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RBOUT THE RDUERTURE

The Black Mine of Teihiihan is a Call of Cthulhu adventure set
in the American West in mid-July 1883, although it can be
easily translated to other favorite systems (a GURPS Horror
version is also available on www.1shotadventures.com). The
adventure is suitable for 4-6 investigators; the end of the ad-
venture includes six pre-made characters.

Characters introduced for the first time in the adventure
are noted in ALL-CAPS. Sections marked with a small map
are sidequests and adventure hooks, and not important
to the overall plot of the adventure.

ADVENTURE SUMMARY

The investigators are riding the Atchison Topeka Santa Fe
Railroad, southern train from Kansas City to Arkansas City,
when their train is derailed on the border by a gang of bandits,
the Dunker Gang. After surviving the wreck and investigat-
ing, the investigators will discover that most of the gang had
been horrifically killed days ago. Stranded and alone in the
hills, the investigators have to find their way back to civiliza-
tion. Soon, however, they find themselves stalked by hungry
and malevolent cannibal spirits, accidentally summoned dur-
ing a botched, age-old Arapaho ritual.

A few days prior to the adventure’s events, Wade Dunker’s
great-uncle, Rufus Dunker, crippled from a recent accident,
and dying from a half-dozen maladies, performed an Arap-
aho ritual that intended to swap his body with his younger
nephew’s. The ritual was completed, but with unintended and
dark consequences. Rufus took possession of Wade’s body,
but Wade’s soul was transformed into a horrific vulture-like
creature. Worse, a dark spirit, Hoowuuni, took possession of
Rufus’ old body, and summoned his Teihiihan, squat, canni-
balistic creatures who feed on men. The Teihiihan ambushed
Rufus and the rest of Wade’s gang (who didn’t know what
happened to their leader Wade). Rufus barely escaped with
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his life, and now the Teihiihan’s stalk the plains looking to
devour him, and any others they find, so that they can better
serve their dark master, Hoowuuni.

R BOTCHED RAIL JOB

The adventure begins with the investigators riding south
from Kansas City to Arkansas City. They are making the 220
mile journey on a mostly empty, five-car passenger train. The
investigators may or may not know each other at the adven-
ture start. It’s just as likely that they are all minding their
own business and keeping their mouths shut and their eyes
to themselves. Either way, they are packed into the only car
that had seats available — a cheap second class passenger car
towards the rear of the train.

Two others share the car with the investigators. The first is
an older gentleman, DR. EZEKIEL J. DICKINSON. Dr.
Ezekiel has been keeping to himself during the trip, alternat-
ing between reading a newspaper and napping.
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The second passenger is JOHNNY BUCK, a young
man in his early twenties who has occupied his time
playing solitaire, looking out the window, and eating
some doughgods from a paper bag. Shortly after noon,
Johnny Buck bolts up from his seat and hurriedly heads
for the door of the train. Investigators who succeed at
a Perception roll notice that he spotted something out
the window before leaping to his feet. The investigators
have no time to react when suddenly an explosion rocks
the train.

The entire passenger car shudders, and investigators
must make a DEX roll (Hard if they were standing)
to avoid getting tossed hard on to the floor or into a
window (1D3 damage). Keepers running a more realis-
tic game should randomly assign a hit location, which
might cause some sprained wrists and concussions. A
startling and agonizing scream is heard from where
Johnny Buck left the train car.

Suddenly, the entire train violently derails. Suitcases are
tossed through the air, the world spins and shrieks, and
passengers get mercilessly slammed into each other. Ev-
eryone takes another 1D4 damage as the train car rolls
on to its side and its walls collapse inwards.

DERAILED!

Passengers who are still conscious should make a San-
ity roll (0/1) after barely surviving such an ordeal. They
can crawl free of the wreck without trouble. Through
the dust and haze, theyll clearly see what happened — the
train’s last two cars were disconnected and derailed, and the
other cars couldn’t take the stress. The locomotive lies top-
pled over on to its side, smoke and steam escaping. Moaning
and screaming is heard from the wreckage, and chickens flap
around, likely some of the livestock carried in one of the cars.

"STR50 DEXS5
CON 50 APP 60
SIZ45 SAN 25

Damage bonus: none
Build: 0 Move: 8

Fighting (Brawl) 60%, damage 1D3

Firearms (Cloverleaf Revolver) 50%, damage 1D8
Dodge: 35%

Armor: none

: Skills: Charm 50%, Climb 30%, Gambhng—30%, E

Intimidate 40%, Listen 30%, Locksmith 30%,
~ Navigate (40%), Ride 60%, Stealth 30%, Spot
 Hidden 40%, Throw 30%

Equipment: Hunting knife, small vial of nitro-
glycerine (4D12 / 3 yards)

- Personality: Chummy, overconfident, jealous of
~others who show that they have money. Always
- tells folks how great his grandfather was (and how

athgr was an awful, awful man).

Investigators can make an Know roll to determine their
whereabouts. They are in the Flint Hills, not too far near:
dangerous Indian Territory on what is now the Oklahon
border, but probably still a hundred miles and a couple hoqgf
(by train) from Arkansas City.

As the investigators scout the wreckage, they find:

No one survived in the locomotive. The engineer was tossed
from the train and crushed to a pulp. If anyone else was in
the locomotive, they aren’t found (a Know roll would reveal
there should at least be one other). However, a Spot Hidden
roll spots something unusual. Near the locomotive, there are
clear signs of a body being dragged away from the wreckage,
bloody streaks mix with the dry dust. A good tracker can
follow the bloody trail fairly easily (see The Trail of Blood
section below).

The second car was carrying crates of fine Mountain Howitzer
whiskey. Almost everything is shattered and ruined, although
the investigators can make a Spot Hidden roll to find a bottle
or two that withstood the derailment.

The third car had livestock in it, mostly goats and chickens.
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The car is intact, but tilted up on a large boulder, so someone
has to climb up to get inside. One young goat survived the
accident, along with couple dozen chickens, which are scat-
tering. The inside of this car is grisly, with twisted, dead and
dying goats everywhere — Sanity roll (0/1D4) for those who
go inside.

The fourth car was the investigators’ car. Dr. Ezekiel crawled
free of the wreckage with a broken left arm, but is otherwise
in good condition. He'll attend to the investigators as best as
he can, using his First Aid (60%) skill.

The fifih car held the conductor (who died in the derailment),
and a single passenger, Amanda Birnstead, a middle-aged
woman who was fired from a bank in Kansas City, and vis-
iting her brother in Arkansas City. Tough and unemotional
(her husband Jeremy was killed in a mining accident years
ago), the investigators find her angrily digging in the wreck-
age for her handbag, and unwilling to make small talk.

Of course, if the Keeper prefers to run the adventure without
NPCs, he can horrifically kill off Dr. Ezekiel and Amanda
Birnstead here... their deaths do not materially impact the rest
of the adventure.

THE WISERABLE JOHHRY BUCK

Leaning up against a red boulder near the wreckage is Johnny
Buck. Johnny used nitroglycerine to separate the trains, but
mishandled it and it exploded in his hand. His mangled right
hand is mostly severed, and he’s moaning and cradling it to
his stomach. In his left hand is a revolver, and the investiga-

THE TRA

tors find him terrified, angry, in great pain, and screaming,
“Wade! Waaaaaade!” as loud as he can.

Johnny is the youngest member of the Dunker Gang, out-
laws with a few moderate crimes to their name, but noth-
ing on the scale of train derailment. Wade Dunker, the
leader of the gang, put Johnny on the train to detach the
passenger cars so they could be easily robbed. Johnny, al-
ways over-eager, used nitroglycerine, which didn't sever the
trains and instead damage the tracks, derailing everything.
Johnny believes that Wade and his gang are lying in wait
near the rocks nearby, as planned. What he doesn’t realize, is
that something horrific happened to Wade and the gang the
night before, and he’s utterly on his own.

The investigators can take a few approaches to dealing with
Johnny. He realizes he’s in over his head, but also thinks
he’s about to get rescued by his gang friends (though gets if
they don’t show up soon, he’s in trouble). Johnny will yell
threats, wave his small gun, curse at folks to stay away, and
keeps screaming for Wade. He reacts to passengers poorly,
though since he has daddy issues, talking to grandfatherly
men will calm him. If threatened (or worse), hell take a
shot at someone with his revolver. The safest route to dealing
with Johnny is to wait him out a bit (an hour of bleeding
will reduce his aggressiveness), or use a skill like Persuade
or Fast-Talk, convincing him that he’s wounded and needs
treatment. A positive reaction will get him to holster his gun,
accept treatment, and tell his story. Of course, Johnny thinks
he was betrayed by Wade and the gang, and sets the story up
so that he was forced to be Wade’s henchman. “Wade swore
the train was empty and no one was gonna git hurt, swore
right on the good book — I saw him!”

If the investigators see extreme success, they can get Johnny
to surrender entirely and be helpful. “Wade’s a dirty dog, and
I ain’t gonna do his dirty jobs no more.”

If the investigators just ignore Johnny and stay out of sight
from him, he’ll eventually get angrier and start dragging him-
self in the direction of the survivors (and will eventually die
from exposure or worse in a couple of days, unless rescued).

SCOUTIHG THE AREA

A quick scout of the area will reveal a few interesting sites.
Anyone with a military background will see that the area
where the train derailed was definitely a good place for an
well-planned ambush. There are large boulders and scattered
brush, perfect for cover. A Spot Hidden roll (with a bonus
die if someone is good at tactics and pointed out the obvious
ambush perches) will find a shovel, a bag of half-eaten pea-
nuts, a torn up hat, and a bloody boot. If shown to a helpful
Johnny, he'll recognize the hat from Wade’s brother, Charlie



Dunker. He'll also tell the investigators that another
gang member, who only went by the name Dogspit,
was always eating peanuts by the handfuls (and spit-
ting the shells at people he didn’t like).

Looking more closely at the bloody hat will find a
rumpled up map inside the brim (see Handout C), a
stamp from last year pasted to it. The map shows the
ambush area along the rail line, as well as markings
for the Dunker Cabin, Fort Rufus (the emergency
safe house in the event the gang got discovered, in
reality Wades great-uncle’s cabin), and a clear trail
through the hills to the nearby, tiny town of Maple-
ton (a Know roll can figure out it lies about 30 miles
south; a Hard success or better will reveal it’s a tiny
town, population 53, but with an actual, honest-to-
goodness post office).

If the investigators get a good vantage point (say,
by climbing one of the large boulders), a Spot Hid-
den roll will spot a tired and thirsty horse wander-
ing among the rocks a few hundred yards away. The
skittish horse, “Cinch,” belonged to the Dunkers...
a Luck or Ride roll will calm the horse enough to
allow the investigators to claim him.

GRISLY RACKET

At some point during the investigation of the area,
an awful grisly racket comes from the livestock car.
“Like the goats are rattlin’ from the grave!” exclaims
Dr. Ezekiel. Indeed, the noise sounds like the hoarse scream-
ing of terrified goats. Investigators must make a Sanity roll
(0/1, or 1/1d4 if they explored enough of the livestock car to
realize all the goats but one had already perished).

Investigators who are close to the car will hear something
clomping around inside the car, followed by horrible, wet
squelching sounds. There’s definitely something in there with
the goats. A Listen roll will reveal that there’s just one entity
in there, and it sounds like it’s having dinner.

To get a closer look, the investigators must climb up and ven-
ture a couple of feet into the tipped over livestock car. Looking
inside in the dark of the car requires a Spot Hidden roll to see
anything more than a hunched-over figure at the back of the
train car. With a good look, or a light source, the investigator
likely recoils at what appears to be a small man, covered in
hair and mottled green-gray skin, eating the insides of a goat,
slurping up viscera impossibly fast — Sanity roll (1/1D4)!

If the creature sees that it is being watched, it shrieks and tries
to flee. It will first try to leap through an open window or hole
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Damage bonus: none

Build: 0 Move: 10

Attacks per round: 2

Fighting (Claws) 70%, damage 1D4+1
Fighting (Stone Knife) 70%, damage 1D4+ 2
Shortbow 50%, damage 1D6

t{?odge: 50%

I{;rmor: 1 (hides)
‘Sanity Loss: 0/1D4 Sanity points to see a Teihiihan

Eulnerable: Takes +1D4 damage from Arapaho ar-
rowheads.

E’i’érsonality: Sadistic, sneaky, totally gleeful in their
illing

in the wrecked car, but if the investigators have surrounded
the train car, it will rush the smallest investigators, biting and
clawing to make its escape.

Identifying the creature requires an Occult roll. A success
indicates that it is a Teihiihan, a cannibalistic and sadistic
dwarf spirit from Plains Indians tales. A Hard success or bet-
ter recalls that the legends say these are spirits of deceased
warriors who fought the Arapaho, multiply at night, and
only by destroying their hearts can they be slain.

THE TRAIL OF BLOOD

If the investigators follow the trail of blood that led from the
locomotive, they find that, after about fifty yards, the trail
gets more difficult to make out.

From this point on, someone must make a Track roll to fol-
low the trail. Success indicates that they find a mangled body
thrown behind one of the large boulders in the hills. The
body is torn open, with viscera scattered about. investigators
should roll a Sanity roll (0/1) because of the gruesomeness

of the find. A Medicine roll will reveal that this body is half-



eaten; a Hard success or better will reveal it looks like
cannibalism!)

If a helpful Johnny Buck is shown the body, he sadly
identifies it as CHARLIE DUNKER, the brother of
Wade Dunker and the second-in-command of the
Dunker Gang. Charlie was always nice to him, he
says, and seeing him mauled without explanation un-
settles Johnny.

If searched, Charlie’s body has a few dollars, a Colt
1877 Lightning revolver (1D8 damage; Base Range
15 yards; Uses per Round 1 (3); 6 shots; Malfunction
100) tossed a few paces away, with 3 bullets left in
the chamber, and even more curious, an old stone
arrowhead clutched in his left hand. An investigator
who studies the arrowhead and makes a History roll
theorizes that it is very old... ancient even. An Oc-
cult roll will recall that some native legends describe
spirits leaving behind such trinkets as offerings to a
victim’s ancestors.

If the investigators continue to search around the area, they’ll
find another, similarly mangled body. Johnny will recognize
it as Dogspit’s bloody corpse. He has a bowie knife gripped in
one hand and looks like he died fighting. He also has a stone
arrowhead in his left hand, and in his pocket, a map that is
nearly identical to the one in Charlie’s hat (Handout G).

FOLLOWING THE MAP

A Survival roll will inform the investigators that they don't
have enough water or supplies to walk directly to the nearest
town of Mapleton. By the time the train goes missing, and
the authorities are notified, it could be days before a rescue.
They'll likely die from exposure, heat exhaustion, or worse.
What's more, as any of the NPCs quickly point out, they’re
close to hostile Indian territory. If they don't get moving, it’s
likely they’ll be picked off by natives, desperados, or worse.

If the investigators found the map of the area (either in Char-
lie’s hat or Dogspit’s pocket), they are able to navigate to a
couple locations that can provide supplies. Keeper Note: If the
PCs have not found a7y maps, one of the NPCs can find one
and hand it over.

If Johnny is being helpful, he'll tell them that the Dunker
Cabin holds enough supplies for a couple of weeks, and can
be walked to in just a few hours. However, if asked about Fort
Rufus, he'll shrug and just say that he only knows a Rufus that
is Wade’s great-uncle that he only met once, and didn’t know
he had a fort or anything else in the area).

“ Build: 1
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Damage bonus: -2

Move: 5/ 10 flying

- Dodge: 40%

Armor: 1 (feathers)
¢ Skills: Listen 90%, Spot Hidden 90%

“F0000s.... foooooooos!”

A Navigate roll orienteers the investigators to either location.
It’s just over three hours walk to the cabin, and and another
eight hours to Fort Rufus (which requires a Survival roll; fail-
ure indicates 1D2 damage from various desert injuries). See
the end of the adventure for optional locations the investiga-
tors can find as they travel.

THE TEIHITHAN TOTEMS

Regardless of which direction the investigators head off, they
soon find the first of several Teihiihan totems. These stone and
bone structures, just taller than a man, jut ominously out of
the dry hills. A Know roll confirms that they were built rela-
tively recently (days or weeks). An Occult roll connects the
structures to the Teihiihan, as signs of recent victory in battle.

A few miles later, the investigators will see another totem in the
distance. However, they will also spy an abnormal vulture-like
creature on top of it. As they notice the bird, it makes a weird
warbling shriek sound, something that sounds like a mix be-
tween a nasally craw and a throaty gurgle. If the investigators
approach closer, a Spot Hidden roll reveals that the thing has
a mangled, misshapen head, with a human mouth in place of
a beak — Sanity roll (0/1) as it makes another bizarre sound,
and stares angrily at the investigators, especially Johnny if
he’s with them, with a kind of malevolent intelligence! Keeper
Note: What the PCs don’t realize at this point, is that the bird

contains the soul and memories of Wade Dunker.

If the investigators approach within a stone’s throw, the mis-
shapen vulture will awkwardly flap away. Likewise, if the
investigators take a shot at the creature, theyll get one shot
off before it flies off, screaming. If the investigators kill the
thing, its dying corpse will squawk a visceral “Foooooooos,
foo00000s!” (a mangled accusation towards Rufus, the man



who transformed Wade in his ritual), and then give off an aw-
ful, offal odor. Additionally, the investigator who killed it will
experience awful nightmares of the creature feeding on him
while he sleeps. The nightmares last three nights, with the PC
losing 1 SAN each night from uneasy sleep.

DUNKER CABIH

The Dunker Cabin is a 3-room, wooden cabin at the base of
the hills. Only one of the windows to the cabin has glass —
flimsy shutters cover the others. An outhouse is erected about
ten yards from the cabin; a well is dug a few dozen yards away
in the opposite direction. A Teihiihan totem stands just not
too far from the well. Unlike the other totems, this one is cov-
ered in fresh blood. If Johnny is with the investigators, he'll
point out, “that wasn't there before.”

From the outside, the cabin looks deserted. There’s no smoke
coming from its chimney, or obvious noise from inside. A
Spot Hidden roll will reveal that the front door is cracked
open ever so much.The rear door is locked shut (though a
Locksmith or Hard STR roll can force it open).

The common room is messy, stacked with mostly-empty
crates and some basic supplies, like dry goods, hard tack,
some cheap tools, and a vintage Colt Model 1855 20G shot-
gun (2D6/1D6/1D3 damage; Base Range 10/20/50, Uses Per
Round 1 or 2, 2 shots, Malfunction 100) mounted on a wall.

Another room has two bunks in it, a mess of bedrolls and
blankets, and a few worn almanacs scattered around.

A storage area has a few more boxes of dried goodsprem, some
cheap bottles of whiskey, a basket of cutlery, a kerosene lan-
tern, and a stove. An Spot Hidden roll, however, will spot a
trap door in the floor. Inside is a small compartment with
$100 in cash, a rusted bear trap (treat as STR 80, 1D6 dam-
age), and a set of gemstone earrings (worth $50).

COMMON
ROOM

WADE’S
ROOM

Wade’s room is locked up. A Locksmith or Hard STR roll
roll can force it open, or the investigators can break the glass
window and climb inside. There are two beds in here, one for
Wade, and an occasional bed for his brother Charlie. On the
desk in the corner are some maps of the area, and a note from
Uncle Rufus (see Handout A), which in scratchy handwriting
tells about an accident that crippled his leg, and requests that
Wade come bring him supplies to his cabin. The letter is dated
a few days ago.

A metal lockbox under the bed can be broken open or picked,
revealing Wade’s stash of $50, an incomplete reply to his un-
cle (see Handout B), five shotgun shells for the 1855 shotgun,
and a working pocket watch.

TEIHITHAN TERROR

As the investigators gain entrance to the Dunker Cabin, two
Teihiihan, armed with shortbows, sneak up about a hundred
yards from the cabin to observe the investigators, counting
them, to see if they should attack. Investigators on lookout
duty should make an opposed roll vs. the Teihiihan’s Stealth
(70%) skill to see if they are spotted.

The Keeper can run this encounter in a few different ways.
Teihiihan are intelligent ambushers and prefer to attack when
they have a clear advantage. They are too tactical to simply
rush the house in daylight! Instead, they delight in sadistic
tricks, and may try hiding outside the cabin, or in the well
or outhouse, and try to lure a victim out alone with sounds.
They may also try to snipe at investigators with their short



bows from cover (though are unlikely to hit, with range pen-
alties). If fired at, or rushed, the Teihiihan vanish into the
hills, laughing gleefully to return at night.

If the Teihiihan are not detected, and it gets dark out, they
grow more bold. They try to sneak into the house, either
through the rear door or a window, and grab a victim. They
prefer to go for weak stragglers first, so the older Dr. Eze-
kiel, or Amanda Birnstead, are likely targets unless they are
well-protected inside the cabin. If the investigators awaken to
the sound of two Teihiihan forcefully grabbing a victim and
hauling them away, make a Sanity roll (0/1)! If their snatch
and grab looks unlikely, the Teihiihan use their knives to stab
at legs and feet, trying to cripple and slow the PCs, before
retreating.

M BT TS R

About a month ago, Rufus Dunker stumbled across a
wounded Arapaho medicine man, Hosaa. Angry at illness,
old age, and a crippling leg injury, Rufus threatened the
man to teach him magic that would restore his vitality.
Calling upon Nihancan, the Arapaho spider trickster,

the medicine man gave Rufus the power to trade bodies
with another man. Jealous of his nephew, Wade, who had
refused to give Rufus a share in his latest small-time heist,
Rufus wrote a letter of apology to Wade and asked him to
come out to his house. There, he drugged Wade and took
him to the nearby Black Mine, where the ritual had to

be performed. However, the spider trickster had the last
word, and the unexpected happened. While Rufus took
Wade’s body as planned, a dark spirit named Hoowuuni

& took control of Rufus” body. Wade’s spirit occupied a hor-
rific vulture-like creature, doomed to spend the rest of his
'S.Eredded sanity. Hoowuum sum-
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THE HOOWUURI SPIDER RITllIlI.

If the cabin looks too well guarded, the
Teihiihan revert to nighttime terror tactics.
First, the Teihiihan wake the investigators
at night with horrible screams and ancient
battle cries, throwing stones at the windows,
then fleeing into the hills, satisfied with their
cleverness. Later, try sneaking to the well,
to throw a dessicated coyote husk into it to
poison the water; then they sneak to the out-
house to leave its gruesome heart as a future
gift to be discovered. They may even set a
primitive trap in the outhouse, such as dead
weight over the door (doing 1d4 damage) to
anyone who doesn’t spot it.

FORT RUFUS

Fort Rufus lies about eight hours from the

Dunker Cabin. A Navigation roll (bonus die
if the investigators use the maps found in Wade’s room) will
navigate the investigators here, though the investigators will
have to make a Survival roll or suffer 1D2 damage from sun-
burn or other desert injuries.

Fort Rufus is hardly a fort; it’s a two-story construction sur-
rounded by a stone fence. In his prime, Rufus was a carpenter,
so it is easy to imagine it as a once-sturdy and beautiful house
(an EDU roll reveals good craftsmanship). However, the ele-
ments and recent dark magic has taken its toll on the struc-
ture, and now it looks in disrepair.
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moned his servants, the Teihiihan, to chase Rufus down
and devour any humans they find on their path. With each ©
person devoured, Hoowuuni gains more of his dark, pre- =
ternatural strength, which he intends to use to influence
the he settlers in the nearby towns, turning men against
each other with fear, violence, and terror.

The magic of the ritual grants Hoowuuni temporary im-

mortality. He can only be killed once the spirits of Rufus

and Wade are gone from this world (i.e. Wade’s body and
the Soul Bird are dead first). He can also be banished by

destroying the heart of the Teihiihan (located in the Black
Mine) with the arrowheads of his tribe. Finally, if the PCs
manage to track down the medicine man (who escaped
during the original ritual), he can teach them a ritual to
banish Hoowuuni, if he is lured to the Black Mme
was once his ho e. :



As the investigators approach the house, they will see
a figure walking around the house. A Spot Hidden
roll will reveal it to be a bearded and elderly gentle-
man, examining his property. Johnny will recognize
him as Rufus Dunker, Wade’s great-uncle. However,
if the investigators remember the note they found in
the Dunker cabin, they will be surprised that he is not
showing any leg injury as he walks.

Rufus’ body has been possessed by Hoowuuni, a dark
spirit who has summoned the cannibalistic Teihii-
han and is using them to regain his power of fear and
manipulation. Confident in his immortality (see text
box), and delighting in tricking mortals, he’ll pretend
to be the real Rufus (to the best of his ability), find out
what he can, and then keep the investigators nearby
so that they can be easily killed by his servants. Upon
spotting the PCs, Hoowuuni will invite them inside
his house, insisting that they look too weary not to
rest.

INSIDE WITH RUFUS-HOOWUURNI

Rufus’ body is possessed by HOOWUUNI, a dark
spirit who has summoned the cannibalistic Teihiihan
and is using them to regain his preternatural powers
of fear and manipulation. Confident in his immortal-
ity (see text box), and delighting in his own trickery,
he pretends to be the real Rufus (to the best of his
ability). His goal is to find out what he can about the
world and these strangers, and then detain the PCs until they
can be easily killed by his servants. Upon spotting the investi-
gators, Hoowuuni invites them inside his house, insisting that
they look too weary not to rest.

Hoowuuni directs his conversation to discover more about
nearby towns, the leaders and influencers of those settle-
ments, and latest news. At first, his questions sound innocent
enough, like a man who has not been to civilization in a year
or so. But soon his questions take on a darker tone. First, he'll
delight in the story about the derailed train, finding it both
dramatic and humorous. Soon, he cant help but ask ask the
investigators about particularly violent crimes in the area, if
there have been any large-scale cattle poisonings, or who the
last man hanged was, and if he had any family who watched.

Eventually, Hoowuuni grows tired (a legitimate complication
of having a new physical body) and excuses himself to his
upstairs bedroom. He invites the investigators to throw some
bedding down in the downstairs common room or use the
two beds that are in the spare room upstairs.

HODWUURI (AS RUFUS)
STR80 DEX65 INT 85
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Damage bonus: +1D4
Build: 1
Magic Points: 26
Fighting (Brawl) 70%, damage 1D3 + dmg bonus
Dodge: 35%
.. Armor: 3 (spirit ward)
~ Skills: Charm 40%, Gambling-50%, Intimidate

Move: 8

60%, Languages (Arapaho) 80%; Listen 50%,
 Navigate (90%), Persuade 70%, Psychology 90%,
~ Ride 50%, Stealth 30%, Spot Hidden 70%, Track
50%, Trap 60%
Spells: Cloud Memory, Mental Suggestion, Sum-
mon Teihiihan
Unkillable: May only die if the spirits of Rufus
and Wade are dead first.
Vulnerable: Takes +1D4 damage from Arapaho
. arrowheads.

After drowsy Hoowuuni retires to his locked upstairs bed-
room room, the investigators can search the house. There are
a few interesting finds in the house:

* In the upstairs library, the investigators find, among scat-
tered, dated newspapers, a pamphlet called “Legends of
the Arapaho,” and three, worn books of the occult: 7he
Devils of Koifa, Solstice Soil, and Liber Thelema (see Hand-
outs D and E). An Occult roll reveals that these books all
contain rituals to extend life and heal injuries. Examining
these books finds extensive handwritten notes inside each
one. Investigators looking for references on the Teihiihan
can make a LiBraRY USE roll to quickly uncover more in-
formation about them, and the dark magic that summons
them. Otherwise, investigators can find the information
by simply spending a couple of hours studying the books
and making an EDU roll.

e In the kitchen, in one of the cabinet drawers, is an unsent
piece of mail written from Rufus to one of his friends,
Cain, shortly after he captured Hosaa, the medicine man.
Hoowuuni-Rufus does not recall writing this note, nor
does he remember that Cain is a childhood friend who
lives in Kansas City.



COMMON

* In the upstairs landing, there is a gas lantern which Rufus
used to read his books at night.

* In the spare room, under one of the beds, the investiga-
tors find a bloody necklace (a Spor HippEN roll or careful
look find it). Anyone with cultural familiarity, or making
a History roll identifies that the necklace belongs to an
Arapaho indian (a success by 3 or more reveals it is that
of a medicine man). Keeper Note: This necklace was lost
by Hosaa, the Arapaho medicine man that Rufus Dunker
captured and held hostage here. An extensive search of
the floor around the extra beds (a Hard Spot Hidden roll)
finds additional spots of blood in this room.

TEIHITHAR NIGHTHARES

Sleeping in the same house as Hoowuuni overwhelms the
mind. Nightmares and ill thoughts seep from the floorboards
as Hoowuuni drifts off to sleep. After midnight, sleeping in-
vestigators must make a SAN (0/1) roll to avoid dreams of
being lost in the desert, burning from a blistering black sun,
and spiralling into a thirsty madness. Investigators struck by
nightmares immediately suffer fatigue will awaken confused
and hallucinating, having difficulty telling reality from their
nightmare.

Just after midnight, two hungry Teihiihan creep into the cab-
in to terrorize (and devour) one or more of the investigators.
Anyone on lookout duty should make an opposed check vs.
the Teihiihan’s Stealth (70%) skill to see if the creatures are
detected as they make their approach, though the dark night

' LIBRARY

RUFUS’
ROOM

will make this difficult. One Teihiihan will come in through
one of the side windows, which Hoowuuni purposely left un-
locked. The other climbs up the side of the house into the
open spare bedroom window, hoping to take someone by sur-
prise.

As the Teihiihan enter the house, investigators who have ex-
perienced the night madness will begin hallucinating, and see
their friends’ faces as grisly coyote skulls (Sanity roll (1/1D4)
the first time they see a companion, followed by confusion).
Additionally, nightmare-inflicted investigators will see the
Teihiihan as especially monstrous, covered in grotesque desert
locusts, having snakes for arms, or with squirming, dessicated
rats hanging from their hair.

Again, the Teihiihan focus their attack on the weaker inves-
tigators or NPCs, and they will withdraw if they are out-
matched, laughing into the night. When the Teihiihan retreat,
Hoowuuni will also flee the cabin, fearing retribution of some
kind. He'll attempt to climb out his window and escape into
the desert towards the Black Mine. If caught and confronted,
he'll try to talk his way out of the situation, acting scared for
his life, pretending to know nothing of the creatures, and re-
fusing to let the investigators follow him (Hoowuuni prefers
to keep the location of the Black Mine a secret).

If the investigators threaten violence or otherwise make
Hoowuuni feel as if he cannot get away, he'll surrender, still
feigning old age and ignorance. By morning, he’ll devise a



new plan that tricks the investigators into escorting him to-
wards the Black Mine, where he hopes the Teihiihan will fi-
nally annihilate them.

Depending on what he knows of the investigators by that
time, Hoowuuni will either promise safety (saying the mine
is still active and holds a dozen or so miners who can help
them), wealth (lie that the mine has hidden silver), or, if all
else fails, he’ll be honest, and tell them that the mine holds
the heart of the Teihiihan, which can be destroyed and ban-
ish the creatures back to the spirit world. Hoowuuni does
not believe the investigators have the strength to survive the
mine, though he will lie about the numbers of Teihiihan, say-
ing there are only a handful guarding the heart.

If the investigators attempt to kill Hoowuuni, he’ll defend
himself with whatever he can. If they succeed in killing him,
his “dead body” slowly regenerates, thanks to his unkillable
power, which makes him unable to actually perish while the
spirits of Rufus and Wade still live. His body will reform, re-
vive, and then he’ll set out towards the Black Mine.

HOSAR ARRIVES

Hosaa was the Arapaho medicine man that Rufus Dunker
took hostage, forcing the man to teach him the Hoowuuni
Spider Ritual. After teaching him the ritual and directing him
to the Black Mine, Hosaa stole Rufus” horse and escaped the
mine, fleeing into the hills. After the ritual was performed,
Hosaa regretted what he had done, and spied on Hoowuuni,
trying to figure a way to end his dark and dangerous presence.

Hosaa knows how to reverse the ritual, but is fearful of
Hoowuuni and his Teihiihan who live and spawn at the Black
Mine. When he sees the investigators approach Fort Rufus, he
believes he can convince them to accompany him to the mine
and protect him while he undoes the magic.

Hosaa deeply fears Hoowuuni and does his best to keep his
distance from him. He will not approach the investigators if
Hoowuuni is with them. (If the investigators have somehow
captured Hoowuuni, he will stay visible on the horizon, hop-
ing that one of them ventures up to him without Hoowuuni.)

Otherwise, Hosaa tries to contact the investigators as they
leave Fort Rufus. He will track them for an hour, staying at a
visible distance, hoping the investigators grow more comfort-
able with his presence (though whether that is the case or not
depends on the investigators’ general paranoia at this point).

Hosaa speaks broken English, but will do his best to com-
municate that he is here to help the investigators, and try to
educate them that Hoowuuni is a dark spirit that has inhab-
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ited the body of the old man. He believes he can reverse the
ritual, if the investigators accompany him to the Black Mine,
to protect him from the Teihiihan there.

If the investigators suggest just fleeing the territory, Hosaa tries
to convince them otherwise, saying that Hoowuuni will only
grow more strong with each victim his Teihiihan devours, and
soon will have enough dark power to seed a local town with
his dark corruption. Keeper Note: If the PCs have not uncov-
ered the legend of Hoowuuni in Rufus’ library, Hosaa should
recount a dark and terrible story of the last time Hoowuuni
escaped, resulting in the chaotic death of a settlement.

THE BLACK WINE

The Black Mine, an abandoned coal mine, lies a half day west
of Fort Rufus, a few miles inside the hills, along a rocky slop-
ing path. On the trail to the mine, the investigators spot an-
other Teihiihan totem or two along the trail, and have another
sighting of the Wooteeyoo Soul Bird (aka Wade Dunker), un-
less they have already killed it. The Soul Bird perches creepily
on top of the mine trail’s sign.

The mine is boarded over, with a sign that warns of the dan-
ger of collapse on the outside. However, the boards are loose
(carefully loosened by Rufus) and it is easy to enter.

The mine is pitch black, though a lantern will enable the in-
vestigators to see in the gloom. The mine smells sharply of
sulfur — anyone with a mining background, or who makes
a Hard Know roll will reveal this is unusual... normal coal
mines just smell of damp earth. There are five locations in the
mine:

The Entrance (A) — Scattered planks of wood, some broken
bottles, and an old shovel litter the entrance area. Anyone who
holds still and listens can make a Listen roll to hear movement
in the mine, in the direction of area D.

The Ritual Area (B) — The ritual area is where Rufus Dunk-



er performed the Hoowuuni Spider Mask ritual. The
mine floor is covered in dead and mutilated ravens,
surrounding a shriveled spider carcass the size of a
small horse saddle (Sanity Check 1/1D3 as investiga-
tors realize the dead thing is unnatural).

Old Storage (C) — This area is filled with old crates,
a broken mine cart, and scattered mining equipment.
The investigators can also find an old lantern in here
with just enough kerosene for about 20 minutes of
light. A Spot Hidden roll finds an old stick of dyna-
mite at the bottom of one of the crates (4D 10 damage
at 3 yards).

Lurking in the shadows in the Old Storage, however,
is RUFUS DUNKER himself, still in the young body
of Wade, standing in the corner, wounded and wield-
ing a shotgun. Old Rufus escaped the Teihiihan am-
bush at the train tracks, and slowly returned to the
mine to exact revenge on Hosaa, the medicine man
who he believes cursed him with the Teihiihan. Rufus’
sanity is frayed and he sees enemies everywhere. If he
sees Hosaa, he'll try to murder him for revenge. If he
does not see Hosaa, he can be reasoned with (though
initially reacts poorly to strangers), but only as long as he is
led to believe the PCs are friends who can help him kill the
Teihiihan and help him return to civilization.

Teihiihan Pit (D) — A man-sized hole in the floor of the
mine spirals into nothingness. Two Teihiihan are here, guard-
ing Hoowuuni, but this is the place where more Teihiihan
emerge from the darkness. If the Teihiihan or Hoowuuni de-
tects the investigators, another Teihiihan will emerge from the
pit every minute or so (up to 2-3 Teihiihan per surviving PC).
With enough time and strength, the investigators can seal the
hole temporarily by covering it with rocks and debris, but the
Teihiihan will eventually clear the blockage. Investigators who
think to use dynamite or nitroglycerine and make an INT roll
can destroy the pit entirely, though another will form in a few
days while Hoowuuni lives.

If an investigator is foolish enough to fall or climb down the
hole, he finds it extends hundreds of feet down. Soon, it tran-
sitions into the spirit realm of the Teihiihan, where any mortal
will be horribly devoured by hundreds of nameless, primal
things.

The Heart (E) — A massive pile of rubble and debris lies in
this room, sealing away what was once the rest of the mine.
Behind this pile of rubble, emerging from the wall, is a mas-
sive, beating black heart, the source of the dark energy that
fuels Hoowuuni and his Teihiihan. Seeing the glistening, evil
heart calls for a Sanity roll (1/1D6)! If Hoowuuni escaped
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Fort Rufus, he will be found in this room, talking to the heart,
slowly summoning more Teihiihan to devour his enemies
and fuel his dark magic. The Heart is also where Hosaa, if he
is with the investigators, must perform his ritual to reverse
Hoowuuni’s summoning and banish him back to the spirit
world.

THE FINALE

There many ways the Black Mine can play out, and ultimately
the Keeper should run the conclusion according to the pieces
left on the board. Hoowuuni’s motivation is to continue to
grow his power so he cause terror and manipulate one of the
nearby human settlements. He gains power when his Teihii-
han servants devour their victims. So regardless of his exact
position, he'll try to lure the investigators to their death, per-
haps fast-talking them into a dead end, where they can be
ambushed and killed by the dozen or so Teihiihan that live in
the mine. He prefers not to fight himself, and has no skill or
taste for firearms. He only resorts to using physical force as a
last resort.

The investigators have multiple ways to stop Hoowuuni. One,
they can try to kill him. As hinted in the tale of Hoowuuni
in the Legends of the Arapaho handout found in Fort Rufus,
killing Hoowuuni first requires killing Rufus and Wade (still
in the body the soul bird outside the mine).



Second, the investigators can destroy the heart, which
fuels both Hoowuuni and his servants. The heart has
HP 20 and Armor 6. Arapaho arrowheads (though
not the black stone ones of the Teihiihan) can more
easily penetrate the thick musculature of the heart
(treat as Armor 0).

Third, the investigators can protect Hosaa long enough
for him to perform the ritual to banish Hoowuuni.
This involves fending off the Teihiihan that live in the
mine, as well as making sure Hoowuuni does not es-
cape the mine. The ritual takes about three minutes,
with Hosaa performing a ceremony of chanting and
dancing near the heart. Once finished, the ritual causes
the walls of the mine to melt and scream, the heart
to shrivel, the Teihiihan pit to seal, and Hoowuuni
himself devoured by the stone itself. This ritual leaves
Rufus and Wade in their switched bodies. It is up to
the investigators on how to deal with that situation...

Fourth (and most desperate), the investigators can try
to destroy the mine, effectively sealing Hoowuuni and
his Teihiihan inside forever, and causing the hungry
Teihiihan to devour Hoowuuni and each other before
returning to the spirit world. If the investigators have
dynamite or Johnny’s leftover nitroglycerine, they can
try to collapse the mine with a successful Hard INT
roll. A Science (Geology) roll will help them find the
weakest point in the mine and give a bonus die to
their INT roll. (Both the room with the heart, already
the location of one collapse, and the cross tunnels be-
tween areas B and C work great). If the investigators fails the
roll, the explosion will simply rock the mine and cause debris
to rain down (investigators in the same area as the explosion
should make a DEX roll or take 1D6 damage from falling
rocks).

IWRAPPING UP

Once Hoowuuni and the Teihiihan are destroyed, the inves-
tigators can safely navigate to the nearest town of Mapleton,
Kansas. Mapleton is a three day walk from the mine (more
if investigators are badly wounded). Forgiving Keepers can
have a handful of sheriffs men show up a few hours in the
trip, dispatched after the train never showed up and successful
tracking the investigators. They have fresh water and food and
know the territory well.

Unforgiving GMs should require a Navigate roll each day to
orienteer to the town. Failure adds another day of travel. For
each day traveled, investigators must make a Survival roll; fail-
ure indicates 1D2 damage from the harsh environment.
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STR60 DEXG60 INT.5S
POW 40
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SIZ50  SAN 15

Damage bonus: none
Build: 1 Move: 9

Fighting (Brawl) 70%, damage 1D3 + dmg bonus
Firearms (Shotgun) 60%, damage 2D6/1D6/1D3
Dodge: 40%
.. Armor: none

% Skills: Appraise 40%, Art/Craft (Carpentry) 70%, - &

. Climb 50%, First Aid-40%, Gambling 40%,

" Intimidate 70%, Listen 40%, Navigate (60%),

~ Occult 60%, Psychology 50%, Stealth 35%, Ride

60%, Spot Hidden 60%, Track 50%, Trap 60%

Equipment: Fine, large “wolf” knife
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. Personality: Doesn't like to talk much. Quick to
-anger. Obsessed with staying young and taking-
risks. Calls people nasty names, or just “Mittens” -
when he can’t think of anything better. = ~

For good roleplaying and successfully completing this sce-
nario, the investigators should receive a 1D6 SAN reward.
Furthermore, if the investigators manage to return to civi-
lization with some of the original train survivors, they’ll
gain a good reputation in the area (though some locals will
whisper behind their backs that they've returned with a
curse of their own).

EXTENDING THE ADVENTURE

If the investigators venture through the wilderness (maybe
following the train tracks, or or botching their Navigate
rolls and get lost), the Keeper can deploy one of these
creepy encounters. (These encounters are purposely not on
the map... the Keeper can add them as necessary.)

The Ghost Snake Oil Wagon

An enclosed and windowless wagon sits atop a craggy hill.
Dead trees surround the wagon, their limbs twisting into
the old wood walls that were once painted with a colorful
billboard, “Dr. McGoffer’s Medicinal Cure-All's.” One of
the wheels is destroyed, and a lone arrow sticks out from



the side. The door to the wagon is barred from the in-
side. A Locksmith roll can lift the bar from the outside,
or a Hard STR roll can break it down.

The wagon is a one-room affair, undecorated except for
a metal bedframe in the corner. A near-skeletal dead
body lies on the cot, an arrow still sticking from his
neck. Anyone who examines the body carefully will find
that the man had six fingers on each of his hands. An old
rusted Enfield .577 caplock rifle lies fallen on the floor
next to him with a handful of paper cartridges (1D10+2
damage; Base Range 50; Uses per Round 1/4; 1 shot;
Malfunction 85). If the rifle is carefully disassembled
and cleaned, it can be restored to Malfunction 95.

A Spot Hidden roll will find a hidden compartment un-
der the floorboards. Inside is a small crate with $65 and
50 small glass flasks. Some are filled with an exotic green
substance which smells like cumin. The fluid tastes bit-
ter and is medicinally useless.

A Lost Mule

The investigators hear a clunky bell ratting nearby, and
soon spy a shaggy mule slowly and aimlessly walking in
the wild. On approaching it, the mule is clearly ill. A
small waterskin on its back still contains fresh water. A
Medicine roll reveals that the animal is exhausted and
dehydrated. On a Hard success, the PC reveals some-
thing worse — the mule is infested by an unknown
kind of worm colony.

If the investigators feed and water the mule, it will apprecia-
tively follow them. However, the next night, it will topple
over, screaming in agony as it’s belly bursts open with hun-
dreds of worms. Anyone witnessing this should make a Sanity
roll (1/1D3) from the sight.

Keepers who want to up the horror of this encounter can de-
cide that the waterskin actually has worm-infected water in it.
Anyone who drinks from the waterskin must make a CON
roll or become infested by worms. The worms will slowly ma-
ture and multiply inside the host for 1D6 days before caus-
ing damage (1D4 per day), cramps, and nausea. The only
treatment for the worm infection is worm tablets, available
in town, which will allow for another CON roll to cure the
infection (and vomiting them out spectacularly).

The Dessicated Worm

As the investigators wander the desert, they see a strange shape
in distance, vultures circling overhead. Examing the site, they
will see an enormous, dead snake, easily ten feet long and as
thick as a loaf of bread. However, examining further reveals
the creature to be unlike a snake at all, with no head and a
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Damage bonus: none

Build: 0 Move: 8
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‘Dodge: 40%

Armor: none

Skills: Charm 40%, Climb 35%, Cthulhu
Mythos-20%, First Aid 50%, Language (Eng-
lish)-20%; Language (Arapaho)-80%, Listen
70%, Medicine 25%, Navigate 50%, Oc-
cult-70%, Persuade 80%, Psychology 60%, Ride
55%, Spot Hidden 60%, Stealth 45%

Spells: Call Deity, Evil Eye
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- arrowhead
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segmentated body. It is, in fact, a massive worm (a Zoology
roll will confirm this); another Zoology or Medicine roll
will reveal it’s been dead for just a few days, though all but
one segment is dry as a bone. A deceased vulture lies beside
the worm, crawling with maggots.

Rhout this Adventure

For more free one shot adventures, please visit 1shotad-
ventures.com. If you enjoyed this adventure, or ran it for a
group, all the author asks is that you give a shout out and
let me know how it went. Post a note on Ishotadventures.
com or tweet @SageThalcos on Twitter.

Change Log
v1.0 - Original release.
v2.0 - Editing pass, bookmarks, added character tents
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HOTABLE NPCs
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HARDOUTS

(Ancle Rukus ‘

Handout A - Incomplete note found in Wade Dunkers lock box Handout B - Note found in Wade Dunker’s cabin

Handout C - ﬁap found in the brim of a hat at the train
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I Hzma’out F- Letter to R1‘4ﬁ45 friend Cain,
Jfound found in Fort Rufus’ kitchen
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Handout D - Page from the Devils of K&z]‘éz, found in Fort Rufus :

EHAWEE AND HOOWUUNTI’S SPIDER MASK

Ehawee across the circle she saw some people who were pushing each othe

Ehawee wiped her eyes and recognized that Hoowuuni had played

Her grandfather had become her mother

And her mother had taken to the tree and cawed down to the circle

And Hoowuuni had become her grandfather and danced around the fire
, She struck Hoowuuni with her knife, but she could not catch this ghost

But then Ehawee remembered this ghost’s snare before

Sure of herself, she shot an arrow into first her mother by the fire

~ And then one into the tree ’

Crying when the bird fell into the ashes

And then the knife into Hoowuuni, who melted away 1aughmg

'”

“Ehawee' he said to her, “Now you must let themygo!” . . / [

Handout E - Page from “Legends of the Arapaho” in Fort Rufus
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Handout G - Map found in Dogspits pocket. Note that the wagon is a clue that
might lead ro the Ghost Snake Oil Wagon side adventure
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Arcane Tomes, Spells & Artifacts

Treasured Possessions

Encounters with Strange Entities

Tl’}i& i your éccond monﬂn on ﬂne)ob as MJMNOY‘ coacln aﬂendanf on ﬂm

H"’clqison Topekm Sanita Fe paﬂromd. Even Though your Poﬂiwer l(ickcd you oul

op Inis Lwousc in Kansm& Cﬂ'tj (a{'\fer you dmnk Hs pri&co] SE]OO loome op
gcoﬂ'isln wlnisl(g wiﬂh your gir| E|eom0r), 9ou’vc o]one Oko\g for tjowsem edrning
big Tips log socimhaing wiﬂq The wmmng |adies and 9enﬂcmcn passengers.. and
occo\sionm“g pwoviding mololﬂ'ionod services mﬁ'ar—lnows. Qecenﬂg, 90u’vc Incowd
Eleanor's been sneaking around Town with a rich Uinginian Now, you've gof [oig :

ambifions o be as rich and powerpu| as the men You Serve, SO You can win

E|com0r bmck (o\nd pay OPP élfough Blnog To puncln ﬂmT |oe|via|cm in ﬂne ngse).

" CASH & ASSE

Spending Level

Cash dJ§67

Assets

gmm" ﬁﬂﬂ\CY‘ POMCL\

hilng ko

Skill & Characteristic Rolls

B NVESTIEA‘I‘ ORS

. |Fumble| Fail |Regular| Hard |Extreme |Critical Char.
LevelsofSuccess: |00 /064 »skill| <siil | vaskill] sl | 01 Play Playos
Pushing Rolls: Must justify reroll; Cannot Push Combiat or Sanity Rolls " /
Wounds & Healing % SN
First Aid heals THP; Medicine heals +1d3 HP fhar é ME Ty,
Play = Player.
Major Wound = loss of >2 max HP in one attack = & & =
Reach 0 HP without Major Wound = Unconscious " ﬁ{ *‘""""’%‘
= ‘%% N
Reach 0 HP with Major Wound = Dying y S
Dying: First Aid = temp. stabilized; then require Medicine Char. P Char.
Natural Heal rate (non Major Wound): recover THP per day Play ‘| Char. Play
Natural Heal rate (Major Wound): weekly healing roll S’ | Play
L £

Rl o
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Name g(ﬁdﬂﬂ(} A"CHS\I\)OY‘ﬂ’\

hﬁHARAE—'HZ R}S*'I'—l-

220

22) 30
Player STR 65 B DEX 60 7 Ilye! 45 3
Occupation EX“blAPPMlO SOHiCY‘ ~ N
5 ..Mk ||CONIGO EHAPP|S) 2 POW |02
Age Sex \AlE 2 10
Birthplace Mem |ﬂi5 N 6 2 | Know 8 Rate
EMajor: =2 15 & Temp: Indef. T o7 : —
ijmd = Z ‘ |nsa:e : Insanet. - ket 40 P hsane 01 02 03 04 05 06 07 >
fen 01 02 03 04 05 06\»; : 28 29 30 |S-
22 07 08 0910 11 12 13 | 31 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 | =& -
1=l 12 15 16 17718 19 20 “* |54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76 |Z_
§e 21 22 23 24 25 26 27 177 78 79 80 81 82 83 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99
§PH 28 29 30 31 32 33 34 /j)"' P e e
| S Dl - .. Uiar
5” 35 36 37 38 39 40 41 @Wl “RKER TR@@ G- <% ]
; e e too 01 02 03 o04 =
e e 2 L Outofluck 01 02 03 04 05 06 07 06 07 08 09 |2
T 080910 17 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30§ b o ol
<55 31 32 33 34 35 36 37 38 39 G0) 41 42 43 44 45 46 47 48 49 50 51 52 53 : =4
"E2| 54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76 15 16 17 18 19 =
§= 727879 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99 | 20 <21 .25 23 e

80 81 82 83

(] Accounting (05%)
(] Animal Handling (05%)
(] Anthropology (01%)
(] Appraise (05%)

(] Axchaeology (01%)
[ Pt/ Cratt 05%)

INVESTIGATOR SKILLS

' ——} (7] FastTalk (05%)

l.anTnage (Own) (EDU)
sh

ZO ] Rope Use (05%)

25 2

ﬂ (C] righting Brawl) (25%)

(] Law (05%)

ﬂ | D Science (01%)

— O

] Library Use (20%)

— O

a8

o

(] Listen (20%)

Firearms
(Handgun) (20%)

— O

60

Firearms
(Rifle/Shotgun) (25%)

— 0

a

5

% ' [[] steight of Hand (10%)

D Locksmith (01%)

% (] SpotHidden (25%)

[T] Mech.Repair (10%)

-% ] stealth (20%)

e

(] Medicine (01%)

(] Charm (15%)
(] Climb (20%)
Credit Rating (00%)
Cthulhu Mythos (00%)
(] Disguise (05%)
[C] Dodge (half DEX)

(] briveWagon/Coach (20%)

_% 9 mvamo%) :

50

=

25

[C] Natural World (20%)

% (] FirstRid (30%)

g ] swim (20%)

20

[C] Navigate (10%)

@ ] Throw (20%)

40

% (] Gambling (10%)

(7] Occult (05%)

—% [ Track (10%)

% % (7] History (05%)

[CJ op.Hv.Machine (01%)

—'] (3 Trap (10%)

H (7] Intimidate (15%)

[[] Persuade (10%)

— O

(7 Jump (20%)

[ Pilot 01%)

— O

Language (Other) (01%)
— O

[J Psychology (10%)

— |0

EBEBEBEBABABRBEBED G NCHDADEDED

ABABADEDEBABABEDEC EDNBABABEDES

(] Elec.Repair (00%) H 0 ] Ride (15%) 65 % 0
= NN  COMBAT
Weapon Regular Hard Extreme Damage Range Jfftacks JAmmo Malf.
Unarmed 25 12 5 1d3 + db - 1 - - Damage
Colf MIBEO 60 30 2 148 15y 1(3) 6 B Bonus

+D4

Build

Dodge

40

20)
8

S SN
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BACKSTORY
Personal Description : Traits Old Pashionad COMMoN_sense

\/\Jc"—louiﬁ louT miH-mo\nnwcd cx-soHicr opfen Poun0| reading quicﬂq

Ideology/Beliefs . Injuries & Scars

Uit

Fond OP FV‘(CSWM L]OY‘SCS. savin_g money POY‘ one

N Significant People Phobias & Manias COHSTﬂnﬂg Gleﬂns bis glﬂsses
& Saus “and that's how 1 is” a lof

Never Tm|[<s m[oouﬂ' Pqu'inq dwmq ﬂnc war

2
.

Meaningful Locations Arcane Tomes, Spells & Artifacts M

Treasured Possessions Encounters with Strange Entities

o e —e e o .«},ﬁ

Tlne nigkfmarés o]onT seem To sTop ng’ men Pm”ing m|| over ﬂnemse‘vcs T run F;rom : Sp_ending P vel
: : ; cash $%
you, your Coﬂ smokmg anal mefhng |noT |emo| o\" over your med. Even T|noug|n s bcen A :
ssets

lj(;ﬂl"s since l:,OM were in ﬂ]ﬁ AV‘W}% TL)C o]remms L]IT gOM mT |60\ST once a \I\)Cﬁ[(, \/\)L}CY\

you Pmo\"g shared wﬂL'n your son, chrg, Lwc To|o] you To come move in wiﬂn kim in

Arkmn§as Cﬂ't_,,, and TMF Inc [(new a o|oc'|'or Priend wlno mi9|nT loe a[o|e T |ne||o TrouHe

is, your son doesn’t know wha you've been domg the last few Years i hasn't : MC ‘: ”EE C i ' ) S Le Baru k
been cmrpcnw lke you Told chrg... been years since you held a hammer. Insfead, Fine_aray brimmed hat

you've been Tmnspoﬁﬁngr swp|us army rifles 1o the Che«jcnne) Pawnee, and Osagc, : ﬂmk_ﬂrmlj bodfs F
somcﬂwing that would geT you arvested on shot Bt you gave That up monihs ago, Hobo knfe (combo knife, fork SPOOH)

W\d swore hever TO IOY‘CM[( ﬂ)ﬁ IﬂlW olgain. yOIA_leST L]OP(; HCYW“j never Pinds OIAT,

QUICK REFERENCE RULES PELLBWIWV}ISTIE ATORS | §

Skill & Characteristic Rolls o — | X
. |Fumble| Fail |Regular| Hard |Extreme |Critical Char. : Char. A
LevelsofSuccess: | 10/064) >skil| <siil | tskill] Ysskil | 01 i 3

Player___
: 2 ' y / Player Y
Pushing Rolls: Must justify reroll; Cannot Push Combiat or Sanity Rolls M = f \J
Wounds & Healing AN "\
First Aid heals 1HP; Medicine heals +1d3 HP e s N
Play Player.

Major Wound = loss of > % max HP in one attack \
Reach 0 HP without Major Wound = Unconscious M.ﬂ\"‘g\ BN \1
Reach 0 HP with Major Wound = Dying ~ i N
Dying: First Aid = temp. stabilized; then require Medicine Char. Char. 2 3
Natural Heal rate (non Major Wound): recover THP per day Play Play v
Natural Heal rate (Major Wound): weekly healing roll \

——
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Name )Mdaﬂ MOSCS T BC“ O N ZZ
: STR |55 ] DEX 50 D) INT 65
Player it d 2 2 Idea 9
ircull judge

T sl ||CON[SS PO aPP[4S [2) Pow () [

Age Sex U \AIE 2 10

Birthpl CH’co\go\ lL 60 2 | Know 7O 8 Rate 1'
FMajor: oo TR Tenn | ga Indet = e —
wo.jmd o= ) ‘ e _ 4 nsane = 60 P hsane 01 02 03 04 05 06 07
Een 01 02 03 04 05 06208 09 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 |B&F
22 07 08 0910 11 12 13 | 31 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 = -
4= 14 15 16 1718 19 20 "‘* 154 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76 |E.
§al 21 22 23 24 25 26 27 177 78 79 80 81 82 83 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99
EPH 28 29 30 31 32 33 34 /5/" R
Mo D; E = s
Eﬂ 35 36 37 38 39 40 41 @Wl “RKER 5?3@@ - Q- % =

‘ P, 01 02 03 o04|=

e = 2 i out of Luck 01 02 03 04 05 06 07 06 07 08 09 |2
T 080010 17 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30§ s
55| 31 32 33 34 §D) 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 ‘ =0
“=| 54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76 16 17 18 19 =
1~ 7727879 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99 =21 22 23 - S

80 81 82 83

[[J Accounting (05%)

INVESTIGATOR SKILLS

' ——} (7] FastTalk (05%)

(] Animal Handling (05%)

% 'D Fighting (Brawl) (25%)

L“T“L,m Smead g 1345 (] Rope Use (05%)
D Law (05%) 65 % | D Science (01%)

(] Anthropology (01%)

— O

] Library Use (20%)

— O

[C] Appraise (05%)

— O

(] Listen (20%)

(] Axchaeology (01%)

Firearms
(Handgun) (20%)

— O

40

% ' [[] steight of Hand (10%)

D Locksmith (01%)

Axt/ Craft (05%
= (05%)

Firearms
(Rifle/Shotgun) (25%)

— 0

a

% (] SpotHidden (25%)

[T] Mech.Repair (10%)

e

25

-% ] stealth (20%)

(] Medicine (01%)

(] Charm (15%)

_% O Survival (10%) ..

=

[C] Natural World (20%)

(] Climb (20%)

% (] FirstRid (30%)

ﬁ ] swim (20%)

[C] Navigate (10%)

Credit Rating (00%)

WS

(] Gambling (10%)

Cthulhu Mythos (00%)
(] Disguise (05%)

[C] Dodge (half DEX)
0 DrlveWagonIth (20%)

(] Elec.Repair (00%)

% % (7] History (05%)

20

% ] Throw (20%)

2

(7] Occult (05%)

177—% [ Track (10%)

[CJ op.Hv.Machine (01%)

—1 (7] Intimidate (15%)

ﬂ (3 Trap (10%)

[[] Persuade (10%)

40t~

o

% (7 Jamp (20%)

[ Pilot 01%)

— O

S

Language (Other) (01%)
ad

S0

[J Psychology (10%)

— |0

EBEBEBABSCABNB NS EDADEC NP ADEDED

10

=0

EBESADEDEBEBAB DD EDES RSB EDED

] Ride (15%)

A0

Weapon Rogular S ém;m;' m;.{age k 7Ralhage Bttacks Bmmo  Malt.
Unarmed 25 12 5 1d3 + db - 1 - - Damage
Pcppcr(oox o 90 20 8 1d6 Sy | 8 5

T %,

/
G
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Personal Description

S’Mkmg, wiﬂ\ grey eyes, silver wlqiTc tmiv: Mnol a pcrpecﬂm groomeol

|o4ia of_mousfache

Traits ginq|e-mino]ed mnd sTu[oloorn

Known Por b4||ging Polks

Ideology/Beliefs
icers, expects them T respect him

DOCSV\T CO\T MCMT

Injuries & Scars

Chon _

Significant People

DMTM TO OM\H pObCV‘TS‘ a COV‘YMPT CX‘gQ\ICY‘HOV‘

Phobias & Manias Nerwous arourd large fires

DocsnT apprccwﬂ'a innapproprwﬂ'c '10[<es

Doesn't |i|<c Inov-scs

Meaningful Locations

Arcane Tomes, Spells & Artifacts

Treasured Possessions

Encounters with Strange Entities

Vou )usT Pinislnéd

Inis neck gowsehq

a case ﬂ'\d\TJMST filed you wih rage. You were al sef o louT some
weamng ckuoklekmol away Por @ year or Two mﬂ'cw |nc knipcd a l(ld in T|ne 9MT
during a card game. Buf Tken Omn senf you Te|egmm saying you |nad To |eT Lwim 90,
‘cause ﬂne Mssmuh'mnT Was Iqis nep|new or someﬂning Just [(i"cd you o 0'0 TLMT. Now,
You dre vaehng To Arkansas CiTg affer the local )'udge there was murdered on the

stireel log one oP ﬂne Dun[(cr’s |norse ﬂwicves. |o|ioT sheripp didnT Porm @ posse, didn’T ? »‘a M-g Mﬂ fam‘s pen
puT ouf a rewo\rd, )usT |eT ﬂne boo]«j sif ﬂwe in ﬁhe sun Por |nows. BMT now gou Incmﬂ Pmckéf oP jerky ‘

a [oounfg InunTer cmugw ﬂqts guy, mna’ Ttweg need a)ua’ge To Trg lnim Vou cmn’T wgiT o _Nwmundﬁdm_bﬂ
geT in Hs Pmce, waTc[n H& knees_ skake as you senfence |nim, ﬂwen puT T|nc noose over -BMEQ@C

~ CASH & |
con ST

Assets

\SSH

Teak gl engred uih MIB

QUICK REFERENCE RULES

Skill & Characteristic Rolls

Fumble| Fail |Regular| Hard |Extreme|Critical
100/96+| >skill | <skill | Vaskill | "sskill | 01

Pushing Rolls: Must justify reroll; Cannot Push Combiat or Sanity Rolls

Levels of Success:

Wounds & Healing

First Aid heals THP; Medicine heals +1d3 HP

Major Wound = loss of > % max HP in one attack
Reach 0 HP without Major Wound = Unconscious

Reach 0 HP with Major Wound = Dying
Dying: First Aid = temp. stabilized; then require Medicine

Natural Heal rate (non Major Wound): recover 1HP per day
Natural Heal rate (Major Wound): weekly healing roll

[FELLOW INVESTIGATORS

Char.

= / j' Player -~ o oo :

4.4"4[./

2
.

£



hﬁHARAE—'HZﬂ}S"H*

- ) 5 S | LI
N Elsie O'She.
= sTR [40 2 pEX[[) 22} INT 55 =
Player 8 Y Idea 9 o
Occupation CLW\NT resiolevﬂ' N N |
4 . ||CON[10 - APP 50 = POW () (=

Age 2 Sex chﬂﬂ ]4 10 /

Residence KW)SQS C(T!j. MO SIz 20 ED" 32\ ‘ /“
FMajor: == g <= Temp.. 4 Indef. CC ’ i S //
;Woljmd = 10 *‘ Insa:e J Insane  —— 55 _,,' Insane 02 03 04 05 06 07 v S
§m01 02 03 04 05 06\,4- 08 09 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 |5- G
92 07 08 0910 11 12 13 [ /431 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 =:
VE 15 16 17 18 19 20“* 154 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76 | 3¢ )

. 2093 U HE 5 by 177 78 79 80 81 82 83 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99  ° !

o= =g s

el 29 30 31 32 33 34 D, ﬁ : 5

= 36 37 38 39 40 41 = S ;
Bepney: — 03 04 |3

e OutofLuck 01 02 03 04 05 06 07 06 07 08 09
08 09 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 | b o o
55| 31 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 ' ~ ;
55| 54 55 56 57 58 59 60 61 62 63 64 €)) 66 67 68 69 70 71 72 73 74 75 76 | s R )
" 77 78 79 80 81 82 83 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99 | j20 -1 95 103 oF

INVESTIGATOR SKILLS

(7] Accounting (05%)

' ——} (7] FastTalk (05%)

(] Animal Handling (05%)

% 'D Fighting (Brawl) (25%)

(] Anthropology (01%)

— O

25

651F

] Rope Use (05%)

D %ﬁe (Own) (EDU)

(] Law (05%)

15

% | D Science (01%)

] Library Use (20%)

— O

[C] Appraise (05%)

— O

(] Listen (20%)

2

% ' [[] steight of Hand (10%)

6

D Locksmith (01%)

% (] SpotHidden (25%)

=

[T] Mech.Repair (10%)

-% ] stealth (20%)

130

30

(] Medicine (01%)

_% m Survival (10%) ..

20

[C] Natural World (20%)

(7] Archaeology (01%) % 0 g’;‘;’;“l’n, 20%)

i s e 50 ']H a ?J.?Z's:.".‘..’,..) (25%)

0 — O gou (5)

(] Charm (15%) ﬂ a

(] Climb (20%) SO ]ZOS (] FirstRid (30%)
Credit Rating (00%)| 5() 1205 (] Gambling (10%)

Cthulhu Mythos (00%)

% % (7] History (05%)

(] Disguise (05%)

—1 (7] Intimidate (15%)

[C] Dodge (half DEX)

405"

(3 Jump (20%)

(] briveWagon/Coach (20%)

% ' [ Swim (20%)

a

[C] Navigate (10%)

H ] Throw (20%)

(7] Occult (05%)

—% | [ Track (10%)

[CJ op.Hv.Machine (01%)

—} (3 Trap (10%)

[[] Persuade (10%)

O

20

[ Pilot 01%)

— O

20

[J Psychology (10%)

Language (Other) (01%)
% iD Spmj“isi

(] Elec.Repair (00%)

20

EBECEEABNBABAB NN DD ES NDADEDES

0T

D

 DLULULDLDL DL USRI DLULDLDED) . | ||sivied savi

H o

] Ride (15%)

0

Weapon
Unarmed

Reg\tlat Hazd th:emr Daﬁage

25

2 5

1d3 +db

Range 7Bﬂacl?ts : Bmmo

- 1

Malf.




Personal Description

HﬂHcTic bui|o|‘ cLu‘n high wiTh shmrg mnd skepﬁcoﬂ green eyes

Traits FCW"CSS

CCH&V‘OMS Wiﬂ‘a L]CY‘ moncg
QCSECCTPMI OP L}CY‘ CHCV‘S

Ideology/Beliefs

S
SOMCWLW\T OP a ‘DaCiPiST 5 (JOCSHT bﬂlic\lﬁ in twuﬂming innocenTs

Injuries & Scars

Large scar on leg from a cougar dtack gs a feennger

Significant People

Phobias & Manias Loies hurfing big game

DOCSV\T TY‘MST TCCYWMCY‘S

A|W0|UIS 0\6‘(8 P0|l<$ WL’ICY‘C ﬂ]w are PY‘OM

Meaningful Locations

Arcane Tomes, Spells & Artifacts

Treasured Possessions

Encounters with Strange Entities

3

You rccenﬂ«j moved o Kansas CiTt_,, Prom Mexico CiTg, where you spenT a few years :
with your pmrchs helpjng buld churches. Whenever you werent spending fime hunt-
ing or rio]ing in ﬂnc wi|o|erncss, you were |ne|p|’n9 ﬂne poor: Po"(s mno' Tm"(ing your way
info the ambassador’s estate for the fine pmrﬁes and celeborations there. However
when ﬂ)e ambassador sTmrTcd wrﬂ'ing sick and Priglrffening lefters 1o you, you knew

i was Time o move rorth f\)ow, as presiolenf of the Kansas CiTg Charffg Orgomi—
m’honm| gociefg, i's your du’@ o mmkc Sure 9ood Peop|e’s dondfions 9 1o the riglnT
CaUSES. When you hemw) alooufﬂne ov-plrmnmge in Arkansas CiTt_,, opening, you kgew

you had To Imakc ﬂne Trilo 9ows_c|9

Spending Level
Cash WNEY)

Assets

gt

Te|eqmp|n OPCV‘MTOV‘ VYW\HIAM|

Awberifed glasses

Lades feqthered bat

mww&nmﬁms

UICK | ENCE | INVESTIGATORS | ®
2 P = o A
Skill & Characteristic Rolls o ; ~——————

. |Fumble| Fail |Regular| Hard |Extreme |Critical Char. Pl Char. 2
LevelsofSuccess: |00 /064 »skill| <siil | vaskill] sl | 01 Play / Payer || N
Pushing Rolls: Must justify reroll; Cannot Push Combiat or Sanity Rolls 7/ \\:

Wounds & Healing , "\

First Aid heals 1HP; Medicine heals +1d3 HP ::a' ] N
Major Wound = loss of > % max HP in one attack > \
Reach 0 HP without Major Wound = Unconscious N \
Reach 0 HP with Major Wound = Dying i N

Dying: First Aid = temp. stabilized; then require Medicine Char. : ;
Natural Heal rate (non Major Wound): recover THP per day Play \\
Natural Heal rate (Major Wound): weekly healing roll \



Name ‘Tiasco’ Fc|iciTg Tanner

Player

STR

0 B

Occupation Dy\iﬁer\

age 24

Sex FCYYM'C

CON//0 |-

Residence Kmnsas C(le. MO

Birthplace CcorgcTown, AR

DEX

APP
7
55 ; EDU

hﬁHARAE—'HE R}S*'I'—I-ES

70 )

60D INT

idea

402 pow|g,

SO\

25 ';‘

o .E

- |

408

. Indef.

B i ZT = - R D s S
J(‘:d::i = 2 ‘ Ik?:é _ & Insane’ 60 Y insane 0102 03 04 05 06 07 [
~m 01 02 03 04 05 06 .y 08 0910 11 12 13 14 15 16 17 18 19 20 21 22.23 24 25 26 27 28 29 30 |SGF
"2 07 080910 11 12 13 [ = 31 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 | =~
8= 14 15 16 17%18.19 20 9 " 54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76 =
§80 21 22 23 24 25 26 27 177 78 79 80 81 82 83 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99 *
E‘ 28 29 30 31 32 33 34 D, }"’PE g =
i =1 35 36 37 38 39 40 41 ‘@Wl ‘RKER R@ﬂ@g P = .
P, 100 01 02 03 04|=

e 2 i out of Luck 01 02 03 04 05 06 07 06 07 08 09 E
08 09 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 G | oseae e T
31 32 33 34 35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53 : =

l 54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72 73 74 75 76 16 17 18 19 |55

i7" 77 78 79 80 81 82 83 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99 21 22 23 WiEd

INVESTIGATOR SKILLS

[[J Accounting (05%)

' ——} (7] FastTalk (05%)

(] Animal Handling (05%)

% 'D Fighting (Brawl) (25%)

5

eE

l.anTnage (Own) (EDU)
sh

(] Law (05%)

% ] Rope Use (05%)
% D Science (01%)

] Library Use (20%)

— O

(] Listen (20%)

Bl

D Locksmith (01%)

5

[T] Mech.Repair (10%)

(] Medicine (01%)

ﬂ ' [[] steight of Hand (10%)

Spot Hidden (25%)
B

-% ] stealth (20%)
_% O Survival (10%) ..

140

[C] Natural World (20%)

[C] Navigate (10%)

(7] Occult (05%)

(7] Anthropology (01%) | H 0

(] Appraise (05%) —q 0

(7] Archaeology (01%) % 0 f:,'::;';:n) o |60

o '% a :::::'Shn:tsgun) @s%| DD

m) — 0
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Credit Rating (00%)| 45 13 (] cambling 10%) |40
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(] Disguise (05%)

—1 (7] Intimidate (15%)

[C] Dodge (half DEX)
(] briveWagon/Coach (20%)

(] Elec.Repair (00%)

% (7 Jamp (20%)
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— O

[CJ op.Hv.Machine (01%)

20

[[] Persuade (10%)

— O

% ] swim (20%)
% ] Throw (20%)
—% [ Track (10%)
—'] (3 Trap (10%)
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Personal Description

Never looks qu_ffg Pocuscd. olishcve|c0] c|0ﬂncs, looks at you sugpiciouslw

Traits Knows she's unlucky

yc"s Wl]ﬁﬂ Slﬂ gﬁTS annogeol

Hd\S a ﬂﬂ(}‘( OIMlWI

DOCSHT care o\bouT L]ﬁV‘ MPPCW‘MHCC

Ideology/Beliefs

S

SOMCWLW\T OP a

oa\cipisT = docsnT [oc|icve in twuﬂming innocchs

Injuries & Scars

Coiminal vecord for bifs of misdemeanors

MC\ICV‘ POV‘Q_N&S COCMTCV‘S

Significant People

Phobias & Manias Compulsive ganbler

Fonolness mnd Pmmihgrffg wiﬂn ﬂnﬁ 1D|mns inoli_om_s

A|W0\U|S SIT& Wiﬂ] h&l" PCCT QY‘OPPCJ MP

Meaningful Locations

Arcane Tomes, Spells & Artifacts

Treasured Possessions

Encounters with Strange Entities

Nothin's ever Fem"g your po\urt Tlnafs w|nm1' Ife is. One doo'gmsTeo' \Omuh' ri_c;H' affer
mnoﬂnew You need To sJ[op felln’ your mind To Po"<s, Cause then a bourbon shof ﬂno\T
aint yours somehow ends up slicin’ an ege[oa" oul omd sua’olcn|g the sheni? warifs a
word for socio\|i[oi|fﬁjs sake, and you're inside a Tunkin J'ai| cell And then you Told him
mmg[oe You need a Tunkin® bourbon ‘cause goua rather be Tunkin' drunk theve. B
Ine diolnT socia|iae To ﬂwﬂ' and sure enoug|n, Turn of events starin’ you in Tke Pmce,
mnd Tke scnsib|e,proposa| was To punck |nim in lnis Jow, \/\JelL you alonT warit To \OigH'
in if no more and don't Wanfﬁ hear folks finklin’ in your ear abou it no more, s0
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Spending Level
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Skill & Characteristic Rolls o —~———————
. |Fumble| Fail |Regular| Hard |Extreme |Critical Char. Pl : Char.
LevelsofSuccess: |00 /064 »skill| <siil | vaskill] sl | 01 Play / Mayes . o o0
Pushing Rolls: Must justify reroll; Cannot Push Combiat or Sanity Rolls R 7/
Wounds & Healing - SN
First Aid heals THP; Medicine heals +1d3 HP fhar ] Ty,
Play Player.
Major Wound = loss of > % max HP in one attack
Reach 0 HP without Major Wound = Unconscious Mﬂ%
Reach 0 HP with Major Wound = Dying NG
Dying: First Aid = temp. stabilized; then require Medicine Char. Char.
Natural Heal rate (non Major Wound): recover THP per day Play Play
Natural Heal rate (Major Wound): weekly healing roll
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INVESTIGATOR SKILLS

' ——} (7] FastTalk (05%)

(7] Accounting (05%)

(] Animal Handling (05%)

(7] Anthropology (01%) | /]
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% ] Rope Use (05%)

% 'D Fighting (Brawl) (25%)

(] Law (05%)

% | D Science (01%)
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-% ] stealth (20%)

(] Medicine (01%)

_% m Survival (10%) ..

(] Charm (15%)
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[C] Natural World (20%)

(] Climb (20%) % (] FirstRid (30%)
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% (7] History (05%)

—1 ] Intimidate (15%)

% (7 Jamp (20%)

Credit Rating (00%) (] Gambling (10%)
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[C] Navigate (10%)

% ] Throw (20%)

(7] Occult (05%)
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Personal Description

CKST

Co\|m. QY‘MCCPML blAT Wiﬂ] dﬂlV‘k Lues ﬂ]ﬂT S'Dt’,ﬂll( TO a STOY‘UI OP

smdncss Cwiogs

Li[«;s log '1ewc|cm4

Traits Charismmfic

| {ouT ino‘&cisive w|nen sTresscd

Ideology/Beliefs

ed)

Injuries & Scars

cher Turns down a c|nolncc To dcpend spiriTumhsm

Significant People

Has an enemy, her ex—hu_sb_md D John Booker:

\/\J&ﬂk‘

Phobias & Manias Opfen uses P@kmmes Por lqerseip

S hw\vg 6[‘1066 S0 L}CY‘ ﬂﬂk'(;s AOH)T CM\C(( (CXC&PT in SCQ_HGCS)

Meaningful Locations

Arcane Tomes, Spells & Artifacts

Treasured Possessions

COH HCCHW‘/C Wiﬂ) ﬂ)@ tue 0\0 HOY‘MS

Encounters with Strange Entities

You are a Chh%ma Widow, ﬂﬁouglq i o]ocsn'T boﬂr;er you much,‘a\nd (jou’r;

Pinc Te”iﬂg pcop|c ﬂm sTM\igH Tv-uﬁh. your hus'oand )olqn was never as 900()

Wiﬂ] ﬁ']ﬁ CV‘OWdS in a seance as 90M were, ﬂlﬂd L’IC 901-)601!0% gOM COIAH ()O [T

bC-ITCY‘ and VM\[(C more CMSL] ﬂmn LK’, GOlAH, CSPCCM"g \NL’ICH

gOM CY‘MCI(CA gOMY‘

knecs and oml(|es To mal(c i sounds |i[<c ﬁhc glqosfs were coming riglnT ﬂwc
at The Ta\Hc Ever since you spm’, Ine’s [occn a)eadous pox(ooTHc amd IrwlsTricd

T uin you aﬂ' e\/crg Tum Serves Hm rigH' you sTolc H’s casln o\nd [oougl'ﬂ' a
house in Arkansas City. You're hoping that with this moue, you've heard the

last of-him. I ncf; gou’" )usT pick up and move east again
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Qmm velvel purse
Mi|ifmw4 sTuﬂe booTs

Sufcase. wih edia clithes

' REFERENCE RULES

Skill & Characteristic Rolls

Fumble| Fail |Regular| Hard |Extreme|Critical
100/96+| >skill | <skill | Vaskill | "sskill | 01

Pushing Rolls: Must justify reroll; Cannot Push Combiat or Sanity Rolls

Levels of Success:

Wounds & Healing

First Aid heals THP; Medicine heals +1d3 HP

Major Wound = loss of > % max HP in one attack
Reach 0 HP without Major Wound = Unconscious

Reach 0 HP with Major Wound = Dying
Dying: First Aid = temp. stabilized; then require Medicine

Natural Heal rate (non Major Wound): recover 1HP per day
Natural Heal rate (Major Wound): weekly healing roll
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Businessman and Ex-buffalo Soldier

Eisie 0°Shea

Prestdent, Kansas Citv Charify Organizational Sociefy




Moses T. Gl

Circuit Judge

Hetiie Britfon

Spiritualist




Leon Conrad

Junior Coach Aftendant

“Fiasco” Felictty Tanner ghgts

He'er Do Well




Dr. Ezexiel Dickinson &)

Kansas Citv Doctor and Veferinarian
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