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huntin’ down my posse. Killin’ ‘em 3
deader 'm doornails. Again.

. An’ stick that
My vittles

(ion, your friends
started. A whole

hat you done. Guess your
't know you was already
? Congratulations on
" your secret. Half the
ders I dig up can’'t manage it.
But that's not why I'm here. I need
to know who's Killin" off all my dead
men. Sfar as I can tell, a feller
named Stone's _ doin’ most of
the Kkillin'.

of ‘em have done some bad, but
ic were pure as-the-driven snow—
or that demon-inside ‘em, of

Stone don't seem to care either way,
and he can't have a-personal grudge
against as many Harrowed as he's
killed. An’ he ain't no over-zealous do-
gooder who thinks you're all
blasphemous abominations either.

Tell you the truth, I got a suspicion. I
think he’s killin’ anyone who puts a
serious dent in the Reckoner’s plans.
Scary ain't it? Could it be those bastards
are huntin’ us down? If it's true, it
means we got ‘em scared. That means
we're doin’ somethin’ right. So let's
keep up the fight. Are you up for it,
Marshal? I hope so. ‘Cause it's time to
ante up again. An’ it's only gonna’
get worse.
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C HAPTER ONE:

7 TTHERE WiILL Co
rAR

Welcome to the Weird West, Marsh

The Marshal's Handbook is one-ha
of the Deadlands: the Weird West
roleplaying game. The other book
need to play is the Weird W
Guide. That book tells the
to make characters and

e man has walked the earth,

e have been monsters in the world.
Itures have their bogeymen, night
, haunts, spirits, werewolves,
vampires, ghouls;-and zombies.
Collectively, they are “abominations.”
And they are real-don't let yourself
think otherwise.

Abominations dwell in the physical
world. In the spirit world—the Indians
call them the “Hunting Grounds’—
nature spirits and manitous are most
common. Nature spirits are generally
good or at least neutral toward the
affairs of man. Manitous are downright
evil.

Manitous drain fear and other
negative emotions the abominations
spawn, and they channel them back
to a special place in the Hunting
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you'll find out h

than the players got in their
ally, we repeat the important
from the Player’s Guide so
Il have them handy when you
need them.

But let’s start with what's really
going on with this whole Reckoning
thing.
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