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Beware the Sack Man!
Miriam Hawes, matron of the Hawes Home 

for Wayward Children, is a fair yet stern 
caretaker. But her oft-spoken admonishment—

“You’d better behave yourself, or the Sack Man 
will snatch you from your bed and carry you 
off!”—has taken on a devilish life of its own, with 
a little help from the Reckoning’s dark magic.

A series of dreadful accidents has plagued 
the Hawes Home for years—a night watchman 

fell down a flight of stairs and broke his 
neck, handyman Bert Twill slipped 

from a ladder and was killed when he 
landed on his upturned tools, and even 
Miss Hawes took a nasty spill last 

summer and sprained her 
ankle. And there has been no 
shortage of orphans quitting 
the place to seek better 

fortunes elsewhere.
Only the children who remain 

know the terrible truth—all the 
“accidents” were the Sack Man’s 
handiwork—and not a single 
adult believes them!

The Sack Man has terrorized the orphanage’s children for years...but 
on Christmas Eve, 1883, he goes too far.

The Fright Before 
Christmas

About This Tale
The Fright Before Christmas is a lighthearted 

Savage Tale for four to six Novice Rank 
characters in Deadlands: The Weird West. We 
assume players take on the roles of children 
at the orphanage. You can find customizable 
statistics for your players on page 4, making it 
a snap to play as wards of the Hawes Home for 
Wayward Children.

Alternatively, if the Marshal uses this 
adventure as part of an ongoing campaign, a 
traveling posse might seek shelter from the 
blizzard at the orphanage and thus become 
drawn into events. In that case, the children 
might join up as allied Extras.

Fear Level
As the tale progresses, the Fear Level rises 

steadily to reflect the growing tension. Players 
should figure out the numbers quickly as you 
call for Fear checks, but it’s preferable to keep the 
heroes guessing in-game. Rather than saying, 

“The Fear Level goes up by 1,” describe the hairs 
standing up on the backs of their necks, or how 
they feel a chill pass through the room. Maybe 
the entire house shudders and creaks as stiff, 
wintry wind buffets it. Shadows seem to move 
of their own accord, and heroes catch glimpses 
of unsettling shapes in their peripheral vision.
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DeaDlanDs: The FrighT BeFore ChrisTmas

Playing as the Orphans
These stats approximate a young ward of 
the state, about 8–10 years old. Hand out 
this profile to each of your players and ask 
them to customize the following aspects:

• Name.

• Gender.

• Appearance.

• Assign 5 skill points as desired.

• Choose one Minor Hindrance.

• Choose three Novice Edges for which 
she meets the Requirements.

• Your Worst Nightmare (this one’s 
important—don’t ask why, amigo, 
it just is).

If the Marshal is game, experienced 
players can feel free to redistribute their 
Trait die types for attributes and skills, 
within reason.

Attributes: Agility d6, Smarts d6, Spirit 
d6, Strength d6, Vigor d6

Skills: Academics d4, Athletics d6, 
Common Knowledge d4, Fighting d4, 
Notice d4, Persuasion d4, Riding d4, 
Stealth d6, Taunt d4

Pace: 6; Parry: 4; Toughness: 4

Hindrances: Small, Young (Major) 

Edges: (Choose three)

Gear: Night shirt.

PART ONE: 
NESTLED ALL SNUG

Fear Level: 1
’Tis late in the evening on December 24, 1883. 

Location: about two miles north of Dodge City, 
Kansas. A fierce blizzard blankets the landscape 
in snow and ice. Assuming your group takes on 
the roles of children at the Hawes Home, read 
the following passages to fire the starter’s gun:

It’s Christmas Eve at the Howe Home for 
Wayward Children. Fierce wind rattles the 
shutters as the blizzard pours snow upon 
the orphanage. But neither you nor the other 
wards of the state can sleep at all, partly due to 
excitement. But mostly fear.

Sure, visions of sweets and sugar-plums 
and maybe a few toys donated by Dodge City 
citizens dance in your heads. But you’ve lived 
here at the orphanage long enough to know 
about its other resident. Miss Howe always 
teases you about the Sack Man, saying he 
kidnaps naughty children in the dead of night.

What Miss Howe doesn’t know is the Sack 
Man is real. 

So you lie awake, wondering if tonight is the 
night the Sack Man will toss you in his bag 
and take you away forever. Waiting to hear his 
claws scratch on the floorboards. Straining to 
hear the creak of a closet door stealthily opening. 
But just then, outside on the snowy lawn, you 
hear the most hellacious clatter arise.

What do you do?

Matron Hawes is long asleep—her snoring 
is faintly audible throughout the orphanage at 
night—so the orphans may creep from their 
beds to investigate. When they do, read this:

You streak to the windows in stocking feet, 
tear open the shutters, fling up the sashes. 
Outside, though snow falls steadily, the purple-
gray glow of the clouds grants everything below 
the luster of midday. Over the wind’s howl 
you think you hear a voice—a small, strident 
voice—barking commands. Then there’s a 

tinkling, and a jingling, and the faraway clatter 
of tiny hooves on the gabled roof.

Could it be...?
But then another sound reaches you in the 

cold silence. A nasty, furtive sound. A hall 
closet stealthily clicking closed. A shuddering 
breath in the corridor. Soft steps clicking up the 
back staircase and out of hearing. Now what?
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DeaDlanDs: The FrighT BeFore ChrisTmas

Clearly, the children are the only force 
standing between the Sack Man and Santa 
Claus himself. They must steel themselves to 
face the critter that’s terrified them for time out 
of mind. If players wish to gather armaments, 
pickings are slim in the dormitory. Success on 
a Common Knowledge roll tells a child the 
kitchen downstairs is the likeliest place to find 
proper, improvised weaponry.

PART TWO: 
CRITTERS ALL STIRRING

Fear Level: 2
Run this section if the orphans choose to visit 

the kitchen. Even as they pick out weapons to 
fight the Sack Man, there’s a reminder of the 
terrible danger they face.

Call for Stealth rolls as they descend the 
staircase. Then read this to the group:

The house has gone deathly still. A creak 
in the kitchen door’s hinge is the only sound 
as you creep into the kitchen. Ghostly white 
radiance spills in through the windows, shed 
by the storm outside. Wind rattles in the eaves. 
You’d better hurry.

As the children enter the room, they startle a 
half-dozen mice feeding on a ripped grain sack. 
The tiny rodents flee into the corners and vanish, 
squeaking and skittering all the while. Call for 
a Fear check but give players a +2—they’re only 
mice, after all.

Each success and raise on a Notice roll allows 
a child to find one weapon. They may trade 
among themselves as desired until everyone 
has appropriate gear. If players ask about 
firearms, the children know of only one in the 
house: a Derringer (Range 5/10/20, Damage 
2d6, RoF 1, AP 1) in Matron Hawes’s bedside 
drawer—strictly for self-defense.

The following weapons are readily available, 
but the players may suggest and find other items 
in the kitchen with the Marshal’s approval.

• Kitchen knife ×4 (Str+d4)
• Fireplace poker ×1 (Str+d6, Min. Str d6)

• Fireplace shovel ×1 (Str+d4+1, Min. Str d6)
• Potatoes ×20 (Range 3/6/9, Damage Str, 

RoF 1)
• Rolling pin ×1 (Str+d4, Min. Str d4, 

Improvised Weapon)
• Stove plate ×6 (Str+d6 or Range 1/2/3, 

Damage Str+d6, RoF 1, Min. Str d6, 
Improvised Weapon)

Something to Dread
While the children parlay among themselves, 

the Sack Man creeps into the kitchens to frighten 
them back to their beds—or at least slow them 
down. Call for another Notice roll. With success 
a child hears a creaky hinge in the next room. 
On a raise the faint sound of ragged breathing 
is heard as well.

The Sack Man is in the very next room, but he 
doesn’t leap out. He creeps ever so slowly up to 
the doorway, out of sight, taking his sweet time. 
As the creature takes a full three turns to sidle 
closer, players may roll Notice opposed by the 
Sack Man’s Stealth. Success on a roll picks out 
a claw scraping ever so slightly on the floor, or 
a slight disturbance in the air, or any noise that 
raises the tension.

Actually, the Sack Man uses its Malleable 
Special Ability to worm through a mouse hole 
and rise up directly behind a random child 
(if they haven’t run away yet). Describe to the 
others how an inky column of shadow rises 
behind the unsuspecting orphan...and opens its 
eyes as white as the snow...clutching an open 
barley sack in its claws!

Call for a Fear check from everyone who can 
see the Sack Man. Then deal out the Action 
Cards, Marshal! If the Sack Man can’t cow the 
children with sheer terror, it settles for trying 
to carry off one of them in its sack. If a child 
manages to Shake or Wound the Sack Man, 
it utters a terrifying shriek and flees at top 
Pace—for now.

Any loud or sustained noise wakes Matron 
Hawes, and she subsequently arrives three 
rounds later. At that point, if the Sack Man is 
still present it attacks the poor woman in a 
frenzy until she is killed.
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If Matron Hawes catches the children awake 
for no seeming reason, however, she hollers 
at them something awful, sends them back 
to bed (sans weaponry), and promises to tan 
their hides good in the morning. She brooks no 
backtalk and angrily dismisses any mention of 
the mythical Sack Man.

 0 Sack Man: See page 10.

• Matron Hawes: See page 9.

PART THREE: 
MOUNT TO THE SKY

Fear Level: 3
Run this section when the children decide to 

venture up the steep, rear staircase and explore 
what might have landed on the roof. Read 
this out loud:

A chill wind blows, admitting a dusting of 
snow that collects on the steps. The window 
on the landing at the top of the stairs stands 
wide open. In the dim light, you see a mess 
of toys—corn husk dolls, wooden soldiers, 
nutcrackers, a ball, and so on—scattered all 
down the staircase. It seems as if there was a 
struggle here.

Mere moments ago, the Sack Man lunged out 
the window onto the roof and grabbed hold of 
the tiny, jolly St. Nick (see page 11). The toys 
scattered from Santa’s toy bag as the loathsome 
creature tried to drag the wily little elf down 
the steps. Luckily for St. Nick, he wriggled free 
and managed to climb back up to the chimney.

Unluckily for the children, some of these toys 
are infused with the Sack Man’s foul influence. 
But they lay in wait until the orphans move 
up the steps.

Sam
ple 

file



7
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With success on a simple Athletics roll, a 
child can climb onto the windowsill and 
crane her neck over the dormer window. It’s a 
breathtaking sight. Read this:

Moonlight shines through a ragged break 
in the clouds. At the crest of the roof sits a 
shining, miniature red sleigh, no larger than 
a wheelbarrow, with brilliant silver runners. 
Hitched up to it is a team of eight tiny reindeer, 
stamping their little hooves impatiently 
and huffing indignant bursts of steam from 
their nostrils.

Success on a Notice roll shows the child that 
a large amount of snow was knocked from the 
roof, but a clear track of trampled snow ascends 
the rooftop to the high chimney (whose hearth 
is located in the playroom on the first floor). If 
a kid fails the Notice roll, the reindeer champ 
and stamp and try to draw his attention to it; in 
this case, success on a Smarts roll at +2 makes 
St. Nick’s trail clear.

Hopefully one of the children has, by this 
point, picked up a forgotten toy. Call for a Fear 
check as the thing’s tiny, malevolent face comes 
to life—and it lunges at the child!

Next deal out them Action Cards, Marshal. 
The steep, narrow staircase is considered 
Difficult Ground (see Savage Worlds) in a combat 
situation. Toys might cooperate in an attempt 
to topple an orphan down the steps; a fall 
inflicts 2d6 damage.

• Possessed Toys (1 per hero): See page 9.
• Reindeer (8): See page 10.

PART FOUR: 
ASHES & SOOT

Fear Level: 4
With the malevolent toys disassembled, the 

kids realize that Santa went down the chimney 
to the playroom. Run this section when the 
young gang makes its way to the tannenbaum 
for a final showdown with Sack Man.

There are two fireplaces in the Hawes Home, 
both on the ground floor: one in the kitchen and 
the other in the playroom. The children’s tiny, 
humble Christmas tree—decorated with simple 
popcorn and cranberries strung on a length 
of thread—is also in the playroom. Read this 
when the heroes enter:

It takes your eyes a second to adjust to the 
dimness, but then you see them—wonderful 
wrapped gifts under the tree, dolls and wooden 
soldiers wrapped in bows, stockings stuffed 
with oranges and other treats.

And you see HIM! A jolly little sleigh driver 
dressed in fur from head to foot, no taller than 
three-foot-one, his red clothes all tarnished 
with ashes and soot. He clenches a tiny stump 
of a pipe, and wreathes of its smoke encircle his 
head. Fat and red-cheeked and chortling, the 
little man beams at you.

But a column of inky blackness appears 
silently behind him. The arms go up! The 
barley sack plunges down! St. Nick vanishes 
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