RBOUT THE ADUERTURE

The Black Mine of 1eihiihan is a GURPS Horror adventure set
in the American West in July 1883, although it can be easily
translated to other systems (a Call of Cthulhu version is avail-
able on www. I1shotadventures.com). The adventure is suitable
for four to six, ordinary (-100-point) characters; the end of
the adventure 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 PCs 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 Dunk-
er Gang. After surviving the wreck and investigating, the PCs
will discover that most of the gang had been horrifically killed
days ago. Stranded and alone in the hills, the PCs have to
find their way back to civilization. Soon however, they find
themselves being stalked by hungry and malevolent cannibal
spirits, accidentally summoned during 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

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

Two others share the car with the PCs. The first is an older
gentleman, DR. EZEKIEL ]J. DICKINSON. Dr. Ezekiel is
an arrogant man, but has quietly been keeping to himself
during the trip, alternating 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. PCs who succeed at a PERCEP-
TION (VisioN) roll notices that he spotted something
out the window before leaping to his feet. The PCs have
no time to react when suddenly a nearby explosion
rocks the train.

The passenger car shudders, and PCs must make a DX
roll (-4 if they were standing) to avoid getting tossed
hard on to the floor or into a window (1d cr damage).
GMs waning a more realistic game should randomly
roll hit locations (see p. B552), which might cause some
broken arms and concussions. A long and agonizing
scream is heard from where Johnny Buck departed 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 1d cr damage as the train car rolls
on to its side and its walls collapse inwards.

DERAILED!

Passengers who are still conscious are stunned (and
must make a HT roll each turn to recover after sur-
viving such an ordeal), but can crawl free of the wreck
without trouble. Through the dust and haze, they clearly see
what happened — the train’s last two cars were violently dis-
connected and derailed, and the other cars couldn’t take the
stress. The locomotive lies toppled over on to its side, smoke
and steam escaping. Moaning and gasping is heard from the
wreckage, and panicked chickens flap around, likely some of
the livestock carried in one of the cars.

JilmmY B“CK
ST .. 10 . HP:10 Q)]
DX 11 Will: 9
19, 9 Per: 9
HT 12 FP: 12

Basic Speed: 5.75
Move: 5
Dodge: 8

SM: 0
Punch: 1d-3 cr

. Traits: Chummy; Fearlessness 1; Fit; One-Hand; .
i Overconfidence; Sense of Duty (Dunker gang);
7 * Wealth (Poor). Kinda whiney; Always tells folks how
- great his grandfather was (and how is father was an
awful, awful man)
Skills: Area Knowledge (Kansas)-9; Brawling-12;
Explosives-8; Guns-12; Knife-11; Riding-11.
' Gear: Colt .41 Cloverleaf Revolver (1d pi+; Acc 1;
. . Range 60/650; RoF 1; Shots 4(3i), Bulk -1, Rel 2);
small knife (1d-3 imp; reach C); vial of nitroglyc-
- crine, which shockingly survived the wreck (7d+1
ic ) i :

PCs can make an ArRea KnowLEDGE (Kansas) or GEOG-
RAPHY roll to determine their whereabouts. They are in the:
Flint Hills, not too far near dangerous Indian Territory o
what is now the Oklahoma border, but probably still a hug;—f
dred miles and a couple hours (by train) from Arkansas City.

As the PCs investigate 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 arent found (an IQ roll would reveal
there should at least be one other). However, a PERCEPTION
(Vision) roll spots something unusual. Near the locomo-
tive, 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 PCs can make a SEarcH roll or PERCEPTION-3 roll to find
a bottle or two that withstood the derailment.
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The third car had livestock in it, mostly goats and chickens.
The third car is intact, but tilted up on a large boulder, so
someone has to climb up to get inside. One young goat sur-
vived the accident, along with a dozen or so chickens, which
are scattering. The inside of this car is grisly, with twisted,
dead and dying goats everywhere (FRicHT CHECK+1 for those
who go inside).

The fourth car was the PCs’ car. Dr. Ezekiel crawled free of
the wreckage with a broken left arm, but is otherwise in good
condition. He'll tend to wounded PCs as best as he can.

The fifth car held the conductor (who died in the derailment),
and a single passenger, AMANDA BIRNSTEAD, a middle-
aged woman who was recently fired from a bank in Kansas
City, and visiting her brother in Arkansas City. Tough and
unemotional (her husband JEREMY was killed in a mining
accident years ago), the PCs find her angrily digging in the
wreckage for her handbag, and unwilling to make small talk.

GM’s Note: 1t the GM 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, but can help fill out the party if playing with
only a handful of players. Note that Dr. Ezekiel is provided as
a full PC character, should one of the main PCs perish early...

THE MISERABLE JOHNRY 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
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his stomach. In his left hand is a revolver, and the PCs find
him terrified, angry, in great pain, and screaming, “Wade!
Whaaaaaade!” 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 PCs 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 scream-
ing for Wade. He reacts to passengers at -3, though since he
has daddy issues, talking to grandfatherly men will reduce
this to -1. On a Bad reaction (or worse), he’'ll 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 negative reactions to just -1), or use DipLoMACY,
convincing him that he’s wounded and needs treatment. A
Good reaction will get him to holster his gun, accept treat-
ment, 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!”

A Very Good or better reaction will 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 PCs just ignore Johnny and stay out of sight from him,
he'll eventually get angrier and start dragging himself in the
direction of the survivors (and will eventually die from expo-
sure or worse in a couple of days, unless rescued).

SCOUTING THE AREA

A quick scout of the area reveals a few interesting sites. A
Tactics or SOLDIER roll will reveal that the area where the
train derailed was definitely a great place for an well-planned
ambush. There are large boulders and scattered brush, per-
fect for cover. A PERCEPTION roll (+2 if someone made the
Tacrics roll and pointed out the obvious ambush perches)
will find a shovel, a bag of half-eaten peanuts, a torn up hat,
and a bloody boot. If shown to a helpful Johnny, he’ll recog-



nize the hat from Wade’s brother, Charlie Dunker.
He also tells the PCs that another gang member,
who only went by the name DOGSPIT, was always
eating peanuts by the handfuls — and spitting 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 Wade’s great-uncle’s cabin), and a clear trail
through the hills to the nearby, tiny town of Maple-
ton (an IQ roll can figure out that it lies about 30
miles south; an appropriate AREA KNOWLEDGE roll
recalls it’s a tiny town, population 53, but with an
actual, honest-to-goodness post office).

If the PCs get a good vantage point (say, by climbing
one of the large boulders), a PERCEPTION roll at -4
spots a tired and thirsty horse wandering among the
rocks a few hundred yards away. The skittish horse,
CINCH, belonged to the Dunkers. An ANIMAL
HANDLING-1 roll calms the horse enough to allow
the PCs 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. Eze-
kiel. Indeed, the noise sounds like the hoarse screaming of
terrified goats. PCs must make a FriguT CHECK (-2 if they
explored enough of the livestock car to realize all the goats but

one had already perished).

If the PCs investigate, they hear something clomping around
inside the car, followed by horrible, wet squelching sounds.
There’s definitely something in there with the goats. A Per-
CePTION (HEARING)-2 roll reveals that there’s just one entity
in there, and it sounds like it’s having dinner.

To get a closer look, the PCs must climb up and venture a
couple of feet into the tipped over livestock car. Looking in-
side in the dark of the car requires a PERCEPTION (VISION)-3
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 inves-
tigator 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 the viscera impossibly fast (FRigaT CHECK-2!).

11
13 Will: 10
IQ 7 Per: 10
HT 12 FP: 12
SM: -1
Claws: 1d cut

Basic Speed: 6.25
Move: 5
Dodge: 9

X Traits: Appearance (Monstrous); Claws (Sharp);
4 Duty (Hoowooni); DR 1; Fearlessness; 2; High Pain

Threshold; Night Vision 7; Sadism, Striking ST'+3;
Vulnerability (Arapaho arrows x2).

Skills: Area Knowledge (local)-13; Bow-13;
Khnife-14; Survival-10; Stealth-13; Spear-13; Track-

| ing-11.

Gear: Large stone knife (1d imp, reach C); short bow

£ with black stone arrowheads (1d imp, Acc 1, Range

140/210, RoF 1, Shots 1(2), Bulk -6). Remember =
stone weapons receive a (0.5) armor divisor penalty,

-and can break if parried by a steel blade.

If this creature notices that it is being watched, it shrieks
and attempts to escape. It first tries to leap through an open
window or hole in the wrecked car, but if the PCs have sur-
rounded the train car, it will rush the smallest PC, biting and
clawing to make its escape.

Identifying the creature requires an Occurrism or HIDDEN
Lore (Spirits) roll. A success reveals it is a TEIHIIHAN, a
cannibalistic dwarf spirit from Plains Indians tales. A suc-
cess by 3 or more 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 BELOOD

If the PCs follow the trail of blood that led from the loco-
motive, they find that, after about fifty yards, the trail gets
more difficult to make out. To continue following the trail, a
TrACKING+1 is required.

Success indicates that the PCs find a mangled body thrown
behind one of the large boulders in the hills. The body is torn



open, with viscera scattered about. PCs should roll
a FriGHT CHECK-1 because of the gruesomeness of
the find. A D1agnosis roll identifies that this body is
half-eaten (a closer look and a second DiaGNoOsIS-2
or VETERINARY -2 roll discovers it looks like canni-

balism!)

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 (2d-1 pi, Acc 1, Range
100/1,100, 2.7 lbs, Shots 6 (4i), RoF 3, ST 9, Bulk
-1, Rcl 2) tossed a few paces away, with three bullets
left in the chamber, and even more curious, an old
stone arrowhead clutched in his left hand. A PC who
studies the arrowhead and makes a HisTory +3 roll theorizes
that it is very old... ancient even. An Occutrism roll recalls
that some native legends describe spirits leaving behind such
trinkets as offerings to a victim’s ancestors.

If the PCs 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 fine 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 bloodstained
map that is nearly identical to the one in Charlie’s hat (see

Handout G).

FOLLOWING THE MAP

A PercertioN roll informs the PCs that they don’t have
enough water or supplies to walk directly to the nearest town
of Mapleton. By the time the train is noticed missing, it could
be days before a rescue. Theyll likely die from exposure, heat
exhaustion, or worse. What’s more, as any of the NPCs quick-
ly point out, the survivors are 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 PCs found one of the two maps of the area (either in
Charlie’s hat or Dogspit’s pocket), they are able to navigate to
a couple locations that can provide supplies. GM's Note: If the
PCs have not found any maps, one of the NPCs can find one
and hand it over.

If Johnny is being helpful, he tells them that the Dunker
Cabin holds enough supplies for a couple of weeks, and can
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“F0000s.... foooooooos!”

be walked to in just a few hours. However, if asked about Fort
Rufus, hell shrug and just say that he only knows a Rufus
that is Wade’s grumpy great-uncle that he only met once, and
didn’t know he had a fort or anything else in the area.

A NavicarioN (Lanp)+2 roll navigates the PCs to either lo-
cation. It’s just over three hours walk to the cabin, and and
another eight hours to Fort Rufus (which requires the leader
to make a SURVIVAL (DESERT) roll; failure indicates each PC
takes 1d-2 damage from various desert injuries) and a later
than wanted arrival. See the end of the adventure for optional
locations the investigators can find as they travel.

THE TEIHIIHAR TOTEMS

Regardless of which direction the PCs 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 PErcEPTION roll shows that they were built relatively
recently (days or weeks). An Occurrism roll connects these
structures to the Teihiihan, as signs of recent victory in battle.

A few miles later, the PCs see another totem in the distance.
However, they 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 between a
nasally craw and a throaty gurgle. If the PCs approach closer,
a PERCEPTION (VisION) roll reveals that the thing has a man-
gled, misshapen head, with a human mouth in place of a beak
a beak — FriguT CHECK as it makes another bizarre sound,
and stares angrily at the PCs, especially Johnny if he’s with
them, with a kind of malevolent intelligence! GM Note: What
the PCs don’t realize at this point, is that the bird contains the
soul and memories of Wade Dunker.



If the PCs approach within a stone’s throw, the misshapen
vulture awkwardly flaps away. Likewise, if the PCs take a shot
at the creature, they’ll get one shot off before it flies off to the
south, screaming. If the PCs kill the thing, its dying corpse
will squawk a visceral “Foooooooos, fooooooos!” (a mangled
accusation towards Rufus, the man who transformed Wade
in his ritual), and then give off an awful, vile odor, like offal
in the heat. Additionally, the PC who killed it will experi-
ence awful nightmares of the creature feeding on him while
he sleeps. The nightmares last three nights, with the PC losing
1 FP each night from uneasy sleep.

THE DURKER CABIN

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 (DR 1) 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 covered in fresh blood. If Johnny is with the PCs,
he’ll point and say, “that wasn’t there when I was here before.”

From the outside, the cabin looks deserted. There’s no smoke
coming from its chimney, or obvious noise from inside. A
PercePTION (VISION)-3 roll reveals that the front door is
cracked open ever so much. The rear door is locked shut
(though a Lockricking, FORCED ENTRY, or ST-2 roll can
force it open).

The common room is messy, stacked with mostly-empty box-
es and some basic supplies, like dry goods, hard tack, some
cheap tools, and a vintage Colt Model 1855 20G shotgun
(1d+1 pi, Acc 3, Range 40/800, 10.9 lbs, RoF 1x7, Shots
5(20i), ST 11, Bulk -6, Rcl 1) mounted on one of the walls.

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

COMMON
ROOM

WADE’S
ROOM

A storage area has a few more boxes of dried goods, some
cheap bottles of whiskey, a basket of cutlery, a kerosene lan-
tern, and a stove. An ARCHITECTURE or SMUGGLING roll,
however, will spot a trap door in the floor. Inside is a small
compartment with $100 in cash, a rusted bear trap (ST 14,
1d+2 cr damage), and a set of gemstone earrings (worth $50).

Wade’s room is locked up. A Lockpicking or ST-2 roll can
force it open, or the PCs 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 Un-
cle 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 PCs gain entrance to the Dunker Cabin, two Teihii-
han, armed with shortbows, sneak up about a hundred yards
from the cabin to observe the PCs, counting them, to see if
they should attack. Anyone on lookout duty should make a
PerRcEPTION (VisiON) roll vs. the Teihiihan’s STEALTH-13 skill
to see if they are spotted. PCs with Danger Sense will get
goosebumps right about now!



The GM can run this encounter in a few different ways. Tei-
hiihan 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 PC out alone with sounds. They
may also try to snipe at PCs with their short bows from cover
(though are unlikely to hit, with range penalties). If fired at,
or rushed, the Teihiihan vanish into the hills, laughing glee-
fully 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
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THE HOOWUUHNI SPIDER RITIIHI.

About a month ago, Rufus Dunker stumbled across a
wounded Arapaho medicine man, HOSAA. Angry at ill-
ness, old age, and a crippling leg injury, Rufus threatened
the man to teach him magic that would restore his vital-
ity. Callmg 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
4 control of Rufus’ body. Wade’s spirit occupied a horrific
vulture-like creature,. doomed to spend the rest of his days
¢ h s s sanity. Hoowuuni summoned
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through the rear door or a window, and
grab a victim. They prefer to go for weak
stragglers first, so the older Dr. Ezekiel, or
Amanda Birnstead, are likely targets un-
less they are well-protected inside the cab-
in. If the PCs awaken to the sound of two
Teihiihan forcefully grabbing a victim and
hauling them away, roll a FricaT CHECK
at -1! If their snatch and grab looks un-
likely, the Teihiihan use their knives to
stab at legs and feet, trying to cripple and
slow the PCs, before retreating.

If the cabin looks too well guarded, the
Teihiihan revert to nighttime terror tac-
tics. First, the Teihiihan wake the PCs at
night with horrible screams and ancient
battle cries, throwing stones at the win-
dows, 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 outhouse 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 1d6
cr damage) to anyone who doesn’t spot it.

FORT RUFUS

Fort Rufus lies about eight hours from the Dunker Cabin. A
Navigarion (Lanp)+2 roll navigates the PCs to the abode,
though the PCs will have to make another Survivar (DESERT)
roll or suffer 2d-4 damage from sunburn, snakebites, or other
desert injuries.

N

his servants, the Teihiihan, to chase Rufus down and de- =
vour any humans they find on their path. With each person
devoured, Hoowuuni gains more of his dark, preternatural
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. 3

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 dur-
ing the original ritual), he can teach them a ritual to banish
Hoowuuni, if he is lured to the Black Mine that W‘gs oqce
his home. :



Fort Rufus is hardly a fort; it’s a two-story construc-
tion surrounded by a stone fence. In his prime, Ru-
fus was a carpenter, so it is easy to imagine the house
as a once-sturdy and beautiful house (an ArcHITEC-
TURE+2 roll or a CARPENTRY+2 roll reveal good crafts-
manship). However, the elements and recent dark
magic has taken its toll on the structure, and now it
looks in shambling disrepair.

As the PCs approach the house, they see a figure walk-
ing around the house. A PErRcEPTION (VISION) roll re-
veals it to be a bearded and elderly gentleman, exam-
ining his property. Johnny recognizes him as RUFUS
DUNKER, Wade’s great-uncle. However, if the PCs
remember the note they found in the Dunker cabin,
they will be surprised that he is not showing any leg
injury as he walks.

INSIDE WITH RUFUS-HOOWUURI

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 PCs, 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
PCs 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 PCs to throw some bedding
down in the downstairs common room or use the two beds
that are in the spare room upstairs.

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

Will: 14
12 Per: 11
12 FP: 12

SM: 0
Punch: 1d-1 cr

Basic Speed: 6.0
Move: 6

- -Dodge: 9

(Traits: Deep Sleeper; High Pain Threshold, Night Vi-

. fé;’ion 5, Unkillable 1 (may only die if the spirits of Rufus

~ 4nd Wade are dead); Obsession (toying with mortals),

- Selfish, Unfit, Vulnerability x2 (Arapaho arrowheads);
Languages (Arapaho, English).

]

- ﬁkills.' Area Knowledge (these hills)-13; Bow-13;
viast—Talk— 16; Gambling-12; Knife-13; Occultism-13;
:Psychology-13; Riding-12; Spear-12; Survival-14;

: ):_Stealth— 12; Tracking-11.

ear; Typically none, but Rufus keeps skinning knives. -

idden around his house.

* In the upstairs library, the PCs find, among scattered,
dated newspapers, a pamphlet called “Legends of the
Arapaho,” and three, worn books of the occult: 7he Dev-
ils of Koifa, Solstice Soil, and Liber Thelema (see Handouts
D and E). An Occutrism roll reveals that these books all
contain rituals to extend life and heal injuries. Examin-
ing these books finds extensive handwritten notes inside
each one. PCs looking for references on the Teihiihan can
make a RESEARCH or SPEED-READING roll to quickly un-
cover more information about them, and the dark magic
that summons them. Otherwise, PCs can find the infor-
mation by simply spending a couple of hours studying
the books and making an IQ 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.

* 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 PCs find
a bloody necklace (a SEarcH roll or careful look find it).



Anyone with Cultural Familiarity, or making a HisTory,
ARCHAEOLOGY, or AREaA KNOWLEDGE-2 roll identifies
that the necklace belongs to an Arapaho indian (a success
by 3 or more reveals it is that of a medicine man). GM
Note: This necklace was lost by Hosaa, the Arapaho medi-
cine man that Rufus Dunker captured and held hostage
here. An extensive search of the floor around the extra
beds (PErcePTION-3 roll, plus darkness penalties) 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 PCs
must make a WiLL-3 roll to avoid dreams of being lost in
the desert, burning from a blistering black sun, and spiralling
into a thirsty madness. Even PCs who stayed awake will have
waking nightmares, and must make a WiLL roll to avoid ill-
effects. PCs struck by nightmares immediately suffer 1d+1 FP
loss and 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 PCs. PCs on
lookout duty should make a Perception roll vs. the Teihiihan’s
SteALTH-13 skill to see if the creatures are detected as they
make their approach, though the dark night will add another
-4 penalty to vision rolls. One Teihiihan comes in through
one of the side windows, which Hoowuuni purposely left un-

RUFUS’
ROOM

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, PCs who have experienced
the night madness will begin hallucinating, and see their
friends’ faces as grisly coyote skulls (FRigaT CHECK the first
time they see a companion, followed by confusion). Addition-
ally, nightmare-inflicted PCs will see the Teihiihan as espe-
cially monstrous, covered in grotesque desert locusts, having
snakes for arms, or with squirming, dessicated rats hanging
from their hair (FrRicaT CHECK at -3).

Again, the Teihithan focus their attack on weaker PCs or
NPCs; they will withdraw if they are outmatched, laughing
into the night. When the Teihiihan retreat, Hoowuuni will
also flee the cabin, fearing retribution of some kind. He'll at-
tempt to climb out his window and escape into the desert
towards the Black Mine. If caught and confronted, he tries
to talk his way out of the situation, acting scared for his life,
pretending to know nothing of the creatures, and refusing to
let the PCs follow him (Hoowuuni prefers to keep the loca-
tion of his Black Mine a secret).

If the PCs 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 towards the Black
Mine, where he hopes the Teihiihan will finally annihilate
them.



Depending on what he knows of the PCs by that time,
Hoowuuni will either promise safety (saying the mine is 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 banish the creatures
back to the spirit world. Hoowuuni does not believe the PCs
have the strength to survive the mine, though he will lie about
the numbers of Teihiihan, saying there are only a “handful”
guarding the heart.

If the PCs 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 advantage,
which makes him unable to actually perish while the spirits of
Rufus and Wade still live. His body will reform, revive, 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 PCs 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 PCs if Hoowuuni
is with them. (If the PCs have somehow captured Hoowuuni,
he will stay visible on the horizon, hoping that one of them
ventures up to him without Hoowuuni.)

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

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

Teihiihan there,
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If the PCs suggest just fleeing the territory, Hosaa tries to con-
vince 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. GM Note: If the PCs have not uncovered 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 PCs spot another Tei-
hiihan totem or two along the trail, and have another sighting
of the Wooteeyoo Soul Bird (aka Wade Dunker), unless 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 (full -10 darkness penalty in all loca-
tions except the entrance, which is -5). A gas lantern reduce
sthe penalty to -2, while a lit matche reduces the penalty to -4.
The mine smells sharply of sulfur — a MINING or ENGINEER
(M1NING) 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 bro-
ken bottles, and an old shovel litter the entrance area. Anyone
who holds still and listens can make a PERCEPTION -5 roll to
hear movement in the mine, in the direction of area D.

The Ritual Area (B) — The ritual area is where Rufus Dunker
performed the Hoowuuni Spider Mask ritual. The mine floor
is covered in dead and mutilated ravens, surrounding shriv-
eled spider carcass the size of a small horse saddle (FriGHT



CHEeck+1 as PCs realize the dead thing is unnatural).

Old Storage (C) — This area is filled with old, straw-
filled crates, a broken mine cart, and scattered mining
equipment. The PCs can also find an old lantern in
here with just enough kerosene for about 20 minutes
of light. A SearcH roll finds an old stick of dynamite
at the bottom of one of the crates (6d ex within 1 yard,
6d /3 within 2 yards, 6d /6 within 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 (react-
ing to strangers at -3), 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 PCs, another Teihiihan emerges from the pit every
minute or so (up to 2-3 Teihiihan per surviving PC). With
enough time and strength, the PCs can seal the hole tempo-
rarily by covering it with rocks and debris, but the Teihiihan
will eventually clear the blockage. PCs who think to use dy-
namite or nitroglycerine and make an Exprosives (DEmoLI-
TIONS) roll to destroy the pit entirely... though another will
form in a few days while Hoowuuni lives.

If a PC is foolish enough to fall or climb down the hole
(CLiMBING rolls are -2), he finds it extends hundreds of feet
down. Soon, it transitions into the spirit realm of the Teihii-
han, 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 FricaT CHECK at -1! If Hoowuuni escaped
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
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with the PCs, 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 GM 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 Teihiihan ser-
vants devour their victims. So regardless of his exact position,
he'll try to lure the PCs to their death, perhaps 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 PCs 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 PCs can destroy the heart, which fuels both
Hoowuuni and his servants. The heart has DR 6 and HT
11. Treat ancient Arapaho arrowheads (though not the black
stone ones of the Teihiihan) as having an armor divisor of (10)
against the heart, effectively reducing its DR to 1.



Third, the PCs can protect Hosaa long enough for him
to perform the ritual to banish Hoowuuni. This in-
volves fending off the Teihiihan that live in the mine,
as well as making sure Hoowuuni does not escape
the mine. The ritual takes about three minutes, with
Hosaa performing a ceremony of chanting and danc-
ing 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 PCs on how to deal with that situation...

Fourth (and most desperate), the PCs can try to de-
stroy the mine, effectively sealing Hoowuuni and his
Teihiihan inside forever, and causing the hungry Tei-
hiihan to devour Hoowuuni and each other before re-
turning to the spirit world. If the PCs have dynamite
or Johnny’s leftover nitroglycerine, they can try to col-
lapse the mine with a successful ExpLosives (DeEmo-
LITION) roll. A ENGINEERING (MINING) roll will help
them find the weakest point in the mine and give +1
to their demolitions attempt. (Both the room with
the heart, already the location of one collapse, and the
cross tunnels between areas B and C work great). If
the PCs fails the roll, the explosion will simply rock
the mine and cause debris to rain down (PCs in the
same area as the explosion should make a Dopge roll
or take 1d+1 cr damage from falling rocks).

WRAPPING UP

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

Unforgiving GMs should require a Navigarion (Lanp) roll
each day to navigate to the town. Failure adds another day of
travel. For each day traveled, PCs must make a SUrvIVAL roll;
failure indicates 2d-4 damage from the harsh environment.

For successfully completing this adventure, the PCs should
receive 2 character points. They should receive an additional
1-2 character points for good roleplaying. Furthermore, if
they manage to return to civilization with some of the original
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WADE} ~
HP: 12 (5)
Will: 13 v~ 3
Per: 12 s
FP: 12

11
12

SM: 0
Punch: 1d-1 cr

' Basic Speed: 6.0
~ Move: 6
= Dodge: 9

“ Obsession (staying young); Phobia (Infection); Selfish;
“ Calls folks “Mittens” when irritated; occasional limp. |
- Skills: Architecture-12; Area Knowledge (Flint &

. Hills)-12; Brawling-13; Carpentry-11; Gambling-11;

. Guns (Pistol)-12; Guns (Rifle/ Shotgun)-13; Knife-12;

;  Observation-11; Occultism-10; Riding-12; Smug-

© gling-11; Stealth-12; Survival-12; Tactics-10; Thrown

1 Weapon (Knife)-12; Tracking-11.

|\ Gear: Eclipse Meteor shotgun (2d-1 pi; Acc 3; Range
40/800; RoF 2x11; Shots 2(3i), Bulk -6, Rcl 1/7,

3 Ibs); 4 more shotgun shells; canteen. fine large -

wolf” knife

train survivors, they’ll gain a point towards a good Reputa-
tion in the area (though some locals will whisper behind
their backs that they’ve returned with a curse of their own).

EXTENDING THE ADUVENTURE

If the PCs venture through the wilderness (maybe follow-
ing the train tracks, or or botching their Navicarion rolls
and get lost), the GM can deploy one of these creepy en-
counters. These encounters are purposely not depicted on
the map... the GM 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 inside.
A Forcep ENTRY or LockPICKING roll can lift the bar from
the outside, or a ST-2 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. A PERCEP-
TION (VisION) roll made by someone examining the body 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 (3d+2 pi+ damage,
Acc 1, Range 120/1,200, 9.3 Ibs, RoF 1, Shots 1 (20), ST 10,
Bulk -6, Rcl 4, Malfunctions on a 14+). If the rifle is cleaned
with a successful ARMOURY roll, it can be restored to Acc 3
and Malfunction 16+.

A Trars or SMUGGLING roll will find a hidden compartment
under the floorboards. Inside is a small crate with $65 and 50
small glass flasks. Some are filled with an exotic green sub-
stance which smells like cumin. The fluid tastes bitter and is
medicinally useless.

A Lost Mule

The PCs 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 VETERINARY roll reveals that
the animal is exhausted and dehydrated. If the roll is made
by 5 or more, the PC reveals something worse -- the mule is
infested by an unknown kind of worm colony.

If the PCs feed and give the mule water, it will follow them.
However, the next night, it will topple over, screaming in
agony as it’s belly bursts open with hundreds of worms. Any-
one witnessing this should make a FrRigaT CHECK-2 from the
sight.

GMs who wants 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 HT roll
or become infested by worms. The worms will slowly mature
and multiply inside the host for 1d days before causing dam-
age (1d per day), cramps, and nausea. The only treatment for
the worm infection is worm tablets, available in town, which
will allow for another HT+1 roll to cure the infection (and
vomiting them out spectacularly).

The Dessicated Worm

As the PCs 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
segmentated body. It is, in fact, a massive worm (a BroLogy+3
roll confirms this); another BioLogy 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. -
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RBOUT 1SHOTADVERTURES

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 1shotadventures.
com or tweet @SageThalcos on Twitter.

Disclaimer Stuff

The material presented here is an original creation, in-
tended for use with the GURPS system from Steve Jackson
Games. This material is not official and is not endorsed by
Steve Jackson Games. GURPS is a registered trademark of
Steve Jackson Games. All rights are reserved by S] Games.
This material is used here in accordance with the S] Games
online policy. If you're not familiar with GURPS, a free lite
version of the rules can be found here.

Change Log
v1.0 - Original release.
v2.0 - Editing pass, bookmarks, pregenerated character updates
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HOTABLE NPCs

10  HP:11(5)
DX 11 Wil 13
JQ 12 .Per: 12
‘HT 11  FP:11

‘ Basic Speed: 5.5 SM: 0
~Move: 5 Punch: 1d-3 cr
4-'Dodge: 8

Traits: Acute Vision 2; Bad Back; Clerical Investment; Fit; Sense of Duty (Arapa-
ho); Shyness; Loves making up bad jokes; Dislikes rain and mud

Skills: Area Knowledge (Flint Hills)-12; Brawling-11; Diplomacy-11; Escape-10;
First Aid-12; Guns-11; Observation-13; Occultism-14; Religious Ritual (Arapa-
ho)-13; Riding-12; Survival-12; Teaching-12; Theology-12; Tactics-10 &
Gear: Stolen Enfield 1853 Musket (3d+2 pi+; Acc 3; Range 120/1200; RoF
1' Shots 1(20), Bulk -6, Rcl 4,9.3 lbs) 3 cartrldges in his pocket, small kn e

HP: 10
Will: 11
Per: 11
FP: 10

Punch: 1d-3 cr

- Traits: Innumerate; Sense of Duty (Arapaho);
Status 1; Easily angered
' Skills: Animal Handling-10; Area Knowledge
ﬂf(Kansas City)-11; Diplomacy-11; Forgery-10;
Guns (Pistol)-9; Housekeeping-11; Profes-
1onal Skill (Bank Teller)-11; Riding-11; Theol—

HP: 9
DX 1 1 Will: 11
IQ 12 DPer: 12
HT 11  FP:11

~ Basic Speed: 5.5 SM: 0
.. Move: 5 Punch: 1d-3 cr
* Dodge: 8

Traits: Acute Hearing 2; Bully; Code of Honor
(Hippocratic Oath); Fit; Nearsighted (glasses);

Generally pretty arrogant
“. Skills: Area Knowledge (Kansas City)-12; Diag-
* . nosis-12; First Aid-13; Diplomacy-11; Driving

(Wagon)-11; Guns (Rifle)-11; Intlmldatlon—ll _
Physician-13; Riding-10.
Gear Bottle of tonic water; doctor’s kit (+1 1




HARDOUTS

Handout C - Ezp Jound in the brim of a hat at the train
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HARDBOUTS

et~ Tty &

. e

Handout A - Incomplete note found in Wade Dunker’s lock box

Wade- Juy 7

fs much as T am still angered at your 9odiess 9ang skiepin ut 9n My honhest
brokerage, it is tiMe ar us 19 take the high road.

T Ve been nurt bad, Wade, but T doht heed 19 Make you privy 9 the ihs
and outs 92 the Matter. | am ald and tired o this continuous iVing, and
My leg is ruined. I‘Ve beeh uhable +9 fravel +9 Napleton and all I have

ih My fart is bitter cofcee ahd soMe baat leatner 00959# calls jerky. I‘Ve
cast My Lot with you and yaurs and cast heed supplies (and lstluorj Erom \our
+rough,

‘Ah(‘g P\uﬁﬂs

Handout B - Note found in Wade Dunker’s cabin
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Hzmdout D Page ﬁam t/ﬂt’ Devils of Koifa, found in Fort Ruﬁu -

EHAWEE AND HOOWUUNTI’S SPIDER MASK
Ehawee across the circle she saw some people who were pushing each othess”
Ehawee wiped her eyes and recognized that Hoowuuni had played ~
Her grandfather had become her mother v
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

1 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 mto 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 laugﬁmg

'”

2 “Ehawee' he said to her, ‘Now you must let them, go :

Handout E - Page from “Legends of the Arapaho” in Fort Rufus
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HARDBOUTS

(Nh/ July S

Strugglin to cashion My cull thoughts. Faund anather vile arphoe indiah
(reeping araund My cehce. Funhy as all it aut his [€9 was hurt like Mine.
1 tried talkin to him 19 Qive hiM & 5tlluo\re shake but he hissed and toox
& Musket shat at My backeys 59 L did My civic duty and shot him,

Bottammuee ihs (hamed the indian) didnt Make a die o¢ it 59 how [ m

Aaskih o 19 CORR iTM with The cIMMissioners whether there is baunty for
live arphoe ih Napleton.,

Rueus )

Handout F - Letter to Rufus’ friend Cain,
Jound found in Fort Rufus’ kitchen
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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

day of issue only.
et i fssued 151}3.'; “te.

day of mug only.
et 13 fssued subjest -te.

Rail tickets for the PCs
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Name Leon Conrad Player Point Total 8|
Ht 67 Wt 155 Size Modifier 0 Age 19 Unspent Pts -

Appearance Al sl(inntj young conch dfendant wih a di|_igen1’ and diferifive manner

CURRENT

ST (ol 1 EP[10] |1
DX il 1WILL |12 [ ]
B2l Pl

BT[0 1 FPl0| |

N SES et o
Y MR - o TN .
Sie g @ - o ERE L5 S

BASIC LIFT stxsns 20 s DAMAGE Thr_ 1l-2  Sw__ 1
BASIC SPEED _ 5.75 [ ] BASICMOVE __ 5 [ 1

1- RZACTION MODITIZRS
“\JAppearance 0

CUHERANCE ACTIVZ DIFINSZS ™/ 3. Status <0

None (0) = BL @ " o TN utation +(0

bt (Do 2wBL 40 D0D&2 PARRY BLOCK Ep? T

Medium (2) =3xBL _60 8 7 - +] from Merchart when buying o seling

Heavy 3) =6 xBL _120_

X-Heavy (4) = 10 x BL_200. Knife)

ADVANTAGES & PZRKS SKILLS

Absolufe —ﬁming [ 11 |Name Level

Charisma +] [ 1| Administaion 1 1

Bt (+1 o ol HT rolls) [ 1] | Area Knowledge (Kansas) [ | ]

Honest Face [ 1] Caro using I 1
[ 1 Clim[oing 0 1 |
[ 11| Curvent Afirs (peop|e) (4| 1
[ 1 Fast=Tak_(+1 from Charisma for Influence vols) B ]
[ 1|] Fishing 21 1
[ 1 Knife I [ 1
[ 11| Merchant [ 1
[ ] Mimicrgl (Bird Calls) [ | 1
[ 1 Musical Instrument (Cutar) 0 ]

DISADVANTAGES & QUIRKS Professional Skil (Coach Atfendant) 2 1 ]

Curious [ 1 &zﬂm (Horses) I 1

hk@]]kﬁh@dmg) [ 1 Savoie-Faire (Seruant + from Charisma for nfluence vols) 14 [ 1

C|ufron9 [ ] gcrourgma B ]
[ 1] Search 21 1
[ 1 Streefinise 2 [ ]

%ﬂ’g — qwoids sﬂfm down whenever possi[o|c [ 1 Sursival (Plins) hr 11

Tries a lifle oo hard To impress others [ 1 [ 1

Neat Preak with his clothes [ 1 [ 1

HM}W} a lot (and doesn’t mind eding Prom other peoplc’s p|mTcs) [ ] L ]

gpcnols Too_much moneu on shoes [ 1| |Languages Spoken Written
[ 1 Eﬂlﬁl’] Native Native [U]
[ 1 [ 1
[ 1 [ 1




EAND WZAPIES
DMage
H Re
pMﬂﬂM Knife ach Parry  Notes
unch 103 imp C Cost Weish
n -5 e C é %[q 1l Y0 ght
n |
RINGZD WIATER 1 Ak
apon
DMage
Acc Ran
ge RoF Shots
ST Bul
k Rcl Notes
Cost .
Weight
SPZZD/RANGD
F o TABLZ
or complete table, S:e p. 550. HIT LOCATIOR T
Speed/ . ; I S3I0NS
Range M Linear Moo})lﬁer Location tém
Modifier ( easurement 5 Torso m&u&hﬂm Location | Cost
range/speed) 3 ém/Leg ep POMc[n Neck 420 Weight
Close 0-5 yds . 4 Hz?llél S'nm:_pojish Eoctd% 42 = |||L0)s
-5 Face 0cKe q\b'l =8
Short 620 yds -7 Skull - lbs
3 -3 t Imp or Pi attacks can
Mediu arget vitals at -3
m  21-100 yds -7 or eyes at 9 (x 4(xj r;l;)ng)
Long 101-500 yds -1 MONEY
Extreme 501+ yds s $67
i in‘melee combat. 1
suffer a penalty , ranged attacks
e 0 Bl ol
CEARACTER HOTS
oles here. J— -
\ T\r\\s is your sccond mon“n on J(\r\e)’o\o ) o\jtm'\or i
! conch Afendant on e Afchison Topeko\ Qi Fe
| Ratrond Even _J(‘nomg\n your father licked ypu ot -
of b house i Vansas Oy (affer you dork s ——
\ow‘tud %\OO \00“\6 op gcoﬂis\n w‘nis\(tﬁ wf(\r\ \jow gw\ S
; Elearor), ypuve done okay for gowse\?, eanning big
tips by socidlizng wiln the wealy adies and 9uﬂ\e- —_—
men passeNngers- and sccasiondly prov\o\mg sddond T
seniices Pfer—hours. Recerly ypuve heard Elearors
been sneaking around Town with @ vin \iegjnian Now,
ypulve 90T big sinbions 1o be, as vich and poww("u\
a6 The men you sers 50 ypu oan it Eleanor bak
(o\na pay off o Toug‘n Wﬂotj to p\mc\r\ Hoal \oe\v'\o\em no__
e rose) L
Totals: S
$
> O Lbs.




Player

Ht ST

Name ggdneg A"ensworm
Wt 195 Size Modifier O

Age A

CURRENT

t]HPB

[ TWILL| 9
[ 1 PiR| 9

CURRENT

HT| 1 IP| 1

Appearance Wel-bui it mi|o]-manncred ex-so|o|i6n offen found readmg quieﬂ9

Point Total 85
Unspent Pts -

[ ] L] 7 | i)
BASIC LIFT stxsts %4 lbs DAMAGEThr __ 14 Sw_ 241 4 [ RIACTION MODIFIZRS
BASIC SPEED 6 [ © 1 BASIC MOVE 3
T eYAppearance 0
"NCUMBRANCE ACTIVZ DZFZNSZS 7 ° .\\'\;\ Status +0)
None (0) = BL N PARRY BLOGE | (e 0
Light (1) =2xBL 68 E ion
Medium (2) =3xBL _102_ ]O — +] Prom Hones’hj £ l(nown, +3 i Frust inuolved
Heavy (3) =6 xBL 204
X-Heavy (4) = 10 x BL_240 (Unarmed)
ADVANTAGES & PZRKS SKILLS
COVn[O@T Qcﬂcxcs §+Z To Prigﬁ c|n_ec[<s +6 1o recover Prom sTun) [ ] Name
CourTcsg Rank (US ﬂrmg, exBuffalo Soldler) | [ 1 Animal Hmndhnq (Horses) 9 [ ]
[ 11| Area rowledae (Great Plains) 9 1 |
[ 1 Awmowg (Small Avms) 9 1 1
[ 1 Cmrperﬂ'm 0 1 ]
[ 11 | Guns (Pistol) (i | ]
[ 1 Guns (Qilqe) 5 [ |
[ 11 | Uteafire. JA| 1
[ ] &dm (Horses) 21 1
[ 1 [ Saber 21 1
[ 1| | SoorFae (Mitarg) 00
[ 1| Srugging 8 1 1
DISADVANTAGES & QUIRKS Soldier 0r 1
Bad ging(Ncarsingcd g|@sscs) [ 1| Survival (Plains) 0 [ ]
Honesly [ 1| lactes Ja | 1
Q&pﬁtm;]_@agmm_awu&mng_‘wﬁ [ ] [ 1
[ 1 [ 1
[ 1 [ 1
ConsTgnﬂg cleans his g|_o\sscs [ 1 [ 1
Qﬂchp%mse - and thal's how i is” [ 1 [ ]
Fond of fine Friesian horses, Sauing money for one [ 1 [ 1
Never Tm|l<s mbomT Pqu'inq olwinq ﬂqe wars [ 1 [ 1
Loves cooking sfews ~ and comparing recipes [ 1| |Languages Spoken Written
[ 1} {Endish Nafie
[ 1
[ 1




HAD VAP
Punch Damage Reach Parry Not
H“] cr C es Cost Wei
o 9 Sd7 elght
RANG - | -
wAHGaD WZAPOKS -
eapon
Colt MIBEO A Damage
A
tny Z() Iy)i+ zc Range RoF Shots ST
00400 1 G10) 1 Bull Rel Notes
- 7 Cost Wei
Unrel a4 eight
nreliable (malfunclions on a 16+) 400 2 lbs
SPLZD/RANGE
F o TABLZ
or complete table, s:e p. 550. HIT LOCATION PO
Speed/ . _ ZSSI0NS
Ronge " Measaren Modifier. Tocation Moﬂcmmm
Modifier  ( easurement v Torso i Location | Cost
range/speed) 3 éml/Leg QM@M@M—MW $3 Weight
Close 05 4 roin | |Eine-geay bimmmed bt % =l
- de 0* Hand 5
5 Face Blclii‘m my loooTs DR A Head q\DZO - ”05
Short 620 yds 7 Skull S8 Rt | 980 = |bs
vds 3 . ' HMMMM_L)—%E_ \0) 3 s
mp or Pi attacks can ¢, TOrK, Spoon Docket q -
Medium  21-100 yds target vitals at -3 (x3 dmg) £ ) } ”06
yds -7 or eyes at -9 (x4 dmg) S
Long 101-500 yds 11 MOIEY
Extreme 501+ yds s $96
* in melee combat, r
sufferap e:c’flqrﬂ;;i'}lfidgif 6 cks
the weapon of
CHARACTZR NOTZS
\ The nigﬁmmms donT seem 1o dlop ‘Dg\n' men faling |
Ll over Hremseles o run Prom you, your Calf smoking
| and mefing \noT_\eo\d Al over your luand Exen \*noug\r\ i's
been years since Y4 were in o, Y dreams i
ypu o least once @ week. When you finally daredwih
. your SO0 Henry, e 10l upu fo come move in wihlimin
’ Arkansas Gy, and That he lnew  docfor Priend w0 ——
mig\nT e ddle To hep Trouble s, your SO Joesn know
whndl ypuve been doing Hhe ot fom years it et been
cowpen’(wj ke you fold Henry. been years since 44 N
Ild a hammer \nsTema, ypulve been Tmnspoﬁ'mg swp\us —
army ofles To The Cheyenne, Pannee, and Osage,
comething Hot would gef you arvesTed or dref B yw T
gove Aol up montis 290, g swore. never 1o break he ™
\o\w o{go\\r\. You )\ASJ( \nope chwj never Qino\s O\AT i
Totals: S
$
>3l ; Lbs.




Name Judgc Moscs T Bc"

Player

Point Total 85

wt 190 Size Modifier O

Age 5%a

Unspent Pts -

Appearance gTriking with grey eyes siver wlniTe ’rmiv: zmo] a pcmoecﬂg groomed loug of mousTo\cL)c

STinic1 Hyn| [[]
DX\ 100 1WILL 13| [ ]
(2|01 PR|12|. .

HT| 0j01 FPI| |01
BASIC LIFT estxsn5 24 bs DAMAGE Thr __l4-] ~ Sw __ 14l

1~

RZACTION MODITIZRS

BASICSPEED _ 5,75 [ /] BASICMOVE __ 5 [] Y
- “=NAppearance 0
INCUMBRANCT ACTIVE DEFIREE 7 U6 [status +1 (Craut hdge)
None (0) = BL " \ - |Reputation +0)
bt (D o2wBL 8 D0D&2 PARRY BLOCK TE : )
Medium (2) = 3xBL _77_ 8 8 - ¢
Heavy (3) =6 xBL 144
X-Heavy (4) = 10 x BL_240 (Unarmed)
ADVANTAGES & PZRKS SKILLS
Adminisfiative Rank ()gdml@rm) [ 11 |Name Level
Leg@] Enforcement Powers [ ] Crimino|oq34 (2| 1
Sngg Minded (+3 1o skdls almng ong concentrated work [ 11 [ Current APirs (Polfics) 2 1 |
Status +1 (Cireuit )uo]ge) [ 11| Defect Lies 0 I ]
[ 1| | East=Dieaw (Pistol) 0 [ |
[ 1 Ceoqmplnul (|ocm|) 10 [ ]
[ ] Guns (pisTon | [ 1
[ ] ing (i e of Fire 1o 7) 0 I ]
[ 1 HisTorgl us HisTowﬁ [ 1
[ 1| | ifimidafion I 1
[ 1||Law (ked) 5 [ 1
[ 1]|Leadershp [z 1
DISADVANTAGES & QUIRKS Qbseruation It 1
Buly [0 1| Queulism 21 1
Chyonic Pain (Back, 9 or less, lasts 2 hours, =2 DX and 1Q) [ 11| Poltics 7 1 1
Code._of Honor () ur)ae s) 1 Qdm (Horses) 9 1 1
24'9 Qran EQbﬂES corrupl” ex=governor 6 or less, involur '@ng) [ 11 | Teamsfer I ]
Stubbornness [ 1 \/\Jrﬂ'ing I 1
[ ] [ 1
Red meat unseftles his sfomach [ 1 [ 1
Nervous around larae fires (house burned when he was a kid) [ 1 [ ]
Doesn mpprecimfc innmppropri_aﬂ'e Jiol(es [ 1 [ |
Likes remo]m%osT sfories for fun [ 1| |Languages Spoken Written
chpcdm of law enforcement officers [ 1 Eﬂhslq Naiive Natve [ 1]
[ 1 [ 1
[ 1 [ 1




QLDNEST A e
BTy %8 QR Damage
\ “ ; Punch 77 Reach Parry  Notes c
2 o C ost Wei
CHAR g S : cight
%{AHGED WoADONS -
eapon
QM[OEI(‘TMS M {;l Damage
A
pﬂpp:wlifghif -1 pr ve Range RoF Shots ST Bulk
o ROr Sy g Pl T Notes o
30 Weight
1.5 lbs
SPLZD/RANGE
F o TABLI
or complete table, s:e p. 550. HIT LOCATION PO
Speed/ . Modi Jtem O
Lin odifier Locati em
Ra ear ocat
Mo (ﬁ%zr Measurement g e ion LWAFEM ers. pen Location | Cost
(range/speed) 3 éml/Leg Phckef OPJW u K Case 17 Weight
Clos roin Mumd_gmm_mu D _
ose 0-5 yds 0* :g Eand Lﬂk_gﬂ&L_ﬁﬂgEMMLv M-I- éiS:T 3\:;1}5 = ||llto):
a . ih MIR
Short 6-20 o Skfl(le] Briefoase : Pocket Q5 S s
vds 3 i on P ack Caseof 1622 bullets Q5 é lbs
.r 7 attacks can (\ ”D
Medium ) target vitals at -3 (3 dm JASE. T)Z S,
21-100 de -7 or eyes at -9 (X4 dr:g) g) ] |b5
Long 101-500 yds 11 MOIEY
EX[Feme 501 o yds _1 5 $]29
* in‘melee combat. r
suffer a penalty e ranged attacks
e
CHARACTZR KOTZ
Take noTeslh| HoTas
ere.. e S -
You just Oiched @ cose ot et flled you wih vage. :
! You were Al sdt To pul some wealloy duddehead
Ly for a year o fao affen he keifed a WL T
the 9uT during & card game. Bt then Oranset « &——
ypu Telegram sayg you lad 1o let im 90 cause The
; assouan! was s nephow or omething b kled  ——
Cyu 1o do thal Now, you ave tooueling To Arkansas
Cily afer the local )‘\Adge Hhere was mur
Y et boy one of the Durker's lorse Thieves i
dhent? didnt form @ posses didnT puT oWl & e 1
sl \ef the loody of there in e sun for lours. Bul [
now you hear a boury lurfer caught s guy, and
Hhey need a )‘\Ao\ge fo Ty im You can’ wit o gdin
lis foce, e bis knees ke as U cerfionce him, —
then pil Hhe noose over s neck tgowse\e —
Totals: S
$_
9 Lbs.




Name E|sie O’ghea

Player

Ht 56’

wt 120 Size Modifier O

ST9l 1 EP[9] |
DXz oW 1]
w71 PR[1|
BTz e |

]

Age 24 Unspent Pts -

Appearance ﬂ HeTic goool sgmzrﬂ'@n clqin higk wih s'ggrp gmo] sl«pTicad green eyes

Point Total 85

RZACTION MODITIZRS

BASIC LIFT st«sts _Jb lps DAMAGE Thr _ld-2  Sw__lj-] N
BASIC SPEED 6.0 [ 71 BASIC MOVE [ 0] 3
T eYAppearance 0
TNCUMERANCE ACTIVZ DZFZNSZS 7 ° N Status
None (0) = BL DODGT PARRT BIOGK | {Rgputation o2 (uhen recagnced
Light (1) =2xBL  _372 +2 from Sense of Dy (Qrphans) uhen
Medium (2) =3 xBL _48 9 9 - when releuant
Heavy 3)=6xBL _%
X-Heavy (4) = 10 x BL_I0 (Unarmed)
ADVANTAGES & PZRKS SKILLS
Ambio'exTcrﬂ'g [ 11 |Name Level
Fearlessness +2 (+2.1 Bght Checks) [~ 1| Boding (rowbods) T 1
Fit (41 1o HT roll) [ 11 [ Bow [ | ]
Higb Manual Deyfevﬂ'g +] [ 1 C@rogsmg 21 1
Ecpﬁﬂunﬂm_gm_&mnu@mrk 7 op less) [ 11| Climbing |2 | 1
[ 11 | Connoisseur (Dance) 0 [ 1
[ 1]!Cooking 010 1
[ 1| | Curvent APirs (peo{o|e) T 1
[ 1 i ' h) 0 1 1
[ 1||fast-Tak 2.1 1
[ 11 | Guns (Rfle) | 1
[ 1| Guns (Shotqun) Br 1
DISADVANTAGES & QUIRKS Riding (Horses) It 1
M&ivenes& [ ] Qunnmg || 1
Pucifism (Cannot Harm lnnocents) [ 1 | Suvival (Plains) 0 [ 1
Smﬁr;_am@_(_oupkmm_aﬂ() va‘ [(Hs) [ ] [ ]
[ 1 [ 1
[ 1 [ 1
M& asks folks where ﬂmg are Prom, puslqcs for olefqis [ 1 [ 1
Qespccfpul of older men [ 1 [ 1
Enioqs swprismg Po"(s wiTh TL\@ occasiomd inappwoprimTe iok& [ 1 [ ]
Generous with her money [ 1 [ 1
Erl}ogs the thl of hurfing big game [ 1| |Languages Spoken Written
[ 1 Eﬂl_is Native Native [U]
[ 1 Spanbh Broken Broken [ 1
[ 1 [ 1




CHARACTZR NOTZS

Tﬂ ¢ nofes here.

You recerty moved
| here you sperf @
‘ \nc\p’mg \om\a c‘n_wc\nes
fime huiling 0

heping Hhe poor f
e mmbo\sso\dw‘s esldle
 cdeorfions Hhere. Howeves
Jarted wriing sick
t wgs fime To move

of the

?&W leMY‘S

knew
Now, a8 \omsﬂw’(

9mniwfﬁon
eop\efs dondfions 90

leard about The OV‘\O\V\
you knew you Inad To m

a goo’iéftg, i's your a\fﬂj

0\“0\9& in ‘AV‘\(W\

T
Damage
- g Reach Parry Notes
la-3 er C 9 - -
1z
%{AHGED WZAPONS |
‘eapon
Damage
Acc Ran
ge RoF Shots ST Bulk Rcl
cl Notes
Cost
Weight
SPZZD/RANGD
For complet G sl
plete table, see p. 550. HIT L0cATION FUSRC3SIONS
Speed/ i . ] u
e ) Linear Mo%lfier Location ﬁmnm
o (rgzsurement : Loa i Location | Cost
ge/speed) 2 érm /Leg F|m v-oiolemol Pme purse o CN Weight
e 5 oo |l soff bocts (DR 1) vk _w}s
5 yds * Awber-fidted 4| Z
" N : E;é;d Pockel mipror R”"]; $48 i
Short 6-20 ’ - QM[QP"'—WJﬂ—. T 7 qg? Z ”08
-20 yds -3 | ; :
Imp or Pi attack . d $5 8
o target vitals at -;C( 3 dn $SOO : dondﬁ = 4 i
o = 3 dmg) ons D - b
s 7 eyes at -9 (x4 dmg) - - "08
= lps
Long 101-500 yds -11 MO
Extreme 501+ yds -15 $]]3
* in‘melee combat, r
suffer a peVlefyaef(};Z?fidBtgle 5(‘)];;9 —
the weapon
1o Kansas Cﬁ Prom Mexico Cfy,

\Niw\ \QO\AV‘ PMV‘CY\-\’S

\/\)\mnww uou wev‘en* spend’mg -
" v‘ldlng in J(\na w\\&ewness) you were

0\\45 o\no\ To\\\(ing your woy ifo
Pov‘ J(\na Qim poﬁies N

\NL\CY\ -“06 MM\()MSSMADV‘

and ?rig‘nTening |effers To you, you ——

rorth

KW\SO\S Ci\'lj

0\\« Jﬂr\c Tv’\p tjowsc\e

Charly Or-
TO mo\\(e, sure 900

o Jﬂne v"\g\nT CAUSES \I\)‘r\er\ uou
sas Clfy opening

Totals:

$503

4 Lbs.




Ht 59’

Name “Fmsco” Fc|icﬂ'g| Tomncw

CURRENT

o7 [ 1 EP

15

DX
Iq

[ ] WILL
[ 1 PiR

|
9

CURRENT

HT 1201 FP|IZ

[

]

Player
wt 180 Size Modifier O

Age 24 Unspent Pts -

Point Total 80

MOVZ

Appearance Never looks q’uﬂ'e focused, dissheveled cloﬂr\e& akm_a@s looks suspicious

1- RZACTION MODITIZRS

BASIC LIFT ¢stxsns 54 lbs DAMAGE Thr __1d  Sw_ 24-]
BASICSPEED __ 6,0 [ ] BASICMOVE __ 6 [ (] .
g eYAppearance -]
TNCUMBRANCE ACTIVZ DZFZNSZS 7 ° N Status +0
None (0) = BL N PARRY BLOCE | (e -0
Light (1) = 2 x BL 68 - ‘ ing (when noficed)
Medium (2) =3 xBL _107_ 9 ]O - =1 from Social Sfigma (Ceiminal Record)
Heavy (3) =6 xBL 204
X-Heavy (4) = 10 x BL_240_ (Bmwhng)
ADVANTAGES & PZRKS SKILLS
l_‘lighﬁi_n Threshold [ 11 |Name Level
Cultseal Eambanity (Plains Indians) [ 1]|Brawlng 41 1
[ ] Elbow Stike (hifs behind uou) B[ 1
[ 1 Kickmg B[ 1
[ 1 Knee Stike (his gv-oin) 4 [ ]
[ 1 Cmrousmg [z ]
[ 1|t Ad 01 1
[ 1 Gmmlahng 9 I 1
[ ] Guns (pisTon 15 [ ]
[ 11 | Guns (Rifle) B[ 1
[ 1 | Holdaut 9 1 1
[ 1||lfimidaton 1 1
DISADVANTAGES & QUIRKS Knife, B 1
ﬂpmmnce (Undtfiractive) [ 1 L&@jkmnmlgmg [ 1
Q_Qmpmj_sm_cmmumg [ ] l 0r[<lnirl<ing 8 [ ]
i I imi Qemmn [ 1 Qidiyg (Howses) | [ 1
unluc;l(inass [ 1 Sleﬂn 2 [ 1
Weatth (ngAgghm) [ 1 | Steecliise 9 I 1
[ 1 [ 1
Gefs louder when she aefs annoved [ ] [ 1
Has a thick drawl [ 1 [ 1
Lero caves abou her dppearance [ 1 [ |
Alwmgs sifs with her feet pwoppeo] up [ 1| |Languages Spoken Written
Never Porgivcs card cheaters [ 1 Eﬂhslq Native Broken [ ]
L1 [ 1]
[ 1 [ 1




D
owie. Knife amage Reach Parry Notes
Punch / Elb 21“ ol (18 Sk ot Weight
unch / Eloow Sfike imp C 113
1‘}\[ ORIV Kick / Knee Shike ]ol]fzc rc CC Skil 14/15 0 1o
eapon r ‘ '] i )
QQILMMJ@H~ Damage A Skl 1374
hing 8 24-1 pi ;:C 1(?(;‘/;%(3 RoF Shots ST Bulk
00 3 64 9 Rl Notes o
kil 13 $31O Weight
2.5 bbs
SPZZD/RANGD
F o TABLZ
or complete table, s:e p. 550. HIT LOCATION POSSESSION
S . G3SI0NS
Rl;iegcll . Linear M"%‘ﬁer Location Ttem
Modifier  ( easurement v Torso Qmmdfd ha Location | Cost
range/speed) 3 éHT{/Leg i“i‘;ﬁ‘ﬁ” jackel (OR 1) Head 47 Weight
Close 0-5 yds 4 rom L {'n\nllf)ﬂu I()ODT (Dp BOJM q\D = |b8
yds 0* Hand 5 7 ) 7 50
-5 F Mg—ﬂﬂmi—m" ]{g@n Foel ¢ 4 lps
Short 6 7 Skul iskes bofl Belt q;15 5 s
-20 yds 3 [mp o SETK’LW| gﬂtﬂbﬂl_ $Z ] ”05
Medium target Vitalsla:t_tgc(k S;Zn B els (40) Belt @ = s,
21-100 yds -7 or eyes at -9 (X4de ;)ng) D'IACkSkin Trousers (DR 1) gL@TcM = :ts.
ice. . _
0 g |8 s
e oo a1 [ Eokdr | & 3
il | 825 s
Extreme 501+ yds 15 $O .5 lbs
: ’.”"?“flee combat, r
suffer a penalty , ranged attacks
pely o ko
CHARACTZR NOTZS
\ Nothin's ever r; \\\5 youre falt TW\ s whdl e is. One :
] dodgo\sTed Bl rig\nT offter another You need 1o sTop -
- elin yourr mmo_\ 1o folks, couse then a bourbon it
ol ainT ypurs Somehow ends up dein’ an etje\oo\\\ ol
omd sudden\lj e s\nw\("(" wanYs a wow) for soc’\o\\- ¢ I
\ ib‘\\fﬂj’s sake, and gou’m inside @ Fyrkin )’o\’\\ cdl fd ——
fhen you 14 him ma\g\oe you need a funkin bourbon
‘cause gou’a pather be forkin drurk fhere B he
dianT socialize 1o fhal and sure enoug\n, Turn of everls
sTo\rm’ you in J(‘ne {)o\ce, o\no\ J(‘rw: sensi\o\e pm\oosm\ WS
o \o\mc\n im in is jow Wel, you Jont wart o P‘\g\nT :
in 1 no more and dont want 1o hear folks fildin 0
your ear Aol T no more, s0 ljov\’ pe gonna 95( e 1IN
Arkansas Cﬁg where ﬂnetg beffer alow yow your Mo
range oP e,xpv‘ession -
Totals;
$_
6 Lbs.




[ ]

[ 1 WILL
[ 1 PiR

[ ]

Name Heffie Bri on

Ht 55

Player

wt 130 Size Modifier O

Age Al

Point Total 85
Unspent Pts -

Appearance Mm mnd Q_M\CCPM| POV‘TMH(’, T(’,”CK‘ L)MT Wiﬂﬂ olmrk eyes ﬂWlT S!O(’,ﬂ\l( TO a STOY‘% OP sao]ness

CURRENT

aP

CURRENT

IP| 1

Pl
et
o,

BASIC LIFT stxsns 20 s DAMAGE Thr_ 1l-2  Sw__ 1

BASIC SPEED _ 5,75 [

ZNCUMBRANCZ

None (0) = BL

Light (1) = 2 x BL

40

Medium (2) =3 xBL _6&0

Heavy (3) = 6 x BL

10

X-Heavy (4) = 10 x BL 200

] BASICMOVE __ 5 []

Appearance +]

1- RZACTION MODITIZRS

D0DGE

8

ACTIVZ DIFZNSIS ™/ \x s
PARRY BLOCE | -\E putatiOn. 0
(Mnarmed)

ADVANTAGES & PZRES

Appcgmncc (Affractive) [ 1

Charisma +] [ 1]

Empathy [ © 1
[ 1
[ 1
[ 1
[ 1
[ 1
[ 1
[ 1
[ 1
[ 1

DISADVANTAGES & QUIRKS
Cwioms
Enemy (ex-husband Do b Bocken, equal in powen 9 or bss)
T i Ki"ev‘)
S_Qa@(fmm&umnces lter inerJﬁon)

Wears Inw\vm shoes 50 her ankles don't crack (eycc[of in_seances)

Dislikcs noT bemg in conTrol 0\0 T|ne sﬂ'umﬁon

OPTCH uses Pﬂ[(ﬁ names \OOV‘ L]CY‘6€|P

Likcs P|mml00t4mn1')ewe|v‘9

SKILLS

Name Level
Acfing 15
Animod Handhw (Horses) 2
ﬂrchﬂcob% |
D(;Te,cT Lies 5
Q‘M@_(MMM imo|ucncc ro"s) ﬂ
ForTune-Temm (Seances) 16
Hidolen Lore (gpirﬂ' Lore) 15
Hifory (Spinfualie) 1
lnTimidﬂTiOn +] from C’g@wsma dm’ng i|mo|ucncc v‘ous) 12
Lmolers%ip 15
Obserudion

Qcculism 2
Performance. 13
Phgeaphy 74

Essﬁfbﬁlo%_(ﬁ_ﬁmm_Empﬂ'ﬂg - ip uou can converse)

Ruling (Forses)
]

N
[ p— p— p— — — e e e p— e e e e e e e e e e
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EAND WZAPIES
T Damage Reach Parry Not
H—B cr es COSt
C 8 W0 Meight
%{AHGED WoADONS - -
eapon
DMage
Acc Ran
ge RoF Shots S
T
Bulk Rcl Notes
Cost .
Weight
SPLZD/RANGE
F 2 TARBLZ
or complete table, s:e p. 550. HIT LOCATION PSS
i[;eedj Linear Modifier Location Itenr —
n,
Modi%ieer l(weas“rement g Torso Green uehel purse Location | Cost
l'allge/speed) 3 AITn/Leg i o Bodm Q\D]O Weight
Close 0-5 yds -4 EZOEI MM ﬂ“jd"jlf’l’"’“k (R 2 pwsJe ¢ 1 s
yds 0* N
ER e P —
Short 62 ‘ B Skull _ 2¢ 100 S
Ods -3 [mP or Pi attack: S'I'“T,.Mw \""ﬂ” "VTV'M f"ﬂﬂn(q ENS $50 = ”08
. PELFattacks can ' Bod - |
Medium B target vitals at 3 (X3 m 0 (j %15 S
21-100 yds -7 or eyes at -9 (x4 dr:g) ¢ 'IO ”08
Long 101-500 yds 11 MOIEY
Extreme 501+ yds s %35
* in‘melee combat. r
suffer a penalty , ranged attacks
. hfé ?v :3;:::1 to Bulk of
CHARACTZR KOTZ
Take noTeslh| HoTas
ere.. e T i
You are @ Califorria Widow, Jﬁnoug\n t doesn |
“‘ bather you mch, and ypulre fine Teling \oeop\e e
N M\ig\nT JY\mfﬂr\, .\/ow \nms\oomo\ Jo\r\n was never s
900& wih the crowds in @ seAnce a5 YU Werd,
o\nd he 96()&0\\0\;«5 you cou\o\ do ff\oeﬁw mno\ i
| make more cash Hoan e cod, cs\occ'\m\\g when -
L you omc\(ea yourr knees and akles 1o make el
soumo\s \i\(c Jf\r\e g\r\osTs wene coming r’\g\nT “newe, o\)( _
the Tl Ever since you s\o\fY, he's been m)ea\\ous —_—
pw\ao’me omo\ las Trica To ruin you a every tuen
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90\/\’\\ )usT \oic\( up and move cast again —
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Wt 155 Size Modifier O
Appearance gTIPP z_lmol h@mg’n Y, D Eukicl never knows ﬂ\e rigH' bmg To @o]o’ To_a_conversalion
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RZACTION MODITIZRS

BASIC LIFT st «sns 20 lps DAMAGE Thr _14-2 _ Sw__ 1 I
BASICSPEED __ 55 [ ] BASICMOVE __ 5 [ Y
g SIosNAppearance -
ZNCUMERANCT ACTIVZ DZFZNSZS 7 O Status +]
None (0)=BL (20 [ O(0 PARRY DLOGE | peen -
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[ 1||\akfing |
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Believes he would have made a aredt generdl [ 1 [ 1]
Prom his befters [ 1| |Languages Spoken Written
M a ltle awkward in conversation [ 1 EML&I,] Naiive Natve [1
[ 1|1 Latin - Semi-Liferate[ ' 1
[ 1 [ 1

Backup character !
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Businessman and Ex-buffalo Soldier

pﬁl" 9 - COYYWY)OH gCHSC

Eisie 0°Shea

Prestdent, Kansas Citv Charify Organizational Sociefy

Per 1




Moses T. Bell

Circuit Judge

Per 12 - C|mnonic pmin (9)

Hettie Bri

Spiritualist

Per 15 - Empmﬁhg




Leon Conrad

Junior Coach Aftendant

Per 12

“Fiasco” Felictty Tanner ghgts

He'er Do Well

Per 9 - (An|uc|<iness
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Kansas Citv Doctor and Veferinarian

Per 12
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