01
X Marks
the Spot

Last Stand

Heyworns/
Backcrom

Job « Law « Bomnty
A real saum of a
bandid has taken
1y terroviziny) the

arzeny; holding-up
docent folk and
mbbing from
.'.'k’r\\lr?i ms Somenne

needs o suke him out

N1 0 B

or hring
Jace fustice.

Job « Frontier « Find
A prospecior has
ome Jeress an okl
mapy bt doesnt
have the resources

o the couruge 0
jollew it w0 the end
and inswead offers

1o sell vou the map,
though the Posse has
o guanmiee tha the
i acually leads to

ning useful

conum
The ferrxcity of the
SIESTS

I was a ame of
passior, pointing io
anather Town Jocal

Job « Frontier « Rescue
A group of settkrs
was holed up in

an old abandoned
Mine, fending off
anacks from snme

Rlackfangers.

Job « Supematural

« Train

A ghasth” Incomothe
hus been sporied
mewing tp and
down the macks and

the Posse needs ro do
SO [TVESTUTIg
fined our why its there

fer

Descriprion

The Posse must locate 2 Clue Ieons on Mountain hexes.
After finding the last Clue Ivon, the Heroes emer a cave
and find the Bandido along with some henchmen. The
Bandido is an Epic Human Threat (Brutal Bandido + 1
Threat roll :.]T [\"\\':II

You may bring in the Bandido dead or alive. You may

use the Capture action on the Bandido instead of killing
him. See ‘Expanded Combar’ for rules on Capruring, If
the Bandido is immobilized in this manner, the Job is

complete when all other Enemies are defeated.

Ihis is an optional side Job that may be completed at
any point in the future, but yvou automatically begin
this Job in the next Mine you enter. You may roll for

another Joby, in addition to this Joh

The next time the Heroes have a Mission in a Mine,
they may go on an optional side mission o Jook

for whatever this map is pointing wowards To go off

in search of the reward: the Heroes need to make a
Strength 4+ test & a dosed doorway in the first available
room in their current Mission. The Heroes then need
1o find 1 extra Clue Icon past that point to find the
reward and this Clue Ieon cannot be applied towards
whatever their main mission is in that Mine.

Ihe Heroes must enter the Town and conduct an
investigation. The Posse needs o successfully perform a
Cunning 5+ test in at least half of the Locations in that
Town (rounded up) 1o find the killer. Each Location
may only be investigated once and only needs one
Hero to perform the test. If successfully completed, the
Heroes have a Fight with 1 Brutal Human Enemy in
the swreets of the Town. If unsuccessful, then all leads
have dried up and the Job is failed.

The Heroes must enter a Random Mine and complete
a Search Party Mission [ Basic:4], however there are 4
settlers that need w0 be found in this Mine Instead of
the normal rules, each Clue Icon found represents a
setther that is rescued. The Posse may exit the Adventure
at any time, but any serders not found are considered
Inst and presumably dead

When this Job is completed, both the Reward and Faihure
results are applied 1 all of the Heroes in the Prsse.

I'he Prsse will need t Search each Rail hex between
this Town and another until they come across a wotal
of 3 Clue Icons Affer the 1st Clue Icon is found, the
Heroes have gomen deep into the mystery, but the
spectral train starts targeting the Heroes, Until the
mystery is solved, each Hero sulfer D6 Horror Hits
every time they enter any Rail hex. After the 2nd Clue
Icon is found, this ramps up © D8 Horror Hits eveny
time they enter a Rail hex. Upon finding the 3rd Clue
Icon, the spectral main is exorcised and the Heroes can
travel as nommnal

Rewnro

If the Bandido s brought
back alive, each Hero
15 35 XP, $100 and

draws a Loot card

Dead

If the Bandido is killed off
in the banle, each Hero
instead eains 25 XP and
the Dosse gairs D3x850,
10 be split amongst the
Heroes

Each Hero in the Posse
ins 25 XP. Upon
locating the Chue Icon, the
Heroes comme across an

ancient chest

Roll a D8 1o discover what

0% 1S

1 Youe sprung a trap!
Each Hero takes D6
Wounds from the
exploding chest

2-7 You've found a chest
filled with gold! Each

Hero gers D3x$50.

8 Draw 1 Mine
Anifact

If the Heroes successtully
complete this Joby, each
Hern gains 40 XP and
D3x$50. In addition,

the local Sheriff buys the
Posse a round of drinks to
congranlate them (each
Hero gains an alcoholic
Side Bar Token).

For each Settler that is
successfully rescued, each
Hero gains 30 XP and
D3x850.

When the train is finally
hanished, each Hero gains

30 XP and D3x$50

In the event that the
Heroes are unable o kill
prehend the Bandideay
he goes on a rampage and
1 Random Location from
the Originating Town

has closed down and s

considered Destroyed

Or &

If the Posse gives up on
the Job, doesn't find the
chest on this Mission or
loses the map for whatever
reasor, then someone or
something else finds the
treasure before them. The

Job is over,

The killer has gotten away
scot free. The townsinlk
!‘II.'[ a ]‘I'| monre |,'.l|.1l1! I\.I
and uninviting knowing
that theres a killer still lacse
among them, while others
get out of town for fear

of being the nexr victim

A Random Location in
Town closes up shy W tor

oo d |'I)Cﬂm}.{‘d|.

For each Settler that is not
rescued, each Hero takes
D3 Corruption Points,
ignoring Willpower, as
the lnss weighs heavily on
their souls

Unable s banish the
haunted k
to this Town begins 10

xomotive, travel

L|J'\ Lp .IJ‘.\l l||3L'|:] il ?[}u
that was here dose up
shop and head ou. Half
the Locations (rounded
down) in the Originating
Ten are Destroyed
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Train

The Dead
Don't Stay

Indian War

Keywonns /
Bacrcrounp

Job « Supernatural «
Fight » Mandatary!
Hexribke things have
been seaming

Jouth from the ance
dormunt Arzhakon’s
Gare If these pew
IONSTOsIeS e ot
LTmJl-ﬂ:U', !fk\ corkd
very well overwhelm

the region!

bh + Rumar «
Investigate

There’s word that
something hos started
SNy o One of
the ald Falen Fors
Some say irs been
mmed o @ prison
camp aned ther folks
are being dragged
there to be worked

o diuth

Faven
Forr (any)
No Tme

jb o Trin o Deivery  Ram, HiEx

A iy has deruiked, + Raxpom
spilling i precious

cayo of over dhe RTMI N
place: The Prsse needs

i find the dennikd 2

tuin and pick up the 10 pays
amyny then wke it 1o

s clestnation.

kb + Undead Locas Town

The local grovevand
has a shght proliem
with keeping irs
bodies where they
belng and peeds
SO ASSTSITNE:

The Prsse am go in
quns blazing to put
the dead back in the
ground or iy 1o find
anather way

Job « Tribal + Fight «
Mandatary!

A Blackfang Incian =

War pamy s an the

o o e No Tme
region, pillgig,
mping, and desovin
evenywhere they gn

Descriprion

Place a Smangler figure on Arzhakov’s Gate. At the
beginning of each day, add another Swangler fisure
to a random hex adjacent to the previous hex where
a Smangler was placed the previous day: If a Swangler
figure is ever placed on a Town, remove all Stranglers
and the Job is failed.

1f the Heroes move onto a hex with any of these
Swrangler figures, remove all these Swangler figures
from the map and Attack! The Heroes will fight as
many Strangler as were removed from the map on an
overland ferrain batdemap. If you mn out of Smangler
figures before they reach a Town or are fought, remove
all Swangler figures and the Job is failed

To go investigate these rumors, the Posse will need 1o
Search the Fallen Fors. If a Gate won is pulled from
these searches, then the rumer is true and the Posse
comes across an illegal slave labor operation! The group
must immediately fight an Epic level Human Threat

1o free those people that are being held there (use a
Terrain or Town bardemap). If none of the Fallen Forts
have a Gate icon from the Search, then the rumors
wned out to be just that.. imors.

Roll a Random Town on the rail line 1o determine the
intended final destination of the freight train. The Posse
must Search Rail hexes until they have come across

a combined total of at least 5 Door icons (Gt icons
count as 3 Doar ions, any Door iaons found from Searching
other rermuin do pot count), Upon finding the last required
Door icon, the Heroes have found the fallen freight
train and can collect the cargo. From there they must
transport the cargo 1o its final destination.

Begin a battle on a Terrain or Town batdemap against
20 Hungry Dead

If the group wants to avoid re-killing the ownsfolk’s
decaying kowed ones, they may (foolishly) attempt to
eonvinece each Hungry Dead to get back into their graves
While adjacent 1 1 or more Hungry Dead, any Hero
may atiempt t0 talk them back imo the grave by making
a Cunning 5+ or Spirit 5+ oll. If successful, that Hungry
Dead will stop attacking and maowve 1o Escape from the
bardemap Heroes may only atempt o convinee each
Hungry Dead twice, after that you have no cheice but 1o
kill the Dead that won?t listen to reason.

Place a token down on the Random Mine, this
represents the Blackfang war parte Each day, before
the Hermes mowve, this token will move two spaces in a
random direction (roll a D6 and use the Random Hex
Diagram). If & ever reaches a Town, the Blacdkdangers
have launched a raid and will decimate this Town and
its inhabitants.

To stop the token the Posse needs 10 engage this
raiding party by intercepring the woken. Upon reaching
the token, the Heroes immediarely begin a Fight on a
Termain banlemap against either a1 worth of Indian
Human Enemies or an Epic Level Threat's worth of
Blackfang Indians (whichever Enemies are available).

Rewnzo

If the Posse defeats the
Swrangler outhreak, each
Hero gains 35 XP and
D6x550.

Upon defeating the slavers,
the Heroes free some
wwnsfolk that were being
held against their will to
mine. While theyll never
truly recover, they can at
least live out their lives

in freedom. For selflessly
coming to the aid of these
people, each Hero in

the Posse receives 35 XP
and gains 1 extra Revive
Token that can be used at
any time.

If the cargo is
successfully delivered
on time, the Heroes

are rewarded by the
recipients who had
assumed their cargo lost.
Each Hero gains 30 XP
and is rewarded with

%850 for a finder's fee.

For each Hungry Dead
that is successfully
convinced to get back into
their grave, the Heroes
each gain 5 XP

For successfully putting
down the Blackfang
Indian War party, the
Heroes each receive 30
XP and ) worth of
Dark Stone, in addition ©
whatever Loot they find
off the Indians

Frmore

If the Heroes fail 1o
contain the Srangler
outhreak, they evernun
the nearest Town and it is

Destroyed

Each Hero in the Posse
takes D6 Corruption
Hits, knowing that those
people are probably out
there sill suffering at the
hands of those damned
slavers. Or maybe nox, it
was probably just a crazy
TUMOT ANYWaVs...

The precious, perishable
goods that were 10 be
delivered have gone bad
and are of no use o
anybody Otherwise, there
is no Failure result for
this joh

For each Hungry Dead that
s re-killed, the Posse asa
whoke may gain $25 fom
the looting the Dead i they
want oy but the owrsfolk
won't appreciae their loved
ones peting shughtered

or family heitlooms being
lboted. The Hemes will be
banned from entering that
Town again if more than
8250 is loosed from the dead
or if they reall more than
half the Hunery Dead

If the Blackfang token
reaches a Town, that Town
is Destroyed and remove
the Blackfang 1oken

from the board. Each
Hero in the Posse takes

" Corruption Points
(ignores Willpower) from
knenving the horrors that
befell those wmwnstolk
while they did nothing

1o stop it You careless
bastards should be
ashamed of yourselves.

i
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Keywonns/
Bacrcromn

ﬂomom

+ Negutiate
Some loggers in a

Loggerheads  fovest are coming up

against some roubk
and have requested
help from anyone
brve enough o
deaf with the injuns
infesting their wonds

H + Showman +
Comtest

A local qunshinger
mmed-Mavor has
aulked together
the meanest
sunsuvhiches from
all around the
neginn fo conipese
in @ Gunfighning
competioon,

Job « Law « Bomnty
There’s a bandit
on the boose with

a price an his head
running around the
e, frying not to
be found. The job
pesting savs he con
be broughr back
Dead or Alive

Locarion/
Toue Lmrr

Forest Hex

14 pays

Town

1 pavs

CLue Sme

14 pavs

Descarprion

The Posse will first need to find the Indians thar are
causing the trouble for the loggers. To find them the
Posse should Search through Forest hexes until they
come across a Gate icon (ignore any Encounters on thar
Exploranon Token)

Upon finding the Indians, the Heroes may either
attempt to negotiate with the Indians or may attack
them 10 remowe the Indians. If any of the Heroes have
the keyword “Tribal’ or ‘Kemosabe', they may attempt
to negotiae with the Indians by passing a Cunning

6+ test. If the Heroes want o or fail to negotiare, they
may anack the Indians 10 evia them. Immediately start a
bartle on a Terrain banlemap against Indian Scout
Human Enemies.

If anyone in the Posse already has the keyword
‘Paleface’, amomatically begin an Ambush banle against
the Indians, they have gotten the jump on you. The
Indians will not Ambush the group if there are any
Heroes with the keywords “Tribal’ or ‘Kemosabe” in
the Posse.

This Jab's Failure result will occur if the Heroes drop
the Job, don’t not complete it in time, or attack the
Indians However, if the Indians are defeated, the

Heroes still read from the Reward section as well

After arriving in Town, each member of the Posse may
bet on how many Shooting mlls they can succeed at
comsecutively without failing. Then each Hero makes

a series of Shooting rolls untl they fail, keeping wack
of the mimber of successes. Afterwards, mll a 7
determine how many the best Challenger from the
competition was able to finish with. Whoever has the
miost suiccesses wins the competition. Roll additional
Shoating tests in the case of ties (The Challenger has a
3+ To Hit Ranged skill) until there is a clear winner.

Generate a Clue Site to Search that is D10 Hexes
away: Search for a Clue Icon ar the Clue Site and/or
any surrounding hexes When a Cloe icon is found,
generate another Clue Site that is D6 Hexes away and
Search for another Clue Tcon at that Clue Site and/

or any surrounding heves. When that is found, then
generate another Clue Site that is D3 Hexes away and
Search for one final Clue Icon. At this final Chae Site,
the Bandit is found. If a Clue icon & not found at any
of the Clue Sites or any of their surrounding areas, then
the Bounty has escaped and the Job ends in failure

If the Bandit is found, immediately begin an Overland
battle on a Terrain or Town battlemap against a Brutal
Outlaw Human Enemy:

You may bring in the Bandit dead or alive. You may
use the Caprure action on the Bandit instead of killing
him. See ‘Expanded Combar’ for rules on Capmuring.
If the Bandit is immobilized in this manner, the Job is
complete when all other Enemies are defeated.

I ———

Rewnrp

If the Posse finds a way
to peacefully resolve the
situation, each Hero gains
50 XP and may Heal

1 Injury, Mutation, or
Madness from a grateful
Indian Medicine Man.
Any Heroes that do not
have the keywords “Tribal
or ‘Kemosabe', gain the
keyword “Kemaosabe®

for helping to avoid any
unpleasantries

If the Prsse ends up
fighting the Indians

and beating them, any
Heroes with the keyword
‘Kemasabe® lose that
keyword and any Heroes
that do not have the
kevword “Tribal', gain the
keyword ‘Paleface’. Each
Hero in the Posse also
gains 25 XP and (2x8100
as a reward for disparching
with those savages. Also,
follow the Failure result for

this Joh
If one of the Heroes is the

winner of the competition,
they gain 50 XP and

take home D3x$100

in winnings. The other
Heroes that participared
each gain 35 XP.

Heroes that matched
exactly the number of
successes they bet also
gain an additional $25
per success, regardless
of whether or not
they actually won the

COMpEton.

Alive:

Each Hero gains 50 XP
and $150 and also draws a
Loot card

Deack:

Each Hero pains 35 XP
and the Posse as a whole
eains D3x$50, 1o be splin
amongst themselves

el = ety T
Y S -

Famure

loggers and Indians has
taken a tum for the worst
and tensions around the
area are unning high now
that blood has been shed.

Permanent Effect: if the
Posse has any Heroes with
the keyword “Tribal’ or
‘Kemaosabe' in the group
with other Heroes with
the keywords ‘Frontier
or Paleface’ (wiho do noe
ko have either the Tiibal®
or ‘Kemosabe' kevwords),
the Posse is -1 1o all Hold
Rack the Durkness rolls
while those two groups
of Heroes are in the
Prsse together. Their
mutual distrust and fear
of each other is affecting
the group’s performance.
Does not stack with
multiple Heroes or
kevwords

Whoever has the lowest
mumber of successes in the
competition is struck by

a stray bullet and suffers
the Permanent loss of D3
Health. Be careful where
you're standing next time,
vour frickin’ jackass

The Bandit has escaped
the long amm of the Law
and & free to roam,
engaging in all sorts

of banditry Tronically
enough, the Bandit follows
the Posse back and steals

a Random Hem's Homse
when thevre not looking;
Their Horse is lost.
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Keywonns /
BacKcroUND

Job « Settler « Rescue
A group of setders
WIS CTOSSING over o
miver when a flash
Sooding occurred
that washed the entire
group all ever the
place. Some sunivors
of the flooding are
looking for help

i focaring feflow
survivors and fanil:

Job « Strange «
Investigate

Ranchers are
complanin’ about
their cuntle being
sioken off i the night
or being mutiated

in strange ways and
there’s been @ msh of
strange sightings in
the night sky Youll
need to roam araund
the area io figure out
whar’s going on

Job  Labor

Irs back-breaking
work, but somebody
has to get it done
Help our the

Jocal cemerery by
digging grives i
sown and mayvbe
unburden the dead
of their unneeded..
belongings

Job o Pulitics

A Town is hokding
ity election for a new
Mayor aned one of
the candichaes is
wing jor support
If the Frsse helps
him out they may
Fe abe 0 gain some
influence with the
higher ups in Town

Locarion/
Tme L

River

4 pays

HAxy Mepnm
TerrAIN

14 pavs

Locas Town

No 'i'm::
Livar

Ranpom
Town

14 mns

IR

Descriprion

The Posse must Search River hexes to find survivors or

casualties. For each Clue Ieon result, you have found

either a body or a survivor

1-2 Gain 15 XP. You've only managed to locate a
corpse, though the serers are still grateful for the
closure, but theyre in mourning and you dont
gain any money from the discovery:

3-5 Gain $50 and 20 XP

6 Gain $100 and 25 XP. You locate a settler of some
great importance and you are rewarded quite
handsomely:

The Heroes need to Search any dear (Medium terrain)
hexes 1o find any Clues regarding the lncal strangeness.

Whenever a Clue Icon is found:
@ Lo 5+

If the Posse makes the test, they found some kind of
Chue abeut what's going on here. To complete the
Joby the Heroes must successfully investizate three Clue
Toons,

While this Job is active with the Posse, any Hero may
spend their day in this Town digging graves. Those that
spend their day dipging graves may not visit any other
Town Locations for that day Heroes may dig graves
muhiple times during their Town Stay: As soon as the
Posse leaves the Town, this Job is over.

To help garner support for the candidate, the Heroes
need to travel around the area surrounding the Town
and try 1o generate support for the candidate. To
convince voters vou'll need 1 make appeals w their
intellect (Cunning 6+ test), their patriotism (Lore 5+
test), intimicate them into voting correctly (Strength 5+
test), or just bribe them with money and/or akohol.

In each hex where you're trving 1o build support, you
may spend 1 MP 10 try 10 influence the Incals there.
You'll need to sway 6 hexes wo vote for the candidate ©
complete this Job. You only have one chance o sway
each hex, otherwise it goes for the oppasition and you
may not try to sway that hex for the rest of the Joh
Place a marker on hexes 1o keep mack of those for or
against the candidate.

If vou decide 1o bribe the locals instead, you may spend

D6x$25 or 1 akeohalic Side Bag Token o auomatically
convinee locals in that hex.

Rewnzo

There is no set Reward
for successfully
completing this Job

Each Hero gains 25 XP.
Turns oart it was just some
old, local hermit that just
wanted to be left alone.
Them cattle was eatin’
some of his choice herls
and he wasn't having none
of it. If the Heroes give
the Hermit ) Herb Side
Bag Tokens he'l forget

all about the whole thing
even sit and talk with the
Posse for a spell. If the
Heroes give the Herb Side
Bag Tokens, each Hero
gains an additional 50 XP
as well

Each Hero that is digging
performs a series of eight
D8 mlls On a result of

1, that Hero has suffered
from an accident and rolls
once on the Injury Chart
For each 4+ roll you eam
15 XP & 8§25 and for
each 7+ rolled you may
earn an additional 20 XP
& $100, but take a point
of Corruption (ignores
Willpower) for lootng a
body of some vahable
piece of jewelry:

The candidate saiks 10

an easy victory and
becomes the new Mayor
af this Town. The Mayor
remembers his friends
and rewards them well
Upon completing the Job,
each Hero gains 35 XP &
$150 and the Posse may
immediately swap one of
the Town Locations in
this Town for any other
Location you would like

then each Hero takes
D6 Corruption Hits.

The Heroes never are able
to figure out what’s going
on with them catde. Ir

could be some ancient evil

sgOff

that walks the Earth again
or strange visitors from =
some far off Other World, @8

but Ve will never know for
SUE...

aQVOyg:

There is no cost o failing
at being a grave digger.
One way or another, you'll
wind up at the bottom a
grave eventually..

Unfortunately the election
didn't go as planned and
vour candidae lost in a
big way. It didn't help
what with all the scandal
and controversy over
questiomable campaign
tactics. The new Mayor is
trying w0 clean house and
rid the Town of comuption
and sees the Posse as part
of the problem

For the rest of the
campaign: the Posse may
not stop in this Town
again for a Town Stay and
if it enters this Town's hex,
you must immediately
fight a Medium level
Human Threat
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Fugitive on
the Run

Keywonns/
Bacrcromn

Locarion/
Toue Lmrr

Job o Occuk » Ranpom
Mandatory! Town +
Aauk seeks 1o Ranpom
awaken something Mg
that is bemer foft

skeping Thevie only g
mising o single e 4 pavs
Incured deep in a + T pavs
Iy forgomen Mine

nnned

Job o Performer « Ranpom
Contest

There'’s a poker TU.WN
ourmnament going

on in anather Tomn 3 pavs
that’s lnoking for

enmurits. The stakes
are high and the
aompetioon I fierce

Job « Law o Hunt

A fugitive broke out
of a local jaif celf and
& on the nn. Can
vou track fim down
before you kse his
wradl for good? If he
makes it too far hes

« free man.

Locar. Town

T pavs

Job « Law

A man i set to hang
real soon in another
Tomn. Evidence has
aome fo fight that
coukd free this man,
bur if you don’t get
there in ame, hell
hang for sure

Job « Youth + Outlaw

+ Tight

A gung of child
oulaws are huUng
up mekrs, how

aun the Prsse lunde
these nefarous
underage criminals?
Is a spanking a euigh
enough sentence, or
db they need o go

further?

Town

4 pays

Romp Hex
No'i'm:

Descarprion

The Posse must either siop the Cultsts before they Fach Hero receives 25

make off with the ancient artfact from a Town or, XP as well as D6x850 for
failing that, pursue them deep into the bowels of a mine  their efforts in safeguarding
10 close the gate they have opened before they summon  humanity from yet another
an Ancient One. threat.

If the Heroes arrive at the Town before the Cultists do
(before the first deadline), they immediately fight against
a High Human Threat on a terain or Frontier Town
battemap. If they successtully dispatch these Enemies,
they have stopped the Cultists

If the Heroes are unable to stop them from stealing
the artifact, the Posse must engage them in their lair
deep in one of the Mines. Treat this as a Seal the Void
Gare Mission | Basic:3], with the sole exception thar the
final fight is against an Epic Human Threat (though the
Enemies plocedd via Creamure Summoning are saill Monsters).

If a Hero wins the Poker
Toumnament, they gain
hack triple the sum of the
entrance fees paid by all
the Heroes 10 enter the

When the Heroes make it to the Town holding the
Poker toumament, they'll each need to pay an entrance
fee of $100 to join the Tournament. Each Hero that
enters the tournament rolls 5D6 and add the numbers
ogether o represent their score. To represent their

competition’s score in the Tournament, roll 6D6 and Tournament.
add the mumbers ogether. Whoever rolls the highest

amount wins the purse, if the competition gets it then

the Job & failed Reroll in the case of tes.

To find the Fugitive, the Heroes will need 1o Search Alive:

hexes within 2 hexes of this Town in hopes of
capturing the escapee before he flees the area and

If the Fugitive is captured
alive, each Hero gains 50

escapes for good. When the Heroes come across their - XP and D3$50 and also
first Gate lcon, they have found the Fugitive and will draws a Loot card.
need o apprehend him. Dead:

To apprehend the Fugitive the Hemes will need o
engage him in a fight on an overland batdemap, he is
a single Brutal Human Outaw Villain at the Posse’s
Threat level. You may use the Capture action on the
Fugitive instead of killing him. See “Expanded Combar
for nules on Capturing,

If the Fugitive is killed,
each Hero gains 30 XP
and the Posse as a whole
pains D3x§50, to be split
amongst themselves

Each Hero receives 50 XP
and D3x850 as a reward

for freeing the man.

The Posse will need to get 10 the other Town in time
to present the evidence o the local sheriff and make a
Cunning 4+ test, otherwise the Sherifl won't believe the
evidence s real and hangs the man anyways.

For taking care of the
underage thugs, each
Hero receives 50 XP and
S100.

You'll need 1o first find where these child criminals

have gotten off 10 by Searching road hexes Upon
finding your 3rd Clue keon, you have found the outlaw
children. The child outlaws immediately artack you, you
have been Ambushed. Use the same stars as Lackeys
for these kids (see new Human Enemy Record Sheets).
You may use the Capture action on the child bandits
instead of killing them. See ‘Expanded Combar for
rules on Capturing,

If any of the children are killed while in the Fight,

the “Hero™ that killed them immediately takes D6
C‘nrmptxm Points (ignore Willpower).

1If the Heroes fail this
Mission, an Ancient One
emerges from the pate
and lays waste o the
surounding region before
it eventually grows bored
and leaves back through

In the case of failure, the
Heroes either didn't make
it  the Tournament in
time or didn't win the
Toumament. The only
result of failing this Job is
that the Heroes lose any
maoney they paid for the
entrance fee

If the Heroes fail 1o

stop the Fugitive from
escaping, he gets away
and immediately starts a
wave of hank robberies
before leaving the area

for good One Random
Town is especially hard hit
and two Town Locations
become Closed as a result

(Destroyed).

The innocent man hangs
for a crime he didn't
commit, just another
casualty of life. Each Hero
takes D3 Corruption Hits.

You were unable 1 ake
out the pint-sized predators
and so they continue their
reign of terror unopposed
and evenmally form a
massive network of orphan
thieves and pickpockets
across the region. Each
Hero loses D6x$50

from orphan pickpockets
that slip the cash from
your wallet without you
knowing,
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Keywonns /
Bacrcrounp

Job « Dccult « Find
{ treasure hr:.l?.l‘.rng
agerxy i offering top
dollar for any artifacs
thar adventurers can
recover from Other
Wl

Job « Ocrult «

A doomsday cule
has spruny up since
the destuction of
Britmsinne and
aims o bring abour
what it sees @ the
inevitable end of
the workd Thevie
fracking down an
ancient text in hopes
of finding a way

o summaning the
Durkness acioss the
entire phinet

Job + Investigate

A hushand or wife
suspeces thar their
spourse has heen
cheating on them
and wants you fo
track thefr mevements
though Tima

Job « Tribal «
Supernatural

An ald Indian Bural
Ground is said

n h"“,(nu‘!)‘i!f
artifacs, but &5

also provected by
ITIENACTK] SPITs
meant i ward off
mreasire seekers The
Shull Rorty gor a

bit too dose 1o that
bural ground and
paid the price Mayhe
vour Prsse will fare a
hit bener?

Locarion/

Tme L

Ranpom
OrHER
Worwp

No'i‘mm
Livarr

Mme Hexes

9 pavs/
12 pays

Locar Town

4 pays

SiuLL Parry

No 'i'mz
Livar

Descriprion

This is an optional side Job that may be completed at
any point in the future. You may mll for another Job, in
addition 1o this Joh

While in this Town vou may sell Artifacts from a
random Other Word at twice their listed value. Each
time you sell an Other World Artifact, roll a D& Ona 5
or 6, Acquisitions Incorporated has found what thev're
looking for an dose up shop without a word. Whatever
these strange fellows wanted, they now have it thanks

0 vouL..

The group must travel 1o various Mines looking for
the one that holds the ancient 1ome. The old books
mention a verv specific landmark that you should be
able to spot by Searching ar the Mine Entrance. As
soon as the Heroes find their first Clue Icon, they have
found the Mine thevre looking for

If the Heroes reach the Mine before the first Time
Limit runs out, they have found the Mine before

the Cult has and can go on an Explonmion Mission
[Basic:2] 1o find the Tome. Ignore the normal Reward
& Failure results for this Mission.

If the Heroes find the Mine after the first Time Limit
runs out, then the Cult has made it there first and the
Heroes must instead go on a Seal the Void Gate Mission
[Basic:3] to stop the Cultists. Replace all Threats in the
Mine with Human Enemies up until the Final Banle
for this Mission (Draw an Epic Threat for the Final
Bantle). Ienore the normal Reward & Failure results for
this Mission.

You'll need to watch the spouse’s movements over the
course of the Job’s time limit One Hero per day will
need to dedicare their time w following after the spouse
and won't be able to visit any Town Locations or take
any other actions for that day Heroes may aliemate
who follows the spause each day. To follow the spouse,
vou'll need to make an Agility 4+ test to see if vou
evade detection. If you fail this Agility test 2 davs ina
row; the Job is failed

As soon as you enter the Shull Parry Massacre hex, a
Gate opens up: Ambush - Draw a High Threat.

After the Fight, vou may explore around the area

1o ury to find the Arafacts You find some minnels
leading beneath the Burial Grounds and may begin an
Exploration Mission [Basic:2] 1o recover the Artifacts
All Rules are the same, except add on an additional
Hungry Dead to each Fight during this Mission. When
the Posse finds the final Dead £nd in the Mine, they
aumomatically face an Epic Threat

Rewnzo

There is no set Reward
result for ths Joh

If the Posse is successful in
findinz the Tome before
the Cultists, they each

If the Posse doesnt get
10 the Tome before the
Cultists and have 1o go
on a Seal the Void Gave
Mission, the Heroes
instead gain 25 XP and
gain DEx350.

For each day that you
successfully follow the
spouse, each Hero gains

20 XP and $20.

If the Heroes successfully
finish the Mission, they
come across a cache of
valuable Artifacts. Each
Hero gains 25 XP and
any non-Tribal Hero may
draw a Mine Anifact
card.

Any Heroes that take
Artifacts from the site
will lose the “‘Kemaosabe'
keyword (if they already
have it) and will gain the
‘Paleface’ keyword

There is no Failure result

Frmore

for this Joh

If the Heroes are
unsuceessful in stopping
the Cult, their Void Gae
that they opened up
becomes rapidly unstable

and begins shifting around

the entire region before it
eventually bums itself out
3 Random Towns across
the Map are Destroyed
{across the entire region,
not just the nearest).

The spouse catches wind
of your investigation

and hires some thugs

to ambush your group.
Though you're able 0
fend them off, each Hero
takes D8 Hits in the

process.

If the Heroes fail the
Mission, vengeful spirits
escape the tunnels and
lay waste to Towns in
the area. The nearest
four Towns each have
1 Random Building

Destroyed by the vengeful

spirits. In addition, wntil
the Posse gets back into
Town, each Hero in the
Prsse will need to roll for
Wilderness Encounters at
the beginning of the day,
rather than rolling for the
Posse as @ whole.
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26 Job + Undead « Place a Hungry Dead figure on the Originating Mine.  If the Posse defeats the If the Heroes fail to
The Slow Mandatory! Moz At the beginning of every day, add another Hungry Hungry Dead menace, contain the Hungry Dead
An oubreak of 7 Dead figure to a random hex adjacent to the previous each Hero gains 30 XP menace, they overrun the
and the Hungry Dead 5 No Toe hex where a Hungry Dead was placed the previous and D6x850. nearest Town and it is
beginning w spread day If a Hungry Dead figure is ever placed on a Town, Destroyed.
Undead o name i LOWT eiyne all Hungry Dead and thar Town is Destroyed
im‘mﬁ‘:ﬁ p If the Heroes move onio a hex with any of these
whole mgice Hungry Dead figures, remene all these Fungry Dead
figures from the map and Attack! The Heroes will
fight as many Hungry Dead as were removed from the
map on an overland terrain hardemap. If you an out of
Hungry Dead figures before they reach a Town or are
fought, remove all Hlungry Dead figures and Destroy
the nearest Town.
21 Job « Holy + Settler HAny Hex on  The eroup will need to meet up with the Serders on The Serders thank you for ~ The Settlers are dispersed,
. [Requiires Fol mE East/  ove edge of the HexCrawl overland map (player's vour service in helping their pilerimage for a
m Hero] WEST EDGE choice). And will then need to escort the Setlers to the  them across this dangerous  better wav of life is now
to the A auravan of religious other end of the map While waveling with the Settlers,  region. They don't have just a broken dream. Any
Promised sewtlers i maversing THE MBP 3.\ an Exploration Token at the end of each day If much, but what they do Heroes with the keyword
through the anar o all the Heroes mun from a Fight or are KO'd, then the  have they offer to you Holy are at -2 Faith unil
Land anxd are requesting No Tmve Settlers caravan & attacked and the Job is failed. without hesitation. The the end of their next
protection from any Livir Posse gains a number of  successful Mission
decent, God-feaning Loot cards equal to the
fok thar can lend @ amount of Heroes in
hand the Posse that must be
distributed amongst the
group Heroes with the
keyword Holy get first
choice of the Loot cards,
ather Heroes may choose
after them, Each Hero also
gains 25 XP.
28 Job  Occult « Research Ranpom An Occultist joins the Posse as an ally (choose 1 plaver  If the Oceultist survives If the Occultist s killed
An Ocouthist 5 Mmne to control the Occultist model during their Activation).  umtil the end of the Job, without having studied the
Occult searching for anfocts % W O i e Gl e each Hero gains 50 XP Void Gate or if the Posse
: st has the following stats: g :
BMI of power and has No Tive and D3x8100 fails the Job in any other
requested the aid of 0 No Combat actions available ¥ e Rt end way, then the Void Gate
the fhsse i I Limrr Move 4 ]L_ ; :L Lr:df i becomes unstable and a
down ove of these Health § (Def 5+) TRV N - series of Void Twisters
: i s trarsformed Oweultist, : ; .
amifaces He joins Sanity 10 (Will 3+) e £ spill forth from the Gate
Py . .o . each Ilt‘l‘(.] gains 30 KP.‘ sl ek ik &
a2y e f ; Any Wounds or Sanity damage that affects but only find $100 in his it
RS AR i the Heroes during Encounters, also affects the remains, apparently he the-counryside Di3 of
sk o Occulnst. If the Oceultist is KO'd at any point, the  hid the rest of the money the neaest .Tm.-ns a.n:
may be disuurbed and Job is failed s ST el Destroyed in the ensuing
g 2 somewhere else in case
release a foul curse chaos

on the countryside Go on a Seal the Void Gate Mission [ Basic:3]. When YOU e P]'"‘_““'“g o
the Posse gets to the Objective Room for this Mission, doublp-croding 1)
the Occultist will need to spend 3 mms adjacent 1o the

Void Gate in order to complete his research. However,

upon completing his research, the Heroes should make

a separate Hold Back the Darkness roll. On a fail, the

Oxccultist is driven insane by what he has learned from

the Void Gate and is transformed inio an XL or bigger

Monster (same stats as normal at Posse’s level) and

begins anacking the party In this case, the Job is not

complete until all enemies, including the ransformed

Oceultist is killed (vou do net fail the Job for having

to kill him in this case). The Void Gate will need o be

sealed as well, but only requires 2 Sanity wkens instead

of &

If the Flnkd Back the Derkness mll is successful however,

the Oceultst keeps the Darkness under control. The

Oceultist may attempt to seal the Gate in place of the

Heroes. In either case, only 2 Sanity tokens are required

on the Void Gare 1o seal it
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Job + Investigate
A woman was
supposed to get
married, but
uncharacreristically
left ar the last
minute. The
groom and the
Brides family

fear something
sinister, though
o .‘HJ.I'N.'I.T 1t iy
be as mundane as
cold Jeer.

Job « Fight «
Mandatory!

Someone has led

a bund of outiows
mght i the fhsse
and now you've been
Ambished!

Job « Frontier «
Strange

A herd of cane has
gone missing and
aJocal Rancher
suspects cuttke mustlers
have silen his

cartle andd are naking
his cande 10 parss
urknowil

Jb o Outw o Tight
[Not availabe if Law
Herves in Prsse]

A fellah has gone
and pissed of the
wrong peoplk, now
its up to the Fhsse to
go make this fella see
the error in his ways
pennanerity;

Locarion/

Tme L

Ranpom
Town

14 pavs

Locrr. Town

Town

Descriprion

The Posse will need 1o go into the Town and
investigate each Town Location until they find
the runaway bride. Once per day, each Hero may
attempt a Cunning 6+ test to look for Clues as o
the Bride's intentions,/whereabouts. Each anempt
discovers a single Clue.

The Posse must find 5 Clues in this way before the
mystery of the Runaway Bride is solved. The Posse
should head back to the Originating Town to
receive their reward

Optionally, when all 3 Clues are found, the Posse
may also aempt to convince the Bride 1 come
back with them by making a Spirit 6+ test

Ambush - Epic Human Threat The Heroes need
1o either kill all the Enemies or all need 1 Escape 1o
complete the Joh

The Heroes need to Search any dear (Medium terrain)
hexes to find any clues as to the location of the Ranper’s
herd. As soon as the first Clue Ieon is found, the
Heroes have found the herd and must engage the Canle
Rustlers if they want to recover the catle

Amack - Human Threat level During this Fight,
whenever anyone rolls a 1" while atacking with a
Range weapon, their Shot hits and kills one of the
roaming cattle instead. Keep track of how many catle
are killed vsing some form of counters, as this will be
necessary for caleulating your Reward.

The Posse will need o first find where the Fellah is at
in Town. When visiting a Town Location for the day,
the Heroes can draw an Exploration Token, ignore all
icons except for Clue Icons. When Clue Icon is drawn,
any Heroes present at that Town Location can attempt
to eliminate the Fellah by making an amack (either with
vour nomal Combar ronng or Ranged shaws on an equipped
gun). If at least 5 damage is done to the Fellah, he is
killed. Whether successful or not, the Posse will need 1o
end their Town Sty after the anempt.

Rewnzo

If the Posse brings back
news of the Bride and her
whereabouts in time, each
Hero gains 25 XP and
D6xSIN,

If the Posse is also
successful in convincing
the Bride 10 come back
with them, each Hero
gains an additional 15
XP and $100. Instead
of bankrupting the
newlyweds, each Hero
may forgo gaining ANY
gold and instead gain
an additional 15 XP
and remove 1 point of
Corruption

1f all the Enemies are
killed, each Hero gains 25
XP and D3x$25.

If all the Heroes
successfully Escape, each
Hero gains 15 XP.

If the Heroes successtully
fight off the Cattle Rustlers
and recower the canle,
they each gain 30 XP and
~x$100. However, for
each cattle that is killed
from stray shots, they pet
525 less from their total
reward If this goes into
the negative, then ves,
the Heroes must pay
the money back 1o the
Rancher.

If the “Heroes™ are
successful in elimimnating
the Fellah they each gin
25 XP and D3x$50

R T e T

Frmore

If the Posse fails to locate
the Bride in time and
notify the family, then the
groom moves on with his
life and finds the newest
love of his life in a Jocal
Saloon Girl, impulsively
getting married right

away After 3 months, the
Saloon Girl leaves the
groom for mare exciting
pastures. Heart-broken,

the groom rides o into
the wildemess, digs a hole
in the ground, and slowly
raises the gun o his head -

If the Heroes fail 1o defear
all the Enemies or Escape,
then whoever didnt

escape, rolls on the Injury
Chart and tha Hero loses

1 permanent Health.

If the Canle Rustlers
manage to get away with
the canle, the Heroes
reputation is damaged
and they lose any choice
of Jobs they can get
whenever they consult

the Jobs Board. Whatever
mumber is rolled is the Job
they st take (instead of
being able to choose + or
- the number rolled). This
restriction is in effect until
the Heroes successfully
complete an Advenmre,

If the Posse is unsuccessful
in eliminating the Fellah,
vour emplovers hire a
mercenary to come after
VOul now.

The next time the Heroes
face off against an Epic
Threat, a sniper takes a few
shots at the Posse and you
all take D6 Wounds (no

defense) from his bullets.




Keyworns/
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Descarprion
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HI » Science o
Investigate

An expedition has
not been heard from
Jor same weeks and
the spomsars are
gettig penvons that
either something
happened to them

or that they've been
dheared out of their
money: Thevd ke
the Fasse i lnok into
the muter ard figure
out whats going on

k| Job « Labar «
wﬂ L]

Labor Mandatory

Strike Waxkers throughout
the Tomn have
goie o stife o
protest locul working
conxfitions The
Tomns' businessmen
think thevve been
quite equiable and
Want Jou ) put
sop o these rubhle

asers

ﬁ Job « Science «
Investigate

A scientist ployig
with the }in‘m r;"
God tinkered withy
the building bibcks
of Bfe and has pow
aeaned a creanre
withh the portertial
0 destroy an enmre
Toma, O it just
a misunderstood
peace-foving creanure,
ir’s hard o efl

Toue Lmrr

Ranoom
Mz

1 pavs

Locar, Town

70

Raxpom
Town +
Raxpom Hex
Dincram D3
HEXES AWRY

4 pavs

The Heroes will need 1 go 1o the Mine and perform a
Search action on the Mine entrance hex. If the Heroes
find a Clue Ieon, then the Heroes have found a trace of
the expedition at the Mine entrance and may continue
on into the Mine to anempt o rescue the expedition,

To find the archaeologists, the Heroes will need
enter the Mine and complete a Search Party Mission

[ Basic:4]. All the same defaul rules apply except that
the Heroes are rescuing multiple people. When the
archaeologists are found at the end of the Advenmre,
roll . That is how many archaeologists thar were
there in the Mine. Then roll D6 for each w determine
how many were still alive by the time vou reached
them. Ignore the default Reward/Failure results for that
Mission

If no Clue Teons are found, then the Heroes find the
expedition’s camp completely emptv All their personal
effects are stll there and there’s no siens of a strugple.
It's as if the group simply got up and left on their
own, but there’s no tracks leading away. They just
disappeared

The Posse may either try to peacefully eviat the strikers
or they may viokntly gject them. The Posse will need
to visit each Town Location i deal with all the strikers
and complete the Job. Heroes may not purchase Goods
or Services while in this Town while the strike & going
on.

If the Heroes want o peacefully evict, a Hero must
make a successful Cunning 5+ or Spirit 5+ Test while
in each Town Location. Each time one of these Skill
Tests is failed at a Location, it increases the difficulty
the next time any Heroes atempt a Skill Test again at
that Location. Failed Skill Tests add on an additional
success needed 1o complete the Skill Test, so a failed
Cunning 6+ roll then becomes a Cunning 5+ 2 (two
5° o better results are needed from a single skill roll 10
complete).

I the Posse decides 1o forcefully evict the strikers, they
will need 1o fight the leaders of the suike in Town on a
battlemap (either the Town or a termin batdlemap can
be used). Anack - Roll for an Epic Human Threat.

The Creamre begins D3 hexes in a random direction
away from a random Town and will slowly move 1 hex
towards the Town each day. If and when the Crearare
reaches the Town, roll a D6 o determine how the
Creature reacts.

If anything other than a 6’ is rolled, the townsfolk

react in fear and the Creature attacks. In a mmpage,

the Creature Destroys two Random Town Locations

before disappearing into the wilderness. If a ‘67 is rolled,
then the Creature is frightened off and runs off into the
wilderness, never 10 be seen again

If the Heroes reach the Creature before it reaches the
Towre Anack - one XL or larger-sized Monster (same
stats as normal at the Posse’s level).

If the Posse ewers the
Mine and completes the
Search Party Mission, the
Heroes each gain 50 XP
and may draw an Artifact
card. For each missing
archaeologist that is
recovered alive, the Hernes

also gain $50.

If the archaeologists
simply disappeared, each
Hero in the Posse gains
25 XP and $50, ban it
still bothers you never did
find nothing about these
people. Ifs damed creepy
what happened.

Each Hero in the Posse
pains 30 XP and $5 for
each Town Location that
is peacefully resolved The
businessmen pay out less
money due 10 the higher
wages they pay out a a
result of your negotiating,

For each Town Locaton
where strikers are
forcefully eviced, each
Hero gains 5 XP and §50,
bt gains 1 Comruption
(no Willpower save). The
Heroes have beaten back
peaceful protesters who
simply wanted honest pay
for honest work, and you
went in there and cracked
their skulls for it

When the Job is complete,
each Hem receives 30 XP

If the Heroes kill the
Creature, they each gain
an additonal $50 from
the graweful townsfolk that
didn't have to take their
chances with the Creature.

Job, each Hero takes
ignoring Willpower, as
the loss of all those brave
men weighs heavily on

thetr souls

If the Heroes fail to find
some resolution to this
mass stiike before the

end of the week, local
business leaders call in the
Pinkertons 0 break up
the strikes. The Pinkertons
brutally put down the
strikers, injuring many
and killing a few: The
townsfolk are tom apart
by the savagery and many
decide to move away,
leaving the Town a baren
husk of what it wsed 10 be.
All but 1 Town Location

here is Destroyed.

If the Job is failed before
the Creature enters the
Town, then the Creamre
goes on a frenzied
killsreak, Destroying 2
Random Town Locations
in the nearest Town.
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Bacrcrounp

bh + Science «
Investigate

The compse of some
kind of alien entities
have been discovered
by an archaeological

qj“;m‘ n and they ke

requesting hejp
hauling it back o
Town

Job + Rescue

An impeortant official
in this own & beirg
held hostage by

a group of auzy
cultists. The Frwse
needs 10 act quickly
or he’s a goner for
sure:

Job « Escart

A group of mnvelers
from a far off

Jand have gomen
thenselves a it fost
in this area and peed
sNneone frr esanit
them out and away
from Ramsione so
they can contine on
thetr wov: Youl need
i find them first,
then hring them back
) safen

Job « Oceult «

Mandatory!
An amasersr diabolist

counrysick: previrg
on moocent folk

Locarion/

Tme L

Ranpom
Mme +
Raxoom Hex
Dincram D3
SPACES AWRY

14 pavs

4 pays

T R e T R ——

Descriprion

When the Posse reaches the Site, thev'll need o travel
with the Archaeologists into the pearest Town so they
can transport the things thev found back to wherever.
The Posse may only ravel one hex maximum per

day with the Archaeologists, their equipment, and the
COMpSes.

At the beginning of each day that the Posse mavels
with them, a Random Hero makes a Luck 3+ test. If
this test is ever failed while transporting evervone, then
the alien entities come alive: Attack - Draw a Threat
card at the Posse’s level Tf a 1 is ever rolled during this
test, then the alien entities come alive while everyone
is unprepareck Ambush! Diraw a Threat card one level
higher than the Posse’s current level

If the Posse reaches the nearest Town, the Job s
completed

From the Originating Town, the Posse must head o
the Mine and begin a Search Party Mission [ Basic:4] in
order to rescue the official. Instead of drawing Threat
Cards though, the Heroes should roll on the Human
Threat Tables. All other rules for this Mission are the
same, except the Reward,/Faihure results

When the Posse reaches the Mine, they must then
mave with this group of Travelers o the nearest edoe
of the map 1o escort them away from the area to safer
pans The Posse moves at a slow pace of 4 MP per day
while traveling with this group (no abilities or effects
may be used o increase this speed).

If the Posse is ever in a Fight while traveling with the
group, the Travelers are killed if the Heroes all Escape
from the Fight or are all KO'd Anvtime the Posse as a
group would suffer damage from an Encounter, roll a
D& On a 1, the Travelers are also hit by the same thing
and are dispersed. In either case, the Job is failed

Place a Monster token on the Mine. At the beginning
of each day, that token moves 3 hexes in a random
direction (use the Random Hex Diagram). If it passes
aver 2 Town, Destroy a Random Location there, If it
passes over the Heroes, the Heroes all take D8 Hits. If
it endls its movement on a Town, remove the Monster
token from the map and the Job is failed

As snon as the Heroes enter a hex with the Monster
token: Attack - Draw an Epic Threat card (Fligh
Threat if only o Heroes).

1 the Monster token ends its move on the Posse’s hex:
Ambush! - Draw an Epic Threat card (Figh Threat if
ondy two Heroes)

Rewnzo

If the Posse reaches the
Town without the alien
entities coming to life,
each Hero gains 30 XP
and D3x$50

If the Posse reaches the
Town, but had to fight
the alien enities that came
hack to life, each Hero
instead gains 40 XP and
D3x$25, on account of
the extra nmunilating they
did w them bodies

I the Heroes successfully
bring back the Official
alive, they are rewarded
with 35 XP and each
Hero gains their choice
of D3X$100 or they may
draw a Mine Artifact card

If the Official is recovered
dead, then the Job is failed.

If the Posse successtully
escorts the Travelers then
each Hero gains 30 XP
and each Hero may either
get $300 or may draw

a Gear card as payment
from the grateful folks.

If the Heroes successfully
put down these Monsters,
they gain 30 XP and
D3xSI00 each from the
Iocal Marshal who was
afraid these fiends would
do some real damage
before being put down.

Frmore

If the Posse fails to get to
the Archaeologists and
pet them back to Town
in time, then whatever
thase things were that
they recovered come
back to life during the
night and slaughter the
Archaenlogists in their
sleep. The creamires

then slink off into the
night, never to be heard
from or seen again

(vou hope). Each Hero
takes D3 Corruption
Points knowing that they
shouldve been protecting
them Archaenlogists

If the Heroes fail 1o
recover the Official

alive, then his widow
personally holds your
Prsse responsible for

the Officials death. She
uses her influence in
Originating Town to get
everyone in the Posse
banned from entering the
Town. From now on the
Pesse may not enter any
Locations in this Tewn,
though they may stay at
the Campsite.

If the Posse fails 10 get the
Travelers to the nearest
edoe of the map in time,
then the Travelers lose
hope and disperse on their
own. There is no ather
Failure result for this Job

You have failed to defeat
the Monster, it has

made its way acress the
countryside and setded on
a Town 1o feast upon the
Incals. Tt toys with them

at first, doing things ©
people that would drive
vou insane if vou'd seen

it done. The hucky ones
are the ones that were just
killed outright. No one will
ever forget what happened
1o them people, though no
one ever mentions it aloud

Destroy the Town.
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Job « Settler « Find
Some folks is wanting
1o settle downy in

this area, though
why thevd want o
ve anywhere near
Bamstone & h'_mmf
our. Yo fust gora
Sfind them a proper
place to get stared

Job « Labar « Frontier
Same Renchers are
banging in a herd of
aute back into Town
1o sell and need some
assssaarice It aint as
excrting as the normal
stuff vourre used i,
b ar feast you cun
make yourselyes
same money out of
the whoke thing

HOMO

A small child has fell
dbathly ill and if the
Hosse can't retum m
time with @ fife-saving
medicine, the chikd
will surely perish. It’s
a ruce against the
dck

Job « Performer

+ Gambling +
Tvesticat

A group of cand
shurks has been
mnveling from rown
i towm, swindiing
honest gamblers out
aof their hard-eamedd
meney: Itk time the
Hosse pulled @ fase
one over on them

Job « Labar

There’s nothing
exatirg about ths
Joby fust wugh,
badk-breaking ksbor
hauling saff our of @
Mine Its pot Diark
Siope mining at least,
ot nowt as Ancraie
erther:

Locarion/
Toue Lmrr

Axy Meorum

TERRAIN OR
DESTROYED
Towns

T pavs

Town
No Tme

Town

5 pavs

Descarprion

The Passe will need 1o Search for a suntable site for
the Settlers o inhabit. Any Medium Terrain hex or
Destroved Town hex where a Clue kon is found
without an Attack or Growing Dread result is suitable
for the Settlers

The Prosse will need o head out to the Town and join
up with the Ranchers and help bring them 10 another
Town on the Map, one hex at a time. The Heroes may
decide which Town they will bring the carde ta The
cattle drive moves at a top speed of 3MP per day At
the end of each day when traveling with the catde drive,
each Hero makes either a Strength 5+, Cunning 5+,
Agility 5+, or Luck 5+ Skill Test. If less than half of the
Posse (rounded down) or up to three Heroes fail their
rolls for the day; then one of the catle has gone missing,

The Heroes nust travel to the other Town and pick up
the Medical Supplies that are needed 0 heal the Child
If the Heroes do not get back into the Originating
Town before the Time Limit is up, the Job is failed.

The Heroes will need o wravel o any Towns on the
Map with either a Gambling Hall or Saloon Town
Locanon. While at that location, at least one Hero

will need to make a Gambling action and then make
a Canning 5+ roll. If successful, the Heroes have
gathered a Clue on the Cheaters and are closer 10
haming in on them. Each Town only has 1 Clue. The
Posse will need 1o gather a total of 3 Clues before they
have finally found those damn cheats

Upon finding the Cheats, the Heroes call them out for
bein® a bunch of no-good bastards and they take it out
into the street. Anack! - Roll a Human Threat at the
Posse’s level.

The Group will need © travel 1o this Mine and get 1o
workin' to get paid They'll need 0 make a Search roll
on the Mine hex for each day that they plan to work.
Thevll only be able to Search the Mine hex a total of
10 times for this Job before they’ll need to head back
for their reward. Each Clue Icon they find couns as a
successful haul.

If the Posse successfully
finds a suitable location
for the Settlers, they may
build a new Town in

that hex or rebuild an old
Town that was previously
Destroved. Perform a new
Town Setup for this new

location. In addition, each

Hero pains 20 XP,

The Heres gain 5 XP
and §10 for each hex that
the group wavels from
the Originating Town

1o the destination Town.
However, for each: canle
that is lost during the trip,
lenwer this amount by $1
per hex. So, for example,
if 1 cattle is lost each Hero
only mins $9 per hex,
with 2 cantle lost each
Hero gains $8 per hex,
and 5o on.

If the Posse is able o get
the Medical Supplies and
et back to the Originating
Town in time to save the
Child, each Hero gains 40
XP and D3x§100 from
the Child’s grateful parents

The Heroes have
successfully dealt with
those damn dirty cheats.
Each Hero in the Posse
gains 30 XP and as

vou search their things
vou find their ill-gotien
fortunes. The Posse finds
a total of (x§100, 1o be
split amongst themselves.

For each Clue keon the
Posse comes across on
this Job they come across
a successful haul from the
Mine and gain $50 and 10
XP per Hem

I e
ey A i

Famure

If the Heroes are
unsuccessful in finding
a sire for the Settlers in
time, they start o realize
what a bad area they're
in and move on 1o find
safer, greener pastures
Orherwise, there are no
other Failure results,

There is no Failure result
for this Joh

If the Heroes fail w0 get
back to the Oniginating
Town 1o deliver the
medicine in time, the
Child has died and
each Hem takes D6
Corruption Points (no

Willpower save).

If the Heroes fail w sop
the Chears, their reipn of
gambling terror continues
unabated. A Random
Town Location doses
down in the Originating
Town due 10 heavy losses
sustained from gambling
debus (Destroyed).

There is no Failure result
for this Joh



Keywonns /
Bacrcrounp

Job o Traveler «
Investigate
Some travelers have
gone missing on their
way into Town and
their famidy would
fike you alf to Jook
into it and fird out
whar happened
them. Youll probably
want 1o fake a ook

af where they was
tranelin from ard
check every ploce
from here 1o there
see if maybe there’s
some kind of dues
you might be afle

m find

Job « Explore

An eartdhqualke 5
numored i have
unearthed an ancient
buried gty made of
gold A few grmoups

of prospectors have
gone i stake d
chaim, but none hine
remrned Mavbe they
just got kost?

Job « Law « Outlaw
A Tomn’s Sherilf
has reportedly been
tuking advantage
of his position and
5 behaving like a
crime lord Some
folks woukd like this
Sheriff out of his
positon, bt thev'd
prefer i void any
unpleasantries..

Locarion/

Tme L

Ranpom
Town

No 'i'mz
L

Mountam
Hex

Town

No Tme

e o i i o s i

Descriprion

Between this Originating Town and the Travelers’
starting point (the Random Town), the Heroes will
need to Search Road and Town hexes and amthing
else between these two Towns to see if they can find
out what happened 10 those Travelers. After the Heroes
have found their 2nd Clue kon, they have found

the bloody, tattered remains of the Travelers, which
confirms your suspicions that they ran into some kind
of rouble on their way. The Job may be completed at
this point

Additionally; the Heroes may stop in any Towns

along the way and if they're able w pass two Cunning
54 tests, they find ou that the Travelers were being
followed by some unsavory sorts who had an unheakthy
interest in the Travelers” belongings

If the Posse fulfills both requirements above, they may
abo attempt o rack down those “unsavory sorts” and
recover their belongings for their families The Posse
will need to find an additional Clue Tcon in one of the
Towns between the Originating Town and the starting
point to find them. When the Clue Icon is found,
ignore any additional resuls and go straight into a Fight
with a High Human Threat on a terrain or Town

banlemap

The Group will need w0 Search Mountain hexes untl
they find a Gare Icon, at which point the Heroes come
across the entrance to the ancient city. The city is old
and erumbling and doesi’t look particularly stable,
with one more good ramble enough to cause the
whole thing to come mmbling down. Each Hero may
investigate one aspect of the ity and can perform one
Skill Test before the ame limit for the Job 15 up:

Archaeology - Lore 5+
Treasure-hunting - Luck 5+
Monster-killing - Agility or Strength 4+

At the end of the time limit, another quake will send
the city crumbling into oblivion, blocking any further
activities here.

‘The Posse will need o try 1o build a case against the
Sheriff by collecting evidence against him in the Town.
They'll need to travel to the Town and during a Town
Visit each day Heroes may atempt to Search for
evidence instead of visiting a Town Location

If the Posse finds two Clue Ieons without getting

either an Antack or Ambush result, they have found

the evidence they needed without blnodshed and the
Sheriff is kicked out of his position. If however any
Amack or Ambush results are tumed over, the Sheriff
has caught wind of your snooping around and has
gotten together some of this own gang o put a stop 1o
vour investigating, Fight a High level Human threat, the
Corrupt Sheriff is a Lawman.

Rewnzo Frmore

If the Heroes fail 1o find
any information as o

If the Heroes determine
that the Travelers met a

grisly end based on the the whereabouts of the

Clue Icons they find, each  Travelers, the Heroes ake

Hero gains 30 XP D3 Corruption Hits

If the Heroes also rack trrjm fie piio SNty
failure.

down those “unsavory
sorts™ and recover the
Travelers® belongings,

the Heroes also gain an
additional $100 and may
gain +1 Health or Sanity.

There s no Failure result
for this Job, but if the
Heroes are in the hex with
the Lost City when the
time limit ends, each Hero
must make an Agility 6+
test or take D6 Wounds
{(no defense) and rolls
once on the Injury Chart

Archaenlogy (Lore 5+
For each 5 or 6 rolled,

gain 50 XP

Treasure-hunting (Luck
'.,;_:_L

For each 5 or 6 rolled,
gain D3x$50

Monster-killing (Agility o
S +

For each 4, 5 or 6 rolled,
gain 25 XP and $25

If the Heroes peacefully If the Posse fails to

evict the Sheriff from stop the Sherifl then he
his position without strengthens his grip on
hloodshed, then the the Town and tums the
Heroes each gain 40 XP citizens against you. You'ne

and 8100. If the Heroes
have 10 end up fighting

no longer wekome in
the Town and will not

the Sheriff and his gang,  be able to stop in the
the Posse instead gains 25 Town for Town Visits any
XP and $50. more (may still stay at the

Campsite, may not visit
Locations).

sgO(*
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48 Job  Performer « Ranpom To find the Gambler, the Posse will need to look in If the Gambler is found, Well, vou didn't exactly
Debt Outlaw Town Towns with a Saloon or Gambling Hall. At one of the Heroes will need o carch the Gambler, dashing
[Not available if Law i those Locations, a Hero may make a Cunning 5+ test  mete out a punishment, some important folks
M‘m Heroes in Frsse| 14 to see if they find anything about the Gambler there. which will directly expectations of what you
4 boaal qumber fas DAYS If successful, draw an Exploration Token (ignore all influence their reward was gonna do for them.
Rl bit o results except for Clue Icons). When the first Clue Icon  His creditors would prefer  Trouble s, now youlve
aome up a bit short R ] g i : e
: i found in this way, the Gambler is found. How the something particulardy made a bad situation
on his winaings 2 % ; Fooine :
and has skipped Heroes want 1o deal with the Gambler is up to them...  nasty to deter future worse and whatre they
oot 4 ol debtors from wying the supposed o do now?
his enscrguaons same thing, You've made them look
aeditors He should The Heroes may all take X :ke 1[0:1‘1!.\ m;;m L:l;nzv
]I 3 kJI ]I : . . WL gﬂl“ T gl Wiy
Ehue {lm p(?.lnls of C pum_w i scot-free. Somebody’s
an example of Willpower save, maximum :
TR : 5 gonna have o pay.. and
of 4 points of Coruption 2 Rl
4 ; : that ""somebody™ is you.
possible). For each point y
of Comuption that the The Heroes each lose
Posse takes, they each eamn  $100, somebody went
§100. Akernatively, the through and picked vour
Posse may let the Gambler  bags and left a Queen of
go and eamn 25 XP, but Hearts playing card for
the Job s failed you to grumble over”
49 Job + Traveler + Romo The Heres will need 1 Search Road hexes to find If the Heroes successfully I the Heroes fail the
s Tnvestigate + Tougw  the missing stagecoach. Upon finding 1 Clue Icon, the  complete the Mission, Mission, each Hero takes
m A sugecoach making TERRAIN Posse will have found the location of the stage coach. each Hero gains 50 XP. D8 Corruption Points,
m a roustiee mun from & Abso, for each missing ignoring Willpower, at the
one town to another 5 @ Curomve 5+ passenger that is recovered  thought of all those people
Coach has gone missing T pavs If passed, each Hero gains 20 XP and finds evidence alive, they each gain dead.
Friendls and famiy that the stage coach was attacked and its passengers $100 and may remove 1
of the passengers are were taken off by some Bandiss. To find the passengers,  Corruption.
unckersiandibly upset the Heroes will need 1o Search nearby Tough Terrain
and vant aswers 1o find the Bandiss® hideout. Upon finding a Clue Icon,

the Posse has tracked down the Bandits and may enter
their hideout (Mines) 1o try 1o recover the passengers

The Heroes must go on a Search Party Mission

[ Basic:4] 10 recover the passengers All Threats in this
hidenut should be rolled for on the Human Threat
Chars. All other nules for this Mission will be the same
except that thete are 4 passengers in total and at the
end of the Mission the Heroes should roll for each
passenger to see if they are still alive. Ignore the normal

Reward Faihure results.

50 Job « Supernatural Ranpom  The Posse must mavel o the Mine in question and fist ~ If the Posse goes onthe  If the Posse is unsuccessfuil,
. + Investigate « Mo g0 on an Exploraion Mission [ Basic2] to determine Exploraton Mission and ~ this menacing race from
Memories Mandatory! e if there’s any merit 1o the Artist’s visions. 1f the Posse o Growing Dread result  the past rises up fiom
of Reons A baal artist hes NoTpg O Mrosa Growing Dread Exploration Token is pulled, then there was ~ beneath the Earth and
Past gone scemingly result at any point curing this Mission, then the Heroes  nothing 1o the Artist's engages in a brutal raid on
irssane amd wons Livire will need 1© go on a follow-up Mission in that same visions, he’s dearly crazy nearby Towns, Destroying

of seeing croamires Mine and perform a Blow the Mine Mission [Basic:6]  or been wking too many  the 3 Nearest Towns
from anather enz to seal the mnnel into the lost world below: If both these  drugs. For their rouble before that cruel race of
He speals of a Missions occur, they are performed back-wo-back with  though, the Heroes each ancient beings once again
lngforgomen nuce only a single Cach Your Breath oll berween them. min 30 XP and  x850.  myseriowsly retrms 1o

of beings beneath the H their subterranean abode.
Earth that heve been ::m o I;;W

voming dheir rem e
infw.mnmr the Mine Mission, thev
SN i each gain 50 XP and

8450 for their rouble




Sky Ship
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Locarion/
Tme L

b o Travelr o Locrx, Town
S in ¢ g

Someone in Town

& needing a rather Town
important package -
dliersd quikiyand 4 DEVS
thevie willing © pay

vou money for this

senvice, dbes this need

any more explaining”

b « Strange + Mournram
Most jolks thought it b

was g mewonte, burt 5

off in the mountains
some locals are
saving they've seen
the smokfering
remains of a giant
sky ship that fell
eurth

b + Supernatuzal Ranpom

Resene

Moxaning spiriss have M
grahbed a younyg -
rancher who strayed

a bit oo far from the 4 pavs
growp

b o Frontier « Explore  [¥[ ouvrRIN
.'.grug:qf}'rlﬁ\fl l-h

avestors s looking 3

0 qu Ot 7 1w

Mine jor some Dark No Tme
Swone You'll need o Lo

dn some prospecting
for them to find @
suirabde site 1 build
the Mine

Job + Merchant

A businessman is
engaged in a most
profitabk venmure
selling the extract of
VETMATIOLS SEIPErts
but needs some infiial
Start-up contributions
o get his business off
the ground Imvesiors
who get in quickly
CN EXPECT EOMIONS
renums

Locar Town

Descriprion

The Heroes simply need o travel from the Originating
Town to another Random Town. As soon as they
arrive there, they have dropped off the packape with
their comact and get their reward.

At the end of each day of travel while delivering the
package, the Posse rolls a single D8 If a 1" is rolled,
the package has been stolen by somebody and the Job
is failed.

The Heroes will need to peform a Search action on
Mountain hexes to see if they can find any indication
of whatever it was people think fell to earth, If a Gate
Icon is found during any of these Searches, the Posse
has found the fiery remains of the sky ship, however
whatever strange device powers this ship is in danger of
reaching critical mass and will explode at the end of the
Tume Limit. If the Heroes find the crash site and are in
the same or adjacent hex to the crash site ar the end of
the Time Limit, they are caught in the explosion and
ke D8 Wounds (no defense).

"To Search the wreckage of the sky ship the Heroes may
each perform a Scavenge roll twice per day [3 MP for
the whole group or individual Heroes w0 Scavenge].
Draw from the Scavenge deck, but any results o draw
Gear or Amifact cards should always be drawn as
Anifact cards when drawing for this Scavenge anempt

The Heroes will need 1o enter the Mine and go on

a Search Party Mission [Basic4] o try to recover the
voung Rancher All the rules are the same except thar all
Hokf Back the Darkness rolls are at -1 duning this Mission,

The Heroes may travel through Mountain hexes
looking for a suitable site for a Mine 1o be built. First
the Heroes will need o perform a Search action on a
Mountain hex. If a Clue Icon is discovered, they have
found a cave entrance, but they will stll need o go on
an Exploration Mission |Basic:2] (same Rules, ignore
normal Reward Failure resuls) inside the cave o see if
it’s suitable for Mining,

If the Heroes find a Gate and a Clue Toon ogether
during this Mission, they have seen enough o0 know
that this cave will be perfect to start up a Mine here.
The Posse does not need o finish out the rest of the
Mission at this point. At the start of any wrn in which
all the Heroes are in the Mines and there are no
Enemies on the baard, the Heroes may leave the Mine,
ending the Mission and the Joh

If the Heroes take on this Job, they lend the Merchant
SX (can be any amount). After the Merchant takes their
money, he thanks them and prompdy disappears.

After that the Heroes may take on other Jobs in
addition 1o this one. At the end of the Time Limit for
this Job, the Posse makes a Group Luck 6+ roll If all
the Heroes are successful, the next time they enter the
Originating Town, they are met by the Merchant. He
gives each Hero 5 x the original Gold they lent to him.
Orherwise, vou never hear anvthing from the Merchant
ever again and he’s likely skipped Town and moved on
from the area.

Rewnzo

If the Heroes successtully
deliver the package on
time, each Hero gamns
30 XP and the Posse
collectively gains © x$100

There is not set Reward
for this Joh.

If the Heroes successfully
rescue the young Rancher,
they each gain 50 XP and
each Hero may draw a
Gear card

If the Posse finds a suitable
Mine, they each gain 50
XP and $300. In addition,
a new Mine is added w0
the hex that the Hermes
found the cave at From
now on when rolling for
a random Mine, this new
Mine will be assigned #3
when mlling with a D20
for a Random Mine.

There is not set Reward
for this Joh.

Frmore

If the Posse is unsuccessful
in delivering the package
on time, their contact gets
pissed off at them and
demands payment for the
bungled shipment. The
Posse collectively loses
D3x$100

There is no set Failure
result for this Joby, aparnt
from being in the same or
adjacent hex o the crash
site if the Hemes find the
Incation of the sky ship.

If the Heroes do not find
the sky ship in time, it
explodes somewhere else
and the Heroes take no

damage

If the Heroes fail the
Mission, each Hero takes
ienoring Willpower, as the
Inss of the young Rancher
weighs heavily on their
conscience.

There is no set kailure
result for this Job.

There is no set Failure
result for this Joh
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Job « Environment «
Void + Mandatory!
A Void Twister

i making its way
through the region,
disroying amthing
i its putf. There’s
not much o be done
1o stop it, but if folks
am be wamed dhat
its coming itd go @
Ipng way tomunds
mmimizinyg the
dumage

Locarion/
Toue Lmrr

Rannom
Mne

5 pays

gﬂ"’ 7"

Job « Tribal « Fight
A viciows group

aof Indian rarders

has been ruthlessly
aomirg o Town,
stealing, raping, and
pillaging tor their
heart’s coneerw. The
rmmsfolk are fad up
and demand an end

i these incursions

Town

1 avs

fEy"

58 Job o Undead o Locar. Town

No'i‘m:
Lomr

The dead have saarted
to rise in Toway, but
aren't exactly causing
any troubke with the
kocals, apart from
body pars fafling

off and scuring

the children and
womernfodk with their
mting flsh

Descarprion

Place a Void Twister token on the Random Mine. At
the start of each day the Void Twister will mavel 5 hexes

in a random direction (use the Random Hex Diagram).

If the Void Twister hits the edge of the Map, it finishes
out its movement going back the way it came. If it
passes over a Town, it will Destroy 2 Random Town
Locations. If the Void Twister ends its tum directly on
a Town hex, that Town is Destroved

If the Heroes are able to get i a Town hex first and
warn the wownsfalk there (free action), then they

can mitigate the disaster and those Towns that are
warned gain Amor 3+ o protect themselves from any
destruction while the Void Twister is active. Roll a D6
whenever a Town or Location would be Destroved, on
a 3+, that Town or Location is not Destroved (Armor
ends after this Job is over).

When the Heroes get to Town they immediately get
Ambushed by a High Human Threat’s worth of
Enemies. These Enemies all have the keyword “Tribal.
You may use the Capture action on the Indians instead
of killing them. See ‘Expanded Combat’ for rules on
Capruring,

Any Hero with the keyword *Kemosabe' that kills

any of the Indians, loses that keyword. Any Hero that
does not have the keyword “Tribal’ that kills any of the

Indians, gains the keyword Paleface

The Heroes mav try to coax the walking dead hack
into the ground, but they aren't being particularly
threatening 0 anvbody Heroes will need w0 visit each
Town Location and aempt a Cunning 5+ test 1o 1y o
talk them back into their graves Each Hero may make
the atemipt, but if two Heroes fail this test in a row,

the dead at that Town Location refuse all anempts at
Iogic and won't go back to their graves. You need two
successes in order to clear a Town Location

In addition 10 the above, Holy Heroes may atempt
an exorcism on the Town to banish the spirits of the
dead back to the aftedife. A Holy Hero may attempt
a series of three Spirit 6+ tests or the Posse as a whole
can try to make a series of three All Hero Spirit 4+
tests (choose one, cannot attempt both). 1f two out of
the three tests are passed, then the walking dead are
successtully exorcised from the Town, though now
everyone has to re-bury all these corpses.

Rewnrp

For each Town that the
Prsse is able to wamn
about the Void Twister,
each Hero gains

5 XP and $25 from the
grateful ownsfolk.

If the Heroes are
successful in driving off
the Indian raiders, they
each gain 30 XP and
D3x$50 from the grateful
townsfolk.

If none of the Indians are
killed during the Fight
then the Heroes have
earned the respect of the
Iocal Indian populace for
not shedding the blood
of these rogue Indians.
Each non-"Tribal Hero that
has the keyword ‘Paleface’
loses that keyword and
also mains the keyword
‘Kemosabe’,

For each Town

Loxation that the Heroes
successfully dear, each
Hero gains 10 XP and
$25. If all the Town
Locations are successfully
deared, each Hero may
buy one Purchase Tem
or Service from anywhere
in that Town at a 25%
discount (1o the nearest
whole §, rounded down)

result for this Joh

I the Heroes are
unsuccessful in driving out
the Indian Raiding party
before the week is up, then
the Indiars go on one last
massive raid, pillaging and
buming as much as they
can find. This Town has

3 Random Locations
Destroyed before the
Indians leave Town and
the area for better pickings

-

For each Town Location
that the Heroes fail to clear
out of the walking dead,
that Town Location Closes
Down (Destroved) due
to the lack of csstomers
willing 10 buy stuff with
corpses hanging around
there.
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Job o Labor »
Bentisia
Mandatory!
Rail workers i the
region have gone on
simike, shuming dowi
all the rlvuy fines
I’ starting o affect
bussiness and the Rail
Line company sn't
liking it

Job + Ancient + Explore
An old decrepit
structure was recently
uncovered and inside
it appears 0 be a
vast fibrary filled with
old, roming scroll

A professor from

out east fs asking

w0 ger his hands on
amything vichabde

Job « Traveler « Labar
Some Government
folks are wanting
an accounting of
the peopke stll kft in
the region arourx!
Brimswone. Prenty
boring, b they pay
in cash
Job + Escort

{ Wiiter from a big
fancy nevspaper out
eust is repenting on
the evenss around
Brimswone and wans
i tag abong with the
party jor fis story:

Locarion/

Tme L

Ranpom
Town on
Ran, Live

T pavs

g |

No Tme
Lo

No Locarion
No Tme

Descriprion

The Heroes may not travel by Rail lines while this Job
is active.

The Heroes will need 10 travel o the Town and atempr
1o negofiate with the Rail workers. To do so the Heroes
will need 1o make a Cunning 5+ test over the course
of a few days in Town. Only one Hero may make this
test per day (though you may switch off who takes the
test each day). Beginning at $90, for each success the
price of Train Tickets will reduce by S10 from the Rail
workers request in wage increases For each success
made with a 6" or better, that price is instead rechuced
by 8§25 The minimum you will be able 10 go w0 is 8§30

The Heroes will need to mavel to this Ancient Library
to recover what scrolls they can from the Library Go
on an Exploration Mission [Basic:2] and in addition

to the nommal rules, each time the Heroes find a Clue
Icon they abso find a Scroll Side Bag Token. When the
Heroes have finshed the Mission, they need to retum
1o the Originating Town to deliver the Scrolls o the
Professor. Ignore the normal Reward,Failure results for

the Exploration Mission

The Posse needs to travel to Towns around the Map
and do a Search at each Town to count the number
of folks there. Each Town on the Map may only be
Searched once as pan of this Job

The Heroes may take along a Wiiter with them

on their Missions. He will pay the Heroes for each
Adventure he’s able 1o follow along with, bt if he dies
the Heroes won't pet anything,

The Wiiter joins the Posse as an allv (choose 1 player
1o control the Journalist model on their mrn) with the
following stats:

No Combat actions available

Move 4

Health 6 (Def 6+)

Sanity 4 (Will 5+)
Any Wounds or Samity damage that affecss the Heroes
during Encounters, also affects the Whiter

If the Wiiter is KO'd at anv point, he dies and the Job
is failed. Other Jobs may be taken while taking on this
Joh. When the Heroes are ready for a payout they can
end their contract with the Writer while in any Town.

Rewnzo

If the Heroes successtully
nepotiate with the Rail
workers and come 0 a
peaceful resolution, the
Heroes each gain 50 XP
and $25. In addition, the
Rail Line company gives
vou one free Train ticker
1o travel anywhere in the
Brimstone region. Tsn't that
swell of then?

The price that the Heroes
negotiate down the

Rail workers is now the
permanent price of all
Train Tickets in every
Town

If the Heroes successfully
bring back any Scrolls to
the Professor they gain
25 XP. For each Scroll
that the Heroes recover
from the Ancient Library,
the Posse gains $200 per
Scroll. Note that Saoll
Side Bag Tokens bought
from the Campsite can
not be used 10 complete
this Joh.

For each Town that the
Heroes Search, each Hero
gains 5 XP and $5.

For each Job or Mission
that the Heroes go on
with the Wiiter that he
survives, they will each
receive an extra 30 XP
and 875 at the end of the
Advenmre. If the Wiiter is
killed at any point during
a Job or Mission, then
the Heroes will receive
nothing,

R T e T

Frmore

If the Heroes fail 10 end
this strike peacefully,
stiikebreakers enter the
region and forcefully deal
with the leaders and end
the strike. One of the

strike leaders gets away
and blows up all the
nailroads into the Town

in retaliation. All Railroad
hexes into this Town are
considered permanently
Destroyed and the rail line
will not wravel 1 or from
any destinations that would
require them o pass
through those Railroad
hexes.

There is no Faihure result
for this Joh

There is no Failure result
for this Joh

If the Writer dies while
waveling with the Heroes,
they each take D6
Corruption Hits from the
guilt of letting one of their
traveling companions die
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Job « Supematural «
Investigate

A nichy landewner
has been having
some ghastly visits
at his estare and has
requested the help
of anvbody thar
am exoncse these
troushlesome spins

H - m -
Mandatory!

A vagrant colom
of mutanss

has conmucred

a partickiry
devastating Plogue
thar is rendering
them hairkss and in
SONTIE COSES (5 AU
away at dherr skm
O CaUsing nsanity
In despention, these
MU are waitig
on the ouskirs of
one Town looking
jor hefp. Theyvive
anllected mgether ar

one towa looking for

heipy bure i this goes
unavared, there's no
telling hew far it will
spread

Job « Tribal «
Negotiation

Some Indian folk
are living on some
property thar's fust
Gouy 0 waske
henearh their feet
Its a damn shame
and some weakhy
vestors are
boking io develop
that property imo
semething real nice
' perty:

Locarion/
Toue Lmrr

Ranpom
Town +

Raxpom Hex
Dmcram D3

SPACES AWRY

1 pavs

Town

Ruxpom Mve
+ Rmwom Hex
Dincram D3
SPACES AWHY
(Tnoirrs)
B/ oR
Rumom Town

(bwvesToss)

10 pavs

Descarprion

The Posse will need to mavel m the Landowner's
sechuded estate and atempt an exorcism. This exorcism
can be attempted once per day per Hero by using a
single D8 10 atempt an Exorcsm 8+ test, however
some factors can add a bonus 1o the Hero's roll, but
only one Side Bag Token may be used in the anempt
at a time.

Hero has Holy keyword = +2 w0 Exorcism roll

Scroll Side Bag Token
(used up in the attempt)

= 4] to Exorcsm roll

Rosary Side Bag Token = +2 o Exordsm roll
(used up in the attempt)

The Mutants have pathered together at this Town (either
at the Campsite or Mutant Quarter, depending on
which is present in this Town). Whenever Heroes enter
this Location 1o deal with the Munants, they should roll
a D8 On a L, they need 10 make a Luck 4+ test o they
have contracted the Plague (roll once on the Madness
Chart arxd -2 Health permanently ).

T order 1o help save the Mutants, the Heroes will need
1o get in enough medical supplies © relieve the Muants
before this outhreak spreads and gets out of conrol. To
control the outhreak, the Heroes will need o transpont
in a number of healing Side Bag Tokens equivalent 10
2 x the Town Size. For example, if a Town is a size 8
Town, they will need 10 bring in 16 (2x8) healing Side
Bag Tokens. Healing Side Bag Tokens may be any Side
Bag Tokens that can heal health (items that just heal
Sanity do not count). The Heroes nust enter into the
Town Location itself 10 drop off the healing items.

Holy Hemes or any other Heroes with healing abilities
may also spend nme with the Mutants atempting to
heal ar comfort the sick, but must moll a D6 and will
contract the Plague on a roll of 1 or 2 (roll once on the
Madness Chart and -2 Health permanently). Each day
that they spend with the Mumants counts as 2 healing
Sice Bag Tokens.

The Posse will need to attempt to negotiate with either
the wealthy Investors or the Indian tribe 1o trv to find
some kind of peaceful resolution to this, otherwise the
Indian tribe on that land will surely get wiped out by
wealthy Investors looking to exploi that property

To Negotiate with the Indians, the Heroes will need
to travel to the Indians’ sacred land and atempt to
comvince them to leave peacetullty They will need

to ether make two out of three Solo Spirit 5+ tests
(“Tribal’/Kemosabe’ Heroes get +1 on these rolk) or
may try to Intimidae them by fighting their bravest
warriors; Amtack - Roll a Human Threat (all Enemies
have the “Trbal' keyword).

To Negotiate with the wealthy Investors and to try to
convince them to look elsewhere, the Posse will need
to make a mip o their offices in their Town. They will
need 1o either make two out of three Solo Cunning
5+ tests (‘Frontier’ Heroes get +1 on these rolls) or the
Posse may ry 1o Intimidate them by roughing up their
bodvguards: Attack - Roll for an Epic Human Threat

If the Heroes are
successful in expelling
the spirits from the
Landommner’s estate, then
each Hero gains 20 XP
and D6x850 from the

grateful Landowner

If the Heroes successfully

bring the Plague under
control in this Town
before it gets a chance
1o spread they are hailed
as miracke workers. Each
Hero gains 50 XP. In
addition, the Posse as a
whole is compensated

with twice the amount it
cost them 1o buy supplies

For example, if the Heroes

bought 16 bandapes
{850 each) to heal a size
8 Town, they would've
originally paid S800. If
successtul in healing the
Towyn, the Posse would
gain a total of S1600 as a
reward.

If the Heroes peacefully
negotiate with the Indiang,

then they each gain 25 XP

and $100.

If the Prsse successfilly
beats the Indian warrors
and inimiclates them into

leaving, then they each gain

50 XP andl $300,

In either case, non Trbal

Heroes Inse the “Kemosabe’

kevword and gain the
‘Paleface’

If the Heroes successiully

negotiate with the Tnvestors,

they each gain 25 XP and

lose 1 paint of Corruption.

If the Prese successfully
mtmichaes the Trvestors,
they each gain 50 XP and
lose D341 Comuption

In either case, non-Tribal
Heroes lose the keyword
“Paleface’ and pain

“Kemosabe’,

If the Heroes are .
unsuccessful in exorcising
the spirits from the
Landewner's estate in

time, then he takes it upon
himself and is killed by
malevolernt spints

Each Hern in the Posse
takes D3 Corruption Hits
when they catch word

of what happened to the
Landowner.

If the Herves fail 1o
control the outhreak, the
Plague spreads beyond just
the Mutans and stan 0
infect the regular Human
populace and proves o

be even more virulent
within Humans. Although
evenally this Plague is
brought under control, its
not without a heavy cost.
Half the Town Locations
{rounded up) in this Town
are Destroyed. In addition,
the nearest 4 Towns from
this Town also lose half

of their Town Locations
(rounded up).

I playing with the Frontier
Town expansion, the
Originating Town also
changes its Town Type 1o
Plague Town, i it wasn't 2
Plague Town already:

If the Heroes fail to come
to some kind of setlement
to this dispute, the wealthy
investors hire a group

of ammed thugs o go
through and forcibly evict
them from the land. Each
Hero with the keyword
Tribal’ or ‘Kemosabe’
takes ' Corruption
Points with no Willpower
save Heroes with the
keyword “Frontier’ or
“Paleface” lose nothing




Road to
Nowhere
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Job « Supernatural

Locarion/
Tme L

Ranpom

That evil summvabitch 5
John Moubon needs 2

m ger himself killed
and you been ichin’
i be the one o do
it He's been spottad
in another Town and
of vou get there quiick
you mighr be able

o catch him. What
happens after that
though is amone’s
guess.. Mayvbe he
gets a buller nght
benween his damn
devil, i’ eves, who's
w0 say?

Job + Strange

[Nor availale if
Ohrthove Heroes in
Prose o if tnan
Chathaw Towm or if
the Town has the
kevword Chrdw |
The Marshal in this
town has his hands
Sfuull cleafing with

a gang of some
outkms and needs
some help

Locas Town

No 'i'm:
Lt

hh * m *
Investigate

A commonty roveled
o between two
settiernents has
somehow beocome
“unthinged” frm
reality Travelers say
somethirg is off, as if
they went in another
place. Local officiak
are hoping that
someone can help
figure it out.

Romp Hex

5 pavs

I ST

Descriprion

If the Heroes make it to the Town in time, they find
that bastard John Moulion and immediately begin a
Fight. Use a Brutal Preacher with D3 Elite abilities to
represent John Moulon. He is alone. If the Human
form of John Mouhon is defeated, replace his model
with a random Brutal Monster with the keyword
“Demon’ that & at least XL in stze. This form of John
Moulton has D6 Elite abilities.

The Posse will need 1 take on a gang of bandits in
this Town for the Marshal. If you have the Frontier
Town expansion, start a Shootour i the Streets Mission
|Frontier:] (same rules apply).

Otherwise, begin a Fight on a Large Terrain battlemap
against a Low Human Threat. Each tum, add

another Low Human Threat to the edge of the map
{1-2=North, 34=East, 5-6=South). Use the Depth
track and make Hold Back the Darkness tests each mm.
For each Enemy killed, move the Posse tracker one
space forward on the Depth track (2 steps if playing
with 1 or 2 heroes). Whenever the Posse tracker move
from one stage to the next (steps 10 & 5), all Enemies
immediately get a free attack. When the Heroes make
the Hold Back the Darkness test each mm, if they roll
higher than the current step that the Posse tracker is on,
reinforcements stop coming and the Job is complete
when all remaining Enemies are defeated.

The Posse must perform a Search action on Road
hexes until they come across a Gate Tcon. When they
find the Gate Icon, they have stumbled across a portal
and are immediately transported 0 2 Random Other
World. The Heroes must now begin an Escgpe Mission
| Basic:5], staning off at the Other World Entrance Map
Tile. All the same nules apply, however the Heroes do
not roll to Find the Mine Entrance until the Heroes
have found a Gate, All Gates lead 1o the Mines

Each Hero gains 333 XP.

Then John Moulon
appears again in a puff of
smoke You didn’t think it
was going 1o be that easy,
did you? He offers you a
deal Each Hero that wants
10 may look through any
Gear or Artifact decks
available and choose a card
10 keep. Add the keyword
‘Cursed’ 10 any items

that are taken in this way
Those items may never be
destroved, sold, or given
away.

If John Moulton is ever
encountered again in any
way, then any Heroes
that ook the items that
John Moulton offered are
Killed. John Moukon has
cnme hack 1o collect on

his deal

Each Hero gains 50 XP
and $100.

Each Hero receives 50 XP
and may draw an Artfact
card from whatever Other
World they were in

Frmore

If the Heroes donit make it
1o the Town in time, then
there is no Failure result.
John Moulon has simply
faded away as he seems 0
do so often. In search of
another hapless victim for
one of his “deals™..

If the Heroes fight John
Moo and are defeated,
he is unimpressed

with your anempt. As
punishment for your
misguided attempt o
stop him from delivering
his gifts, he erases your
memories. Each Hero
Ioses all accumulated XP
and is knocked back a
single level to whatever
their previous level was.

In addition, choose a
Random Hera That Hero
is Dead

Each Hero is beaten up
pretty badly by the gang of
outlaws and the Marshal

is killed in the gunfight.
Each Hero lnses D6x$50,
rolls on the Infury Chart,
and this Town's type

or keyword changes o
‘Outlaw” (reroll any Traits
that become incomgpatible
because of this).

If the Heroes fail the Job
before even entering the
portal, Destroy a Random

Town.

If the Heroes fail the
Escape Mission while

on the Job, each Hero
must discard one Gear or
Antifact card with a value
of at least $300. Any Hem
that cannot discard a Gear
or Antifact like this must
instead roll once on the
Inpury Chart This is n
addition to anv Injury for
being KO'd.
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Job « Persomal + Duel
Theres an okd
so-and-so from way
badk when thar’s

been savin” some
pretty nasty things
about your mother all
oner twn. Evenyone
knew your mother i
hots of ways, it e,
bunt char’s nox dighe
what that sumbich
been savin® in public
You peed w0 call thar
dog our and make
him pay for them
wonk

Job « Mine + Rescue
A group of
adventurers wene
dowm i o Mine

i find some Dark
Sione, bt haven't
been seen in quiee
some time. Yo
should probably go
in after them and see
what you can find

of their crew: Youid
want someone to do
the same if it was you
down there, woukdn't
you?

Job « Supernatural

+ Ghost

A horrific apparition
has been seen with @
Saming skull alof a
pitch hlack mare He
nuns any folks off the
mad he finds

Job « Strange « Explore
A dimensional portal
has appeared aut of
nowhere, but nothirg
seems o be coming
out Mavbe the’ Fosse
shoukd poke around
and see what's on the
other sidk:

5 pavs

Romap Hex

T pavs

LocaL

Town +
Ranoom Hex
Dmcram D3
SPACES AWAY

5 pavs

Descarprion

Any one Hero may complete this Job. If vou have the
Frontier Town expansion, you can start a High Noon
Duel (Salo) Mission [Frontiern6] (same rules apply).

Ortherwise, start the Hero on a Medium Terrain
bartlemap 5 spaces away from a Random Human
Villain at the Posse’s Threat level, you're having a Fight
There is no Escape from this duel, no Hold Back

the Darkness rolls, and no Loot cards drawn from

this encounter, this is about honot. There s variable
initiative, the Hero and Enemy both roll D6 and add
that 1o their initiative at the start of each tumn. The fight
lasts until one of the combatants is KO'd.

The Heroes must enter into the Mine and o ona
Search Party Mission | Basic:4]. However, each Clue

Icon that the Heroes find on this Mission & one of the

Adventurers they've gone in to find Afier any Fights or

Encounters have been dealt with when finding a Clue
Icon, the Heroes should roll to see if each Advenurer
is still alive (see “The Third Clue’ Objective for more
information), Anv Adventurers that are stll alive will
travel with the Posse in the Mines as Allies until the
end of the Mission (add a model 1o represent each
Adventurer), but can sill be klled.

No Combat actions available

Move 4

Health 4 (Def 4+)

Sanity 5 (Will 5+)

Any Wounds or Sanity damage that affects
the Heroes during Encounters, also affects the
Advenmrers

The Heroes will need 1o find a total of 4 Adventurers
on this Joh Any Adventurers not found before the
Heroes leave the Mine are assumed o be Dead

The Posse will first need to Search Road hexes until
they find a Clue Icon, at which point they've found the
ghastly apparition. To exorcise the ghast from the road,
the Heroes will need o perform a All Heroes Spirit
4+ test (1 MP per atempt). For each | that is rolled by
anybody taking the test, all Heroes in the group take 1
Horror Hit

When the Heroes arrive at the site where the pontal is,
they enter and immediately begin an Escgpe Mission

[ Basic:5], but starting in a Random Other World at

the Entrance Map Tile. The portal has closed behind
them as soon as they arrive and they will not be able
to leave untl thev first find a Gate (this Gate will always
lead hack to the Mines), and then finish out an Escape
Mission as they normally would.

Congramlations, your
momma’s name won't be
besmirched again amtime
soon. She'd be so proud
of you if she wasn't holed
up in that fancy house
getting intimate with any
Jim, Joe, or Bob with a
nickel 1o his name. But
lefs not dwell on that, the
important thing is that
you taught that bastard a
lesson.

The Hero that completed
this Job gains 25 XP x
their Hero level

If the Heroes successfully
complete the Job, they
gain 60 XP. For each
Advenrer that the
Heroes rescue alive out
of the Mine, each Hero
pains $50.

For every two Adventurers
that are rescued alive, each
Hero may gain either +1
Health, +1 Sanity, remove
D3 Cormuption, or draw
a Gear card.

If any Adventurers don't
miake it out alive, read
from the Failure result
as well

It the Heroes are able to
banish the spirit they each
gain 20 XP and D3x$50
for their eflons.

While scrounging around
in that Other World, each
Hero draws an Artifact
card from that Other
Warld, in addiion to the
normal rewards for an
Escape Mission.

For each Adventurer that
is not rescued, each Hero
suffers D3 Corruption
Hits, as the guilt of their
faihure to rescue their
comades stings their pride

The next time the Heroes
enter a Mine on a Job or
Mission, add a Growing

Diread cand 10 the stack at
the stant of the Advennire.

If the Job is failed, then
the portal becomes wildly
unstable and spews out a
Void Twister. The twister
goes on o wreak havoe
in the Nearest Town,
Destroying one Random
Location before petenng
o
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Job « Dutlaw + Train
[Not available if Law
Hemes in .H'I\H'Ill

Somebody doesnt
WUIT a i o
make it to it’s final
destinagon, itS up o
vou and your Phsse
10 see to it the truin
COMEs aass an
acaident

Job « Law « Rescue
An old outaw s e
Jony for this work!
and on the verge of
death, bur he's senfing
some okd vendeas
before he goes IS a
TUCE GOUNST e 10
get some folls out of
harm’s way before he
QeI [eVerie.

Job « Law « Bounty
A gang of outlaws
has been causing
all sorss of ruckus
around the area and
people are geting
fed up with it The
local Marshal has put
up @ bounty for this
particular group of
hastands

Job « Frontier « Labor
There’s a focal farmer
looking for some
strong backs 10 do
an honest dav’s work
Its hard work, but
it a free roof over
vour head and some
decent meals o ear

kb + Merchant
Atrempe o sell some
wures oarss the
region. Work on
commission jor alf
of the stuff thar vour
sell. Whatever you
don't manage 1 sell
vou dose that much
maney in unsold
imenton:

e e T S— : — =

Locarion/

Tme L

Ram.roap
Hex ar
LEAST 3
HEXES AWRY
FROM ENY
Towns

3 pavs

Ranpom
Towns

5 pavs®

MNE HEX

T pavs

Ruvoom Hex

Dncram +
D3 seaces
AWRY

T oavs

No Locarion

14 pavs

Descriprion

The Heroes will need 1o travel to a Railroad hex and
use up three Dynamite Side Bag Tokens to blow the
tracks. After placing, the Heroes need to make a
Cunning 3+ roll. If any 1's are rolled, the explosives sill
go off and destroy the racks, bur the “Heroes™ are ako
caught in the explosion and each akes D6 Wounds
(no defense). These wounds are severe and last untl the
end of the next Adventure

The old outlaw set up a number of hit contracts and
every few days an old enemy will be murdered unless
the Posse can get to them in time. The Heroes need
simply enter the next Town where a hit is about to
occur before the Time Limit is up to save the person
from getting killed.

At the beginning of the Job, the Posse has 5 days i
get 10 the first Town. If they get o the person in time
or if the Time Limit i up, roll for another Town. The
Heroes have anather 5 days to get 1o thar person. Each
time a person is saved or killed, the Heres should roll
a D6 If they roll under the mimber thar have already
been saved or killed so far, then thar was the last person
with a hit contract on them and the Job s complete.

The Heroes will need o ravel to the Mine hex

and begin looking for the gang at that hex and all
surrounding hexes using the Search action. When the
Heroes come across their first Clue Ieon, they have
found the gang of outlaws.

Amack - Roll for a High Human Threat at the Posse’s
level. You may use the Caprure action on the outlaws
instead of killing them. See “Expanded Combar’ for
rules on Capruring,

The Posse will need o travel to the location of the farm
and put in at least a days work out in the field Each
day any Heroes may give up their movement for the
day 1o work the fields and make a Strength 3+ test
For every 3+ rolled, the Hero who passed makes $15
For every 1 rolled on the first day, the Hero akes D3
Wounds from a farming accident Each day after thar
the number needed o suffer a farming accident goes
up by 1 (day 1=1, dav 2=12, day 3=123 etc). After
the Posse leaves the fanm or the Time Limit is up, the
Job is owver.

The Posse gains 10 Scavenge wkens, these represent
the wares they need 1o sell. Each Scavenge token is
worth $5( The Heroes may atempt to sell one of
these Scavenge tokers at a Town Location by making
a Cunning 4+ Test. For each success rolled on this
test, the Heroes sell the Scavenge wken for 825 (two
successes = 530, three successes = 875, et), If a Hem
sells the Scavenge token for less than ir's worth, that
Hero loses the difference. If a Hemo sells the Scavenge
token for more than it's worth, they pocket the
difference.

Rewnzo

If the Heroes successtully
blow the track and derail
the train, the Heroes
each gain 50 XP and
D3+1x8100

In addition, the Posse will
not be able w ride on

the rail line at all for the
next 7 days until the rail
companies are able to get
things sorted back out.

For each person that the
Heroes successfully save
from their hit conract,
they gain 15 XP and $25
from the grareful would-be
victim.

If the Heroes fail 1o save
any people or quit the Job
early, read from the Failure
result

For each Villain that is
brought back in alive, each
Hero gains 15 XP and
$25, while each Lackey,
Thug or Bandit that is
brought in nets each Hero

5 XP and $15.

For each Villain that is
killed off, each Hero gains
5 XP and $10, while each
Lackey, Thug or Bandit
that is killed off nets each
Hero 5 XP and §5.

There is no set Reward
result for this Joh

There is no set Reward
result for this Joh.

Frmore

If the Heroes fail to finish
the Job they have made
somebody very angry The
next time the Heroes go
ot on a Mission, add a
Growing Pread card 1o the
stack at the beginning of
the Mission.

For each person that

the gets killed as a result
of their hit conract,

the Heroes suffer D3
Corruption Points,
ignoring Willpower. i the
Heroes quit the Job early,
then it is assumed that the
rest of the people on the
hit list are killed off (max 6
people on the list).

If the Heroes fail the Job,
then some other group of
real Heroes is able 1o kill
and capture the gang of
outlaws before vou. Youre
out the reward money.

There is no set Failure
result for this Job.

Any Scavenge tokens that
are not sold by the end

of the Time Limit are
removed from the Possels
inventory: Each Scavenge
token is worth $50 and
that is deducted from

the Posse’s gold for each
Scavenge token removed
in this way (1o be split
amongst the Heroes however
they war).
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Job « Science o Escort
A dumnfool scientist
is wanting o movel
with the group and
take samples of some
of the things the
Frsse comes acmss
As bng & he makes
it back out alive, your
shoukd ger a reward
out of it

Job « Outlaw « Train
I.',\: it avackihle if Law

Heroxes in Posse]

A muin robber 5
wantig @ group i
badk him up for a
hocrarive hesst He has
all the angles worked
ont, he st needs
some tough hombres
i ger him in and
out No casualties
and youll be long
gone before anvbody
Sigures out what's
going on

Locarion/
Toue Lmrr

No Locarion

Nn'im
Livor

Ramroap
Hex

1 pavs

Descarprion

The Scientist joins the Posse as an ally and will trave

with the group as an extra model. He has the following

No Combat actions available
Move 4

Health 4 (Def 5+)

Sanity 5 (Will 5+

Cunning 5

Any Wounds or Sanity damage that affects the
Hermes dunng Encounters, also affects the Sciennst

While in any Other World, the Scientist may give up
his move to collect a sample or gain some new scientific
insight. The Scientist should make 2 Cunning 5+ test o
determine whether he successful or not. The Scientist
can do this up 1o 3 times per Advenmure/Mission,Job,
once per Other World Map Tile.

You may take on other Jobs while the Scientist ravels
with you. Whenever you finish a Mission with the
Scientist, vou gain the Reward You may end your
contract with the Scientist at any time, but if you're in
the middle of a Mission at the time then the Scientist i
assumed 1o die in the Mines and the Job is failed

At the end of everv Adventure/Mission/Job in which
the Scientist traveled with the Posse, roll a D6 If the
result is equal to or less than the number of times the
Scientist has gone out with the Posse, then the Scientist
himself decides he has had enough and the Job is
complete.

Before serting out the Posse will need at least 1
Dynamite Side Bag Token.
Two if vou want to blow the safe open.

The Posse will need to perform the Search action on
Railroad hexes until they find the designated meeting
spat with the first Clue Ieon (ignore any other results
when this is found). At that point the Posse will need 1
follow the precise instructions as laid out by the Train

Robber.

1) Blow the Dynamite Sice Bag Token on the tracks.
One Hero needs 1o make a Cunning 3+ west. If a 1 is
tolled, that Hero takes D3 Wounds, ignoring Defense.
Each Hero may atempt this as long as you have
Dynamite. As long as at least one Hero succeeds, the
rest of the plan will contimie on.

2) Enter the train and ke out the guards before they
can raise the alarm. The Posse will need © make an
All Heroes Agility 3+ test followed by an All Heroes
Strength 4+ test. As long as at least half the Posse
succeeds in these tests (rounded down), the rest of the
plan continues on.

3} Get the safe open using precision or just blow it
open. To wse precision, any 1 Hero will need 1o make
a Cunning 5+ test. To blow open the safe, any 1 Hero
can use 2 Dynamite Side Bag Token and make a
Cunning 3+ test, but for each 1 that is rolled, the Posse
gets $100 less for their reward. The Posse only has time
to perform two attempts for either option. As long as
the Posse gets at least one success, they have gotten the
Ioot and the Job is complete.

At the end of each
Adventure, Mission, or
Job that the Scientist has
raveled with you on, the
Posse gains (x$100 for
each success the Scientist
had whike collecting
samples in the Other
World.

At the end of every
Adventure/Mission,Job in
which the Scientist traveled
with the Posse, roll a DA
If the result is equal o

or less than the number
of times the Scientist has
gone out with the Posse,
then the Scientist decides
he has had enough and
the Job & complete.

If the Posse is successful in
pulling off the Train Heist,
their share of the loot
comes to [ x8100 for the
Posse, split hoavever they
want. In addition, each
Hero gets 30 XP.

I e
ey A i

Famure

1If the Sciemtist is killed
while on a Mission with
the Heroes, then each
Hero takes

Corruption Points,
ignoring Willpower, for
letting the squirrelly-lisde
guy get killed while under

their protection.

Otherwise if the contract
is ended with the Scientist
while in Town or the
Overland map, then there
is no Failure result

If the Heroes fail 1o get

to the designated meeting
place in fime or if some
part of the plan goes

awry, causing it to fail, the
Possse has failed © follow
through on the bank heist,
losing out on their share
of the loot

In addition, each Hero
now gains the stanis
‘Wanted” until the end of
their next Advennire. Fach
Hero gpins the keyword
Outlaw’. At the end of
each day in Town, roll a
mmber of dice equal 10
your Hero level. For each
6 rolled, gain 10 XP and
you may choose to either
pay a $50 babe to sty or
you must immediately end
yvour Town Stay
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Guard Duty

The Demon

Keywonns /
Bacrcrounp

Job « Supernatural «
Mandatory!

A canman of insane
religious fanancs

& making their

way thmough the
region, kad by their
mystenious King in
Yellow: Al those they
OO N0 gt
with are driven mad,
cunt you stop them
before they destabilize
the region’!

Job + Merchant
Escort

A merchant mnveling
from Town to Town
& in moed of some
protection with some
of the higher end
wares el camying

Job + Supernatural

« Tight

A strong concoction
known as “the
Demon Drink™

#s making its way
arouud the region
and gerting the Jocals
piss dnmk. People
want some peace and
quiet o rerum o the
oW

Locas, Town

No 'i'mr:
Livar

Ranpom
Town

T pavs

Descriprion

Place the King in Yellow token at the Mine hex. At the
beginning of each day, the King wken will move one
hex towards the nearest Town (choose 1 ff multiple
Towns are the same distance). If the King woken enters
the Town hex, then the ownsfolk are driven raving
mad by the King and his degenerate retinue. The Town
Type is changed to Town Ruins (if applicable) and
remove all other Town Traits and add the Town Trait
“Religious Cult (Strange)’ to the Town. This madified
Town Trait reads the same as “Religious Culr', except
swap out the keyword Holy' with *Spange’ in the
description. The King twoken is never removed until
defeated in a Fight and will continue traveling from
one Town to the next (even if the Heroes are all KO'd
during their Figh).

To stop the King in Yellow, the Posse will need 10 enter
into> the same hex as the King token and engage in

a Fight on a Termain battlemap. Roll an Epic Human
Threat. All the Enemies in this Fight have the ability
“Fear (2) - A Hero starting their Activation adjacent
automatically takes 2 Horror Hits™ Randomly choose
one of the Villains to be the King in Yellow. When the
King in Yellow is killed, transform that model mto an
XL Monster Enemy at full health instead. The Job is
cnmplete when all Enemies have been defeated.

i 2 PTOD 5 § ra model He 2 fo i
s

No Combat actions available

Move 4 (during Combar)

Health 5 (Def 4+)

Sanity 5 (Will 5¢)

Any Wounds or Sanity damage that affects
the Heroes dring Encounters, also affects the
Merchant

The Posse will need to travel from Town to Town with
the Merchant (simply entering the Town hex is enough,
do not need 1o go for a full Town Stay). At the end of
each day of travel the Posse should draw an Exploration
Token and follow through with any Encounters or
Amacks, however ignore any other Clue/Gate/Door
Tcons, If the Merchant is ever KO'd, he is killed and the
Job is failed. The Posse may end the contract with the
Merchant at any time and complete the Joby but if the
Posse is in the middle of a Fight when they do this, the
Merchant is killed and the Job is failed.

After each Town is visited with the Merchant, roll a D6,
If the number is below the mumber of Towns already
visited with the Merchant, then the Merchant has sold
out of wares and doesn't require the Posse’s services
anymore and the Job is complete.

‘The Heroes need to come into Town and bust some
sense into some of these locals, b ain’t nobody wants
people to get killed. You just need to apply a linle
persuasive pressure to get these drunkards to sober up

Ambush - Medium Human Threat! These locals are
drunk and won use any Ranged antacks. If any Guns
are used or any of the Human Enemies are killed, this
Job is faiked and it tuns into a bloodbath. You may use
the Capture action on the Drunkards instead of killing
them. See ‘Expanded Combar’ for nules on Capturing,

his insane followers are

defeated, then the Heroes
each draw an Artifact card

from a random Other
Wonld (only one Other

Waonld for all Heroes), All

Towns that were numed

into Town Ruins remain

that Town Type, but reroll
any Town Traits that were
changed to ‘Religious Culr

(Strange)’. Everybody
affected has lost their

memonies and have come

out from the experience

eompletely chanped

For each Town that the
Posse visits with the
Merchant, each Hero

gains 15 XP and $50.

If the Heroes manage to
knock some sense into
these folks without shots

being fired or folks gettin’

killed, each Hero eams
50 XP and $75 from

some happy locals that can

finally get a quiet night's
sleep

If the King in Yellow and

If the King in Yellow
makes his way through
more than half the un-
Destroved Towns on the
Map, then the campaign
15 failed as the region

descends into madness and

an unstoppable wave of
religions maniacs sweeps

through the area and on

the rest of the world.

If the Merchant is killed
off, the Heroes lnse out
on any Rewand they

may have gained and in

addition, each Hero takes

D3 Corruption Points for

allowing him o die on
their watch.

Things in Town spiral
out of control and some

folks that was just looking

10 have a good time end
up with their blood and

entrails spilling out into the

streets. Each Hero takes

D6 Corruption Hits.

p—
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Keywonns/
Bacrcromn

Job + Merchant «
Delivery

A shap owner from
another town has
phacecd a special order
and needs you o ke
the stuf froim here

i there and bring

a receipr back here,
ansy enogh? Oh

yea, and they need it
quick, so get gong

Job + Outlaw +
Mandatory!

Whik the Prsse

s looking around
Jor jobs, a ganyg

of bapdis shows
up i Town and

is holding up Ical
husinesses. The
Posse has momens
i reace hefore the
handits muake off with
whanever vafuables
they am

Jib + Bounty

An infamous outlaw
who was hangad s
apparently not qui
so dead as people
thought The Jocal
sheriff &s wanting him
brought back jor

anather hanging

Job « Occult « Rescue
A demonic cule has
kidnapped a farmer’s
dmghter aned phon o
wse her as @ socrfice
i call farth an evif
entity: The firmer is
wanting the Posse i
find her and bring
her back home safe
and sound

Locarion/
Toue Lmrr

Locar Town
+ Ranpom
Town

No'i‘m:
Livire

Locar, Town

14 pavs

Descarprion

Starting from the Originating Town, you'll need ©
ravel 10 a Random Tewn and drop off an item and
then travel back 1o the Originating Town to pet your
reward.

The Posse should immediately begin a Fight using the
Tewwn or a Terrain batlemap The Posse will go against
a High Human Threat at one kevel higher than the
Heroes. This Fight will last until the bandits decide o
clear off. Staning the Depth tack from the Darkness
Start space, move the Darkness marker forward once
each murn. Also, push it forward whenever one of the
bandits is killed. When the Darkness marker reaches
the end of the track, the Fight is over and the rest of the
bandits flee.

Alernatively, if vou own the Fontier Town expansion,
vou may start a Shootour in the Seeers Town Mission
[Frontier:1] instead 0 resolve this Joh

The Heroes will need o travel ener the Mine and hunt
down the Undead Outlaw. The Heroes will stat on
the Mine Entrance Map Tile and all hasic rules apply

for this Mission, however, roll on the Human Threat
Charts instead of drawing cards. When the Heroes have
found the 2nd Clue Icon, they have found the Undead
Outaw: Ignore all ather results on the Exploration
Token and roll on the Epic Human Threat chart and
add an additional Brutal Outlaw to the Fight (same
stas, but change keyword Human 0 Undead). When
all Enemies have been defeated, the Job is complete.

If you own the Undead Gunslinger, you can use him

in place of the Brutal Outlaw for this Joh.

The Posse will need to travel to the Cult's underground
lair (the Mine) in an atempt to rescue the Girl from
certain death. The Mission will begin as a Search Party
Mission | Basic:4Jand will obey all the same rules as

if the Posse were rescuing the Farmer’s Daughter
Hewever, do not draw Threat cards and instead roll on
the Human Threat charts whenever Threats are called
for. Each of the Humans here is aided by dark magiks
and each point of Damage that they do does and
additional 1 Horror Hit to the Heroes. Each Enemy in
this Mission also has the keyword ‘Demon’ in addition
to any others

When the Heroes find the 3rd Clue on this Mission,
instead of rolling to see i the Famer’s Daughter is
alive at the end of the Mission, they roll to see if she is
still alive as soon as the Objective Room is discovered
(same rules still apply as in the Mission rules).

However, if the Girl is dead when the Hemes get
there, then the Cultists have finished their fiendish ritual
and have opened up a Void Gate to summon forth

a terrible entity, One X1 Monster with the keyword
‘Demon’ is added 10 the Fight, in addition to the Epic
Human Threat the Posse must face The Mission is not
complete until all Enemies are defeated.

The reward is determined
by the number of davs it
takes to reach the other
Town and the number of
hexes from one Town to
the other (shorest distance
possible, not the number
of hexes raveled).

1day. $20 per hex
2 days: 815 per hex
3 days: SI0 per hex
4 days: 35 per hex
5+ days: S1 per hex

If the Heroes manage

1o kill of more than half
of the bandits {rounded
up), they keep any of the
bandits from making off
with their ill-gonen gains
and each Hem in the
Posse pains 25 XP and
850.

If all of the bandits are
defeated, the Heroes each
gain 50 XP and $100.

If the Prsse is successful in
killing the Undead Outlaw
(again), each Hero gains
30 XP and $100.

If the Heroes successfully
complete the Mission,

each Hero gains 75 XP. If
the Farmer’s Daughter was
brought back alive, they
also may either remave up
to 3 Corruption or gain
+] Saniry.

the package the folks in
the Originating Town
won't care much for the
Heroes anymore and will
permanently increase
their prices on all Purchase
Ttems and Services by $25
for all Heroes during their
Town Stays.

"

Nice job assholes.

If the Heroes fail 1o kill
more than half of the
bandits before the Fight is
over then the bandits make
off with their eamings,
crippling the economy

of this Town. Half the
Town Locations here are
Clesed because of this
(Destroyed).

If playing with the Frontier
Town expansion, this
Town’s Type is converted
o Town Ruins.

I the Posse faiks o take
out the Undead Outlaw,
he goes on a crime spree
in the Town nearest

the Mine and shats up

the place premty good 1
Random Town Location
in that Town is Destroyed

from a fire that gets started.

If the Heroes fail the
Mission, each Hero takes
D3 Conuption Points,
ignoring Willpower,

and whatever it was that
these Cultists summaned
escapes from the Mine
and Destroys 2 Town
Locations from the nearest
Town before it is brought
down.



e

The Ones
We Love

o g

Keywonns /
Bacrcrounp

[Not availabe if
Chtlve Heroes in
_‘iu_u.'l.'

A gang of hooliguns
has been harassing
mavelers on the

rowadd and 15 time
somebady put a stop
o therr hijinks A
Jncal kewman wants
w0 caich whawer it 5
by sending a aarriage
through the area as
a tnip

Job « Law + Rescue
A group of bandits is
holed up with some
hostages Thev've
been comered by
some Marshak, but
the Marshak are
afraid 1 escaloe
things by going in
thiough the front
door if it might get
the hastages killed

Job « Merchant «
Escort

A rich businessman
B wanting o go
hunting for some
exatic beasts and
needs an escort.

Job « Rescue «
Mandatory!
Somebody has
tuken o member of
a random Hero's
Jamily hostage and
5 drearing o
Kl them in 10 dins
unless a parmsom i

paid

Job « Law « Investigate Rm

Locarion/

Tme L

No Tme
Lvar

Ranpom
Mmne

T pays

Forest Hex

T pavs

T R e T R ——

Descriprion

The Heroes will need 1o travel to a Road hex and
perform a Search action. When the Heroes find their
first Clue Icon, they have found the perfect spat to set
an ambush apainst whoever it's been thar's been holding
up these stage coaches

Begin a Fight on a Larpe Ternin battlemap against

2 Medium Human Threat. The Heroes begin in the
middle of the map, the Enemies stant at a random
edge. Each tum, add anather Low Human Threat

1o the edge of the map (roll D6: 1=North, 2-3=East,
4=South, 5-6=West). Use the Depth track and make
Hold Rack the Darkness tests each mm. For each Enemy
killed, move the Posse tracker one space forward on
the Depth track (2 steps if plaving with 1 or 2 heroes).
Whenever the Posse tracker move from one stage to
the next (steps 10 & 5), all Enemies immediately pet a
free artack

When the Heroes make the Hold Back the Durkness test
each wrmn, if they roll higher than the current step that
the Posse tracker is on, reinforcements stop coming and
the Job is complete when all remaining Enemies are
defeated.

The Posse will need o travel to the Mine and begin

a Search Party Mission [ Basic:4]. All nules will be the
same except that you should only roll on the Human
Threat Chart instead of drawing Threat cards.

If anybody in the Posse uses Guns at any point in the
Mission before the Objective Room is reached, the
bandits will be alerted and will awomatically kill the
Hostages (thought the Mission is not awtomatically
failed ar that point). The Posse may ignore Anack results
on Exploration Tokens if they make a successful All
Herces Agility 4+ test each time those are drawn as
they stealthily avoid a Enemy patrol. At the end of the
Mission, do not roll o see if the Hostages are alive
or dead, it will only be dependent on how the Prsse
performs during the Mission.

If the Darkness Marker reaches the end of the Track,
the Hostages are all killed and the Mission is failed.

"The Posse can go to any Forest hexes and perform
Search actions to generate Fights. The Posse may draw
a Threat card on Clue Ieon results in addition 1o the
nommal Attack or Ambush results The Posse should
keep track of how many different types of Enemies they
fight The Posse may engage in as many different fights

for this Job as they'd like.

Chocse a Random Heroy, that Hero has had a relative
kidnapped. To pay the ransom and immediarely
complete the Johy the Posse may pay D3xS1000 (the Job
will be aompleted with no Reward or Fathure results).

If instead the Posse wants 1o try to rescue the hostage,
they may travel to the Mine and go on a Search Party
Mission [Basic:4]. All Set Up and Rules are the same,
however any Enemies encountered in that Mission
should be rolled for on the Human Threat charts
instead of drawing Threat cards for Monster Enemies
Ignore the nonmal Reward Failure resulbs from that
Mission description as well

Rewnzo

Each Hero gains 50 XP
and S150.

If the Posse is successful in
completing the Mission,
each Hero gains 50 XP.

If all the Hostages are alive
at the end of the Mission,
then each Hero also gains
D3x$100 and gnins +1
Max Grit.

If the Hostages are

killed, each Hero takes
D6 Corruption Points,
ignoring Willpower, as the
loss of so many innocents
weighs heavily on their
sols

For each different and
unique type of Enemy
that the Heroes fight, they
each gain an additional

10 XP and §25, on 1op
of whatever else they gain
from the fights themselves

If successful, each Hero
gains 30 XP and the Hero
whose family member
was kidnapped gains an
additional 20 XP on top
of that

Frmore

Each Hero is beaten up
pretty badly by the gang of
outiaws and they [ift some
gold off you while vou're
knocked out. Each Hero
loses - x850 and rolls on
the Injury Chiart

If the Heroes fail the
Mission, each Hero takes
D6 Corruption Points,
ignoring Willpower, as the
Ioss of so many innocents
weighs heavily on their
souils

There is no set Failure
result for this Joh.

If the Job is failed, then
the family member is
killed and the Hero who
Iost the family member
takes D6 Corruption (no
Willpemver save) and also
rolls once on the Madhess
Chart

SgO[F-
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#
Time
9

Killer on
the Loose

Keywonns/
Bacrcromn

Job « Death «
Investigate

A kaller stafks the
Towvn and each night
keaves the muntilosed
compse of anather
Lady of the Nighr

in the mickdle of the
o square. Despire
comstunt patrol, no
one has anighe sighr
aof this foul flend

Job « Supematural «
Outlaw
Same kind of anifact

has been stoken by a
group of bandis and
there’ no wlling what
ir’s done o them

Job « Supernatural «
Mandatory!

A Gare i an Cher
Weded has opened
up in the mickdle of
a Tovmn, Jr coudd
destroy the Town if
the group doesnt
drme the gure in time

Job « Outlaw « Politics
Two gungs are

wing for control of
this Tomn, you can
deade beween therm
ar iy to pit the mo
Qungs aguinst each
other Its o defioome
bakmcing act

Job « Supernatural

+ Train

Word is that
fiendish engine has
been teronizing the
rail fine, wavimving
trums aid causinkg

a general nuckus
Truck the muin Gown
and end is reign on
the railk The tram
dbesit seem appear
10 anyone ebe exaept
for those on the uins
themsehex

Locarion/
Toue Lmrr

Locar, Town

1 pavs

Ranpom
Mme

14 pays

Ranpom
Town

5 pavs

Locar, Town
No Tive

16 pavs

Descarprion

Each day that the Heroes spend in Town they need
to investigate what Clues they can find. At the end of
each day draw an Exploration Token. If a Che Ieon

is revealed, any number of Heroes may devote their
next day in Town to investigating that Clue. Tnstead of
visiting @ Town Location, each Hero that is investigating
st make a Cunning 5+ test and if at least half the
Heroes investigating succeed on this test (rounded up),
the Heroes have tracked down a lead. The Heroes must
successfully track down 3 leads in this way in order to
successfully find the Killer.

Upon finding the Killer, the Heroes must then engage
in a fight with a single Brutal Human Villain two levels
above the Posse’s Threat level

The group must travel to the Mine and begin a Hive
of Sam & Vilksimy Mission [HexCrawl1] w find the
artifact. However, the artifact & warping the criminal
gang and each Human Enemy there also has the ability
Terror (1) in addition o all their other normal abilites

Terror (1): A Hero starting their Activadon on the
same Map Tile automatically wakes 1 Horror Hit.

Immediately Destroy one Random Town Location in
the affected Town The Hermes must mavel to the Town
and engage in a fight against an Epic Level threar Begin
the Fight on a Town or terram bardemap and place a
Gare tile on the opposite, middle side of the board. This
Gate is considered adjacent 10 the edge of the hardemap
To dlose the Gare the Heroes need 1o defear all Enemies
on the board,

While in this fizht, make a Fokf Back the Darkness roll
each mm. Each time this roll is failed, draw a Low
Threat card and add those Enemies around the Gate.
On a large Overland barlermap or the Town badernap,
place two sets of High Level Human Threats at either
end of the battlemap and place the Heroes in the center
The Posse must make an All Heroes Cunning 5+ test
1o see how well they can play the two gangs against
each other For each success, remove one Enemy from
both of the gangs. Atter the test is finished, if there are
any Enemies left, the Heroes fight whoever is left. All
Enemies will attack the Heroes, having realized their
deception they band together just long enough 1o take
vou bastards ot

You'll need o ride a rain on the rail line 1o encourter
the Hell Train and exorcise it from the tracks, Each time
you ride on the rail line, draw an Exploration Token,
but ignore all resubs from the Tokens apart from Clue
icons. When you come across a Chee icon, vou have
found the Hell Train and have a chance at rving to
exorcise the foul engine.

To defeat the Hell Train, the Posse may attempt 1o
either perform an exorcism by making three consecutive
All Heroes Spirit 5+ tests or by tossing dynamite into
the Hell Train. One Hero needs to make a normal
Range attack to oss the Dynamite in and each Hero
only has one chance per encounter 1o toss Dynamite.
You'll need 0 do a total of 10 damage o the Hell Train
to destroy it If a 1 is rolled on a Range attack roll, you
have blown up your own train and derailed it

If your train is derailed, each Hero takes D8 Hits and
place the Posse midway between towns on a Railroad
hex. That section of Railroad that the Posse is also out
of service until the end of your next Adventure.

If the Heroes are
successful in sopping the
Killer, each of the Hemes
is rewarded with 50 XP
and D3x850. The Hero
that struck the killing blow
also gets an additional
$100 and gains a bonus
Revive wken usable only
by them.

If successtul, each Hero
gains 50 XP and the Posse
finds ome Random Mine
Anifact The Posse may
sell it back o the science
folks for twice its listed
valie,

If the Heroes are
successful in defeating
the Enemies and closing
the Gate, the Town s
saved and the people sing
vour praises for saving
them. Prices in Town are
permanently 825 less for
the Heroes (minimmum
525). In addition, each
Hero gains 30 XP

If the Heroes are
successful in finishing off
the two rival gangs, choose
a new Type or Keyword
for the Town o it was
Outlaw” before.

The citizens here are
grateful for your help and
reward the Heroes with
$300. Each Hero also
gains 50 XP,

For cleaning the tracks of
the Hell Tiain the Posse
gains 35 XP and a wealthy
railroad baron rewards the
Prsse generously with a
lifetime of free ravel on
the rail line. For the rest of
the campaign, the Heroes
may travel for free along
the rail line any time they
travel from the town that
onginated this Joh

The Hermes fa ;i
killer as the bodies pil
Cnnefrhgetwedﬂﬁ.
close up shop, heading
ou 1o safer pasmres. 2
Random Locations in
ths Town are now Closed
(Destroyed)

If the artifact is not
recovered from the pang,
then they go out on a
rampage. The nearest

Town is Destroyed.

If the Heroes are
unsuceessful in cosing the
Gate, the entive Town itself

is Destroyed

H the Heroes fail to finish
off the gangs, they proceed
to 2o on a rampage. They
Destroy two Random
Locations in the ensuing
contlict. In addition, the
Town keyword is changed
to Outlaw and the Town
type is changed 1o Outlaw
Town (remll any affecied
Tewmm traits if necessary).

Permanent Effect:

The Posse has failed to
stop the Hell Train and
it continues its hauntings
across the region. Train
lines pull out of the area
and won't run any trains
on these lines, ifs just not
worth it 0 them.

The Heroes may not
travel on the Rail Line

by train for the rest of the
campaign. Railroad hexes
still count as Easy terrain
when traveling across the
overland map, but there
are 1o passenger wrains
munning on the tracks
anymore,



The
Fountain

Kevworos/
Bacrcrounn

Job « Performer «
Rescue

A saloon girl
nm off to pom a
harem for a moveling
magician. Her
friennds aarxd Aumnih
think she mayv have
been brainwuashed

or worse. Youll nead
i fd the Cannvan

first and then nalk the
girl it coming back

.'l?t L1

Job « Law « Fight

A newly badged
sherif is going to
need some help
keeping ander in
Tomm and asks Jew
the Frsse t assist
in taking down the
bandrs thar creared
his job opening in the
first place

Job « Supernatural

A legendary founam
is sand 1o exsse with
rmvsaical healing
properties thar can
heal an incurable
disaase from a ching

11

Job « Find

A refugee of
Brimstone comes to
vour foeking for
They had an okd
farmify heidoom that
they werent ahle to
take with them when
thev fled pmm. Ther
don’t have much, bur
ired mean the workd
w0 them Jf vou could
get it

Locarion/
Tme Lowrr

Rosp Hex

No Tz
Lot

T pavs

Descriprion

The Posse will need o travel along the roads around
Brimstone o first rack down the magrician’s caravan
itself. The group will need 10 Search road hexes unil
they have found 2 Gate icons. Upon finding the 2nd
Gate won, disrepard any encounters or attacks that
ocaur. Instead you have tracked down the Caravan and
mist now v 10 convinee the Saloon Girl o leave

To convinee the Saloon Girl voull need o make an
All Heroes Cunning 5+ test. If this attempt fails, you
can either kil the Job or try 10 kidnap the Saloon Girl
by force. The group will need 0 make an All Heroes
Agility 5+ test & a single Solo Strength 4+ test 10

try to sneak into the Caravan at night and abduct the
Saloon Girl If either of these attempts fail, the group
must fight against a High Human Threat {add +1
Saloon Girl 1o the Enemy group)

If the Salnon Girl is killed, vou fail the Job. The group
may
her back to the Originating Town to complete the Joh
See 'i'.xp.)ndud Combat’ for rules on Capturing,

The Posse will need 10 hunt down the Bandits around
the Town and take them out. To hunt the Bandits,

the Heroes need 1w Search for 2 (
surrounding hexes around the Town. Upon finding the
second Clue Icon, ignore whatever other results you
find on the Exploration Token and immediately begin
a fight against a Hich Human threat using a Terrain
battlemap

lcons in the

The Heroes must go into the Mine and successfully
complete an Exploration Mission | Basic:2Jw finish this
Joh. All rules are the same as a normal Mission (ignore
the regular Faihue results), except that the Heroes must
make it through o at least the 10 space on the Depth
Track when they encourter the Dead End Showdown
tor the Fountain to be encountered. Upon finding the
Fountain and eliminating the last Enemy; the Heroes
must still make it hack to the Originating Town in time
o give the dving man the miraculous healing water.

The Posse will need w travel o the ruins of the former
Town of Brimstone and begin Searching the hexes
there until they come across an Exploration Token
with a Gate and a Clue Tcon. Ar that point the Heroes
have found the family heirloom in the wreckage that

is Brimstone. All Fights that occur while se:
Brimstone will be Monsters {no Humans travel around
Brimstone) and draw Threat cards one level higher
than the Posse’s level. When the Posse finds the family
heidoom and retums it back to the Originating Town,
then the Job is complete.

arching

tiempt o Capture the Saloon Girl and must bring

Rewnsp

You've brought the girl
back 1 her friends and
family;, whether she wanted
1o or not. Each Hero gains

30 XP and $100

If the Bandits are found
and \i‘il‘ﬂh‘i each Hero
receives 30 XP and §100
for helping the sheriff

to bring law and order
hack 0 the Town and the
surrounding area

Each Hero receives 25 XP
and $300 for saving the

dving man’s life.

If the Heroes are able

0 s I((L‘.\\T-!I!ll' L'mnph"n‘
the Job and retum the
heidoom 1o the ownsfolk,
then each Hero gains 50
XP and may gain their
choice of either +1 Sanity
or #1 Health,

FriLvre

You hawe failed to bring
back the Saloon Girl, each
Hero in the Posse takes
Dé Corruption Hits for

the guilt they feel

Since you werent able 1
get rid of them bandits,
they've decided upon
themselves 0 hold early
elections and have vored
the new Sheriff out of
office and into an eary
refirement

[hat Town descends inwo
anarchy and has now
become an Outlaw Town.

If the Heroes don't make
it back in time to save the
dving man, each Hero
suffers D8 Corruption
Hits from the knowledee
that they failed 10 save

his life.

If the Heroes fail 1o
recover the heirdoom, then
the townsfolk who hired
them get tired of waiting
around and go out in
search of the heirloom
themselves In no time at
all they're savagely ripped
apart by the things that
infest those town ruins and
die hormble deaths. If only
vou had followed through
on your word, instead of
hacking out like a coward.
Each Hero in the Posse
takes D3+1 Corruption
Points, ignoring
Willpower, for backing out

on the deal.




