
A ADVENTURE OF THE 

ILK, THE DEAD AND THE A(E~ IN BETWEEN 

'

he Good Book cells us char a dec<'lll man will gi1•e 
up his life prmeccin' the mnoc.:nc from the et'ils of 
chi~ «-'()!'kl. \Veil, I consider m'iSclf a decent man, 

so I thank the L11rd e1~ cl.en that I run't ncwr m<?t no one 
11 lw tm.s mnocent • • 

Thb !!Wry began as two separare talcs; chc 'ag<• of 
Blackwater, anJ the Legend of Jm.hua Payne. Where 
che two stones meer creates a tragic rnle of crcachery 
and unarrninahlc redemption. 

Ju•t three year:. aj:!o, m 1873, ;1 .,m,11! h;md 111 ~t· 
tiers, flcemf.( ,\ war they wanced nothmi.: more to do 
with, came upon a small \•alley in wc,rcm Montana 
char was so l'-(llat~I from rhe re,c of the world that they 
were frurly cerc.11n that the war cnulJ rage on forc\·er 
ouc~1Je, and they would never ~ couched. For the 
mo-,t part, 1 hey were right. 

Once everyone gm their scakc~ planted, they ~g.m 
to set up n >mall farming and ram.h1ng community. 
That's when Gary Treadwell maJe hb discll\'Cry. Gary 
ro<le out lt' check on his herd when he spied 1he water 
hole chac wm1ld one day give the town it\ nnme. 
Three of h11> cows were lying on the gmunJ amunJ it, 
:,o he mJc 1wer to chem to cake a look. The fume~ 
commi.: from the small pond nearly· knoch-..1 him our 

Somehow, that pond was a n.1cur.1lly 1lCcurnnf.! 
sprmi.: of alcohol (well nor really "natur.11ly;" 'CC The 
Waccnn' Hole ~low). Bue nor Juq thar; '~1mc: 4u.1hcy 
m the: carrh ,1rounJ 1r <;eepcd into che liquid and _g;wc 
1c a t;Ne like norhmg else in the worlJ. Cow~ ~mg 
mrher srnp1d, they had drunk rhemsd\'e' to death. 

Being an enterprising soul, Gary qu1Lk ly realized 
ju~t how stinking rich this discovery coulJ make him. 
By rhe rime he rode hack m his house that ewnmg, he 
already had ;\ Je,ign in mind for rhe lahel llf 
"Bl;ickw;uer Special S1ppm' Whiskey." Rc.1l1:mi: thar 
he didn't have the capiral co prov1Je hmrlcs, prmung, 
<;h1ppmj:!, .1nJ aJ,•enismg hy him-elf, he let Im fellow 
mwnsfolk in on h1' Ji<covcry. Together, the} ai:reeJ to 
split the pnif1ts fwm the :;ale of chis un14uc reM1urce 
anti ~g.m formulating plans for exporcmg 1r 

That\ when Hank Ballard :.howeJ up .md thing' 
scarred tn gu :.our. Ballard was on rhe run from -.1mc 
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difficulry up m Sioux territory, and he had stumbled 
onco Blackwater. A1 fir.t, 1t seemed rhat he was gomq 
to fir in JUSt fine. I le: and Gary Treadwell ~came 
friends, as well ,is Gustav Horsrcin, the new nm n\ 
ai.:eJ ,hcnff. B.ill:ml e\·en came up with rhe 1Jca of 
rummg Bl.1ckw.1tcr mto a tourl5t anracnon. 

Just the ,,unc, howe\'er. Treadwell felt no nccJ to 

re\'eal rhe 11lC;1t11m of the .;prmg to his new friend, iusc 
m case. It was ;\ good dcci!i1on, a:. it rumcd out, 
because soon Balhud wa• angling for more ::mJ more 
conrrol uf the hu~ 1nc". His msbrence chat his ~ons he 
placed in ch;ugc of security was equally suspicious. 
Only one sh1p1m:nt (1f Blackwater Special had gone 
our when chc ocher partner opted co vote BallMd our. 

Hank anJ hi' h.1y, diJ not take kindly m ch", hut 
had lmle 'a\ m the marcer, since Tre;idwell .ind 
Ht1rsrcin b.1ckcJ up the J1,,olution of the parc:nc~h1p 
with hucbhm 

Hank 1s a \'lnd1Ct1ve man co scare: with, but w1rh rhe 
aJJicional pu'h given w him by• rhe Blackwater 
Special (see bd11ti!) he decided ro pay h1S revenge on 
the town thar had wronged him. He didn'r w::inc m Jll'l 

kill everybody, however, since he had no idea of where 
the spring wa-. or whll knew exactly where ir wa• .. Sl> 
he ~errled inw a 'Y'tem of caves in the nearby hill;, ;lnJ 
senc his .on• out ltl recruit an army of dci.pcradoc-. for 
the siege. Ballard ;mJ hb boys began a ruthle,,ly cff1· 
cienc prow-am uf hara"ment and sabotage, effecnvcl) 
cuning the mwn off from the our"de world. 

After a couple ol monrh> of this rcrron~m. the 
rowmfolk fin.ill) m;mageJ tu gcr a me.o;sage our co chc 
deaJly anJ my,tcrmu' jo-.hua Payne. 

The Hardest of Men 
Joshua Payne wa .. tmcc just another solJicr serving 

the U nion. Ot cour,e, hack then he wcnc by ;i differ· 
enc name. The f1rsr cnmbat he saw was ac Anticrnm. 
when he rumcd c,1.t ,md ran. He kepc on runn111g. 
Oirching his uniform and changing his name, he knew 
there was srill tme chmi: he couldn't gee awa) from: hr, 
fear. He rca'lm1..J th.11 the only way to put h1 .. fear (ilnJ 
his "hame <H dc,crcini?) ~hmd him was co bani'h chc 
reasons for that fc.1r. 

He wa. afr.11J of combat ~cause he didn't w,mr lll 
Jic, and he w;h f;urly cercain he would, smcc he could-



The Devil You Know 

n 'r fight h" \\ ay our of an onion 'km. So he began tu 
rram h1m~lf m che lerhal am of rhe gumlinger, always 
focuo,mg on ;1nything chat woulJ keep him alive that 
much longer. When he thoughr he had advanced m 
the point where he shouldn't he rifrai<l anymore, he 
emh.lrked un <1 cesc. H1: went huunry hunting <1fter a 
han<l1t \\ho had run into the Smux-contmlled 

Dakoras. 
When he finally cornered ht~ prey, he founJ the 

fear still then:, anJ tt paralyzed ham. W11h hi> hounry 
high-[ailing 1t mvtly and a bullet in his leg, Payne felt 
his life seeping out into the snow ;ind he fe lt more 
afraid than he h,1J hecn in the foce of the Confederate 
cannons. 

Jo.sHUA ~E 
Joshua Payne is a m1gic figure who could have been a hero if he had made a <lif­

ferenr choice in life. And he knows it. Despite his "gift," fear scill rules hb life, buc 
nor to che cxtcnr chm shame doc:.. He never drink , churning that he must remain 
'>tcady at all times in case of trouble. The truth is that with che slightest bit of alco­
hol m him he gcb rhe .. hakes ~methmg horrible and can't even bear to ee his own 
shadow. 

The picture the resc of the world secs is much different from the true man. He 
talks quietly, wirhouc ever needing to ra ise his voice. His face is almost always 
expressionlcl>~, although he Joe have a cemper. When he's in combat, he is a ruth­
less machine, carefully taking aim for a full action and making called shoes to the 
head, never once dodging or caking cover. 

The pasc monch and a half has brought a di curbing revelation m him, bur he 
refu e· co believe it as yet. The time he has spenc in Blackwater is che mosc he has 
spent in one place in several years, and che accidents keep happening, and people 
keep dying. Pan of his hrain has figured our that about one person has died each 
rime he would have hcen killed in a gunfight, but the rest of his brain won't admit 

Payne i~ fi\ c feet eleven inche,, •~ m ht late thirties w1ch prematurely grey hair 
and pale blue eye!'! char seem m -,cc chc deaths of anyone he\ peaking co. 

Profile 
Corporeal: D:4dl2, N:3d10, S:4d8, Q:4d l 2 (4dl2+6), V:2d8 
Shomin': P1srnl 6J 12, Shomin': Rifle 3d l 2, Quickdraw 4d 12 +6, Fightin': 

Brawlin' 4JIO 
Mental: C:3J6, K:2Jl0, M:3Jl2, Sm: 3d6, Sp: 4dl0 
Overawe 4J 12+4, Persuasion 2d 12, Bluff 5d6, Gub 2J 10 
Edges: The Vmcc (threacening), The Stare 
Hindrancei.: Night Terrors 
Gear: Two pearl-handled Peacemakers, fascdraw ho lstcr:­
Special Abilities: 
"Champion of the Innocent": Payne cannot be k1lleJ hy any normal or magical 

means. An~ nmc .,omcrhing would Jo damage co him, che -.ame amounc of d;1magc 
., in read c.hannclleJ co an "innocent" person wirhm a fi\•c mile radiu~. This dam­
age docs nor appcM rhc same way as Payne's damage should have appeared; a bul­
let wound docs not show up as a bullet wound, for instance. Instead, some bizarre 
accident occur:- which docs the same nmount of damage. This will affect the same 
"innocent" unt ti they are demi or they move ouc of range, <lt which point the effect 
moves on to rhe next person. 

By the rem'' of the curse, the most innocent are chmc rnrgcced first. Someone 
who has ne\•cr Jone anything selfish or wrong in che1r lives•~ rhe first choice. Next 
down the line would he someone who is completely uninvolved in the ii;5uc being 
fought over. After chm comes anyone noc involved in the presenc bactle. Finally, if 
che only people for five miles around arc chose involved in che battle, then the 
damage will he transferred co a random combatant ocher than Payne or the person 
who inf11cccJ 1r. The only wa~ our of the curse is m finJ an innocent person in the 
\'tcinit) and "kill" chem. The damage would be transferred as an "accident" and kill 
Payne instead. 

It \\,l' nC1c his fare to <lie m chc Dakoca , 
however, l'C(.<llbC he w~ fnunJ hy an aged 
sh<1mJn, Grey Hills Bear, who ,,wed him and 
nurseJ him hack co health. Over tht: next sev­
era l months, Grey Hills Bear anti Joshua 
became good fnenJs and haJ tn;'lny adventures 
cogether And each time )lhhua foceJ death, 
Grey Hill" &:ar would reach ham how to deal 
with ht' fc.ir a ltrrle more. 

During the course of one of 1he'e ad\'en­
rures, Pa) nc .md Grey Hilb Be,1r r.111 afoul of a 
parttcul;irly nasty gang of thug' m rhe employ of 
Hank B.1ll,1rd. During a dbpule llVer mining 
right:., 1hc B<lllarJs kiJnapped Grey Hills Bear 
and held him hostage againsc Payne, ordering 
him to h,u;J.. off or the olJ man woulJ be killed. 

Grey 11111, Bear had <lone ,1 lot of gooJ in his 
life; enough co make certain man1rou' annoyed 
with him. One of these decided to have some 
fun at hb expense. le approacheJ Payne in the 
body of unc llf the hired guns hl· haJ recently 
killed anJ made him an offer. The manitous 
a ureJ Payne char no matter what happened, 
he \\'oulJ not he kiUeJ when BalhuJ\ men shoe 
at him. 

[)c,pcr,He to help his frtenJ, yet 'till afoud 
of death, Payne agreed, hoping he would figure 
a way nut of whatever payment the spim 
required. The malevolent hcing pl;iced ics "gift" 
upon che ymmg man and Pa)•ne raccJ off co his 
friend's rescue. 

Ballard himself had alr1:a<ly left for green1:r 
pa cure,, hue h.1J onlered hb men to hold Payne 
off for a little while more whtle he maJe hL' 
escape, or to kill him if they coulJ. 

In the b<ltrle rhat ensueJ, P;iync w;is hit hy 
exactly twenry-cighc bullecs, enough to kill him 
many times over. But none of rhe shms even 
maJe ,1 mark. PuZ21ed but thankful for chis phe­
nomenon, he waded through the henchmen. 
Leavinl? a rratl of ho<l1e m hi' wake. Payne 
finall) found Grey Hills Bear in 1he c.1ve where 
he haJ hccn held. The shaman w,i.. dead; killed 
by falling rucks from the m.1f of the cave. Payne 
Jidn't realize tt, but the numher 1l rncks that 
hit the ~h<iman was 28. 

With tht' Phyrric victory ~raining hi o;oul, 
Payne lefc rhc Dakotas and hcl!an wandering 
the Wc,r, m;iking his way a' a gunfighccr for 
hire. He never nm1ce<l chat wherc\'er ht: went, 
folks haJ a rendency to <lie m freak acc1Jenr>. 
But some fo lk!> J1d. 

Over the years, a sore of legend grew up 
around him, ;md he hecame known co che 
Sioux ;l The Man Who Can Have No Brother. 

The Waterin' Hole 
Now iu~r whar is all the fu" abouc in 

Black\\arer anyhow1 Well, no one m town, llr 
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Sometimes Dead is Better 

ewn tlw. ,1Je of che gravey.m.I km\\V' th1,, hue ;1hour 
MX yeari. ago, ,1 fd l.1 hy the n;1mc 11f Thoma' "Thir,ry" 
Ouchrec wa' rm,pccrmg m d1e'c h1lk He \1'a' ntlt 
alt1nc, bul neither w,1, he \'cry popular. Th1r,ry 
Guthrce haJ a repur.umn ;1n111ng rh1.: nthcr pw,,pccwr5 
for getrmg falling Jown Jrunk while \n1rk111g. This wa, 
amu,mg at fir,,t, then annuymg, then Jangerou,, '>mce 
he woulJ occa~11m,11ly kn1x:k 11\·cr .1 mmc\ 'urixirt 
I-cam, or light the fu-c un the wrnng .. nlk 11f Jyi1am1te, 
ur Jror an ore f>ucket 1111 'omcf>lxly•\ he.1J. He w<is run 
our of e\•ery pro,1~c.:1mg l\1\\n ,mJ cimr m !1.lnnran.1. 

Finally, Guthrcc dcc1Jcd he didn't need anybody 
ebe anyhow. He wandered for ,1 few J,1y, unril he came 
urxm a valley wh..:re rh..: 'urrmmJmg hill' were mldlt:J 
with c<ivc>. Figuring hc'J J11 <1 littk• pm,recrmg rherc, 
he set up cmnp at one of rhc m.my• w;Hcring holes m 
the valley. 

Nnw a m.m whn wmked <1' harJ ,,,, Thir,ty J1:,,crve5 
<1 lm lc libauon cwry now :mJ then, .md Gmhrce w:is 
a very de,ervin' ~rnd one p;m1culnr night. He got ~o 
drunk thac ho.: didn't even nmice when he fo ll inro rhe 
watering hole. A' Thnmti.. Gurhreo.: drowned, he 
cursed hb life, he cur,cJ h1' Jrinkm', .11111 he cursed his 
fellow miner~. Bue m1ht of .111, he cur,cJ the wmld for 
nm hem' Jll'>t <• little hu nKcr c11 h11n. Ht: wbheJ 
e\•eryone woulJ km1w wh.1t it \\il' lake m he him; a 
greedy liccle m,m who couldn't get .1 h<1ndle on his 
li<1u11r. 

Well, m1m1ally, th1' p.uhem .111J ,,1d 'hlf) would 
end here But th" 1' thl.' Wl.'trd \Xfe,t, and 'mcc when 
do thing, end nnrmally ! One 11' them pc,ky M,m1mu 
Jectded m mJkl.' Gmhrl.'I.'\ ln't w1,h ..:11ml.' rrue; atccr a 
fa,h10n. Guchree\ hlo.11ed corp'e ,,mk mto the \\'<ltl'r 
and then cot wl.'dced mto <1 Lre\ Kc Jeer .H rhc hoc­
com. The ~ l.m1rou ch<m)!ed t hi: 1\ .Her mt11 \\ h1,key 
and placed a cur'e on 11. Any1111e \\ hn drank more 
chan a full hl1rrle of rlw, 'ruff\\ 1rhm a week nel'd!> to 

make a hard (9) Spam chctk. If tht· dicck "f<1ileJ, 
they pick ur ,1 Mild I lankcnn' f11r rhi- 11nc type of 
wh1~key. Wor,1:, once .1 per-11n h.1, ,1 1-fankenn' for 1c, 
they gel greedy <1h11ut it; rhe \'ictim will w,mc w ensure 
that he alway; 1\ ill h.1ve ,1 'lll'PIY nf the wlwkey. 

Once n vicnm ha, come dmvn wirh thts 1m1lady, he 
cannot he cured unleo'> the cur'e 1' lihed. The on ly 
way co lift the cur'e is 111 dive mr11 rhc whi,key (nm an 
e.Thy thmg w do), find Gurhret·\ h111.ly (n1ccly pickled 
hy now) and remove it, )!l\'111).! 1r ,1 pr.1po.:r hurial. If che 
hody b removed, the \I .irerm' h11k cu rm hack mto 
\\'ater, hut ,111 uf the lllr'e \•1cnni- .. nil have a 
Hankerm'. The cur'e will ne\er h" cnmdy lifted until 
he u, g1vcn <I rr•11~r hun.11. 

lHAPIE" ONE: 
~IAGE 10 
NoW'HE"E 

The story t>pen' with the l'll"C he,1dmg for Burce, 
Moncan<1 for >11mc rea,on. I 1 dne'n 't rc;1lly matter what 
char rea;on 1,_ just 'o long ,,., ewrynne " un chc sragc 
hearing them therc. The p11"c 111<1y know each other 
or nor, hur a long ~t;1gccoach mk· ., ;m 1Jc,1I place w 
make introductkms. 

The posse is on rhe rnnd w Bun<.', riding in H 
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weathered 'tagec11,1ch w1rh an even m11re weachcrcd 
driver. Allow diem r11 make che1r mm11.luu111n,, get Ill 

argumenc' or hral!cmi: c11nte't- 1f 1hey like, rhen h1r 
them wich che next event. 

Read or p.1r,1phroi-e the tollow mg: 
You hear a hmd b..m.i: wul 1/ien « Jn crm:k rluu ~11111W.... 

like a small exploswn Thi.! uur of 114: mtgl!cuach ,11Jd.!nl;. 
drops Ill rhe J:Tlllllld 1rnh a />imt.!·C!'llCkm' ~"Tt1sh. fou'u 
dragg.td for a shori dmanct.! f11r1hl'r ~fort! iht.! lutntl'I~ for 
rhe Cl'am sna/1s, kauns: ;.1111 muns: m rho! u'T"ecka.l?'l'· 
E WI") /ioJ)• makl' a \ 'is:ur roll 

Anyone who f.111' tl1 !.!Ct ,1 5 or hcner on the Vigor 
n.>11 rake, 2d4 d.1111 ige frnm the cr;i,h, w .1 r.mdom 
location. Afcer fiilk,'ve i:nrhert•d their 'en'e' and 
clamlicred our llf the ,c,1141.', de,crthl· I he 'cene rn rhem. 

You step ow mw thl' /me aft<!mocm mn and WI! the 
ream of lwrses gl.lllopms: awa:;; m full W!clm, lrkl' thl.' tle1•1/ 
himself was lashm' che wh1/1. \X/1111dl'ring ll'lilll hl'came 11f 
rhe driPcr, you luuk ar 1hl' sectr lie had 



ho!.:n oc:cup;im '. 
Ho! am '1 1ho:ro!. bur 11 

cU>o!m't rake wu Ion~ w 1p111 hun. He\ l:;m' un the 
ground about a do<;en or ~o )tlrcl.1 l><rck. A t/urck 1m/>ec:rion 
reveals il1a1 he musra landed head first on a rock: he's dead­
er tlum Lincoln. 

If .my1mc inspccr- the 11at.:nn, the\ JN.:over thar 
one of th1· 11 het:b h<L' ~en completely 'harcereJ. 
There .ire no repair supphe, nn hoard Lhe cv.1ch. 

If ,myonc thinb t11 rcmcvc rhe hor._c,, rhcy'll have 
fl tlifficult 1 ime l>f iL, smce the sound 111 1 he whet:! 
explu<ling when it hie a nick hri< spooked them some­
rhin' f1erLc. FiN they h,we w carch up w rhe hor"e" 
by makmg .1 H.uJ (9) Qurd.nc-.-. wit to he.111 chi.! ceam 
off <1r che ncxr curw. Then. Lhey need w m.rkc <l Hdrd 
(9) An imal Wranglin' mil ru c<1lm them down. 
Another, less humane w;1y co h<ilt rhe temn wmrld he 
co just <hom one of the hnr,cs, a llowing rt> wcrghr on 
the h.1me'' m ~top the mher hor•e>. They wall Hill 
need rn ~ c,1lmt!<l do11 n, hm th1,, ttmt: 11 w11uld rake: an 
lncrt!d1ble ( 11) rnll. 

The Devil You Know 

At d11s pornt, I!.!! rhe posse know rh.u sundown " 
jlN ;i few hour' ;1w11y ;ind they ;1re pretty ure they 
heard wolvc~ hnwling e;irlier. Thb ~huuld convince 
rhem co :st:ek 'helter. No matter 11 hac J1recrinn they 
tr.tvcl, g11 on w the next Chapter. 

Bounty 
For survi1•1ng the chaptt:r, lll"- nne Bouncy p11in1 

inw chc pool. !(they manageJ w rct rievt: the h11r,cs, 
;1dd annrht'.r point. If rhey >tayeJ hehind to hury the 
drrwr, aJd another. 

lHAPIE~ J\../O: J\../0 
5 ULLEl..S 5EAI 
i"H~EE l<JNG..s 

Read m paraphra,c: 
As yu11 reach rhl! wp of rhe next lull, yolt finally see ll 

sign of cil'ili-;:awm; liremlly. There'.1 <1 sign ~lickin' u(l !llHW 
the ground un th.: ,1de of the trail cowred u'llh dm and 
dim. It's plamed '" lou• w the ground that no one m a 
swgl!wach m1111d hen. en•r ewn noaced 11. 11 sa~~ = 
"Blac:ku'tlter - 5 miles." 

If no one want' Ill tnkt: a >i<lc 1 rip Cl1 Bl<1ckw<itcr, 
remind rhe pn;.'c 1h;tr it is gc1ring J,1rk, anJ Butte '' 
,nlJ .it lt:ibt 75 mib away. 

Afcer chey'\'e 1r.11elled ahout ,1 milt: alonl! the 
cwi,cmg crad. t11 Bl.H:kwater, rhc ptl"l' encountt'r' .1 
few of Hank ft1ll,1rd\ men. Tht're art' four 11( them, 
;urnngeJ rwo m" ,,de nn either ,idc l\f 1he mad. They 
wi II wan unu I thl' po"e is bt:twt'en them and one l>f 
rhem will >tep nut tll hl1ick them, 'h111gun hdd <H hr, 
hip. The odlt'r thr1·c will rcmam hidden, drnwmg ,1 
~.1d \\'Ith their rrnc ... One to cht' fn1111 and left of the 
po,,e, the other' lll c1d1cr srdc aml heh ind them. 

Read the fol111w1 ng when d1c 111.111 >tcp" our: 
"\'(!hua 1her.:! )us1 wl!re do :wrr folk.> 1hmk yer headed?" 

The rou11h loukm' fdla traws hi5 shmgun at you and con-
111111es. ''There's nmhin' ) 'all neo!d 111 1mTry al>u111 dmm 
rh~>r.:. ;u.s1 a bunch o' upJ>l!t)' soJfomc?rs ll all. Wlh) don't 
\Ull ;11s1 mm arnrmd and head back thl! u·ay yu11 caml!. cmd 
1h1?rl! 1vrm'i b.? no m111blc." 

If che [X)>W decide, co follow rhc thug's advice, and 
tum ,1r<1und, 1mc 11f the crew, wh11 hil' he..:n <[X1tlmt.: l11r 
a ht.:hr, will fire .1 ,h111 .IC a rand<1m pt"-t.: mc:mbl'r .111y­
w,1y. If chc:y decide co fight, then g11 ahead and lei 
1hem fighr. Ourmg the fight, ont: 11f rhc: three men 
wh1> arc flring frnm cover will 1m1kc a hreak for rt I ll 
run back rn H.mk Ballard rn rer<in. Once he h.1, 
drnppcd below the r1x:b he W<b hchrnJ, rhe po"c h.1, 
nn chance <lf hntrnt.: hun or t!\'cn noucmg thac ht! ha, 
gorw unril the f1ghr '' 1wer. 

Afrer [he fight, the parcy can 4ut'>t1<m any pmon­
cr~. ,md they wil I t.:cr a ~mall portion of the wholl' 
'tory, "nee rht: thug' .He: not in on everything thac h,h 
hccn goin' on. N11 marrcr whac, thmrgh, the prr'"-mer' 
will not re1·e,1l the locatton of B,11l.1rd'~ h1d1::ouc, or 
even chat he h.1, 11nc. 

After a fow nwrc miles down the miil, they will 
fim1lly come intn view of che wwn. Ir h. a smnll cnl­
lectiun uf building' .n the mouth of .1 large valley. In 
the dMance can~ 'ccn <1 few forrm Ar the end uf the 
tr,111 mw town '' a 'mall town "'tu.ire with a canmm 
,ct m rt p.1mtrng .11 the trail. 
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Sometimes Dead is Better 

Let the pllSSe JeciJe how they wanr to encer the 
town. I ( they wish tu come in ridin' harJ and guns 
hlmin', then th is is gonna be a mighty ::.horc tory, 
since Payne wlll just gun them down without hlinkin'. 
If, on the orher hand, rhey decide w be peaceablt::, 
P11)'ne will mt:et them at the cannon and introduce 
himself. He'll welcome rhe pos~e ro Blackwater, bul 
will quickly admonish anyone who's packin' iron w 
keep their pismb in thdr holsLeri. while tht::y're in 
town, so's things don't get confused . 

Any characrer who is ahle m make an Area 
Knowledge: Dakmas, Missouri, or Monrana roll of 7 or 
hetter has he:ird of Joshua Payne anJ knmvs just how 
Jcadly he is supposed m be. 

Payne will be politt::, if a hit distant, and will point 
tht:: posse to rhe Blackwater Grand Hmcl (sec below} 
if they art! looking for a plact: LO srny or rest. 

Inside the horcl, Gary Treadwell will he extremely 
exiLeJ to have actual cusLomer::. and wi ll he a hit 
overzealous in showing the party excellenr service. 
This wouldn't be ;.uch a had thin!(, except that his 
entire srnff consists of rwo people, incluJing himself. 
TreaJwell will answer nearly any que:.tions put w him, 
and may even volunteer ro rell the swry of rhe mwn. 
The one hit of information he will nm Jivulge is the 
locarion of the water hole. 

Allow the posse some time to gel comfortable; cake 
a bath, check into their moms, sample a hir of 
"Blackwarer Special," ecc. After chey've relaxed some, 
they hear ~everal gunshots from ouc in the srreeL, rhen 
silence. A hard (9) ro ll of Cognicilln f Shootin ' will 
reveal that five guns were inv(1lved: dirt!e Army Cnlr~, 
rwo Peacemakers. An incr,·dihle ( 11) roll will te ll the 
lisrencr char one Peacemaker fired only four times, 
while the other guns each fireJ two or Lhree times. 

If anyone asks what's gmng cm, Treadwell wil l sim­
ply shrng and say, "SounJs like ol' Joshua's hagged a 
few more Ballard h(1ys." 

If any character runs or looks outside, they will see 
Payne srnnding over rhe bodit!s of four dead men, 
calmly reloading hi5 pisml. 

Afrerw;irds, che gunfighter will wHlk inw rhe hotel 
har and order a saspirila. If anyone offers to huy him 
somerhing smmger, he will th:-ink them politely hut 
change the order w saspirila. If any poker games are 
going on, he will ask co join. If not, he wi ll offer m 
start one. 

If the posse rnkes Payne up on hi~ offer, determine 
how the game goes accurJing co rhe rule;, wich llnc 
exccpcinn: divide a ll of Payne's rolls hy half. Payne will 
quickly raise the srnkes w thirty Jollars; he is carrying 
five hunJred forry dol lars. A foolproof (3) Gamhl in ' 
roll is al l thar is required to rea li:e that Payne wants to 

lose. 

Bounty 
Drop one Bount)' poinr into the pm1I for survi,·ing 

the ambush. Add another for not irking Joshua Payne. 
Award another if rhe posse leflm5 the history 1 if 
Blackwarer and the Ballard>. 

lHAPIE~ 71-f~EE: 
8AD NEJGH/30~~ 

Thi::. chapter cakes place chat night, <iftt::r all the 
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Even before he was ever called an "outlaw" in rhe Weird West, Hank Ballard 
wa~ a c r iminal in New York Ciry. He left just days ahead of a noose and decid­
ed to see what the wi ld frontier had to offer. And if it wasn't offered, he'd take 
ir anyw<ly. 

Wirh him came h is sons; three acorns that didn't fa ll fa r from the tree at a ll. 
Ballard has developed a system that has so far suired him just fine: steal a 

h<'lnkroll, hire a whole lot of guns, and then keep throwin' 'em at his victims 
until they give up o r don't have anyone left to oppo e him. After that, he usu­
ally bleeds whatever it is he wanes dry, and then moves nn to the nexr place, 
a lways avoiding anything that might resemble ho nest work. 

Hank likes to delegate his act ivities, especially to his sons. It bui lds charac-
ter. 

Profile 
Corporeal: 0:2d6, N:2d6, S:2d6, Q:2d6, V:3dJO 
Shootin': Rifle 4d6, Shootin': Shotgun 3d6 

Mental: C:4d8, K:2d6, M:2d6, Sm:2d6, Sp:2d6 
Scrutini:e SJ8, Trackin' 3d8, A rea Knowledge: Hills Around Blackwater 

3J6, Leadership 2d6 
Edges : Belongings - level 3 ( ready cash ), Sense of Direction 
Hindrances: Greedy 
G ear: .45 Winchester 'T3, Double barreled shorgun, a whole bunch o' hired 

guns 

Nill< 8AL.L.A~O 
N ick is Hank Ballard's o ldest boy at thirty-four years of age. He has never 

been married and has a lways been annoyed ar drnt fact. Ir ain't that he's ugly; 
on the contrary, some women even find him atrracrive. The problem is that he'· 
got all the charm and grace nf a gur-shor mule. After two minutes in hb com­
pany, women begin to think things li ke, "Now why was entering a convent n 
bad idea?" Nick is just plain mean, so people don't like him. Of course, he may 
be mean because no one likes him, but that's for someone else to decide. 

He is, however, a loyal son, and will do whatever his father tel ls him. 
Especially if he gets ro shoot people. He just loves shootin' people. 

Profile 
C orporeal: D:3d10, N:2d8, :2d6, Q:2d l 2, V:2J l0 
Shootin': Pisrol 4dl 0, Shootin':Rifle 3d l 0, Fannin' 2dl0, Qu ickdraw 3dl2 
Mental: C:2d6, K:2d6, M:ld4, Sm:lJ8, Sp:4d6 
Edges : Two Fisted, Tough as Nails 
Hindrances: Greedy, Mean as a Rattler 
G ear: two matched cherry-wood handled Colt .45 single action revolvers 

' 
gamhl in', Jrinkin', and whace,•er are done with. 

Hearing that a group of strangers came into town, 
Hank Ballard ;.mumes rhar chey are there ro lend aiJ 
ro Payne. Since Payne has ki lled twenty-six hired guns 
all hy his lonesome, Ballard decides he can Jo wichour 
help. He dispatches a hunch of hands w sneak mm the 
hotel <ind murder all of the strangers in their sleep ro 
put an end to ir for once and for al l. 

Give each posse member plus Payne one gunman, 
and ~rnn hy checking for surpri$e. The rhugs wil l all 
scare at the same time; each of them will spend their 



l o DY 13AJ...LA~D 
The second oldcsr of the Ballard Boys, Cody left the fo ld for a number 

of years Juring which he got marrieJ . This has causeJ a bit of fr iction 
between him and Nick, since Nick can't figure out how a plug-ugly cuss 
like Cody was able to land a woman when he can't get one to calk to him. 
Cody takes a not-too-secret pleasure in his ability to vex his older brother, 
and is determined to become a bem:r ki ller as wel l, just to irk him a little 
further. 

CoJ y will not pas~ up any opporrunity ro show off that he is marter or 
deadlier than Nick, but he tries to do so with a bit more style. 

Profile 
Corporeal: D: 2d 12, N:3d6, S:4d4, Q:2d8. V:3d6 
Shomin': Pistol 3d 12, Fight in': Knife 4d6 
Mental: C:2d6. K: 2d6. M:3d8. Sm:2d6. Sp:2d6 
Persuasion 3d8, Trackin' 2d6 
Hindrances: Ugly as Sin 
Gear: Peacemaker, Winchester '7 3 

S<1m is the youngest Ballard M twenry-rwo. Of all three, he is probably 
the only one who coulJ possibly be rurned against his father. Sam doesn't 
like his brothers very much, bur is wil ling to <lo almost anything m please 
H<lnk. 

He has hecn having second thoughts lately, thnugh, and if persuaJ ed 
successfull y (with a1 least two mises}, he wi ll help the hcroe. against his 
father. His conditions for this assistance, however, will be that no ham1 

comes to Hank Ballard. The rest of the family and their thug~ can go hang 
for all he cares. 

Profile 
Corporeal: D:3d l0, N: 2d8, S: 2d6, Q:3d8, V:2dl 0 
Shootin': Pistol 4J l 0, Quickdraw 3d8, Fighrin': Brawl in' 3d8 
Mental : C: 3J6, K: 2d6, M: 3J8, Sm:4d 10, Sp:4J6 
Edges : Two Fisted 
H indrances : Lnyal (to Hank) 
Gear: Two Peacemakers 

fir~t actiun opening thl:' door w a room, and the ir ~t:C· 
onJ c k>, ing it. If a J oor has been lncked , the firs t 
ac tion is spent chl:'cking it, chi:' o;econd bri:!aking ic 
down ( locked door - difficulty 5, hlocked door - d if­
ficulty 7). A ny character insid t: wi ll W<1 ke up immed i­
ately. O nce shllot ing srarrs, everyone wakes up unless 
they havl:' the H .:avy S l.:eper Hindrance, in which 
case they dnn'r wrike up unril sh1111 ring hegins in the 
same room. 

Run rhi · comhar quickly ri nd confused ly; no one 
should know what's going on . Roll dice and draw cards 
for Payne as we ll a~ che ambushers. The rhugs wi ll 
:mcmpt m kill the posse , rhen git. Payne wil l most 
likely dea l with his assa ilant quickly nnd lethally and 
then gll r11 assist the neare,r parry membe r who b 
under an ack. 

Bounty 
Add llne bounty point to che po11 l if rhe party sur­

vives this amhush . Add ano ther if they manage ro cap­
wre one or more of rhe chugs alive. 

The Devil You Know 

lHAPIE~ ~OU~: 
ANOIHE~ G~AVE 

10 Fill 
The next morning, d1e characters ancl everyone 

else in the rown will hear a man our in the street c:i ll­
ing, "Clara! C lara!" T he man is Ezrah Pinney. and rhe 
woman he 's looking for is his wife. He hasn't seen her 
since rhe nighr hefore, and he's powerfol worried. 

Mose of d1e townsfolk wi ll be too busy shoring up 
their J efen:.e:. to help wilh the search, bur rhe playen. 
can eas ily lend a hand here. A fa ir (5) Trackin' roll 
will enahle rhem ro discover tracks leading from the 
Pinney's outhouse in to the hills around Blnckwacer. If 
fo llowed , rhese cracks will lead on m G:iry Treadwe ll 's 
land and eventually co a sh t::d. lnsidt:: the shed, tht:y 
find a pool d1at reeks ()( :i lcnho l. He re, C lara will he 
discovered foce J mvn in chc spring, drowned. 

A hard (9) Trackin' roll (or the appropriate hex) 
will reveal that C lara was >imply wandering ah<iut 
when sh e >rumbled across the shed. C urious, she 
stepped inside co cake a lnok <Hit. The fumes made her 
di zzy, :ind she srnggered back, slipped. and fell into the 
pool, hitting her head on a rock. Jr anyone asks, she 
appears to have died the even ing before (around the 
same time as Paynt:'s gunfight). 

Th e parry , hm1ld leave Ezrah m mnurn and return 
to the mwn. O nce there, nr if tht:y never lefr, Joshua 
Paynt: wi ll appronch rhem. If rhe posse hand led rhem­
selve, well during the previous night's 11mhu~h . he will 
ask chem tn he lp him in raising Ballard\ iege. He will 
give rhe posse three hundred dollars to hdp him rake 
care llf the rcsc nf Ballard's crew, and chey can rn llecr 
any hnunry offered nn d1em as well . His only condi­
tion i· cha r Hank Ba llard he lefr co him, as, "H im an' 
me; we've gllt h istory." He won't expla in anything 
more, except w say r:hat B<1 lla rd o nce killed someone 
very close m h im. 

If any of che posse agrees, he will ask if an y of them 
have a plan, since srraccgy a in't h is srrongcsr suir. He 
will listen cn ;m ything chey uffer (and agree w it 1f it 
sounJs reasonahle). le woulJ be impossihle ro recounr 
all of rhe po.sihlc plans your players may come up 
with, so use your best judgemenr. If a plan seems just 
mo foo lish, feel free to ha ve Payne veto it. If che plan 
calls for a peaceful >11 lurkm co the problem, he will abo 
refuse, stat ing that Ba llard , "'owes a lot uf people ~ome 

dire-rime." 
Below are rwo possihili ties the posse may try: 

Searching the Countryside 
, The charac ter's may reason char rhe hest way r11 

smoke our Ballard is ro discover where he is hiding. 
This will im•11lve 1raipsing aro und in the h ilb and 
prniric ::1mund the mwn. Ballard has patro ls skulking 
about in the hills nearhy, co prc,•enc any of rhc rowns· 
fo lk fro m getting our. Anyone searching the hills will 
encounter one nf them. Each parro t consisrs of four 
men, who will shooc witho ut warning if they spot rhe 
characters: caking covt:r and t rying to catch the m in a 
crossfire. 

If the posse >urvives che parro ls, they rhen have m 
find the hidenur. T his is a lo c rougher than it sounds, 
since rhe area is riddled with cave~ and the rocky 1e r· 
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ram makes tracking nearly impossible. If a po~<;e mem· 
ber 1s going to rrack, have them make four Incredible 
( 11) trackin' rolls. If any one of them mi , they lose 
the mul. 

Infiltrating the Ballards 
If lhe posse was able ro take any prisone~ during 

rhc ambush, rhcy may hit upon the idea of leu ing him 
escape and following him back to the hideout, or of 
convincing him char they warn to join up with rhe 
gang. This last part will be much more convmcmg if 
only one or two people warn to JOIIl up. Even a brain· 
less thug can ~mell a rat when a half-Jmcn people he 
had been hooun' at the nighr before ~uddenly decide 
to jom his side. 

The marshall should weigh whatever mry the 
players give and make the appropriate rolls (probably 
Scrutinize, Persuasion, and Bluff). 

If the prisoner decides the posse arc telling rhe 
truth, he will lead rhem on a very precise trail though 
the hills and over rwo creeks unril he reache~ a group 
of hidden caves about five miles :iway. 

If the posse b merely following him, they should 
make Sneakin' rolls against the bandit's Scrunnize. 
Also, have the posse make periodic Trackm' checb 
against a DN of7, even ifrhe thug ism plam ~ighr. If 
they fail, roll ro see if a slither show~ up as above. 

Once the caves have been reached, the pany may 
wish to ~take them our, simply rush rhem and am1ck, 
or the "mole" may try co learn about the ~ctup. 

Bounty 
Put one point into the pool if the posse found 

Clara. Put anocher in if they agree to help Payne. And 
finally, add one if they managed co infiltrate Ball:ird's 
gang or track che bandit back to the cave~. 

lHAP-rE~ F/v E: 
8AL.LA~!>IOWN 

Most of this chapter will involve chamcter~ in 
Blackwater, bur the beginning tmly concern,:, posse 
members who have joined up with Ballard. If an infil­
trator has mnnaged to join up with the gang, chi,:, 
would be the best rime for her to try ~omcthmg. Go 
ahead and give her a hit of roleplaying time m order co 
cake advantage of her position. 

The next morning, Hank Ballard calb for a meet· 
ing of the resc of his thugs. He announcl"S chat he b 
gett ing rired of the situation in Blackwater, and he has 
finally hit upon a way co solve it. He ordc~ Nick co go 
into town wich a dozen men and kill everybody rhere. 
The player character is included in this moh, as a bit 
of a loyalty test. 

What Hank doesn't tell the moh is that they are a 
diversion from the real plan. He has figured out that 
it's Treadwell's land chac has the ~-pring on it, and has 
dispatched Cody to the town to kidnap him during the 
confusion. 

Fade out on the PC with the gan~ as they saddle up 
and cut to the rest of the posse. 

The town is in for a rough time of 1c, smce the only 
people who are willing and able to hold a gun are 
Payne and the posse members. The mob will simply 
ride into town and begin shootin' anything that moves 
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(and a few things 
that Jon't). 

This will be the players' 
first chance to mmce a possible way to hurt Payne. 
Moot of the mlib will be ;l1mmg for Payne and anyone 
else who h dt:fcnJing the mwn, but Nick will go m11 of 
his way to ~lXll unarmed people. The first target he 
goes after 1s Jah~ Sp1\'ey\ adopted son, Standing fi,h. 
No matter how mud1 damage is done by the 'hm, 
nothing happens w rhc hoy. At the same nmc, how· 
ever, the balcony char Payne 1~ standing on fair~ and he 
takes the same arm1un1 of d:image that the boy would 
have. 

Whatever happens, however, cry to make sure that 
Payne survives thb chapter. One way to make sure of 
this Wlluld be for h11n m scare shooting Nick. Even 
Nick isn't mean enough co keep plugging away at an 
innocent boy while he'~ bcmg fired on by a <lead hot 
Like Payne. 

If an mfiltmtor I' w1ch the mob, she'd better hope 
that her pos-.e knuws her plan; otherwise, she may gel 
shot as well. If she srnrts shootin' the chugs hc~elf, 



800-r HILL 
Note: the worJ "strength," appearing 
next to a Jamage Jie type, indicates 
that the roll is a strength roll and only 
the highest rolling <lie should be 
taken. 

Ballard Boys ( 40 total) 
Attack: 
Pistol 2d6/3d6 
Rifle 2d6/4d8 
Brawlin' 2d6/2J6(!>trength) 
Defense: 
Brawlin' 2 
Hits: 30 

Hank Ballard 
Attack: 

Rifle 4d6/4<l8 
Shmgun 3d6/4d6 
Defem.e: 
Hits: 30 

Nick Ballard 
Attack: 
Pbtol 4d I 0/3d6 
Rifle 3d I 0/4d8 
Defense: 
Hits: 32 

Cody Ballard 
Attack: 
Pistol 3d I 2/3d6 
Knife 4d6/ I J4+4<l4(strength) 
Defense: 
Knife 4 
Hits: 30 

Sam Ballard 
Attack: 
Pistol 4d 10/3d6 
Brawlin' 3J8/2d6(strength) 
Defense: 
Brawlin' 3 
Hits: 30 

Joshua Payne 
Attack: 
Pistol 6<l l 2/3J6 
Rifle 3d I 2/4d8 
Brawlin' 4JI0/4J8(strength) 
Defense: 
Brawlin' 4 
"Champion of the Innocent" (see 

descripcion) 
Hits: 30 

well, all susp1c1on will be lifted, but 
she'll suddenl) have a whole lor o' 
guns pointed at her. 

During all of the mayhem of 
the fight, Cody Ballard ha:. !>nuck 
around to the back of the horel. 
Only a character who decide to 
check out the back will be able to 
wimess this. If he isn't ~polled, 
Cody will grab Gary Treadwell at 
gunpoinr and U5her him out the 
back way during the gunfight. 
Give anyone m or near the hotel a 
Cogninon roll with a TN of 11 co 
notice what's go mg on. If he is suc· 
cessfu l in abducting Treadwell, 
Cody will then tie him to ;:i horse 
and head back m the cave. 

After all the smoke has cleared, 
give the posse time to assess the 
sicuarion. They should realize char 
the attack was a diversion, and 
that Treadwell is gone (un less 
someone saved him). If Nick wa~ 
killed or captured, he may he 
searched. Ln one of his rxx:ket!> is a 
crude handwricten map (N 1ck has 
a very poor memory). This is a map 
co Ballard'!> hideout. 

Bounty 
Put one poinc in the pool if the 

parry repcllcJ the attack. Add 
another 1( they rel!Cued Treadwell, 
and another 1f they founJ the map. 

lHAP-rE~ 
-51><= 1HE MAN 

\./Ho lAN 
HAVE No 
8~0-rHE~ 

Now Payne shows his colors. If 
the party shows him the map, he 
recognizes the lanJmarks on them. 
This is hLS chance for revenge, anJ 
he doesn't want anyone else get· 
ting co Ballard before him. Also, 
the collapsing balcony was the 
final wake-up call he needed to 
realize whac hL~ cun.e was Joing. 
He is afraid that 1f che ~ M!e~ 
him face down Ballard's guns, chey 
may figure it our. 

Pretending co he helpful, he 
cells the posse that the m;:ip refers 
to a set of landmarks and S()me 
caves to the west about five miles. 
This is, of course, wrong; the real 
caves are almost due north. M11kc a 
contested roll of Payne's Bluff ver­
sus a party member's Scrutinize co 

The Devil You Know 

determine if they see through the ruse, but give Payne 
a bonus of +2 since he has been straightforward with 
them unti I now. 

If the party falls for it, then they will probably s.:o 
off to face Ballard's mob. As soon as they arc our llf 
sight, Payne highcails it our co the real caves for a final 
showdown. After a while of cravelmg to the we~r, a 
Foolproof (3) Cognition check will reveal that the 
landmarks in this area do no conform to the map 

If the parry decides co return to town, they'll hear 
the sounds of distant gunfire. As they enter town, they 
will sec the horrible evidence of Payne's actions. Three 
townsfolk are deaJ. One is lying under the wheeb of a 
CRrt; another looks like he simply fell out of a window; 
and che lase is a woman who fell though a rotten boarJ 
on the sidewalk, snagged her bonnet on a nail on a 
nearby beam, and strangled co death. 

An AcaJemia: Occult roll of 7 or better will he all 
that's necessary to piece together what is going on, 
provided che posse has gathered a ll of the informatilm 
available. It is very likely that the heroes will now rush 
out to the sound of the fighting. 

When they reach the caves, Ballard's dead will be 
piling up in front of the cave mouth, while Payne 1s 
simply standing there taking careful aim at each one 
and firing. The posse may simply help him kill the rest 
of Ballard's mob, or they may try co cake Jown P;:iyne. 

If they decide to help, he will grudgingly accept 
anJ rogether, they will almost assuredly mumph. 

After the dusc of the battle subsides, and che ptw.e 
and Payne head back co town, Payne will ger very 
quiet. If the heroes confronts him with their knowl­
edge of che curse, he realizes that they can't let him 
conunue. And thac means they may have a way of 
killing him. And he i still afraid to die. Claiming that 
he has some things co chink over, he will fall back co 
the rear and begin backshooting the party. 

Another Academia: Occult roll of 7 will reveal 
that the only way to take down Payne is to shoot an 
innocent. Hopefully, they saved Standing Fish during 
the assaulr. If not, they will have co find someone else. 
Either way, che posse will need to run hack to town 
and shoot someone, a ll the while, Payne wi ll be shom­
ing ac chem. 

Any damage thac an innocent carget takes is mms­
ferred to Payne in the form of bizarre accidents. Some 
examples incluJe: a cree falls on him, a snake hites 
him, he falls and hits his head on a rock, his horse rean; 
and throws him, etc. 

Bounty 
The posse gets one point for wiping out the Ballan.I 

gang, one point for realizing that Payne tricked them, 
and a point for killing Payne. In add1cion, everyone 
involved m the fight against Payne gets to draw a Fate 
chip. 

AF-rE~MA-rH AN!> 
~E'v-/A~l> 

This section is 1usc a few notes on what should hap­
pen after chis adventure. 

If the party does not ki ll Joshua Payne or Hank 
Ballard, feel free to use one or both of them as a recur­
ring character (perhaps che posse could become 
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embroiled in their personal feud again). 
If the heroes manage ro ,,we mosc of rhc mwnsfolk, 

Blackwater will i.oon become a hub of act1v1ry. The 
po™! chat saved rhe rown will be local celebrities, and 
will be given a ltfenme 'upply of Bla1:.kwacer Special. 
Of cour:.c, then~ b rhat na~ry prohlem with the cur;e ... 

If the ro~sc somehow figure' our how m lift the 
curse from the wacerm' hole, Blackwater will be a 
gho,t town w1chm two months. 

APPENC>I><: PL.AlE..s 
10 Go /N 

8L.All<\../AIE~ 
The Blackwater Grand Hotel 
Description: A very fancy hotel wnh a saloon, a 

full kitchen, and twelve moms, Gary Treadwell was 
planing on thb hotel hcing the showplace of 
Blackwater. He had planned on butldmg the rown inro 
a tourist destination for after the w;u, using the spring 
a:. the main actraction. Rooms arc $3 /night. 

Occupants: Gary Treadwell (pmpricmr, see "T he 
Story So Far"), May h,1loon g;1l, ,ind only waitress). 

Treadwell knows: Payne b the bc:.t mvesrmenc 
the town's made :.mce chi' whole me,s srnrccd. He'll 
gladly cell ,myonc who a'b cveryrhinl! he knows with 
the exception of the pool's kicauon. As part of his 
contract with the mwn, Payne gecl> free room and 
board, and an unl1mned tab ar rhe bar. The only ching 
he ever drinks 1s 'ru.pmla. 

May knows: She ha,n't been paid 'mcc Payne goc 
ro rnwn, hut figure." char 1c\ becrer chan getcing killed. 
She figured she'd cam a l1ccle of Payne\ money one 
nighr and crept into htl> room. I le \\J' drenched in 
swear and when ;,he med co \lake h11n up he almosc 
blew her he<1d off. After .,he swr1'Cd -creaming, he 
asked her what the hell -.he w:is doing in hi;, room. 
When she mid him, he glared .ll her and threw a 
handful of grecnhacb ;lt her ;md mid her co never 
speak ro h im again. 

Secrets: Treadwell is one of the nnly people in 
town who knows where the spring is. 

Blackwater Special: Th i;, plltcnt whiskey is the 
source of a ll the mlllhlc in tnwn. An incrcdihle $1 a 
shoe, Treadwell limih cu:.tnmer' m four shots a Jay. 
The firsc rime a chamcter cakes a swig, no m:mer how 
experienced J drinker he is, make <ln Onerou:. (7) 
Vigor check. If he foils, he goe' our like a ltghc for 5-
LO mmurcs; m add1mm, "CC che rules under The 
Wacerin' Hole. Tht: wh1:.key h;h .m amrumg flavor. 

Spivey's General Store 
Description: A 1umhled hut fncndly·k>okmg place, 

the score ll> running low on 'ug;u and coffee, and is 
completely out of ammunlllon .ind gum. The only 
newspapers tn the -,rnre ,1re a two-week·llld copy of the 
Dodge City Clamm, and a monrh-old Tombstone 
Epitaph. 

Occupants: Jake 'p1vey (proprietor), rnnding 
Fish (Spivey's ten year l>ld adopted Indian son). 

Sheriff's Office 
Description: A swrdy building wnh a jail cell big 

enough for three miscreanrs. A ladder m the roof 
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affords a prcrry goo<l sniping po it1on for nearly the 
entire cown. 

Occupants : Sheriff Gu tav Horscein, Depury 
Amie GlaJsrone 

H orste in knows: Where the root 1s. He Jocsn'r 
Wee the idea of a hired gun, hut he knows he could 
never stand up to Ball,mJ's gang. 

First Bank of Blackwater 
Description: A mthcr sorry looking place, 1r Joe•· 

n'r look like 1t doe. much bu:.mes;,. 
Occupants: Reinhold Hcm2 (hank manager). 
H einz knows: If someone doesn't life the siege on 

this cown soon, he's going to he hanknart. Currently, 
there are only rwo thllU~tmc.l c.lllllars lcfr in the bank, 
and most of that 1:. earmarked ris Payne's salary. 

Blackwater Church 
Description: A pleasant looking church, ir stil l has 

a smell of newness about it. 
Occupants: None; the preacher was ki llcc.l chree 

weeks ago when he fell down the well. The church b 
now used for mwn meeting~ only. 

Smithy & Livery Stable 
Description: A passable smith~ & livery, chis 1s 

prohably where che parry's hor.e;. would be kept. 
Occupants: Sam (~m1th and groom). 

Hawthorne Boarding House 
Description: A large, 'lately kklkmi: house, chis lS 

where mosc of the unatcJched people m mwn live. 
Occupants: Mrs. Hawchorne (widow and owner of 

the house), Sheriff Horsrem (when he's off duty), 
Gertrude Jacobs (a pretty young lac.ly from b.1ck eaM). 
four or five other townsfolk 

Mrs. Hawthorne knows: The good lord surely ha!. 
been gettin' lonely IJtely; what wnh him rakin' all of 
those good folks up co be with I lim. Back about a 
month ago, there wm. the Gtlman's hoy; one o' their 
herd fell over on 'im; then there WH~ N~mcy Poole. the 
poor dear, under tht' very mo(, just up an died of a 
heart attack, an' her only forty year' o ld; and of course 
there wa~ rhat preacher man, Ezekiel Johnson, fell 
Jown the well. Ir's been a hard ttme in Blackwater 
even wichm1t Hank B.111.ird an' h" hm1lig<ms. 

Waterin' Hole 
Description: Thi-. 1s the 'pnng of alcohol char 

gives the rown 1c' n,une. It '' hidden m,iJe a large 
shed. The fuml'l> Crom che pool arc nearly overpower­
ing. Any characters scandmg nexr rn the pool ~hould 
make a Fair (5) Vig,1r roll or p<N ouc. 

Occupants: None (except for Thu~cy Guchree). 

Ballard's Hideout 
Descr iption: A ~cries of cave~ a short d1 ranee from 

cown, there are '-everal chamber:. that have been 
sealed off with hide;, for privacy. It woulc.l be \•ery easy 
to defend, since there is only one way to get m. 

Occupants: Hank Ballarc.l, Nick Ballard, Cody 
Ballard, Sam Ballard (see sidebars), 40 "Ballard Boys" 
( mimt.S any that have b.?en killed). Q) 
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