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People have different opinions about when the Reckon-
ing began: on the battlefield at Gettysburg, when the Last
Sons killed the last Old One, or when the Great Quake tore
open the earth and brought ghost rock to the world. Historians
can argue all they want, but the common man knows the truth.
The Reckoning isn’t some stage show where the curtain rises
promptly at eight. Every person’s Reckoning begins at a dif-
ferent time, and deep down everyone knows exactly when
that is.

The Reckoning begins the first time you see a monster.
Monsters are the Reckoning. They are the fears of men,

walking around in the flesh. Everything else is just frosting. If
the Reckoners are going to beat mankind, they’re going to do
it with monsters. And if mankind is going to beat the Reck-
oners, they’re going to have to start by cleaning out all the
varmints.

Load your Winchester and pack a lunch. It’s time to go
hunting.

This book contains over 300 new creatures for use in
your GURPS Deadlands campaign, some of which are new
monsters never seen in any Deadlands supplement. It also
discusses organizations in the Weird West interested in mon-
sters, monster-oriented campaigns, and character types
involved with strange and unusual creatures, as well as rules
for playing many of these creatures as PCs.

GMs will need the GURPS Basic Set, GURPS Com-
pendium I, and GURPS Deadlands: Weird West. GURPS
Bestiary may be useful, but is not required.

About the Author
Michael Suileabhain-Wilson has been writing gaming

material since entering the cold, hard working world four
years ago. His previous work includes an assortment of
articles and reviews, as well as the GURPS Deadlands
Conversion Notes and GURPS Deadlands: Hexes. Besides
gaming, his interests run the gamut of ways to interact with
food, books, and people. Professionally, he dances a dead-
ly minuet with carpal tunnel syndrome, testing video games
by day and writing freelance by night. He lives south of San
Francisco with his fiancee, many hypothetical cats, and a
fabulous sofa.

About GURPS
Steve Jackson Games is committed to full support of

GURPS players. We can be reached by email:
info@sjgames.com. Our address is SJ Games, P.O.
Box 18957, Austin, TX 78760. Resources include:

New supplements and adventures. GURPS contin-
ues to grow – see what’s new at gurps.sjgames.com.

Warehouse 23. Our online store offers GURPS print
items, plus PDFs of our books, supplements, adven-
tures, play aids, and support . . . including exclusive
material available only on Warehouse 23! Just head
over to warehouse23.com.

Internet. To discuss GURPS with our staff and your
fellow gamers, visit our forums at forums.sjgames.com.
You can also join us at facebook.com/sjgames or 
twitter.com/sjgames. Share your brief campaign
teasers with #GURPShook on Twitter. Or explore 
that hashtag for ideas to add to your own game! The
GURPS Deadlands: Varmints web page can be found
at gurps.sjgames.com/books/deadlands/varmints.

Store Finder (storefinder.sjgames.com): Discover
nearby places to buy GURPS items and other Steve
Jackson Games products. Local shops are great places
to play our games and meet fellow gamers!

Bibliographies. Bibliographies are a great resource
for finding more of what you love! We’ve added them
to many GURPS book web pages, with links to help
you find the next perfect element for your game.

Errata. Everyone makes mistakes, including us  –
but we do our best to fix our errors. Errata pages for
GURPS releases are at sjgames.com/errata/gurps.

Page References
Rules and statistics in this book are specifically for

the GURPS Basic Set, Third Edition. Any page reference
that begins with a B refers to the GURPS Basic Set –
e.g., p. B102 means p. 102 of the GURPS Basic Set,
Third Edition. Page references that begin with CI indicate
GURPS Compendium I. Other references are BE for
GURPS Bestiary, CII for GURPS Compendium II, D:H
for GURPS Deadlands: Hexes, DL for GURPS Dead-
lands: Weird West, and G for GURPS Grimoire. The
abbreviation for this book is D:V. For a full list of abbre-
viations, see p. CI181 or the updated web list at
gurps.sjgames.com/abbrevs.html.
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should be modeled as Invulnerability (Any kinetic damage), a
300-point advantage; on the model of Vampiric Invulnerabil-
ity (see p. CI70), the first level of any Vulnerability is
assumed to negate Invulnerability for that form of attack.

Some creatures take only half the usual damage from cer-
tain forms of attack – this is Invulnerability with a -25% Lim-
itation, “Takes half damage.”

Plant Empathy see p. CI29
Plant Empathy is not as widely useful as Animal Empa-

thy, but the Weird West has its share of savage plant life run-
ning around – tumblebleeds (see p. DL115), bloodwire (see
p. 91), and so on. Animate plants need not be fully sentient
in order to get the reaction bonus for Plant Empathy; any
plant that is mobile and responds vigorously to its environ-
ments is eligible. Abominations that resemble plants do not
qualify, as they are supernatural creatures rather than true
plants.

Spirit Empathy see p. CI46
Spirit Empathy is a difficult advantage to deal with. Peo-

ple who have it don’t draw a qualitative distinction between
the quick and the dead; spirits are just people who are done
with their bodies. It can be a difficult philosophy to explain
to your average torch-wielding mob. Spirit Empathy works
on ghosts, zombies, manitou vessels, and certain abomina-
tions. It does not work on mummies or vampires, as those

C h a r a c t e r s !

In the Weird West, everyone has to learn how to deal with
varmints. On the frontier, unholy critters – the likes of which
have never been seen – are a daily occurrence. Back East,
where things aren’t quite so weird, people still make sure not
to walk by the old graveyard late at night. Some folks, how-
ever, decide to do more than just get by. They choose to step
up and take on the mess of critters that afflict the human race
– hunting them, taming them, or just getting rid of them at any
cost.

Advantages, Disadvantages,
and Skills

In a land where unwanted visitors can include not only a
scorpion in your boot and a rattlesnake in your sleeping bag,
but a giant rat in your basement and a zombie in your closet,
the usual rules tend to change a bit to accommodate those
unwanted critters. To reproduce the wide range of monsters
found in Deadlands, some traits have to be stretched a bit, and
some abilities have to be introduced that aren’t in the core
books.

Advantages
Animal Empathy see p. B19

Animal Empathy is invaluable in a game that focuses on
the unusual creatures of the frontier. For the purposes of the
reaction roll bonus granted by Animal Empathy, almost
everything in the Monstrous Critters section (see pp. 76-93)
counts as a wild animal. The rest of the book is dedicated
either to intelligent creatures, the undead, or unnatural beasts
deliberately created by evil powers. The GM may rule that
other monsters count as animals for this purpose; essentially,
any nonsapient being who has some role in an ecosystem
might be affected by Animal Empathy.

Beast-Kin see p. CI21
Like Animal Empathy, Beast-Kin can be extremely use-

ful for folks going up against a wilderness full of strange crea-
tures. However, Beast-Kin is a double-edged sword. The
prohibition against killing animals can be challenging when
facing a beast like a catamount (see p. 79), which seems like
a natural animal but is much more devious and evil than a nor-
mal beast.

Beast-Kin get a +2 reaction bonus from any creature
which is not sufficiently natural or nonsapient to count as a
wild animal, but is essentially animal in character, such as
Animal Men (see pp. 39-40), the Buffalo Man (see p. 19), or
even a clockwork tarantula (see p. 41).

Invulnerability see p. CI59
Many of the more powerful monsters of the Weird West

are immune to damage from normal weapons, except for cer-
tain attacks that do damage as usual. This is easy enough to
represent for monsters in bestiary format, but it presents a
challenge for monsters built as characters. This sort of power



More than anything, perhaps, human beings fear death.
Other fears may be more nuanced and profound, playing on the
uncertain nature of existence in a fleeting world, but the fear of
death is the stuff of gut-wrenching, bladder-voiding panic.

As with all things fear-related, the Reckoners know this
well; the fear of death is their bread and butter. They also
know that no source of fear is inexhaustible, and that simply
threatening people with death will, in time, cause them to stop
fearing it. The Reckoners aren’t that stupid.

Instead they turn to the undead, putting a dead man back
on his feet and sending him lurching into town to show the
locals, “Here is death. It’s cold, it’s lonely, and it smells bad.
And it could be you.” The Reckoners don’t have to threaten
people with death; they just have to remind folks of it . . . and
wait for them to scare themselves into the grave.

Common Undead Abilities
Undead monsters come in all shapes and sizes, but they

share certain traits in common. Nearly all have the Injury Tol-
erance (No Blood) and Vampiric Immortality advantages.
Many undead also possess Undead Invulnerability; however,
instead of having Vulnerabilities to a particular attack form,
they have Vulnerabilities to attacks on a certain target area –
usually the brain or heart. This target area is referred to as the
undead’s “focus.”

Zombies
Zombies are the rank and file of the Reckoning. The Reck-

oners can’t spare the terror-power to create an abomination in
every place that needs scaring; even if they could, so many
abominations would start to lose their impact after a while.
Therefore, they require an alternate solution. 

They have legions of manitous at their disposal, hanging
around the Hunting Grounds with nothing to do but wait for a
huckster to drop by. However, a manitou can’t manifest itself on
the mortal plane without a body to possess, and not every man-
itou has the mojo to take over a human body uninvited.

Fortunately for the Reckoners, the unending bloodshed of
the Civil War and the Great Rail Wars has provided them with
an alternative. In a dead body there’s no one to fight with a man-
itou, and most manitous are powerful enough to get a corpse up
and moving if they set their mind to it. The fact that seeing their
safely dead and buried neighbors walking around scares the
pants off most people is a delicious little bonus.

Bloat
A bloat is a zombie created from a waterlogged corpse –

one that has been submerged for quite some time before rean-
imation. Its lengthy exposure to water causes its flesh to turn
pale, waxy, and distended. The stench is unbelievable. This
gooey tissue isn’t much affected by punctures and piercing
attacks; they pass through with minimal resistance and the
goo replaces itself.

ST: 15 Move/Dodge: 5/5 Size: 1
DX: 11 PD/DR: 0/0 Weight: 225 lbs.
IQ: 10 Damage: 2d+1 cr#
HT: 12/14 Reach: C Habitat: FW, SW, S
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Skills: Brawling-13; Swimming-13.
Special Abilities:
Damage: A bloat may do 1d-1 cutting damage with its

bite. Its hands are too soft to work as claws, but it can bash
enemies with them for 2d+1 crushing damage.

Gear: Bloats cannot use firearms, as their fingers are
too fat and swollen. However, they may have simple clubs
and other weapons.

Horrific Appearance: See Terror, p. 7. Victims are at a -6
penalty to Fright Checks.

Imperturbable: See p. CI26.
Invulnerability: Guns and impaling attacks do only half

damage to a bloat. Shotguns do full damage.
Stench: Any human within 10 feet of a bloat must make

a roll vs. HT-2 to avoid being nauseated by the bloat’s stink,
losing a point of fatigue and suffering a -2 to all rolls for the
remainder of the encounter. Only one roll is necessary for
each time a bloat is encountered.

Undead: A bloat has the Independent Body Parts
(Detachable Head), Injury Tolerance (No Blood, No Neck,
No Vitals), Undead Invulnerability, and Vampiric Immortal-
ity advantages. It cannot be stunned or fatigued, and it suf-
fers no debilitating effects from damage. Its focus is its
head.

Vulnerability – Alcohol: Alcohol does 1d+2 points of
damage when initially splashed on a bloat, 1d points of dam-
age the next turn, 1d-2 points of damage the turn after that,
and 1 point of damage the following turn.

Plantagrito
Xitlan, the Aztec lich who raised Santa Anna’s Army

of the Dead (see p. DL55), developed an exotic strain of
the coca plant to deal with the difficulties of keeping an
army of zombies from going wild. This plant is called
plantagrito after the shrieking noise it emits when harvest-
ed (from planta, meaning “plant,” and grito, meaning
“scream”). When mixed into a load of ground meat, it
causes zombies to become docile and compliant. A zombie
on plantagrito does not attack unless provoked; even then,
all its rolls are at -2. Plantagrito also slows the decomposi-
tion of an undead creature, prolonging its useful life and
reducing the stench. It takes about a week after plantagrito
is withdrawn for a zombie to get back to its usual brain-
hungry self.

Plantagrito is grown by Xitlan in a heavily guarded
compound outside Mexico City; however, seeds might
conceivably have found their way into the wild, or one of
Santa Anna’s lackeys might be persuaded to “liberate” a
small quantity for a reasonable fee.

Plantagrito has a mild amotivational effect on Har-
rowed. It doesn’t really slow them down much, but it dulls
their focus. In game terms, a Harrowed who consumes
plantagrito gains the Distractible, Dull, and Staid quirks for
about eight hours. Most Harrowed don’t like it. On the
other hand, their manitous are also hampered by plantagri-
to; Harrowed gain a +1 bonus to resist being taken over by
their manitous for the duration of the drug’s effect.



Beasts of the Land
Carcajou

The carcajou resembles an unnaturally huge wolverine –
three feet at the shoulder, with two rows of serrated teeth and
three-inch claws that are hard enough to notch stone. It is
even more ferocious than its smaller cousin. In order to feed
such fury, the carcajou is always hungry, eternally in search
of prey. It lies in wait, resting to conserve energy, under over-
hangs or behind fallen logs near game trails, waterholes, and
other spots where game congregates. From this place of
ambush it leaps out to fell its prey, which includes creatures
up to and including a full-grown bear. If a carcajou kills more
food than it can consume, it gorges until full, and then regur-
gitate its meal to make space for more.

The carcajou eats almost any meat: animals in traps,
carrion, smokehouse stores, etc. Carcajous have demolished
small herds of cattle that found themselves in the wrong
place at the wrong time. They are as clever as their smaller
cousins, with a Craftiness level of 12.

ST: 20 Move/Dodge: 7/8 Size: <1
DX: 14 PD/DR: 0/2 Weight: 250 lbs.
IQ: 5 Damage: 3d+2 cut#
HT: 13/17 Reach: C Habitat: P, M

Skills: Brawling-19; Climbing-13; Intimidation-8;
Stealth-15; Tracking-14.

Special Abilities:
Damage: A carcajou may strike with its claws for 3d+2

cutting damage or bite for 1d impaling damage.
High Pain Threshold: A carcajou suffers no penalties

from pain.
Horrific Appearance: See Terror, p. 7. Victims are at a -

2 penalty to Fright Checks.
Imperturbable: see p. CI26.

Catamount
The catamount is superficially similar to a 10-foot-long

puma, but its true distinction is its devilish intellect. A cata-
mount is smarter than a normal human, and its mind is direct-
ed only to the hunt. Catamounts possess a preternatural
mastery of mimicry, paws with a limited ability to manipulate
objects (like a raccoon’s), and a coat which can subtly change
its shade to match the catamount’s surroundings. Their typi-
cal hunting pattern is to conceal themselves within a tree, lure
an unsuspecting person underneath by mimicking cries for
help, and swing down from their perch to snatch their chosen
victim into the tree, there to be gutted and devoured. Cata-
mounts are also capable of finding and moving traps to catch
an unsuspecting trapper in his own device.

Fortunately, catamounts always hunt alone.

ST: 24 Move/Dodge: 9/9 Size: 2
DX: 14 PD/DR: 0/0 Weight: 250 lbs.
IQ: 11 Damage: 4d+2 cut#
HT: 13/20 Reach: C Habitat: F
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Skills: Brawling-16; Climbing-17; Stealth-22*; Swim-
ming-13.

* Includes bonus from Chameleon Coat.
Special Abilities:
Bad Grip: See p. CI101.
Caterwaul: After dark, the catamount may take a turn to

terrify with its chilling yowl, which sends fear down the
spine up to a mile away. Anyone within earshot must make a
fresh Fright Check against the catamount’s Horrific Appear-
ance.

Chameleon Coat: Catamounts get a +4 bonus to Stealth
from their camouflage-patterned coat.

Damage: A catamount may claw for 4d+2 cutting dam-
age, or bite for 1d+1 cutting damage.

Flying Tackle: A catamount may leap up to six yards;
this attack is equivalent to a Flying Tackle (p. B113), but the
catamount may make a DX roll to keep its feet, and the vic-
tim is at an extra -2 to ST above and beyond the usual penal-
ties for a flying tackle. The catamount may immediately
follow the tackle with a claw or bite attack at +2 damage in
the same turn.

Horrific Appearance: See Terror, p. 7. Victims are at a -2
penalty to Fright Checks.

Mimicry: Catamounts can alter their voice to sound like
human voices. They cannot speak, but they can perfectly
mimic the sound of crying or screams for help.

Night Vision: Catamounts can see perfectly well in any
sort of light. See p. B22.

Catamounts as Characters
A catamount would make a very strange addition to

most parties. They are very intelligent but utterly inhuman
in their thinking. They do not plan, or really think of the
future much at all. They have fine memories, but rarely
bother to use them. Their lives revolve around food, shel-
ter, and mating; to occupy their powerful minds, they often
make elaborate productions of all these things.

There are a number of ways a catamount might
become involved in human society. A lazy catamount
might trade protection to a small town in exchange for
having its food provided. A catamount whose mate was
kidnapped by a traveling menagerie might seek aid in get-
ting her back. An unusually focused catamount might con-
ceive a taste for vengeance against someone who did him
wrong somehow.

Catamount 284 points
Attributes: ST +14 [145]; DX +4 [45]; IQ +1 [10]; HT +3

[30].
Advantages: Chameleon 2 [14]; Claws [40]; Enhanced

Move 1/2 [5]; Extra Hit Points 7 [35]; Mimicry [15];
Night Vision [10]; Penetrating Call [5]; Sharp Teeth
[5]; Super Jump 1 [10]. 

Disadvantages: Bad Grip [-10]; Bestial [-15]; Bloodlust
[-10]; Horizontal [-10]; Horrific Appearance (-2 to
Fright Checks; see Terror, p. 7) [-10]; Inconvenient
Size [-10]; Presentient [-20].



Marcus Lafayette 787 points
ST 17 [80]; DX 14 [45]; IQ 11 [10]; HT 18 [125].

Speed 8.00; Move 8.
Dodge 8; Parry 11 (Brawling).

Advantages: Alertness +2 [10]; Charisma +3 [15]; Imper-
turbable [10]; Invulnerability [300]; Spirit Invulnerabili-
ty [50]; Terror (-6 to Fright Checks) [90]; Vampiric
Immortality [60].

Disadvantages: Berserk [-15]; Bloodlust [-10]; Bully [-10];
Callous [-6]; Nocturnal [-10]; Vulnerability (Hanging
with barbed wire) [-3]; Vulnerability (Rear attack) [-10].

Skills: Area Knowledge (Chisholm Trail)-12 [2]; Brawl-
ing-17 [8]; Broadsword-16 [8]; Detect Lies-11 [4]; Guns
(Pistol)-16* [2]; Intimidation-19 [18]; Riding (Horse)-15
[4]; Stealth-14 [2]; Tracking-14 [8].
* Includes +1 for IQ.

Marcus Lafayette has no particular qualifications
for judgeship. He was just a rancher. However, he was
the orneriest cuss in six counties, with a taste for
claiming any and all land he liked the looks of, and
no qualms about killing anyone who said different.
Everyone along the Trail was terrified of Lafayette.
The hangin’ judges recruited him because they
weren’t sure they had enough clout to take him on.

Lafayette has minimal legal knowledge, or educa-
tion of any sort, but he has lots of muscle and a fierce tem-
per. When he was alive, no one dared question him if he
decided to hand down rulings based on his whim of the day.
Cowboys and ranchers always get a capital sentence from
Lafayette, who calls them “rustlers.”

He is the biggest of the judges, looming over the others at
nearly seven feet tall. He carries a pair of the standard judge
revolvers, but he prefers to fight with a large axe-handle
wrapped with barbed wire. The axe-handle does sw+3 impaling
damage; in Lafayette’s hands, this comes to 3d+2 impaling
damage. Anyone who attacks or questions Lafayette will cause
him to go berserk.

Lafayette is Invulnerable to kinetic damage unless attacked
from behind. If attacked from the rear, or with magical attacks,
from any side he can be forced to dissolve for the night. He can
only be killed permanently by hanging him with a noose of
barbed wire. His vulnerability to rear attacks is known along the
trail, but the barbed-wire noose hasn’t occurred to anyone yet.

A Harrowed who counts coup on Marcus Lafayette gains
the Hyper-Strength advantage (p. CI58) as a coup power. He
also gains the Bully disadvantage (p. B31).

John Henry 489 points
ST 18 [90]; DX 13 [30]; IQ 11 [10]; HT 14 [45].

Speed 6.75; Move 6.
Dodge 6; Parry 9 (Brawling).

Advantages: Alertness +1 [5]; Charisma +1 [5]; Harrowed
[206]; Regrowth (No Reattachment Only limitation)
[20]; Reputation +4 [6] (As greatest railroad worker ever;
on 7 or less); Single-Minded [5]; Strong Will +5 [20];
True Faith [15]; Very Fit [15].
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Disadvantages: Charitable [-15].
Skills: Axe/Mace-15 [8]; Bard-10* [1/2]; Blacksmith-9 [1/2];

Brawling-14 [2]; Demolition-12 [4]; Detect Lies-11 [4];
Intimidation-12 [4]; Mechanic (Steam Engine)-9 [1/2];
Metallurgy-9 [1]; Survival (Mountains)-10 [1]; Swim-
ming-12 [1/2]; Theology-10 [2]; Throwing-13 [4].
* Includes +1 for Charisma.

John Henry was born around 1850. The story goes that his
birth was attended with thunder and lightning, with a deep rum-
bling coming up out of the ground. They say John Henry came
on out of the womb and went right to work on the railroad.

Legend aside, John Henry must have been the greatest rail-
road worker ever to walk American soil. He had incredible
strength – bending steel rods with his bare hands, felling a man

with one blow. While he worked for the C&O rail-
road, he blasted holes through the mountains

for new track faster than anyone had ever
seen before. He loved the work. The leg-

end of John Henry spread far and
wide, until the fatal wager of 1871.

His foreman took a bet that
John, with nothing but his two
sledgehammers, could out-dig a new
ghost-rock-driven drill invented by

Darius Hellstromme himself. With a
mighty throng watching, John Henry

and the drill went at it one fine morning.
John won the bet, but the exertion was more

than even he could sustain. He died on the spot with
his hammers in his hands, and they buried him the same way.

A few days later, a pair of souvenir hunters dug him up,
hoping to steal his famous hammers. When they got the coffin
open, however, John Henry opened his eyes and sat up. The two
men, with one of the two hammers, headed for the hills before
John could get his bearings. John Henry was back.

Since then, John has wandered the country trying to find his
role in God’s plan. His physical prowess keeps him employed;
he’s mostly drifted back into the railroad work he loves. He tries
to do what’s right, looking out for his fellow man. When there’s
trouble, John Henry can be relied to pitch in. He worries occa-
sionally about his missing hammer. He knows that the remain-
ing one has become special somehow, and the other might be
dangerous in the wrong hands. 

John Henry’s Hammers
John Henry’s hammers are hefty 16-pound sledgeham-

mers. Used two-handed, one of them has a Min ST of 15; in
one hand, it would have a Min ST of 18. They do sw+6
crushing damage, and do not become unready when used,
as if enchanted with Graceful Weapon (p. G41). They count
as magic weapons for the purpose of fighting creatures only
affected by magic weapons. 

Power: In addition to their virtues in combat, the wield-
er of one of John Henry’s hammers gets a +2 bonus to any
roll related to building a railroad.

Taint: Anyone other than John gains the Nightmares
disadvantage for as long as he possesses the hammer.
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Abominations, 18-50; new, 43-50.
Aces, 95.
Adam, 101.
Advantages, 6-7; new, 7.
Adventure seeds, 126-127.
Agency, the, 15; and bookburners,

44; and the Explorers Society, 13;
and the Tombstone Epitaph, 14.

Agent provocateurs, 18.
Angel of Death, 96.
Animal Empathy advantage, 6.
Animal Handling skill, 7.
Animal men, 39-40; as PCs, 40.
Animals, monstrous, 77-93; new, 

92-93; undead, 58.
Antagonistic peoples, 109-123.
Anthropology skill, 7.
Anti-Railroad League, 19.
Appleseed, Johnny, 123.
Archdemons, 21.
Archeron Bay kelp, 87.
Arkansas Blues, 92.
Armageddon, 16.
Automatons, 41.
Aztec mummies, 63.
Banshees, 68.
Baobhan sith, 64.
Barrasentries, 116.
Bassman, Dr. Myron, 106.
Bear Lake Monster, 43-44.
Bear men, 39; as PCs, 40.
Beast-Kin advantage, 6.
Beasts, of the air, 77-78; of the land,

79-87; of the water, 87-90.
Bestial disadvantage, 12.
Biologists, mad, 11.
Black, Garret, 96.
Black Regiment, 72-73; in mass

combat, 72.
Black Sun, 119.
Bloats, 52.
Blobs, 87.
Blood sharks, 88.
Bloodwire, 91.
Bogie men, 18-19.
Bone fiends, 58-59.
Bone spear of Gytiucheppa, 121.
Bookburners, 44.
Botany skill, 7.
Braincrawlers, 31.
Bubbles, 44-45.
Buffalo, hive, 93.
Buffalo hunters, 8.
Buffalo men, 19.
Bunyan, Paul, 122.
Call, Cyrus, 103.
Camp Sumter, 56.
Campaign ideas, 125-126.
Candaliero, Father Gilberto, 96-97.
Cankers, 31-32.
Carcajou, 79.
Catamounts, 79.
Cemetery wolves, 80.
Channel chompers, 111-112; 

as PCs, 112.
Chapman, Jonathan, 123.
Chinese ogres, 19-20; as PCs, 19.
Chinooks, 80.
Chupakabaras, 33.
Cinematic vampires, 64-65; 

as PCs, 65.
Clabrox, 114-115.
Cleaner, the, 116.
Clockwork tarantulas, 41.
Colony gloms, 59-60.
Conspiracies, 16.
Contacts, Tombstone Epitaph, 14.
Control Terrormental spell, 28.
Corn stalkers, 27.
Coroner’s assistants, 8-9; 

template, 9.
Corps of Topographical 

Engineers, 15.
Corruptions, 33-39.

Coyote, 109.
Craftiness, 18.
Crater demons, 53.
Crimes against nature, 39-43.
Crockett, Davy, 123.
Crossovers, 127.
Crying ghosts, 68-69.
CSS Hunley, 98.
Dark beasts, 20.
Darkblobs, 80-81.
Darklings, 81.
Demons, 20-21; arch-, 21; crater, 53;

typical, 21.
Desiccated dead, 53.
Devil rays, 88.
Devil’s Tower, 80-81, 113, 115;

ecosystem, 115-118.
Dillos, 92.
Disadvantages, 7.
Dixon, Lt. George, 98.
Dog men, 40.
Dogcatchers, 9.
Dogs, piranha, 116-117; 

really bad, 26.
Doom clouds, 42.
Dracula, 99.
Dragons, Mexican, 83.
Dread disadvantage, 7.
Dread wolves, 81.
Dusters, 82.
Dweller in the Muck, 88.
Earth warriors, 34.
Egyptian mummies, 63.
El Diablo Negro, 97-98.
El Diablo Rojo, 97-98.
Enhanced Move advantage, 12.
Explorers, 9; campaign, 125.
Explorers Society, the, 13; and the

Twilight Legion, 13-14.
Exterminators, Agency, 12.
Faceless Man, 99.
Faminites, 22, 24.
Fearmongers, 18-30.
Feral walkin’ dead, 54.
Feverishes, 45-46.
Field researchers, 10.
Fink, Mike, 123.
Flesh jackets, 34-35.
Flying wendigos, 35.
Forester, Dr. Athanasius, 100.
Frankenstein, Victor, 100-101.
Frankenstein’s Monster, 101.
Frightens Animals disadvantage, 7.
Frontiers, 16.
Frozen dead, 54.
Gabriel hounds, 22.
Gaki, 32-33.
Ghost, The, 102.
Ghosts, 68-72; crying, 68-69.
Ghouls, template, 12.
Gloms, 60; colony, 59-60; scrap, 61.
Grave robbing, 126.
Grimme, Reverend, 96.
Grizzlies, weird, 118.
Guests, uninvited, 50.
Guides, 10; campaign, 125.
GURPS Atomic Horror, 127.
GURPS Bunnies & Burrows, 127.
GURPS Imperial Rome, 127.
GURPS Uplift, 127.
Gyonshee, 65.
Gytiucheppa, 118-120; bone spear

of, 121; character sheet, 120.
Hands, 61.
Hangin’ judges, 102-105; revolvers

of, 102.
Haunts, 69.
Headless dead, 56.
Headless horsemen, 22-23.
Hellfish, 88-89.
Hellstromme, Darius, 41.
Henry, John, 105; hammers of, 105.
Hermit Terrantula, 106.
Hive buffalo, 93.

Hoodoos, 23.
Hopping vampire, see Gyonshee.
Hordes, murderous, 83.
Horned serpents, 23.
Horrific Appearance disadvantage, 7.
Houses, living, 24.
Howlers, 54-55.
Humbugs, 77.
Hunger spirits, 22, 24.
Hunley, 98.
Huskers, 82-83; hatchling, 82;

mature, 83.
Imitation automatons, 41.
Impostors, 31-33.
Invulnerability advantage, 6.
Iron Dragon, 19-20.
Jackson, Hiram, 102-103.
Jenkins, Ornery Will, 73.
Joker, the, 95.
Kang, 19, 118.
Kids, 126.
Kiodash, 121.
Kirby, Luther, 104.
LaCroix, Baron, 41, 54, 66, 100.
Lafayette, Marcus, 105.
Lane, Andrew, 102.
Law of the Ocean, 109-112.
Legendary people, 95-123.
Legends, living, 121-123.
Lenses, 11-12.
Leviathans, river, 89-90; sewage, 90.
Limbs, grafted, 42.
Lincoln, Abraham, 102.
Lion, rock, 117.
Living dead, 52-75.
Living houses, 24.
Living legends, 121-123; and

storytellers, 123.
Mackenzie, Dr. Raymond, 47-48.
Mad scientists, 11.
Magog, 106.
Manitou vessels, 58-62.
Mantabats, 116.
Mazif, 120.
Meister, Dr. Wilma, 42, 101.
Mexican dragons, 83.
Mirrors, perfidious, 47.
Monsters, as characters, 12-13;

campaign, 126; no such thing as,
16;  useful parts of, 126-127.

Monstrous critters, 77-93.
Moore, Moses, 104.
Mound builders, 26, 118-121.
Mourning mists, 69-70.
Mud men, 55.
Mudsuckers, 89.
Muleskinners, 25.
Mummies, 62-63; as PCs, 63; Aztec,

63; Egyptian, 63.
Murderous hordes, 83.
Murieta, Joaquin, 107.
Nacogdoches, 54.
Nagual, 35-36; as PCs, 35.
Naturalist skill, 8.
Nature, crimes against, 39-43.
Nibblers, 89.
Night ravens, 25.
Norbando, 115.
Nosferatu, 66; ancient ones, 66.
Noxious dead, 74.
Occultism skill, 8.
Odious Personal Habit 

disadvantage, 12.
Old Stormalong, 122.
Ornery Will Jenkins, 73.
Orphaned heads, 55-56.
Outsiders, 118-121; scouts, 121;

warriors, 121.
Overseers, 46-47.
Papa Rattlesnake, 107.
Patchwork men, 42-43.
Patchwork wasps, 43.

Patrons, advantage, 13; Explorers
Society, 13; Tombstone Epitaph,
14; Twilight Legion, 14.

Pecos Bill, 122.
Penanggalen, 67.
People, legendary, 95-123.
Peoples, antagonistic, 109-123.
Perfidious mirrors, 47.
Petrov, 108; bowls of, 108.
Phantasies, tarnished, 72.
Phantoms, 70.
Phrenomesmeric zombies, 47-49.
Phrenomesmerically adjusted 

PCs, 48.
Piasas, 77.
Pig men, 40.
Pinkerton, Allan, 102.
Piranha dogs, 116-117.
Pit wasps, 78.
Plague riders, 25-26.
Plant Empathy advantage, 6.
Plantagrito, 52.
Plants, 91.
Poison women, 36.
Poltergeists, 70-71.
Pool guardians, 56.
Poquaht, 119.
Power of Belief, 122-123.
Pox walkers, 36-37.
Prairie ticks, hatchlings, 84; 

queens, 84.
Printer’s devils, 49.
Puma men, 40.
Rabbit men, 40.
Raccoon men, 40.
Raiders, 56-57.
Railrunners, 74-75.
Ratcatchers, 57.
Rattlesnake, Papa, 107.
Rays, devil, 88.
Really bad dogs, 26.
River leviathans, 89-90.
Rock fever, 45.
Rock Island, 88, 96.
Rock lion, 117.
Rockwasps, 117.
Rockworms, 117.
Royal Court, 95.
Rural cemetery movement, 58.
Saddle burrs, 91.
Saguaros, 49.
Sand vipers, 90.
Santa Anna, 52.
Sasquatches, template, 13.
Scarecrows, 26-27.
Scrap fiends, 62.
Scrap gloms, 61.
Secret disadvantage, 12.
Sedgewick, John, 99.
Senescent zombies, 50.
Serba, 115.
Serpents, horned, 23.
Sewage leviathans, 90.
Shades, 71.
Shapeshifting, quick-and-dirty, 36.
Sharks, blood, 88.
Sherman, Gen. William, 54, 121.
Shocks with a Fan, 108-109.
Silverio de Acevedo, Ernesto, 95-96.
Sin eaters, 27-28.
Sirens, 90.
Skeeters, Texas, 78.
Skeletons, 57.
Skills, 7-8.
Skinshifters, 37.
Skinwalkers, 33.
Slitters, 58.
Smokes, 75.
Social Stigma disadvantage, 12.
Specters, 71.
Spirit Empathy advantage, 6-7.
Spirit Invulnerability advantage, 7.
Spirits, hunger, 22, 24.
Spiritual Society, 108.

Spotsylvania, 99.
Springheel Jack, 109.
Stingers, 118.
Stoker, Bram, 99.
Stone men, 38.
Storytellers, and living legends, 123.
Strength, Natural, 12.
Striker advantage, 12.
Summon Terrormental spell, 28.
Super Running advantage, 12.
Supernatural, traditional, 16.
Surgeons, mad, 11.
Tanglers, 91.
Tarantulas, 41.
Tarnished phantasies, 72.
Templates, 8-11.
Teratological theories, 15-16.
Terrantulas, 84-85; gargantuan as

NPCs, 85; the Hermit, 106.
Terror advantage, 7.
Terrormentals, 28.
Texas Rangers, 15; and bookburners,

44; and the Explorers Society, 13;
and the Tombstone Epitaph, 14.

Texas skeeters, 78.
Thanatology skill, 8.
Thing Under the Bed, The, 29.
Tomb guardians, 29.
Tombstone Epitaph, 14-15.
Tommyknockers, 29.
Tree-Kin advantage, 7.
Trolls, 30.
Trophy hunters, 10-11; template, 11.
Troubleshooters, 126.
Truth, as theory, 16.
Tunnel critters, 86.
Twilight Legion, the, 14, 127; and

the Explorers Society, 13-14;
campaign, 125; finest hour, 125.

Two-faces, 38.
Uktenas, 30.
Undead, animals, 58; common

abilities, 52; new, 74-75; unique,
72-73; see also Living dead.

Uneducated disadvantage, 12.
Uninvited guests, 50.
Union Blue, 73.
Union Pride ghost train, 73.
United States Corps of

Topographical Engineers, 15.
Unknown principles, 16.
Ustrels, 67.
Vaacepte, 119.
Vampires, 64-68; cinematic, 64-65;

hopping, see Gyonshee.
Van Horn’s ghost, 73.
Vessels, manitou, 58-62.
Vicksburg, 25, 57.
Vipers, sand, 90.
Vitriolecats, 93.
Wakansicas, 80-81, 113-118, 127; 

as PCs, 115; folk, 113-114;
leaders, 114-115; soldiers, 114;
technology, 114; techpriests, 114.

Walkin’ dead, feral, 54.
Walkin’ fossils, 62.
Walking Death, 26.
Wampyrs, 67-68.
Wave shadows, 111; as PCs, 111.
Weeping widows, 38-39.
Weird grizzlies, 118.
Wendigos, flying, 35.
Were-sharks, 110-111; as PCs, 110.
Will o’ the wisps, 30.
Wolflings, 86; as PCs, 87.
Wolves, cemetery, 80; dread, 81.
Wranglers, 11; Texas Ranger, 12.
Xenobiology skill, 8.
Xenology skill, 8.
Xitlan, 52.
Zabrox, 114.
Zombies, 52-58; phrenomesmeric,

47-49; senescent, 50.
Zoology skill, 8.
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