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PROLOGUE

Ages ago, before the Old Ones fought their
valiant battle in the Hunting Grounds, in the
woods of northern Wisconsin a war was waged.
Though waged on a lesser scale this conflict had
dire consequences for those involved. The
Menominee Indians were being threatened by the
appearance of a terrible manitou that lurked in the
woods in which they lived. They called this fiend
He Who Stalks the Pines. It would snatch women,
children and braves alike as they walked in the
woods. None were safe from its grasp and its grasp
meant death. Nothing would appease the manitou
and its hunger increased with each victim. The peo-
ple grew desperate and prayed for deliverance.

Finally, a young woman named Nesaepet was
sent a dream that contained a vision showing how
to imprison the manitou. She and eleven others
would have to sacrifice themselves and serve as
eternal guardians. This troubled many but it was
known that the Menominee would perish if He
Who Stalks the Pines was not stopped. Seven
other women and four men joined Nesaepet.
Each wore a garment that contained powerful
wards woven in patterns revealed to Nesaepet in
her dream. They went out and encircled the
woods and walked towards the center. The wards
the beast from escaping and forced him to retreat
towards the center of the woods. The brave
Indians pushed forward coming closer and closer
together. When they converged on the enraged
manitou they began to follow Nesaepet in a chant
taught to her in her dream.

Far away, the rest of the Menominee heard the
chanting and the horrible, angry screams of the
manitou’s impotent rage. This terrible cacophony
continued until dawn broke when it abruptly
ceased. Several days passed before any would
venture into the woods. Eventually when the
curiosity became insatiable and a young brave
entered the woods. When he returned he said
that he found no bodies, instead he found 12
young saplings growing in a circle. Each sapling’s
bark had markings identical to the patterns in the
garments worn by those who left to contain the
manitou. The young brave said that he had taken
a step inside the circle, but he had felt a great
dread and had withdrawn immediately. The mes-
sage was clear to the Menominee- He Who Stalks
the Pines was contained not destroyed.

Now it is 1877. The Reckoners have been ban-
ished and returned once again since brave
Nesaepet and her companions sacrificed them-
selves. Many other changes have taken place and
the grove which has stood containing He Who
Stalks the Pines for centuries is threatened by the
greed of two timber companies, the personal
ambitions of two mad scientists and the misguid-
ed vision of a self proclaimed prophet.

MARSHALL'S INTRODUCTION

In the Spring of 1876, a crew of lumberjacks
employed by the Holt & Balcom Logging compa-
ny ventured deep into the woods of Oconto
County, Wisconsin. Their task was to identify
tracts of prime timber for operations that were to
begin later that year. Their labors carried them
deep into the center of the forest to an ancient
place seldom visited by man.

This place was a site of a mythic battle between
the Menominee and a dire manitou. It was
marked by an obviously ancient stand of 12 trees.
Unbeknownst to them these trees served as a
ward. They kept the terrible manitou bound.
Unaware of the threat the lumberjacks camped
there and that evening their minds were poisoned
by horrible nightmares. These dreams were so
strong that the men were driven to a state of mad-
ness. They took up their axes and went at each
other. In the end only one man, Pierre Bacheron
survived.

He was badly injured and fled the cursed grove,
taking shelter beneath a bank. His damaged mind,
understood on some level what had happened and
the threat the grove posed, but it refused to grasp
the dark and horrible truth. Instead he blamed the
deaths of his companions on the avarice of the log-
ging industry. He has since taken up a crusade
against all logging operations.

Calling himself the Prophet, Biicheron plays at
being a messenger from God spreading a gospel
that decries logging. In the past months he had
visited both the Oconto Company and Holt &
Balcom camps and preached against the evils of
the industry. His appearance was markedly differ-
ent than before and he went unrecognized. His
message fell on deaf ears. He was either laughed
at or ignored. The only person who listened was
Hoke Beecham.
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After recruiting Beecham, Biicheron learned of
the efforts each company was undertaking to cre-
ate powerful steam saws. Understanding that
these machines would vastly accelerate the defor-
estation he discontinued his recruitment efforts
and decided upon a more direct approach. Using
Beecham as a tool, Bicheron devised a plan to
sabotage the saws and prevent the destruction of
the grove.

The bulk of the action in this Dime Novel takes
place in Oconto County, Wisconsin. The Heroes
involvement comes when they are hired to escort
Wesley Tucker, an employee of the Holt & Balcom
logging company. Tucker needs to make sure that
a specially constructed valve for one of these
machines reaches the logging camp undamaged.
The game can begin in any city on a rail line.

PART ONE: FETCH AND CARRY

The Heroes are contacted by Wesley Tucker.
Tucker is an employee of the Holt & Balcom
Company charged with procuring a specially cus-
tomized valve. He has arranged for the construc-
tion of the valve, but while waiting for it to be
completed he has grown increasingly uneasy. He
fears that other parties may attempt to prevent the
valve from getting to its destination. Therefore, he
hires the Heroes to provide some protection and
to ensure that the valve arrives on schedule. The
actual location can be any city on a rail line in the
continental US.

Tucker offers the Heroes fifty dollars to escort
him to Lakewood, Wisconsin. An additional $5 per
person will be paid, providing that the valve gets to
the site in working order. Tucker is quite open in
discussing his fear that he might be the victim of
some violent attempt to seize the valve. He wishes
for the Heroes to accompany him to the workshop
to pick up the valve in the morning and then pro-
ceed to the train for the journey to Lakewood.

Buford Coleman operates the workshop, called
the Coleman Valve Works. Coleman is a skilled
machinist, and designer. His shop is small but he
enjoys a thriving mail order business, owing to his
unblemished reputation for quality and reliability.

Gerald Cribbs has been hired by Howard
Mudd, an employee of the rival logging company;
to prevent the valve from reaching Holt &
Balcom. His first step will be to have a couple of

his men try to steal the valve from the workshop.
If this fails, he has his men try to track down who-
ever has the valve and accost them. Should this
also prove unsuccessful he confronts the Heroes
and Wesley Tucker at the train station.

Tue Break-1n

Cribbs has a couple of local outlaws, Randal
Weeks and Frankie Dangerfield, to stake out the
workshop where the valve is being constructed.
Mudd provided Cribbs with a rough description
of the valve and he has, in turn, given this to his
associates. Their orders are to wait until the
workers have left for the night and then break in.
Once inside they ransack the place in an attempt
to locate the valve. If the Characters are watching
the shop they will be able to stop the crime (See
Map 1). Otherwise see the following section.

Weeks and Dangerfield aren’t the brightest of
criminals. It is possible that even if the Heroes
don’t intervene that they fail to locate the valve.
They search for 5 minutes before they flee the
scene. The miscreants have to make a Search Roll
TN 7 and then have to make an appropriate skill
check at TN 11 to open it. The valve rests inside.
The pair only works for 10-20 minutes on the safe
before they leave. As they flee a preacher, John
Jones, spots them. Jones summons the Sheriff and
gives a description of the pair.
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Frank Dangerfield (See page 19 for stats)
Weeks (See Page 20 for stats)

If the Heroes talk with the Preacher, whose
church is across the street from the shop, or the
sheriff, either will be able to provide descriptions
of the burglars. Armed with these descriptions the
Characters are able to canvass the area, especially
saloons, and learn the burglar’s names. Once they
have accomplished this it is a simple matter to
track Frankie or Randal to their homes, in the low-
est class section of town. If their investigations
linger into the evening much to the distress of
Wesley Tucker the Heroes learn that the two are
currently drinking and gambling at the Sugar
Shack, a local watering hole.

If confronted, the burglar’s quickly confess to
the crime and, in exchange for the Heroes letting
them off the hook, give up the location of Gerald
Cribbs. Cribbs has a room at Van Arle’s Saloon.

The next morning, providing the theft was pre-
vented, Tucker and the Heroes arrive outside the
workshop. Tucker is very excited and anxious to
be on his way. If the Valve Works was broken into,
but the valve not located, Coleman is very upset
and thoroughly inspects the valve to ensure that it
is not damaged. Tucker then pays Coleman for
the valve. Afterwards he and the Heroes are free
to make any necessary preparations for their trip
to Wisconsin the following morning.

Jostien BY AN £L NEgno

If the break-in failed, Cribbs has Weeks and
Dangerfield stake out the location from inside Buck’s
Saloon. Dangerfield follows the Heroes, while Weeks
returns to Cribbs with their description. If Cribbs
manages to discover who has the valve, he sends
Pedro el Negro, a local thief and ruffian to retrieve it.
If possible el Negro attempts to break into the
Characters room to steal the valve. If the Heroes keep
the valve with them he tries to determine which one
has it and then shadow that Character, waiting until
he or she is alone. Once this happens he tries to
rough-up the Character and take the valve.

Pedro El Negro (See page 19 for stats)

Suownown ar tag TaaiN Station

If all the previous attempts by Cribbs have
failed, he has no choice but to confront Tucker

and the Heroes at train station. He is accompa-
nied by Weeks, Dangerfield and el Negro, unless
they have been dealt with. Weeks is a coward and
flees if a firefight breaks out, the other two hom-
bres are of sterner stuff and fight it out, unless all
seems lost.

Gerald Cribbs (See page 19 for stats)

Assuming the Heroes survive this encounter
they are able to journey to Lakewood unmolest-
ed. The trip takes the Heroes to Chicago where
they will switch trains and journey to Milwaukee.

While the Heroes are on the train Tucker
details the competition between his employer, the
Holt & Balcom Company, and the Oconto
Company as well as the other events taking place
in Oconto County. Tucker is an excellent source
of exposition. In addition to the material men-
tioned above, he is able to give interested parties
an excellent introduction to the region.

For more information about the Steam saws
see Appendix C

PART TWO:WILD WISCONSIN

The Heroes travel by rail to Green Bay and are
driven in a stagecoach to the Holt & Balcom camp
near the small town of Lakewood (See Map 2).
The journey to Lakewood takes the better part of
a day. The ride takes the Heroes through the rural
Wisconsin countryside. Though the trip is a little
rough, it is pleasant and the setting is quite pic-
turesque.

Once they arrive at the Lakewood camp they are
introduced to Dr. Quigley. Quigley enthusiastically
greets them and ushers them into a large barn that
houses his steam saw. After showing them the saw
and boasting of its merits he asks them to remain
in town to witness its first public operation.

If the Heroes are reluctant, Quigley hints that
there might be more work forthcoming from the
two managers of Holt and Balcom Augustus Cole
and Theodore Douglas.

Quigley suggests that the Heroes stay at
Lakewood Lodge, the local hotel for folks visiting
the camp. At the Lakewood Lodge the Heroes
notice several reporters from as far away as
Chicago. They have been staying here for a few
days, each hoping to break the steam saw story. If
questioned, the Heroes learn that several of the
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reporters have been frequenting both camps trying
to gauge whose steam saw will be ready first. It
now seems that Dr. Quigley has the inside track, as
Dr. Ladd’s saw won’t be ready for at least two more
days. Observant Heroes notice a young eager fel-
low engaging the reporters in conversation. He is
Clifford Swedberg. If the Heroes speak with him
they can find him and his paper to be a valuable
source of information. He has been keeping a close
watch on local events and his paper can provide
the Heroes with a number of clues.

Once he learns who the Heroes are he happily
interviews them and publishes a spirited retelling
of their journey from Denver. He has several back

issue copies of his paper on hand and eagerly
gives them to the Heroes for their perusal. If the
players take him up on this give out clippings 1-6
in Appendix D. These are the noteworthy stories
in the papers mixed amongst many other unre-
markable ones.

The next morning the Heroes awake to a great
deal of activity. Mr. Augustus Cole has just arrived
to witness the unveiling of Quigley’s Steam saw.
Most of the reporters have finished their break-
fasts and are hurrying to the test site. The atmos-
phere is one of great expectation; most feel that
their way of life is about to be altered forever.
Upon stepping out of the Lakewood Lodge the
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Heroes see a throng of people heading towards
the test site.

Tur Test Sire

A lone pine tree stands amidst a small clearing
on the edge of the camp. Next to it concealed by
a large tent sits a massive shape, presumably the
steam saw. Already a thick black smoke fills the
air, accompanied by the unmistakable wail of
burning ghost rock. Several men, including Dr.
Quigley, scurry in and out of the tent busily mak-
ing final adjustments. Set-up beside the saw is a
stage at which Augustus Cole and Theodore
Douglas sit watching the activity in barely con-
tained anticipation.

As the Heroes approach they see a banner being
raised which reads “Holt & Balcom present Dr.
James Quigley’s Crosscut Steam-Saw.” A cheer goes
up among the crowd. Wesley Tucker rushes over to
the Heroes and ushers them to a group of front
row seats. He then waves vigorously to Douglas
and Cole. After they walk over, he introduces the
Heroes and both men offer their thanks for the
Heroes’ valiant efforts. While they are speaking Dr.
Quigley joins them and whispers in a voice burst-
ing with pride, “It’s ready!” The Heroes are forgot-
ten as Cole and Quigley return to their seats while
Douglas walks to the front of the stage.

Douglas steps up to the podium extending his
hands to hush the audience.

“Gentlemen, today we welcome a new era
of efficiency and productivity. Thanks to
the tireless efforts of Dr. Quigley and bis
staff, today we will launch a timbering
tool that renders all other timbering tools
obsolete. No more will it take hard work-
ing crews of men days to clear a plot, now
it will be a matter of hours. Well, without
further ado, I turn the podium over to Holt

device. I am thrilled beyond words to be
able to share with you. But before we
begin, I'd like to thank the good folks at
HEB for all their support, it couldn’t been
done without them... Ob yes one more
thing, Ladd if your listening kiss my eye
you son of a gun I beat you fair and
square.”

With that Quigley turns around and sig-
nals for the tent to be lowered. A bush falls
on the crowd as the tent is lowered and
cleared away. The gleaming black steam
saw sits, steam and smoke pouring out of
it. Quigley’s assistants turn valves and tap
gauges, and make numerous adjustments
on the massive device. Standing and
speaking for the first time Augustus Cole
shouts, “Fire it up, boys!” A lever is pulled
and the wicked saw on the front of the
machine slowly begins to come up to
speed. Another man sitting atop the
machine rotates a wheel and the saw rais-
es and swings toward the pine. The lever is
pulled further back and the blade begins
to speed up even more—to the point the
teeth cannot be seen with the naked eye. As
the blade swivels toward the pine a low
rumbling is audible. The blade tears into
the pine. A terrible shearing sound
assaults the ears, while the rumbling
grows ever louder. Suddenly the boiler on
the steam saw bursts sending a gout of
scalding water twenty feet in the air,
accompanied by murderous bits of shrap-
nel, burning chunks of ghost rock and
streams of fiery ghost rock oil. The opera-
tor’s bloody torn form flies through the air
as terrified screams erupt from the crowd.
Panic ensues as people dive away trying to
avoid the deadly barrage.

& Balcom’s own Dr. James Quigley!”

After a long spirited applause, Dr. Quigley,
his hands clasped overbead in a sign of
victory and achievement, takes bis place
before the podium.

“Folks, this is the culmination of montbs,
even years, of bard work. My staff and I
have put our heart and soul; some might
even say a chunk of our sanity, into this

The explosion causes the Characters to suffer
5d20 damage, the damage can be reduced by a
die for each raise against a TN 7 Dodge roll. In the
aftermath they see that the Cole, Douglas and
Quigley have all been badly wounded. Douglas is
unconscious and bleeding profusely. Quigley has
numerous cuts and a broken arm. Cole has been
cut and badly scalded. Wesley Tucker has been
wounded as well, though not seriously. Several
members of the audience are wounded and one
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reporter is dead. Three of Quigley’s four person
staff have been killed including the steam saw
operators.

If the Heroes help in the treatment of the
wounded it yields them a bonus of $50 from Cole.
While still being triaged, Cole asks the Players to
look into the event to determine if this was an acci-
dent or sabotage. He states grimly that if the acci-
dent was the result of sabotage he will pay a reward
of $1000 to see the villain brought to justice.

Bxamining toe Waeckace

If the Heroes think to examine the smolder-
ing hulk that used to be Dr. Quigley’s inven-
tion, a few things can be determined. From the
wreck itself a Mad Science roll TN 7 suggests
that it is possible that a fuel leak could have
caused the explosion. Nothing else can be
learned from the gore-covered, twisted pile of
steel.

As Quigley is badly injured, his assistant Bill
Watson will answer the Heroes questions. If
there is a man of science among the group,
Watson offers to allow that Character to look at
the blueprints. A Mad Science roll TN 9 indi-
cates that Quigley’s device used a volatile com-
bination of ghost rock and ghost rock oil. The
ghost rock oil was fed through pipes running
throughout the apparatus. It would be fairly
simple, even for a novice to determine, that cut-
ting one of these pipes would lead to a cata-
strophic failure.

Finally the examiner notices that among the
plans and blueprints is another set of clearly
divergent plans. A Mad Science roll TN 7 reveals
that this is some sort of fire-fighting apparatus.
Even without this roll, the drawings clearly dis-
play something different than the finished
steam saw that the Heroes saw.

If Watson is asked about this he is somewhat
reticent to speak, but if the Heroes promise not to
speak to anyone else he divulges the story. He
explains that this device is one of the collabora-
tions between Quigley and Ladd.

Lann anp Quictey: Tug Prototyer

Watson reveals that both scientists were
involved in a logging operation in Peshtigo.

Among the victims of the terrible fire was Dr.
Quigley’s young son Eli. Terribly distraught,
Quigley ceased all work involving logging and
dedicated himself to inventing a device for com-
bating forest fires. His young assistant Dr. Ladd
stood beside his mentor as they worked together
on this endeavor. Watson continues that the proj-
ect dragged on for 3 years. These were lean times
for the men as they had no sponsor. Finally their
combined efforts appeared to be nearing fruition.
Unfortunately, the men had a falling out.
According to Watson, Ladd quit the project to
work for the Oconto Company. Feeling betrayed
by this Quigley never forgave his protégé.

Sheepishly, Watson admits that Quigley went to
work for Holt & Balcom to spite Ladd by beating
him at his own “self-aggrandizing” as Quigley
refers to it scheme. Finally Watson adds that
Quigley keeps the unfinished prototype onsite.

Camp Romons

If the Heroes ask the locals about whom they
might suspect there are typically two answers—
the Oconto Company, or the Indians. The reasons
for the Oconto Company being suspected are
obvious. If the Heroes have not read Swedberg’s
article regarding the Menominee Indians, the
lumberjacks restate the general message. The
lumberjacks admit that the Indians haven’t
engaged in any violence, but they state hotly that
they are not fooled by their pretense of being civ-
ilized.

Tue Dconro Company

It is likely that the Players visit the Oconto
Company shortly after the accident. It appears in
many ways like the H&B camp. One noticeable
difference is the high level of security around
Ladd’s workshop. There are a number of armed
men patrolling outside the building. These men
are armed with shotguns and pistols. No one is
allowed inside the building without Ladd’s
approval. If the Heroes try to force their way in
violence ensues.

Interviewing Ladd is difficult, he is very busy
trying to make sure that his saw gets completed
and does not fall prey to sabotage. The Heroes are
not allowed to see the saw under any circum-
stances before the presentation ceremony. If
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Lloyd Garnes requests it Ladd speaks to the
Players.

If the Heroes present themselves as investigators
for H&B who are looking into the sabotage of
Quigley’s Steam Saw, they are told to speak with
Lloyd Garnes the site manager. The employees of
Oconto have been told not to talk to strangers about
the accident with their rivals. Despite this, many of
the men make comments about the general stupidi-
ty of H&B folks and how it shouldn’t come as any
surprise that something like this happened.

Liovn GARNES

Lloyd Garnes works out of a small cabin in the
center of the camp. His wife Sue Ellen serves as a
secretary, manning a small desk in the main room
of the cabin. When the Heroes enter and intro-
duce themselves, Garnes emerges from the rear of
the cabin and greets them. He then invites the
Playersto go into his office and offers them chairs.
He serves refreshments and generally works hard
to put the Heroes at ease.

Once their needs have been attended to
Garnes will answer their questions. Garnes does
so willingly and honestly as long as the Heroes are
fair and do not appear to be out to paint the
Oconto Company in a negative light.

Garnes earnestly states that no one in his
employ had anything to do with the tragedy that
occurred at the Holt & Balcom camp. He express-
es a sincere regret that the event occurred and is
deeply saddened by the loss of life.

If the Heroes bring up the attack they suffered
at the hands of Cribbs, Garnes reveals that
Howard Mudd concocted that plan on his own
and without authorization. He also states that he
fired Mudd the day before they arrived at the H&B
camp. Garnes instructed Mudd to ensure that Dr.
Ladd’s saw was the first to be put into operation.
He now realizes he made a grave mistake in put-
ting Mudd on this task. Mudd is an irresponsible
man given to making rash decisions. Garnes was
outraged when he learned that Mudd hired an
outlaw, like Gerald Cribbs, to commit crimes to
accomplish his task.

Garnes explains that he approached Mudd on
the day before the Players arrival. Mudd appeared
to be drunk and had a crumpled telegram in his
hand. Garnes read the telegram, which revealed

the details of Mudd’s plan. A brief confrontation
ensued in which Garnes confirmed his fears that
Mudd was a ne’er-do-well. He then fired him on
the spot. If the Heroes want to contact Mudd,
Garnes tells them that he can probably be found
in Oconto, where he was born and raised. He
goes on to recommend that they start their search
in the taverns, bars and gutters. If the Heroes
request to read the telegram, Garnes says that he
was so overwrought that he ripped it to pieces.

Drceine ron Moo

Traveling to Oconto is the best way to locate
Mudd. As Garnes suggested, it proves especial-
ly helpful to make inquiries in saloons. After an
hour or so of inquiry, they learn that he is like-
ly in Richards’ Tavern, the only place still will-
ing to let him keep a tab. Mudd spends most of
his time at Richards’ and can be found there
from mid-morning until closing. Since losing
his job he has been drinking heavily and sink-
ing into a deep depression. If he is approached
about his involvement in recent events he
denies sabotaging Quigley’s steam saw.
Mentioning Lloyd Garnes provokes a venomous
tirade during which he rails on about his mis-
treatment. He insinuates that Garnes probably
paid someone to “fix” Quigley’s saw. He doesn’t
know who, but he says, "There ain’t nothin’
that low down, no good snake, Garnes would-
n’'t do.”

Nothing particularly negative can be discov-
ered about Garnes. A few of the lumberjacks
might grumble that he works them too hard,
but that is it. By all accounts he has earned his
position by hard work. Conversely few have any
positive comments about Howard Mudd. If Bill
Richards, the proprietor, is questioned he
states that Mudd was present until closing at
around 2a.m. on the night prior to the disaster
at the H&B camp. He staggered in early the
next morning. Richards, for this information
hints that he’d appreciate some payment
towards Mudd’s bar tab.

Howard Mudd (See page 23 for stats)

CLem tar Proseecron

If the Players begin looking into Garnes in the
Oconto Company camp one them meet Clem
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Jacobs. Clem is an old prospector and outdoors-
man, more than a bit crazy, who frequents both
camps. If he is asked about Garnes he launches
into this strange story:

“Yessir, I know Garnes. And I know some-
thing else. There’s a cabin in the woods
where a family was kilt. Family there. I
used to stay with right and on. They was
good folks, alls except for little Timothy.
He was slow, you see, terrible slow. Dull as
coon skinning knife used to carve rocks.
Well I was used to walk them bills a time
but my back ain’t too good no more.
Anyways, Morticai was a saying to Wilma
that she ought’n not play so rough with
them dogs. But anyways she did and one
them dogs likes to bit her. She went a
screaming and crying to ber momma. And
I laughed and laughed and so did
Timothy. But that thweren’t right cause
Timothy said he were sweet on Wilma and
she was burt. A man ought not laugh when
a girl be’s sweet on gets bit by dogs. So I
went back to the cabin and it looks little a
big ole bear done tore through the place
like a fish through a river in August. Don’t
seem right for a bear leave a whole family
hanged from the rafters. They must’ve
troubled that bear fierce for him to go to
all that trouble.”

If the Players choose to investigate this, they can
get fairly decent directions from Clem. The direc-
tions lead them about three hours into the woods.
As the Heroes travel deeper into the woods it
becomes much denser and foreboding, several
times they feel like they are being watched. Those
who succeed a Cognition roll TN 5 hear faint nois-
es—possibly footsteps. The source of these noises
cannot be discovered. Following Clem’s directions,
the Heroes discover a busted up old cabin. Inside,
as Clem described, there are three corpses hanging
from a rafter. There are two female corpses and
one male. One female is quite young, about 14, the
other female and the male are middle aged.
Searching the bodies TN 7 reveals numerous seri-
ous lacerations which appear to be from an animal
of an indeterminate variety. Searching the cabin TN
5 uncovers some animal feces. The air in the cabin
carries a stench of rotting flesh, mingled with an
overpowering animal scent. The door to the cabin
has been torn from its hinges and is lying along the
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back wall. Examining the wood around the door-
frame reveals large, deep gashes in the wood. In
one gash a two inch claw, caked with dried blood,
is buried Search TN 7. A successful Knowledge TN
7 reveals that this is not a bear claw. A raise deter-
mines that it looks more like a wolf claw, though
much larger.

While the Players are investigating the shack,
Old Clem and Timothy pay them a visit. The truth
is that Clem has been infected with lycanthropy.
This occurred after he stayed near the tainted
grove and was attacked by a wolf that had fallen
under the influence of the manitou. He, in turn,
infected Timothy who killed his family. Now Clem
and Timothy have decided to attack the Heroes
and make them additions to the pack.

This is essentially a red herring but it does show
that there is a supernatural taint to the woods.

Coem anp Timotay

Corporeal: Deftness 2d8, Nimbleness 2d12+4,

Strength 2d12, Quickness 4d12+4, Vigor 2d10

Dodge 4d12, fightin’: brawlin’ 6d12+4

Mental: Cognition 2d12, Knowledge 1d4, Mien

3d10, Smarts 1d6, Spirit 1d6, Overawe 2d10

Pace: 24

Size: 6

Terror: 9

Special Abilities:

% Claws: Str+1d6

% Infectious Bite: A Character bitten by a were-
wolf must make an immediate Hard (9) Vigor
test. If he fails, he becomes a lycanthrope him-
self in 1d6 days. From that time on, he trans-
forms into a werewolf every full moon. The
Character isn’t in charge during these
episodes, and he doesn’t remember what he’s
done the following morning.

% Silver Sensitivity: Werewolves take half dam-
age from normal attacks. Silver bullets, dag-
gers, canes and the like cause normal damage.

Tug MeNominge Inprans

If the Heroes have read Swedberg’s article or
talked to the lumberjacks in either camp than they
are aware the some members of the Menominee
tribe have been upset about the logging activities
in the woods. These Indians are residents of the
nearby Menominee Indian Reservation. Getting to
the reservation takes little time. The main settle-
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ment, Keshena, is a small, quiet village.

The Menominee people are aware of the disas-
ter at the Holt & Balcom camp. While they regret
the suffering, they hope that it discourages tim-
bering in that area. The Menominee have no great
opposition to timbering itself. In fact they engage
in it to supplement their meager income. It is the
location that the two companies are focused on
that disturbs them. That particular track of wood
has long been a place of foul legends. There are a
numerous about braves who went in and never
came back, or if they came back they had an obvi-
ous taint of darkness about them. What seems to
be the greatest focus of their fear is what would
result from felling trees in the wood. No one
seems to know exactly what would happen but
they all agree that it would be very unpleasant.
This much can be learned from speaking to any
member of the tribe. The two men mentioned in
Swedberg’s article gladly speak with the Heroes.

Wivam & Anix

These two are both educated men working as
teachers in the Keshena School. They strive to
teach the skills that will enable the youth of the
tribe to succeed in the changing world, while
instilling the traditional values of the Menominee.
Wiyam is the more progressive of the two. He is a
devout Christian and his beliefs conflict some-
what with some of his people’s traditions. Anik,
also a Christian, has a much easier time blending
the two belief systems together. They are intelli-
gent men and neither seems like the type who
would perform an act that hurt so many people.

They reiterate the commonly held feelings
regarding the woods. Wiyam, being slightly more
introspective than Anik, admits that he is some-
what troubled by the lack of understanding of the
particular malevolence that the grove represents
but insists that he remains convinced that some-
thing dire would occur if it were cleared. If the
Players continue to press for particulars then Anik
suggests that they consult Sapatis, an old shaman
who lives on the southern edge of the reservation.
Wiyam seems reluctant to support this idea.
Heroes making a Scrutinize roll TN 9 notice that
he squirms slightly when Anik suggests that the
Players meet with Sapatis. If asked he says that the
old man is senile and he does not show the tribe
in a good light. Scrutinize roll TN 7 reveals that
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Wiyam is telling the truth, but he is not telling
everything. Further inquiry causes Wiyam to say
that Sapatis has a fondness for drink. Anik then
shoots Wiyam a disapproving stare. Neither man
will speak further about this.

This exchange is meant to encourage suspicion
among the Heroes. Anik does not like Sapatis’ fail-
ings to be bandied about, nor does he consider
the shaman an embarrassment.

Wiyam Standing Pine & Anik Whitefeather
(See page 20 for stats)

SAPATIS

The Players find Sapatis’ residence outside of
Keshena down a secluded lane, overgrown with
brush. His home is a broken down, single-room
log cabin. During the day Sapatis can be found on
the front porch smoking a corncob pipe. He is
very old; his white hair is worn long. His eyes are
cloudy now, but enough remains to suggest that
they were once piercing and brilliant. Sapatis is
friendly to strangers and welcomes their compa-
ny. If the Heroes are polite to him he tells them
many tales of the area. These tend to be rambling
affairs that often blur into one another. Few of his
tales have definitive beginnings or endings. Even
if Sapatis is asked directly about what threat exists
in the woods he continues to skirt the issue. A
Scrutinize roll TN 5 reveals that Sapatis is lonely.
Eventually he tells them what they want to know
unless the Heroes are impolite to him or threat-
ens him, then he refuses to speak. Bribing Sapatis
with alcohol does not work either. If he is given
liquor he drinks it very quickly, launches into
another long-winded tale and falls asleep halfway
through. Providing they put up with the lonely
old man, the Players are rewarded with the fol-
lowing story:

“Long ago when the spirits were close but
not as close as they are now, before the
work of the old ones made a wall which
gave the people a time of plenty, we
endured a time of trouble. In the woods
south of bhere a great evil walked the pines.
It took who it wanted and it did not mat-
ter if they were strong or weak, old or
young. The people were very afraid.
Nothing worked against it, our medicine
was no help. Pretty soon it would kill
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everyone and the people would be gone
forever. The people all prayed and prayed,
but it did not seem that they were beard.
People still went missing. Then a young
woman, named Nesaepet, bad a dream.
The spirits favored bher and showed her a
way to stop the evil. She gathered up all the
young people and they went into the
woods. They started chanting and the evil
came for them. They ran into the woods
and it chased them. Before it could get
them they changed themselves into trees,
so it couldn’t find them. The evil was very
angry. It kept looking for them but it
couldn’t find them anywbhbere. It keeps
looking for them always and so now it’s
safe for the people to go into the woods.
But the people never cut down the trees in
the woods, so not to kill Nesaepet or the
others. That is why it is wrong for the white
man to destroy the forest.”

Depending on how the players react to Sapatis
and his explanation of the events they might
investigate the woods or return to the camps
empty handed.

Sapatis (See page 20 for stats)

PART 3: DR.LADD'S SAWMILL

A few days after the players begin their investi-
gation of the sabotage of Dr. Quigley’s invention,
they learn that a terrible event has struck the
Oconto camp. Apparently a fire broke out in
Ladd’s workshop and his Moveable Sawmill was
damaged beyond repair. The fire is feared to be
the work of an arsonist.

It was the work of a man named Hoke
Beecham. When the Prophet decided to have
Hoke sabotage the steam saws he suggested to
Hoke that he try to get a job in the camps. A
strong, but otherwise physically unremarkable fel-
low, Hoke took a part-time position as a guard for
both camps’ scientists. This allowed him easy
access to the saws and made his work simple.
After the sabotage of Quigley’s saw, he volun-
teered to be a full time guard for Dr. Ladd, and
this was readily accepted. Because of the high
security he was unable to get access to the saw for
the time necessary to sabotage it mechanically.
Instead he started a fire, something he has
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become quite fond of, and let the stores of ghost
rock do the rest. In effort cover his escape Hoke
made a clumsy attempt to fake his own death. To
his addled mind this made good sense. While he
was fleeing the scene a fellow guard wounded
him. He makes his way to Oconto and is treated
by a local sawbones. Afterwards he hides out in
the Oconto Hotel.

If the Heroes decide to visit the Oconto
Company camp, their ability to access the scene of
the incident depends largely on their relations
with Lloyd Garnes. Providing they conducted
themselves civilly with Garnes, he is willing to
include them in the investigation. If the Heroes
antagonized Garnes he can be convinced to coop-
erate with a Persuasion roll TN 9.

Waar Gannes Knows

The blaze occurred last night. It is thought to
have started in the supply room and spread quick-
ly from there. The only casualty was a guard
named Hoke Beecham. Hank Watts, another
guard spotted a figure running from the fire into
the woods. A bucket brigade was started but it
merely contained the fire which has more or less
burnt itself out. Garnes is willing to arrange for
the Heroes to interview Watts and Dr. Ladd. He
also allows them to see the site of the fire.

Hang Wares

Watts is a short, thin man who wears his hair
short and mustache long. If he comes to a formal
interview he wears a dingy white shirt and
patched trousers—his best outfit. Otherwise he
dresses in worn clothes befitting a poor, working
man. Watts is married with seven children, he is
proud of the work he does and feels that his posi-
tion with the company is in jeopardy.

Watts was on duty the night of the fire. He was
walking the perimeter while his partner, Hoke
Beecham, kept lookout on the inside. As he
rounded the corner he heard a crash. He ran to
the door but it was barred from the inside. Next,
he heard another crash and then a shout from
Hoke. Finally he heard the window on the oppo-
site side break, a shot rang out and Hoke shout-
ed, “Hank, I'm shot, I been kilt.” Hank then ran
around to the back and saw a figure running away
from the workshop towards the woods. He took



DIME NOVEL - BEAST OF FIRE

chase but lost his man. When he came back the
workshop was up in flames.

The person he chased was wearing dark
clothes. He was about six-foot tall, lean and quick.
Hank adds that he took a shot at him and thinks
he hit him, but it did not stop him.

Be. Lanp

Dr. Ladd is utterly devastated by this turn of
events. He has been drinking nearly continu-
ously since the fire and is quite inebriated.
Interviewing him does not provide any
answers, just continued issuances of self-pity. If
the Heroes divulge that they are associates of
Dr. Quigley he hatefully accuses them of sabo-
tage and storms drunkenly away.

Tue Scene or tag Caime

The workshop that contained Dr Ladd’s
Moveable Sawmill is a complete disaster. It is bare-
ly standing and fumes and flames still belch out of
the ghost rock cellar on the west end of the build-
ing, along with an eerie wailing that reverberates
through the wreck. A large number of clues exist
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for those willing to get very dirty and risk being
burnt by the still hot embers of ghost rock.

The smoky ruins require an entire day or 8
hours of searching to find everything. It can be
searched by any number of people to reduce this
time. The base number of searchers is three, for
every additional set of eyes the number of hours
is reduced by one. At the end of this time have
each Player make a Search roll.

See below to determine the yields of this roll:
TN 5 Clues

The fire was started in the supply room.

The front door was forced shut with three split-
ting wedges.

It looks like a large amount of ghost rock was
piled under and around the steam saw.

TN 5 w/ 1 Raise Clues

There does not appear to be any human remains
in the fire.

The door to the ghost rock cellar was propped
open with a large rock.

In the remaining part of the ceiling on the east
wall, opposite the window the assailant escaped
from, there appears to be a bullet hole.

TN 5 w/ 2 Raises Clues

An access panel to delicate clockwork mecha-
nisms was opened and piled full of ghost rock.
The burning ghost rock warped and partially
melted the interior. This panel was rather
inconspicuous and it would not have been easy
to see in the poor light in which the sabotage
took place.

FoLLowing up

At the end of the search the participants are
filthy and are suffering from numerous superficial
burns from the still-smoking ruins. Regardless of
their successes above, they have learned two
things: there were no human remains amongst
the wreckage and the only undamaged piece of
equipment was a strange steel box with six ports
along either side. If the Heroes inquire about
Hoke’s body, they learn that it was never recov-
ered. It was assumed that it was destroyed in the
blaze. If asked about the machinery, Ladd or his
assistant, Tom Wallace says that it is a spare hose
coupler, which would have feed steam to smaller
hand-held saws; the significance of this will be
apparent later.
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TRAtLING THE ARSONIST

Trying to ascertain where the culprit fled is a
frustrating and ultimately fruitless affair. The trail
into the woods is relatively easy to follow.
Observant Heroes can find traces of blood on bro-
ken and disturbed foliage Search TN5, but this
trail leads in short order to a small stream in
which the trail is lost.

If the Players attempt to track down any recent
gunshot victims they are told that only three
physicians live in the area. There is a doctor in
each camp and one in Oconto. Dr. Milton
Whitehead works for the Oconto Company, Dr.
William Finn works for Holt and Balcom. Serving
the needs of the Oconto citizens is Dr. Oliver
Jackson. Speaking with Finn or Whitehead proves
fruitless. Dr. Jackson, on the other hand, has per-
tinent information.

Da. Duiven Jackson

Dr. Jackson treated a young man early this
morning whose left arm had been shot at the
shoulder. Jackson can tell the Heroes that this fel-
low claimed that he and his friends had been
drinking and one of them said that he could shoot
a bottle off of his shoulder at thirty paces.
According to this man, his friend lost the bet and
he got shot. The doctor, familiar with the drunk-
en antics of his charges, did not doubt the story.

If it is suspected that Hoke Beecham is the per-
petrator of the fire and he is described to Dr.
Jackson, he acknowledges that Beecham was the
man he treated. In addition, Jackson says that he
has treated Beecham before when he was working
as a guard. A possum inflicted several serious bites
upon Beecham as he was trying to shoo it from an
outhouse. It was not the sort of injury Dr. Jackson
usually treats so he remembers it rather easily.

TRackin Beecuan

If the Heroes attempt to determine that
Beecham was working for both camps they can
consult Wesley Tucker, who recalls hiring
Beecham to provide security on a part time
basis. Dr. Ladd’s assistant Tom Wallace is also
able to supply similar information. Wallace also
states that after the disaster at the Holt & Balcom
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camp he brought Beecham in on a full time
basis. Neither man knows much about him per-
sonally.

Inquiries about Beecham among his fellow
guards will be more helpful. A successful
Streetwise roll TN 5 allows the Heroes to learn
that Beecham had previously worked as a lum-
berjack. Then he “got religion,” stopped drinking
and eventually began working as a guard. His
acquaintances in both camps note that he was
often away from camp when he wasn’t working.
This was in fact due to his “double-duty” at each
opposing camp. Most everyone thought Hoke was
a little odd and not terribly bright.

Another or Streetwise roll TN 7 supplies the
following from a fellow, Tom Lake, who claims to
have been “drinkin buddies” with Beecham:

“’Fore ole Hoke got the religion, we were
good friends. Then he went a listening to
that propbet feller. After that be was differ-
ent. Wouldn’t drink, wouldn’t cuss. He
even tried to get me to stop cutting timber.
Said it would bring on the end ‘o the
world. “

After the Heroes have been making inquiries
for several hours, a shady fellow, named CIliff
Giles, approaches them. He claims to have infor-
mation about Beecham’s whereabouts. His asking
price is $50, but he can be bargained down to
$25. Once the deal is struck he tells them that
Beecham is holed up in the Oconto Hotel under
the name of Moses Wood.

Beecham is resting uneasily in a second floor
room in the Oconto Hotel. He hopes to wait until
he has regained his strength and then meet up
with the Prophet. The Players are able to catch
him off guard if they make opposed sneak rolls. If
the Heroes explain their intentions to Mike
Hanes, the hotel manager, he provides a key to
Hoke’s room on the second floor. Beecham’s
actions are dependent on the number of Players
making the assault. If he is out numbered three to
one he attempts to leap out of the window in his
room, otherwise he draws iron and attempts to
shoot his way out. If he jumps he breaks his leg
and passes out. If engaged in a firefight, he quick-
ly surrenders if the gun battle appears to be going
against him.

Hoke Beecham (See page 19 for stats)
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INTERROGATING BEEcoaM

Once captured Beecham is cut off from his
mentor’s instructions. The Prophet did not
instruct him on how to behave if he was captured.
Therefore he is open and honest about his activi-
ties. He confesses to the sabotage of both saws.
He explains that the Prophet told him how to
damage the first saw. After seeing so many folks
hurt they decided to burn the other one. The rea-
son for causing the damage hinges on his strong
belief that logging is evil. He continually refers to
it as the “devil’s work.” Beecham never really
understood why it was so bad, but he believes it
steadfastly nevertheless. A Scrutinize roll TN 5
reveals that Beecham is being honest and believes
he was doing the right thing. If he is asked,
Beecham also takes responsibility for starting the
nuisance fires in both camps.

He is very reluctant to give information con-
cerning the Prophet. He remains tight-lipped
unless he fails an opposed Intimidate or Overawe
check. If he fails, he tells them that there is a clear-
ing near the Holt & Balcom camp where the
Prophet sleeps most nights. Beecham was sup-
posed to meet him there but his injuries prevent-
ed this. He begrudgingly provides directions to
this location. Before the Heroes depart, he
implores them not to hurt the Prophet, claiming
that he is a man of God on a noble mission.
Following this perceived failure Beecham
becomes very withdrawn. He is consumed with
guilt and attempts suicide if not closely guarded.

Tur Propagr

The Prophet has been on the lookout for Hoke
since the fire at the Oconto Company. By listening
to gossip among the lumberjacks he has learned
that Hoke was probably injured. He has made his
way to Oconto Falls and has been sulking around
trying to figure out what has happened to his dis-
ciple. If the Players visit the town, the Prophet
soon hears of it from a group of lumberjacks. He
continues listening, perhaps even asking a few
questions to learn more about the strangers.
Eventually he learns who they are and what they
are doing. He also realizes that Hoke is likely cap-
tured or dead, but in any case no longer capable
of assisting him.

Bucheron soon comes to remember the terri-
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ble nightmare that drove him and his fellow lum-
berjacks mad and the subsequent murderous
rampage that occurred in the ancient heart of the
forest. Furthermore, he understands that the
grove was not the source of the evil, but its
prison. This strengthens his desire to stop it from
being leveled. He realizes that he is unlikely to be
heard if he speaks out in either lumber camp, so
he decides to turn to the Characters. At some
point he sneaks them a brief scrawled note to the
Heroes asking them to meet him in the clearing:
see Appendix F. This will occur whether or not
Hoke gives the Heroes the information.

Pierre Bucheron-The Prophet (See page 18
for stats)

INVESTIGATING THE PRopHET

Once the Characters learn more about the
Prophet and if they begin asking about him
amongst the lumberjacks, they learn that he was
pretty much a common figure in the camps. Most
folks recall that he would wander in and tell them
what they were doing was wrong and that they
were slaves to their employers. The hardened
men working the camps didn’t take him seriously
and he was the object of countless jokes and
pranks. Everyone knew that he wasn’t right in the
head and his messages were ridiculous.

PART FOUR: FIRESTORM

SHOWDOWN

The Prophet arrives at the predetermined spot
shortly after dark. Providing that the Heroes don’t
kill him out right he surrenders without a fight.
He has become lucid over the past few days. With
this clarity has come a new understanding of what
has to be done. He explains what he knows, con-
firming Sapatis’s story with the addition that a
specific group of trees contains the evil manitou.
He urges the Players to stop the timbering opera-
tion and prevent the terrible threat from being
loosed on the world. A successful Scrutinize roll
TN 3 indicates that the Prophet earnestly believes
what he is saying.

Bucheron is very grateful if the Characters
decided to help. He is willing to turn himself in to
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the authorities and take responsibility for direct-
ing Hoke’s actions once he is satisfied that the
danger to the grove has passed. He accompanies
the Heroes at this point and suggests that he tell
his tale to Theodore Douglas. He used to work for
Douglas before the accident and the manager
might remember him. If the Heroes decide to
return to the H&B camp they discover that all hell
has broken loose.

If the Heroes go loco and shoot the Prophet
down before he has a chance to speak, then the
Marshall can either declare that the disturbed
man wrote his story in a journal or keep the mur-
derers in the dark.

INFERNO

All the while the Heroes were dutifully investi-
gating the sabotages, tracking down Hoke
Beecham and speaking with Pierre Biicheron, the
manitou, He Who Stalks the Pines has taken its
own steps to end its long imprisonment. Several
events have occurred independently of the
Heroes actions. The most critical of these involve
the terrible manitou’s efforts to free it.

A similar fate that befell Blicheron’s party has
claimed the lives of another group of timber
scouts. However, the manitou has learned from
the experience with Blcheron. With Blcheron,
the manitou lashed out and drove the men mad
causing them to murder one another. This time it
stripped them of their living essence and replaced
that vital spark with a bit of its own foul essence.
The lumberjacks behave as walkin dead, but they
can be issued orders by the manitou. This allows
a tiny portion of He Who Stalks the Pines to
escape the wards and act outside the warded
grove.

Watkin’ Dean

Corporeal: Deftness 2d6, Nimbleness 2d8,
Strength 3d8, Quickness2d10, Vigor 2d8

Dodge 4d12, fightin’: brawlin’ 3d8

Mental: Cognition 2d10, Knowledge 1d6, Mien
1d6, Smarts 1d6, Spirit 1d4, Overawe 5d6

Pace: 6

Size: 6

Terror: 9

Special Abilities:

% Bite: Str

% Guns: Many Walkin’ Dead carry the weapons
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of their former selves or their victims.

% Immunity: To Wind or physical stress. They
are affected by any other form of damage just
like harrowed Characters.

This freedom is limited however. The wards
project a null field for 20 yards outside the grove.
Therefore He Who Stalks the Pines gives his
undead instruments the standing command to
keep walking in a given direction. While inside
the null field the manitou cannot issue new com-
mands to the undead automatons. Essentially
they vanish from its consciousness and then reap-
pear once outside the field. The still potent ward
also prevents the manitou from using them to
simply chop down the trees. In addition it is
extremely taxing on the manitou to exert control
over the lumberjacks. It knows that this effort to
free itself must succeed or it is too weak to exert
its evil influence for ever.

Using the knowledge contained in the memo-
ries of the men, He Who Stalks the Pines has
decided to start a forest fire that consumes the
grove. To do this it plans on commandeering a
wagonload of combustible ghost rock oil at the
Holt & Balcom camp where it was to be used to
fuel Quigley’s steam saw. The next phase of this
plan is for this wagon to travel to the site of the
warding grove. The ghost rock oil is to be poured
onto a large mass of fallen wood with which the
undead lumberjacks have encircled the warded
grove. This deadfall is present if the Heroes visit
the grove prior to this event. The resulting fire
should be enough to destroy the warding trees
and free the manitou.

Best Larp Prans

This event should occur when the Heroes
return to the Holt & Balcom camp after their
meeting with the Prophet. If the Heroes took the
Prophet’s advice and speak to Theodore Douglas,
he gladly receives them despite the late hour. If
the Prophet has accompanied them, Douglas rec-
ognizes him after some coaxing. He listens intent-
ly to the strange tale, but is rather skeptical about
it. Having heard the tale Douglas stops the group,
shakes his head, and demands hard proof of this
nonsense.

Fortunately the proof is forthcoming without
any aid from the Heroes. While the interview is
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progressing, the undead lumber crew enters the
camp and begins to commandeer the wagon hold-
ing the barrels of ghost rock oil. Initially this goes
unnoticed but after a little while Bill Watson hears
the noise and ventures out to investigate. Upon
seeing the lumberjacks up close he becomes
frightened and runs off screaming in mortal ter-
ror. By this time the undead lumber crew has
managed to harness up a team of spooked horses.
Watson’s cries are audible throughout the camp
and soon others venture out to see what is caus-
ing the racket. The Heroes hear this about the
same time Douglas demands some solid evidence
of their story.

Upon venturing out the Heroes see the commo-
tion. A few lumberjacks have approached the shad-
owy culprits only to run in terror after seeing their
wizened features. A handful of the truly bold ones
have returned with firearms. As the Players take in
the scene, a short burly fellow wielding a pistol has
positioned himself in-between the would-be thief
and the wagon. The lumberjack shouts, “Stop
where you are or you be pushin’ up daisies!” This
has no effect on the assailant who lurches forward
as the lumberjack unloads his pistol. Once the
shooting starts the other lumberjacks open up and
the Heroes can then act as they see fit.

The undead lumberjacks are totally focused on
stealing the wagon. They ignore any verbal threats
and most physical assaults are treated likewise.
They attack only if someone gets themselves
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between the lumberjacks and the wagons. The
wagon departs in haste one or two rounds after
the Heroes emerge from Douglas’ office, going in
the direction of the warded grove.

As the wagon careens off, the panicked lum-
berjacks fire a few more rounds. These errant
shots have the unfortunate effect of hitting one of
the barrels of ghost rock oil, causing it to ignite.
This spooks the horses that were already terrified
by their otherworldly drivers. They bolt; crashing
through the woods spilling and busting open the
remaining barrels. The fire quickly spreads threat-
ening to consume the woods.

Despite the complications to its dire plan He
Who Stalks the Pines still knows freedom unless
the Heroes take action.

The fire represents the most pressing danger
to the grove. It has been accelerated by the
Ghost Rock oil and spreads steadily unless
action is taken to stop it. No perfect solution
exists to stop the spreading fire however a num-
ber of options exist. Many of these depend on
getting the two camps to cooperate. For this to
take place the Heroes must first convince them
of the danger posed by the manitou caged by the
warded grove or that their financial future is
destroyed if the blaze continues. The economic
angle is easier to sell if the Heroes have no
qualms about bending the truth. A telegraph line
connects the camps so communication can be
fairly rapid though this can be severed if it serves
to heighten the drama.

If the camps are convinced to cooperate then a
couple of options exist for the firefight. The most
direct approach would be to have the lumberjacks
form firebreaks to stop the progress of the fire.
Another method, one more suited to the Weird
West, is to convince the two rivals, Ladd and
Quigley, to pool their resources to combine the
remains of their two devices to create a fire fight-
ing apparatus. Quigley’s prototype fire fighting
apparatus can be completed if it is outfitted with
Ladd’s hose coupler unit. If the Heroes can act as
intermediaries with any Mad Scientist Character
assisting, the device can be brought together in
short order. The hastily assembled fire pump can
then be used to combat the blaze.

No matter which method is employed the
efforts take all night. Unless the players are stu-
pidly counterproductive the fire should be staved
off. This is more of a dramatic event than one
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requiring rolls and gaming mechanics. The
Marshall should strive to create a sense of tension.
During the efforts to fight the fire any of the miss-
ing logging crew that have not been destroyed
turns up and attacks the fire-fighting crews. If the
fire fighting apparatus is employed then the
undead lumberjacks will target it. The lumber
crew is powerful manitou-enchanted walkin‘dead
and their efforts should be used to maximize the
drama of the blazing forest, which is the primary
threat. During the battle the Heroes need to make
a Dodge roll TN 5 every other round or suffer 2d6
points of damage from fire, falling branches and
other hazards. These are things that are usually
avoided but under the duress of combat they are
more dangerous and require skill checks.

If the Heroes are ultimately unsuccessful and
the grove is razed to the ground then the manitou
escapes. The evil spirit is vengeful and should its
minions fail, it alters substance and attacks any
Character stragglers before returning to spirit
form. Only a Shaman may prevent the manitou
from taking its solid form and return it to the hell-
ish plane from whence it came.

Tur Manitou

Description: Appearing as a half-man, half-
wolverine the manitou resembles a large were-
wolf in solid form with small horns above its deep
set eyes.

Corporeal: Deftness 2d8, Nimbleness 2d12+4,
Strength 2d12, Quickness 4d12+4, Vigor 2d12
Dodge 4d12, fightin’: brawlin’ 6d12+4

Mental: Cognition 2d12, Knowledge 1d4, Mien
3d10, Smarts 1d6, Spirit 1d6, Overawe 2d12
Faith 3d6

Pace: 24

Size: 6

Terror: 10

Special Abilities:

% Claws: Str +1d8

% Substance: A Manitou may manifest into solid
form for two hours once per week. A Shaman
in the immediate vicinity may return the mani-
tou to the Hunting Grounds by succeeding an
opposed Faith roll. Failure results in the
Shaman receiving 3d6 points of damage to his
guts area, plus an additional 1d6 for every raise
the Manitou got in the struggle.

% Infectious Bite: A Character bitten by the
solid form manitou must make an immediate
Hard (9) Vigor test. If he fails, he becomes a

1t

Walkin’ Dead himself in 1d6 days.

% Manitou Essence: A Manitou can impart some
of its essence to 3d6 corpses only while in spir-
it form. These corpses are now Walkin’ Dead.

ArrERmATH

Providing the Heroes do not perish from fire or
zombie inflicted injuries and prove instrumental
in containing the blaze they earn the respect of
the rugged camp laborers and management. If
they persuaded the two scientists to work togeth-
er they witness a noticeable thaw in their rela-
tionship.

The final event they witness is a man in a long
black duster entering a building followed by
Augustus Cole and Lloyd Garnes. This occurs as
the Heroes are leaving the camp. Later they learn
that the logging area has been designated as the
Nicolet National Forest and that no future logging
operations will occur there.

MAJOR PLAYERS:

INDEPENDENTS

Pieant Bacaenon Tur Propuer

Description: Pierre is a former lumberjack. After
the terrible events in the forest Biicheron plays at
being a messenger from God spreading a gospel
that decries logging. His once powerful frame has
withered to frail thinness. His hair, which prior to
his encounter with the terrors of the manitou was
black as coal, is now streaked with gray and worn
long and wild.

Age: 41

Handedness: Right

Wind: 20, Pace: 6, Size: 6

Traits: Cognition 4d6, Deftness 1d6, Knowledge
4d8, Nimbleness 3d6, Mien 4d8, Strength 3d6,
Smarts 4d6, Quickness 2d12, Spirit 3d12, Vigor
2d8

Edges and Hindrances: Arcane Bkgd: Blessed
(3), Ailin: Chronic (-3), Bad Eyes: Mild (-3), Oath:
Serious (-4)

Skills: Area Knowledge: Home County (2),
Climbing (2), Language: Native Tongue (2),
Search (4), Sneak 1, Shooting: Pistol (2), Fighting:
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Ax (2), Horse Riding (2), Scrutinize (3), Language:
Latin (2), Language: Indian Sign (1), Medicine:
General (2), Professional: Theology (3), Faith:
Christian (4), Guts (2)

Miracles: Ashes to Ashes, Cloak, Consecrate Item,
Protection, Safekeeping

Mysterious Past

Cash: 181.85

Equipment: Ax, Bacon (pound), Colt .44 Army
Revolver, Lantern, Mule, Shovel.

Hoke Beecuam

Description: A deranged simple-minded young
lumberjack who is also the disciple of the
Prophet. He is responsible for sabotaging the
steam saws developed by Quigley and Ladd. He
also starts several small fires that damage camp
equipment. When the game begins Hoke, is
employed as a guard by both scientists.

Age: 21

Handedness: Both

Wind: 14, Pace: 12, Size: 6

Traits: Cognition 4d4, Deftness 3d12, Knowledge
3d4, Nimbleness 4d12, Mien 3d6, Strength 4d0,
Smarts 1d6, Quickness 3d8, Spirit 2d8, Vigor 1d6
Edges and Hindrances: Brave (2), Tough as Nails
(2), Two-Fisted (3), Loyal (-3), Lyin Eyes (-3),
Macho (-3)

Skills: Area Knowledge: Home County (2),
Climbing (1), Language: Native Tongue (2),
Search (4), Sneak (1), Shooting: Pistol (3), Dodge
(2), Fighting: Brawling (2), Fighting: Club (1),
Faith: Christian Other (1), Disguise(1),
Lockpicking (1), Survival: Mountain(1),
Throwing: Ax (1)

Mysterious Past

Cash: 154.8

Equipment: Ax, Bedroll, Blasting Cap, Brass
Knuckles, Canteen, Dynamite (Stick), File, Fuse
(foot), Hammer, Knife, L&R Navy, Nitro (Pint),
Tobacco, chewing (1 tin)

GEraLD CRipes

Description: A tall dark haired gunslinger hired
by Howard Mudd to acquire a specially designed
valve by whatever means necessary.

Age: 30

Handedness: Right

Wind: 16, Pace: 8, Size: 6

Traits: Cognition 2d8, Deftness 3d10,
Knowledgeld4, Nimbleness 3d8, Mien 3d8,
Strength 2d8, Smarts 3d4, Quickness 4d6, Spirit
3d8, Vigor 4d8

1

Edges and Hindrances: Keen (3), Renown:
Known-old (2), Strong Stomach, The Stare, Heroic
(-3), Enemy: Annoyin (-1), Vengeful (-3)

Skills: Area Knowledge: Home County (2),
Climbing (1), Language: Native Tongue (2), Search
(1), Sneak (1), Shooting: Rifle (2), Speed Load:
Pistol (2), Quick Draw: Pistol (2), Dodge (2),
Shooting: Pistol (4), Horse Riding (3), Guts (1)
Cash: 106

Equipment: .45 Winchester ‘76 Rifle, Bedroll
Bottle whiskey (Cheap stuff), Colt .45 Peacemaker
SA, Holster (Quick-draw), Horse, Pipe, Saddle,
Saddle bags, Watch

Faane Dancerriecn, Peono g0 Necao anp Ranoar Werks

Description: Fellows of unsteady morals and
poor temperament hired by Cribbs to perform
various criminal tasks. Dangerfield is short and
stocky, Weeks is a tall thin nervous man. El Negro
is a half-breed Mexican with shoulder length black
hair; he is short of stature, but wiry and strong.

FraNy DaNcERFIELD

Age: 35

Handedness: Right

Wind: 14, Pace: 4, Size: 6

Traits: Cognition 3d8, Deftness 3d4, Knowledge
2d6, Nimbleness 2d4, Mien 1d6, Strength 1d0,
Smarts 4d6, Quickness 2d6, Spirit 1d8, Vigor 1d6
Edges and Hindrances: Big Ears (1), Tough as
Nails (1), All Thumbs (-2), Randy (-3),
Superstitious (-2)

Skills: Area Knowledge: Home County (2),
Climbing (5), Language: Native Tongue (2),
Search (4), Sneak (3), Quick Draw: Pistol (3),
Ridicule (1), Shooting: Pistol (3), Throwin’: Knife
(4), Guts (5)

Cash: 13.45

Equipment: Bottle whiskey (Cheap stuff), Colt
.44 Army Revolver, Dynamite (Stick) (3), Fuse
(foot), Gun belt, Holster (Quick-draw), Horse,
Knife, Large (Bowie), Longjohns, Nitro (Pint),
Saddle, Trousers, Winter Coat.

Prono Eu Necno

Age: 27

Handedness: Right

Wind: 12, Pace: 6, Size: 6

Traits: Cognition 3d4, Deftness 1d8, Knowledge
1d6, Nimbleness 2d6, Mien 3d8, Strength 2d6,
Smarts 1d6, Quickness 2d12, Spirit 2d6, Vigor
1d6

Edges and Hindrances: Cross Draw, Nerves O’
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Steel, Loyal (-3), Macho (-3), Impulsive (-3)
Skills: Area Knowledge: Home County (2),
Climbing (1), Language: Native Tongue (2),
Search (1), Sneak (2), Fighting: Brawling (5),
Fighting: Butterfly Knife (5), Horse Riding (2),
Jumping (2), Scrounging (1), Shooting: Rifle (4),
Streetwise (3)

Cash: 14.10

Equipment:.45 Winchester ‘76 Rifle, Bacon
(pound), Brass, Knuckles, Coffee (pound),
Detonation wire (50’), Detonator (plunger),
Hatchet, Horse, Knife, Knife, Large (Bowie) |,
Saddle.

Wreks

Age: 26

Handedness: Right

Wind: 12, Pace: 6, Size: 6

Traits: Cognition 3d4, Deftness 1d6, Knowledge
3d6, Nimbleness 4d6, Mien 4d4, Strength 1d6,
Smarts 2d6, Quickness 4d6, Spirit 2d6, Vigor 1d6
Edges and Hindrances: Quick Thinker (2),
Scrawny (-5), Vengeful (-3), Squeamish (-3)
Skills: Area Knowledge: Home County (2),
Climbing (3), Language: Native Tongue (2),
Search (1), Sneak (5), Bluff (3), Dodge (4),
Shooting: Pistol (3)

Cash: 37.45

Equipment: Bottle whiskey (Cheap stuff), Colt
.44 Army Revolver, Gun belt, Holster (Quick-
draw), Horse, Longjohns

Saddle, Trousers, Winter Coat

Sapatis

Description: An aged Menominee shaman. This
fellow is full of lore about the area and can serve
as a valuable source of information. As he has
aged he has acquired a powerful taste for alcohol.
Age: 79

Handedness: Right

Wind: 16, Pace: 6, Size: 6

Traits: Cognition 3d12, Deftness 2d8, Knowledge
2d10, Nimbleness: 1d6, Mien 4d10, Strength 1d4,
Smarts 3d8, Quickness 1d8, Spirit 4d12, Vigor
2d4

Edges and Hindrances: Guardian Spirit (3)%,
Arcane Bkgd: Shamans (3), Oath: Guardian Spirit
(-0)*, Tribeless (-3)*, Ailin: Chronic (-3),
Hankerin: Severe (-3)

Skills: Area Knowledge: Home County (4),
Climbing (3), Language: Native Tongue (06),
Search (3), Sneak (1), Ritual: Spirit Song (3),
Academia: Occult (3), Language: Indian Sign (2),

il

Scrutinize (2), Fighting: Ax (2), Medicine: General
(3), Horse Riding (3), Language: Apache (1), Bluff
(2), Smoke Signaling (1), Tale Telling (4)

Favors: Clumsiness*, Confusion*, Coyote’s
Laugh, False Face, Misdirect, Truth of the Crow
Mysterious Past

Guardian Spirit: Coyote

Cash: 250

Equipment: none

Wivam Sranoine Pine & Awix Weitereataen

Description: Members of the Menominee tribe
who oppose the timbering operations of the
Oconto Company and Holt & Balcom. Wiyam is
the younger of the two. He is a tall handsome
man, who despite his strong loyalty to his people
dresses in white man’s garments. Anik, older and
less attractive, maintains a careful balance
between his culture and white culture. This is
reflected in his appearance.

Wivam Stanoine Ping

Age: 20

Handedness: Both

Wind: 10, Pace: 6, Size: 6

Traits: Cognition 1d10, Deftness 3d12,
Knowledge 1d8, Nimbleness 3d6, Mien 1d8,
Strength 4d8, Smarts 2d12, Quickness 3d6, Spirit
3d4, Vigorld6

Edges and Hindrances: Paleface (1), Quick
Thinker (2), Two-Fisted (3), Tribal Loyalty (-0)*,
Loyal (-3), Cautious (-3)

Skills: Area Knowledge: Home County (2),
Climbing (3), Language: Native Tongue (4),
Search (3), Sneak (1), Tribal Customs: Pomo (1),
Shooting: Rifle (3), Throwing: Spear (3), Survival:
Mountain (2)

Tracking (4), Language: Indian Sign (2), Fighting:
Brawling (2), Fighting: Ax (2), Dodge (1), Area
Knowledge: Region (1), Guts (4)

Cash: 48

Equipment: .44-40 Winchester ‘73 Rifle, Ax,
Boots, Canteen, Horse, Improved Rifle Sights,
Longjohns, Shirt (Work), Shoes, Spear,
Tomahawk, Trousers.

Avix Wairereataen

Age: 30

Handedness: Both

Wind: 14, Pace: 6, Size: 6

Traits: Cognition 2d6, Deftness 4d6
Knowledge 3d6, Nimbleness 3d6
Mien 4d6, Strength 2d8



DIME NOVEL - BEAST OF FIRE

Smarts 3d8, Quickness 1d8

Spirit 4d10, Vigor 4d4

Edges and Hindrances: Guardian Spirit: Coyote
(1), Eagle Eyes (1), Two-Fisted (3), Tribal Loyalty (-
0), Oath: Guardian Spirit (-0), Ugly as Sin (-1),
Ailin: Annoying (-1), Honorable (-3)

Skills: Area Knowledge: Home County (2),
Climbing (1), Language: Native Tongue (5), Search
(1), Sneak (1), Tribal Customs: Pomo (2), Guts (3),
Horse Riding (3), Language: Indian Sign (3),
Scrutinize (2), Tracking (2), Throwing: Axe (3)
Cash: 79.80

Equipment:.44-40 Winchester ‘73 Rifle, Ax,
Canteen, Horse, Improved Rifle Sights, Spear,
Tomahawk

CLirroRD Swenpene

Description: A young aspiring newspaperman
who writes the Oconto County Logger’s Journal.
Barely 25, Clifford is tall, blond and very energetic.
Age: 25

Handedness: Right

Wind: 10, Pace: 6, Size: 6

Traits: Cognition 4d12, Deftness 3d6, Knowledge
4d6, Nimbleness: 2d6, Mien 3d6, Strength 2d6,
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Smarts 2d12, Quickness 1d10, Spirit 1d6, Vigor
2d4

Edges and Hindrances: Friends in High Places
(5), Gift of Gab-new (1), Luck of the Irish-new (3),
Oath: Sworn (-5), Pacifist: Self-Defense (-3)
Skills: Area Knowledge: Home County (2),
Climbing (3), Language: Native, Tongue (2),
Search (4), Sneak (3), Lockpicking (2), Shooting:
Pistol (2), Scrutinize (4), Streetwise (3), Bluff (4),
Professional: Journalism (4)

Mysterious Past

Cash: 107.57

Equipment: Backpack, Bacon (pound) (2),
Bedroll, Camera, Canteen, Coffee (pound),
Harmonica, Horse, Lantern, Matches (box of
100), Photographic Plate, Playing Cards,
Spectacles, Trail Rations (per Day), Watch.

Hoir & Bavcom (Sex Aepennix A)

Dr. James Quictey

Description: This man hires the Heroes through
his agent Wesley Tucker. Quigley is developing a
steam-powered saw to speed in clearing timber.
He is a short solidly built man in his fifties, with
receding brown hair. He is employed by the Holt
& Balcom Company.

Age: 51

Handedness: Right

Wind: 10, Pace: 8, Size: 6

Traits: Cognition 4d8, Deftness 3d4, Knowledge
3d12, Nimbleness 1d8, Mien 3d8, Strength 1d6,
Smarts 4d10, Quickness 1d6, Spirit 2d6, Vigor
2d4

Edges and Hindrances: Arcane Bkgd: Mad
Science (3), Dinero: Minor (2), Mechanically
Inclined (1), Bad Eyes: Mild (-3), Curious (-3),
Tinhorn (-2), Stubborn (-2)

Skills: Area Knowledge: Home County (2),
Climbing (2), Language: Native Tongue (4),
Search (4), Sneak (1), Shooting: Flamethrower
(4), Driving: Steam Wagon (4), Scrutinize (1),
Area Knowledge: Region (2), Demolition (2),
Science: Engineering (5), Science:, Chemistry (3),
Scrounging (3), Tinkering (4)

Mysterious Past

Cash: 3910.60

Equipment: Backpack, Bacon (pound) (2),
Bedroll, Blasting Cap, Camera, Canteen, Cigar,
Coffee (pound), Conestoga Wagon, Detonation
wire (50’), Detonator (plunger) (2), Dynamite
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(Stick), Flamethrower, Fuse (foot), Hammer,
Harmonica, Lantern, Matches (box of 100), Mule,
Nitro (Pint), Photographic Plate, Playing Cards,
Saddle, Saddle bags , Spectacles, Trail Rations
(per Day), Watch.

Westey Tucken

Description: Assistant of Dr. Quigley. Tucker is
short thin man, who often dresses in nondescript
light brown suits. He has a large hawkish nose
and a weak chin. He wears spectacles and his
manner is nervous and self-conscious. He stam-
mers slightly when he speaks. Despite his physical
shortcomings he is very competent. He recog-
nizes immediately when he needs help and does
not hesitate to seek it out. This prudence has led
to Holt & Balcom placing tasks of great impor-
tance on his narrow shoulders.

Age: 35

Handedness: Right

Wind: 18, Pace: 6, Size: 6

Trails: Cognition 3d10, Deftness 2d8, Knowledge
2d10, Nimbleness 3d6, Mien 2d12, Strength 1d6,
Smarts 3d10, Quickness 1d4, Spirit 1d12, Vigor 2d6
Edges and Hindrances: Quick Thinker (2),
Dinero: Light (1), Friends in High Places (1),
Pacifist: Self-Defense (-3), Bad Eyes: Mild (-3),
Habit: Annoyin (-1), Squeaky (-2)

Skills: Area Knowledge: Home County (2),
Climbing (1), Language: Native Tongue (3),
Search (4), Sneak (1), Scrutinize (1), Tinkering
(2), Guts (1), Driving: Steam Wagon (3), Disguise
(2), Area Knowledge:

Town (2), Arts: Painting (1), Arts: Sculpting (1),
Bluff (2), Mad Science (1), Medicine: General (1),
Lockpicking (1), Scrounging (2), Tracking (1)

, Shooting: Pistol (2)

Cash: 399.65

Equipment: .22 Rupertus Pepperbox, Canteen,
Coffee (pound), Handcuffs, Lantern oil (gallon),
Longjohns, Matches (box of 100), Mess Kit, Mule,
Saddle, Saddle bags, Shirt (Dress), Shoes,
Spectacles (2), Steam Wagon, Suit, Watch (gold),
Winter Coat.

Bitt Warson

Description: Lead engineer on Dr. Quigley’s
team. He is obsessive with his commitment to per-
fection, commonly working for days without
sleep on very minor adjustments or modifications
to the steam saw.

Age: 41

Handedness: Right

tl

Wind: 10, Pace: 8, Size: 6

Traits: Cognition 3d6, Deftness 2d6, Knowledge
4d12, Nimbleness 2d8,, Mien 4d6, Strength 2d12,
Smarts 3d10, Quickness 1d8, Spirit 3d4, Vigor
1d6

Edges and Hindrances: Mechanically Inclined
(1), Keen (3), Curious (-3), Stubborn (-2),
Cautious (-3)

Skills: Area Knowledge: Home County (2),
Climbing (1), Language: Native Tongue (2),
Lockpicking, (2), Search (1), Sneak (1), Science:
Engineering (5), Science: General (5), Science:
Chemistry (5), Science: Physics (3), Scrounging
(3), Tinkering (5), Leadership (2), Demolition (1)
Mysterious Past

Cash: 200.55

Equipment: Ax, Backpack, Barbed wire (yard),
Bedroll, Blasting Cap, Canteen, Detonation wire
(50’), Detonator (plunger), Drill, Dynamite
(Stick), File, Fuse (foot), Hammer, Hatchet, Iron
Skillet, Lantern oil (gallon), Nitro (Pint), Pick,
Rope (50”), Shovel, Spectacles, Tobacco, chewing
(tin), Trail Rations (per Day), Watch.

Aucostos Coit

Description: General Manager of Holt & Balcom
for the Oconto County area. Cole is an older man
with distinctive gray muttonchops. He is fond of
cigars and finely tailored suits.

Age: 55

Handedness: Right

Wind: 18, Pace: 6, Size: 6

Traits: Cognition 1d12, Deftness 3d6, Knowledge
2d10, Nimbleness 2d6, Mien 3d8, Strength 1d6,
Smarts 4d10, Quickness 4d6, Spirit 1d10, Vigor
2d8

Edges and Hindrances: Big Ears (1), Belongings:
“Light (1), Iron Stomach (4), Habit: Annoyin (-1),
Hankerin: Mild (-1), Intolerance: A Few Folks (-1),
Miser (-3)

Skills: Area Knowledge: Home County (3),
Climbing (1). Language: Native Tongue (2),
Search (1), Sneak (1), Area Knowledge: County
(1), Area Knowledge: Region 1, Area Knowledge:
State 1, Area Knowledge: Town (2), Bluff (5),
Disguise (1), Driving: Steam Wagon (1), Fighting:
Brawling (2), Gambling (3), Horse Riding (1)’
Leadership (5), Medicine: General, Professional:
Politics (1), Streetwise (5)

Mysterious Past

Cash: 168.15

Equipment: Ax, Backpack, Bedroll, Boots,
Canteen, Cigar (20), Lantern oil (gallon), Matches
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(box of 100) (5), Mess Kit, Pick, Pipe, Playing
Cards (2), Shirt (Dress) (3), Shoes (2), Spectacles
(2), Suit (2), Tobacco, chewing (tin), Trail Rations
(per Day), Trousers, Watch, Watch (gold).

Turooore Doveras

Description: The Onsite Manager for Holt &
Balcom. Injured in the Peshtigo fire in 1871,
Douglas used his talent for figures to enter man-
agement. Douglas wears his black beard long and
full to cover burn scars on his face and neck.
Age: 36

Handedness: Right

Wind: 18, Pace: 10, Size: 6

Traits: Cognition 3d8, Deftness 4d4, Knowledge
1d10, Nimbleness 4d10, Mien 3d4, Strength 1d4,
Smarts 2d10, Quickness 3d6, Spirit 1d12, Vigor
1d6

Edges and Hindrances: Gift of Gab-new (1),
Dinero: Light (1), Lame: Limp (-3), Self-Righteous
(-3), Miser (-3)

Skills: Area Knowledge: Home County (2),
Climbing (1), Language: Native Tongue (4),
Search (3), Sneak (1), Academia: History (2), Area
Knowledge: State (2), Arts: Sketching (2), Bluff
(4), Driving: Steam Wagon (1), Gambling (2),
Language: Latin (1), Leadership (2), Lockpicking
(1), Professional: Law (2), Science: General (2),
Scrounging (2), Scrutinize (3), Tinkering (1),
Trade: Telegraphy (1), Demolition (1)

Cash: 231.15

Equipment: Ax, Backpack, Bedroll, Boots (2),
Canteen, Lantern oil (gallon), Matches (box of
100) (5), Mess Kit, Pick, Playing Cards (2), Shirt
(Dress) (3), Shoes, Suit (3), Tobacco, chewing
(tin), Trail Rations (per Day), Trousers, Watch,
Watch (gold), Winter Coat.

Oconto Company (Ser Aepennix B)

De. Bayant Laoo

Description: This is the chief competitor of Dr.
Quigley. Dr. Ladd was a former colleague and
worked on the initial design of the saw with
Quigley. However, after a falling out, Ladd vowed
to beat Quigley to the patent. He is a tall hand-
some man in his early forties. He has black hair
flecked with gray. Ladd is employed by the
Oconto Company.

Age: 41

Handedness: Right

Wind: 14, Pace: 6, Size: 6

A

Traits: Cognition 1d12, Deftness 1d8, Knowledge
2d10, Nimbleness 1d6, Mien 1d8, Strength 1d10,
Smarts 3d10, Quickness 2d6, Spirit 3d8, Vigor 3d6
Edges and Hindrances: Arcane Bkgd: Mad
Science (3), Dinero: Light 1, Mechanically Inclined,
Curious (-3), Honorable (-3), Stubborn (-2)
Skills: Area Knowledge: Home County (2),
Climbing (2), Language: Native Tongue (5), Search
(4), Sneak (2), Area Knowledge: County (2),
Demolition (2), Science: Engineering (5), Science:
Chemistry (3), Scrounging (3), Tinkering (4), Guts
(2), Driving: Steam Wagon (4), Teamster (2)
Mysterious Past

Cash: 2106.40

Equipment: Ax, Blasting Cap, Boots, Detonation
wire (50’), Detonator (plunger), Drill, Dynamite
(Stick), Fuse (foot), Handcuffs, Horse, Longjohns,
Matches (box of 100), Saddle, Shirt (Work), Suit,
Trousers, Winter Coat.

LLovn Gagnis

Description: Garnes is the onsite operations
manager for the Oconto Company. He is a friend-
ly, honest fellow. Though he no longer cuts timber
himself, Garnes retains a powerful frame, though
his age is beginning to show in his graying brown
hair.

Age: 50

Handedness: Right

Wind: 14, Pace: 4, Size: 6

Traits: Cognition 2d6, Deftness 1d10, Knowledge
1d8, Nimbleness 4d4, Mien 3d8, Strength 4d6,
Smarts 1d4, Quickness 3d10, Spirit 1d6, Vigor 2d8
Edges and Hindrances: Dinero: Minor (2),
Nerves O’ Steel (1), Ailin: Annoying (-1),
Honorable (-3)

Skills: Area Knowledge: Home County (2),
Climbing (2), Language: Native Tongue (2),
Search (1), Sneak (1), Horse Riding (2), Fighting:
Brawling (3), Fighting: Knife (1), Fighting: Ax (1),
Dodge (1), Demolition (2), Leadership (2),
Shooting: Rifle (1), Streetwise (3), Trade:
Carpentry (2)

Cash: 233.40

Equipment: Ax, Blasting Cap, Boots, Detonation
wire (50’), Detonator (plunger), Drill, Dynamite
(Stick), Fuse (foot), Handcuffs, Horse, Longjohns,
Matches (box of 100), .44-40 Winchester ‘73 Rifle,
Saddle, Shirt (Work), Suit, Trousers, Winter Coat.

Howano Moo

Description: The employee of the Oconto
Company responsible for seeing that Ladd’s saw
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is the first to operate. Mudd is of average height
and build, with perpetually greasy hair and dark
deep-set eyes.

Age: 31

Handedness: Right

Wind: 16, Pace: 12, Size: 6

Traits: Cognition 2d10, Deftness 4d8, Knowledge
3d6, Nimbleness 2d12, Mien 4d10, Strength
1d12, Smarts 3d12, Quickness 2d4, Spirit 4d10,
Vigor 4d6

Edges and Hindrances: Cross Draw (1), Gallows
Humor (2), Habit: Annoyin (-1), Big Britches (-3),
Bad Eyes: Mild (-3)

Skills: Area Knowledge: Home County (2),
Climbing (1), Language: Native Tongue (2),
Search (3), Sneak (1), Dodge (4), Gambling (3),
Gunplay (1), Guts (3), Horse Riding (4), Jumping
(2), Lockpicking (4), Persuasion (1), Ridicule (2),
Shooting: Pistol (2), Scrounging (1), Streetwise
3)

Mysterious Past

Cash: 67.9

Equipment: Bedroll, Buggy/Cab, Canteen, Colt
.44 Army Revolver, Gun belt, Holster (Cross-
draw), Horse (2), Iron Skillet, Knife, Large
(Bowie), Lantern, Lantern oil (gallon), Saddle (2),
Saddle bags (2), Trail Rations (per Day) (2).

Tom Wartace

Description: Dr. Ladd’s assistant. This fellow is
responsible for hiring and maintaining Ladd’s
staff of craftsmen. He is also head of security for
the project. He is a middle aged barrel-chested
man with short red hair.

Age: 35

Handedness: Right

Wind: 14, Pace: 10, Size: 6

Traits: Cognition 3d8, Deftness 3d6, Knowledge
4d6, Nimbleness 4d10, Mien 4d8, Strength 2d4,
Smarts 3d6, Quickness 3d6, Spirit 1d6, Vigor 1d8
Edges and Hindrances: Big Ears (1), Eagle Eyes
(1), Gift of Gab-new (1), Level-Headed (5), Bad
Luck (-5), Cautious (-3)

Skills: Area Knowledge: Home County (2),
Climbing (1), Language: Native Tongue (3),
Search (4), Sneak (4), Area Knowledge: Town (1),
Horse Riding (1), Leadership (1), Dodge (1), Bluff
(1), Scrutinize (3), Shooting: Rifle (2), Trade:
Carpentry (3)

Cash: 34.6

Equipment: .45 Winchester ‘76 Rifle .Bedroll,
Buggy/Cab, Canteen, Gun belt, Handcuffs,
Holster (Cross-draw), Horse, Iron Skillet, Knife,
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Large (Bowie), Rocket Pack, Saddle, Saddle bags,
Trail Rations (per Day) (2).

APPENDIX A:

Hott & Bavcon

The original mill of what would become the
Holt & Balcom Company was constructed in 1856.
The company was first established as Holt &
Calkins in 1863 and remained the same until the
latter part of 1865. At the time Balcom was a part-
ner, although his name did not appear in the firm
title. A. C. Calkins, of Chicago, disposed of his
interest to Holt & Balcom, in the Fall of 1865. In
1872, a partnership was formed with James C.
King, and the firm remained Holt, Balcom & King
until 1874. Additions and improvements to the
small mill of 1856 have since been made, until now
it has a capacity of 125,000 feet of lumber and
40,000 lath per day. 1877 season’s manufacture
will amount to 20,000,000 feet of lumber. The
100,000 acres of land owned by the firm are situat-
ed in Oconto and Marinette counties. In addition
to the mill, a sizable general store and feed mill are
in operation. Four company farms are worked,
three of them near the town of Lakewood, and the
fourth, and largest, very near the Holt & Balcom
camp facilities. On this farm is a hotel for the
accommodation of the men visiting the camp. For
the teams going to the pineries, the company has a
large boarding house and a series of bunkhouses.
Holt & Balcom have $300,000 in their business
enterprises, and employs 250 men. The owners of
the firm reside in Chicago. The general manager of
their enterprise in Oconto County, who has held
that position since 1866, is Augustus Cole. The
Holt & Balcom Camp is located near the village of
Lakewood. The manager on site at Lakewood is
Theodore Douglas. The Holt & Balcom mill is one
of the most profitable companies in the county.

APPENDIX B:

Tue Dconro Company

The Oconto Company was incorporated in
the Fall of 1870. Its present saw-mill, located
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near Oconto Falls was built in the Spring of
1867. It has been upgraded and expanded
over years to its present capacity of 120,000
feet of lumber per day, and 25,000 lath. A
shingle mill and a planing mill were erected
in 1872. The former has a capacity of
130,000 shingles per day. Since the Summer
of 1868, the company has operated a flour
mill, which turns out eighty barrels per day.
Plans are being made for the construction of
a foundry building, to be operated in con-
nection with its machine shop. A large gen-
eral store and a boarding-house operate in
Oconto Falls, and two farms serve the com-
panies’ working men.

Unlike the rival Holt & Balcom Company, the
Oconto company has many diverse operations. It
also owns and runs a box factory and a barrel fac-
tory in Chicago. The material for the latter is man-
ufactured by a mill in Defiance, Ohio. A large saw;
shingle and tie mill, at Big Bay de Noquete, on
Sturgeon River, is currently under construction.
The capital stock of this company is $250,000, but
fully $500,000 is invested in the business. Though
a younger company, it prides itself on its diverse
operations and this filters through to the men
who treat their rivals as country cousins.

Its present officers are President and General
Manager, George Farnsworth, Vice-President
Nathan Mears, Superintendent O. A. Ellis, all of
whom reside in Chicago. The logging camp for
the Oconto Company is located a few miles away
from the Oconto Falls sawmill. The manager on
site at that logging camp is Lloyd Garnes.

APPENDIX (:

A TaLe or Two Steam Saws

De. Quictey’s Cnosscor STEaM saw

Quigley’s invention is essentially a large horse
drawn boiler with a moveable, steam-powered
crosscut saw attached. It is about 30’ long and 10’
wide. In many ways it looks like a train engine
with a large arm atop that has a ten foot saw blade
at its end. The arm swivels in a 90-degree arc and
can extend out 15’. The device is fairly simple and
designed for rugged use and powerful sawing.

0

De. Lann’s Moveasie SawmiLi

Ladd’s invention is in many ways similar to
Quigley’s, but it is much more elaborate. It sits on
a heavy wooden frame. The device has a rudi-
mentary all terrain wheeled drive system. It is 20’
long and 15’ wide. It has a large rotary saw
mounted on the front. This saw can be moved
and locked into place so it can operate on the
front, rear or on either side of the device. There
are also 12 connections for hoses that can be used
to power smaller hand held steam saws. Ladd’s
saw is designed to have a high degree of versatili-
ty at the expense of raw power.

A Companison oF tag Two INVENTIONS

Quigley’s saw has much more raw cutting
power. Ladd’s saw is designed to have more func-
tions. It can do more things but it requires lots of
expertise, especially for the driver-operator.
Quigley’s can be operated with limited training
and is much easier to maintain. It uses fairly com-
mon parts, with the exception of the specialty
valves. Ladd’s invention is more delicate but it
was designed specially to be compatible with
commonly available railroad parts.

APPENDIX D:

Newseapen CLIPPINGS

(Note: Errors in the clipping are intentional.)

Cuipping 1: Race ron tag Pargne

Here in the logging camps there is a
tremendous race afoot. Scientists working
for the Oconto Company and Holt &
Balcom are working day and night to per-
fect a new fangled way to chop timber. Drs
Ladd (of Oconto) and Quigley (H&EB), for-
mer colleagues no less, each claim to have
designed a ghost rock powered apparatus
for cutting wood. Both of this gentlemen
think their way is the best, but time will
tell.

Dr. Quigley had this to say, “Ladd is mis-
leading himself if be thinks bis Portable
Saw will work. In fact, the only parts of bis
design which aren’t faulty are the ones be
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stle from me.” Though I asked to speak
with bim Dr. Ladd said be was “too busy to
comment.”

For now the race is on and its too close to
call—exciting times are approaching/

Coipping 2: Wuar 1o cact o Saw?

Folks all around the Oconto County area
have been getting caught up in the exciting
race as H & B and the Oconto each seek to
patent a new and improved way of cutting
timber. One of the most compelling parts of
this drama is that the two men bebind the
saws use to be fast friends and colleagues!
Since the story first broke, this reporter bhas
worked very bard to learn more of this
falling out.

Sometimes these things are caused by
woman, or money, but in the case of two
men of science what else could it be but
their work? Timber-cutting seems to have
been a principle interest of both fellows
and a few years back they were both work-
ing on a project together. This was the Cuts-
Saw or Hydro-Saw, depending on who you
ask. It was a similar contraption to what
they are working for now, instead of ghost
rock it was powered by water. My sources
say that, believe it or not, Dr. Quigley had
bis bheart set on naming it the Cuts-Saw.
Which if you say right sounds like “cuts
all.” And that’s what Quigley felt it’d do.
Ladd, on the other hand thought that was
a poor name for such a grand device and
wanted it named the Hydro-saw. Neither
Dr. could spare anytime to confirm or
deny this as each burries to finsh up work
on their saw.

Cuipping 3: A Fine Buc o tae toose?

Over the past few days a fair share of
small nuisance type fires have been start-
ed. Last Tuesday a fire got started in a
trash beap and it liked to spread to a near-
by bunkbouse. Fortunately the quick
action of Tom Hoff prevented the any dis-
aster for the folks in Bunkhouse 8. Then on
Friday, Brownie’s cookstove started smok-
ing something fierce. Several fellows
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cheered when he told them that bis
Squirrel Fricassee was completely ruined.
Finally just yesterday, Billy Boone’s tool
shed caught fire. That bad some folks say-
ing Old Billy must fallen asleep while
smoking again. I spoke with Billy and be
proclaimed innocent. According to bim
somebody must bave set the fire cause it
looked to bim that it started underneath
the floor.

Cuipping 4: Locat Inoians “on tae Wagpatn”

Several members of the Menominee tribe
came together today for a private meeting
with Theodore Douglas of Holt & Balcom.
Wiyam Standing Pine & Anik Whitefeatber,
both respected members of their communi-
ty visited with H&B Camp manger to
protest cutting of their sacred trees. “These
trees are very important to our beliefs,”
said Standing Pine. “These trees have been
growing very long. White men come here
and want to cut them down. We beg for
this not to happen,” added Whitefeather.

Mr. Douglas said, “I don’t even claim to
understand the injun’s beathen ways but I
won’t even bring up this foolishness to
Cole. He’d just laugh. Anyway aren’t those
injuns suppose to be God-fearing
Christians?”

Coipping 5: Aworuen Missing Capw!

It seems that another team of timber
scouts might have gone missing. A team of
four, lead by experienced lumberjack,
Claude Montague is almost a week over-
due in returning. This team was in the
deep woods marking out patches of prime
timber for barvest. They set out two weeks
ago and weren’t expected to be gone more
than 5 or 6 days. This mess harkens back
to the team of Daryl Moody that vanished
about a year ago. No trace of them has
ever been found.

uipping B: Biomen’s Mitt Buanen

On August 16, one of the three most complete
mills in Oconto, owned by A. Eldred & Son,
of Fort Howard, burned to the ground. The
mill was built by Messrs. Mix & Orr in 1869.
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The firm bad been running it but a few years.
Two scows loaded with lumber near the mill
were also burned. The total loss was esti-
mated at $60,000; insurance $25,000; 130
men were thrown out of employment. As the
mill is not to be rebuilt in Oconto, the con-
[flagration was a blow to the city’s business.
The firm will at once commence the erection
of a saw-mill in Fort Howard.

APPENDIX E:

Tue Prsarico Fine

On October 8, 1871 the same day as the far bet-
ter known Chicago fire, a terrible tragedy struck
the small village of Peshtigo. In what is common-
ly accepted as the worst forest fire disaster more
than 1,200 of the 2000 citizens of Peshtigo per-
ished. Those who did not lose their lives did not
escape the flames as it inevitably touched their
lives in some fashion, either by cursing them with
terrible scars, both physical and mental, or leav-
ing them without homes. The fire utterly
destroyed the small community as well as devas-
tating the surrounding area.

The causes of the fire have never been precise-
ly determined and it seems likely that no one

tl

cause is to blame. The area was suffering from a
severe drought, and the timbering practices of the
day made such a disaster a constant threat. The
events initiated serious efforts towards forestry
reform and better methods to combat forest fires.

APPENDIX F:

Note rnow THE PRopHET

(Note: Errors in the note are intentional.)

“I seen you working to stop the evil, but the
real evil is unseen. It was until just then to
me as well. Things have been muddled, but
not longer for me. I can belp you to see it
too, and I would if you will not be like
them fools who mock me. I was a strange
one born with a terrible afflication yes.
But now the evil is losing bold on me and
I am seeing clearly to it’s peril. I am just a
man who is but simple and frail. You are
big and dandy, and act as if you can do a
thing or two. Well do it then. If you are
willing to face the badness that baints
these wood than dare to meet me at the
clearing near the H&B camp. Ask a fella
for site 213, he might say its clear-cut and
be’s right. Just go there tonight. “
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Ages ago, before the Old Ones
fought their valiant battle in the
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northern Wisconsin a war was waged.
The Menominee Indians were being
threatened by the appearance of a
terrible Manitou that lurked in these
woods.

They called this fiend He Who Stalks
the Pines. It would snatch women,
children and braves alike as they
walked in the woods. None were safe
from its grasp and its grasp meant
death. Nothing would appease the
Manitou and its hunger increased with
each victim. The people grew desper-
ate and prayed for deliverance...
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