico. A key element of Latin culture is the 
concept of machismo: men will be 
manly and women exist to serve and 

epitome of manliness and virility. This 
can occasionally ruffle some feathers in 
Mexico, but north of the border it may 
get your hero shot by someone who 

male heroes. 

OLD #IYDYjbYC335 
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their favor than 

of his failure to restore its lands, at least 
restored the fueros. 

folks north of the border. 
: This one ain’t appropriate for 
in their homeland, of course, 

visitors and soldiers. Indians who’ve 
held to their native ways, yet now find 
themselves living mainly among regular 
Mexicans, might take theferner 
Hindrance as well. 

Greedy: Many peninsulares and 
iollos have this Hindrance. 
Intolerance: Most Mexicans can get 

like it all the time. But some are 



ings, Dinero, Friends 
es: Virtually all peni 
criollos, have one or 

these Edges. Superb horses and 
mapons are among the most 
belongings. Most piininsulares usually “-, 
have contacts in the government upon 
which they can call. Some may also 
have contacts among the rebels. 

Law Man, Rank Rurales have law 
man at level 4, and rank at level 0. 

mrson anddhis famil&-so vou’d better 

We’re not talking about any old Tom, 
Dick, and Harry here, you know. It’s 
more like any Tom&, Ricardo, or 
Geraldo. 

And Mexicans set great store by 
names-thev can tell vou a lot about a 

t. Familydhonoi is still a 
shed value, especially among 

parents, with ming 
first. 

If Ricardo Arenas-Esparza 
and Estrella Fernando-Torres 

marry, her name changes to 
Estrella Fernando de Arenas (she 
drops her mother’s maiden name, 
Torres, and adds her husband’s 
first surname; some women 
would write it ”Fernando- 
Arenas”). Their children ve 
the surname Arenas-Fer 
(or Arenas y Fernando). 

4 

F ‘  

Here’s a brief-very brief-selection of 
and given names you 
all of your Mexican 
d up named Juan and 



s time to go to town 
name your hombre. 

Contreras 
Choose your heroes 

last names from among Costilla 
these fine choices. Don’t Cuevas 
forget that you’ll need Chavez 
two. 

Echevarria 

Alarch 
Alejandro 
Aleman 
Almeida 
Alonso 

Robles Alvarado Feliciano 

Rodriguez Alvarez Flores 

Rojas Anaya Fonseca 
Fuentes Aquino Romero 

Rosales Aragon Gallegos 

Sabado 
Aragones Gimenez 
Arancon Gomez 
Arellano Gonzalez 
Arenas Grijalva 
Avila Gu tierrez 

Landr6n 

Urquidez 
Valdez 
Valente 

Valenzuela 

Benitez Lozano 
Lucero Bermudez 

Buenaf lor Malindez 
Cabrales Mariano 
Cabranes Marquez 

Martinez 
Melendez 

Camarena Mendoza 
Menendez 
Montalvo 



Armando 
Augustin 
Bernard0 
Calixto 
Carlos 

Celestino 
Cksar 

Claudio 
Cristobal 
Delf ino 
Diego 

Domingo 
Eduardo 

Pascual 
Ramdn 
Raphael 

Raul 
Reymundo 
Reynaldo 
Ricardo 

Rico 
Roberto 
Rodolfo 
Rodrigo 
Salvaddr 
Samuel 

E;genia 
Evangelina 

Evita 
Felicita 
Felina 

Gabriella 
Inez 

Isabel 
Juanita 
Leonora 

Linda 
Lina 
Lola 





The Legion taught me how.- 

Quote: "Surrender? Merde! I 
\ never surrender!" 

\ 







Hold on a sec, cornpadre. You allowed 
to read this part? 

Okay, then. 

Most pure-blooded Aztecs in Mexico are 
only interested in destroying white men 
and their institutions and re-establishing 

decide whether you want Aztec 

player who has an Aztec character 
about what's really going on in Mexico. single-minded fanatics who support the 

Lords' dreams, after all. Some would 
prefer to find a way to coexist 
peacefully with white men, and some 



A '  ZT€C 

en betrayed by the 
recently discovered 
their power comes 

such evil cannot be 
ztec religion may look 
evil to white men, but at it's 

ecame widely known that a 
a1 number of pure-blooded 

still exist, and still maintain their 

as a threat and try to 

appropriate as  heroes. 

When building an Aztec character, 
you need a slightly different mindset 
than when building most Weird West 
characters. Aztecs are Indians, but very 
unlike the Indians described in 
Deadlands and Ghost Dancers b r  the 
most part. Their civilization is much 
older and more complex. They built 
cities that astounded Europeans. Their 
mythology, lore, and science were all 

many ways, even by 
And that was 350 years 
e lived in secret since 

erved, and even 
advanced, most of their practices and 

more appropriate to 
character from a ver 
less civilized, society that happens to 
bear some faint resemblance to Indian 
societies. 

Most Aztec posse members will fall 
into one of two types: warriors (often 
"elite" ones, such as Jaguar Knights or 
otontin); and priests of benign gods 
such as Quetzalcoatl. 
which once played an 

posse members. Serv 
and other dark gods are a 



want to have anythinq 
s -3. If the chiracte; spends” 
bstantial amounts of time o 

Some Aztecs have the misfortune to 
be born on days which are unlucky in 
the Aztec calendar. For -3 points, the 
character goes bust when half of his 
dice come up 1s. For -5 points, the 
character also suffers the effects of bad 

5 j Y  I FICE z 
Some Aztec characters, including all 

priests, make daily sacrifices of blood 
as a way of propitiating the gods. This 
typically involves drawing a maguey 
thorn, obsidian needle, or similar sharp 
object through one’s earlobe, tongue, 
genitals, or other body parts. Characters 
with this Hindrance must make such 
sacrifices, which cause them to suffer 
ld4 points of Wind (don’t reroll aces) 
which cannot be recovered for 24 hours. 
If a character fails to make his daily 
sacrifice, all rolls he makes suffer a -1 
penalty due to the gods’ displeasure. 

z 
Opoche means “left-handed.” In Aztec 

thought, it signifies someone other 
people consider sinister and 
untrustworthy. An Aztec character with 
this Hindrance suffers a -4 penalty to all 
persuasion rolls (or similar social 
interaction rolls) made against other 
Aztecs, unless those persuasion rolls are 
somehow based on threats or 
intimidation. 

All Thumbs: Few Aztecs like, or are 
comfortable with, machines and 
scientific devices. Many of them take 
this Hindrance. 

Enemy: All Aztecs who reject the 
goals of the Secret Empire earn its 

Mexico, reduce the value of the 
Hindrance accordingly. 

Ferner: An Aztec who spends most 
of his time in white man’s society may 
need to take this Hindrance. 

Habit: Many Aztec priests do not 
bathe regularly, especially during certain 
sacred times. This can be considered a -1 
Habit. 

Old Ways Vow: This Hindrance is not 
required for any Aztec, though many do 
take it. 

erstitious: Most Aztecs take this 
nce, since their lives are ruled by 
e and omens of the priests. The 
should read up on Aztec myth 

and folklore so he can roleplay the 
character properly. 

Here’s a new way to cheat the 
Marshal out of some fun. 

b D  BIT+ 
The oppos 

Edge signifie 
born on one of 
lucky days. The character only goes 
bust when 75% or more (round down) of 
his dice come up 1s. In addition the hero 
also gets to draw a chip whenever he 
gets 5 or more raises on an Aptitude 
roll. 

OLD 3ZDG333 
Arcane Background Aztec priests 

must take arcane background: Aztec to 
use their powers. 

++FTIXJ- 
A few Aptitudes have special 

icance for Aztecs. - 



Bow: Aztecs generally don‘t use 
bows; if they need to fight at a distance, 
they use throwin: spear (see below). 

Fightin’: Aztec warriors learn fightin: 
macahuitl to use their special weapons . 
A macahuitl cannot be quick-drawn; it’s 
so cumbersome it has to be carried in 
the hands all the time anyway. 

’: The Aztecs had never 
til the Spaniards brought 

World. To this day they 
and rarely learn to ride. 
he native Aztec tongue 

ey’ve got to spend points 
to learn Spanish or English. Of course, 

atlatl which extends the range 
n spear. Spears thrown in this 

ever Concentration he 

used in macahuitls, spears, and various 

Although the magical powers of Aztec 
priests aren’t exactly the same as those 
of a Sioux, Apache, or Kiowa shaman, 
they’re close enough in game 
be represented with more or 
same rules. Aztec priests must buy 
arcane background: Aztec, not shaman, 

GOD5 
Aztec priests don’t have animal 

totems or guardian spirits like most 
stead, they worship gods (see 

whom they particula 

the gods, but they fo 
philosophies of one more than others. 

For posse member Aztec priests, this 
patron god will almost always be one of 
the following, none of whom require 
human sacrifice in the Deadlands 
setting: Quetzalcoatl (god of learning, 
culture, wisdom, and the wind), 



i priest would wear 
lated the attributes 

and lore, to recognize whi ficed (described in terms of 

Favors, hexes, or other mystical 
means cannot cure Wounds suffered 
from Maiming. They must be allowed to 
heal naturally or the gods do not 
consider them a proper sacrifice. (simple 
medical care, such as herbal poultices, 

an Aztec priest follows. Wounds). 

S+CFED D+Y~ 
In the Aztec calendar, certain days 

(and sometimes even certain hours) are 
ain gods. This makes it 
in favors from them on 

on crude paper bound 
(minimum of 1 Appeasement). After a 
sacred day, you must wait at least 20 

and other sacrifices to them. 
Ww- 

The following rituals generally are not 
used by Aztec priests: animal spirit 
sacrifice, sand painting, spirit song, 
sweat lodge, tattoo. 

The following rituals are used in 
special, or slightly different, ways. If not 
listed here or above, a ritual may be 
used as described in Ghost Dancers. 

Fast: While fasting, Aztec priests 
must also go without bathing. This gives 
them a -2 to persuasion rolls made 
against non-Aztecs (if the priest has the 

indrance, use its modifier 
). 

Maim: As you might expect from the 
blood sacrifice Hindrance described 
above, not to mention the other 
descriptions of Aztec philosophy and 
religious practices found elsewhere in 
this book, the maim ritual is favored bv 

Generally, Aztec priests can use any 
of the favors listed in Ghost Dancers, 
though they should be re-conceptualized 
to fit Aztec mythology, lore, superstition, 

Lightning strike would become Tlaloc's 
dart (it's perceived as an attack by the 
god of rain); and earth speak would be 
favor of Tlaltecuh tli. 

visionseeking medicine way The ghost 
medicine way is also uncommon. Its 
magics are more associated with evil 
Aztec sorcerers. 

Aztec priests rarely use the 

so that the essence e blood wafts 



Vulture (Cozcacuahtli) 
Motion (Earthquake) (01 

Flower (Xochitl) 

Wind (Ehecatl) 

es consist of a 

9 (Chiconaui) Crocodile (Cipactli) 

11 (Matlactli Oce) House (Calli) 
12 (Matlactli Omome) Lizard (Cuetzpallin) 
13 (Matlactli Omei) Snake (Coatl) 

Death (Miquiztli) 
Deer (Mazatl) 
Rabbit (Tochtli) 
Water (Atl) 
Dog (Itzcuintli) 
Monkey (Ozomatli) 
Grass (Malinalli) 

Hal is creating an Aztec 
cter and decides to 
name randomly 

Caf ter all, what control did the 
character have over which day he 
was born on?). He rolls Id20 for 
the day's number He gets a 16, so 
he rerolls, getting an 8. Then he 
rolls for a day-si,gn and gets 15, 
Deec Thus, his character's name is 
Eight Deer (or Chicuei Mazatl, in 
Nahuatl). 

P 
A w *  

B Damage Range Price 
ztec weapons and - STR+ld4 - 

- STR+2d8 - 

+1 STR+ld8 - 
- STR+3d8 - 

STR+ld4 5 

Heroes using this gear must 
Armor Protection remember that the Aztec civilization is 



Nimbleness 3d6 
Climbin' 1 
Sneak 1 

Strength Id6 
Quickness 4d6 

earthquakes? 
The Lords of the Obsidian Blade 

destroyed. Their plans to slaughter 
the whites are no better than 
those of Cortes, who 
massacred our people for go 
and power. To repay cruelty 
with cruelty is not wisdom- 

Quote: "Feathered or 

Knowledge 2dlO 
Academia: occult, Aztec 

culture and lore 3 
Area knowledge 

(Mexico) 2 
Nahuatl 2 
Spanish 1 
Medicine (general) 2 

Mien 3d8 
Overawe 2 

Smarts 2d10 

not, this serpent has 

Guts 2 
Wind 18 

Good birth omens 3 
Hindrances: 

Favors: Call weather (Tlaloc's 
blessing), healing (Patecatl's 
touch), lightning strike (Tlaloc's 
dart) turtle's shell 

ar: Feathered cloak, obsidian 



e 







So, you want to run a Deadlands 
game in Mexico, eh? Well, whether you 

a few tips to get you started. 

TU5T VI5ITIN’ 

looking for new and interesting trophies 
for their hunting lodge walls. That, at 

posses to visit for an extended story arc Reckoning ha 

to get your posse down to Mexico. 

may be a refreshing change of pace. 
If at least one posse member doesn’t 

belong to the Society, an Explorer may 
hire them as guides, guards, or 
“support” for his own expedition. That 
way they‘re guaranteed to make a few 
bucks for the adventure-assuming 

T~ -oFETi5 *,ET 

If you’ve got Rascals, Varmints & 
Critters, you’ve heard about the 



Characters with political connections, 
or who've attracted the attention of the 
higher-ups in either the Confederate or 
Union government, may be assigned to 
lead a diplomatic embassy to one or 
more of the Powers That Be in Mexico. 
A state visit to the court of Emperor 
Maximillian would be relatively 
straightforward and out in the open, 
though it might involve court intrigue, 
dress balls, or other occasions for some 
heavy roleplaying. 

Carrying a governmental message to 

ltogether. Since both men (and 
owers) are technically rebels, 

Confederacy nor the Union 
t to visit them openly. 

r, a secret expedition might take 

z or Porfirio Diaz is another 

lace to enlist their sumort in exchange 

saddle. Either 

look around rather than heading 
straight for home-or they may have to 
work with one side or another in the 
civil war to get a way home. 

Some Marshals may want to base an 
entire campaign in Mexico. There's 

h this. In a lot of 
very different from 

n environment of 

abominations, a civil war (albeit a three- 

hit it head-on in 

Mexico features some terrain that 

red to take them, of course, but they'll 



Race and class play a more important 
part of Mexican society than they do in 
most Deadlands settings. Characters 
who come from the upper classes will 
receive privileges which lower-class 
characters won’t. Campesinos may not 

to go some places or do 

en governs which side a 
aracter supports in the civil war. 

Liberals and reformers tend to support 
Juarez, as do many in the lower classes. 
Older, richer traditionalists, on the other 
hand, will support whoever does the 
most to maintain their privileges and 
wealth and the power of the Catholic 
Church and the military-Diaz or 
Maximillian, they probably don’t care 
provided they come out of things with 
their haciendas and lands intact. 
Mexicans hungry for power or 
advancement may toady to the Emperor 
or support Diaz, as do many Mexican 
patriots who can’t stand Maximillian but 
are uncomfortable with Juarez’s ideas 
about reform. 

Similarly, women don’t have as much 
freedom and equality as they do in most 
parts of the Weird West. In the macho 
Mexican society, they’re expected to stay 
home, keep house, and remain quiet. 
The civil war has changed this a little, 

uch. Playing a female 
will be a roleplaying 

challenge. 

S.  

If you’d like to use Charles Bascomb 
(and his extensive knowledge of goings- 
on south 0’ the border) in your 

Player’s Guide, but increase his diner0 to 
5 and give him belongings 5 to represent 

n as an extra, just use the 
archetype in the Weird West 

NO 
Volcanoes are pretty frightening all 

by themselves, Brimstone Men or no- 
anything that can spew red-hot rock, 
boiling mud, and mountains of ash is 
something you ought to be careful 
around. The Secret Empire’s well aware 
of this fact, and knows that it can use 
the volcanoes in the Vallev of Mexico 
and elsewhere as weapon: if it has to. 
The Lords of the Obsidian Blade have 

a1 which calls on 
ess of volcanic fire, and 

earth monster god, to 
articular volcano erupt. 
an easy ritual, though. To get 

rly, the Secret Empire 
has to do several things. First, they have 
to choose the priests to perform this 



slopes. 

cacique verunero, or firebird, bhic  
d around Mexican volcanoes 
ornaments made of jade taken 

from Zapotec tombs (see below). 
Marshal, you can probably run several 
scenarios based around having the 
posse try to stop the Aztecs from 
getting their hands on this stuff if you 
want. 

Finally, the ritual’s last step, the 
action which sets the spell in motion, is 
a human sacrifice. The priests dress the 
sacrifice in sacred garb, take him to 
another altar near the top of the 
volcano in question, and rip his heart 
out. Once that‘s done, all the priests 
have to do is run like Mictlan to get to 

efore their super-weapon blows. 
r the ritual has been completed, it 

an hour for the volcano to 
lly worked up. During this 

rrounding area is shaken by 
s and poisonous gases and 

choking clouds of ash spew from the 
volcano’s mouth and flow down its 

who owns o i e  for long will slowly be 
that these fiqurines are cursed. Anvone 

:4d6, 
V:>d1O 

Climbin’ 4dl 
5d10, sneak 6dlO 

Mental: C3d6, K3d6, M4d6, Sm:3d6, 
Sp:3d6 

Overawe 4d6 
Pace: 10 
Size: 6 
Wind: 16 
Terror: 6 
Special Abilities: 

Armor: 1 
Claws: STR+2d6 
Fangs: STR+ld6 
Leap: A werejaguar can leap up to 30 

feet. 
s human form, a 
a fat, almost babyish 
d crease down the 
d and a harelip or 
deformity of its 

mouth (which it may try to hide with 
a moustache). 

There’s nothing sinister or dangerous 
about the gigantic Olmec stone heads 
(unless perhaps a posse member 
somehow manages to cause one to fall 
on himself). However, posse members 
who visit the Gulf Coast of Mexico are 
certain to become suspicious about 
them. So, feel free to concoct some local 

mbs filled with golden treasure 



ound too much in the subterran 
mbs of Monte A l b h  may have t 

misfortune to disturb his place of 
slumber and release him into the world 
once more. 

which the Zapotecs worshipped and 
propitiated with human sacrifice and 
many valuable objects. For centuries it 

The Bat God is an enormous devil bat 

t in a cavern deep beneath a hill 
only by the ruins of a great 

mple the Zapotecs built to honor it. If 
anyone digs through the rubble of the 
temple and finds the long-hidden 
doorway into the bat's lair, it awakens 
and attacks. 

Characters who manage to release 
and kill the Bat God can recover several 
hundred dollars' worth of gold and jade 
artifacts from its "tomb." The artifacts 
are worth much more if preserved and 
sold to museums and collectors, but 
that takes longer than melting them 
down and requires a lot of travel or 
correspondence with various curators. 

For basic information about devil 
bats, see the Marshal's Handbook. 

mOFfL3Z TtH€ BAT &D 

Corporeal: D4d12, N:4d12, S3d12+4, 

Dodge 5d12, fightin': claws 6d12, sneak 

Mental: C:4d12, K2d6, M4d12, Sm:3d8, 

Overawe 6d12 
Pace: 4 running/36 flying 
Size: 9 
Wind: 25 
Terror: 13 
Special Abilities: 

Claws: STR+2d6 
lying: Pace 36 
creech Once per round the bat god 
can utter an ear piercing screech. 
Anyone within 10 yards of the 
creature must make a Vigor roll 

Q:4d12, V4d10 

3d12 (7d12 from the air) 

Sp:3d8 

Description: A giga 
membranes of the 
wings are tinged a 

The Spaniards who died on La Noche 
Triste because they carried too much 
stolen Aztec gold have not rested easily. 
Although much of the lake has been 
filled in and paved over by now 
occasionally some of them return from 
the dead and claw their way up to the 
surface. Then they stalk the living, 

o sate their dual lust for brains 
d. Anyone they catch is killed, 

ten, and stripped bare of anything 
luable. The Triste Dead have the 
ility to "smell" gold, so they can easily 

find the best victims. 



cannons ld8, overawe 5d6 

Terror: 9 
Special Abilities: 

Bite: STR 
Armor: The Triste Dead wear rusty 

16th century Spanish breastplates 
and helmets. This provides them 

tattered mili 

with Armor 1. 
Gold Sense: Triste Dead can detect 

large quantities of gold (anything 
more than a ring or two) within 100 
feet. They carry bags and pouches 
of gold with them (though some of 
the containers have rotted or burst, 
spilling their contents into the mud 
beneath Mexico City). Anyone who 

, however.) If a victim drops his 

any Triste Dead carry 

knowledge applies to 

holes would clue him in), and still 
thinks he can reclaim the "throne" of 
Mexico. However, first he wants to 
satisfy his thirst for vengeance against 
Santa Anna. 

He hates the general with every fiber 
of his undead heart, and would like 
nothing better than to rip him limb from 
limb. Since returning Harrowed, he has 
been stalking Santa Anna, h 
catch him alone. Unfortunate 
moves much more slowly than the 
general, so he's constantly trailing after 
him and his army, spreading terror as he 
walks. 

Corporeak D4d8, N3d10, S4d12, Q:3d8, 

Climbin' Idlo, dodge 3d10, fightin': 
V3d8 

brawlin', sword 4d10, 
shootin': pistol, rifle 

Mental: C:2d8, K:3d6, M. 
Sp:2d8 

Academia: Mexican his 
academia: military theory 2d6, 
artillery: cannons 3d8, leadership 3d8, 
overawe 4d8, trackin' 4d8 

Pace: 10 
Wind 24 
Dominion: Harrowed 2, manitou 6 
Harrowed Powers: Arcane protection 2, 

marked for death 3 

degeneration -5 ( 



Indians (includi 

servants tastes it first. She refuses to be 
though, and the Mexicans still wouldn’t 
like him. Whatever good he may do can 
never balance against their perception 
of him as a puppet ruler foisted off on 
them by a foreign invader. The Mexicans 

y invaded their country, and 
crazy about the French 

‘t done much to make friends 

e to the time it takes to get 
messages back and forth to Mexico 
from France, Emperor Maximillian is 
largely independent of his patron 
Napoleon 111. However, the one thing he 
absolutely depends on the French ruler 
for is military support. Half of his army 
is French (or at least French-recruited), 
and without them his regime would 
collapse in the face of attacks from the 
rebels Juarez and Diaz. 

Emperor Maximillian has reasonable 
trust in Santa Anna, since he knows the 
general‘s interests are closely tied to his 
own, but he watches him carefully to 
make sure he obeys orders without 
twisting them for his benefit. He does 
not trust Santa Anna’s advisor Xitlan at 
all, though, and is considering ordering 
Santa Anna to dispose of him-this 
could be dangerous for Maximillian.. 

*LO%- 
mpress has always been a little, 

though, she’s taken a turn for the worse. 
For the past several months, Carlota’s 
been certifiably insane. 

A few months ago, while gazing 
absentmindedly out the window during 

of her parties, Carlota happened to 
an Aztec sorcerer, accompanied by a 

thing, slinking through the shadows. The 
scene transfixed her and unhinged her 
mind. She became convinced it was all 

st rung.” Lately, 

the first person to enter a room. She 
believes stories of ghosts, monsters, and 
mystics, and has consulted several 
astrologers and other such folk for 
advice. She hides her lunacy well, 
though; no one, not even her husband, 
thinks anything of her behavior except 
to write it off to her ”moody” nature. 

The truth is, her suspicions are, in 
rect. While no one 

harm directly, she has 
ing of the truth behind 

though she cannot 
Reckoners know it. 

When the Lords of the Obsidian Blade 
rise up to take back what is theirs, she 
will be one of the first people sacrificed 
to Tezcatlipoca. 



B + L T + a T  
ice Minister is as corrupt and 

they come. He'll let anyone out 
r sic his men on anyone, if the 

price is right. However, he doesn't want 
ose his position, so he makes sure to 
p his illegal activities as secret as 

vera1 escape routes that 

im to Spain or some 

as 1 point of-Wind dimage fro; the 
e a Hard (9)  Vigor roll or 
ld4 actions. A paralyzed 

Empress for some time. When the Secret 
Empire rises up and takes over Mexico, 
he "enjoy" her before turning 
her the priests for 

Jesks Flores y Maceda serves Emperor 
Maximillian as a troubleshooter and spy. 
These days he spends a lot of time 
scouting out rebel forces or keeping 
close tabs on Santa Anna in California. 
He uses a special steam wa 
around quickly. 

Flores y Maceda has beg 
suspicion"s about Santa Anna's advisor, 
Xitlan. However, as yet they're just that - 
vague suspicions. H e  doesn't have any 
evidence that Xitlan is up to anything 
criminal, or if he is, what exactly it 
might be. But he's trying to learn more. 



Mental: C3d12, K4d6, M3d8, Sm:3d8, 

Area knowledge (Mexico, southern 
Sp:2d6 

California) 3d6, artillery: cannons ld12, 
bluff 4d8, disguise 3d6, gamblin' 3d8, 

Reckoning and are not specifically 
charged with stopping abominations. Of 
course, many Rurales have encountered 
abominations on their patrols, and they 
realize that strange things now walk 
the Earth, but they have not figured out 

d8, trackin' 3d12 

who want to investigate further. 
Edges: Belongin's (steam wagon) 4, level 

headed 5, nerves 0' steel 1, social 
class: peninsulare 3 

Hindrances: Cautious -3, curious -3, 
intolerance (Texans) -1, vengeful -3 

Peacemaker, 50 rounds of 

Rurales should take a look in Chapter 
Two. 

MGUEL V + ~ E Z -  
T - m ~ o  ROWLE: TPIC,A-L T$R,,LE 

Corporeal: D3d8, N:3d8, S3d6, Q:2d6, 

Climbin' ld8, 
Far from being loyal to Benito Juhrez, v2d6 Vasquez-Trujillo is the Emperor's man 

an elaborate plot which Minister of 
Justice Balthazar and some of his 

through and through. In fact, he's part of saber 3d8, horse ridin, 2d8, quick 
draw: pistol 3d6, shootin': pistol, rifle 
3d8, sneak 3d8 

into their confidence, Vasquez-Trujillo 
will reveal everything he learns about 
them to Minister Balthazar-all in survival: desert 3d6, trackin' 2d6 

Edges: Law man 4, nerves 0' steel 1, 



Achille Bazain dresses like a court 
dandy, but underneath he’s made of iron 

lthough he’s over 60 and 
h of his life in the field 
the Marshal has barely 

He brooks no disrespect 
ce and doesn’t give ground 

cept the two Emperors, 

sked them to. 

Corporeal: D3d8, N2d10, S2d6, Q:3d6, 
V2d6 

Dodge 2d10, f ightin’: brawlin‘, saber 4d10, 
horse ridin’ 2d10, shootin’: pistol, rifle 
5d8, swimmin’ 2d10 

Mental: C3d8, K:3d6, M4d10, Sm:3d6, 
Sp:2d6 

Academia: Military Theory 5d 
knowledge (France) 3d6, are 
knowledge (Mexico) 2d6, artillery: 
cannons 4d10, guts 3d6, French 2d6, 
Spanish 2d6, leadership 5d10, overawe 

n 3d10, scrutinize 3d10, 

agle eyes 1, rank 
(Marshal), “the stare” 1, “the voice” 
(threatening) 1 

(Mexicans) -3, obligati 
Emperor(s)) -5 

(brave, smart), saber, .38 Navy pistol, 
20 .38 rounds, dress uniform 

Hindrances: Ferner - 

Gear: Chassepot, exc 

B*Id’5 b D Y G t & R D 5  

Because Mexicans hate him so much, 
Bazain has two bodyguards which 
accompany him everywhere except into 
his mistress’s boudoir (at lea 
he knows. One is Corporal d 

rench Foreign Legion. 



on Santa Anna's native advisor, 
an-or so Bazain thinks. In fact, Juan 

is actually 8 Rabbit, an Aztec warrior 

Obsidian Blade. He spies on Bazain for 
the Lords, and passes his "master" false 

(bring Lords of Obsidian Blade to 
power) -5, superstitious (follows Aztec 
superstitions) -2 

Gear: Chassepot, macahuitl, ichcauipilli 
armor, horse, large knife 

on about Xitlan's plans and 

cr>lOr\lF_I 
ROFILE: CDFWF,,L m k N T  

Corporeal: D3d12, N:3d10, S4d8, Q:3d8, 
V2d8 

Climbin' 4d10, dodge 3d12, fightin': 
brawlin', knife, saber 5d10, horse ridin' 
3d10, shootin': pistol, rifle 4d12, sneak 
3d10 

Mental: C:2d6, K2d6, Mld8, Sm:2d6, 
Sp:ld8 

Academia: Military Theory 2d6, area 
knowledge (Mexico) 2d6, artillery: 
cannons 2d6, guts 2d8, French ld6, 
German 2d6, Spanish ld6, overawe 
5d10, scrutinize 2d6, search 2d6, 
streetwise 4d6, survival: desert, 
mountains 3d6 

ippe Castelnau is Napoleon III's 
p card in case Bazain comes down 

with a case of adventurism. The French 
Emperor has maintained a secret 
communication with Castelnau as a way 
of watching over Bazain. Should Bazain 
decide to try to take Mexico for himself, 
Castelnau is prepared to move against 
him. 

Castelnau has a small group of 
soldiers among the garrison at the 
Imperial Palace who are 
to him. Pace: 10 

W i n d  22 

Hindrances: Ferner -3, intolerance 

other than to France. Specifically, he is a 
level-eight initiate of the Royal Court, a 
secretive group of hucksters devoted to 
serving the Reckoners (see Hucksters 6z 

ssepot, horse, uniform, large 

ROFILE: " T ~ "  (8 QBBIT) 

Mental: C3d6, K2d6, M4d8, Sm:2d6, 



W i n d  14 
Edges: Arcane Background: Huckster 3, 

keen 3, thick-skinned 3 
Hindrances: Cautious -3, greedy -2, 

randy -3 
Special Abilities: 

Hexslingin’ 5 
Hexes: Corporeal twist, helpin‘ hand, 

hunch, phantom fingers, private 
eye, soul blast, trinkets 

Gear: Chassepot, Remington Double 
Derringer of quality, 10 rounds of 
ammunition, uniform, one copy of 
Hoyle’s Book Of Games 

ou want to throw your posse 
a squad of Legionnaires, you 

the character profile for the 
aire on page 52. If they aren’t 

tch for your posse, here’s 
experienced member of 

ks like. The thing they’re 

French ld6, native language-(Marshal’s 
choice) 2d6, overawe 3d6, scrutinize 
2d6, search 3d6, streetwise 2d6, 
survival: desert 3d6, one academia, 
professional, or trade Aptitude 
(Marshal’s choice; represents former 
profession) at level 2 

Pace: 8 
Wind: 14 
Edges: Brave 2, sand 3, tough as nails 1 
Hindrances: Ferner -3, intolerance 

(non-Legionnaires) -3, obligation 
(serve the Legion, protect France) -4 

Gear: Chassepot, uniform, large knife or 
saber. 

The story Bascomb heard about the 
man who was brought back to Mexico 

But in Deadlands, of course, death 
ain’t necessarily a permanent thing. It 
certainly wasn’t in this case. The 
deserter, a German named Karl Katau, 
didn’t much like the idea of being 
dragged away from his home and being 
shot. The Reckoners took advantage of 
his thirst for vengeance and 

off s his killers, he’l 



information on this eerie limb. 
Even more than that, though, Santa 

Anna wants to recover the glory he 
once had. He wants to be back in the 
“President’s” seat, ruling over a Mexico 
expanded to her former borders. 

off several pieces of him, so he doesn’t 
exactly look like himself. In fact, just 
about anyone who gets a good look at 
the Deserter has to make a Fair (5) guts 
check to keep from losing his lunch. 

Corporeal: D:4d6, N:2d10, S:3d10, Q:2d8, 
V3d6 

Climbin’ ld10, dodge 3d10, fightin’: 
brawlin’, knife, saber 4d10, shootin’: 
rifle 3d10, sneak ldlO 

Mental: C2d6, K2d6, M4d10, Sm:2d6, 
Sp:2d8 

Academia: military theory ld6, artillery: 
cannons ld6, gamblin’ ld6, guts 3d8, 
French ld6, German 2d6, overawe 
3d10, scrutinize 2d6, search 2d6, 
survival: desert 3d6, trade: 
carpentry 2d6 

Pace: 10 
Wind: 14 
Dominion: Harrowed 4, manitou 4 
Harrowed Powers: Unholy reflexes 3, 

voice 0’ the damned 2 
Edges: Brawny 3, fleet-footed 2, the 

stare 1, the voice (threatening) 1 
Hindrances: Degeneration -4, grim 

servant 0’ death -5, mean as a 
rattler -2, vengeful -3, yearnin’ (kill 

squad; get home; protect 

C smatched clothes, knife, saber. 

T+s  POLEON ON OF 
T+E %T 

Convincing Maximillian to give him an 
army was just the first step. Now he has 
to increase that army (partly by 
achieving a grand victory in California), 
invade and conquer Texas, and then 
depose Maximillian and kick the French 
out of Mexico for good. He’s not quite 
sure how he’s going to do all that, but 
he’s determined to try-and he’d accept 
help from anyone, even the Reckoners, 
to succeed. 

1 

Santa Anna is as described in the 

ghtly mad) opponent. He might not 
able to stand up to your posse’s 

main text-a tough, intelligent (yet 



somehow, and he initi 
subject of an alliance 

leman” and learning how to 
in the hopes of “cuttin 

zombie soldiers himself. 
He hasn’t gotten anywhere 

of course, but he soon realized 
Baron could be a valuable ally in his 
own right, regardless of whether he can 
create walkin’ dead or not. The Bayou 
Vermillion railroad runs right through 
southern Texas and along the border 
between the Confederacy and Mexico. 
As such, it‘s ideally suited to 
transporting Santa Anna’s troops and 
supplies once he invades Texas. 

He worked out an arrangement with 
the Baron in which he agreed not to 
damage any Bayou Vermillion property 
in exchange for the railroads exclusive 
services supporting his army when the 

Of course, he‘ll-still have to 

sts on carrying most of 
secret to keep everyone 

ing him a traitor, but the deal 
ke it could turn out to be a good 

is arrangement, the 

e services, and 

and theGeneral have become 
allies. Santa Anna has secretly 

roix in New Orleans to invest 
Baron’s businesses and 

n a potential coup against 
elp LaCroix agreed to give. 

has provided Santa Anna with 
ial walkin‘ dead to act as 
s” in the General’s undead 

ix. He rightly views them as a 
is own influence and power. 

relic. Aquic 
Cerro Gdrdo, US forces surprised the 
Mexicans. Santa Anna was forced to flee 
the battlefield, leaving behind $18,000 in 
gold, his roasted chicken lunch, and his 
artificial leg. This prosthetic was made 
for the general after he lost his limb at 
Veracruz. The leather-covered, cork leg 
was constructed by cabinetmaker 
Charles Bartlett of New York City for 
$1300. 

The leg was captured by a regiment 
from Illinois and taken as a war trophy. 
It ended up returning to Illinois with the 
troopers and now sits under glass in a 
Springfield museum-or so the US 

ave people believe. 
display is a replica. 
lock-and-key in 

the Agency’s Chicago headquarters. 
Agency hucksters who had come in 

an embodiment of the hatred between 
Texans and Mexicans is potentially very 
powerful, especially if its original owner 
gets a hold of it. Santa Anna doesn‘t 
know this, but he can feel a 
subconscious pull from the relic which 
has made him determined to recover it. 

number of Dowers. First, 
Power: Santa Anna’s 1 a 

s with 



indrances: Intolera 

cannot be defeated by any force 
commanded by General Santa Anna. 

backpack 

m are the muskets of the Illinois 
As described in The Marshal’s 

Handbook, Santa Anna does indeed have 

conquer Texas. 

plahtagrito, a special herb grown near 
Teotihuacan by the Lords of the 
Obsidian Blade (See The Great Maze, and 
elsewhere in this book, for details On 

MucrwN 5LDfm5 
~~~~p~ the other half of the Mexican 

military picture: the homegrown soldado 
Mejicano. this subject). 

Mexican soldiers are equipped with good 
American rifles, such as Winchesters or 
Spencer carbines. The Mexican cavalry 
also carry spear-like lances (use the 
spear statistics from The Weird West 
Player’s Guide). When used from 
horseback, add +2 to the damage for 
every 5 yards the rider moved toward the 
target in the current round. 

Their uniforms tend to be elaborate 
and gaudy, with different color patterns 
denoting particular battalions, 
companies, or squads. 

Thanks to Maximillian’s money, 

P 

Corporeal: D2d8, N2d8, S:3d6, Q:2d6, 

Climbin’ ld8, dodge ld8, fightin’: brawlin‘, 
V4d6 

lance, saber 3d8, horse ridin’ 2d8, 
shootin’: pistol, rifle 3d8 

Mental: C2d6, K2d6, M:3d6, Sm:2d6, 

Academia: military theory ld6, Spanish 
2d6, search 2d6, survival: desert 3d6 

Pace: 8 
Wind 14 

Sp:2d6 

Edges: Fuero 3, social c lass: mestizo 3, 



Pace: 8 

Wind: N/A 
Terror: 9 
Special Abilities: 

Bite: STR 
Weapons: Soldados muertos carry 

carbines, sabers, and lances. 
Undead. 

ing a tattered uniform of some 
and carrying weapons. 

brawlin’ 2d12, swimmin’ 3d12 

makes a successfiul in : 
brawlin’ attack agai living 
target, he can inflict the corruption 
of death upon that person. The 
corruption does ld12 damage to the 
gizzard the round in which the 
victim is touched. Each round 
thereafter it does ld4 damage to the 
gizzard until the victim dies, is 
doused with holy water, or a 
blessed character lays on hands on 
him. 

Weapons: Oficiales rnuertos carry 
pistols, sabers, and lances. 

Undead. 
Descriptio soldado muerto. 

Marshal, you can get the lowdown on 
the Mexican Armada, and its 
commander Grand Admiral Rwlrigo 
Cobo, inThe Great 
has plenty of ships des 
loving detail. 

Bascomb’s analysis of Juarez is dead- 
on accurate: he’s the only hero in 
Mexico these days. He’s not a foreign 
invader, like Maximillian arid his French 
soldiers; he’s not a potential demagogue 
harboring dreams of revenge, like the 
oft-deposed Santa Anna; an 

and low alike, in a 



political savvy, he may just 3d6, trackin’ 2d6 
Pace: 8 
W i n d  12 
Gear: Rifle, 20 rounds of ammo, rations 

come out on top of this scrap-perhaps 
with a little help from some 
“independent regulators,” from north of 
the border. 

Corpsreal: D3d8, N2d8, S3d6, Q2d8, 
V2d6 

Climbin‘ ld8, dodge 2d8, horse ridin’ 2d8, 
shootin’: pistol, rifle 3d8, sneak 3d8 

Mental: C:3d8, K:3d8, M3d8, Sm:4d6, 
Sp:3d8 

Academia: Mexican history and politics 
5d8, area knowledge (Mexico) 3d8, 
guts 2d8, English ld6, Spanish 2d6, 
Zapotec ld6, leadership 4d8, overawe 
3d8, persuasion 5d8, professional: 
lawyer 3d8, scroungin’ 5d6, scrutinize 
3d8, search 2d8, survival: desert, 
mountains 5d8, trackin’ 4d8 

Pace: 8 
W i n d  14 
Edges: Friends in high places (various 

friends and supporters all over 
Mexico) 5, renown 5 

Hindrances: Enemy (the French; Santa 
Anna) -5, heroic -3, social class: 
Indian -2, yearnin’ (free Mexico from 
invaders and set her on the road to 
greatness) -5 

ammunition for both guns, horse 

nchester ‘73 rifle, double-action 
acemaker, 50 rounds of 

A s  you can see, juarzsta rebels are not 
as  well trained as professional 
s-but what they lack in skill they 

e up for in heart and tenacity. 

hOFIl€: YPI-L ~U,,4--F!5T+ 

Corporeal:  D2d6, N3d6, S2d6, Q:2d6, 
V4d6 

Bascomb doesn’t know it, but the 
een hit hard by the 

times recently. 
d into going after 

re secretly protected by 
ionnaires or Mexican 
eason for this, which 

not even JuArez yet suspects, is that the 
Juaristas have a traitor in their ranks. 



operating in an area, the Fear Level 
immediately jumps by 1. 

r Tavarez Quivera y Higera was 

when the French invaded. 
Juarez’s cause, he fled with 

er when Juarez left the capital. 
he fought loyally and well, 
the rank of lieutenant. 

was hopeless-and from 

tion about the Juaristas 

uarista crusade to a very abrupt halt 

ROFILE: G€u3,, ~OYFIFIO 
DI- Mov 

Corporeal: D4d10, N2d12, S3d6, Q:4d8, 
V3d6 

Dodge 2d12, f ightin’: brawlin’, saber 3d12, 
horse ridin’ 5d12, quick draw: pistol 
3d8, shootin’: pistol, rifle 4d10, sneak 
3d12, swimmin‘ 2612 

Mental: C3d8, K3d6, M4d10, Sm:3d6, 

Academia: military theory 4d6, academia: 
and politics 3d6, area 
ico) 6d6, artillery: 
ts 4d6, Spanish 2d6, 
overawe 5d10, ridicule 

Sp:2d6 

3d6, survival: desert, jungle, 
ins 3d8, trackin’ 3d8 

Edges: Nerves 0’ steel 
5, renown 5, sense o 
social class: criollo 
“the voice” (threatening) 1 

vengeful -3, yearnin’ (conquer Mexico) 
-5 

Gear: Rifle (varies), pistol (varies), saber, 
exceptional horse (fast) 

Hindrances: Mean as a rattler -2, 



battle and stumbled into a village where 
the carnpesinos nursed him back to 
health. The village was “destroyed by the 
French shortly after he left (read: he 
killed everyone and burned the village 
to the ground so they couldn‘t tell 

about him). Unfortunately for 
didn’t get them all and some of 
ivors are looking for revenge. 

Velasco-Burgos and his manitou get 
along just fine. He doesn’t mind going 
along with the ideas it whispers in his 
mind from time to time. He plans to 
stick close to Dfaz until the time is ripe, 
then kill him and take over his position 
as el jefe. 

Corporeal: D4d8, N:3d10, S2d12, Q:3d8, 

Climbin’ 2d10, dodge 2d10, fightin’: 
V4d8 

brawlin’, saber 3d10, shootin’: pistol, 
rifle 5d8, sneak 2d10, swimmin’ 2d10, 
throwin’: balanced 3d8 

Mental: C2d8, K:2d6, M:4d8, Sm:ld6, 
Sp:2d8 

Academia: military theory ld6, artillery: 
cannons ld8, gamblin’ 2d6, guts 3d8, 
Spanish 2d6, overawe 5d8, scrutinize 
2d8, search 2d8, survival: desert, 
’ le 3d6, tale-tellin’ 4d6, trackin’ ld8 

Edges: Brawny 3, the stare 1, social 
class: mestizo 1, tough as nails 3, ”the 
voice” (threatening) 1 

Hindrances: Bloodthirsty -2, enemy 
(survivors of the village massacre 
who are trying to track him down) -1, 

im servant 0’ death -5, mean as a 
ttler -2, vengeful -3 

Harrowed Dominion: Harrowed 4/ 
manitou 4, Powers: Berserker 4, 
eulogy 2 

pecial Abilities: 

Although there are more than a few 
corrupt or apologist priests out there, 
the average padre your posse runs 
across is likely to be just a plain, simple, 
devout man who believes deeply in God 
and wants nothing more than to help 
his flock through the travails of life. 
Priests wield considerable influence all 
over the country; your posse couldn’t 
ask for a better ally than the local 
sacerdote (or a worse enemy). 

eal: D2d6, N2d8, S2d6, Q:2d4, 

Climbin’ ld8, dodge ld8, horse ridin’ ld8, 
shootin’: pistol ld8, swimmin’ Id8 

Mental: C:3d8, K:3d6, M4d6, Sm:3d6, 

Faith 3d10, guts 3d10, Spanish 2d6, Latin 
2d6, overawe 3d6, persuasion 3d6, 
professional: theology (Catholic) 3d6, 
tale-tellin’ 3d6 

Sp:2dlO 

Pace: 8 

flock) -1, pacifist -5, self-righteous -3 
Gear: Crucifix, Bible, prayer beads 

b l d _ h l  hDl+W 
Marshal, Pinnacle‘s fine book Ghost 

Dancers will tell you everything you 
need to know about the Apaches. Ghost 
Dancers doesn’t cover the Maya, Zapotec, 
or other Mexican tribes, though. 

Most Mexican Indians are converted- 
they no longer follow their ancestral 
ways enough to have guardian spirits or 
become shamans. Many are also hay- 
breeds-or mestizos, as thev sav in 



up north. Refer to the 

s borrowed heavily from each 

to traditional Mexican Indians: 
Eagle (but it functions like 
nake, Spider, Turtle, Wolf. 
take Jaguar (which has 
as Buffalo), Monkey 

e same effect as Elk), or 
(or Quetzal) (either of 

Animals, cattle, and people all drink 
from the Rio Grande-it‘s a bountiful 
source of water in an otherwise arid 
country. But there’s a type of creature 
living in the water, a relative of the 
tummy twister, that takes advantage of 
that fact to grow to maturity. 

The Texas blood baby, as it 
be known, only infects wome 
use for men, and simply passes out of 
their bodies if drunk by them. Women 
aren’t so lucky. Once a blood baby gets 

n it reaches the 

ach and into the 
This causes a Light 

wound to the guts, which can‘t be 

After it gets into t 

just like she was pregnant-much to her 
embarrassment in many cases. But 
there’s worse to come. 

The growing blood baby will start to 
”kick,” causing a permanent Heavy 
wound to the guts (again, no stopping the 
damage with Fate Chips). After about 
three to four weeks of “gestation,” the 
blood baby’s ready to be bo 
way out of the woman-ca 

the nearest living thi 
as much of its flesh 
le. Once it‘s eaten its 



water. Once one ge art and brain are 1 

some harm. Surgery, requiring a Hard (9) 
medicine: surgery roll, can get at the 
thing once it’s in her womb, but it can 
fight back, with Traits proportionate to 
its age (a half-grown blood baby has 

are rare. 
Serpientes sangrientas prefer to go 

after large prey-people, cattle, or large 
animals, mostly-since they need plenty 
of flesh and blood to survive. After it’s 
sucked a victim dry, it leaves the body 

rporeal: D3d6, N3d6, S2d8, Q:3d10, 
PkOFILE 543PIErE V2d8 

s&WJ7 IEYTP, Dodge 566, fightin’: brawlin’ 5d6 
Mental: C2d6, Kld6, Mld6, Sm:ld6, 

Sp:ld4 rporeal: D3d8, N:3d10, S3d10, Q:4d10, 
Overawe 4d6 
Pace: 6 tin’: brawlin’ 4d10 
Size: 2 
Wind: 12 Sp:ld4 
Terror: 9 Overawe 4d6 
Special Abilities: Pace: 10 

Bite: STR Size: 7 
Claws: STR+l Wind 10 

Description: A grown blood baby looks 
like a perverted, twisted, malformed 
human baby with needle-sharp fangs, 
ragged claws on its hands and feet, 
blood-red skin covered with a 
matching mucous-like slime, and a 
slightly hunched back. It‘s a face not 
even a “mother” could love. 

Mental: C:2d6, K:ld6, M2d6, Sm:ldb, 

Terror: 11 
Special Abilities: 

creature continues to gnaw at the 
victim until it does a heavy wound 
to the affected area. Then it begins 
to suck blood, draining ld4 points 
per round until the victim is dead. 
Pulling an attached tentacle off of 
a victim requires an Opposed 
Strength contest. If successful, the 
victim takes ld4 damage and is 

sangrienta can make one attack 
with each tentacle per round, on 
the same or different victims, 

another abomination stalking its banks 
and waters-a sort of cross between a 

lamprey-like mouth which can latch 



For this feared bandito leader’s men, 
you can use the Bandito Archetype in 
Luw Dogs, Marshal. El Escorpih himself 
is a little better than that, though. 

He has adopted the scorpion as his 
namesake due to an encounter he once 
had with a giant vinegaroon. He claims 
one of these beasts stung him and he 
was immune to its poison. 

Corporeal: D4d12, N3d12, S3d6, Q:3d8, 

, fightin’: brawlin’, knife 3d12, 
3d12, horse ridin’ 3d12, quick 
to1 4d8, shootin‘: pistol, rifle 
ak 4d12, swimmin‘ ld12, 

in : balanced 2d12 
C3d8, K2d6, M.3d10, Sm:3d6, 

(northern Mexico) 3d6, 
guts 4d6, Spanish 2d6, 

, ridicule 3d6, survival: 

For another abominations which 
haunts the canyon, check out the 
Barranca Prowler on page 116. 

FIEEqk5 G€MtY+5 
Bascomb mentioned how the early 

Spanish settlers used Indian escluvos 
(slaves) to work their claims. In places, 
you could practically carpet the canyon 
floor with the bones of the Indians who 
died in the nearby silver mines. With the 
coming of the Reckoning, the immense 
amount of suffering which seeped into 
the rocks in these areas have been given 

. This phenomena is 
emirus (“Moanin’ 

are sort of like 
emotional quicksand-anyone who gets 

runs the risk of being sucked 

despair have been gi 
those voices attract 
they temporarily slake their 
unquenchable anger. Their powers 
cannot affect other Indians, only white 
men. 

Moanin’ stones make a moaning sort 
of noise which sounds like a man in 
agony or turmoil. This is sure to attract 
anyone who doesn’t kn 
that person gets within 
rocks, he takes 2d6 Wi 
3d6 if of Spanish descent) as an 
emotional backlash hits him full-force. 
A s  long as he remains within at least 
ten feet of them, he keeps taking 2d6 
Wind per round until he pretty much 



the drinking of tesguino, 
rn beverage. Taracha the poor sods before they awake. 

Characters can destroy piedras 
gemiras in two ways. First, they can 
simply destroy all the infested rock. 

crew, or something similar. Most of 
these rocks are about the size of a 
typical outhouse. Second, a good 
exorcism or similar miracle can send the 
tormented Indian souls on to the Happy 
Hunting Ground or whatever other 
reward they're entitled to. 

T+F,~I-,, 

their Strength and Vigor for about an 
hour. 

Many years ago, the war chiefs of the 
Apache drove from their people a 
degenerate group of tribesmen who 
were discovered to be performing rituals 
in which children captured from other 
tribes were sacrificed and eaten. 

dly, these Indians believed that 

ese fallen Apache fled into the 

Tarahumara were as disgusted by them 
as their Apache brethren, but they 



pite the presence of a large 
dral and a Catholic bishop, 

them, seem intent on eating, drinking, 

spending a little time in the city, that 
there don't seem to be very many 
children around anywhere. Most 
Mexican towns have a lot of children 
playing in the streets, but Monterrey has 
none-the few they see are always 
accompanied by parents who hurry 
them away before any "strangers" can 
get a close look at them. The residents 
of the town are unwilling to talk to 

Overawe 4d4 
Pace: 8 
Size: 3-4 
Wind 10 
Terror: 7 
Special Abilities: 

Weapons: The childrens' weapons 
typically do STR+ld6. Because 
they're rusty, they may cause an 
injured character to develop 

bout the situation in 

w. Treat this as the 
drance or use the I5Fy-m elms 

the Legion kicked the Bishop 
of his house so they could use it as #4 in Back East South. 

ldren born in the city have 
ed and sickly. They often 

n live beyond their sixth 
%TI- T+E ; those who do have become 

body and soul. 
hese obiszifios have k b ? M  &T5 YCU 

their latent rage and evil on For some reason, bottles of tequila 

'em. Don't ask us why, they just do. 
Some tequila distillers have found that a 
small tentacle from a Moja 
works even better! 

w of whom 
d critters to 

usually have a worm in the bottom of *- 

taken to attacking people. Strangers 
erfect targets, since few 

I stronger and more int 
er. But watch out-s 

not all the way dead! 



poreal: Dld6, N2d8, S2d6, Q:2d8, xicans it can catch 
strangers who come to town (so you‘re 
posse‘s in for a big surprise if they hear 
about strange events and come to 

Fightin’: brawlin’ 2d8 
Mental: Cld4, Kld4, M:2d4, Sm:ld4, 

Pace: 1 

Size: 1 ROFILE: h$4-55+€+7€ f s f W T  Wind 5 

Sp:ld4 investigate). 

Terror: 5 
Special Abilities: 

Rippin’: A Mojave worm has hard, 
horny ridges along part of its 
length which can tear through 
flesh pretty easily. They do STR+ld4 
damage normally, and STR+2d6 
when the worm gets to attack 
some unlucky bastard from inside 
his own stomach. 

Description: A greyish-brown thing like 
a large worm. 

Corporeal: D3d10, N3d10, S3d8, Q:4d12, 

tin’: brawlin’, saber 4d10, 
le 4d8, shootin’: rifle 

V3d8 

- C3d6, K2d6, M3d8, Sm:2d6, 

Pace: 15 
Size: 8 
Wind 20 



Terror: 9 
Special Abilities: 

Battle Terror: The Massacre Spirit 
can inspire in its foes the terror of 
being ambushed and slaughtered. 
A s  a single action it can engage in 
an opposed Spirit roll against a 
victim. If it wins, the victim loses 2 
levels from his dodge,fjgbtin’, 

’, and other combat-related 
es because he becomes 

ed with the fear of his own 
This effect lasts for ld6+1 

s, and may only be used once 
n any given character in any given 

assacre Spirit carries 

with the Massacre Spirit. 

pot and a saber. These 
work normally against 
onents, but against 

s they inflict double 

: The Massacre Spirit looks 
uge, bloody, bullet-riddled 

Because it‘s more settled and 
”civilized,” most parts of this region are 
Fear Level 2 

M€%lCO CITY 
Fear Level 3 

omb doesn’t mention, 
because it hasn‘t yet affected him, is 
how many people-especially strangers- 

m drinking the water in 

the Valley of Mexico 

realized that the time of the Aztecs had 
passed-or so he thought-and that the 
Spaniards would build their own city in 
the place of Tenochtitlan. As  a form of 
revenge, he laid a curse on the Valley‘s 
precious waters, that they would make 
the Spaniards sick when drunk. 

That curse was just so much hot air 
until the Reckoning happened. In 1863, 

blood can get sick mighty easily if they 



gh the streets of Mex 

overcome this illness, he develops an 
immunity to it. 

&IILDING5 0’ EL0015 
The tezontle stone in Cortes-era 

buildings sometimes does more than 
resemble dried blood-it actually oozes 
rea1 blood! This doesn’t happen often, 
and the blood doesn’t gush out-it‘s a 
subtle effect that only one or two 
characters are likely to notice. Anyone 
noticing this has to make an Onerous (7) 
guts check or suffer a 4d6 roll on the 
Scart Table. Any phobia developed 
because of the roll is hematophobia, the 
fear of blood. 

C&T+€DF+L 0’ b L D  

of worshippers and saintly men, the 
Cathedral of Mexico offers refuge to the 
fearful multitudes who have fallen afoul 
of the Reckoners’ influences. It cancels 
the effects of the area’s Fear Level for 
anyone inside it. In fact, all guts rolls 
made while within its walls receive a +1 
bonus to the roll. Furthermore, you 
should reduce the Target Numbers for 
all blessed miracles used within the 
Cathedral by 2. 

A holy place sanctified by generations 

The Jurdin Zoologicu gives yo1 
chance to throw all sorts of strangeness 
at your posse, Marshal. Some of it may 
actually be Reckoner-created horror, 

Teotihuacan is one of the most 
important sacred sites of the Secret 
Empire, and as such they guard it 
fiercely. Characters approaching it may 
be waylaid by Jaguar and Eagle warriors 
and Aztec sorcerers. The Aztecs tolerate 

f the white scientists who 
ite, since they are 
re and more of the 

buildings. However, when Xitlan 
that enough digging has been 

ne, the archaeologists will be seized 
and sacrificed. Until then, the professors 
get to do the Aztecs’ work for them. 

- JW- 



stence, t 
T+E ~ ~ R ~ I Y G  Fix- Great Maze a 

dragons. There's a bounty of 2,500 pesos 
for every crawler or prowler head 

the denizens of the canyon are winning 
the head count. 

TtCE li/fc!T€ j k T , Y  
Bascombs estimate of the marble 

altar's age is off by a year; it's 14 years 
old. In short, it was carved in 1863-right 
after the Reckoning occurred. The artist 
was an eccentric fellow named pa010 

The Aztecs guard the fields near 

themselves (albeit with disguised 
warriors), since that's where the Lords 
of the Obsidian Blade grow planragriro, 
the Reckoning-spawned plant which 
allows them to control Santa Anna's 
Army of the Dead. They harvest the 
plants at night (since their screams 
might attract to0 much attention during 
the day), and only when the 
archaeologists have left for a while or 

TeotihuacAn Just as heavily as the ruins brought to Mayor Delpaiz's office. so far, 

. -. - -. . . - - 

Tarrucelli, who became redly deranged 

and occult symbols which spoil the 
effects of the altar and the church, facts found at TeotihuacAnf such 

wrong with the altar. 

& W P O V I 5 T 4 -  
at. the site. Professor 



owever, it makes a goo 

example, meaning that the posse has to 
get it back for the Basilica. 

%+E L+ME k u 5 - r ~ ~  
Not too long ago, one of Cipactli’s 

Children (see page 118) took up residence 
in Lake Chapala. The people who 
disappeared became its meals. However, 
they haven’t done much to sate its 
hunger. Soon it will be forced to eat 
more people, or even to slither on down 
to Guadalajara and snap up a few 
unsuspecting Tapatfos-which is sure to 
send the area’s Fear Level skyrocketing. 

v€R&-Cwz 
Fear Level 2 

b5-r -’fk~$-%es OF 
LlfFyLRJz 

With all the gold and silver that left 
Mexico through this port, and all the 
pirate attacks, inevitably some of that 
treasure got lost in the shuffle. Several 
places throughout town, or in the waters 
of the port itself, contain caches of 
gold, silver, and even loot from the 
Aztec Empire. Having your posse 
stumble across one of these is a good 
way to give them a stake to fund some 

them. The hunt for long-lost 
gold could even become an adventure in 
and of itself. 

, or perhaps inflict a cursed 

5+N TqA4 D€UL&& 
The Reckoning‘s passed the infamous 
acruz prison by-so far. The evil out 
re is of the purely human variety: 

jailers torturing inmates, prisoners 
killing each other for scraps of food, 
and other brutality. Posse members who 
get tossed in there are in for an 

The reason so many people have 
been dying or disappearing during 
Carnaval isn’t Los Hermanos-it’s 
something far more sinister. Never ones 
who could resist turning a good time 
bad, the Reckoners have let loose a 
fiendish abomination called €1 Bufon 
(“The Clown”). 

Able to appear as either a handsome 
woman, El Buf6n 

e happiest and most 
arb. With his good 

unsuspecting partygoers away 
m the main crowds, then tortures 

them and drinks their blood until they 
die. His appearance changes each time, 
so witnesses’ descriptions are useless. 

g, sexy personality, he 



laws: El Buf6n can cause it 
to grow into wicked claws 
do STR+ld4 damage. 

its mouth and begins sucking 

knives, claws, or similar weapons. 
However, there were quite a few 

Legionnaires who got so badly shot up 
that their bodies literally fell to pieces. 
These pieces have also become from 
beyond, and crawl, walk, or slither 
around the abandoned village. 

Buf6n can also use its claws on 
the victim! though it rarely does so 
because it can't drink blood he 
spills. For every full 6 points of 
Wind damage the creature 

ms can attack with 
they could be in trouble 

escription: See text. If El Buf6n has a ld6, a 
rue form, no one has ever seen it. 

s as appropriate to represent 
c members. For Efrain Alejo- 
a, use the Bandito archetype, but D k ~ ~ a ' s  ++ND 

Also of note in Camar6n is Danjou's 



nt of Mexicans. 

precious objects were thrown into them, 
and characters willing to devote the 
time and effort can pull gold, jade, and 
valuable artifacts out of them. But 
there’s more than gold in them thar 
wells. A few abominations have found 
them to be excellent homes as well. 
Some of them include: Overawe 6d8 

Pace: 4 runninp/lO swimming 
v 

Size: 9 
Wind: 40 

The principal reason for sacrificing 
women (or sometimes children or men) 
by throwing them in cenotes was to 
exhort the Rain God, Chac, who was 
said to live below the greenish-black 
waters of the cenote, to send rain. But 

Terror: 9 
Special Abilities: 

Armor: Chac’s leathery skin provides 

Bite: STR+2d12 
Claws: STR+2d 

him with 2 levels of 



Description: Chacs look like goggle- 
eyed alligator-men with clawed arms 
and legs (which are also webbed for 
fast swimming), tails, faces like a 
cross between an alligator and a 
child, and leather-like skin which is 
mostly green and black, but has 
Patches of dull red. 

them. Some of these women have now 

he women who were 
he gods went to their fate 
e fought against it, and 

hated and despised those who killed 

ome abominations which live near 
cenotes and prey on those who 

. They’re known as balm 
-weeping woman”- 

ose who have survived an 
with them say that they cry 

, fightin’: brawlin‘ 3d10, sneak 

Mental: C4d8, Kld6, M3d8, Sm:2d6, 
Sp:ld6 

Overawe 4d8, scrutinize 2d8, search 2d8 
Pace: 10 
Size: 6 
Wind 12 
Terror: 9 
Special Abilities: 
Bloody Tears: Anyone who touches 

victim’s mouth, stomach, and lungs. 
This causes 2d6 damage to the guts 
(armor of any sort typically offers 
no protection). Furthermore, the 
victim loses all Action cards in his 
hand (including cards up his sleeve) 
because he falls to the ground 
gagging and spitting up water. 

Undead. 
Descriptio 

somethin 
drowned 
sorrowful beau 



A %CY€T 
€MPIT€ 

You’ve seen references to it  earlier 
in this book, Marsk 

r you to learn every1 
know about the Secre, Llllyll 

orts came in of the Spaniards’ 
on westward, Three Death, 

TW€ y!s€ O F  X1TWN 

shores of the lake. But no vulture would 
Before long, it washed up on the 

falling to a Spanish bullet, Three Death 



eady, he returned to 
, now called Mexico City, 
a humble porter. There he 
is fellow priests had been 

Is run by Franciscan 
o teach them Catholicism and 

one he contacted them 

e. Those who 

not only the thousands of pureIblooded 

were too powerful, and mgt of their 
people were too easily cowed. It would 
take years of effort and struggle to build 
up both their magical powers and the 
strength of their forces to the point 
where the Europeans could be 
challenged. 

he would never die. But his followers 
would. To maintain a self-sustaining 
priesthood through which religious and 
magical knowledge could be passed, he 
created the Iztlecuhtle, the Lords of the 
Obsidian Blade, a sort of “ruling 
council” for his people. He, of course, 
was the unquestioned leader of the 
Lords, and 

Xitlan knew he could afford to wait- 

TU€ 
Fire ceremonies passed, 

the doom of the Span 
his hopes were dashed. 
never lost faith, and neither did the 
Lords of the Obsidian Blade and their 
followers. For generation after 
generation, they raised their children to 
follow traditional Aztec ways. Some of 
their followers were sent down to the 
white man’s cities and haciendas to spy 
on them and learn their ways, the better 
that they might be d 
would not make the 

Xitlan’s followers so 



sounding title for one so versed in the 
arts of black magic, sorcery, violence, 
and death. 

in the year 4 House, something 
azing and wonderful happened. 

an suddenly found that his powers 
had increased a hundredfold, and that he 
could commune with the gods more 
clearly than he ever had. The Lords‘ 
powers also increased, though not so 
much as  Xitlan’s. 

A year or two later, a mysterious 
Indian shaman from the north, calling 
himself Raven, found Xitlan. Somehow 
this inscrutable figure came straight to 
the Aztec sorcerer’s very lair, bypassing 
guards and guardian spells as if they 
were nothing. But he did not come to 
harm Xitlan. He came to explain, and to 
seek alliance. 

Raven revealed the truth behind the 
Reckoning to Xitlan, and explained to 
him what his powers were now capable 
of accomplishing. Xitlan agreed with 
Raven’s goals-the destruction of the 
white men-and gladly pacted with him. 
Although rarely in contact with each 
other, as brothers they now strive to 

common dream. 

After his meeting with Raven, Xitlan 
realized that he might be able to bring 
his plans to fruition much more quickly. 
However, he knew that after years of 
isolation, he needed to gauge the 
strength of the enemy himself, and put 
himself in a position from which he 
could undermine the Mexican (and now 
French) forces. His sDells soon revealed 

descended from the ancient Aztecs-a 
shaman who could use his powers to 
aid the general’s schemes. Santa Anna 
listened, and believed-especially after 
Xitlan turned a corpse into a walking, 
fighting soldier before his very eyes! 
With such power at his beck and call, 
Santa Anna believes he will soon be 

he could be right. 
minions are now 
s of power throughout 

f Mexico, ready to strike at 
orcerer’s command. The 

sied for the ending of the 
fast approaching, and 

s that he can usher in the 
Sixth Sun as he destroys the Spaniards, 
thereby perhaps becoming a god 
himself! 

of the Lords, are not so sure, and they 
remain wary of Xitlan’s grand scheme, 
but in their desire to retake Mexico for 
themselves, they are willin 
his planned apotheosis. 

Some of his followers, including a few 

The leader of the Secret Empire, and 
the driving force behind it from the very 
beginning, is the Aztec sorcerer-priest 
Xitlan. Many who know of him, 
including Raven, think that he’s simply a 
priest who came back from the dead 
Harrowed. While he does superficially 
resemble a Harrowed (and, for that 
matter, a walkin’ dead) in some ways, 
he’s not. He’s been up and around and 
moving since long before Raven was 
born or the Reckoning conceived of, 
courtesy of the Aztec god of the dead. 
He doesn’t have to fight any manitou for 
control of his body and mind. He‘s 
undead, not Harrowed. 



d knot of bitterness, spite, 
directed at those who took 

s homeland and enslaved th 

he wants to take his place among t 
Aztec gods! He believes that if he o 
them enough blood and hearts (say, 
from all those Spaniards he wants to 
get rid of), they'll admit him bodily to 
their ranks. 

For now, Xitlan serves as a humble 
shaman advising General Santa Anna. 
Toadying to a Spaniard has only honed 
his hatred of them, but he believes that 
Santa Anna is one of the keys to his 
victory. He plans to lead Santa Anna 
back to the throne of Mexico, then, 
when he's at his most unsuspecting, 
unleash the forces of the Secret Empire 
to retake their land. 

winds 5, pact 5, puppet 5, scrye 5 
(trappings: obsidian mirror), skin of 
the pimply one 3, spook 3 
(trappings: victim experiences a 
brief vision of himself being 
sacrificed), sun of the jaguar, 
zombie 5 (see below) 

Mastery Of The Undead Xitlan can 
create, control, and destroy undead. 
He creates them with his zombie 
spell, but he can use that spell to 
create other types of undead than 
walkin' dead-he can make a 

and replaces the one from The 

nosferatu (see Night 

al: D3d8, N:3d8, S4d10, Q:4d6, 

bolts 0' doom, spear 7d8 
, K:3d12, M4d10, Sm:4d8, 

: occult, Aztec culture and lore 



ppears somewhat withered and 
siccated, though not 

re it would tip anyo 
not entirely alive. H 

anyone who watches h 
a few minutes may notice that he 
doesn't seem to breathe. He usually 
wears the simple garb of a lowly 
Aztec priest. 

Xitlan's chief servants, and the rulers 
of the various hidden communities of 
the Secret Empire which are scattered 
across Mexico, are the Lords of the 
Obsidian Blade. Each of them is a 
powerful Aztec sorcerer-priest, like 
Xitlan himself, though they are nothing 
compared to him. While some of the 
Lords privately question his expressed 
goal of ascending into the Aztec 
heavens to join the gods, all of them 
support his goal of returning Mexico to 
Aztec rule, and they will work with him 
at least that long. 

Some of the most prominent Lords 
include the following: 

The most physically powerful of the 
Lords is a huge bear of a man named 
Four Jaguar. Ruler of an Aztec 
community located in a valley in 
western Mexico, Four Jaguar is a chief 
and son of chiefs. Since his earliest 
days his family has filled his head with 
tales of the brave deeds of his ancestors 
and the cruelty of the Spaniards who 

. He has been raised to 
ith a passion, and he 

ward to the next 
ill a few of them. He 

when he can meet 
Spaniards in open battle and split 

their bodies in two with his enormous 
two-handed macahuitl. 

Except for this seething hatred, Four 
Jaguar is a gentle man and a good ruler 
with a gift for farming and leadership. 
His people admire and respect him 
greatly, and they don't hesitate to carry 
out his orders. He is one of the Lords 
who questions Xitlan's desire to attain 
godhood-but, of course he 
so privately. Assuming som 
convince him that his lifelo 



d its aimies, he will be at their h 
ing them onward as he decapitates 

an enemy with each swing of his 
macahui tl. 

Corporeal: D3d10, N3d12, S4d10, Q:3d6, 
V3d8 

Climbin’ 2d12, dodge 3d12, fightin’: 
macahuitl 6d12, sneak 3d12, throwin’: 
Aztec magic, balanced 5d10 

Mental: C:2d8, K2d6, M3d10, Sm:3d6, 
Sp:2dlO 

Academia: occult, Aztec culture and lore 
4d6, faith 4d10, guts 4d10, Nahuatl 4d6, 

English ld6, leadership 
e 4d10, scrutinize 3d8, 

s 4d6, trackin’ 2d6, trade: 
, survival: desert, 

Edges: Arcane background: Aztec 3, 
brawny 3, good birth omens 5, thick- 

s: Blood sacrifice -2, enemy 
f Quetzalcoatl) -5, 

(”Spaniards”) -3, self - 
, superstitious -2, yearnin’ 

ck magic: animal mastery 3, bolts 
’ doom 3, cloak 0’ evil 2, darts of 

mixcoatl 3, forewarnin’ 2, 

make up in cleve 
t he lacks in strength. Hi 

say that Huehuecoyotl has 
d his heart. He looks to be 

Y jaguar’s 
4, inds 2, skin 

of the pimply one 3, spook 3 

and hislpeople, many of whom are 
skilled craftsmen and obsidian workers, 
live in Chicometlacalli, a network of 
caves in an almost inaccessible canyon 
in the northwestern part of the central 
plateau of Mexico. Since their home 
provides few places where they can 
grow corn or other vegetables, they 
must trade their handmade goods to 
other Aztec communities for food. This 
means risk, since outsiders could detect 
a trade caravan of porters and follow it 
back to the settlement. 

Chicometlacalli must enforce many 
Therefore the leaders of 

security measures to keep the place safe 
from Spaniards. Seven Vulture punishes 

with an iron hand. Anyone 
ises the security of the 

community almost certainly finds 

Although a devout worshipper of the 
gods, and a skilled priest, Seven Vulture 
only pays lip service to the notion and 
goals of the Secret Empire. While he 
would always welcome more power, he 
thinks the idea of taking on the 
Spaniards is folly and will lead the 
Aztec communities to rui 
content to remain where 



ther Emperor has refu cia1 Abilities: 
lack Magic: create any of his secrets. Seven Vultu 

d no doubt be gratified to learn 
that the Reckoners i lan to send him 
back Harrowed after he dies. 

ROFfl.32 % E N .  LhLrn€ 
Corporeal: D2d6, N2d6, S2d6, Q:3d6, 

in’ ld6, dodge 2d6, fightin’: 
V2d6 

eak 5d6, throwin’: 

Mental: C:3d10, K3d8, M:4d8, Sm:2d8, 
Sp:2d12 

Academia: occult 3d8, academia: Aztec 
culture and lore 4d8, faith 3d12, guts 
3d12, Nahuatl 4d8, Spanish 2d8, 
leadership 3d8, overawe 4d8, scrutinize 
3d10, search 2d10, survival (mountains) 
4d8 

Wind 18 
Edges: Arcane background Aztec 3, 

eagle eyes 1, “the stare” 1 
Hindrances: Enemy (Priests of 

Quetzalcoatl) -5, intolerance 
(“Spaniards”) -3, scrawny -5, self- 
righteous -3, superstitious -2, yearnin’ 
(to cheat death) -3 

protection 4, darts of mixcoatl 2, 
forewarnin’ 2, jaguar’s swiftness 2, 
nahual 2, obsidian winds 3, pact 3, 
spook 2, stun 4, sun of the jaguar 3 

Description: Seven Vulture’s name was 
well chosen-he looks like a scrawny 
old vulture all dressed up to go to a 
costume party. He’s bald, and his skin 
is pale from years of living in caves. 
He wears the elaborate robes of an 
Aztec ruler, only putting them aside 
for the skull-and-bones regalia of 
Mictlantecuhtli when he must. 

One of the Aztec farming 
communities with which Chicometlacalli 
trades is located to the west, hidden in 
the forests of a remote stretch of coast 
near Guadalajara. Its leader, a powerful 
priest-sorcerer named Twelve Motion, 
serves Xipe Totec, the god of spring. 
Most of his people offer special 
veneration to the Flayed Lord as well, to 
ensure the fertility of their fields. To 
make sure they continue 
excellent harvest 



d6, M3d8, Sm:4d6, 

the posse encounter 

8). After the vict 

Twelve Motion strips the skin from 
the victim's flesh with the ease of long 
practice and wears it as a garment until 
it falls to pieces. Then he buries the 
pieces in the village's fields. (If you want 
a hook to steer your posse toward this 
settlement, you may wish to have the 
flayed skins knit themselves back 
together and become Aztec-hunting 
abominations, Marshal.) 

Twelve Motion himself represents a 
sort of Aztec ideal: he's tall, strong, 
handsome, wise, and knowledgeable. 
Many in the Secret Empire compare him 
to Nezahualcoyotl, the philosopher-king 

involuntary sacrifice 2, jaguar's 
swiftness 1, nahual 2, obsidian 
winds 3, pact 2, stun 4, sun of the 
jaguar 3, zombie 2 

Description: Normally, the tall and 

ruler. For maximum effect, you may 
wish to have the posse encounter him 
not long after a sacrifice to Xipe 
Totec has been made, when he wears 

city-state of Texcoco. 
h his devotion to Xitlan, 

the Secret Empire is 
reen Feather Emperor 

es and distrusts him. He 
Motion's popularity 
he Empire poses a threat to 
leadership, and he would 

a way to eliminate him 
using suspicion. A lesser 

them to adjust things a bit. 
The Secret Empire's scheme presently 

hinges on Santa Anna's ability to 
overthrow the French. Initially Xitlan had 
wanted to strike down the Mexicans in 
one bloody night of vengeance, but 

xicans controlling 
ain (as much as it 
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asters" and families, plunging the 
th6s weakening the overall French force 
(and strengthening the Army of the 
Dead). He may also try to infect the 
Frenchmen with Montezuma's Revenge 
(see page 90) before they return to 
Mexico City, since he's not worried 
about any Spaniards that may kill (and 

strike against them and take the 
country back. With the help of the Army 
of the Dead, his army would have a 
chance to pull off a coup. Information 
gathered by Xitlan's spies would help 
him fend off counterattacks from French 
forces stationed in other cities (and they, 
too, might be brought low by pestilence). 

Thus, Santa Anna ends up in power- 
but with a weakened army, and 
ultimately dependent upon his zombie 
soldiers. Just at his moment of triumph, 
Xitlan will pull the rug out from under 
him, taking away the Army and calling 
on his Aztec followers to rise up across 
the land and butcher the Spaniards. 
Spies long in place as "servants" to 

country into chaos. Entire villages 
would fall before the Aztec soldiers' 
obsidian weapons. The Mexican Army, 
divided, demoralized, and unable to fight 
the Aztecs effectively on their own turf, 
would follow them down to Mictlan. 
Assuming all goes well, within weeks 
the New Aztec Empire would control 
Mexico. 

This plan appeals to the Reckoners 
for several reasons. One, the widespread 
chaos caused by these attacks will 
certainly cause the Fear Level south 0' 

der to skyrocket. Two, the 
us number of sacrifices 

performed by the priests during the 
bloodbath would cause the peasants to 
live in abject fear, thereby strengthening 
them, and thus in turn their servants on 
Earth. Third, it would eliminate one of 
the Catholic Church's centers of power, 
and anything which hampers the 
blessed helps them. Therefore, they plan 
to support Xitlan and the Lords of the 
Obsidian Blade wholeheartedly, offering 
them as much power as they need to 
accomplish the second conquest of 
Mexico. 

I .- 



Kidnapping innocent people for use as 
sacrifices. 

Poisoning village wells to cause loss of 
crops, death, and misery. 

Cutting railroad lines, telegraph lines, 
and the like. 

Informing the Mexican army, Juaristas, 
and Porfiriatistas about each others’ 
movements and plans so that the 
Spaniards kill each other off, saving 
the Aztecs the trouble. 

Burning crops, houses, and villages. 
Defacing churches. 
Capturing (or breeding) abominations 

setting them loose in settled 

stories to increase the fear, 
rectly their power. 

Hindrances: Bloodthirsty -2, 
intolerance (non-Aztecs) -3, oath 
(bring Lords of Obsidian Blade to 
power) -5, superstitious (follows Aztec 
superstitions) -2 

Gear: Macahuitl, ichcauipilli armor, 
atlatl, obsidian spear. 

Y m -  
Having worked towards thewgoal for 

so long, the Lords of the Obsidian Blade 
have accumulated a substantial store of 
resources to help them meet that goal. 
In addition to racking up Appeasement 

ds, and collecting 
s (see below), they’ve 
things working in their 



Many places are sacred to the Lords 
of the Obsidian Blade, and in these 
places, their powers work even stronger. 
In game terms, whenever an Aztec 
sorcerer-priest uses a favor or casts a 

several other useful things. 

iant deeds them a place Level bonus described above also 

b L D b D  f.fL‘FR 
Although it normally eschews “white 

man’s money“ for the traditional Aztec 
barter system, the Secret Empire 
recognizes the value of cold, hard cash 
in the white men’s world. Few people 
are willing to trade for obsidian daggers 
these days. 

Over the centuries Indian slaves have 
squirreled away plenty of gold and 
silver nuggets for the Empire’s use. If 
necessary the Empire will hire 
mercenaries or “independent regulators” 
to help it meet some of its goals- 
though the Lords are careful to hide 
from the heroes who they’re really 
working for, of course. 

FM 

in an isolated box canyon in the 
n desert which Jaguar and Eagle 

guard, this nine-level 
temple serves as the chief focus of 
worship for Mictlantecuhtli, god of the 
dead. Each of its nine levels represent 
one of the nine levels of Mictlan that 
the spirits of dead Aztecs pass through 
on their way to their final rest. Inside 
each level of the pyramid, traps 
fashioned to resemble that stage on the 
journey through the und 
any intruders who try to 
the final, inner sanctum, 

T+E Fix- OF d~ 
Up in the Tlaxcalan highlands, 

northeast of Mexico City, the Secret 

to become Jaguar and Eagle Knights. 

war. 
Reckoners have rewarded the 

never an Aztec sorcerer-priest uses 

Fear Level to the 

s’ hard work on their behalf. T-M -f-+-as OF T+E 
FkINTING O F  

damage roll. Like 
laces where i 





and the hearts are often burned within 
it. Duration: Instant 

Speed 

description. 

j4-ZT€C f%DOD down over the rest of his body in 
on shower. The victim takes ld8 

guts (armor does not reduce 
IyAGlC 5 F U  

watch its step! 

c=3u-€ N+4%&L 
Speed 1 hour 
Duration: Permanent 
Range: Touch 

Using this spell, a sorcerer-priest can 
transform a willing subject into a 
Nagual (see Rascals, Varmints & Critters). 
The spell cannot affect an unwilling 
subject. Since it takes approximately one 
hour to accomplish the ceremony 

to make the magic take effect, 
11 does not work in combat. 

T*T’5 54IFTE.l325,L 

Speed 1 
Duration: 1 round + (1 round/level) 

and swiftness 

caster gets on his roll, the subject’s 
Quickness is increased by 1 die type. If 
the die type is increased above a d12, 
each additional level adds +2 to the 
Trait. 

Speed: 1 Speed 1 minute 
Duration: Instant Duration: 10 minutes/level 
Range: 10 yards/level Range: Self 

This spell projects a storm of darts at 
gle target. The sorcerer-priest may 

A nahual is a gods animal disguise. 
Each god has a specific animal 
associated with it whose form it can 
assume. Using this favor, the shaman 

sume that form as 
m nahual is often ztec magic roll. If the roll succeeds 



5%~ OF T++G Y~MPL.Y OVE 
Speed 1 
Duration: ld6+2 rounds 

Nahual 
Serpent 
Coyote 
Hummingbird, eag 
Owl, bat, spider 
Deer 
Feathered serpent 
Jaguar, turkey 
Serpent 
Cipactli 
Spoon bird 
Fire serpent (use 

Mexican dragon, 
Rascals, Varmints 6z 
Critters) 

~5IDI+N dIVl25 

Duration: Instant 
Range: 10 yardsAeve1 

underworld features a plain where 
freezing winds tear at the deceased's 
flesh like obsidian knives. This spell 
allows a brief gust of that wind out into 

The fifth level of the Aztec 

uac to destroy a sorcerer-priest's 
rcerer-priest makes a 
ztec magic roll. If he 

victim takes damage 
spell's level. 

an winds affects not only 

ghosts, tzitzimime, and the like. 
a1 beings, but incorporeal ones 

However, it cannot damage inanimate 

Damage 
2d6 
3d8 
4d10 
5d12 

5 6d20 

spell must make a Hard (9) Vigor roll 
when the curse expires. Failing the roll 
means that the change was permanent. 
The unfortunate hero gains the ugly as 
sin Hindrance. Only the lay on hands 
miracle cast against a Hard (9) TN or the 
original Aztec priest who cast the spell 
can remove this affliction. 

5 v  OF TttE J&qm 
Speed 2 
Duration: Ins tan t 

pel1 summons up 

een, but their effects-terrible 

himself. 

a throwin: Aztec magic roll versus a TN 
of 5 plus the victim'sfightin: brawlin'. 
The damage caused depends on the 
spell's level. 

Level 



possession yet-it was lost 
centuries ago and they’re still looking 
for it. Guess what the posse just found? 

ELCOD 1ZTl-f 

Said to be enchanted by Tezcatlipoca 
himself, this lush animal pelt, when 
wrapped around a character‘s body, 
allows him to change his shape into 
that of a jaguar. 

Power: The character’s body 
transforms into a jaguar. Use the 
Corporeal nai ts  and Mien for the 
Mountain Lion (see The Marshal’s 

When the Aztecs sacrificed 20,000 
to dedicate their Great Temple in 
ur specially consecrated iztlis 

in the possession of the Lords of the 

heaven knows what evil they could 
inspire if found by the wrong persons. 

Power: A Blood Iztli can be used in 
combat as a normal knife doing 

bloodv after use, though-anv blood on 

nt: After a transformation, the 
r has a strong craving for raw 

a half pound) causes 2d6 damage to the 
guts. STR+2d6 damage. It does not remain 



f;MoK~wi Mmm 
A gift to the Aztecs from their god 

Tezcatlipoca, this mirror of obsidian 
possesses the power to show the future 
to those wise enough to use it. Whether 
that future is fixed, or merely one 
possible outcome, is up to you. 

Power: The user must make a Hard 
(9) Spirit roll. If he succeeds, the 
darkness on the face of the mirror parts 
to show him a glimpse of the future. It 
may not be what he wanted to see-that 
requires at least one raise on the Spirit 
roll-but it displays some significant 

of the not-too-distant future 
one year). The mirror can 

d once every 20 days. 

lesser form of the weapon carried 
Xiuhtecuhtli, the 

re Serpent"-is the most 
n in the Aztec arsenal. It 

enslaving t 
with great 
among the Aztec leaders who believed 
that the two peoples could, and should, 
learn to live together. They did not want 
to destroy the Spaniards, or to convert 
them to the Aztec way of life, but 
merely to figure out how to co-exist 
with them. They wanted to be left alone 
to live their lives as they wished, and let 
the white men do the same. There was 
little hope for such a dream then, and 
not much more hope now-but they 
remain determined to try. 

Unfortunately, the odds are stacked 
against them. Their numbers are slight, 

the Obsidian Blade. Since their god does 
not want human sacrifices, they lack a 
counterpart for the Lords' enormous 

the dark gods. The fact that 
m are pacifsfs doesn't help 

matters. If they're g 
Lords effectively, th 
to have to combine 
those of some other group-say, the 
posse. 

f . ! X  d!ND 
The leader of the Priests is an old 

priest named, aptly enough, Six Wind. 
Although he's getting on in years, he's 



Blade, who suffer from rivalries and 
hatred among themselves, the Priests of Quetzalcoat1 have few 
Quetzalcoatl, from highest to lowest, 
remain united in their goals, desires, and 

resources to call on. Their people 
number less than a most 

ROFILE: 51% VIND 
Corporeal: D2d6, N:2d6, S2d6, Q:3d6, 

V2d6 
Climbin' ld6, dodge 2d6, fightin': 

macahuitl 2d6, sneak 3d6 
Mental: C4d10, K3d8, M4d8, Sm:2d8, 

Sp:4dlO Appeasement). 
Academia: occult, Aztec culture and lore 

to Quetzalcoatl, it is round 

reduced by -1 (minimum cost of 1 



lothes, catch fire (see The 

been seeing Brimstone Men. Thes 
fiends, created bv the Reckoners 

naturally, brimstone. 

exploit human fe‘ars of volcanoes and 
fire, and regarded by the Aztec sorcerers 
as the warrior-servants of Xiuhtecuhtli, 
live in the hearts of the Mexican 
volcanoes (primarily Popocatepetl and 
Itzacihuatl). Occasionally they worm 
their way out through cracks and 
fissures into the “cold world and try to 
snatch an unwary sulfur miner or 
farmer as a quick snack. 

RoFlLE: -ICCGY1ZBT€ D ? G  
& Z L J i T €  (kIWTONE &V) 

Corporeal: D3d8, N3d8, S4d10, Q:3d6, 

n’ 3d8, dodge 3d8, fightin’: brawlin’ 

m: Brimstone Men are made 
ed-hot rock. This form 
Armor 2 against all 

creature’s burning touch. Any 
flammable objects on the victim, 

T+E f.p~ J(p-Imcro 
B+T7j&LION 

Not all Americans fought the 
Mexicans loyally during the war. A group 
of them, about half of whom were Irish, 
defected to the Mexican side and were 
formed into the San Patricio (St. Patrick) 
Battalion. After the war they were 
captured and court-martialed for 
desertion. Those who were not shot or 
hung were whipped, branded with a “D,” 
and turned loose. 

rs now roam the 
Confederacy and the 

f Mexico in loose gangs 
of desperate men. Lacking any friends 

attention to the War B 
has prevented anyone 

offered for them, though. 
Although most of the San Patricios 

are getting old, they’re tough from years 
of living a life of banditry in the 
wilderness. A few who have died have 
come back Harrowed. 

stol 3d8, shootin’: p 



ges: Varies, but typically includes 

stare. ” Vld4 
Hindrances: Intolerant (Americans) -3, 

mean as a rattler -2, outlaw -3, 
vengeful -3 Pace: 6 

nerves 0’ steel, tough as nails, and “‘the Corporeal: D2d6, N3d6, S:ld4, Q:2d8, 

Fightin’: brawlin‘ 3d6 
Mental: C:ld4, Kld4, Mld4, Sm:ld4, Sp:ld4 

Terror: 3 
Special Abilities: 

The ordinary vinegarroon scorpions 
which Bascomb described are bad 
enough, though he exaggerates their size 
and the quickness of their poison a bit. 
But he’s never run into one of the really 
big ones-the giant-sized scorps which’ll 
give your posse nightmares. 

Giant vinegarroons live in deep 
canyons and caves throughout the 
Sonora Desert. They‘re as fast as horses 
(at least for short distances), have claws 
which grip like iron, and a poison- 
coated stinger big enough to drive an 

all in all not something to tangle with 
1 igh t 1 y. 

into the wound. The venom does a 
total of 6d6 damage to the guts, 
applied in ld6 increments for six 
rounds. The pain from the poison is 
so intense that all of the victim’s 
Corporeal Trait die types are 
reduced by 1 if he tries to do 



IL32 6+NT hEGMFC0N 

1: D3d8, N3d10, S:4d12+4, 

Mental: Cld6, K:ld6, M2d6, Sm:ld6, 

giant vinegarroon’s 
arapace gives it 2 points of 

throughout northern Mexico) is known 
as the barranca prowler (or, to some 
peasants, ef gat0 del diabfo-the Devil’s 
cat). It lairs in caves and abandoned 
mines, and feeds off of whatever it can 
catch. It seems to find the taste of 
human flesh particularly succulent. 

Barranca prowlers have adapted well 
to their environment. They are extremely 
stealthy, using their natural g 
appearance to blend into the 
necessary, they can climb like a 
mountain goat. Sometimes it almost 
seems like they can run right up a bare 
rock face! One of the creature’s favorite 

sh a group of people, 
m, and carry him up a 
tion where the 
n’t rescue him. Then it 

enjoys a leisurely meal. 

Corporeal: D2d8, N2d 

Climbin’ 5d8, fightin’: b 

Mental: C2d6, Kld6, M:2d6, Sm:ld6, 

Overawe 4d6 
Pace: 10 
Size: 5 
Wind 10 
Terror: 7 
Special Abilities: 

V4d6 

sneak 5d10 

Sp:ld4 

sharp, rock-hard te 
give attacks made 



~ 

aws: STR+2d6 
iption: A barranc 
of like an emacia 

tiger made out of scabrous red rock 
resembling the canyon walls. 

L-05 DI+FLITO~ 
The Reckoners sometimes use the 

spirits of bulls slain in the bullring to 
s Diablitos (“the Little Devils”). 

heroes. Any hero who’s 
lated three or four points of Grit 

may have one of these sent after him in 
the hopes of polishing him off early, 
without having to risk a Los Diablos. 
Anyone who encounters one of these 
creatures can be sure she’s attracted the 
attention of the Reckoners. 

Los Diablitos aren’t nearly as 
powerful or as frightening as Los 
Diablos, of course, but the Reckoners 
often wait to send them out until their 
quarry is already injured or in desperate 
straits. Once a Diablito kills its victim 
(or a person it is distracted into 
attacking; see below) or is killed, it 
vanishes in a puff of dark, sulfurous 
smoke. 

these to torment up-and- 

Corporeal: Dld4, Nld8, S:3d12+2, Q:2d8, 

brawlin’ 4d8, sneak 2d8, 
min‘ ld8 
: C:2d8, Kld4, M2d10, Sm:ld6, 

Wd12 

Sp:ld8 
Overawe 3d10 
Pace: 10 
Size: 8 
Wind: 20 
Terror: 7 

Horns: STR+ldlO 
Seein’ Red Los Diablitos can be 

distracted by other persons 
wearing red- clothinb. If someone 

that person instead. Once the new 
victim is dead, it returns to its 
original target. 

Description: A Diablito looks like a 
big, mean, ugly bull with especially 
large, sharp horns. Two or three two- 
foot-long metal spikes are stuck 
point-first into his neck, but don’t 
seem to hamper his ability to move 
his head and neck any. 

The following abominations from 
Aztec mythology arose following the 
Reckoning in 1863. Many have come 
about due to the actions of the Lords of 
the Obsidian Blade. The posse might 
encounter most of these creatures just 
about anywhere in Mexico. 

Cipactli, the earth mo has a 
central role in Aztec myth. According to 

zcatlipca’s missing 
conflict in which 

he tore off her lower jaw to form the 
earth. 

Posse members might encounter 
Cipactli, an Aztec myth brought to life 
by the power of the Reckoning, in just 
about any swamp or lake. A 
Fearmonger, she spreads terror and 
dread for miles around her, raising an 
area’s Fear Level by at least one or two 
points. 

Cipactli resembles a sort of cross 
between a crocodile and a toad (though 
she favors the croc). Short, sharp spines 
cover much of her body. She lacks a 
lower jaw, so she can only smash 



ROFlLE: <_IP+CTLI 

Corporeal: D2d6, N2d6, S6d12+20, Q:ld6, 

Fightin’: brawlin’ 10d6, swimmin’ 8d6 
Mental: C3d8, K3d6, M:4d12+8, Sm:2d8, 

Overawe 5d12+8 
Pace: 12 running/20 swimming 
Size: 25 Description: See text. 
Wind: NA 

Special Abilities: 
Armor: 3 
Teeth STR+2dlO 
Spines: Anyone punching, brushing 

ust touching, 
mage to the 

V:4d12+8 
one of Cipactli’s Children suffers ld6 
damage to the affected area from 

Mouths: Cipactli’s Children’s joint- 
mouths bite for STR damage. 

Sp:4dlO her spines. 

Terror: 13 CI-M~TETETEO 
The ghostly spirits of women who 

died in childbirth, cihuateteo seek 
vengeance on mankind. Filled with rage 
and hate, they try to harm ~ U U W I S ,  
particularly children and handsome 

d area from her spines. 
ower to inflict 

rmities such as 
lip, a clubfoot, 



ge 3d8, fightin’: b 

V3d8 
Dodge 3d10, fightin’: brawlin’ 4d10 
Mental: C2d6, Kld6, M3d10, Sm:ld6, 

Pace: 10 
Size: 6 

Sp:3d8 

Special Abilities: 
Flight: Pace 15. 
Inflict Disease/Deformity: With a 

successful fightin: brawlin’ roll, a 
cihuateteo can inflict the sorts of 
illnesses and deformities described 
above. Represent these conditions 
with various Hindrances, such as  
uilin: bud ears, bud eyes, lame, one- 
armed bandit, or scrawny 

Propitiation: Cihuateteo suffer a -2 
penalty on fightin’ rolls to hit 
anyone who has offered a prayer to 
them within the past 24 hours. 

Undead. 

young women with long black hair 
and skull-like faces. They wear long 
skirts and headdresses. Their flesh 
has the pallor and stink of death, and 
their breasts sag horrifically. 

Description: Cihuateteo resemble 

FE+T~GRED %FEU 

bulous beast, the nuhuulli of 
atl, is a snake with feathers. 

Along its head and spine, it has blue- 
green feathers similar to those of the 
quetzal bird; the feathers taper down to 
a long tail. Along its bottom it has 
reddish scales. 

Feathered serpents can fly. They use 
this ability to swoop down on prey 
(including humans) and bite them with 
its poisonous fangs. 

Sp:ld6 
Pace: 8 
Size: 5 
Wind 14 
Terror: 5 
Special Abilities: 

Bite: STR+ld4 
Flight: Pace 10 
Venom: Anyone who takes damage 

from a feathered serpent‘s bite 
its venom as well. The 

t make a Hard (9) Vigor 
cceeds, he takes ld8 

damage to the guts, but that’s it. If 
he fails, he takes ld8 damage to the 
guts per round for the nexcld8+2 
rounds. Armor offers no protection 
against this damage. 

Description: See text. 



he reasons why the Aztecs 
as  such bad omens, and 
em with the god of death, is 

this creature. It resembles a large owl 
feathers are tipped with 
es hold a demonic 

apons, but its screech can 
ho hears it! Fortunately, 

Is are solitary creatures. 

: Dld6, N2d6, Sld6, Q2d6, 

6, Kld4, M2d6, Sm:ld6, Sp:ld4 

to all rolls. 

Mictlan owl screech must make an 
Onerous (7) vigor roll. Characters 
who succeed take 2d4 damage to 
the guts; characters who fail take 
6d6 damage to the guts. An owl can 
only screech this way once every 
three rounds. 

Description: See text. 

r\lIWT lb,,V 

Aztec lore, Night Ax stalks the forests 
and fields of Mexico at night, seeking 
victims whose hearts it can rip out and 
eat. 

Screech Anyone who hears a 

One of the most fearsome demons in 

Corporeal: D4d10, N 

Dodge 4d10, fightin’: b 
Mental: C4d8, K4d8, 

Overawe 6d12 
Pace: 10 
Size: 6 
Wind: 18 
Terror: 11 
Special Abilities: 

V4d10 

Sp:4d8 

Immunity: Night Ax is immune to all 

Claws: STR+ld6 
non-obsidian weapons. 



Immunity: To Wind 

Spectral Claws: STR+2d 
Flight: Pace 10 
Phantom Form: Obsidian knife 

spirits are intangible, able to pass 
through walls, sink into the 
ground, and move their ghostly 
hands through some hombre’s 

action to gobble it down. 

requires anyone who sees him to 
make an Onerous (7) guts check 
each round for the first ld4 rounds. 

Gruesomeness: His appearance 

heart should be. This wound opens weapons are made of 
, or jade (though their 

rfectly capable of 
oreal characters). 
les, and enchanted 

weapons can also hurt them. 
Aztec Death Obsidian knife spirits 

receive a +1 bonus on all rolls 
(including damage rolls) made 
against Aztec characters. 

become clearly visible. When the 
wind blows, they clack together like 
macabre wind chimes. 

055IDl+N KNIFE *ITIT5 

went peacefully to the Aztec heavens. 
Some died with anger in their hearts. 
Since the Reckoning, their phantoms 
have returned to plague the living, 
wishing to steal from men what they 
themselves lost so long ago. 

Stealthy as a whisper and quick as 
lightning, these terrible beings, known 
as obsidian knife spirits, haunt areas 
where sacrifices took place (primarily 
Mexico City) and prey on people. They 

Not all victims of the sacrificial knife 

Corporeal: D:3d10, N:4d10, S3d6, Q:4d10, 

Dodge 4d10, fightin’: brawlin‘ 6dl0, stealth 

Mental: C:3d6, K2d4, M:2d10, Sm:3d6, 

Overawe 4d10 
Pace: 10 (ground)/lO (air) 

V2d6 

6d10 

Sp:2d6 



Special Abilities: 
Claws: STR+ld6 
Skeletal Mouths: STR 
Skeletal Eyes: Thanks to its many 

sets of unblinking eyes, a 
tzitzimime can see in all directions 
around itself. Its Target Number for 

An obsidian knife spirit 

egs trail away to mist and 
looks black and glassy, like 

sidian knife that took its life, 
d its fingers are long, wickedly 

check each round for ld4 rounds. 
Undead. 

elsewhere. At every joint 

hands and feet, and 
rattlesnakes fur priv 

earrings are human h 
wear a necklace of bl 



Itch-cow-ee-PILL-ee 

It-tour-BEE-day 

Its-zak-ee-HWA-tu1 Teotihuacan 

Iturbide 

Itzacihuatl Tee-otch-COW-tin 

Iztlecuhtle Tay-o-tee-hwa-CAHN 

pronunciation guide: 
Word Pronunciation 
Anahuac 

Ah-NA-hwak 

Tesh-KO-ko 

Kah-bah-YAIR-o 

Kal-POOL-li 

Seh-NO-tay 

SAIR-roe day chap-oo- lee 
LEEN 

Chal-chee-oot-LEE-koo Nahual 

Nahuatl Shan-TEE-koe 

Nanahuatzin See-hwa-tay-TAY-o 

Oaxaca See-mah-ROE-nay 

Ometecuhtli 

Calpulli 

Cenote 

Cerro de Chapulfn 

Chalchiutlicue 

Chan tic0 

Cihuateteo 

Cimarrone 

TLAH-lock 
MEEK-tlahn Tlaltecuhtli 

Mictlantecuhtli Tlal-tay-KOOT-lee 
Meek-tlahn-tay-KOOT- Tlatelolco 

Mixcoatl Tlazolteotl 
Mish-KWA-tu1 Tlah-zole-tee-OH-tu1 

NAH-hwal Tlow-12-tlee 

Nah-HWA-tu1 

Nah-nah-HWATT-zeen 

Wa-HA-kuh 

Oh-may-tay-KOOT-lee 

Tlah-tay-LOL-ko 

Tlauiztli 

SHEET-Ian 

Oh-TAHN-teen SHIE-pay TOE-tek 
Patecatl Xiuhcoatl Kree-0- yo 

Ejercito De Los Muertos 
Eh-HAIR-see-toe 
Loase MWAIR-toase 

En-ko-mee-END-da 

Pah- t ay -KOT- t ul Shoo-KWA-t Ul 
Xiuhtecuhtli Day Peninsulare 

Pen-in-soo-LAR-ray Shoo-tay-KOOT-lee 
Piedras Gemiras 

Sho-chee-KET-zahl 

A1 I-yUU1 IL-dll- 

DaI-uI 

c- L- -.. 

I 

Nah-nah-HWATT-zeen Ciiiiai iu i i c  

Oaxaca See-mah-ROE-nay 
PinDrtli 

K WAI 
c-- --&- 

h. -..- 



Character Info, Errata, aad The Big Picture of the Deadlands Universe 
Welcome to Pinnacle‘s regular update on the Deadlands 

universe. In this issue we talk about the latest events in the Great 
Rail Wars and some of Gomorra’s seedier inhabitants. 

Rail Gangs Battle in Wyoming 
After a few relatively quiet months, the war 

between the Rail Barons has flared again, this 
time near the tiny, remote town of Bitter Creek, 
Wyoming, a small settlement roughly 200 miles 
west of Cheyenne. The battle near this little 
town involved the troops of three railroads-Iron 
Dragon, Union Blue, and Wasatch-and the forces 
of the Reverend Grimme. 

According to the inhabitants of Bitter Creek, 
Kang‘s troops were the first on the scene. Shortly 
after their arrival, rail workers accompanying the 
Iron Dragon thugs began excavating a large 
mound to the west of town. The townsfolk were 
unable to get a good look at exactly what Kang’s 
men were up to, because the site of the dig was 
heavily guarded. Some witnesses reported seeing 
large, pale-skinned creatures with a single eye 
and bright, blue hair wandering around in the 
Iron Dragon camp. 

A few days after the arrival of Kang’s forces, 
those of Grimme and Union Blue showed up on 
the scene. The two groups of newcomers made 
camp just out of sight of the Iron Dragon 
encampment. 

Over the next few days, the three groups 
skirmished briefly with each other, but none of 
them were willing to commit to a full-scale 
assault. This three-way standoff might have gone 
on for weeks, or at least until Kang‘s men found 
whatever it was they had come for, but the 
delicate balance of forces was suddenly 
shattered by the arrival of the Wasatch troops. 

Charge! 
In the early hours of the stalemate’s fifth day, 

the inhabitants of Bitter Creek were awoken by 
the screech of steam whistles and the loud 
clanking of metal on metal. The bleary-eyed 
townspeople stumbled out of bed to their 
windows in time to see a column of Wasatch 
troops pass through town. What they saw was 
both amazing and frightening. 

like X-squads, automatons, and clockwork 
tarantulas-terrifying enough to those 
unacquainted with them-Hellstromme’s soldiers 
were equipped with his latest invention for the 
battlefields of the Rail Wars: the steam spider. 
These fearsome vehicles resemble enormous, 
mechanical, steam-powered spiders. 

In addition to the normal rank-and-file troops 



These awe-inspiring devices, most of which 
stood over twenty feet tall, clumped through 
town on their heavy, ghost-steel legs, rattling 
windows and knocking items of off shelves, and 
made straight for the Iron Dragon camp. 

The arachnid juggernauts, belching flame and 
bullets, smashed through the Iron Dragon 
defenses like an enraged bull through a barn 
door. The surprised defenders scattered before 
the steam spiders‘ onslaught, leaving the site of 
their digging completely unguarded. The few 
defenders who stood against them, including the 
strange, pale-skinned creatures, were cut down 
in a hail of bullets or trampled beneath the 
contraptions’ heavy iron feet. 

Once Kang’s men were routed, the Wasatch 
forces occupied the camp and set to work 
continuing the excavation. A few of the vehicles 
which were part of Hellstromme’s attack force 
were specially outfitted with heavy digging 
equipment; in a few hours they accomplished 
more than Kang’s men had in days. 

Of course, this wasn’t the end of the battle by 
a long shot. The Iron Dragon forces regrouped 
and counterattacked. Once the fighting at the dig 
site began again, both the Union Blue troops and 
Grimme‘s lackeys decided this was their best 
opportunity to get their licks in, and they 
attacked also. 

The battle degenerated into a swirling melee 
in which each side fought all of the others. The 
troops of two factions occasionally combined 
forces to defeat the troops of a third, but as soon 
as the threat was dealt with, the two allies 
would turn on each other. 

The battle raged for another two hours. It 
finally ended when a shell from Union Blue 
artillery pierced the boiler of one of the Wasatch 
spiders. The resulting explosion ripped the 
contraption apart and sent red-hot shrapnel 
flying through the ranks of the troops fighting 
around it. All of the factions involved took heavy 
losses from this and fell back to lick their 
wounds. 

That night, the Wasatch forces retreated under 
the cover of darkness. The other factions, all of 
which had large numbers of wounded, declined 
to pursue Hellstromme‘s troops. The next 
morning the three remaining armies slowly 
edged their way away from the battlefield, 
keeping a cautious eye cocked in the direction 
of their enemies. 

Once the Rail Baron’s forces had left the area, 
some of the more adventurous residents of 
Bitter Creek decided to have a look at the site of 
Iron Dragon’s digging and find out exactly what 
the battle had been about. At the center of the 
campsite, surrounded by twisted wreckage and 
mangled bodies, they found a deep hole in the 
ground. At the bottom of the hole was what a 
stone chamber which had obviously been carved 
out of the rock by hand. There were deep 
grooves in the chamber’s floor as if some heavy 
object had once rested there, but whatever made 
the grooves was gone. Whether it was taken by 
the retreating Wasatch troopers, or they left as 
empty-handed as the other factions is unknown. 

Even though we added an extra 16 pages to 
Doomtown or Bust, we still couldn’t fi t  in all the 
desperadoes that inhabit that forsaken pesthole. 
Here are a few that didn‘t make the first cut. 

Johnny Quaid 
The Ghost has sent Johnny-a large man and a 

born miner-to infiltrate the Sweetrock mines, 
watching for signs of supernatural activity there. 
Quaid has quickly established a network of 
contacts and informants among the miners, and 
he’s done his best to assuage their fears of the 
unknown. He hasn’t been able to stem the 
growing tide of fear, but he has pegged a few 
supernatural hiding holes in the area and sent 

The Agency 
With all the supernatural shenanigans that are 

going on in Gomorra, it’s only natural that the 
Agency should send a few operatives to check 
things out. 



his Agency contacts in to clean house. He’s also 
in a good position to discover Sweetrocks plans 
for the mines. 

Profile: Johnny Quaid 
Corporeal: D2d8 N3d6 Q:2d6 S2d12 V5d10 
Climbin‘ ld6, f ightin‘: brawlin’, pick-ax 4d6, 

shootin’: pistol, automatics 3d8, throwin’: 
unbalanced 2d8, sneak 3d6, swimmin’ 2d6 

Mental: C2d10 K:ld6 M2d8 Sm:2d8 Sp:3dlO 
Academia: occult 3d6, demolition 3d6, gamblin’ 

Edges: Big ears 1, brawny 3, friends in high 

Hindrances: Loyal (Agency) -3, obligation (to 

Gear: Pick, rowboat, lantern, Gatling pistol, box 

2d8, search 2d10, trade: mining 4d6 

places (the Agency) 3 

keep his miner friends safe) -3 

of 50 shells. 

tort Williams 
Cort was working the Fellheimer’s Folly case 

when the Ghost pulled him for duties in 
Gomorra. He’s an experienced gunfighter with an 
odd tendency for tidiness that makes him a 
perfect Agency man. He never likes to see a 
mess go un-cleaned for long, and Gomorra‘s 
about the biggest he’s ever seen. Before entering 
a Pinkerton operation, he always puts on a pair 
of black leather gloves, to keep himself sanitary. 

Profile: tort Williams 
Corporeal: D3d8 N2d10 Q:4d6 SldlO V2d6 
Climbin’ ld10, fightin‘: brawlin’ 2d10, lockpickin’ 

2d8, shootin‘: pistol 4d8, sneak 3d10 
Mental: C2d12 K2d8 M.3d10 Sm:3d8 Sp:2d6 
Academia: occult 3d8, bluff 2d10, guts 2d6 

overawe 3d10, persuasion 2d10, scrutinize 3d12, 
search 5d12, streetwise 3d8 

Edges: Brave 2 
Hindrances: Habit (neatness) -2, loyal (Agency) 

-3, tinhorn -2 
Gear: Gatling pistol, 50 shells, long duster. 

Black Jacks 
The Black Jacks also have it in for Sweetrock 

Mining, but for completely different reasons. 

to make them pay. When Black Jack made him 
an offer, he jumped at the chance. Now, with the 
bank robbery behind him, he hopes to be of 
further use to the gang by filtering information 
and serving as  their eyes and ears in Gomorra. 
Besides getting to stick it to Sweetrock, Black 
Jack pays a lot better, too. 

Profile: Lawrence Goodman 
Corporeal: D2d8 N:3d8 Q:3d6 S2d6 V2d6 
Climbin’ ld8, filchin’ 2d8, horse ridin’ 2d8, 

lockpickin’ 2d8, shootin’: pistols 2d8, sneak 
2d8 

Mental: C3d8 K3d6 M2d6 Sm:2d6 Sp:3d6 
Persuasion 2d6, scrutinize 3d8, trade: banking 

Gear: bank keys, .38 pistol, 20 shells. 
3d6 

Sam Horowitz 
Sam was crazy enough to rob the railroads as 

they pushed their way west, and he has 
antagonized just about every participant in the 
Great Rail Wars at one time or another. He lit 
out for California when the heat got too much. 
The fact that he made it to Gomorra alive was 
enough to convince Black Jack to sign him on. 

Profile: Sam Iorowitz 
Corporeal: D2d10 N3d8 Q:2d8 S4d6 V3d6 
Climbin’ ld8, dodge 2d8, fightin‘: brawlin’ 3d8, 

horse ridin’ 2d8, shootin’: pistol 4dl0, sneak 
4d8, swimmin‘ 2d8 

Mental: C3d10 K2d6 M3d6 Sm:2d8 Sp:2d6 
Demolition 5d6, guts 4d6, scrutinize 2d10, search 

3d10, streetwise 3d8, trade: railroads 3d6 
Edges: Big ears 1, nerves 0’ steel 1 
Hindrances: Outlaw -4, enemy -5 (many many 

Gear: Colt Peacemaker, 20 shells, dynamite, coils 
railroad companies) 

of fuses, matches, bowler derby, black 
handkerchief. 

Maze Rats 
Kang’s boys continue to wreak havoc. 

Lawrence Goodman 
Lawrence is a disgruntled employee, 

distrustful of his bank for cozying up to 
Sweetrock and desperate to think of some way 

This truly bizarre man claims to be a native of 
the South Seas and speaks with a perfect 
Polynesian accent-even though he’s as white a 
sheet. His well-muscled body is completely 
hairless and scarred with ritualistic patterns. His 



specialty is harpooning-either other ships or 
abominations that get too close. He proudly 
operates the Typhoon‘s harpoon rig. 

Profile: Mitoba 
Corporeal: D3d12 N4d6 Q:2d6 S4d10 V5d10 
Climbin’ ld6, drivin’: boat 2d6, fightin’: brawlin‘ 

3d6, shootin’: harpoon 5dl2, swimmin’ 3d6, 
throwin’: unbalanced 4d12 

Mental: C3d10 Kld4 M.2d6 Sm:2d6 Sp:3d8 
Artillery 3d10, guts 4d8, language: English 2d4, 

Edges: Brawny 3, “the stare” 1, thick-skinned 3 
Hindrances: Ferner -3, outlaw -3 
Gear: Many harpoons, tow cables. 

overawe 4d6, search 2d10 

Marko Muscovich 
A Russian expatriate, Marko is charged with 

maintaining the Typhoon’s ghost rock engines 
and sails. He often swings from the mast during 
attacks on other ships, dropping down on 
unsuspecting crewmen from above. His 
knowledge of shipbuilding lets him find the best 
places to hole an enemy vessel-such that they’ll 
sink without the Rats having to board. 

Profile: Marko Muscovich 
Corporeal: D3d8 N2d8 Q:3d6 S3d8 V2d10 
Climbin 5d8, dodge 4d8, drivin‘: boat 3d8, fightin’: 

brawlin’, sword 4d8, shootin’: shotgun 3d8, 
sneak 2d8, swimmin’ 3d8, throwin’: balanced 
4d8 

Mental: C2d10 K2d6 Mld6 Sm:2d6 Sp:2d6 
Artillery 3d10, bluff 2d6, gamblin’ 2d6, language: 

English 2d6, overawe 3d6, tinkerin’ 3d6 
Edges: Fleet-footed 3 
Hindrances: Outlaw -3 
Gear: Climbing ropes, tools, lay on hands, smite 

shotgun, 10 ihelis, cutlass. 

recently finished the long- 
awaited Fifth Edition of the 

Steven s. Long is a writer and game 
designer. Prior to movin’ O u t  west to help keep 
the Fearmongers at bay with such fine tomes as 
Law Dogs, Tales 0’ Terror: 1877, and Brainburners, 
he practiced law Back East in North Carolina. 

After taking down his shyster’s shingle and 
Setting Out to Write and design games, he wrote 
books like Dark Champions and The Utjmate 
Martial Artist for Hero Games (for whom he 

HERO System), World of Darkness: Cornbat and 
Destjnys price for White Wolf Game Studios, and 
many other products designed to help fine folks 
while away a few hours. 

Recently he‘s been takin’ trips out among the 
stars in his job as general roustabout for Last 
Unicorn Games’s star nek game lines, including 
becoming Line Developer for the Star nek: Deep 
Space Nine Roleplaying Game. 

Sioux Vnion 
Joseph Eyes-Like-Rain’s followers are keeping 

a close eye on the mining operations in 
Gomorra. 

Benjamin Mightsinger 
Benjamin is a Navajo with a unique 

background as  both an Indian shaman and a 
white man’s priest. He was granted permission 
by his tribal chief to “study the white man’s 
ways,“ in an effort to better understand how to 
defeat the evil which walked the land. He 
learned from Spanish missionaries, Mormon 
preachers and traveling Baptists, incorporating 
their thoughts and beliefs into his own 
understanding of the world. While never formally 
ordained, he received a certain amount of faith 
in his studies without losing the spiritual favor 
he had held as a Navajo. 

Profile: Benjamin lightsinger 
Corporeal: D3d6 N3d8 Q2d8 S3d6 V4d6 
Climbin’ ld8, fightin‘: knife 2d8, shootin’: pistol 

Mental: C3d8 K4d6 M2d6 Sm:3d8 Sp:3d12 
Faith 4d12, language: English 4d6, professional: 

Edges: Arcane Background shaman, blessed 

Hindrances: Poverty -3 
Gear: .38 pistol, ammunition belt, 30 shells, 

Special Abilities: 

2d6, sneak 2d8 

religion 5d6, search 2d8 

(unique combination; unavailable to others) 6 

crucifix, medicine bundle. 

Shaman 3 Rituals: Dance, tobacco, Favors: 
Pact, lightning strike, earth Speak 

Blessed Miracles: Inspiration, 




