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Thanks to all of you have been with us since 
the beginning, and welcome to all you 
newcomers who are just joining us. For those of 
you not in the know, the campaign timeline of 
Deadlands? The Weird Westm started out in 1876. 
A lot has happened since we first released the 
game in 1996, and we reckoned it was time to 
move things forward a little bit and let you know 
how things are progressing in the Weird West. 

The first chapter of this book brings together 
a number of new basic rules that are sprinkled 
about some of our other books, plus there are a 
bunch of all-new rules designed to make your 
game run more smoothly than ever. Have fun 
with these. 

Epitaphs 1877 update. Those of you who read 
The Quick & the Dead (and shame on you if you 
haven't-a lot of the information here is strongly 
related to that essential book) should recognize 
the format. 

The third chapter gives the Marshal the 
lowdown on what's really happening in 1877. 
Players should keep their noses out of there and 
save some surprises for the game. 

The second part of the book is the Tombstone 

We figured that since Tales 0' Terror: 1877 
updates the events of the Weird West, we might 
as well take this opportunity to update the rules 
too. 

The amended rules you see here have been 
argued up one side and down the other by us 
and our fans. What's here is the result of good 
suggestions, heated discussion, the keen 
knowledge of experts who read our earlier 
works and told us we were loco, and a whole 
Hell of a lot of playtesting. 

w Ti- 
Here are the changes to the basic rules. 

WLL..€D<MZCW 
We've simplified how a fellow goes about 

making an unskilled Aptitude check. 
A character with a particular Aptitude now 

rolls the associated Trait dice (using 
Coordination as  its "Aptitude" level), but must 
subtract -8 from the total. 

Related Aptitude checks are now made at -4. 



Condition Modifier 
Related concentration -4 

Unskilled -8 

c a ~ + - l - l ~  
Under the old system, it’s way too expensive 

to learn a new concentration of a skill, so we’ve 
made things much easier. 

Your character can learn additional 
concentrations of a skill for a flat 3 Bounty 
Points, regardless of how high the skill itself is. 

This counts during character creation and 
once play begins. If your hombre already has 
shootin:pistol at level 5, he can pick up shootin: 
shotgun at level 5 for 3 Bounty Points. 

We‘ve found folks only get 1-2 Bounty Points 
per session, and the Marshal has a hard time 
keeping up with those silly “leftover” points, so 
we’re going to amend things slightly. 

The Marshal no longer gives out Bounty 
Points. He simply gives out Fate Chips. 

Between game sessions, you can convert your 
Fate Chips into Bounty Points and save them or 
use them to improve your character just like 
always. A s  before, whites are worth 1, reds 2, and 
blues 3. Chips are usually the only way you get 
Bounty Points, so don’t blow them all in the 
game if you can help it! 

Improving your character like this doesn’t take 
any particular amount of time to do, other than 
how fast you can acquire and spend your points, 
but no ability should be raised more than 1 level 
between game sessions. 

Once an Aptitude gets to level 5, your hero is 
an expert, and it costs twice as  many points to 
raise it again. A level-6 skill costs 12 Bounty 
Points, level 7 costs 14, and so on. 

Don‘t make characters in your game who 
currently have skills higher than 5 pay anything. 
They get in under the “grandfather” clause. If 
you implement this rule, further raising of 
Aptitudes should abide by this new rule. 

kwXS + A D  F + V O Y 5  
The more astute of you (okay, those of you 

playing a blessed or a shaman) may be thinking, 

‘‘I just got buffaloed! I gotta raise my Aptitude 
(faith or highest ritual) to get new powers.” 

Hey, we’re on your side. The cost to learn a 
new miracle or favor is a flat 5 Bounty Points. 
Any other rules, like the Onerous (7)faith total 
required for a new miracle, are still in effect. 

Okay, we told you the Marshal wasn’t going to 
give out Bounty Points any more, so we need to 
elaborate on just how you earn those oh-so- 
precious Fate Chips. 

The Marshal‘s going to toss chips your way 
when you do one of three things: roleplay, solve 
problems, or just make him chuckle. 

yOL€P&W 
This is where your Hindrances really start to 

shine. Sure you get points for them when you 
first make your character, but no one’s going to 
make you roleplay or suffer from those 
Hindrances later on. The Marshal might enforce 
them if she thinks of it, but running a 
roleplaying game occupies enough brainpower 
that she may often forget about all your 
character’s problems. So we‘re going to make 
you remember. 

Roleplay your Hindrances, and you get chips. 
The more severe your disadvantage is, the higher 
value chip you get. It’s as simple as that. 

Say your preacher has taken a vow to kill 
every one of LaCroix’s walkin’ dead he can lay 
his hickory stick into. If he hears about zombies 
nearby, he has to go and do something about it. 
The Marshal should chuck a white chip your 
way. When your preacher finds the walkin‘ dead 
and realizes he’s hopelessly outnumbered, you 
earn a red chip for talking the rest of the posse 
into sticking around at their own peril. Finally, 
when it looks like your posse is losing, the hero 
might net a blue chip for not running away even 
when death is imminent. The more 
inconvenience it causes you and your 
companions, the greater the reward. 

7433J%G*mN- 
Here’s the sweet part: You can’t. If you never 

roleplay a Hindrance, you never get chips. It’s 
okay if you got points for it earlier. That was 
really just built into the system anyway. 

The other extreme is someone who milks a 
Hindrance for all it’s worth. Say your Texas 
ranger has a hankerin’ for alcohol, so you say he 
takes a drink at every opportunity so you can 



beg for chips. The Marshal might fall for this 
trick a few times, but she's only supposed to 
reward you when your character's Hindrance is 
truly an inconvenience. If your ranger gets 
drunk, who cares? If he's drunk when the wall 
crawlers attack, then you get some chips just 
before your hero bites the dust. Congratulations! 

Sometimes you may roleplay something that 
isn't covered by one of your Hindrances. Maybe 
your shaman isn't particularly brave or heroic, 
but when he hears a weeping mother's tale of 
her child being abducted, he feels he must act. 

That's okay. The Marshal should still reward 
you just as  if your character actually had the 
heroic Hindrance. The reward is for roleplaying, 
after all, and that might not always fit the 
Hindrances you chose. It's best if it does, but 
don't feel confined by them. Don't decide your 
hero can't be a hero just because he isn't heroic. 

If it becomes a habit-your hero is always 
running off to save folks-then you should pick 
up the heroic Hindrance and make it official. 
Otherwise just accept that the rules don't always 
fit the situation and your Marshal wants to 
reward you for helping create an interesting and 
memorable story. 

MoY€ayoL€FL+4-wG 

R O B m  5OL-w 
The Marshal also rewards those who 

overcome the many obstacles you face in 
Deadlands. This includes defeating monsters, 
solving puzzles, and even working out the 
inevitable complications that arise when a 
bunch of hardened warriors with different 
attitudes start adventuring together. 

Again, the chip the Marshal rewards you with 
depends on how great a clue you found or 
problem you solved. Find a journal that holds a 
few key clues, expect a white or red chip. Help a 
town ward off a bandito raid, and you can 
expect a blue chip to fall from the sky. 

The last occasion a Marshal might give you 
chips is (drum roll, please) whenever he feels 
like it. Maybe he likes the way your gunslinger 
stylishly met his opponent in the street at high 
noon, grumbling a cool line in an overawe 
attempt. Or maybe you said something that's got 
the whole group in stitches. 

Sometimes your character just does 
something clever, something original that helps 



in her current situation That's worth a white 
chip the first time someone does it. 

chips will fall from the sky just for helping 
everyone have a good time. 

When these things happen, maybe, just maybe, 

And that's what it's all about. 

The Marshal needs to be on her toes about 
awarding Fate Chips. An average player who gets 
an equal amount of time as  the rest of the 
posse should probably get a couple of whites, 
one or two reds, and one blue in a night. With 
luck, he should be able to convert 2-4 Bounty 
Points worth of Fate chips each session. 

Sometimes a player may spend more than he 
gets. This usually happens if there's a big fight 
with not a lot of roleplaying. 

If there's tons of roleplaying and hardly any 
combat, the player may have a stockpile. 

It's up to you to judge how freely to distribute 
Fate Chips, but don't feel bad holding back if 
there hasn't been much to "bleed them off" in a 
while. By the same token, don't be too stingy, or 
your posse may never advance and the players 
may feel cheated. 

-64-T 
Got all that? Good. Here's some changes to 

combat, as  well as  some clarifications to 
commonly asked questions and 
misunderstandings. 

Each combat round is 5 seconds long. 
Each round is further broken down into 

"segments." Each Action Card (from Ace down to 
Deuce) represents these segments. The King is a 
segment, the Queen is a segment, and so on, all 
the way down to a Deuce. *- 

N o  matter how high your Quickness total is, 
you can never have more than 5 Action Cards 
without supernatural aid (such as a huckster 
spell or a Harrowed power). 

*ED 
Here's a dirt-simple explanation of what 

"Speed" means and what a hero can do in an 
action. 



frMpLE T + S  (*€ED 0) 
coordination with any other rolled task. A simple 
task is one that doesn‘t require much 
concentration, such a s  saying a few quick words, 
resisting a test of wills, or moving. 

%T T + S  (*ED 2) 
Short tasks are things like drawing or cocking 

a gun, firing a gun, making a test of wills, or 
concentrating on a supernatural ability of some 
sort. Short tasks are declared and resolved on a 
single Action Card. 

A character can perform a simple task in 

h~ T+s (*ED ,?+) 
Long tasks are things like searching through a 

backpack, reading a long, arcane text, or firing 
up a gizmo of some sort. Long tasks are strung 
out over 2 or more Action Cards. When you start 
a long task, declare the task your character is 
beginning, and use the cards as they’re called 
out by the Marshal. Resolve the task as  you 
spend the last card required. 

If the Marshal doesn’t have a good idea of 
how long something like this should take, roll 
ld6. It takes that many Action Cards to complete 
the task. 

Below is a table that summarizes all this 
business about tasks. 

Type 
Simple 

Short 

Long 

Speed 
0 

1 

2+ 

Example Actions 
Saying a single short 

sentence, moving, 
making a stun check, 
resisting a power or test 
of wills. 

sentences, drawing a 
weapon, cocking a 
weapon, making a 
recovery check, making a 
test of wills, reloading a 
single shell or clip, 
climbing, jumping, or 
making any kind of 
movement that requires 
an Aptitude roll. 

information, making 
short speeches, using 
some powers and spells, 
or readying a gizmo. 

Saying a few short 

Relating complex 

C*?” 
If you want to interrupt someone else’s action 

with a card up your sleeve, you have to beat her 
in an opposed Quickness match. A success 
means the actions are simultaneous. A raise 
means that character goes first. You’re never 
guaranteed to beat someone just because you’ve 
got a cheat card, but you’ve got a chance. 

Assuming you don’t use it, you can hold on to 
your cheat card until the fight is over, you draw 
a Black Joker (see below), or an opponent forces 
you to discard it through a test of wills. 

tJoK-ilZY5 
Jokers have a few new special effects. Read on, 

muchacho. 

riE1I1>d-OUX5 
The Red Joker allows your character to go at 

any time during the round. He can even interrupt 
another character‘s action without having to 
make a second Quickness check. In a nutshell, 
your hero can go whenever he wants this round. 

The downside is that, since you can’t put a 
Joker up your sleeve, you only get this advantage 
for one round. If you don’t use it before the 
round is over, you have to discard it. You can still 
have a normal card up your sleeve, however, and 
you can even use them both at the same time if 
you like. 

The second advantage to drawing a Red Joker 
is that you get to draw a random chip from the 
Fate Pot. Congratulations, bunkie! 

The Marshal doesn’t get a draw from the Fate 
Pot by drawing a Red Joker for the bad guys, but 
he does get one when the posse draws a Black 
Joker (see below). 

BL&KCJoKm5 
The Black Joker is bad news. It means your 

character hesitates for some reason. Maybe he’s 
starting to feel his wounds, or he’s distracted by 
the bad guys. Whatever the reason, the Joker is 
discarded, and you have to discard any card up 
your sleeve as well. 

The other downside to the Black Joker is it 
gives the bad guys (run by your Marshal) a draw 
from the Fate Pot. Your side doesn’t get a draw 
when the Marshal gets a Black Joker, however. 
Who said life was fair? 

There’s one last side effect to drawing a Black 
Joker. Your side’s Action Deck is reshuffled at the 
end of the current round. This counts for both 
the posse and the Marshal. 



a=-w 
Single-action weapons (guns that have to be 

cocked, then fired) are tough to model in a 
roleplaying game because they’re really just not 
that much slower than double-actions in real life 
(at least when in the hands of a skilled shooter). 
So we’ve made this compromise. 

Your hero can still fire his single-action every 
segment, and he may not have to “shoot from 
the hip” if he’s willing to make an easy skill roll. 
The danger, of course, is that he may fail, even 
though it‘s an unlikely to happen to a really 
skilled gunslinger. 

The quick draw skill now lets your hero draw 
a weapon as  a simple task, and also cock it as 
well. The TN to draw or draw, cock, or draw and 
cock a weapon as  a simple task is shown on the 
Quick Draw table. 

If the roll is made, the weapon is drawn, or 
drawn and cocked, or cocked (whatever is 
needed). If you roll a 5 or 6 while trying to draw 
and cock a weapon, the gun is drawn but not 
cocked. You have to spend another action to get 
that hogleg smoking. Hope your opponent is 
slower than you are my friend, or you may end 
up with a severe case of lead poisoning. 

Task TN 
Quick draw 5 
Quick cock 5 
Draw & cock 7 

F W G T - K E  -/--$+MMf3? 
Fanning is no longer a skill of its own. It’s 

simply a maneuver your hero can perform if he 
has at least 1 level in shootin: pistol, 

Characters that have already sunk tons of 
points into fannin’ should be compensated in 
some way. We’ll leave that up to you, Marshal. 

Here‘s how to resolve fanning. 
The rate of fire is 1 to 6. It‘s the shooter’s 

choice as to how many bullets he want to waste. 
Even if a gun holds more than six rounds, that’s 
the most a gunslinger can fan in one action. 
Fanning one shot isn‘t really worth while, but it 
can be done. 

To resolve the attack, pick a target and figure 
out the TN based on the range and any other 
modifiers. Fanning a pistol isn’t very accurate, so 
the shooter has to subtract -2 from his roll for 
slapping his gun around like a redheaded 
stepchild. This is on top of the “shooting from 
the hip” modifier, so the total penalty is -4. 

A success and each raise thereafter causes a 
bullet to hit. The firer chooses which targets he 
hits, though any after the first must be within 2 
yards of the last target hit. 

A shooter can’t draw a bead when fanning, 
though he can make a called shot on the first 
bullet only. Figure the TN for the first shot. Any 
raises after that hit random locations as normal. 
Fanning should only be used in close quarters 
and desperate circumstances. 

k W T C d E R c =  
Automatic weapons spray lead at the expense 

of accuracy. To make things easy, we don’t roll 
for every bullet. We roll for each burst of three 
bullets. That’s why automatic weapons have 
Rates of Fire of 3, 6, 9, 12, and so on. A character 
must fire all three shots of a burst. He can’t 
choose to fire only one or two shots unless the 
weapon’s description says otherwise. 

The character’s shootin: automatics roll 
determines how many rounds from each burst 
actually hit. Make one shootin’ roll per burst. 
Every success means one of the three bullets 
hits its target. Raises past the second are lost. 



MVLTPLE T&wz-r~ 
Multiple targets can be hit by a single burst. 

Each raise means another bullet found a target. 
Choose a primary target. The first bullet hits 

this fellow. A raise could hit a second victim up 
to 2 yards away, and another raise could hit a 
third target 2 yards away from the second. 

To hit targets further than 2 yards from the 
primary target requires a second burst. (Others 
may be hit by the Innocent Bystanders rules: see 
the Deadlands: The Weird West rulebook.) 

Determine each round’s hit location and 
damage separately. 

The player must assign his hits before rolling 
damage or resolving a second burst. In other 
words, roll all your attacks, assign hits to 
targets, then go back and roll hit location and 
damage for each. That way you can’t see if the 
first bullet in a burst kills some poor fool before 
assigning your second or third. 

A character firing an automatic weapon can 
never draw a bead or make called shots. 

e C C f L  
Firing off a hail of automatic fire is hard to 

control. Each burst fired after the first in a 
single action suffers a -2 recoil modifier. This is 
cumulative, so the third burst in an action 
suffers a -4, and so on to a maximum of -6. 

fim 
A good brace such as a sling or a bipod 

reduces the recoil penalty to -1 or even 0. Gatling 
guns always have stable platforms that reduce 
recoil to 0. 

h m  
Each level reduces the die type of damage by 

-1 step, as  usual. An attack that uses d20s (like 
dynamite) is reduced to d12s by a single level of 
Armor. Two levels of Armor drops the damage to 
dlOs, and so on. 

Here’s the new part. If the die type is dropped 
below a d4, drop the number of dice instead. An 
attack reduced to Od4 does no damage. 

A 3d6 bullet that goes through something 
with an Armor of 1, for instance, is reduced to 
3d4. A 3d6 bullet that hits something with an 
Armor of 2 is reduced to 2d4. 

L-lG-tLT74-TMOY 
Light armor is armor that isn’t thick enough 

to stop damage cold, but it does afford some 
sort of protection. 

A negative Armor number such as  -2 means 
the armor is light protection such as  leather 
hides or thick, winter clothes. Armor -4 is 
heavier, such as boiled leather. Deduct this 
number directly from the damage total. A 14- 
point attack that hits a cultist wearing thick 
leather (-4) does 10 points. Get it? Good. 

74mm-mBaG+Ta 
Some weapons have armor-piercing 

ammunition. Each AP level reduces the Armor 
level by -1. Thus a weapon with AP 3 
ammunition reduces a target with 6 levels of 
Armor to Armor level 3. Reducing armor to a 
negative number has no additional effect on 
damage. 

M+GENE D- 
Certain things, like explosions and fire, cause 

“massive damage” to many parts of the body in 
one fell swoop. You don’t get extra dice for hits 
to the head or gizzards from massive damage. 
It‘s just too spread out to hit something 
important. Explosives with shrapnel or other 
penetrating types of massive damage have 
special rules telling you how to handle them. 



Disperse massive damage by rolling the 
damage, determining the total number of 
wounds, then assigning them by rolling various 
hit locations for each. Remember, no bonus dice 
for head or gizzards! 

So how does armor protect against massive 
damage? Easy. After you’ve assigned all the 
damage from an attack, reduce the total number 
of wounds by -1 for each level of Armor in that 
location. When all is said and done, a hero with 
four wounds to the head and 1 point of Armor 
there (due to a helmet of some sort) would end 
up with only three wounds. 

L J W T + + J W F + A D ~ O ~ ~  
For light armor, roll a d6. If the roll is less 

than or equal to the protection the light armor 
provides, it reduces -1 wound level. For example, 
thick leather chaps reduce damage rolls to the 
legs by -2. A cowpoke who got his shins singed 
by an unfortunately placed bundle of dynamite 
and took four wounds to the legs would roll a 
d6. On a result of 1-2, the wounds are reduced by 
-1 for a total of three wounds. 

€%PLOW€.5 
Some folks think explosives don’t have a big 

enough boom in Deadlands: The Weird West, so 
we’ve changed how the Burst Radius spreads to 
work with our armor system. 

Explosives affect anyone who happens to be 
close enough when they detonate. Everyone 
within the Burst Radius of the explosive takes 
full damage. After that, the damage drops by -1 
die type each time it crosses a Burst Radius. 

Once the die type is reduced to d4, subtract 
the number of dice. The explosion has no force 
once it reaches Od4. 

See Massive Damage to find out how to 
disperse these wounds. 

*T- 
Shotguns and scatterguns unleash a hail of 

tiny balls, filling the air with lead. This makes 
these weapons ideal for unskilled shooters, 
though they cause less damage as the buckshot 
spreads. 

Anyone firing a shotgun adds +2 to her 
shootin: shotgun roll. Its damage decreases the 
further it travels, as shown on the table below. 

Note that a regular shotgun is slightly more 
accurate than a scattergun (a sawed-off shotgun) 
since the Range Increment is 10 for shotguns and 
5 for sawed-off s. 

Range 
Touching 

1-10 
11-20 
21-30 
31+ 

Damage 
6d6 
5d6 
4d6 
3d6 
2d6 

5=L!JG5 
Both shotguns and scatterguns can also fire 

slugs, which are basically huge, self-rifled hunks 
of lead. 

Slugs subtract -2 from the attacker‘s roll. Its 
hard to aim that big a chunk of lead properly. 
On the plus side, they do 6d6 damage regardless 
of range. That‘s one big 01’ can of whup-ass. 

When bullets and other objects miss their 
target, you can usually forget about them. If 
you’re really worried about who might be in the 
way, use the Innocent Bystanders rules from 
the Deadlands: The Weird West main rulebook. 

For some weapons, however, like grenades, 
missiles, or even area-effect spells that have a 
chance to miss their target, you need to know 
just how far the shot deviates. 

First determine the direction by rolling a d12 
and reading the result as a clock facing centered 
on the attacker. Thrown missiles deviate ld20 
yards in that direction. 

Projectiles fired from a launcher of some sort 
deviate 10% of the total range, plus 2d20 yards in 
the direction indicated by the dl2. If the shot 
deviates backward, it still travels at least half 
the distance from the shooter to the target. 

detonates at the shooter’s feet. 
On a bust, the round jams or is dropped and 

V . r n 3 ’  
One clarification and one small change. First, 

dodge is used against missile attacks,figbtin’ is 
used against hand-to-hand attacks. 

The change. Your hero can try his vamoose 
after the bad guy’s attack has hit, but before 
damage has been resolved. 

&&J/L” 
Here’s the new scoop on nonlethal damage, 

often referred to as  brawlin’ damage. Certain 
kinds of attacks, like fightin: brawlin’, can be 



used to put someone down without killing her. 
When one fellow hits another with his bare 
hands or a light club (like a chair leg or a bottle) 
he rolls his damage dice (usually Strength plus 
ld4 if he’s using a light club). Other types of 
damage listed as  nonlethal or brawlin’ damage 
generate a normal total as well. 

The target then makes a Vigor roll. If the 
damage is greater, the victim takes the difference 
in Wind. N o  wounds are usually caused by 
nonlethal damage. 

Heavy clubs like pistol butts, ax handles, or 
entire chairs allow the attacker to choose 
whether she would like to cause lethal or 
nonlethal damage. If she just wants to cause 
Wind and try to knock her opponent out 
without causing serious injury, she can do so. Or 
she can bash the other fellow’s brains out to her 
heart‘s content. 

We’re a little red-faced about this one. Seems 
we forgot to actually say the Harrowed can 
ignore stun. Well, they can, unless the source is 
magical. Then they have to roll like anyone else. 

yVvE+jjL‘5 54+OTrm5 
We had a bit of a brainstorm on how to better 

keep up with the hordes of bad guys that 
Marshals tend to throw at their posses. We 
showed you this one in Law Dogs as well, but in 
case you missed it, here’s the dirt once more. 

&B+T 

want to keep track of 15 banditos’ Quickness 
totals, wounds, Wind, and wound modifiers 
when you’re trying to describe the scene and 
help the heroes resolve their actions. You’ve got 
better things to do. 

Sometimes there’s a lot of bad guys. You don’t 

k 7 -  
Of all the tricks we give you, the Action Deck 

is the niftiest. You don’t have to roll an initiative 
number for each bad guy and then try to 
remember it. You just lay down a few cards 
behind your screen and wait until they come up 
in the round. Then the bad guy takes his action, 
and you move on. 

Roll Quickness totals for major bad guys and 
important critters. For numerous extras, deal one 
card for each group. It‘s your call as to what 
each group is, though usually it‘s each set of bad 



guys that have the same statistics. If the group is 
really fast (usually extras with Quickness of 3d8 
or better), give them two or more cards to act on. 
You could even roll Quickness totals once for the 
entire group each round if you want. It’s your 
call. 

If a group gets a Joker, pick one of them to 
get its effects, and deal another card for the rest 
of the group. 

The downside for the bad guys is that they 
only get one card. The upside is they all get to 
go together like one big happy family. It all 
balances out in the end. 

\EJcuE- 
Here are some easy ways for you to keep 

track of wounds for tens or even hundreds of 
bad guys-without ever touching a piece of 
paper. 

You have to use miniature figures, however, or 
something else to represent the heroes and the 
bad guys. Besides letting you use these Marshal’s 
cheat, minis help your players understand the 
scene better, which is especially important in a 
big fight. This gives everyone a good tactical 
sense of what’s going on and encourages them 
to visualize and use the environment instead of 
just saying ’‘I shoot it” every action. 

Pinnacle makes a bunch of minis for just this 
purpose. If you’re gun-shy about minis, you can 
use dice, coins, tokens from a game (“I’m the 
shoe!”), or even pieces of paper with your 
posse’s names written on them. 

Once you’ve got them, place the minis on a 
map of some sort, with the terrain sketched in 
to complete the scene. Big sketch pads work 
great, and good hobby shops have erasable 
battle-mats as well. 

There‘s the pitch for using minis. We won’t 
ram it down your throat. We’ll give you the 
cheats soon, promise. But first a disclaimer. Don’t 
use this shortcut for important bad guys or 
really unique monsters. You should use the more 
detailed wound system for anything that 
spectacular. You should also use the regular 
wound system if there are only a few thugs 
involved in a fight. 

Okay. Enough disclaimers and preaching about 
miniatures. Here are the shortcuts. 

Marking Wounds: Whenever a player 
character makes a successful attack, go ahead 
and let her roll hit location to determine the 
effects of cover and see if she gets any extra 
dice for a hit to the gizzards or noggin. Use the 
damage total to determine how many wounds 

the opponent takes, then place a chip under the 
miniature’s base to mark its wound levels. 
Assume all the hits go to the thug’s guts area. 
Now everyone knows which bad guys are fresh 
and which ones are on their last legs. 

Wound Penalties: The chips also tell you 
what kind of penalty to assess the bad guy 
when it makes an attack. Check the Wound 
Table for these. 

Make the Posse Work The best part? You 
can even tell the players their opponent’s Size 
and let them “chip” your bad guys for you. That 
way you can keep even a really huge combat 
moving faster than a three-legged toad by letting 
the players do some of the work for you. 

Here’s a quick table to sum up the wound 
levels, the corresponding colors of chips to mark 
it, and the wound penalties to the unfortunate 
dreg’s actions. 

Wound Chip Penalty 
Light White -1 
Heavy Red -2 

Serious Blue -3 
Critical B1 ue+ W hi te -4 

khD 
So you’re thinking, “Okay, smart guys. But 

some attacks only do Wind damage. What about 
that?‘ We got you covered, bub. Treat Wind just 
like damage. Every increment of the bad guy’s 
Size in Wind raises the Wound level a notch just 
like any other damage. It all balances out when 
taken together with the Wind the victim should 
be taking with any real wounds. 

5T.N 
You might not want to keep track of stun for 

all the bad guys. Don’t worry-the rules are as  
complete as  we could make them so you can dig 
into the details when it matters. You don’t need 
this much detail all the time. When you do, this 
cheat can help you keep track of stunning as  
well. 

Place a stunned figure on its back on top of 
its wound chip. That reminds you to have the 
creature make a stun check on its next action. If 
it makes the roll, stand the sucker back up on 
top of its wound chip. 

dead ones? Take the chip out from under the 
dead ones, silly. 

How do you tell the stunned figures from the 
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Welcome to the Marshal’s section, pardner. 
Hang up your hat and sit a spell. Here’s where 
you get the straight skinny on the news items 
Lacy OMalley covered in the Update. A s  usual, 
he doesn’t always know the whole truth or 
makes some mistaken assumptions. Unless it 
says otherwise here, either he’s correct in his 
theories, or the incident is left as a mystery for 
you to explore in your campaign as you see fit. 

Fear levels listed for the various regions in 
The Quick & The Dead have not changed unless 
otherwise noted below. 

\Eltw dTttCUr GD 
Lacy O‘Malley’s Confederate informant, the 

Southern Sentinel, may have reached the right 
conclusions about the current status of the War 
Between the States, but there’s a lot more to tell 
about the weird goings-on mentioned in the 
letter. What follows is the top-secret, 
unvarnished truth about the war, so if you’re a 
member of the posse, you probably want to head 
back to your section of the book before the 
Provost Guard catches you and has you riding 
the rail or worse. 

Grn5rnG 
General Meade never did give serious 

consideration to counterattacking Lee after 
Pickett’s Charge, having already won the battle 

and lost over 23,000 men, and other events soon 
rendered the point moot. The Confederate attack 
had just begun to falter when some of the dead 
on Cemetery Ridge rose again to attack the 
victorious Union troops and devour their brains. 
By the time Meade and his officers had grasped 
the situation and returned the last of these 
reanimated corpses to their rightful repose, Lee’s 
army had made good its escape. 

The Confederates had their own difficulties, 
but had no time to deal with them before they 
began their southward retreat. The Butcher who 
so callously carved up their wounded escaped 
after the battle and continued his activities 
elsewhere. For the full details of his bloody 
work, see the second sensational Deadlands: The 
Weird West Dime Novel, Independence Day, as 
well as City 0’ Gloom. 

LIICK5ZURG 
Fear Level 3 
A s  the walkin’ dead were first appearing at 

Gettysburg, the Reckoning was making its 
presence felt in Vicksburg. The Reckoners made 
abominations from the animals eaten during the 
siege, and as  these creatures made reciprocal 
meals of the city’s inhabitants they caused the 
chaos that facilitated Pemberton’s escape from 
the city. Though Vicksburg is severely 
depopulated today, these abominations can still 
be found there, lying in wait for new victims. 



h- 
Muleskinners are the remains of jackasses 

eaten by the people of Vicksburg as they 
desperately tried to satiate their hunger. They 
somewhat resemble a regular mule, though they 
walk upright, and their torsos are noticeably 
devoid of flesh or organs. The eyes of a 
muleskinner glow an unearthly red, and its 
forelegs end in long knifelike bones which it 
uses to disembowel its victims. 

It is a solitary hunter, and it gets its name 
from its peculiar habit of lining its lair with the 
hides of its victims. Muleskinners attack anyone 
who seems vulnerable. If confronted by a group, 
a muleskinner ambushes any stragglers and 
drags them into the network of bombproof 
tunnels where they live, using its knowledge of 
the passages to its best advantage. 

Corporeal: D:3d10, N:2d8, Q:2d8, S:3d12, V2d10 
Fightin’: bone knife 5d8, sneak 3d8 
Mental: C:2d8, K:ld4, M:3d6, Sm:ld4, Sp:ld4 
Area knowledge: Vicksburg 3d4, guts 3d4, 

overawe 3d6, search 3d8, trackin’ 3d8 
Size: 10 

R O R E  

Terror: 7 
Special Abilities: 

Bone Knives: STR+2d8 
Night Vision: Muleskinners see in total 

Undead 
darkness the same as  daylight 

T?&TC+TC+EF 
Ratcatchers are the reanimated corpses of 

people forced to subsist on rats during the siege 
of Vicksburg. They look as  they did during that 
desperate time: (dirty, gaunt and unkempt) and 
dress in long, tattered garments (such as coats) 
which cover most of their bodies. Underneath 
this outer covering, the flesh of the ratcatcher‘s 
torso is replaced by a swarm of live rats, with 
their heads protruding through the ribs. The 
ratcatcher attempts to grab and embrace its 
victims, so the rats can gnaw and devour them. 

Though ratcatchers cannot speak, they use 
their beggarlike appearance to help catch 
sympathetic victims off-guard. Like the 
muleskinners, they nest inside Vicksburg’s 
bombproof tunnels, but ratcatchers also venture 
into the city itself in search of prey. These 
abominations are usually found in groups of 2- 
12, and they attack any group of equal or smaller 
size. Much like real rodents, they scurry back to 
their bombproof lairs if endangered, and they 
use their intimate knowledge of those tunnels to 
thwart any pursuers. 

Corporeal: D:2d8, N:2d10, Q:2d8, S:4d6, V2d8 
Dodge 4d10, fightin’: wrasslin‘ 4d10, shootin’: 

pistol, rifle 2d8, sneak 4d10, swimmin’ 3d10 
Mental: C:3d6, K:3d4, M:2d4, Sm:2d4, Sp:ld4 
Area knowledge: Vicksburg 4d4, search 3d6, 

scroungin’ 5d4 
Size: 6 
Terror: 9 
Special Abilities: 

R O W E  

Armor of Rats: -6. The same rats that 
inhabit these corpses provide the 
ratcatchers with light protection against 
damage. 

Gnawin‘: Ratcatchers use their fightin: 
wrusslin‘ Aptitude in an opposed roll 
against their victims to pull them to the 
rats’ teeth. If the victim loses, she suffers 
8d4 damage on each of the ratcatcher’s 
actions until she breaks free by winning 
another opposed roll. 

Night Vision: Ratcatchers can see in any 
amount of light as if it were full daylight. 



Ttc~ W)STNG 
Animals and people were not the only things 

changed by the Reckoning, as the people of 
Vicksburg found out. The disease called the 
Wasting is an invention of the Reckoners, a 
product of the fear and despair felt by thousands 
of people starving at once, and it may appear 
and thrive any place where those conditions 
exist. 

Any posse member in an area affected by an 
outbreak of the Wasting must make an Onerous 
(7) Vigor roll to avoid contracting it. If he 
succeeds, he remains unaffected by that 
particular outbreak of the disease (though the 
Marshal may want to keep rolling dice just to 
keep the heroes nervous). Any posse member 
unlucky enough to fail the roll catches the 
disease and suffers the following game effects as 
his body gradually dwindles away to skin and 
bones. 

A week after contracting the Wasting, the 
victim takes a light wound to the guts and loses 
a die type from every Trait, as well a s  ld4 Wind. 
If a Trait is ever reduced below a d4, the victim 
is then unable to use any of its associated 
faculties (loss of Deftness would take away the 
ability to fire a gun or anything else that 
requires any degree of manual dexterity). If all 
Corporeal Traits ever fall below d4, the victim 
dies. If all Mental Traits ever fall below d4, or the 
poor sod’s Wind is reduced to 0, then he can 
only lie comatose until death occurs or someone 
rescues him. 

Every week thereafter, the afflicted takes an 
additional light wound to the guts and lose yet 
another die type from all Traits, as well as  an 
additional ld4 Wind. The only way to prevent 
these additional weekly losses is to make a Hard 
(9) Vigor roll. The wounds that the Wasting 
inflicts can’t be healed until the victim makes 
this roll on two consecutive weeks. If this 
happens, the victim has beaten the disease and 
slowly regains his strength, recovering at the 
same rate as the losses occurred: +1 wound level, 
+1 die type, and +ld4 Wind per week. 

V E V  
The dark and secretive force at work in New 

Orleans is none other than Baron Simone 
LaCroix, the reclusive head of both the Bayou 
Vermillion Railroad and the city’s resident 
voodoo cult. While LaCroix and his followers 
practiced their faith for years prior to the 
Reckoning, that event changed things 
considerably. 

On July 3, 1863, the Union occupation forces in 
New Orleans announced that all public 
gatherings except for church services were 
forbidden without prior written permission. 
Since it was highly unlikely such permission 
would be granted to a pagan cult, Baron LaCroix 
gathered his followers and began a series of 
rituals intended to place the most dire curses 
upon the Yankee oppressors. It worked! The 
garrison‘s soldiers died in agony as their eyes 
bled and their flesh either rotted away or 
erupted with masses of snakes and spiders. 

When people discovered these horrors the 
following day, decorum and propriety demanded 
they be disposed of as quickly and quietly as 
possible, and to this day almost all who 
witnessed the massacre’s aftermath firsthand 
speak of it only in the confessional. They also 
keep silent their suspicions that Baron LaCroix 
was responsible, out of a justified fear of him. 
The Crescent City’s general public was too happy 
about the Yankees leaving and foreign trade 
returning to ask any questions about how it all 
happened, and most of the citizens think too 
highly of the Baron LaCroix to suspect him in 
any event. 

The baron’s public respectability comes not 
only from the money and jobs Bayou Vermillion 
brings to New Orleans, but from the fact that his 
”tireless workers” (a.k.a. zombies) almost single- 
handedly built the city’s defensive works, 
creating a fortress the Yankees have wisely never 
attacked. However, LaCroix did not do this out of 
any sense of civic-mindedness, but because he 
learned the limits of his newfound powers 
shortly after the massacre. 

Almost all of the voodoo cult‘s priests 
(houngans) perished immediately after 
completing the ritual curse upon the garrison, 
but the significance of this was lost on the 
baron as he prepared to curse the remainder of 
his enemies. Only after the rituals failed the 
second time did LaCroix realize that all of his 
most powerful curses were only effective if paid 
for with the lives of his houngans, and the 
numbers required were more than the baron had 
at his disposal, then or now. 

The baron has since recruited new houngans 
to replace those he lost, but they remain too 
precious a resource for him to throw away. 
Besides, as  long as only he has knowledge of 
the rituals necessary for the death curse and his 
enemies don‘t suspect there are any limits to his 
powers, he really doesn‘t have to use it to 
maintain his covert control over affairs in the 
Crescent City. 



The lost Union flotilla was not destroyed by 
the Baron or any other human, but was in fact 
surprised during the night by river leviathans 
who pulled the helpless crews to their dooms. 
For the full story on river leviathans, see page 
110 of Rascals, Varmints & Critters. 

M 5 m  
John Schofield found himself too often bored 

in his duties, so much so that he gave into his 
secret vice: playing cards. He had almost worn 
out his copy of Hoyle’s Book of Games when the 
mathematician in him began to notice the text 
of the book seemed to contain cryptograms, 
which he eagerly began to decipher, 
unknowingly paving the way for those later 
known as hucksters. His first hex attempt, on 
the night of July 12, failed miserably, and the 
manitou he contacted drove him insane. 

The heretofore patriotic and responsible 
general became a sociopath, and he began to 
use his position to foment lawlessness in the 
state. By the time his activities were revealed, 
Schofield had built up a well-organized band of 
marauders and turned most of the people of 
Missouri against the Union cause. Unfortunately 
for his pursuers, he has also continued to 
develop his knowledge of hexes and is now 
deadly proficient in their use. This has enabled 
Schofield and his outlaw band to elude capture 
all these years and continue their banditry. 

Schofield and his marauders remain at large, 
preying upon vulnerable targets on either side of 
the Missouri River and staying one step ahead of 
both Union and Confederate authorities. Should 
your posse wish to collect the ever-increasing 
bounty on the former general’s head, here’s his 
relevant game info: 

g0-M *-KOW€LD 
Corporeal: D2d6, N2d6, Q:2d8, S:2d6, V2d8 
Fightin’: sword, brawlin’ 2d6, horse ridin’ 2d6, 

shootin’: pistol 2d6 
Mental: C:3d10, K:3d12, M:2d8, Sm:2dlO, Sp:3d12 
Academia: occult 4d12, mathematics 4d12, area 

knowledge: northern Missouri 4d12, guts 4d12, 
leadership 4d8, overawe 3d8, scrutinize 3d10, 
streetwise 3d10 

Edges: Arcane background 
Hindrances: Outlaw 5, loco (murderous 

sociopath) 5 
Gear: Two Colt Navy revolvers 
Special Abilities: 

Hexes: Bash 5, phantasm 4, soul blast 5, soul 
burst 5 

%WRELD‘5 h$J7jWD€X5 
Schofield men are a motley collection of army 

deserters, killers, and thieves. Schofield has 
shaped then into a highly mobile, efficient 
guerilla force. They love their work and are fairly 
loyal to Schofield. After all, he’s kept them safe 
for years. 

Corporeal: D2d6, N3d6, S:3d6, Q:3d6, V3d6 
Climbin’ 2d6, fightin’: knife 4d6, horse ridin’ 4d6, 

lockpickin‘ 2d6, shootin’: pistol 4d6, sneak 4d6 
Mental: C:2d6, K2d6, M.3d8, Sm:3d6, Sp:3d6 
Area knowledge: Missouri 3d6, gamblin’ 3d6, guts 

3d6, overawe 2d8, ridicule 2d6, search 2d6, 
trackin’ 2d6 

Gear: The marauders carry a variety of firearms, 
like Winchester ’76s and Colt Walkers. 

-OWIS 

C . + Y B T C X  #-,MEOF 
Fear Level 2 
The Hunley was pulled to the bottom of the 

harbor along with the Housatonic, and the 
submersible did not free herself before her crew 
suffocated. This was not to be their last voyage, 
as Lieutenant Dixon returned to life Harrowed 
and his crew joined him as his unhalyhost. 
Dixon’s manitou (which has a 3d12 Spirit) has 
always had dominion and shows no signs of 
losing it anytime soon, so the Hunley continues 
to stalk the waters of Charleston Harbor for 
victims. 

Harbor until conditions permit use of the spar 
torpedo. It then attacks the nearest anchored 
vessel late at night, when it is least likely to 
spotted by ship’s watchmen. Lieutenant Dixon 
steers by looking through a small window on 
the ship’s low conning tower, so it runs just 
below the water’s surface when approaching a 
victim. The Hunley operates as  follows under the 
Drivin‘ Lessons rules in Smith & Robards 

The Hunley usually rests on the bottom of the 

LImw G€rnGE D%a 
Corporeal: D2d6, N:3d10, Q:2d8, S:2d8, V3d10 
Drivin’: submersible 5d10, horse ridin’ 3d10, 

Mental: C:3d6, K:2d6, M:4d8, Sm:2d8, Sp:ldlO 
Area knowledge: Charleston Harbor 5d6, guts 

Terror: 5 
Special Abilities: 

shootin’: pistol 2d6, swimmin’ 4d10 

4d10, leadership 4d8, tinkerin’ 3d8 

Harrowed 
Harrowed Powers: Cat eyes 4, unholy host 5 



TMZ CYEV 
The Hunlep crew is similar to walkin’ dead 

on except they have the Harrowed power cat eyes 
at level 4. They are armed with a variety of 
sidearms. 

TtkE - ! - h L 3 3  
The Hunley operates under the rules for the 

submersible boat in Smith 6z Robards, and it uses 
the same Malfunction Tables. It uses the 
following table for hit location and damage. 

Durability Pass Pace* Climb 
50/10 9 14/7* IO 

MaxDepth Turn Travel* Fuel 
50 yards 5 12/6 m.p.h.* N/A** 

Re1 Mod Pumps Price 
20 +5 N/A N/A 

*Surfaced/submerged 
**The Hunley is propelled by hand-cranks 

operated by her tireless undead crew 
ld20 Hit Location Armor Mod 
1-10 Hull 4 +2 
11-15 Hull (crew)* 4 +2 
16-17 Torpedo Spar** 2 -1 
18-19 Ballast Tanks 4 +1 
20 Screw/Rudder 4 +1 

* Roll randomly amongst the crew 
** If the Spar takes more than 5 points of 

damage, consider it broken and treat future 
hits here as misses. The spar regenerates 
on the night of the next full moon. 

Ttk~ T~FEDO ++F 
The torpedo spar that tips the Hunley has 

become a powerful relic that the undead crew 
uses to continues its reign of terror. 

Power: The spar can produce an explosive 
charge once every night of the full moon. 
Located at the end of a 20-foot-long pole, the 
charge is attached to the hull of a ship 
(preferably someplace unarmored) and then 
detonated by pulling a lanyard inside the boat 
when it is a safe distance away. 

The explosion does 10d20 damage to the 
target location, if successfully attached (resolve 
this as  a ramming attack, but do not add the 
drivin’ Aptitude level of the target vessel’s 
helmsman if it rests at anchor). 

Taint: None. 

T+E uL-5 
Fear Level 3 
The men pulled into the burning Wilderness 

fell prey to an abomination known as a tangler. 
Unbeknownst to them, the skeletons they had 
seen before the battle were not simply unburied 
dead, but the previous victims of this plantlike 
horror. 

TMGL.33 
A tangler is a carnivorous plant, consisting of 

a mass of tendrils extending in a 20-foot radius 
from an underground stem. The eight tendrils 
camouflage themselves a s  part of the 
Wilderness’ dense underbrush until potential 
prey moves through them (a potential victim can 
roll her sneak Aptitude against the tangler’s 
Cognition to avoid detection). The tangler then 
uses the tendrils to ensnare the victim and 
excrete a corrosive digestive enzyme onto her, 
which can dissolve a man right down to his 
bones. 

While the tangler is a reactive monster rather 
than an intelligent one, it is persistent and 
attempts to recapture any who escape its grasp, 
to the extent of its reach. 



R O N €  
Corporeal: D2d8, Nld8, Q:ld8, S:3d8, V3d12 
Fightin’: wrasslin‘ 4d8 
Mental: C4d8, K:ld4, M:2d10, Sm:ld4, Sp:ld4 
Size: 6 
Terror: 5 
Special Abilities: 

Armor: 1 
Corrosive Enzyme: 3d6 damage to each of 

three adjacent locations (six adjacent 
locations if ensnared by two tendrils) on 
the victim each action the tangler has her 
entangled in its tendrils. 

Stem: The tangler’s vital parts are buried, so 
any attacks directed at them do only half 
normal damage. This is the only way to kill 
the tangler itself. 

Tendrils: Victims are ensnared by use of the 
fightin: wrasslin’ Aptitude, and they must 
get a success and a raise in an opposed 
Strength roll to escape. The tendrils are 
destroyed after taking 15 points of damage. 
If a victim makes progress in freeing itself, 
the tangler attempts to ensnare her with an 
additional tendril. If the tangler succeeds in 
doing this, the victim must either destroy 
both tendrils or get a success and two 
raises on their opposed Strength roll to 
escape. A tangler can regrow lost tendrils in 
a week’s time. 

*T5YLV#&- 
Fear Level 3 
A s  if the tanglers in the nearby Wilderness 

were not problem enough for the residents of 
Spotsylvania, their town is the province of 
another abomination originating from the spring 
1864 campaigns. 

Mutilated bodies have been found in and 
around the town since that time, and the 
townspeople are growing desperate to halt the 
activities of the killer, whose supernatural 
origins they do not suspect. A brave posse 
passing through this part of Virginia could 
collect a sizable reward and the eternal gratitude 
of the townsfolk by ending the reign of terror of 
the Faceless Man. 

%GG€wlCK‘5 L 5 T  ‘dOT- 
Union General John Sedgewick’s last words to 

his men at the Battle of Spotsylvania were, “Why, 
what are you dodging for? They could not hit an 
elephant at that distance!” A split-second later a 
Confederate sharpshooter put a bullet through 
the left side of the General‘s face, sending him, 

his men believed, to meet his Maker. The Union 
Army hastily resumed its drive toward Richmond, 
and Sedgewick’s body was assumed to have 
been lost in the confusion. In truth, the 
Reckoners and the general’s fateful boast would 
not allow him his eternal rest, and he arose to 
revenge himself upon the world that destroyed 
his face and still remembers him as one who 
died a foolish braggart. 

TM F+CSSZS l$o~ 
Sedgewick looks a s  he did the day he died, 

save for the absent lower part of his face which 
gives him his new name. He stalks travelers 
along the many roads that meet near 
Spotsylvania, and though he kills at any 
opportunity he naturally has a fondness for 
Confederate soldiers. 

The Faceless Man attempts to surprise his 
victims, usually hiding his disfigurement beneath 
a scarf until just before he strikes, so as  to 
paralyze his victims with fright. He attempts to 
pin his victims to the ground with his 
superhuman strength and then tear off their 
jawbones with his bare hands (treat this as a 
called shot at -6). 

after a killing, using the more impenetrable 
parts of the Wilderness to hide from search 
parties. He is one of the few who can venture 
there without fear of tanglers. Inevitably he 
emerges once again to continue his insane 
killing spree. 

Corporeal: D2d6, N4d10, Q:2dlO, S:3d12+2, V2d8 
Fightin’: brawlin’ 5d10, fightin’ wrasslin‘ 5d10, 

horse ridin‘ 2d10, shootin’: pistol 2d6, sneak 
5d10 

Mental: C:2d8, K:2d6, M:3d6, Sm:2d6, Sp:2d8 
Area knowledge: Spotsylvania 5d6, guts 4d8, 

search 5d8, scrutinize 3d8, trackin’ 5d8 
Size: 6 
Terror: 7 
Special Abilities: 

Claws: STR+4d6 
Undead 
Vulnerability: Weapons made from the 

The Faceless Man usually lies low for a time 

R O W E  

legendary tree cut down by musket fire on 
the Spotsylvania battlefield affect 
Sedgewick normally. 

Coup: Any Harrowed who absorb the essence of 
the Faceless Man gains +1 to their claws 
power (or gain the power at Level 1 if they 
don‘t already have it). 



O L D   BOT 
Fear Level 3 
Few generals understand the changes brought 

about by the Reckoning better than Ulysses S. 
Grant. I t  could scarcely be otherwise, as the 
Reckoners and their minions robbed him of 
ultimate victory after months of carefully 
planned campaigning at Vicksburg. He  was quick 
to call on Allan Pinkerton and his Detective 
Agency to stop further supernatural interference, 
but at the Battle of Cold Harbor, Grant got the 
idea to use the Reckoning to help his plans 
rather than hinder them. 

Grant was feeling remorseful over the bloody 
failure of the Union assault when the Pinkerton 
Agents asked to gather up the Union dead before 
any of them got back up again. The 
Confederates had offered a truce so as  to remove 
their own dead. Suddenly, Grant was inspired. H e  
ordered everyone to let the bodies remain where 
they fell. The desperate cries of the wounded 
and dying were heard for hours in the 
Confederate lines, and this shook even their 
battle-tested courage. 

the dead men arose and attacked the 
Confederate trenches, causing the desperate 
fighting and confusion he had sought. The 
walkin’ dead enabled Grant to move his army to 
the gates of Richmond before General Lee knew 
he was gone. In any event, Lee had to move his 
army to guard his capital with all haste, and 
while he succeeded at that, his soldiers had no 
time to dispatch all of the hundreds of walkin’ 
dead at Cold Harbor. 

To this day, the overstretched Texas Rangers 
have been unable to gather sufficient force to 
deal with them fully. The area around the 
battlefield remains infested with the reanimated 
corpses of soldiers slain over a decade ago, and 
they remain a well-armed menace. They are 
organized into an army of the dead, living a 
grotesque parody of a soldier’s life, making 
meals of human brains instead of saltpork, for 
instance. Travelers who encounter them often 
become their meals, and the Rangers are now 
looking for help in solving this problem once 
and for all. 

VCMOID 
Lee’s capture of the Union army‘s supply base 

at City Point was an unexpected bonus from the 
Confederate assault on Fort Stedman. The Fort 
was taken in a predawn assault by a small 

Before dawn, Grant’s scheme took shape as  

handpicked group of soldiers who created the 
breakthrough which opened the way to City 
Point. The soldiers’ courage ultimately carried 
the day for the South, but they were no doubt 
helped by the unusual skills of one man. 

Lieutenant Errol Morton volunteered as the 
point man of the group that seized Fort 
Stedman, and he took that opportunity to reveal 
his skills a s  a huckster. Morton‘s arcane powers 
concealed the soldiers as they ambushed the fort 
and were instrumental in getting the rest of 
Lee’s army through unnoticed to exploit the 
breakthrough. Hucksters are normally severely 
persecuted once they’re discovered, so the young 
officer had acted at huge personal risk. However, 
Lieutenant Morton set events into motion which 
would ultimately save the Confederate capital. A 
far different fate awaited him. 

General Lee commended Morton for his 
actions and soon employed him on other 
missions which called for his special skills. 
Major Morton continues to serve the Army of 
Northern Virginia in that capacity, officially as 
one of General Longstreet‘s staff officers. Heroes 
might encounter him in any part of North 
America, and he would make a formidable foe or 
useful ally for them. He is dedicated to the 



Confederate cause and has been extremely 
resourceful in service to it. Major Morton’s most 
remarkable trait remains his sense of honor, 
which he demonstrates even in the face of the 
greatest adversity. 

Corporeal: D3d8, N2d6, Q:2d6, S3d8, V2d8 
Dodge 2d6, fightin’: brawlin’ 5d6, saber 4d6, horse 

ridin‘ 3d6, shootin’: pistol 4d8, sleight 0’ hand 
5d8, sneak 4d6 

Mental: C2d10, K3d6, M:3d8, Sm:2dlO, Sp:3d12 
Academia: occult 4d6, bluff 4d10, gamblin’ 3d10, 

guts 4d12, leadership 3d8, overawe 3d8, 
scrutinize 3d10, search 3d10 

Edges: Arcane background, brave, friends in 
high places (the Confederate government) 5, 
rank (CSA Army) 3, ”the voice” (soothing) 

Hindrances: Enemy (the North owes him a few) 
3, law 0’ the West, loyal (to the Confederacy) 5 

Hexes: Ear shot 4, graveyard mists 5, private eye 
4, spirit coils 3, soul blast 5 

Tricks: Copy, false face, groom, palm 
Grit: 3 
Gear: LeMat Grapeshot Pistol, .44 Derringer, 

Fmoi 75. M m a ,  C.5+4- 

Saber. 

T-M C y + m  
Fear Level 4 
Soldiers sent to die in a hopeless attack do 

not rest easy, and the men who were trapped 
inside the Crater, far from where their officers 
remained safe and drunk, were no exception. 
Confederate soldiers sent to man that part of the 
trench line after the battle refused to stay, for 
the Crater remained pitch black even in brightest 
daylight and smelled of foulest brimstone. Worse 
yet, when an overly curious few returned to 
investigate, they disappeared into the darkness, 
leaving no trace save for their anguished 
screams. They were the first to encounter the 
Crater demons. 

These days, the Confederates can do little 
more than guard the huge hole. The Crater is 
permanently engulfed in a darkness 
impenetrable by mundane light, and no one sent 
in to explore its depths has returned. 

CY+= l 3 3 K N . 5  
These abominations are the twisted remains 

of the Union soldiers killed in the Crater in 1864. 
They now resemble demons of myth, with horns, 
forked tails, cloven hooves for feet, etc., but 
despite their appearance, their motives are not 
nearly as vile. The crater demons still want to 
fulfill their original mission (escape the Crater 
and create an opening in the Confederate lines), 
and to this end they still periodically climb out 
and attack the Crater‘s guards. They have been 
unsuccessful to date, but they are no doubt 
regrouping in the dark realm of the hole for 
their next assault. None of them are aware the 
Union armies were long ago driven northward, 
and thus they have never considered their 
attempted breakthrough may serve some other, 
unearthly purpose. 

R O R E  
Corporeal: D:2d8, N:3d8, Q:2d10, S:3d12, V2d8 
Climbin’ 3d8, fightin‘: brawlin’ 3d8, horse ridin’ 

Mental: C:2d6, K:2d6, M:2d8, Sm:2d6, Sp:3d6 
Guts 3d6 
Size: 6 
Terror: 9 
Special Abilities: 

Claws: STR+4d6 
Guns: Many still carry their Springfield Rifles 
Night Vision: Crater demons see in total 

darkness (even that in the Crater itself) the 
same as  daylight. 

2d8, shootin’: rifle 3d8 

Undead 



G€rnqk 
Sherman‘s March to the Sea let lose plague 

and famine in Georgia, and those who lost their 
lives as a result knew fear and rage as  few 
others have. The Reckoners enabled them to 
return and visit their pain upon the world of the 
living. They wander the path of Sherman’s 
March, slaying any living thing that remains in 
those barren lands (Fear Level 41, and from the 
General‘s stated aims they are called howlers. 

w m  
This Abomination is similar to walkin’ dead, 

but these creatures are unique to Georgia’s 
barren areas. They appear in groups of 7-13, and 
are characterized by the banshee-like scream 
they emit to bewail their earthly sufferings just 
before they attack, which boosts their Terror 
rating to 11. 

Since none of the howlers died in a fashion 
that marred their appearance, their howl is likely 
to be the first sign a posse gets that something 
is amiss. Moreover, since most of them were 
women and children, a sympathetic posse might 
take pity on the “homeless widows and 
orphans,” only to find themselves in a heap of 
trouble when they’re attacked. 

JkD€emLLE 
Fear Level 5 
The area around Camp Sumter today is home 

to one of the more vicious types of horrors, the 
raider. Becoming monsters totally befit these 
men, for as  they brought only misery in life, they 
now bring greater misery after death. While the 
raiders make quite a challenge for any posse, 
defeating any one of them would go a long way 
toward reclaiming Andersonville from the 
Reckoners. 

TMR&IDZX~ 
A s  conditions inside Camp Sumter worsened, 

the prisoners soon found that their most serious 
problem was their fellows. Bands of so-called 
raiders routinely bullied and stole from other 
inmates, until the worst six of them were 
sentenced to hang by a tribunal of prisoners. 
These six men returned to continue their 
activities as  abominations, and death has done 
little to mellow them. 

The six raiders confront any travelers in the 
vicinity of Camp Sumter, and though all may not 
appear at once they always show up in superior 
or equal numbers. They threaten and bully those 

they encounter and gradually demand all the 
victim‘s possessions, starting with their 
valuables and ending with their undergarments. 
The raiders do not rob for profit, but merely to 
terrorize their victims. 

Should a person resist (and most folks do 
rather than be stripped naked), the raiders 
attack, content to rob a corpse. Those willing to 
part with literally all they have on their person 
are let go by the raiders, humiliated but 
unharmed. 

The raiders look much like they did prior to 
their deaths, so they appear to most posses as 
disheveled Union deserters, though a pair of 
discerning eyes may notice the rope burns 
around all of their necks. While they currently 
limit themselves to the area near Camp Sumter, 
they are gradually widening their area of 
operations, and their number of victims 
continues to grow accordingly. 

R O W E  
Corporeal: D2d8, N2d10, Q:2d8, S3d10, V2d10 
Fightin‘: brawlin‘ 5d10, horse ridin’ 2d10, shootin’: 

pistol, rifle 4d8, sneak 3d10 
Mental: C:2d6, K:2d6, M:3d10, Sm:2d6, Sp:2dlO 
Area knowledge: Andersonville, Georgia 5d6, guts 

2d8, overawe 4d10, ridicule 5d6, scrutinize 2d6, 
search 5d6 

Size: 6 
Terror: 5 
Special Abilities: 

Club: STR+3d6 
Spiritual Imprisonment: The raiders can 

project the mental image of their 
experience in Andersonville at those who 
oppose them. Those failing an opposed 
Spirit contest are paralyzed (may take no 
actions) and take ld6 Wind per round as 
their minds are battered by the horrific 
vision of the starving hordes of the prison 
camp. Heroes can break out of this 
paralysis by succeeding in another Spirit 
contest. They can attempt to break free 
once per round, at the beginning of the 
round. The raider may attempt to spiritually 
imprison one person per round. 

overawe attempt by a raider (or manage to 
successfully overawe a raider themselves) 
can affect them normally. Hanging harms 
them as  well. 

Vulnerability: Those who can resist an 

Undead 

but the weapons disappear from non- ’ . . . 
Harrowed hands in an hour or so. 

Coup: A Harrowed gets the raider’s club as  coup, 



The Southern Sentinel’s suspicions are true, 
and the same man, or rather the same 
abominations, are responsible for the New York 
draft riots as well as the border incident 
resulting from the St. Albans Raid. While these 
remain the agent provocateurs’ most well-known 
accomplishments, they have countless other 
smaller upheavals to their discredit. As  one 
might expect, the agents have been busy during 
the election campaigns, and rarely did they miss 
a campaign rally, especially in the Disputed 
Lands. An agent provocateur may be found 
anywhere a cauldron of hate and resentment is 
about to boil over, and is always eager to stir the 
pot. 

~ B T R C X C C + E I R  
These abominations look like immaculately 

dressed men in fine black clothes, including a 
stovepipe hat and walking stick, and they appear 
anywhere a crowd might be moved to violence. 
They maneuver themselves to address the crowd 
and use their abilities to convince people to take 
the most destructive course of action possible, 
using whatever hateful prejudices already exist 
to their advantage. Once a riot is underway, the 
abomination moves on to cause trouble 
elsewhere. 

Should the heroes confront an agent 
provocateur, they have their work cut out for 
them trying to persuade a crowd not to follow 
the abomination’s directives, and they might even 
fall victim to them themselves. If they opt for a 
physical confrontation, the agent uses its powers 
to convince any bystanders to come to its aid. If 
this fails, the agent defends himself as best he 
can until an opportunity to escape presents 
itself, a s  standing and fighting is definitely not 
his strong suit. 

Special Abilities: 
Demagoguery: By using a Fate Chip, the 

agent provocateur can sap the wills of 
those who listen to him, persuading them 
into normally unthinkable courses of 
action. Apply the following penalties to 
everyone involved a test of will with him: 
White chip: -1; red chip: -3; blue chip: -5 

The Southern Sentinel’s accounts of the War 
and the election are mostly accurate, but as 
always in Deadlands, there’s more than mere 
mortals suspect. For the curious, here‘s the truth 
behind the history-making events of November 
1876, but even the insatiably inquisitive may not 
like what they find. 

“The Walking Death” which drove the Five 
Civilized Tribes to near-extinction and General 
Watie down the path of vengeance is a product 
of the Reckoners, much like the wasting. The 
vector created for this disease is an abomination 
known as a plague rider, who set out among all 
the Indian lands. The Reckoners know all too 
well the Indians have knowledge of their 
existence and true nature, and they hoped the 
riders would kill off their ancient foes. However, 
the tribes who adhered to the Old Ways still 
knew of medicine powerful enough to ward off 
the plague riders, and the Reckoners’ plans came 
to little among them. 

Unfortunately for the Civilized Tribes, they had 
discarded such secrets when they adopted the 
ways of the white man, and they found 
themselves defenseless against the walking 
death. Thousands died and only a handful 
survived to know the truth of who was 
responsible. 

Stand Watie knew of the prevalent weirdness 
since 1863, but when news of the plague reached 
him, he blamed the devil he knew, Union 
soldiers, Since that time, Watie and his fiercely 

themselves upon the wrong opponent, 

Watie’s sole motivation now is vengeance on the 
Union, and he plans to continue his campaign of 
terror in Kansas until his own death or the 
deaths of his enemies, While the former is a 
greater certainty, Kansas will continue to bleed 
for years to 
determined Cherokee is stopped. 

R O V E  
Corporeal: D:2d6, N3d6, Q:2d6, S:2d4, V2d4 
Dodge 2d6, fightin’: brawlin’ 4d6, horse ridin’ 4d6, 

shootin’: pistol 4d6, sleight 0’ hand 6d6, sneak loyal Cherokee ~ ~ ~ ~ t ~ d  Rifles have revenged 

independent of any authority save their own, 
5d6 

Mental: C:2d1OP K:3d10, M:4d12, Sm:4d12, Sp:2d8 
Area knowledge (wherever he’s at) 3d10, bluff 

5d12, disguise 5d10, guts 3d8, language 
(audience’s native) 5d10, overawe 5d12, 
persuasion 5d12, ridicule 5d12, scrutinize 5d10 

Size: 6 
Gear: .44 Derringer, walking stick (treat as large 

club). before the wily and 



R+awfDm 
The Indian peoples comprehend the 

Reckoning as  few others do, and that makes 
them a great threat to the Reckoners and their 
plans. To that end, they have created the plague 
rider as  the embodiment of the fears and 
agonies caused by the virulent diseases that 
have killed more Indians than the white men’s 
bullets ever could. 

the walking death to as many as  possible, as is 
their mission. They are totally and ruthlessly 
dedicated, and they allow nothing to deter them 
from this end. 

They ride among Indian settlements, spreading 

ROFILE 
Corporeal: D2d6, N:3d10, Q:2d8, S:3d8, V2d8 
Fightin’: brawlin’ 3d10, fightin’: wrasslin’ 5d10, 

Mental: C:2d10, K:3d6, M:3d10, Sm:2d6, Sp:2d8 
Area knowledge: Indian lands 3d6, guts 4d8, 

overawe 4d10, scrutinize 2d10, search 4d10, 
trackin’ 4d10 

Size: 6 
Terror: 5 
Special Abilities: 

horse ridin’ 5d10 

Horse: Though it looks emaciated, this pale- 
colored steed is quite capable of serving its 
abominable master’s needs (treat it as  an 
exceptional horse). The horse follows the 
riders orders without question. 

The Walking Death Anyone who comes 
within 10 feet of a plague rider must make 
an Onerous (7) Vigor roll to avoid getting 
the walking death. Should a target be 
particularly threatening or important to a 
plague rider, the abomination attempts to 
grab her with its ightin: wrasslin’ Aptitude, 

the disease to 9. Those unlucky enough to 
fail the roll suffer the following game 
effects. A day after contracting the disease, 
the victim begins to hemorrhage from the 
slightest impact, even from simply moving 
around. Walking and other normal 
movements inflict 1 Wind per round. 
Running and other strenuous acts increase 
this to 2 Wind per round. A serious impact 
(such as a Dunch) raises it to 3 Wind Der 

and this boosts t x e T N  to avoid catching 

may attempt a Hard (9) Vigor roll. If the 
infected person can make this roll on two 
consecutive weeks, she beats the disease 
and is cured. Until this time, bed rest, 
extreme caution, and constant medical 
attention are the only ways to avoid 
bleeding to death. 

Undead 
Vulnerability: Weapons that have been 

treated with an antiseptic (such as  alcohol) 
affect plague riders normally. 

Coup: Any Harrowed who destroys a plague 
rider wins the services of the abomination’s 
horse and may ride the animal without the 
usual penalties the Harrowed receive when 
dealing with critters. The steed does not obey 
non-Harrowed riders and flees from them at 
first opportunity. 

k T ) F M o N L .  
round. Onck the victim begins to 
hemorrhage, she continues to lose Wind 
until she either seeks medical attention and 
an appropriate medicine Aptitude roll is 
made or she bleeds to death. Every week 
after the disease is contracted, the afflicted 

There’s no doubt Nathan Bedford Forrest could 
be a hard man in his determination to see the 
south a free nation, but his recent ruthlessness 
has surprised even his ardent admirers. His 
extreme cruelty has even surprised him, for 
Forrest is no longer the master of his own soul. 



He lost all control of his destiny in October of 
1863, when a series of fevered nightmares led 
him down a road paved with good intentions. 
The general was haunted for seemingly endless 
nights by visions of a vanquished South, ruined 
and destitute under the despotic rule of the 
North. The visions also directed him to a place 
he’d never been before, where he felt he could 
find a tool to prevent his nightmares from 
becoming reality. 

bear, Forrest followed where they led and found 
the sword that would trade success on the 
battlefield for his immortal soul. 

When the dreams finally became too much to 

7-WE L X E  OF Fa= 
Forrest did not realize the truth of the bargain 

he had unwittingly made until the long-standing 
tension between he and his superior Braxton 
Bragg led to a quarrel and ending with him 
threatening the Bragg’s life before storming out 
of his presence. While threatening a superior 
(especially a close friend of the President) would 
have normally ended his career, Bragg was found 
dead of an unknown cause before anyone else 
learned of the argument. 

Forrest was granted an independent 
command, and he proceeded to use both his 
natural gifts, along with the arcane ones granted 
by the sword, to become a legendary figure. His  
well-known genius camouflaged the bad luck his 
enemies suffered, and his previous reputation for 
hard-fighting disguised the relic’s taint enough 
that few suspect he is anything different than he 
was before October, 1863. 

However, Forrest knows the truth, and it’s a 
truth he can barely live with anymore. Only hiss 
desire to see an end to the war and his fear of 
Perdition have prevented him from suicide, and 
he would give anything but his honor to be free 
of the sword and its taint. He has no idea how to 
even begin to do this, and has almost resigned 
himself to damnation. 

% Y Y e T ’ 5  5-D 
The relic in question was a sword passed 

through generations of soldiers in the Conner 
family and carried from victory to bloody victory 
in the succession of Indian wars fought on the 
frontier. The bearer of the sword could remain 
invincible in battle, but he had to periodically 
satisfy its bloodthirsty taint. 

The last of the Conners had carried the blade 
off to war in Tennessee, but he lost his life after 
accidentally dropping the blade during a clumsy 
and ill-timed moment in the Battle of 
Chickamauga. While the Conners had relied on 
the sword alone to triumph in battle, it now 
belonged to perhaps the ablest military leader in 
America. 

Power: Forrest‘s sword confers upon him the 
Harrowed powers eulogy and jinx at Level 5 (see 
Book 0’ the Dead for details on these). 

Taint: The sword requires the bearer to 
massacre any and all enemies who would seek 
mercy. While the killings do not necessarily have 
to be personally carried out by the bearer, they 
must at least be done by men under the bearer’s 
authority. 

Over time, the sword pushes the bearer toward 
ever more brutal acts, and the bearer has to 
make an Incredible (11) Spirit roll, with a +1 to the 
Target Number for each year the cursed blade 
has been in the bearer‘s possession. 

The same roll is required to voluntarily give 
up the sword, but you should lower the TN if the 
bearer has some extra personal motivation to rid 
themselves of the sword (they‘re heroic, or a 
pacifist, or some other “in-character” reason). It 
may just be up to your posse to help the general 
find such motivation, most likely by helping him 
discover there is a way off the road to Perdition. 



E A c K  N E W K  
The Second Battle of Bowling Green was 

decided in part by the intervention of the 
Reckoners. The mysterious soldiers who helped 
change the outcome of the battle were in fact 
the collective abomination known as  the Black 
Regiment. For the full story on the Black 
Regiment, see Rascals, Varmints & Critters. 

T-E D+Y OF T+E C,~P,CK+E 
Unbeknownst to most, the wounded 

Confederate hero Patrick Cleburne is 
recuperating in a boarding house near Nashville, 
Tennessee, hidden away from the determined few 
who might wish to revenge themselves upon 
him. There are still a rich and powerful few who 
feel that Cleburne helped destroy ”the proper 
order of things” when he advocated 
emancipation, and they damn him to this day for 
that and for costing them a large part of their 
wealth and power. Such feelings can move men 
to murder, even of a convalescing foe. And who 
can be sure the North would not opt for a 
similar course of action at this critical juncture 
in the War? 

However, the General is not without 
protection. A trio of war widows run the 
boarding house he is resting at, but these ladies 
are far removed from the stereotypical, swooning 
Southern belles they portray. Lynette Hill, 
Michelle Breaunix, and Tanith MacLachlan gave 
their husbands to the War, and when the 
Yankees invaded their home, they began giving 
information to the Confederate Secret Service. 
Though the Federals have been driven north, 
they retain the skills they learned during their 
time as  spies behind enemy lines. 

While the ladies can deal with most threats, 
you might see to it that a posse passing through 
Nashville winds up at that same boarding house 
in time to help them prevent a cold-blooded 
murder. The heroes can be chivalrous and earn a 
sizable reward from the Confederacy while 
they’re at it, which is a tough combination to 
beat. 

STY€.€T-)-tG+TNG 

unexpected nightmare for the British, as one 
resourceful officer and a handful of patriotic 
men have made the Brits wish they’d never set 
foot in Michigan. Colonel Harbaugh is a West 
Point graduate, well-versed in the tactics the 
Spanish used to thwart the larger numbers of 

The situation in Detroit remains an 

Emperor Napoleon, and he has instructed his 
men to follow suit and melt into the civilian 
population. 

From there, the Union soldiers carry out a 
campaign of sabotage and assassination against 
the British, a type of warfare they neither 
anticipated nor seem to be able to counter. 
House-to-house searches and mass arrests have 
only driven more of Detroit’s citizens to join 
Colonel Harbaugh’s men in harassing the 
occupation forces, so the more the Brits attempt 
to stifle the resistance, the more it grows. 

The Union government is aware that someone 
within the city continues to resist, and its 
currently looking for a way to get some sort of 
aid to them. Since it may be some time before a 
military campaign to retake the city can be 
launched, this has become an even greater 
priority for the North. Whatever form that aid 
takes or whether it arrives at all, Col. Harbaugh 
and the people of Detroit continue to carry the 
fight to the city streets. 

The Reckoners may seem unlikely players in 
American politics, but every election since 1868 
has been influenced by them and their minions. 
Andrew Johnson’s shadowy campaign advisors 
were none other than Allan Pinkerton and the 
now-Harrowed Abraham Lincoln, soon to be 
known as “the Ghost.” While Johnson was surely 
a long shot, Lincoln realized he was the only 
announced pro-war candidate who had even a 
chance to win. The two conspired to help the 
unpopular Johnson defeat the antiwar candidate 
he was certain to face, and it was they who 
orchestrated his entire campaign, including the 
decision to put Grant on the ticket. 

A s  was revealed in The Quick &z the Dead, the 
Confederate White House has been occupied 
since October 1871 by an abomination known as 
a doppleganger, which has taken the form of 
Jefferson Davis. The doppleganger’s agenda has 
always been to prolong the war and inflict as 
much death and destruction a s  possible, and to 
that end it has ruthlessly guarded its political 
power. 

The Southern Sentinel’s suspicions are then, 
quite accurate. The deaths of Robert M.T. Hunter 
and many other Davis opponents were far from 



accidental. Hunter was consumed by the dark 
minions of the doppleganger, and only the 
extreme mutilation of his corpse prevented the 
death from being recognized as a homicide. 
Several more of the President’s foes have 
followed Hunter into their graves, but now that 
Richmond is under direct rule of the national 
government, “Davis” can easily quash any 
investigation the already overstretched Texas 
Rangers might launch. 

Stealing the election was easy for the 
doppleganger, who saw to it the electoral votes 
assigned to the western territories were counted 
and recounted until they added up in his favor. 
However, it may find it difficult to continue 
covering its tracks, as more people than ever 
now believe something is amiss with the 
President. 

Ttc~. GYXTL.EG+JGEY’~ 
The Jefferson Davis doppleganger revealed 

some of its future plans for the war during the 
November 2 Cabinet meeting in Richmond. Its 
agenda includes the continued development and 
deployment of weapons of mass destruction, 
most of which would horrify the most ardent of 
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“fire-eaters.” Most previous weapons research 
has been (and continues to be) done at the 
”secret” facility at Roswell, but increasingly 
“Davis” has turned to two men to carry out work 
known only to him. They are Gabriel Rains, head 
of the Torpedo Bureau, and his brother George, 
head of the Ordnance Bureau. 

The Rains brothers had time and again proven 
themselves among the best men the Confederacy 
had for developing new scientific weapons, and 
they had begun work on the President’s covert 
projects when they were asked to develop a 
counter to the Union air carriages. Gabriel Rains 
and Secretary of War Eric Michele devised the 
plan to use Gatling-gun-armed ornithopters to 
attack the Union vehicles, and George Rains 
provided lanterns fueled by an experimental 
alchemical mixture to enable them to fight in 
the dark of night. 
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the first of the new weapons designed at his 
behest by the Rains Brothers. Gabriel had 
developed a more efficient version of the elixir 
gun already in use by Confederate grenadiers, 
and George had developed a hideous new 
weapon for it to deliver: chlorine gas. When a 
hooded mask capable of shielding friendly 
forces from the gas’ effects was added, the 
weapon which turned the tide at Sixth Manassas 
was complete. 

The Rains Brothers saw themselves as  only 
doing their patriotic duties for their country and 
its President, but most of the civilized world 
(outside of envious military planners) was 
appalled. This matters little to the doppleganger, 
of course, and the brothers continue to develop 
new methods of delivering poison gas (possibly 
through artillery shells), as  well as even more 
lethal types of airborne toxins. Only time will 
tell what horrors are likely to result from their 
“patriotic work.” 

The Cabinet was stunned when Davis revealed 

&d Tors 
A s  the Southern Sentinel none too subtly 

alludes, both the Union air carriage Meade and 
its captain, Charles Gates, are now in Southern 
hands, along with the three land ironclads 
abandoned on the Manassas battlefield. The 
Union has samples of the chlorine gas weapon 
developed by the Rains brothers (taken from 
Union casualties evacuated from the field at 
Sixth Manassas), and now Yankee mad scientists 
are pursuing research along similar lines. 



A s  a result, there is likely to be much intrigue 
surrounding these captured prototypes, as both 
sides seek to retake or destroy their creations, or 
least determine how much their enemies have 
discerned about them. While the odds are not 
great, clever action may yet deny the secrets of 
these new killing machines and deadly 
substances to the other side. 

bW0LWG T+€ PO55 
The events of November are large-scale, but 

that doesn’t mean your posse can’t have a say in 
their outcome. While you may already have some 
ideas how to put them in the thick of things, 
here are a few suggestions that you might use or 
which could inspire something you like even 
better. 

If your heroes support a side in the war, there 
are plenty of areas where they can contribute 
their own little part to the war effort. The supply 
trains to northern Virginia are guarded, but 
traveling over so many miles it’s impossible to 
spare enough official troops to do the job by 
themselves. 

People of well-known sympathies and unique 
skills can find work filling in those gaps. Both 
North and South are also looking for qualified 
ornithopter pilots to fill out their new volunteer 
squadrons, creating more opportunities for 
willing (and perhaps foolhardy) posse members. 

ci.€&NVG U P  TfcE. -5 
If your posse contains Texas Rangers or 

Pinkertons (or has worked with them in the 
past), the heroes probably be asked to help clean 
up the mess left after the clashes in Virginia 
and Kentucky. There are walkin’ dead aplenty, 
but who knows what new horrors have been 
spawned by these latest slaughters? 

D p &  %CET 
Rangers may get caught up in the 

investigation of President Davis, either officially 
or unofficially, especially if their suspicions 
match the Southern Sentinel‘s about the 
mysterious deaths of the President’s foes. Rest 
assured, if they get close to the truth, they run 
afoul of pro-Davis elements within the 
government who also see themselves as  above 
the law, and eventually they may come face to 
face with things not of this world. 

E$-TTLNG T+€ EFaTl54L 
Up North, there are no shortage of folks 

looking for a way to send aid to the people of 
Detroit, and your heroes may just be the ones to 
get it there. They may be working for the Union 
government or somebody else, and they may be 
carrying humanitarian aid or guns. Either way, 
it’s quite a challenge to get past the British 
garrison. The heroes may even wind up throwing 
in with Col. Harbaugh and the resistance if their 
feelings lean pro-Union. 

If your posse is just looking to do right, 
there’s no shortage of needy, innocent folks in 
Kentucky and Virginia, and those in Kansas 
could use some good men who are better shots. 

If your campaign is set in the Disputed Lands 
during the time of the elections, there’s plenty of 
need for somebody to stand up to the various 
“survey takers” roaming the land. 

Regardless of their direction, there’s plenty out 
there for your heroes to do and maybe a little 
profit to be made along the way. This should put 
the capper on an unforgettable year. 



T-KE C&JLDY~ 
Fear Level 5 
The bloody and vicious fighting which raged 

here has raised the local Fear Level to new 
heights. This area covers a swathe roughly two 
miles on either side of the Denver Pacific right- 
of-way from the point it enters the foothills up 
to the Continental Divide. 

The area within sight of the tracks has been 
cleared by DP work crews (they don't want 
paying passengers seeing any dead bodies). 
Beyond that, the entire region is littered with 
corpses, shattered automatons and clockwork 
spiders, and burnt-out vehicles. 

The entire region has an eerie stillness to it. 
No birds chirp, no small animals rustle through 
branches overhead, nothing. You should 
emphasize to your heroes how loud their voices 
sound and how every little twig they step on 
sounds like a pistol shot. All sneak rolls made in 
this area suffer a -4 modifier. 

The fighting here has given birth to two new 
abominations. 

Ttc~ f.C~p '4-Lc>M 
The scrap 'glom is a variant of the standard 

'glom (see Rascals, Varmints, & Critters for 
details) A 'glom (short for conglomerate) is an 
undead creature formed from multiple bodies 
which have fused together into an unholy mass. 
A handful of these new 'gloms have formed 
from the awful carnage of the Cauldron. 

The scrap 'glom is something unique to the 
battlefields of the Great Rail Wars. This is 
because the rail barons' troops tend have more 
mad scientist goodies than the regular foot 
troops of either the US or the Confederacy. 

Scrap 'gloms cannot only add additional 
corpses to their mass but they can also 
incorporate bits and pieces of mechanical 
devices as  well. The scrap 'gloms formed in the 
Cauldron have absorbed parts of Hellstromme's 
automatons and clockwork spiders and bits of 
wrecked steam wagons, velocipedes, and 
ornithopters. 

grafting bodies and mechanical parts to 
themselves. Added corpses must have been dead 
at least 10 minutes before they can be grafted on. 
A scrap 'glom can graft a new body on in a 
single action. It can't attack or vamoose while 
doing this because this requires total 
concentration. It takes 10 minutes or more for a 
scrap 'glom to absorb a wrecked vehicle. 

Each Trait listed in the profile that's marked 
with an asterisk increases by one step for each 
body or vehicle added beyond the first, up to a 
maximum of d12+8. The scrap 'glom likewise 
increases its Size by +3 and its Wind by +10 for 
each additional body or vehicle grafted to it. The 
'glom has one fightin' attack for every two 
bodies or vehicles in the mass. 

The mechanical portions incorporated into a 
scrap 'glom give it some armor protection. 
Whenever an attack hits the 'glom, roll ld8. On a 
1 to 4, the area struck has no Armor. On a 5 
through 8, subtract -4 from the roll. This is the 
amount of Armor the creature has at the 
location hit. The armored sections of the 
creature are pretty obvious. A hero can avoid 
these by taking a called shot with a -2 modifier. 

Scrap 'gloms can also make use of the 
contraptions they absorb. An absorbed Gatling 
gun works as  long as it has ammo remaining, 
the 'glom can roll along on the wheels of the 
vehicles it's grafted, etc. 

a Terror of 9. Those of six or more body grafts 
have a Terror of 11. 

Scrap 'gloms grow in size and power by 

Small 'scrap gloms of two to five bodies have 



The largest scrap ’glom in the Cauldron has 
absorbed six bodies and two velocipedes. It has 
two working Gatling guns (30 rounds each) 
courtesy of Dr. Hellstromme. The two 
velocipedes allow it to roll along at Pace 15. 

Corporeal: D2d6, N:2d6, S2d6*, Q:3d8, V2d6* 
Fightin’: brawlin’ 6d6, shootin’: any 3d6 
Mental: C:2d10, K:ld6, M:ld4*, Sm:ld6, Sp:ld8 
Overawe 5d4* 
Size: 9+ 
Terror: 9+ 
Special Abilities: 

%OFI.€ 

Undead Like most undead, a scrap ’glom can 
be killed by a shot to the head. 
Unfortunately, a ’glom has as many heads 
as  bodies, and only one of them is used by 
the manitou animating the mass. Only a 
killing shot to this head can put the ‘glom 
down for good. 

Weapons: Scrap ’gloms can wield guns if 
available. In general, there is no more than 
one gun for every two bodies in the mass. 

Once the Smith & Robards ornithopters began 
patrolling the area, most of the rail warriors hid 
by day and moved by night. This led to quite a 
few night battles. These fights were particularly 
vicious and usually consisted of lots of sneaking 
around followed by a quick flurry of killing, and 
then some more sneaking around. 

Troops who could move quietly and kill 
quickly were a real asset. Often the cowpokes 
who were good with a knife fared better than 
those who relied on their hoglegs, because they 
could kill without giving their position away. 

Slitters are the reanimated corpses of these 
fellows’ victims. They can be identified by the 
ear-to-ear slash across their throats. 

Slitters have only one goal: to kill others in 
the same way that they were killed. They always 
carry a large, razor-sharp knife and try to cut 
their victim’s throat. 

Slitters are stealthy bastards. They prefer to 
attack from behind or from ambush. (Have your 
posse make those surprise rolls!) They often 
sneak into camps at night and slit the throats of 
sleeping victims or hide in trees and drop down 
on unsuspecting cowpokes. 

Whenever a slitter gets a raise on itsfightin’ 
roll, it automatically hits its target in the throat. 
This gives a bonus of +2 damage dice, just like a 
noggin shot. 
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R O W E  
Corporeal: D2d6, N4d10, S3d10, Q:4d8, V3d8 
Fightin’: knife’ 5d10, sneak 6d10 
Mental: C:2d10, Kld6, M:ld6, Sm:ld6, Sp:4d8 
Size: 6 
Terror: 9 
Special Abilities: 

Knife: STR+ld8. This knife is supernaturally 

Supernatural Stealth The slitter never 

sharp and never loses its edge. If the slitter 
is put down, it vanishes. 

suffers any negative modifiers to its sneak 
roll, regardless of the terrain. This includes 
the -4 modifier imposed on anyone in the 
Cauldron area. 

Undead 

gains 1 level in his fightin: knife Aptitude. 
Coup: A Harrowed who counts coup on a slitter 

The Reverend Grimme has decided it’s time to 
expand his already considerable influence in the 
Maze. The attacks on his followers by railroad- 
sponsored have given him just the excuse he 
needs to form his own private army. He can‘t be 
too upset with railroads. After all, he is behind 
the attacks on their rail crews. 

Grimme has established a training camp 
bearing his name about two miles east of the 
City of Lost Angels. The camp can house about 
150 recruits at a time. The original camp was 
little more than a tent city, but the recruits are 
hard at work building a more permanent facility, 
complete with a stockade. 

The camp is run by Avenging Angels, high- 
ranking members of the Guardian Angels. Only 
the most ambitious and sadistic of Grimme’s 
lieutenants are assigned here because they have 
been given orders to be utterly ruthless in their 
training methods. 

Unlike the Guardian Angels who patrol the 
streets of Lost Angels, it is not necessary to be 
a member of Grimme’s church to join the new 
units being formed (although almost all of them 
will be members by the time they finish training. 
Read on.). Most of the new recruits are down-on- 
their-luck miners, criminals only one step ahead 
of a posse, and deserters from the Union and 
Confederate forces in the Maze. 

Maintaining discipline among a rabble like 
this requires draconian discipline and an iron 
will. Grimme’s lieutenants have this and more. 
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Like Grimme’s faithful on Sundays, the troops 

at Camp Grimme are well fed. The source of 
their food is also the same, the abattoir beneath 
Rock Island Prison. The only real difference is 
the recipe used to prepare the recruits’ food. The 
stew they eat each night is one of the Reverend’s 
personal favorites. 

Each night Grimme says “grace” over the stew 
and then flavors it with a dash of his blood. This 
simple, yet effective ritual has an interesting 
effect on those who consume it. Among those 
who are weak-willed or already disposed toward 
evil, it inspires loyalty to Grimme and his ideals. 
Strong-willed individuals and those who are 
inclined toward good are repulsed by the stew 
and become unable to eat it. Because Grimme 
uses only a small dose of his blood in each 
batch of stew, the effect is subtle and takes 
place gradually. 

The camp instructors know what to look for 
and use this to weed out undesirables. Anyone 
showing signs of stomach trouble is taken to 
see the doctor-at Rock Island Prison! The next 
time they make a visit to Camp Grimme, it’s in 
the stew pot. 

I ~ W l r n + r n G  
If your posse should try to infiltrate the 

Guardian Angels, have them make a Spirit roll 
each week they are at Camp Grimme. The TN for 
this starts at each hero‘s Spirit die type -4, and 
increases by +2 each week. (Blessed characters 
start at their Spirit die type and go up from 
there.) If a hero fails one of these rolls, he can 
no longer force himself to choke down the stew 
served at dinner each night. Unless he can find a 
way to hide his problem, he soon receives a visit 
from his instructors and an all-expenses paid 
trip to Rock Island. Of course, none of this 
applies to characters which are not basically 
good in nature, but that’s your call, Marshal. 

Any character who completes the six-week 
training course increases their shootin: rgle and 
fightin: brawling Aptitudes by +2 levels. They 
also get +3 levels in professional: theology 
(Church of Lost Angels). 

c.DlOJ€L R j & T + € Y  
The camp is run by Colonel Ludlow Prather. 

He was once an officer in the Union Army, but 
he was court-martialed for ordering his men to 
execute Confederate prisoners without cause. 



Only the intervention of some high-ranking 
friends prevented his own execution. After 
leaving the Army in disgrace, he drifted for a few 
years before finding a home in the Church of 
Lost Angels. 

Prather is a sadistic ogre of a man and is one 
of Grimme’s most trusted lieutenants. He runs a 
tight ship and nothing delights him more than a 
recruit giving him an excuse to indulge himself. 
He has men flogged for the slightest infraction 
and loves to devise interesting tortures for more 
serious infractions. He  loves to quote the portion 
of scripture which reads, “if thy eye offend thee, 
pluck it out,” and many a recruit has finished 
training minus an eye, hand, or other portion of 
his anatomy. Desertion, of course, is punishable 
by death. 

Corporeal: D3d8, N:4d6, S2d8, Q:3d8, V2d10 
Dodge 4d6, fightin’: sword 5d6, horse ridin’ 5d6, 

shootin’: pistol 5d8, throwin’: bolts 0’ doom 4d8 
Mental: C:4d8, K3d8, M2d10, Sm:4d8, Sp:3d8 
Academia: occult 3d8, artillery 4d8, faith: Church 

of Lost Angels 4d8, guts 4d8, leadership 4d10, 
overawe 5d10, scrutinize 5d8, search 4d8 

Edges: Sand 3, the voice (threatening) 
Hindrances: Mean as  a rattler 
Black Magic: Dark protection 3 
Gear: Saber, Colt Lightning, set of bloody bones 

(see The Quick & the Dead. 

R O F E  

+wzL5=. a P&-ROL 
Although they sometimes assemble together 

into large units for things like the attack on the 
Bayou Vermillion camp, most of Grimme‘s new 
Guardian Angels patrol the countryside and the 
Maze around Lost Angels in small groups. A 
typical patrol usually consists of five to 10 
Guardian Angels. Large patrols or groups with a 
specific mission are sometimes accompanied by 
an Avenging Angel. 

The patrols look for anyone who might be 
causing trouble for Grimme’s Church. The Angels 
definition of trouble varies widely and can 
include things like not showing proper respect to 
his anointed servants. Anyone they take a dislike 
to is taken into custody and hauled in front of 
the Church Court. 

Although their arbitrary sense of justice 
hasn’t won them any friends, there are many in 
the Maze who welcome their presence. Their 
patrols have actually forced outlaws around Lost 
Angels to look for greener pastures, and in a few 
instances the Angels have fought to protect 

small villages from the depredations of General 
Kwan and other warlords. They sometimes 
escort Grimme’s missionaries into neighboring 
towns and assist in distributing food. 

j J k M  f i m T 5  
The Avenging Angels who accompany these 

patrols all carry a small stone chip (about the 
size of a bullet) from the altar in Grimme’s 
cathedral. The altar is the focus of the mystical 
ritual which allows the Reverend and his 
followers to disguise their black magic while 
inside the city’s rings. 

This same ability extends to those who carry 
a fragment of the altar, which allows the 
Avenging Angels to operate outside the city 
without exposing their true nature. Bolts o’ doom 
look like heavenly beams, dark protection looks 
like a dim halo, and even bloody ones appear as 
angelic beings. 

7 4 m a G + -  
Avenging Angels normally only accompany 

larger patrols, and these units tend to have a 
specific mission like bringing in someone 
Grimme has branded an outlaw. 

Corporeal: D:3d8, N:3d6, S:3d6, Q:2d8, V3d8 
Dodge 4d6, fightin’: sword 4d6, horse ridin’ 3d6, 

Mental: C:4d8, K:3d6, M:3d8, Sm:4d6, Sp:3d8 
Academia: occult 3d6, faith: Church of Lost 

shootin’: pistol 4d8, throwin’: bolts 0’ doom 4d8 

Angels 4d8, guts 4d8, leadership 3d8, overawe 
4d8, scrutinize 3d8, search 4d8 

Edges: “The voice” (threatening) 
Hindrances: Self-righteous 
Black Magic: Bolts 0‘ doom 3, dark protection 3 
Gear: Sword, Colt Peacemaker, 1 set of bloody 

bones, and an altar fragment 

Sitting Bull has allowed his war chiefs to 
attack railroads other than Iron Dragon as a 
gesture to show his commitment to the Old 
Ways movement. Any damage they inflict can 
only benefits his ally Kang, so he sees no harm 
in permitting the attacks. 

Besides earning him good will among the Old 
Ways followers, the wily old chief has found 
another way to benefit from the situation. He 
has secretly contacted Black River and Bayou 
Vermillion and offered the services of war bands 
which are personally loyal to him. 



So far only Mina Devlin has taken him up on 
his offer. She has hired Sitting Bull’s warriors to 
harass Wasatch forces and keep them from 
interfering with her expansion plans. She also 
hired a band to attack a small Union Blue 
outpost, so her troops could show up in the nick 
of time to ”drive the savages away” and earn 
Chamberlain’s gratitude. 

Sitting Bull has taken the money Mina paid 
him and given it to Kang in exchange for more 
guns for his warriors. 

Here’s the real deal on all of the rail barons‘ 
deep, dark secrets. 

3+Ya vmua 
The Apache attacks on BV crews are due to 

the Indians’ hatred of the undead workers and 
warriors the railroad uses. A s  much as  he would 
like to continue his campaign against the 
garrison at Fort Huachuca, Geronimo believes 
that destroying LaCroix’s evil is a much higher 
priority. 

LaCroix does have a plan for dealing with 
Geronimo. Soon all the graves lining the BV 
tracks will be empty. He’s had his voodoo priests 
working overtime whipping up some more of his 
reanimation elixir. He‘s been shipping the stuff 
by the trainload to the fort at the end of BV‘s 
line. 

When the time is right, he plans to use it to 
create a horde of undead and send them up into 
the Dragoon Mountains to find the Chiricahua 
stronghold. Even if they don‘t find Geronimo’s 
hideout (and they probably won‘t), the Baron is 
hoping that having a horde of zombies on his 
doorstep may distract the Apache war chief 
enough that the Bayou Vermillion crews can 
push a line through the area mostly unopposed. 

*#- O f  T+€ k V 2 € X  
Lacy’s observations on the newest “Cowboys” 

are on the money. LaCroix has been negotiating 
with Santa Anna for help against both Geronimo 
and Dixie Rails. They have not reached a firm 
agreement as yet, but Santa Anna has sent some 
of his intelligence officers north to get the lay of 
the land. 

The Mexican general is favorably disposed 
toward the alliance though. He has asked 
LaCroix for a favor to show his good faith. The 
baron must recover Santa Anna’s wooden leg 
from its resting place in Springfield, Illinois. 

E w w J =  
The fighting in Kansas nearly knocked Black 

River out of the Great Rail Wars entirely. The 
constant battles and the loss of a number of 
trains carrying valuable cargoes drained the 
company’s coffers almost to the breaking point. 
At one point, the railroad had only enough 
money left to cover one weeks payroll. 

Mina knew that if she couldn’t pay her troops, 
most of them would leave her for a railroad that 
would. She turned to Violet Esperanza and the 
Wichita Witches for help. 

the railroad. These investors were banks, 
stagecoaches, and any other repository of 
money the Witches could find. They went on a 
crime spree that put the James Gang to shame. 
The money they “raised” was enough to keep 
the company going until it reached Dodge City. 

No one has made the connection between the 
Black River’s investors and the terrible string of 
robberies for one simple reason: the Witches left 
no witnesses to their crimes. They were utterly 
ruthless and killed anyone they suspected might 
be able to identify them-all but one. 

While robbing the bank in Gillespie, Texas, 
they overlooked a single witness, a man by the 
name of Booker Hage. He knows the identity of 
the robbers, but is terrified to tell anyone his 
secret because he knows what happened to 
everyone else who saw the Witches. Even the 
$5,000 reward posted by the Texas Rangers isn’t 
enough to loosen his tongue. 

If your posse should look into these robberies, 
there are quite a few people, including the other 
rail barons who would pay handsomely to know 
what Hage saw. The Witches’ crimes were so 
vicious that the Confederate government would 
be forced to take action against Black River if 
the connection could be made. 

She sent the gang south to find “investors” for 

&Lh‘$@4%OW€D 
Mina had two goals when she proposed the 

alliance with Union Blue. The first was to buy 
some time for her railroad to rebuild its forces 
and get its finances back in order. She 
succeeded at this. 

Her second goal was to seduce Chamberlain. 
With the elections coming up in November, she 
hoped to cause a major scandal (‘‘Union War 
Hero Linked to Southern Railroad Owner!”), that 
would force Grant to distance himself from 
Chamberlain. Without the support Union Blue 
received from the Union Army, Mina felt that her 
railroad would be strong enough to crush ’ 



Chamberlain‘s company and knock him out of 
the race. 

Unfortunately for her, Chamberlain was able 
to resist her advances. The best she was able to 
do was create a minor stir by creatively 
rearranging her clothes as she left his rail car. 

D A € R & E  
LaCroix is involved in the SF&EP affair of 

course. Before Dixie Rails linked with Ennis’ 
railroad, LaCroix invited him to negotiations of 
his own. Being rather naive, Ennis agreed to 
attend this private meeting alone. The Baron 
drugged Ennis’ drink, and before he hit the floor 
LaCroix’s minions had him trussed up on an 
altar. 

The Baron worked his hoodoo on the hapless 
railroad owner and made him his unwitting 
servant. LaCroix took Ennis’ gold pocket watch 
to complete the spell. A s  long as  LaCroix holds 
onto this watch, Ennis must obey his commands. 

The Baron commanded Ennis to call off the 
proposed link with Dixie Rails and link instead 
with his own railroad. Now that it appears that 
Dixie Rails is preparing to resolve the issue by 
force, LaCroix has ordered Ennis to begin 

negotiating with the Lees again. The voodoo 
master knows that the Dixie Rails owners are 
reasonable men and want to avoid a fight if 
possible. H e  hopes to stall them a while longer 
with this negotiation offer and buy time for 
Bayou Vermillion to break through the Apaches 
and establish a larger lead. 

ka m+Ga 
Kang knew he had to break the Anti-Railroad 

League up quickly-both to prevent it from 
inspiring others down the line and to keep the 
government from becoming involved. He decided 
to try something a little more subtle (for him) 
and turned to his sorcerers for a solution. After 
some research, they were able to summon up 
some ogres from the Chinese Underworld. 

and they did the trick. The ranchers could 
handle blasting martial artists and samurai 
warriors, but the mere sight of these vicious 
giants often caused them to turn tail and run. 
Most of them were so spooked by these bizarre 
creatures that they sold their ranches to Iron 
Dragon at well below their market value. 

Kang let these demons loose on the ranchers, 



There were a few holdouts, of course, but 
Kang sent his ogres to do more than simply look 
in windows and spook cattle. The last few 
League ranchers sold out to Kang within the 
week. 

Since then, Kang has sent his ogres out in 
advance of the railroad to terrorize those along 
its route. This suits the ogres just fine. 

This strategy has worked well for Iron Dragon. 
Often by the time the railroad reaches an area 
the ogres have been operating in, the few 
remaining settlers that are still hanging on are 
more than happy to sell their homesteads and 
ranches to the railroad. 

Reports of strange creatures terrorizing 
settlers has attracted the attention of the 
Pinkertons. The agency has sent a number of 
agents to investigate, but none of them have 
reported back yet-or ever will. Kang arranged 
for these agents to meet untimely ends. Not hard 
to do when you consider that two of them 
traveled to the area on Iron Dragon trains. 

C W €  o G Y €  
Corporeal: D:2d4, N:3d10, S4d12+2, Q:ld8, V3d10 
Fightin‘: sword 4d10 
Mental: C:ld6, K:ld4, M:ld6, Sm:ld6 (2d6 in rare 

instances), Sp:2d6 
Guts  6d6, Overawe 5d6 
Size: 8-10 
Terror: 5 
Special Abilities: 

Big Weapon: Ogres carry enormous swords 
or pole arms too big for a human to use. 
They do STR+4d8, a Defensive Bonus of +2, 
and have a Speed of 1. 

Black Magic: A really smart ogre might have 
black magic abilities. 

5 W N  
Iron Dragon’s forces have benefited from the 

arrival of many samurai from Japan. In 1876, 
Japanese government outlawed the wearing of 
the daisho (the katana and wakizashi swords, 
the symbol of a samurai). In protest, many of the 
samurai have left Japan and come to the New 
World to swear allegiance to the new daimyo of 
the West, Kang. 

Back in Japan, the samurai hear stories of the 
great warlord Kang, who has established his 
own kingdom in the New World. Most stories 
talk about his wealth and power and his need 
for good warriors. Few mention that he is a 
pirate and a scoundrel (perhaps because most of 
the stories were started by Kang’s agents). 

Many of these honorable warriors hear these 
stories and leave Japan to serve a new master. 
Once they arrive in America, they discover the 
stories aren’t all they seemed, but by then most 
have already sworn allegiance to their new lord. 
A few samurai, once they learn the truth about 
their new master have commit seppuku. 

T+E S v m  
A new group of samurai joined Kang’s forces 

recently. Seven ronin appeared at Kang’s fortress 
in the Maze and pledged themselves to his 
service. They told a tale of having rescued a 
small Japanese village from a band of desperate 
brigands, then being forced to flee their 
homeland 

These samurai are powerful warriors and have 
already made themselves felt on the battlefield. 
They fight with a ferocity which is unmatched 
by any of Kang’s warriors. 

Unfortunately these warriors are not entirely 
happy with their new boss. It took some time 
before they realized the truth that Kang and his 
men were often no better than the brigands they 
had fought back in Japan. They refuse to 
dishonor themselves by breaking their vows to 
Kang, but they also cannot take part in his more 
underhanded schemes. 

The Seven, as they have become known, fight 
in battle for Kang, but they have made it clear to 
him they will not do anything which would 
violate their bushido code or bring dishonor 
upon them. 

WLFO~D 15 CGWG 
When not called upon to serve on the 

battlefield, the Seven have taken to riding ahead 
of Iron Dragon‘s advancing rail crews and 
visiting the towns in their path. They try to 
peacefully persuade the townspeople to grant 
Iron Dragon the right-of-way so that Kang isn’t 
forced to resort to other methods. 

The Seven try to keep ahead of Kang’s ogres. 
If a town agrees to grant the right-of-way to 
Iron Dragon, the samurai send a message the 
advancing rail crews to inform them of this and 
to make sure the town is not visited by the 
ogres. In a few cases in which the news did not 
reach the ogres in time, the Seven have actually 
defended the town from them. 

RCmE 
Corporeal: D3d8, N:4d12, S:3d10, Q:2d12, V3d10 
Fightin’: katana 6d12, horse ridin’ 5d12, shootin’: 

bow 5d8 



Mental: C:4d8, K:3d6, M:3d8, Sm:4d6, Sp:3d8 
Guts 5d8, language: English 2d6, language: 

Japanese, leadership 3d8, overawe 4d8, 
scrutinize 3d8, search 4d8 

Edges: Level-headed, nerves 0‘ steel, tough as 
nails 5, “the stare” 

Hindrances: Vow: bushido code 5, vow: serve 
Kang 4 

Gear: Katana (STR+2d8), bow, 20 arrows, and 
Samurai armor (Armor 1). 

F&L5MT-KE&Z€ 
Lacy is right on the money on this subject. 

What he doesn’t know is that Kang has already 
tried to import locomotives and rolling stock by 
ship. The other railroads got wind of this plan 
and ordered their ships in the Maze to stop 
these shipments at all costs. So far they’ve been 
successful. 

Ttc~ C)ID ~‘+YZS 
Members of the Old Ways movement have 

been sabotaging Iron Dragon tracks in the Sioux 
Nations and then ambushing the crews which 
show up to repair them. Kang has protested to 
Sitting Bull, but there is little he can do. Kang 
has had to divert some of his troops to patrol 
track in what is supposedly friendly territory. 

Exactly how to expand west is Chamberlain’s 
biggest problem. Negotiations are not going well 
with the Denver Pacific because Robards is 
stalling for time. Robards has always planned to 
sell the Denver Pacific to one of the rail barons 
at some point, but he is not prepared to part 
with it yet. He figures if he can trap Union Blue 
in a desperate situation, he can jack up the price 
for the DP when he finally does sell it. 

Chamberlain’s not waiting on Robards, 
however. He’s been busy recruiting the new 
forces he needs if he attacks another railroad. 

An attack is not his preferred option though. 
He’s been exploring a different path. The 
construction going on at the Union Blue stations 
are large warehouses meant to cover what he‘s 
really up to. 

Chamberlain has hired some mad scientists to 
build some digging machines for his railroad. 
They are being assembled in the warehouses, 
and once finished they are to be used to dig a 
tunnel underneath the Denver Pacific right-of- 
way and emerge on the other side. Once past 
the DP line, the Union Blue crews will proceed to 
the Rockies as  normal. 

* C K O K  
Lacy’s wrong about the deaths of the 

members of McCall‘s jury. They’re not being 
caused by Hickok’s friends. Hickok, is back from 
the grave to take care of matters himself. 

He lurks in the hills around Deadwood, 
sneaking into town with a little help from 
Calamity Jane whenever he figures it’s time to 
kill another juror. He isn‘t worried about the fact 
that McCall rabbitted. He’s more concerned with 
finding out who put McCall up to the killing. 
There’ll be plenty of time to get McCall later. 

Hickok tries to interrogate each juror before 
killing him, but so far he has come up with 
precious few clues as to his quarry’s identity. 
The one thing he is fairly sure of is that Sheriff 
Bullock had no part in it. Not only would it have 
been out of character for him, but Bullock would 
be a lot more concerned about who’s been 
killing the jurors if he were behind Hickok’s 
murder. 



The cards left on Hickok’s victims are just his 

Hickok hasn’t had any luck finding his guns, 

way of spooking the rest of the jurors. They 
have no other significance. 

either. He thought that juror Amos McKittrick 
might have obtained them, but he searched 
McKittricks store after killing him and found 
nothing. He’s becoming convinced that the guns 
have left Deadwood entirely, so he‘s starting to 
listen for stories of people who claim to be 
using his pistols. 

D w m = z ’ 5  fipcFwnc_~ 
Daughtridge’s killing has all the trappings of 

an Indian sacrifice or ceremony, except for one: 
the participation of the Indians. Daughtridge was 
not killed by the Sioux. Instead, his killers were 
members of the Deadwood Miner‘s Alliance, an 
organization he’d frequently ridiculed. 

Bryant and his men have been looking for 
ways to galvanize Deadwood into action against 
the Sioux, and they decided that murdering lone 
Indians in the dark and smashing mining 
equipment wasn’t enough. They chose the 
despised Daughtridge as a good way to make an 
example of the “dangers of the Indian savages” 
that would shock the community. They carefully 
crafted a wooden frame, trying to make it look 
arcane and mystical, then caught Daughtridge, 
tied him to it, and tortured him to death. 

Their hope was to make the killing look so 
savage that everyone would assume the Sioux 
did it. They even dug a few Indian symbols they’d 
seen into the ground near him to give credence 
to the illusion. 

Unfortunately for them, anyone who knows 
anything about the Sioux could tell you that the 
signs they used represent positive, healing, 
forces, not dark powers. If a knowledgeable 
person looks into the matter, it soon becomes 
apparent that the killing is the work of someone 
other than the Sioux. 

Unknown to the Epitaph, Custer and Bryant 
have formed an alliance with the intent of 
slaughtering the Sioux and taking their lands for 
the white man. They exchange messages by 
means of secret couriers and sometimes carrier 
pigeon to coordinate their activities. Though 
each man keeps a few of his own secrets, they 
still reveal a lot of their plans to each other (a 
fact which a lucky posse might be able to 
capitalize on). 

The Ravenites are planning their biggest raid 
ever-an attack on Custer’s camp to steal all of 
his guns, ammunition, and artillery if they can 
get away with it. This is why, as Lacy notes, 
their attacks have increased and they’ve been 
stockpiling ammo. If all goes according to their 
plan, they will be so heavily armed that it could 
easily shift the balance of power in the Sioux 
Nations, possibly with disastrous consequences 
for everyone there. 

Succeed or fail, the raid should provoke 
Custer like a sharp stick in the eye. Either way, 
the result is complete mayhem. 

Maddox (first name Victor) isn’t much more 
than what he appears to be: a skilled gunslinger. 
He doesn’t like to talk about his background 
because it‘s a little shady. H e  used to be a small- 
time outlaw in California. 

He came to Deadwood in the hopes of leaving 
his past behind him and building a new and 
better life for himself. He’d like to settle down 
and raise a family. 

Since he lost the election, he’s stayed in town 
and supported himself as a bounty hunter while 
looking for other work as a lawman. A s  Lacy 
says, he holds no grudge against Bullock-but he 
does plan to run against him in two years if he 
hasn‘t found a better job. 

R-OFILE 
Corporeal: D:3d10, N:3d12, S4d8, Q:2d10, V2d8 
Climbin’ ldl2, dodge 3d12, fightin‘: brawlin’ 4d12, 

fightin’: knife ld12, gunplay 3d10, horse ridin’ 
4d12, quick draw: pistol 5d10, shootin’: pistol 
5d10, shootin’: rifle 3d10, shootin’: shotgun 3d10, 
sneak 3d12, speed-load 2d10 

Mental: C:3d6, K:2d6, M2d8, Sm:4d6, Sp:2d8 
Area knowledge: Weird West 3d6, area 

knowledge: California 2d6, language: English 
2d6, gamblin‘ 3d6, guts 3d6, overawe 3d8, 
scrutinize 3d6, search 3d6, streetwise 2d6, 
trackin’ 3d6 

Edges: Level-headed 5 
Hindrances: Habit (closemouthed) -3, outlaw -1 

(a known, petty outlaw in California) 
Gear: One single-action Colt Peacemaker, one 

Winchester ‘76 rifle, 50 rounds of ammunition 
for all his guns, Smith & Robards bulletproof 
vest (Light Vest, Armor 21, one speed-load 
cylinder, fast-draw holster, knife, rope, horse, 
and $200 in Union greenbacks. 



Burns is, indeed, a "mad scientist" with 
dreams of putting out Satan's Garden. That much 
is true. So is the existence of his "Aetheric 
Vortex Generator." It's what Burns isn't telling 
that counts. 

Burns' theory about phlogiston is one he 
believes in strongly (though it is wrong; see 
below). But his generator doesn't work by 
"sucking" the phlogiston out of ghost rock. 
That's impossible, and he knows it. Burning 
phlogiston has to be dowsed, not sucked away, 
to put out the fire-and it's human blood that it 
has to be dowsed with. Water, liquor, and other 
liquids don't to the trick, according to his 
experiments. Blood is the key. 

Burns' trips outside of Deadwood have not 
been just to get more money. He's been 
harvesting blood from unsuspecting investors 
who attend "private meetings" with him to learn 
more about his invention. He's also taken blood 
from a few of his Deadwood investors, causing 
their demise. He stores the blood in a 
refrigerated tank in the back of his motorized 
carriage. He's got a lot of it, but he needs much, 
much more before he can put his plan into 
action. 

Burns is also using the Indian stories of 
"flame men" to keep people away from Satan's 
Garden. He's developed an "Infernal Suit''-clothes 
that can, through the use of ghost rock, burn 
without harming the wearer. His daughter 
Cynthia wears it to scare off and sometimes hurt 
or kill the curious or their competitors. 

Anyone she touches suffers ld12 damage every 
round, or 2d12 if she gets her opponent in a full 
bearhug. The suit also provides 3 points of 
Armor versus fire attacks. (Use the Buffalo Gal 
archetype from Deadlands for Cynthia if need be, 
but replace her fightin: whip with fightin: 
wrusslin '.I 

Burns is, not to put too fine a point on it, 
stark-raving mad, and his madness has affected 
his daughter as  well. Together the two of them 
are totally obsessed with the desire to prove 
Burns' theories and get rich in the process. 
Secretly the Reckoners support him and egg him 
on, hoping he'll provide them with a (literal) 
bloodbath before too long. 

moLlL3G 
Corporeal: D3d6, N2d8, S:2d6, Q:ld8, V2d8 
Drivin': steamwagon 2d8, shootin': flamethrower 

2d6, sneak 3d8, teamster 2d8 

Mental: C:4d8, K:2d12, M:3d6, Sm:3d8, Sp:3d6 
Demolition 2d12, language: English 2d12, science: 

chemistry 3d12, science: engineering 3d12, 
scrutinize 3d8, search 2d8, tinkerin' 4d8 

Edges: Arcane background: mad scientist 3, 
dinero 1, mechanically inclined 1 

Hindrances: Curious -3, stubborn -2 
Gear: Flamethrower, steamwagon with hidden 

refrigerated tank, and aetheric vortex 
generator. 

u%G C)uMCMG GW5TYOCK. 
A typical one-pound hunk of unprocessed 

ghost rock burns for about a week with a slow, 
steady flame hot enough to cook over. The 
processed cores used by many mad science 
gizmos have been drilled and shaped to increase 
the exposed surface area, so they burn hotter 
and faster. A lighted core (not being used in a 
device) burns for about three days. 

The fireboxes of most gizmos which use 
ghost-rock cores are drafted so that a steady 
flow of air continually moves over the burning 
fuel. This greatly increases the speed at which it 
burns, and it normally gets hot enough to melt 
normal iron and steel (which is why ghost-rock 
boilers are made from ghost steel). 

completely cutting off its air supply. Using water 
for this can be dangerous because, at the 
temperatures found in most ghost-rock fireboxes, 
the water can flash-boil, causing a steam 
explosion. (The steam explosion caused by 
attempting to dowse the fire of a one-pound 
piece of ghost rock would to about ld20 damage 
to any gizmos the rock is powering and anyone 
within 10 yards.) Instead, most ghost-rock boilers 
have an emergency sand canister on them. 
Yanking an emergency cord opens the canister 
and floods the firebox with sand. 

Based on his research, Hyram Burns believes 
only blood can extinguish ghost rock safely. He's 
incorrect, but Heaven only knows how many 
folks he may convince-or what they'll do with 
the erroneous information. 

WG & TfcE kXT+N 
Lacy is a bit off target on what's going on 

between Kang and the Sioux. While Kang is 
patrolling the area around Devils Tower, it didn't 
work out quite the way that Lacy thinks it did. If 
you really want to know the real scoop on what 
Kang's up to at Devils Tower, be sure to pick up 
the Devils Tower trilogy of adventures, especially 
part three, Fortress o' Fear. 

Ghost rock can only be extinguished by 



What Lacy is unaware of is that Kang has 
struck a deal with the Order of the Raven, which 
was harassing his forces mercilessly. To get them 
to leave his patrols alone, he traded the 
Ravenites several crates of brand-new 
Winchester rifles and ammunition. The Order is 
now better armed than ever before and ready to 
make its raid on Custer’s camp soon. 

Ex-m 
Lacy’s report on the monsters around 

Excelsior geyser has everything backward. It’s 
true that there are rogue shamans in there, but 
they are trying to contain the creatures the 
geyser is spitting out, not summon them. 

These wise men know that the geyser is a 
gate to the Hunting Grounds. When they realized 
that the creatures were coming through more 
often and staying for longer periods, they took it 
upon themselves to monitor the gates and 
protect their people from this threat. They’ve 
done a good job so far. While the Epitaph’s 
sources have seen a few fiends that escaped, far 
more have been destroyed by the shamans. 
However, they may one day need the help of 
outsiders to fight off the evils to come. 

*Dm G?$Jv= 
Graves is a hexslinger. He and his powers are 

detailed in L a w  Dogs. He came to Tombstone to 
meet with Doc Holliday, an old friend and former 
mentor who taught him a lot about hexslinging. 
Graves has recently encountered some walkin‘ 
dead that seem strangely resistant to gunfire, 
even gunfire enhanced by bullseye, loadedfor 
bear, or ammo whammy. Graves wanted to get 
Holliday’s opinion on this and find out if he’d 
ever encountered anything similar in his 
wanderings. Holliday had not, so he called in a 
new friend, Hugh O’Farrell. 

OFarrell is an Irishman almost fresh off the 
boat, who‘s raising a large herd of cattle on his 
new ranch near Tombstone. He’s not a 
hexslinger-not yet, anyway-but he is a 
knowledgeable student of the occult. (It’s his 
interest in such things that forced him to flee 
Ireland before superstitious farm folk decided to 



come after him with pitchforks and burn him at 
the stake.) Holliday is working with him to see if 
he has the potential to become a hexslinger or 
student of Hoyle, and he’s encouraged so far. 

Unfortunately, OFarrell could provide little 
information on the monsters Graves encountered, 
though he did speak of some dark voodoo 
rituals that might be able to create such horrors. 
Graves is considering making a trip to New 
Orleans to see if he can find out more. 

TtkETED f-.+ddm GNG 
The esteemed Mr. O’Malley is right when he 

says that there are human motivations at work 
behind the Red Lantern Gang, but he’s wrong 
when he writes that they are walkin’ dead or 
ghosts. They’re as  alive as you or me. They just 
have a clever scheme going. 

The Red Lantern Gang is the brainchild of 
Robert “Red” Covington, who used to fight with 
his gang in the Great Rail Wars on behalf of 
Dixie Rails. Although he and his gang were good, 
they never felt they got the respect or the money 
that Dixie Rails really owed them. 

Fitzhugh Lee seemed to snub them, treating 
them sort of like servants rather than as  the 
valuable business assets they were. They finally 
decided they could make more money on their 
own than they could by risking their necks for 
an ungrateful employer, so under Covington’s 
leadership they left Dixie Rails and formed the 
Red Lantern Gang (a title given them by the 
people and the press; they had no name for their 
group). 

C b J W T O Y ’ 5  %tk€PE 
Covington’s plan was, and is, a simple one: 

take advantage of the weirdness in the West to 
make people think the gang was composed of 
walkin’ dead rather than living men. One of the 
men in his gang, Fred Parrish, was a stage actor 
before falling on hard times and turning to 
outlawry. Using Parrish’s talent with makeup, 
Covington was able to have all of his gang 
members disguised as  “zombies” before their 
robberies. By acting like the popular conception 
of the walkin’ dead (taking slow, shuffling steps; 
speaking in deep, slurred voices) and making 
sure the only lights they were ever seen in were 
the dim red lights of their railroad hazard 
lanterns, they have been able to maintain this 
illusion for nearly half a dozen robberies so far. 
They use their skill at tracking to hide their 
tracks, and they never steal anything that’s too 
heavy or bulky to carry easily on a single horse. 

For the typical member of the Red Lantern 
Gang (which is about two dozen strong), use the 
Desperado archetype from Law Dogs. Give four 
or five members truckin’3 so they can hide the 
gang‘s trail. Red Covington also has gunplay I 
and an additional level with his shootin: pistols 
Aptitude. Fred Parrish has disguise 3 and 
performin: actin‘ 2. 

7315Gk5425 
Disguising a gang member as  a zombie is 

difficult, but Parrish takes his time and does it 
right. Assume that any time a posse member 
tries to make a scrutinize roll to see through the 
disguise that Parrish rolled at least a 7 on his 
disguise roll. However, this provides a clue with 
which the posse may track the Red Lantern 
Gang down. 

Parrish requires a lot of makeup for these 
disguises and can only purchase the appropriate 
supplies in larger cities like Shan Fan, Denver, or 
Lost Angels. Posse members who think that the 
“walking dead’ routine is a hoax can try to track 
him down by checking with the few possible 
sources for acting supplies out West. One of 
them is sure to remember Parrish and the large 
amounts of makeup he purchases periodically. 

Turquesa is indeed a vigilante who’s trying to 
uphold the cause of justice in the Southwest. No 
ulterior motives or mysterious background here, 
folks. She‘s the genuine article. 

Turquesa is secretly Colleen OFarrell, the 
beautiful red-haired daughter of Irish rancher 
Hugh O’Farrell. Since her mother died in 
childbirth, leaving only her father to raise her, 
she grew up as  something of a tomboy, able to 
ride and shoot better than any boy she knew. 
Her father, busy trying to make a living in 
Ireland and America, has left her to her own 
devices since she was about 16. 

outlet for her talents and energy for years. 
Ireland had little to offer her, so she was glad 
when her father decided to move to the 
American West. She briefly considered becoming 
a cowgirl, but she soon realized how boring that 
would be. 

After reading in the Epitaph’s Guide about the 
difficulties the authorities were having bringing 
renegade Legionnaires to justice, it hit her. She 
could become a vigilante (secretly, of course; her 
father would never consent to her becoming a 
lawman ... err, lawwoman). She designed her 

Colleen has been looking for an appropriate 



Turquesa costume, complete with a black wig to 
hide her distinctive red hair, and set out to lend 
the authorities a helping hand. 

S o  far she’s been very successful and is 
building up a substantial reputation as  a 
crimefighter in the Southwest. Her father and the 
other citizens of Tombstone don’t have a clue 
who she is. To them she appears to be a pretty 
and kind if somewhat forward young woman 
(and quite a catch as a bride, as far as  many 
bachelors are concerned). Alexander Graves 
realized what she was up to almost immediately 
though, and he plans to keep an eye out for her. 
In truth, she could use his help, since she isn’t 
entirely aware of what she’s gotten herself into. 
To her, this is all a big adventure. She’s never 
encountered anything “weird” and doesn’t believe 
a lot of what’s printed in the Epitaph, so she’s in 
for a real shock sometime soon. 

ROTX3Z 
Corporeal: D3d12, N:3d12, S:3d6, Q:3d8, V3d8 
Climbin’ ld12, dodge 4d12, fightin’: whip 6d12, 

gunplay 4d12, horse ridin’ 5d12, quick draw: 
pistol 4d8, shootin‘: pistol 5d10, sneak 4d12, 
speed-load: pistol 3d8 

Mental: C:3d8, K:2d6, M:4d10, Sm:3d6, Sp:3d8 
Area knowledge: Arizona 3d6, language: English 

2d6, language: Spanish ld6, overawe 4d10, 
scrutinize 3d8, search 3d8, streetwise 4d6, 
trackin’ 3d8 

Edges: Belongin’s 2 (Belinda, her exceptional 
horse [fast and smart]), brave 2, nerves 0’ steel 
1, purty 1, the stare 1, tough as  nails 2 

Hindrances:  Law 0’ the West -3, oath (capture 
lawbreakers; defend the innocent) -5 

Gear: One silvered single-action Colt 
Peacemaker of quality, 50 rounds of 
ammunition for the Colt, one speed-load 
cylinder, fast-draw holster for the Colt, whip, 
knife, rope, mask (eliminates penalty for using 
silvered gun; see Law Dogs), and a cloak. 

Cay~ctc~ M m  
While the “Comanche Moon” is a real 

phenomena-Comanches seem to like to attack 
whites on full moons in August and September 
for some reason-it’s not to blame for what’s 
happening in north Texas. The raids are not 
being conducted by Comanches at all, but by 
Tonkawa secret society members who have 
disguised themselves as their hated enemies to 
obtain “long pig” for their feasts while throwing 
the whites off their trail. Walks in Two Worlds, 
the fallen Texas Ranger who leads the 
cannibalistic Tonkawa secret warriors, has been 
orchestrating the raids to keep his followers’ 
larders stocked, so to speak. Framing the 
Comanches is just an added bonus. 

The Texas Rangers have had little luck 
tracking down the Tonkawa because other fallen 
Rangers, who also indulge in the Tonkawa 
cannibalism ritual, are hampering their efforts. In 
fact, the Ranger in charge of the investigation, 
Lieutenant Gerald Coppington, is one of these 
corrupt Rangers. He knows what actually took 
place, but he stymies his underlings whenever 
they develop any solid leads. Perhaps a zealous 
young Ranger might turn to trusted outsiders 
(your posse) to help him when Lieutenant 
Coppington orders him off the investigation. 

For more information on the Tonkawa and 
Walks in Two Worlds, see Ghost Dancers. 

5 P A 5 0  5kL-T bi!!R5 

simmering beneath the surface of the Salt Wars 
than can be seen from the surface. The real Salt 
War is brewing not between the Ring and the 
Mexicans so much as it is between the Ring’s 

A s  usual in the Weird West, there’s more 



leaders, Mills and Fountain. Each is supporting a 
different candidate for governor of Texas, and the 
Ring is under dangerous strain. Depending on 
who comes out on top in the election, the Ring 
may break, with most members following the 
supporter of the new governor. Then there’s 
likely to be real fighting between the two 
factions. The Mexicans might attempt to take 
advantage of this situation too. 

Cardis and Father Borajo are not entirely on 
the up-and-up in this situation. Both of them are 
being paid by the Salt Ring to support the tax. If 
the Mexicans find out about this, these two are 
likely to be strung up pretty quick, and some of 
the Ring’s members too. The whole border area 
could explode with white-versus-Mexican 
violence if things go wrong-and with the 
Reckoners looking on gleefully, that’s almost 
certainly what’s going to happen. 

)-Eu_tl-EIMErl& T-KE ~ C X Z ~ J  
Fellheimer‘s Folly-Fear Level 3 
What the marshal and the Pinkertons saw 

when they climbed halfway up the side of 
Fellheimer’s Folly was that Fellheimer had been 
crucified to the side of the mountain. Spikes 
made of ghost rock were driven through his 
wrists and ankles. Then his killer used a knife to 
carve over two dozen arcane symbols into his 
body. The blood from the symbols, which are 
about an inch deep each, continues to run out 
of the wounds and down the side of the cliff. 

The Pinkertons are unable to explain the 
significance of the symbols or how they keep 
bleeding even though Fellheimer‘s been dead for 
weeks. Nor can they explain how someone could 
hold Fellheimer up to the side of a sheer cliff to 
pound stone spikes through his body. There’s 
nowhere for his killer to stand. Even the Ghost 
himself was called and came away perplexed. All 
efforts to take the body down have failed due to 
one accident or another. 

v a  5-Rolz5ex€R‘5 *€Ll- 
What the Pinkertons don’t know could prove 

very costly for them. Fellheimer’s killer is 
Gerhardt Von Stroessner, a German sorcerer 
whose family’s occult roots go back centuries. 
Fellheimer, a weaker rival of Von Stroessner‘s, 
immigrated to America to get away from him, for 

his powers are the darkest of the dark. But Von 
Stroessner, a vengeful, driven man, followed and 
found him among the twisting channels of the 
Maze. He performed a ritual which sucked out 
most of Fellheimer‘s life force. 

Through certain arcane methods, Von 
Stroessner plans to combine that life force, 
which he has stored in a crystal vial, with the 
essence of ghost rock. Von Stroessner calls this 
new substance silberessenz, or “silver essence.” 
According to Von his studies, silberessenz is an 
ingredient in a potent elixir which he thinks will 
boost his powers enormously. 

f€Ll-+€lMmLN& 
Notice that we said “most” of Fellheimer’s life 

force. The horrifying truth is that he’s still alive! 
Von Stroessner’s spell not only maintains 
Fellheimer’s life, it prevents anyone from taking 
the unfortunate man down from the side of the 
Spike. Although to all outside observation he 
appears dead, Fellheimer is actually trapped 
within his body, unable to speak or move. He 
still feels the pain of the crucifixion and carving, 
and it is driving him insane. Having Pinkertons 
all around him but unable to help him is only 
more maddening. If the vial holding his life force 
were retrieved from Von Stroessner and opened 
near Fellheimer, he would be restored to life and 
healed in body and mind. 

Von Stroessner is currently right under the 
Pinkertons’ noses, in a cavern deep inside the 
island which can only be reached through a 
twisting, turning maze of tunnels that he has 
rigged with magical and mundane traps. There 
he has set up a laboratory where he plans to 
perform his rituals. 

GEX++TD-T V a  5-mo=m 
Corporeal: D:2d8, N:3d6, S:2d6, Q:2d8, V3d12 
Horse ridin’ 2d6, fightin’: knife 2d6, sneak 5d6, 

Mental: C4d8, K:3d10, M:2d12, Sm:3dlO, Sp:2d8 
Academia: occult 5d10, faith: evil powers 4d8, guts 

4d8, language: English 2d10, language: German 
3d10, overawe 3d12, persuasion 3d12 

Edges: Arcane background: black magician 3 
Hindrances: Enemy (forces of good) -3, 

intolerance (the blessed) -1, obligation (to his 
dark masters) -3, vengeful -3 

Black Magic: Animal mastery 3, bolts 0’ doom 
4, dark protection 4, forewarnin’ 4, pact 4, 
scrye 3, spook 3, stun 3, zombie 3 

Gear: Mystical and alchemical equipment and 
an athame (silver sacrificial knife). 

throwin: bolts 0’ doom 3d8 



T+E C W L ~ E N  OF ++sm 
Hasteli is real, and his paintings are done in 

human blood. They are the first in a long series 
of steps involved in casting a powerful ritual. 
Hasteli is a servant of the enigmatic Raven, and 
he has learned powerful magic at the feet of the 
author of the Reckoning. He holds a bitter 
hatred for white men (one raped and murdered 
his daughter) and is determined to slaughter as  
many of them as he can until they get the 
message and leave his homeland. 

supposed to turn his followers into a race of 
super-warriors who are immensely strong and 
fast. The main part of it involves capturing one 
white person for each super-warrior he wishes 
to create, sacrificing her to the Reckoners, 
consuming parts of her flesh, and using her 
blood to create rock paintings. 

Hasteli has set to his work with a relish. The 
magic in his rock paintings keeps the blood as  
fresh and warm as if it had just been drained 
from a white man’s throat, and not even rain or 
high tides can wash it away. 

Any white man who touches the Children of 
Hasteli is afflicted with a terrible wasting 
disease. From the day they touch the still-living 
blood, they have only ((Size x 6)+Wind) days to 
live. Each day they become weaker and more 
hideous-looking, until at last they perish in 
agony. The last thing they hear is Hasteli’s 
laughter echoing in their ears. 

Hasteli has not yet allied himself with the 
Warrior’s Trail, but it’s really only a matter of 
time. He has some contact with Papa 
Rattlesnake and the Rattlesnake Clan, and the 
two, may also work together sometime soon. See 
The Great Maze for information on both of those 
groups. 

Corporeal: D:2d6, N:2d6, S:2d6, Q:ld8, V4d10 
Bow 3d6, fightin’: club 3d6 horse ridin’ 3d6, 

Mental: C:3d10, K:4d8, M:3d12, Sm:3dlO, Sp:2d8 
Faith: Reckoners 3d8, guts 5d8, overawe 4d12, 

persuasion 2d12 
Edges: Arcane background: black magician 3, 

eagle eyes 1, “the voice” (soothing) 1, “the voice” 
(threatening) 1 

Hindrances: Intolerance (non-Indians) -3, 
obligation (to Raven) -3, vengeful -3 

Black Magic:: Bolts 0’ doom 4, cloak 0’ evil 3, 
forewarnin’ 3, puppet 4, scrye 3, stun 5 

Gear: Mystical equipment, bow, and war club. 

Hasteli’s ritual, learned from Raven himself, is 

fC4-5m 

sneak 5d6 

There’s more to Gregor Petrov and his 
Cossacks than meets the eye. Petrov, who is 
indeed a former duke of the Tsar’s court and a 
distant relative of Tsar Alexander 11, is a ruthless 
businessman and a slavedriver to boot, and 
those are his nicer qualities. Additionally, he’s an 
abomination in human form. He requires two 
things to survive: human suffering and the blood 
of children. 

A s  long as  people are suffering within a mile 
or so of his abode (his servants certainly qualify 
as ”suffering people,” given the terrible way he 
treats them) and he gets to drain the lifeblood of 
a child into his golden drinking bowls at least 
once a fortnight, he remains hale and hearty. 
Otherwise he slowly shrivels and die. 

R O W E  
Corporeal: D:3d8, N3d10, S:3d8, Q:2d10, V3d10 
Climbin‘ ld10, dodge 4610, fightin’: brawlin’ 4d10, 

Mental: C:3d8, K:2d8, M:4d10, Sm:3d6, Sp:3d8 
Academia: Russian literature and folklore 2d8, 

academia: Russian history and civilization 2d8, 
language: Russian 2d8, English 2d8, overawe 
4d10, ridicule 3d6, 

Size: 7 
Terror: 8 (only applies when Petrov’s true nature 

is revealed) 
Special Abilities: 

Blood Boost: If Petrov has drunk the blood 
of a child from one of his golden drinking 
bowls in the past 24 hours, increase all of 
his physical Traits by +1 die type. 

Gear: Petrov is rich-really rich. He has access to 
just about any piece of equipment he needs. 

shootin’: pistol 4d8, sleight 0’ hand 2d8, sneak 
6d10, swimmin’ ldlO 

%E C b ~ ~ v . ~  
Petrov controls the Cossacks, who were some 

of his vassals back in Russia, through a sort of 
blood-thrall. Although not abominations 
themselves, they have become addicted to 
sipping blood from his bowls because it induces 
feelings of euphoria in them. This only further 
ensures their loyalty. For statistics for the 
Cossacks, use the Desperado archetype from 
L a w  Dogs. 

-7Tc3’5 q€TVOFK. 
Petrov is as much to be feared for his business 

contacts as  for his (literal) bloodthirstiness and 
Cossack retainers. He has done business with or 
knows dirty secrets about half the people in the 



Maze, or so it sometimes seems. He is constantly 
looking for ways to increase his power and 
wealth. He is willing to use blackmail or 
violence or hired magical power to make sure 
that he gets his way. He is also cultivating 
contacts with Kang. 

Petrov dreams of owning a huge section of 
the Maze and maybe even California itself one 
day. He wants to build as many towns as 
possible, since towns mean families, and families 
mean children. One of his major plans is a city 
to be named Felicity, which will be built on the 
tops of several islands he owns. The islands will 
be linked by enormous bridges. Getting money 
to start building Felicity is one of Petrov‘s 
primary goals at present. 

5pl m€Go 5+L!!*€ 
William Blumquist is on the up-and-up. He did 

invent the underwater breathing suit he uses, 
and he did find the Harriman mansion. However, 
his salvaging has slowed down because he keeps 
losing men. They vanish without a trace while 
diving for salvage or standing guard duty on 
deck. Blumquist has stopped posting lone guards 
at night, and he has slowed down his salvaging 
until he figures out what’s happening to his 
crew. He suspects channel chompers are at work, 
and he’s right. 

Richard Harriman was, among other things, a 
dabbler in the occult, and in the chambers 
beneath his mansion he consorted with the 
chompers, including some unholy breeding 
experiments! When his mansion collapsed 
during the Great Quake, they were trapped 
beneath its ruins. Blumquist’s salvage operation 
has freed them, and they are feeding off his crew 
to build up their strength. 

c . m  c m P m 5  
Corporeal: D2d4, N:3d10, S2d4, Q:4d12, V2d6 
Fightin’: brawlin 3d10 
Mental: C:ld6:, K:ld4, M:ld6, Sm:ld6, Sp:2d6 
Guts 2d6 
Size: 6 
Terror: 7 
Spec ia l  Abilities: 

Claw: STR+2d4 
Bite: STR+2d6 
Poison: The chompers’ poison can keep 

people alive but comatose underwater for 
weeks at a time. If an intact channel 
chomper corpse can be recovered, about 1-3 
doses of this toxin can be extracted from it. 
This takes an Onerous (7) medicine roll. 

-TO4 t & W E  
For more information about Sheriff Dunston, 

the Guardian Angels (including the black-robed 
Angel of Death), and the Church Court, refer to 
The Great Maze. 

Dunston‘s “meddling” and has ordered his men 
to harass him at every opportunity. If the 
tension between the two gets too bad, he may 
even send the Angel of Death after him-secretly, 
of course. 

Grimme has become ever more infuriated with 

TWE GFCE Gw5-r 
Lacy‘s supposition is right on the money here. 

The ghost haunting Lost Angels is that of Jeb 
Carruthers, the bounty hunter who was executed 
for his part in the Guest affair. 

Carruthers has seen and heard a few things 
since shuffling off this mortal coil, and if the 
posse can manage to communicate with him it 
might learn a lot of useful facts about what’s 
really going on in the city. However, the ghost 
cannot enter Grimme’s cathedral and is not 
aware of the Reverend’s true nature. 



f k f ~ 7  MY WT k LA, 
We’re not going to comment just yet on the 

accuracy of Lacy’s thoughts about Mexico and 
the Aztecs. You’ll have to wait for another book 
to learn all about what’s going on south of the 
border. However, he’s got it all wrong as  far as 
what’s going on in Lost Angels. 

The real culprit in Ghost Town is Ernest0 
Silverio de Acevedo, a formerly living bandito 
and gunslinger. Silverio was killed in October 
when he took a shot to the heart in a gunfight. 
He came back Harrowed. At first he didn’t realize 
what had happened to him, so he wandered 
home to his family in Lost Angels. Their screams 
brought him back to reality. Somehow, he got the 
idea that if he could replace his heart with a 
“good” one, he‘d come back to life fully. 

Since then he‘s been stalking the streets of 
Ghost Town, ripping out the hearts of 
unfortunate citizens and shoving them into his 
own chest. When each one starts to rot, he 
tosses it away and tries again. 

Treat Silverio as a veteran walkin’ dead (see 
The Quick Q the Dead, but up his Vigor to 2d12, 
his fightin’ and shootin‘ Aptitudes to 6 and give 
him the Harrowed power claws at level 3. 

I 

%DAY, BLOODt %DAY 

Darkness, the second part of the Devils Tower 
trilogy, then you’re all up to speed with what 
went down on Bloody Sunday. For those of you 
who haven‘t gotten a hold of Heart 0’ Darkness, 
here‘s the greatly simplified version of what 
happened. 

During Sunday services, a horde of strange 
creatures, “demons” if you will, invaded the 
Cathedral of Lost Angels, slaughtering many of 
the churchgoers. Reverend Grimme appeared 
with holy powers to defend his flock from the 
demons, driving them off. What a hero? 

What a crock, is more like it. Grimme 
engineered the entire thing from start to finish, 
using the power of an arcane gem called the 
Heart of Darkness. The people that the demons 
(who were under Grimme‘s control the entire 
time) killed, were actually sacrificed to fuel a 
ritual that has permanently expanded Grimme’s 
sphere of influence out to about a 75-mile 
radius around Lost Angels. Grimme and his 
cohorts can now use their demonic powers 
freely within that radius, and they look like the 
work of the lord God Himself? 

If you’ve picked up a copy of Heart 0’ 



A s  mentioned previously, chips from the altar 
that the ritual was performed on now allow 
Grimme‘s forces an even wider range, which 
explains their increased anti-railroad activities. 

As  for the people that survived the massacre 
in the Cathedral, most of them are flat-out too 
scared of what happened and too grateful to 
Grimme to speak about the incident to anyone. 

T+E ,C;K-N F&N &JME 
The Shan Fan Kumite, or martial arts 

tournament, is due to be held during Chinese 
New Years in February. It is open to anyone who 
can find the Cloud Dragon Fighting Society and 
satisfy its masters that he is capable of standing 
up to the other competitors in the ring. 

The Cloud Dragon masters are willing to let 
Westerners into their tournament, despite their 
usual lack of fighting skill or grace. However, 
they don’t like the disrespectful gweilos, and test 
them especially rigorously before admitting them 
to the competition. Once they‘re in, though, 
they’re treated with absolute fairness. 

The Kumite is a single-elimination 
tournament. Each round involves randomly- 
chosen fights, with the winners advancing to the 
next round until only one remains. The winner 
of any given fight is the last warrior standing (or 
able to fight). Maiming and killing are allowed, 
though frowned upon. Some fighters actively 
despise Occidental competitors and try to injure 
them. 

R O F € 5 - e X x ~ ~  
“Professor” Oxendine (the title is self-awarded) 

is a man with a mission-but not a helpful one. 
He started out with the best of intentions and a 
genuine desire to solve California’s irrigation 
problems. But he pushed himself too hard while 
trying to develop his hydro-reversal generator, 
and dementia took over-and worse than 
dementia. Eventually he became so deranged 
that a manitou actually took control of his body. 

The wily manitou has kept up Oxendine‘s 
work, but with a twist. Instead of pumping the 
salty Pacific back out to sea, ”Oxendine’s” 
generator, if properly built and installed in a 
quake channel, will actually pump the sea 
inland, completely ruining nearby freshwater 
rivers and lakes. Unless someone finds out 
about what’s going on (perhaps by carefully 
examining Oxendine’s blueprints, which show 
how the new generator works) and puts a stop 
to it, most of California may become 
permanently unaerable. 

If you need a profile for Oxendine, use the 
Mad Scientist archetype from Deadlands: The 
Weird West, but increase his sneak to 4, remove 
his dinero Edge and curious and stubborn 
Hindrances, and replace his flamethrower with 
the blueprints to his generator. Because he is 
possessed, consider him to be Size 8 for 
purposes of taking wounds. 

The mountain men who claim to have been 
healed by a mysterious Jesuit monk in an old 
mission somewhere in the Sierra Nevadas are 
telling the truth. There is a mission and a monk, 
and he can heal people. But trust me, you don’t 
want him to fix anything that’s ailin’ you. 

Over a century ago, when the Spanish first 
came to California, their priests came with them. 
The priests, often Jesuits, built missions for the 
purposes of ministering to their flocks and 
converting the “heathen savages.” Some of the 
most daring actually went inland, building their 
missions right in the middle of the Indian tribes. 

f + T M  &BmTO 
Father Gilbert0 Candaliero Escamilla y 

Madrozo was one such priest. He was young, 
filled with the energy of true faith, and willing 
to sacrifice anything he had, even his life, to 
spread the word of God. 

With a small group of servants and other 
priests, he trekked into the mountains and built 
a mission there to serve the local Indians. He 
didn’t have much luck, but every convert he won 
did his heart good. 

Then the aches and pains and coughing 
started. It was soon apparent that Father 
Candaliero had some sort of terrible disease. 
Consumption, cancer, whatever it was, it was 
painful, and it was slowly killing him. He prayed 
every day to God for deliverance. 

And God answered. One day as he was 
kneeling at the mission’s altar, he felt a warmth 
as of fire filling his entire body. It only lasted a 
few painful seconds, but when it was done, all 
his other pains were gone. God had cured him! 

A s  the padre soon found out, God had done 
more than just that. God had granted him a 
fraction of that healing power to cure the 
injuries and diseases that afflicted men. 

Word soon spread of Father Candaliero’s 
powers, and Indians and settlers alike came to 
the mission to be healed. But when those who 
were healed seemed to die early, people 
eventually stopped coming. One by one, the 



mission’s inhabitants died off-but not Father 
Candaliero. He stayed almost a s  young as ever, 
aging so slowly that wrinkles could barely be 
seen on his face. He figured it was something his 
healing powers did for him. 

Eventually Candaliero was the only one left at 
the mission, alone but not lonely, waiting for 
more penitents to come seeking healing. But no 
one came, since the mission had purposefully 
been forgotten by anyone who’d ever gone there. 
Something about the place no longer seemed 
right. 

FTleIq&LL_IFE 
Year after year, Father Candaliero lived and 

waited. Then new men came to the mountains: 
Anglos, hunters, explorers, men seeking gold and 
something called ghost rock. Sometimes they got 
hurt and found their way to the mission or 
Father Candaliero found them, and they were 
healed. Father Candaliero, apparently now in his 
late 50s, is hoping that a new wave of prosperity 
is coming to the mission. 

What Father Candaliero doesn’t know is that 
he’s being played for a cosmic patsy. Whatever 
healed the disease he had, it wasn’t God. It was 

Satan, or the manitous, or something decidedly 
less benevolent than even the Old Testament 
God. It cured him, granted him immortality, and 
gave him healing powers-but at a price. 

actually using dark powers and imperilling that 
person’s soul. (His is already long damned, 
though salvation may be possible because he 
has not knowingly done anything evil.) The more 
healing Father Candaliero provides, the more the 
victim‘s soul is twisted, and the more evil the 
victim eventually becomes. 

he does, it is in hundred-year-old Spanish (or 
Latin), so he may be hard to understand. His  
mission does not change location, a s  Lacy’s 
story implies, but instead is well-hidden in a 
pine-filled vale in the Sierra Nevadas. 

When Father Candaliero heals someone, he is 

Father Candaliero almost never speaks. When 

R ? O W L E  
Corporeal: D:3d8, N:3d10, S:3d8, Q:2d10, V3d10 
Climbin’ ld10, dodge 4d10, fightin’: brawlin’ 4d10, 

shootin’: pistol 4d8, sleight 0’ hand 2d8, sneak 
6d10, swimmin’ ldl0 

Mental: C:3d8, K:2d8, M:4d10, Sm:3d6, Sp:3d8 
Academia: history 2d8, faith 4d8, language: Latin 

3d8, language: Spanish 3d8 
Terror: 6 (only when his true nature is revealed) 
Special Abilities: 

Immortality: Father Candaliero cannot die of 
old age or disease. Only wounds and 
injuries can kill him, but even those he 
heals at a vastly accelerated rate (1 wound 
level per round). He cannot heal damage 
from hexes, miracles, or sacred objects at 
this rate. Those he heals normally. 

Healing Touch: The priest’s touch heals 1 
wound level per round, but for each wound 
healed, 20% of the victim‘s soul becomes 
corrupted. If Father Candaliero heals five 
wounds or more, the victim is eternally 
damned, with no hope for avoiding his fated 
downward spiral into evil. Otherwise, 
powerful hexes may be enough to reverse 
the effect, but with a great effort and 
sacrifice from the victim. In game terms, a 
hero‘s dementias and other evil tendencies 
are ever so slightly exaggerated, and if the 
healed character has faith, that Aptitude is 
reduced by -1 level (to a minimum of 1). 
However, any suchfuith lost is restored if 
the character helps solve the mystery 
behind Father Candaliero’s immortality and 
provides Father Candaliero with a way to 
atone for his occult powers. 

Gear: Anything from the mission. 



Lacy’s guess as  to why the Rangers aren’t 
paying much attention to Oklahoma is 
accurate-they’re happy to let the Marshals deal 
with the territory’s criminals for now. Also, 
Oklahoma’s a good source of information for 
them as it is. They have some undercover agents 
in places like Perry, and coming in and upsetting 
the applecart might make it harder for them to 
learn things. 

BUY” 5 T L R = F  
The Update’s estimates on how the war is 

affecting prices are pretty much on target; 
Marshals should adjust standard prices to reflect 
this. Some goods may not be available at all in 
areas where fighting occurs frequently (like 
parts of Kansas). Soldiers, irregular or otherwise, 
tend to take whatever they need to survive, 
leaving little to be purchased by paying 
customers. 

€$n+ b&3Kx5 
The Indians that Deputy U S  Marshal Smith 

and his Pinkerton friends killed were allies or 
perhaps servants of the enigmatic Raven and his 
followers, the Last Sons. In the hope of stirring 
up trouble between the Sioux Nations and the 
United States, Raven recruited these braves and 
sent them out to plunder, destroy, and wreak 
havoc. To make them a more terrifying force, he 
bonded each one with an angry stone spirit. A s  
a result of this bonding, their skin was turned to 
stone. They’ve proven so good at their assigned 
duties that Raven is planning to create more 
soon wherever he can find willing volunteers. 

Deputy US Marshal Smith is very interested in 
getting to the bottom of this mystery. His  other 
duties have kept him from investigating further, 
but he’d be willing to pay a small reward out of 
his own pocket to anyone who finds the 
answers he wants. 

The earth warriors are both stronger and 
tougher than a normal human being. The stone 
spirit bonded to them increases their Strength by 
+1 die type, and they gain +2 points of Armor 
(which do not protect the head). However, they 
also become a lot heavier-subtract -2 from the 

Pace of any horse they ride. Stony skin doesn’t 
decrease their reflexes or personal running 
speed, but the warriors do lose their ability to 
swim, and they drown if they fall in any water 
which is over their heads. When an earth 
warrior dies, his stoniness immediately fades 
away, leaving him looking like a normal human 
being. 

Corporeal: D3d8, N:4d10, S:3d12, Q:2d8, V2d12 
Bow 4d8, fightin‘: brawlin’ 8d12, horse ridin’ 2d10 
Mental: C:2d6, K:2d6, M:4d8, Sm:3d6, Sp:2dlO 
Overawe 5d8, trackin’ 4d6 
Size: 7 
Terror: 6 
Special Abilities: 

R O R E  

Stone Skin: A earth warrior’s rocky skin 
provides him with 2 points of Armor, but 
this Armor does not protect his head. 

Gear: Bow and 20 arrows and a knife. 

~ ~ a w - r e b m ~ Q s 5  
The broken mirrors in Jayhawk Flats are the 

work of a Confederate huckster named Jeremiah 
Bass (no relation to the outlaw Sam Bass). He’s 
been an active “border ruffian” for a few years 
now, along with his brother Richard, and has 
fought the men from Jayhawk Flats several 
times. His bitter hatred for them and all other 
Jayhawks only deepened when one of them 
killed Richard. 

Jeremiah, at once wracked by sorrow and 
burning with rage, decided that there had to be a 
way to get revenge on every single person in 
Jayhawk Flats. His hexslinging powers weren’t up 
to it, though, so he took a step down the path to 
damnation that he now wishes he could take 
back: He made a deal with a manitou. Rather 
than simply dueling it for power, as he would 
when casting a normal hex, he actually 
negotiated with it, agreeing to give up his soul 
(for the traditional seven years) for the power to 
curse everyone in Jayhawk Flats. Then he used 
that power to shatter all the mirrors, thus 
inflicting seven years’ bad luck on all of the 
town’s inhabitants. 

dt&T 6BhCIAD 
The first two victims of the bad luck have 

been Thomas Merritt and, ironically, Bass 
himself. Merritt had the back luck of being near 
the “epicenter” of Bass’ attack, causing him to 
soak up enough magical energy to make him 



seem suspicious to the Pinkertons. They 
interrogated him in their Star Chamber in 
Denver, but determined that he was innocent. 
They gave him the money to buy a train ticket 
home. Unfortunately, his bad luck took over 
again, and he didn’t get back on the train in time 
after a stop in western Kansas. He’s now trying 
to get home by hoofing it and catching whatever 
rides he can. He’ll be lucky to make it home 
without getting eaten by something-and you 
know what his luck’s been like lately. 

Bass is in even worse shape. He’s calmed 
down and realized what he’s done, and 
desperately wants out of the deal. He does 
anything he has to, even ask Yankees for help, if 
it will restore his soul to him. Unfortunately, the 
only way the manitou would agree to give back 
his soul is if every JFer affected by Bass’s hex 
asks it to! 

Trn€W&+ Bb5.5 
Corporeal: D:4d8, N:2d6, S:2d6, Q:3d8, V4d6 
Fightin’: brawlin’ 3d6, horse ridin’ 2d6, quick 

Mental: C:3d10, K:3d10, M:3d12, Sm:3dl2, Sp:3d6 

draw: pistol 2d8, shootin’: pistol 2d8, shootin’: 
rifle 3d8, sneak 3d6 

Academia: occult 3d10, area knowledge (Kansas) 
2d10, bluff 4d12, gamblin’ 4d12, English 2d10, 
tale-tellin’ 2d12 

Edges: Arcane background: huckster 3 
Hindrances: Intolerance (Yankees) -3, cursed (to 

lose his soul in seven years) -5 
Hexes: Corporeal twist 3, helpin‘ hand 3, hunch 

2, Kentucky windage 2, phantom fingers 2, 
private eye 2, soul blast 3, Texas twister 3 

Gear: Colt Frontier, Ballard ‘72 rifle, 30 rounds of 
ammunition for both guns, horse, one copy of 
Hoyle’s Book of Games, arcane paraphernalia, 
and $200 in Confederate money. 

lu‘rLD/w_L;tcyo5€5 
Lacy is right to be suspicious, since Wild Irish 

Roses is indeed too good to be true. They’re not 
spies, though; they’re something far more 
sinister-baobhan sith (bavan-shee), a vampiric 
Irish monster. Baobhan siths look like beautiful 
young women, and they use their good looks to 
lure young men into their clutches so that they 
can drink their blood. Then they steal their 
victims’ money and possessions. 

This particular group of baobhan siths fled 
Ireland when a demon-hunting priest got too 
close for comfort, using their loot to finance 
passage to America. (At your option, they may 
even have sailed on the same ship as  Hugh 
O’Farrell and his daughter Colleen.) They decided 
to settle in Dodge City in the hopes that the lax 
atmosphere would allow them to ply their trade 
without significant interference or fear of 
discovery. 

&COD BTWF+5T 
Baobhan sith need blood to survive, but they 

do not have to drain all the blood from a man to 
get enough to live on. The ”girls” at Roses make 
do by taking small sips from their customers 
while they are in the throes of passion. If one of 
them occasionally goes too far and kills a man, 
the body can easily be hidden and a cover story 
concocted. 

Baobhan sith have several weaknesses. First, 
they dislike sunlight, though they can tolerate 
daytime if they stay in the shade or cover up. 
Second, they are repulsed by iron. They stay on 
the other side of the room from their customers 
until they take off any guns they are carrying. 
(They claim to be afraid of guns as an excuse.) 
Third, they are also repulsed by salt. 



B~B-P-+J 5T+L 
Corporeal: D:3d6, N:3d8, S:4d6, Q:3d10, V2d12 
Climbin’ ld8, dodge 3d8, fightin’: brawlin‘ 3d8, 

Mental: C:2d8, K:4d6, M:2d8, Sm:3d6, Sp:2d6 
Language: English 2d6, language: Gaelic 2d6, 

Size: 6 
Terror: 5 (only applies when true nature is 

Special Abilities: 

sneak 4d8 

ridicule 4d6 

revealed) 

Drain Blood: Baobhan sith can drain 1 point 
of Wind worth of blood from an 
unsuspecting or helpless human per round. 
It does this by touch. The victim cannot feel 
the drain, and no sucker mark or puncture 
wound is left behind. However, someone 
watching the couple may notice blood 
dripping out of the victim. (This requires an 
Onerous (7) scrutinize roll.) 

Undead 
Vulnerability: Baobhan sith do not like 

sunlight, preferring to be active at night. In 
direct sunlight, they are -2 to all rolls. In 
indirect sunlight, such as  the shady porch 
of Wild Irish Roses, they are -1 to all rolls. 

Vulnerability: Baobhan sith cannot stand the 
presence of iron or salt. If they touch these 
substances, they take 1 wound per round to 
the part of the body touching them. 

~ E R D  ~UIIE M c ~ c + ~ a  
Invention? What invention? 
Weird Willie’s not really quite as “eccentric” as 

he seems. Although he is not exactly what you’d 
call a stable, “normal” person, he’s no lunatic, 
either. If anything, he’s crazy like a fox. He’s been 
living in Dodge for some time now, making 
minor use of his tinkering abilities and carefully 
cultivating his image for eccentricity with stories 
such as  the one about the steam-powered cloud 
peeler. But he had a reason for wanting to seem 
crazy: an elaborate con game. He’s been planning 
this “invention most spectacular” scheme for 
some time now, and it’s working perfectly. 

A number of businessmen, as  well as  military 
officials from both governments, have come to 
see his “Jupiter cannon” powered by artificial 
ghost rock. Each of them has invested 
handsomely in his project, and he’s built up a 
nice-sized bank account (though he’s kept about 
half his money carefully hidden at his home). 
When he feels he’s milked the scam for all it’s 
worth, he’s going to take all of his money and 
hightail it for parts more hospitable. 

If you need stats for Weird Willie, use the 
Shyster archetype (The Quick 6z The Dead, but 
replace all of his Deftness Aptitudes and 
disguise Aptitude with tinkerin‘ 2, shootin: pistol 
1, and dodge 3. 

T+E -&LO 
The Buffalo Man is, as the Indian tribes say, a 

guardian spirit of the buffalo. The constant 
slaughter of the buffalo by white men looking 
for thrills or to clear off the plains to make 
running the railroads easier has caused this 
spirit to assume corporeal form in the Weird 
West. 

The Buffalo Man lives only to avenge and 
protect the buffalo, and he continues to kill 
white men (and their cattle) until the killing of 
buffalo returns to a more manageable level-say, 
not much more than what it was before the 
white men came. 

It drives Indian hunters away from buffalo, but 
it does not kill them unless, like the whites, they 
kill buffalo gratuitously (not because they need 
meat or supplies, but just for fun or to get them 
out of the way). As  long as the slaughter 
continues, the Buffalo Man continues to get 
bigger, stronger, and meaner. Buffalo hunters 
beware! 

R O W E  
Corporeal: D4d8, N5d12, S5d12, Q:3d10, V4d12 
Fightin’: brawlin’ 8d12 
Mental: C:3d6, K:3d6, M:4d10, Sm:3d6, Sp:2dlO 
Overawe 5d10 
Size: 8 
Terror: 8 
Special Abilities: 

Fists: STR 
Pace: 24 
Charge and Trample: The Buffalo Man has a 

special fighting maneuver in which he runs 
his opponent down and tramples him. He 
needs about 30-50 feet of room to build up 
enough speed to do this. The charge and 
trample does normal fightin: brawlin’ 
damage, but the wounds done apply to all 
six body locations simultaneously! That’s 
six wounds at once, compadre. 

Harvest of Slaughter: For every 1,000 buffalo 
killed by anyone within a 300-mile radius 
of Dodge City (or the Buffalo Man’s current 
location, as you prefer), the Buffalo Man 
gains an additional die of Strength, +1 Size, 
and +1 Terror. This boost lasts until the next 
full moon. 



T+-E ~T+G€CC+C+- T O E B B  
The Stagecoach Robber is a former rancher 

named Henry Stiles. After his cattle all died of 
Texas fever, he decided to try to make his living 
another way. He used his savings to buy the 
specially-designed steam wagon that he uses to 
commit his highway robberies, and he called 
upon his love of history to design a distinctive 
set of clothes to set him apart from all the 
other, “more common” robbers raiding across the 
Weird West. 

The Stagecoach Robber’s courtesy is not an 
act. Stiles is a friendly and likeable person who‘d 
rather not hurt anyone (especially ladies). 
However, he‘s fully aware of the path he’s chosen 
and knows that sometimes he’s going to have to 
get a little rough. 

Stiles’ steam wagon is enclosed with armor 
plating, armored wheels, a special ”driver‘s box,” 
a Pace of 24, and a set of retractable ”inner 
wheels” like those on a train so that he can ride 
the rails. Because of its weight and speed, it 
uses about 25% more ghost rock than a standard 
steam wagon, so Stiles watches his fuel 
carefully and breaks off a chase if he doesn’t 
think he can catch his target in time. 

WHW 5 7 L 3 E f s  
Corporeal: D:2d10, N4d10, S:3d6, Q:4d8, V3d6 
Climbin’ ld10, drivin’: steam wagon 4d10, fightin’: 

brawlin’ 3d10, fightin‘: lariat 3d10, horse ridin’ 
3d10, quick draw: pistol 3d8, shootin’: pistol 
4d10, shootin’: rifle 4d10, sneak ldlO 

Mental: C:3d6, K:3d6, M:2d8, Sm:3d6, Sp:2d6 
Academia: history 3d6, guts 2d8, English 2d6, 

overawe 2d8, scrutinize 2d6, search 2d6, 
tinkerin’ 2d6 

Edges: Belongin’s (special steam wagon) 2, 
mechanically inclined 1 

Hindrances:  Outlaw -3, pacifist -3 
Gear: Steam wagon, Smith & Wesson Frontier 

revolver of quality and 50 rounds of 
ammunition, tool kit, knife, and a spare wheel. 

r n~~K3- r~  
Lacy is right that there’s plenty of spying 

going on in Dodge. It’s an ideal location due to 
the access it provides to both nations. A lot of 
the spies here are just passing through, but there 
are more than a few who call Dodge City home. 

Larry “Lefty” Windleman has been tending bar 
at the Occident Saloon for the past couple of 
months. The Occident is favored by many Union 
sympathizers and spies. Lefty isn‘t adverse to 
supplementing his income by letting them know 
what he’s heard around town-or by passing 
along Northern gossip to Confederate spies who 
see him after working hours. 

Bill Sweeney is a ne’er-do-well who’s been 
hanging around Dodge for years. Mostly he’s just 
stirred up trouble, drank, gambled, and gotten 
into fights. Marshal Deger and his men are well- 
acquainted with him. Sweeney’s a good hand 
with a knife, and he’s taken to hiring himself out 
to spies who want to shake a tail in the most 
permanent sort of way. 

One of the lights of Dodge City‘s social scene 
is Letitia Grady, who comes from a family of 
wealthy cattle owners and married into another 
such family. They‘ve always stayed out of 
politics, but her daughter Melinda, who is 20, is 
an ardent Union partisan. She circulates 
throughout her mother’s parties, where 
Northerners and Southerners come together 
peacefully, and wheedles information out of the 
Rebs so she can hand it over to the United 
States. 

Two Hands Rising is a Sioux expatriate who’s 
taken to the white man’s ways. He often works 
with his friend Bob Sweeney. However, his real 
purpose in Dodge is to act as  an agent for the 
Order of the Raven, of which he is a loyal 



member. Whenever he can, he diverts weapons 
shipments or money to them through a contact 
in Deadwood. 

Vernon Flynn is the desk clerk at the Dodge 
House. Spies usually have expense accounts, so 
they like to stay here where the living is easy. 
Between his own hotel’s customers and the 
information he can find out from fellow desk 
clerks at other hotels, Flynn knows more about 
who’s coming and going in Dodge than just 
about anyone except the railroad conductors. 

Susie Jamison works as a “waitress” at both 
the Lone Star and Long Branch Saloons. (Hey, 
sometimes a gal has bills to pay.) She‘s a 
Southern spy who serves as a contact for other 
spies. They give her information, which she in 
turn passes on to couriers. 

5UGGMG h m T a  
Transporting and transmitting information and 

other assets (like kidnapped officers or stolen 
technology) is the main business of Dodge City 
spies. Most of the time, it’s just messages carried 
in the agent‘s head or on a piece of paper, but 
sometimes they go to greater lengths to conceal 
the information. 

Confederate spies, knowing how concealed 
paper rustles when Union men search them, 
have begun writing their messages on the silk 
linings of the jackets, which don’t rustle at all. 
Both sides have developed ways to etch 
messages (usually in code) on the backs of 
buttons, watch covers, and the like. Concealed 
pockets in coats or bootheels are another 
favorite method. 

TG-E 
Although space considerations prevent us 

from describing the competing spy agencies in 
detail, a few words are in order. The Union’s spy 
efforts are two-pronged. The official government 
agency is the Bureau of Military Information. It’s 
a part of the War Department and headed by 
Colonel George Sharpe, a cagey officer who 
fought at, among other places, Gettysburg. 

However, the Bureau is really run by his 
trusted underling, Lafayette Baker. ”Lafe” served 
the Union a s  a raider and spy himself for nearly 
10 years before becoming involved in running the 
agency. He’s still as clever and skilled as ever 
though, and he sometimes gets involved in field 
missions to keep his abilities honed. 

The Union also employs the Pinkerton 
National Detective Agency to do spying for them. 
In fact, Allan Pinkerton was the Union’s first 

spymaster early in the war. (For more on 
Pinkerton spying, refer to Law Dogs.) 

Ttc~ -5 
The Confederates have their Secret Service 

(usually just called the CSS, which they say 
really stands for “Cleverly Steals Secrets”). 
General Randolph Manville is in charge of the 
CSS. He runs things with an iron hand from his 
office in Richmond. He’s said to review every 
report that crosses his desk and to know more 
about Union troop movements than the generals 
in the field. The CSS is particularly adept at 
gathering information from Northern 
newspapers, since the Union government 
basically does nothing to stop them from 
printing sensitive information. 

5PGjk-5 
Here are brief descriptions of a few of the 

more common spy gizmos found in the Weird 
West. It requires a thorough examination of any 
of these objects and a Hard (9) search roll to 
detect that they are not what they seem. 

BFl€Fc$-5€ C&ft€Y+ 
This is a miniature (for the Weird West) 

camera concealed in a briefcase or suitcase. It 
contains enough plates for no more than half a 
dozen pictures, and often less. The briefcase 
camera has a Reliability of 15 and uses the 
Malfunction Table below. 

&LWCTICXf 
Minor Malfunction: The camera takes a poor 

picture. 
Major Malfunction: The camera takes no 

picture and ruins any remaining unused plates 
in the camera. 

Catastrophe: The camera takes no picture and 
ruins all plates in the camera, or it breaks in 
such a way a s  to expose its use. 

h O ‘ m r G  P C X I e T  b/+TCU 

explosives to make it the equivalent of a stick of 
dynamite. It is activated by depressing the 
handle on its top several times. 

Two presses turns it into the equivalent of a 
hand grenade (it explodes upon contact when 
thrown). Three presses turns it into a time bomb 
(the amount of time until the explosion is set 
with the hands of the watch). The watch has a 
Reliability of 17. 

A common timepiece packed with enough 



&LwcTIa/ 
Minor Malfunction: The watch explodes, but 

divide its final damage total by 3. 
Major Malfunction: The watch fails to 

detonate. 
Catastrophe: The watch blows up in user’s 

hand for full damage. 

f & N  Gj&5 % T i 3 3  

at bay. This fan, which conceals a one-shot, 
knockout gas spritzer, is a good close-up 
weapon for female agents. It delivers a dose of 
slumber gas (Smith 6z Robards), but it cannot be 
thrown, and it can only affect one person. 

Ladies often use fans to keep flies and odors 

*€ K?EE 
This is a small, very sharp blade concealed in 

a shoe. When the wearer taps the shoe’s heel 
just so, the blade pops out of the front of the 
shoe, turning an ordinary kick into a deadly 
attack (or providing a way to cut through ropes). 
The knife is Speed 1 and does STR+2 points of 
damage. The TN for any attacks with the knife is 
at +2 (it is awkward to use) unless the character 
has the fightin: shoe knife Aptitude. 

CM5&Wrn 
Chris Madsen is every bit the tough lawmen 

that Lacy makes him out to be. However, he’s a 
fair, just man all the same. Only the worst 
lawbreakers see his really bad side. If he needs 
help, he can call on Bill Tilghman and Heck 
Thomas, and they come running. 

R O W E  
Corporeal: D4d8, N:3d12, S:2d6, Q:3d10, V3d8 
Climbin’ ld8, dodge 3d8, fightin’: brawlin’ 4d12, 

horse ridin’ 4d12, quick draw: pistol 4d10, 
shootin’: pistol 5d12, shootin’: rifle 4d12 

Mental: C:3d8, K:3d8, M:3d8, Sm:3d8, Sp:2d6 
Area knowledge: Kansas and Oklahoma 2d8, guts 

2d6, language: English 2d8, leadership 2d8, 
overawe 3d8, scrutinize 2d8, search 3d8, 
streetwise 2d8, trackin’ 2d8 

Edges: Law man 3, nerves 0‘ steel 1, “the stare” 1 
Hindrances: Enemy (outlaws) -2, obligation 

(serve Perry as  lawman) -2 
Gear: Double-action Colt Peacemaker of quality, 

.44-40 Winchester rifle, 50 rounds of 
ammunition for his guns, quick-draw holster 
for revolver, rope, horse, and a gold badge. 

T+E &E+T -FBT M ~ D  
The Serpent Mound is an Indian burial site. In 

fact, it was there when the Indians arrived. They 
don’t know who made it, and refer to its builders 
only a s  “the Ancients.” 

They’re not sure what’s inside either. They’re 
afraid to dig into it. Every now and then, an 
Indian shaman somewhere in the Confederation 
has disturbing visions of what would happen if 
anyone violated the mound. 

According to these visions, those who dig into 
the Mound may uncover great riches, but they 
won’t live long enough to enjoy them before 
some unknown horror tears them to shreds and 
feasts on their screaming souls. Then this thing, 
whatever it is, begins preying on the Indians. 

QVM G T-H-E MCMD 
Unfortunately for the Indians and the folks of 

Perry, not only has Brunner’s attention recently 
been drawn to the mound, but so has Raven’s as  
well. He‘s beginning to look at the mound in the 
same way he looked at the rock paintings out in 
California that he ultimately used to cause the 
Great Quake. Releasing the mound demon would 



cause many Indians to die, but even more white 
men, so it might be just the project for him and 
the Last Sons to take up next. 

T+E -&+~-r 
The haunt that’s stalking the mines of 

Tallulah is indeed the ghost of Big Jim Frazier, 
but its motives are not those that Lacy O‘Malley 
suggests. Big Jim caused the cave-in that killed 
him as  a way of committing suicide when he 
found out that his boss Pelton and his pretty 
young wife Sarah were having an affair. Now his 
restless shade takes out its rage on anyone it 
can find, able to know no rest until Pelton and 
Sarah are dead themselves. 

The haunt’s initial victims were miners who 
were unlucky enough to cross its path. Most of 
them were Pelton employees since the haunt 
was still tied to the place of its death. However, 
with each death it grew stronger until it was 
able to leave the Red Rock Mine and attack 
miners in other mines. It is still concentrating on 
mines owned by Pelton, since it hopes to lure 
him down into the shafts where it can revel in 
his screams as he dies a pain-filled death. But it 
needs to feed on the essence of the living to 
survive, so it takes any victim it can find. As  it 
stalks the mines, only its red eyes can be seen 
until it steps into the light of a lantern and 
attacks. 

For the haunt, use the statistics for a night 
haunt (see Deadlands: The  Weird West), but it 
does not have a Bite attack. 

Y==+- 
Redbeard is an old logger and mountain man 

who’s spent most of his life in the Rockies. He 
was born there to a white father and an Indian 
mother, and he follows a curious mix of 
Christianity and the Old Ways. He  believes in 
God but also in many of the spirits worshipped 
by the Indians. Somehow he is able to reconcile 
the two religions and come up with a synthesis 
that makes sense to him. 

Maybe it’s that flexibility of thought that gave 
rise to his ability to relate to animals. He’s had a 
“touch” for animals most of his life. He  can 
handle the toughest horse as if it were a gentle 
mare and make the stubbornest mule 
cooperative and friendly. But since the night a 
couple of years ago when he was hit by 
lightning, he’s actually be able to talk to them, 

too. Even fierce or skittish creatures (such as 
bears, cougars, and rabbits) stop and pass the 
time of day with him. Many of them even 
roughhouse with him, or take food from his 
hand. If he were threatened, they’d defend him, 
and he them. 

R O W E  
Corporeal: D:2d8, N:2d10, S:5d10, Q:3d6, V4d10 
Climbin’ 3d8, fightin’: brawlin’ 4d10, shootin’: 

Mental: C:3d6, K:2d6, M:3d10, Sm:3d8, Sp:2dlO 
Animal wranglin’: bronco bustin’ 5d10, animal 

pistol 3d8, shootin’: rifle 4d8 

wranglin’: dog training 5d10, area knowledge: 
Colorado 5d8, guts 2d6, language: English 2d8, 
overawe 3d8, search 4d6, trackin’ 6d6 

Edges: Nerves 0’ steel 1, tough as nails 3 
Hindrances: Tinhorn (mountain man; doesn’t 

know much about how to act in society) -2 
Knacks:  Earth bond. Redbeard can use any of 

this knacks abilities without spending chips. 
Gear: Colt Dragoon, Colt Paterson Model 1836, 

and 20 rounds of ammunition for his guns. 

kw- 

The citizens of Provo, along with all nearby 
Indian tribes, have learned to leave the Uinta 
Forest alone. Outside of a very little woodcutting 
and similar uses, they do not exploit the forest 
in any way. Anyone who has exceeded these 
boundaries has been found crushed to death, 
with splinters of wood pressed into his body as  
if with great force. 

The Indians and not a few Provo citizens 
believe that forest spirits in the shape of great 
treemen killed those men-and they’re right. The 
forest spirits just want to get along with their 
neighbors, and can even be helpful at times 
(such as when children get lost in the woods 
and are subtly guided home by the spirits), but 
do not tolerate anyone violating the limits they 
have established. 

These tree-spirits are similar to the ones 
mentioned in City 0’ Gloom, but are much less 
malign. 

There are no cactus spirits. Skeeter Crawford, 
a notorious lush, died five sheets to the wind 
when he mistook a saguaro for a girl he knew 
and tried to dance with it. He was too drunk to, 



feel the spines, but not too drunk to bleed to 
death from hundreds of needle wounds and the 
effects of exposure. The other man who died as 
the result of a "cactus attack" actually fell into 
an arroyo full of cacti and died from his injuries. 
The whole "cactus spirits" scare is simply the 
result of stress. The minds of people in the area 
are beginning to feel the strain of all the fear out 
there. 

Daniels is a salt-rattler hunter, true enough. 
And as some readers might guess from the 
description of his rifle, he's a mad scientist, too. 
But he's something else: a Secret Service agent. 
He is just one of several undercover agents sent 
into Salt Lake City to keep tabs on Professor 
Hellstromme and his various business interests. 
The Union government is extremely worried 
about the Professor, so it's sent one of its "tech- 
sperts" in to monitor his activities and find out 
what he's really up to. 

Don't let Daniel's appearance fool you. He may 
be scrawny, but he's a lot stronger than he 
looks, both in body and in mind. 

Daniels hasn't had anything to do with either 
the Salt Flats Worming Company or the airborne 
worm hunters. As a result, neither group likes 
him, and he sometimes has to fend off attacks 
from them (or drive fast enough to get away 
from the ones who try to drop dynamite on 
him). Most other hunters do seem to have a 
grudging respect for the man and give him a 
wide berth. 

other crack Union agent in Salt Lake City, the 
man of 1,000 faces, Nevada Smith. Smith and 
Daniel get along rather well, and the two know 
how to contact each other in an emergency. 

Walter Jennings is considering contacting 
Daniels to recruit him for his team of "hunters," 
but he hasn't yet made up his mind to do so. 

Corporeal: D:3d12, N:4d8, S:3d6, Q:3d8, V3d8 
Climbin' ld12, dodge 2d8, drivin': steam wagon 

2d8, horse ridin' 2d8, shootin': pistol 3d12, 
shootin': shotgun 6d12, sneak 3d8 

Mental: C:3d10, K:3d8, M:3d8, Sm:2d8, Sp:2d8 
Academia: forgers and counterfeiters ld8, 

academia: technology 3d8, arts: engravin' 2d10, 
bluff 2d8, guts 2d8, language: English 2d8, 

Daniel has had a few brief contacts with the 

R0-E 

leadership 2d8, overawe 3d8, persuasion 2d8, 
professional: law 2d8, science: chemistry 3d8, 
science: physics 2d8, science: biology 2d8, 
scrutinize 3d10, search 3d10, streetwise 2d8, 
tinkerin' 4d8, trade: printin' 2d8 

Edges: Arcane background: mad scientist 3, 
belongin's (steam wagon and "Mathilda") 4, law 
man 3, rank (US Secret Service) 1 

Hindrances: Curious -3, enemy (forgers; those 
opposed to the Union) -3, scrawny -5 

Gear: Mathilda and 20 rounds of ammunition for 
her, steam wagon, double-action Colt 
Peacemaker and 30 rounds of ammunition, 
three Rattler Detectors, worm-skinnin' knife, 
rope, chains, and $376 in Union greenbacks 

~ T H L D ~  
Mathilda is Aloysius Daniels' worm-hunting 

shotgun. He invented and built it himself. It's 
specially constructed to blast out an enormous 
amount of large shot at a nearby target. 

Daniels is careful to check the shotgun 
carefully before going out to hunt rattlers, and 
he keeps it in good repair, so he hasn't suffered 
from a malfunction yet. But there's always a first 
time. That's why he keeps his steam wagon 
properly conditioned too. 

When hunting rattlers (and he really never 
uses Mathilda for anything else), Daniels uses a 
special ammunition (another of his inventions). 
Based somewhat on the Minie ball, each piece of 
shot is has a small hollow inside it which 
contains a substance poisonous to salt rattlers 
and their kin. A rattler hit with this shot takes 
an additional 3d10 damage from the poison for 
the next three rounds. 

spreads quickly. Subtract a bonus die every 5 
yards, not 10; this is why Daniels has to let 
worms get in close before blasting them. 

Mathilda does a whopping 5d8+4d6 damage, 
has a quick draw modifier of -2, and a 
Concealment rating of 5. It's obviously a gizmo 
when you look at it (no mistaking it for a 
normal gun), and it uses the following 
Malfunction Table: 

While it does a lot of damage, Mathilda's shot 

bLRKffCXf 
Minor Malfunction: The weapon jams. A Fair 

(5) tinkerin' roll fixes the problem. 
Major Malfunction: Mispressurization. The gun 

fails to fire, and it requires five rounds and a 
Fair (5) tinkerin' roll to repair. 

Catastrophe: Overpressurization. The gun 
explodes, doing 5d8 damage to the user. 


