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Many gaming groups will come to GURPS
with an established Deadlands posse and saga
that they’d like to continue playing. For them, we
offer the following guidelines for converting char-
acters and other game maerials from Deadlands
to GURPS Deadlands. These guidelines may
also be useful to GURPS GMs who wish to con-
vert some of the abundant material available from
Pinnacle Entertainment Group's Deadlands line
for other campaigns.

CHARACTER CONVERSIONS

When converting characters from Deadlands
to GURPS Deadlands, players and GMs use the
conversion guideines below for Traits, Aptitudes,
and other characteristics all characters possess.
Some characters with special abilities may
require reference to the guidelines in the Special
Character Types section (p. 8).

Because Deadlands has a partidly random
character generation system,these conversion rules
do not produce a party of GURPS PCs with uni-
form point totals from a party of equivaent starting
Deadlands adventurers; however, they produce
characters which feel and play likethe originds.
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ATTRisuTES

To convert Deadlands Traits into GURPS
attributes, first convert all 10 Traitsinto numerical
values by comparing the die type and Coordina-
tion of the Trait on the following takde, then con-
vert those values into GURPS attributes
according to the rules below.

DieType
Coordination d4 d6 d8 d10 di12

1 8 9 10 11 12
2 9 10 12 13 14
3 11 12 13 14 15
4 11 13 14 15 16
5 12 14 15 16 17
6 13 15 16 16 17
7 14 16 17 17 18
8 15 16 17 18 18
Arrnisure GuioeLives
Strength becomes ST.
Vigor becomes HT.

The average of Deftness, Quickness, and
Nimbleness becomes DX.

The average of Cognition, Knowledge, and
Smarts becomes Q.
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Avoioing FraTNESs

Sometimes, taking the average of
multiple Traitsfor DX and IQ resultsin
a “flattened” character —for example, a
PC with Nimbleness 1d8, Quickness
2d6, and Deftness 4d10 ends up with a
DX of 12, which adequately represents
the hero's general dexterity, but loses
the fine motor skill that the original PC
possessed. In such a situation, when the
individua component Traits of an
attribute differ by more than 3 points
after conversion, players should assign
the average for the overall attribute, but
may also take aleve or two of an gopro-
priate advantage to compensate for the
flattening. Some appropriate advantages
are Manua Dexterity for Deftness,
Combat Reflexes for Quickness, Perfect
Balance for Nimbleness, Alertness for
Cognition, extra pointsin Mental skills
for Knawvledge, and Common Sense for
Smarts. Other advantages may be more
appropriate for your character; feel free
to take whatever makes sense.

This can work the other way: if
your character has Knowledge 3d12,
Cognition 4d10, and Smarts 104, it may
be agood ideato take a disadvantage to
represent the discrepancy — say,
Hidebound. If you use this technique to
gain advantages, you should certainly
take disadvantages under similar cir-
cumstances.

©2 " §
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GURPS and Deadlands mean two
different things by the term “Blessed,”
and this distinction can lead to confu-
sion. In GURPS terms, a character with
the Blessed advantage has some minor
spark of the divinein him. Thisis not
quite strong enough to accurately con-
vert the Deadlands Arcane Background:
blessed; the Divine Favor advantage is a
much better match. In GURPS Dead-
lands and its supplements,” the Blessed”
are those who possess the Arcane Back-
ground: blessed Edge in Deadlands, or
the Divine Favor advantage in GURPS,
unless the text in question specifies the
Blessed advantage.

Spirit becomes Will. Take levels of Strong Will or
Weak Will equal to the difference between converted 1Q
and converted Will.

Mien becomes Charisma. Take 1 level of Charisma
for every two full points of Mien above 10.

When converting attributes with bonuses, like
3d12+4, add half the bonus to the result on the table.
3d12+4, for example, becomes 17.

ADVANTAGES AND DrsADvANTAGES

To convert Deadlands Edges and Hindrances into
GURPS advantages and disadvantages, consult the f ol-
lowing lists. Deadlands and GURPS qualities with the
same name are not listed.

AovaNTAGE EQUIVALENTS

Deadlands GURPS

Arcane Background Specia; see below

Belongin's Temporary Wedth; see below

Big Ears Acute Hearing +2

Brave Fearlessness +3

Brawny Toughness 1

Dinero Wedth; see below

Don't Get 'Im Riled! Berserk and +2 ST

Eagle Eyes Acute Vison +2

Fleet-Footed +4 Running/level

Friendsin High Places  Specid; see below

Gift of Gab Language Taent 2

Keen Alertness +3

Kemo Sabe Unusua Background; see below

Lav Man Legal Enforcement Powers,
see below

Level-Headed Combat Reflexes

Light Sleeper Light Sleeper and Less Sleep 3

Luck o'thelrish Luck

Mechanicdly Indined ~ Special; see below

Nerves 0’ Steel Fearlessness +2

Purty Handsome/Beauitiful

Rank Military Rank; see below

Renown Specid; see below

Sand Strong Will +1/level

Sense 0’ Direction Absolute Direction

Sidekick Ally; see below

“The Stare” +3 Intimidation

“The \Vbice’ Voice

Thick-Skinned High Pain Threshold

Tough asNails Specid; see below

Two-Figted Ambidexterity

Veteran o' the Weird West  Unusual Background; see below

Seectat Aovantace Convenstons

Arcane Background: huckster becomes Magica
Aptitude (Huckster) 1. See p. 8 for more details on con-

verting hucksters.

Arcane Background: blessed becomes Divine Favor.
See p. 9 for more details on converting the Blessed.

>—t—e>——O——<>—+— [URPY Draprawos Cownvenston Neres &



Arcane Background: mad scientist
becomes Gadgeteer. Y ou may use either regular
Gadgeteer or Quick Gadgeteer, depending on the
flavor of your campaign. Seep. 10 for more details
on converting mad scientists.

Arcane Background: shaman becomes Ini-
tiation 3. See p. 11 for more details on converting
shamans.

Belongin's usualy doesn’'t need to be con-
verted; instead, convert the equipment gained
with it. For purposes of calculating point value,
however, Belongin's becomes Temporary Wealth
(p. CI18). Level 1 becomes Temporary Comfort-
able, Level 2 becomes Temporary Wedthy, Level
3 becomes Temporary Very Wedlthy,and Levels4
and 5 become Temporary Filthy Rich.

Dinero becomes Wedth. Levels 1 and 2
become Comfortable, levels 3 and 4 become
Wedlthy, and Level 5 becomes Very Wedlthy.

Friends in High Places becomes Contacts,
Favors, or Parons as gopropriate.

Kemo Sabe becomes a 5-point Unusua
Background (Familiar with a foreign culture).
This eliminates any cultural unfamiliarity penal-
ties to skills having to do with that culture —
Savoir-Faire, for example.

Law Man becomes Lega Enforcement
Powers. The 1-point Edge becomes the 5-point
advantage, the 3-point Edge becomes the 10-
point advantage, and the 5-point Edge becomes
the 15-point advantage.

M echanically Inclined becomes Gadgeteer
in a campaign in which mad scientists use Gad-
geteer (Quick). In acampaign in which mad sci-
entists are regular Gadgeteers, Mechanically
Inclined confers a +2 bonus to Engineer and
Mechanic.

Rank becomes Military Rank. Rank 1
becomes Military Rank 0 or 1; Rank 2 becomes
Military Rank 1 or 2; Rank 3 becomes Military
Rank 3 or 4; Rank 4 becomes Military Rank 4, 5,
or 6; Rank 5 becomes Military Rank 7 or 8. With-
in the range given, select the specific rank appro-
priate to the character.

Renown becomes a +3 Reputation, recog-
nized on a 10 or less. The group affected depends
on the level of the Edge — a small group for 1
point, a large group for 3 points, and almost
everyone for 5 points.

Sidekick becomes Ally; in order to deter-
mine the Ally’s point value, the Sidekick should
be converted into GURPS terms separately.

Tough as Nails becomesFit at Level 1, Very
Fit a level 2, and 1 Extra Hit Point for each level
beyond tha.

Veteran o' the Weir d West becomes Unusu-
al Badkground (Veteran of the Weird West).

|
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STRIVING ron EquaLimy

If a group wants to try to create
conversions with roughly equal GURPS
point totals, begin by converting the
characters according to the rules below.
Estimate the group’s average attribute
level; this is usualy higher than the
standard 10. Then try to adjust each
character’s attributes a bit closer to the
average, whether that means raising or
lowering the attribute in question.
Adjust leveled advantages to add points
to characters at the low end of the party
and to subtract points from characters at
the high end. Reduce skill levels that
aren’t central to character concepts for
characters with high point totals. The
end result may not be exactly equal,
but it should be possible to achieve a
reasonable balance.

©2 " §
Accounmive ron Dirrocutty

The Aptitude Conversion table
assumes that a given level of Aptitude
trandates to a certain degree of profi-
ciency regardless of the difficulty of the
skill. If the group prefers to account for
the difficulty of the skill, add 1 to the
level of Easy skills, subtract one from
thelevel of Hard skills,and subtract two
from the level of Very Hard skills.
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DrsaovaNTAGE EaUIvALENTS

Deadlands GURPS

Ailin’ Specid; see below

All Thumbs Specid; see below

Bad Ears Specia; see below

Bad Eye Bad Sight

Bad Luck Unluckiness

Big Britches Overconfidence

Big Mouth Odious Persona Habit; see below
Big'Un Special; see below
Bloodthirsty Bloodlust

Cautious Careful

Curious Extremely Curious

Clueless Absent-Mindedness

Death Wish Onthe Edge

Doubting Thomas Delusion; see below

Ferner Socia Stigma (Outsider)
Geezer Age

Greedy Greed

Grim Servant o' Death  Jinxed (-20 points)

Habit Odious Rersona Habit; see below
Hankerin’ Addiction

Heavy Sleger Deep Seeper and ExtraSleep 3
Heroic Charitable

High-Fdutin’ Odious Persona Habit; see below
lliterate [lliteracy

Impulsive Impulsiveness

Kid Youth

Law o'the West Code of Honor; see below
Loco Specia; see below

Loyd Sense of Duty (Friends)
Lyin'Eyes Easy to Read

Miser Miserliness

Mean as a Rattler Bad Temper

Night Terrors Nightmares

Oath Vow

Obligation Duty

One-Armed Bandit OneArm or One Hand
Outlaw Specia; see below

Pacifist Specia; see below

Poverty Poor

Randy Lecherousness

Scrawny Skinny

Sdf-Righteous Fanaticism

Sowpoke Specid; see below

Squesky Disturbing Voice

Squeamish Mild Phobia (Squeamishness)
Stubborn Stubbornness

Superdtitious Delusion; see below
Thin-Skinned Low Pain Threshold

Tinhorn Odious Personal Habit; see below
Tuckered Specia; see below

Ugly asSin Ugly

Vengeful Code of Honor; see below
Yearnin' Obsession

Yeller Cowardice



SPEctAL DisApvanTace CONVERSIONS

Ailin’ becomes an appropriate physical dis-
advantage. Possibilities include Socia Disease,
Migraines,Delicate Metabolism, or Termindly 111.

All Thumbs becomes Incompetence at
Armoury, Mechanic, Engineer, and Shipbuilding.

Bad Ears becomes Hard of Hearing for the
first level, and Deafness for the second level.

Big M outh becomes a -10-point Odious Per-
sonal Habit (Talkstoo much, and about the wrong
things).

Big 'Un becomes Overweight at the first
level, and Fat at the second level.

Doubting Thomas becomes a -5-point Delu-
sion (The supernatural does not exist).

Habit becomes an Odious Persona Habit,
with areaction modifier of -1 per level of the
Habit.

High-Falutin’ becomes a-10-point Odious
Persona Habit (Snob).

Law o' the West becomes Code of Honor
(Law of the West) (Treat al women with respect;
never draw first; never shoot someone in the back;
never shoot adistracted foe) and Reputation (+1,
10 or less, dmost everybody).

Loco becomes an appropriate Mental
disadvantage.

Outlaw becomes Enemy and/or Reputation.

Pacifist becomes Pacifism (Cannot kill) for
the first level and Total Pacifism for the second
level.

Slowpoke becomes Incompetence (Running)
for level 1, Reduced Move 1 for levels 2 and 3,
and Reduced Move 2 for levels 4 and 5.

Super stitious becomes a -5-point Delusion
(Superdtitions are redl).

Tinhorn becomes a -10-point Odious Per-
sonal Habit (Tinhorn).

Tuckered becomes Unfit for level 1, Very
Unfit for level 2, and 1 Reduced Hit Point for
every level beyond.

Vengeful becomes a Code of Honor (Always
avenge awrong done to you).

SKILLS

All Deadlands Aptitudes convert readily to
an equivalent GURPS skill. To determine the
level of the skill, consult the following table,
where Att. is the appropriate attribute for the
given sKill.

Aprirune CoNvERston

Aptitude Skill Level
1 Att. -1
2 Att.
3 Att. +1
4 Att. +2
56 Att. +3
7-9 Att. +4
10+ Att. +5

If an Aptitude has adds (e.g., 3d12+4), add
half the adds to the effective Aptitude for purpos-
es of determining the skill level. For example, an
Aptitude of 3d12+4 would have an effective level
of 5.

To determine which GURPS skill a given
Deadlands Aptitude converts to, consult the table
on p. 7. Deadlands Aptitudes which have
GURPS equivalents with the same name and
purpose have not been listed; they should still be
converted. For this purpose, Climbin’ and Climb-
ing, or any other similar pair, are considered
equivalent.

In some situations, multiple Deadlands skills
may convert to asingle GURPS skill (Fast-Talk,
for example). In these situations, the converted
skill level should be calculated asif based on an
Aptitude equa to the highest component Aptitude
plus one for each additional component Aptitude.

Deadlands skills which require concentra-
tions often correspond to GURPS skillswhich
require specializations (Shootin’ converts to
Guns, for example). Choose an appropriate spe-
cialization for the concentration when converting
these skills. Multiple concentrations of asingle
Aptitude count as separate skills.

B GURPS DEAnLAan Eszns:un Nnm
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Some Deadlands skills which do not require
concentrations correspond to GURPS skills
which do require speciaization. For these skills,
the player should select a specidization gppropri-
ate to the character. In some cases, it may be nec-
essary to take a skill multiple times with different
specidizations.

Some Deadlands skills convert to GURPS
skills which have prerequisites. Converted char-
acters should take all prerequisites at the same

level at which they have the converted skills.
Apmiruoe EaurvarLznTs

Deadlands GURPS

Academia Scientific skill
appropriate to concentration

Scrutinize Detect Lies

Anima Wranglin' ~ Anima Handling

Artillery Gunner

Arts Artistic skill appropriate
to concentration (usualy
Artist or Sculptor)

Bluff Fast-Tak

Dodge Acrobatics; see below

Drivin’ Vehicle skill appropriate
to concentration

Faith Specia; see below

Fightin’ Combet skill gopropriae
to concentration

Filchin’ Pickpocket (not Filch)

Guts Specia; see below

Hexdingin’ Specia; see below

Mad Science Weird Science

Medicine Medical skill gopropriate
to concentration

Overawe Intimidation

Performin’ Performance, Singing,
or Musical Instrument

Persuasion Feg-Tak

Professond Specid; see below

Quick Draw Fest-Draw

Ridicule Fast-Talk or Intimidation,
as gopropriate

Ritual Specid; see below

Science Scientific skill
appropriate to
concentration; see below

Scrutinize Detect Lies

Search Specid; see below

Shootin’ Guns

Sneak Stedlth

Tde-Tdlin’ Bard

Tinkerin’ Specia; see below

Trade Specid; see below

S

>—te>——O——<>—+— [URPY Drapuanos Cowvenston Neres 7

Seeciar Swiee Convenstons

Dodge becomesAcrobatics; & leve 4 or higher,
it dso givesthe character Enhanced Dodge.

Faith has different effects depending on who
hasit. All characterswith Faith get +1 to Will and
Theology for every level of Faith they possess.
Characters with Divine Favor get +1 to their Divine
Favor reaction rolls for every two full levels of
Faith they possess. Indian characters with Faith 5 or
higher get a Spirit Advisor; non-Indian characters
with Faith 5 or higher get True Faith.

Guts gives the character 1 level of Fearless-
ness for each level of Guts above the first.

Hexdingin' givesthe character 1 level of Magi-
cal Aptitude (Huckster) at levels 1 or 2, 2 levels of
Magical Aptitude (Huckster) at levels3 or 4, and 3
levels of Magicd Aptitude (Huckster) et levels5 or 6.

Professonal becomes the most appropriate
skill for the concentration — often thisis Profession-
a Skill (concentration), but Law,Rolitics, Theology,
or other skills may be more appropriate.

Ritual becomes Ritual Magic. If the character
has multiple concentrations,cal cul ate the converted
skill level according to the guidelines above for
skills comprising multiple Aptitudes. Shamans
with any ritual concentration at level 3 or higher
also get the Spirit Advisor advantage.

Science becomes the appropriate Scientific
skill. Science: general becomesthe Science! skill.

Search givesthe character 1 level of Alertness
for every two full levels of the Aptitude.

Tinkerin' becomes Mechanic. It also givesthe
character the Engineer skill two levels below the
level of Medhanic.

Trade becomes the most appropriate skill for
the concentration — often Professional Skill (con-
centration), but also frequently Craft skills like
Blacksmith or Carpentry.

Mrsceeraneous Cranacten Convensions

The above information is enough for a gross,
seat-of-the-pants conversion from Deadlands to
GURPS. However, for a more detailed and com-
plete conversion, continue reading.

ScooNpARy TRAms

Secondary Traitsin Deadlands (such as Wind,
Size, and Pace) are not converted. Their functions
are served by other statisticsin GURPS.

EOUIPMENT

Most nonweapon equipment doesn’'t need
mechanical conversion. Deadlands dollars are
equivalent to GURPS dollars. Deadlands weapons
can be found in GURPS termsin GURPS Dead-
lands; Weird West.



Grr

Grit trandates to Fearlessness, with each
point of Grit becoming one level of Fearlessness.

rare Cutes Ano Bounty Pornms

When converting a Deadlands campaign in
progress, a posse may have unused Fate Chips
and Bounty Points. Both convert into unspent
character pointsin GURPS. Begin by converting
Fate Chips to Bounty Points at the usual rate —3
for blue chips, 2 for red chips, and 1 for white
chips — and then convert the total Bounty Points
to character points at arate of 1 CP per 2 Bounty
Points. These points are unspent at the beginning
of play under GURPS rules.

If agroup wants to maintain some of the fla-
vor of Fate Chips, they can keep those points
unspent and use the Flesh Wounds rule from
p. B183, spending a single character point to
restore all damage.

seectaL Cnanacten Tyres

Most citizens of the Weird West can be con-
verted with the rules already covered. For those
folks who dabble in the mystical and supernatu-
ral, however, lifeis more complicated. Hudksters,
the Blessed, mad scientists, shamans, and the
Harrowed all require specia attention in the
conversion process. Here are guidelines for con-
verting the powers of the heavy hitters of the
Weird West.

HUCKSTERS

Hucksters take their livesin their hands daily
for ataste of real magic. They risk body and mind
in a supernatural game of wits, so that they can
bend the manitou to their will, accomplishing
feats that ordinary men can only gape .

When converting a huckster, arcane back-
ground: huckster becomes Magical Aptitude
(Huckster), academia: occult becomes Occult-
ism, and hexdingin’ becomes additiona levels of
Magica Aptitude (Huckster), as described under
ills and Advantages & Disadvantages above.

Magica Aptitude (Huckster) issimilar to reg-
ular Magical Aptitude. Hudksters learn hexes as if
their 1Q were equd to their 1Q plustheir Magica
Aptitude. Unlike regular Magica Aptitude, howev-
er, Magica Aptitude (Huckster) grants no ability to
sense or recognize magic. Also, anyone without
Magical Aptitude (Huckster) cannot learn hexes.
Hucksters also get +1 to their Gambling skill for
every two levels of Magica Aptitude.

Hucksters retain all their hexes, which are
treated in GURPS Deadlands as very similar to
normal GURPS spells. The GURPS kil level for
any given hex should be determined by consult-
ing theAttribute Conversion Table, using the dice
rolled for the hex (based on the hexdingin’ Apti-
tude and the appropriate Trait for the hex) as a
basis. For purposes of calculating point value or
for further improvement, hexes are treated as
Mental/Hard skills.

8 GURPS Drapranos Euwvzns:nn Nms
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HucksTERING IN A Numsmert

The complete rules for using hex magic
under GURPS rules are found in GURPS Dead-
lands: Weird West. However, to lend context to
the conversion rules for hucksters, abrief sum-
mary follows.

To cast ahex, ahuckster must roll against his
skill with that hex. A success means that the
huckster has made contact with a manitou and
engaged it in amental dud.

If the hex skill roll is successful, the huck-
ster draws a number of cards from a 54-card
deck (including Jokers): fivefor the first level of
Magical Aptitude (Huckster), one for every two
additional levels of Magical Aptitude (Huckster)
up to the eighth level, and one for every five
points by which he made the hex skill roll. Using
these cards, the huckster tries to make the best
poker hand possible. Jokers count as wild cards,
but the Black Joker results in hex backlash (see
below).

Most hexes require a minimum hand to cast,
and many have variable effects depending on the
quality of the hand. If the hand isn’t adequate, the
manitou either escaped or was unable to summon
up enough energy to provide the desired effect.

If ahuckster rolls an 18 while casting a hex,
or draws the Black Joker into his hand, the man-
itou has tricked the huckster, and may wreak
havoc on him in avariety of cruel ways.

Convenming Hoses

Severa hexes from Deadlands appear in
GURPS Deadlands: Weird West, but thereisn’t
enough space for all the hexes that appear in Pin-
nacl€'s line of books. Individual groups may aso
want to convert the unique hexes which their
posses have invented. To convert these hexesinto
GURPS terms, use the following guidelines.

The Trait of ahex ismeaninglessin GURPS
Deadlands; dl hexesin GURPS are Mental/Hard
skills.

The Hand of ahex remains the same, as
GURPS Deadlands preserves the use of cardsin
hexdinging.

The Speed of ahex converts directly into the
number of GURPS turns the hex takes to cast;
one Deadlands action is eguivalent to one
GURPS turn.

Hexes with a Duration of Instant have no
Duration in GURPS terms. Hexes with a Dura-
tion of Concentration have a GURPS Duration of
1 turn, but may be maintained indefinitely using
Concentrate or Step and Concentrate maneuvers;
this maintenance requires no Fatigue and does
not require a new hand of cards. Hexes with a

Duration dependent on the huckster's hexdingin’
level should now depend on the caster’s Magica
Aptitude (Hudkster), with the same duration per
level (i.e., 1 minute/hexdingin’ level becomes 2
minutes/level of Magica Aptitude (Huckster)).

Some hexes have a split Duration of either
Concentration or a certain amount of Wind/round.
These hexes have a basic Duration of 1 turn, but
they may be maintained indefinitely either by
using Concentrate or Step and Concentrate
maneuvers, or by spending an amount of Fatigue
equd to the hex’s cost in Wind.

Hexes with a range measured in red-world
terms remain the same. Hexes with arange depend-
ent on hexdingin' level should now depend on 2
timesthe character's Magicd Aptitude (Huckster).

The specific effects of hexes vary too much
for comprehensive guidelines to be offered here.
Use the guidelines above as a starting point (i.e,
effects which depend on hexdingin’ level should
now depend on 2 times the character's Magica
Aptitude (Huckster); effects which depend on the
hand drawn may still depend on the hand). The
general rules conversion guidelines under Rules
Conversions (p. 16) may also be helpful. Findly,
comparing the hex to existing GURPS spells will
provide useful guidance. In the end, however, the
GM will have to use his best judgement.

Tue Bressen

In troubled timesfaith in the divine is a pow-
erful force for putting things right in one’s spirit.
For afortunate few, however, faith is a powerful
force both within and without.

When conwverting one of the Blessed, arcane
background: blessed becomes the Divine Favor
advantage (p. CI36),andfaith adds bonusesto the
reaction roll for Divine Favor, aswell asto Will
and Theology. A sufficiently high level of faith
also gives the character the True Faith advantage
(p. Cl47).

A Blessed hero must take Disciplines of Faith,
or Vowsequa to at least -10 points, that are gppro-
priate for his religion. Violating these vows can
cause the Blessed PC to lose his divine powers.

Divine Favor is like having a deity for a
patron. The divinely favored character may petition
the deity for favors, which may be granted depend-
ing on areaction roll by the deity. Deadlands mir-
acles become, effectively, predesigned favors,with
predictable minimum reactions required.

Any Divinely Favored character may attempt
any miracle; hence, the list of miracles known by
agiven Deadlands Blessed character is not con-
verted. The exceptions are the Exorcise, Protec-
tion, and Sanctify miracles.
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The Exorcise miracle becomes the Exorcism
skill (p. Cl153); Blessed characters with this mir-
acle should take Exorcism &t 1Q.

The Protection miracle is potentially avail-
able to any character with a Theology of 6 or
higher. Any such character may call upon his
deity and hope for a positive reaction; however,
any person without a Discipline of Faith or
equivaent vowsis at a-4 penalty on the reaction
roll.

The Sanctify skill becomes Professiona
Skill (Sanctify); Blessed characters with this
miracle should take Professional Skill (Sanctify)

alQ.
Convenrrne MinacLes

Many miracles are converted into GURPS
terms in GURPS Deadlands: Weird West. How-
ever, as with hexes, the book can’t possibly con-
tain all the miracles players may want to convert.
Therefore, other miracles can be converted using
the following guidelines.

The Deadlands Target Number required for
success determines the minimum reaction roll
required, according to the table below.

TN Minimum Reaction
3 Neutral
5 Good
7 Good
9 Very Good
11 Very Good
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The miracle's Speed determines how many
turnsit takes to invoke the miracle; 1 Deadlands
action equals 1 GURPS turn. Miracles which are
rated in minutes or weeks do not change, remain-
ing minutes or weeks.

The miracl€'s Duration determines how long
it lasts. Durations of one Deadlands round trans-
late to one GURPS turn. Miracles rated in min-
utes or weeks do not change.

Deadlands Range uses real-world terms, and
thus need not be converted.

Converting the specific effects of the miracle
will require adecision by the GM, using his best
judgement. The guidelines under Rules Conver-
sions for converting miscellaneous Deadlands
mechanics (p. 16) may help.

Man ScipnrisTs

Americain 1876 is a place and time of fre-
netic technological innovation. The new materials
and fuels made possible by the discovery of ghost
rock, combined with the push for new armaments
necessitated by the ongoing Civil War, make the
sky the limit for new marvels of engineering. It's
adizzying time to be a scientist, when you can
build almost anything you can imagine. Easy, in
such a heady atmosphere, to lose yourself in the
work. Many brilliant scientists have cracked
under the strain of working continuously on the
edge of the unknown . . . but they create such
wonderful things!
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When conwverting a mad scientist, arcane
background: mad scientis becomes Gadgetesr,
mad science becomes Weird Science, and tin-
kerin' becomes Mechanic and Engineer. Various
science concentrations become appropriate Scien-
tific skills— Biology, Chemistry, Sciencel, etc.

Gadgeteer comes in two flavors — regular
and Quick. Each group should decide whether
the mildly cinematic inventions of regular
Gadgeteering or the over-the-top chewing-gum-
and-beer-can contraptions of Quick Gadgeteer-
ing are more gopropriate for their campaign. See
Compendium | for details of Gadgeteering,
with appropriate modifications in GURPS
Deadlands: Weird West.

Mad scientists who have been played for a
while may have various dementias. GURPS has a
wide variety of disadvantages to accommodate
amost any mental dysfunction; equivalents for
common dementias are found below.

Deadlands GURPS

Eccentricity Quirk or Odious Persona Habit

Evil Deeds Obsession

Depression Chronic Depression

Minor Phobia  Phobia (minor)

Major Phobia  Phobia(mgjor)

Mumbler Quirk or Odious Persona Habit

Parancia Paranoia

Schizophrenia  Manic-Depressive or Split
Personality

Convenring Grzmos

Some standard gizmos are described in detail
in GURPS Deadlands: Weird West. Converting
custom-made gizmos is a challenge; the range of
possible gizmosis nearly endless. However, the
following guidelines should help somewhat.

Price can be converted directly; Deadlands
dollars and GURPS dollars are equiva ent.

Rdiability should be converted according to
the table below.

Deadlands GURPS
10-11 12
12-13 13
14-15 14
16-17 15

18 16
19 17

The gizmo's specific effects can vary widely,
and so providing specific guidelinesis difficult.
The general guidelines found under Rules Con-
version (p. 16) should be helpful. It may also be
useful to compare gadgets from some of the many
gadget books available for GURPS — Ultra-Tech,
Steam-Tech, etc. The final decision, however,
will have to be made by the GM.

New TecmnoLostes

Since the Reckoning, many new technologies
have come into the limelight. Some of these inno-
vations are unique works of inspiration which
stabler minds cannot duplicate, but some break-
throughs have been incorporated into the genera
corpus of scientific and engineering wisdom.

The following gives parameters for using
some of the more widespread new technologies
of the Weird West with GURPS Vehicles. These
represent the new discoveries which have been
more or less fully incorporated into mainstream
science. A mad scientist in the throes of inspira-
tion, of course, should not be limited by these
guidelines, mad science can build amost any-
thing, given enough time and brain cells.

GURPS Steampunk contains rules for other
new technologies which are consonant with the
feel of Deadlands.

FUELS

The discovery of ghost rock revolutionized
technology. Although the miracle fuel is extreme-
ly expensive, commanding prices of $100 per
pound,its amazing properties make it worth every
penny. Ghost rock provides 100 times the power
of coal, pound for pound, and is essential to pro-
ducing new aloys.

In 1876 America, there are four fuelsin com-
mon industrial use.

Coal remains the old standby; it works the
same way it always has. A cubic foot of coal
weighs 50 Ibs. and costs $1.

Unprocessed ghost rock resembles coal, but
burns 100 times longer. Thus, only 1/100 the vol-
ume of fuel is required. This makes ghost rock
incredibly useful when transporting large quanti-
ties of coa isinfeasible; if coal is readily avail-
able, however, the price of ghost rock makes it
highly cogt-ineffective. Any engine or device
which uses coal can use unprocessed ghost rock
instead; multiply fuel consumption by 0.01. A
cubic foot of unprocessed ghost rock weighs 50
Ibs. and costs $5,000.

Ghost rock can be processed into special
cores which burn faster and hotter than the
unprocessed rock — in an ordinary fire, about
twice as fast and twice as hot. In a specialy
designed firebox, however, built to draw air
across the burning rock more efficiently,
processed ghost rock can burn as fast as cod,
releasing 100 times the energy. Such afireis hot
enough to melt normal steel like wax, so these
fireboxes must be built of ghost stedl. A cubic foot
of processed ghost rock weighs 50 Ibs. and costs
$6,000.
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1876's great breakthrough in materials sci-
ence isthe mysterious metal known as ghost sted!.
Ghost stedl isalight, strong, and incredibly heat-
resistant alloy which is manufactured by smelting
steel in afurnacefired by ghost rock.

Objects made of ghost steel weigh half as
much as their steel equivalents, howewer, they
cost 50 times as much.

In terms of GURPS Vehicles, ghost stedl isa
TL8 material usablein structures or armor. Struc-
ture costs should be multiplied by 5, and armor
costs should be multiplied by 10. Vehicles with
ghost steel armor must take the Thermal Super-
conducting Armor defensive feature (see p. VE92).

Steam Enones

Low-pressure and forced-draft enginesarein
common usage in the Weird West. Multiple-
expansion engines are a borderline technology;
most mad scientists wouldn’t dream of using any-
thing less powerful than a triple-expansion
engine, but mundane engneers till find them
quite chalenging.

Ghost rock makes steam engineering much
more complicated. Unprocessed ghost rock is rel-
atively easy to use; it can be used in any enginein
place of cod, but multiplies the engine's fuel con-
sumption by 0.01. Processed ghost rock is more
troublesome. In a conventional |low-pressure
steam engine, processed ghost rock will multiply
fuel consumption by 0.02 and double the engine's
power output, increasing a vehicle's water speed
by 26% and its air or ground speed by 41%. How-
ever, the chance of aboiler explosion is vastly
increased (p. STM70). In aforced-draft or multi-
ple-expansion engine made of ghost steel, howev-
er, the full power of ghost rock can be unleashed;
fuel consumption is nomal, but power output is
multiplied by 100 with no chance of boiler explo-
sions. A ghogt stedl engine costs 250 times the nor-
mal cost of an equivalent steam engine.

SHAMANS

Unlike the European style of magic, which
relies upon wresting powers from the hostile
manitou, Indian medicine men have developed
processes of negotiating with the spirits of nature,
devel oping relationships with magical forcesin
order to work their mystical arts. These methods
require greet discipline and self-sacrifice, but are
free of most of the dangers inherent in working
with manitou as hucksters and mad scientists do.

When converting shaman characters, arcane
background: shaman becomes Initiation 3 and the
ritual Aptitude becomes Ritua Magic, aswell as
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conferring the Spirit Advisor advantage é level 3or
higher. The faith Aptitude at level 5 or higher so
confersthe Spirit Advisor advantege. Any gopropri-
ate Spirit Advisor may be selected; bear in mind
that this usualy requirestaking variousVows.

Individual rituals are not converted; they are
subsumed into the Ritual Magic skill.

Each favor that a shaman knows should be
converted into a Ritud asif it were askill convert-
ed from his highest ritual Aptitude. The shaman
should also possess each Path in which he has a
Ritual, at alevel equal to the highest Ritual he has
in that Path, plus one point for each additional Rit-
ual he hasin that Path. A shaman’s Ritual Magic
skill must be gregter than his highest Path skill; if
it isnot, raise the Ritual Magic skill accordingly.

Convenming Favons

Favors, in GURPS Deadlands, are represent-
ed by the Paths and Rituals of Ritual Magic.
Many Deadlandsfavors have existing equivalents
which can be found in GURPS Deadlands Weird
West, GURPS Voodoo, or GURPS Spirits; favors
with no equivalent should be converted according
to the following guidelines.

Firg, a Path for the new Ritual must be
selected. The basic Paths are the Path of Dreams,
the Path of Health, the Path of Luck, the Path of
Protection, and the Path of the Spirit. Select one
of thesefive, or investigate other Paths found in
GURPS Voodoo or GURPS Spirits.

The default from the Path for the new Ritual
is usually between -4 and -6. Favors with high
Appeasement vaues are typicdly toward the high-
er end of that range— at -6 or -7 — but favors with
variable Appeasement values typically take lower
defaults, around -4 or so, because a particularly
good roll isusually required to get the full effect.

The Duration of afavor is usually measured
in rea-world terms, and is thus unchanged in
conversion.

The Range of afavor is also usually meas-
ured in real-world terms, and so not changed.

The specific effects of afavor can vary wide-
ly, and so the GM needs to use his judgment in
converting them. However, there are afew rules of
thumb which may be helpful. Favors with a range
of variable Appeasement values typically require
the roll to be made by 2 points for every point of
effect. If a favor has2 or 3 different levels of
Appeasement, the roll must generdly be made by
an amount equal to the difference between the val-
ues for the more powerful effect to take place.

Comparing the favor to be converted with
existing Rituals will probably be helpful. The
generd guiddlines listed under Rules Conversions
(p. 16) can dso help.
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Tue HanRowzD

It ain’t easy being dead. The Harrowed may
have gained powers far beyond those of normal
men as a door prize for clawing their way out of
the grave, but the cost is high. Being dead, for a
start. Constantly being locked in battle with an
evil spirit for control of your own body is another
downside. And the maggots'II just kill you.

Converting a Harrowed character is relative-
ly smple. After al the character’s non-Harrowed
abilities have been converted, add the Harrowed
package, below. Then determine the Will of the
manitou that shares the Harrowed's body. Findly,
convert any special Harrowed powers the charac-
ter may have picked up.

Domtnion

In GURPS Deadlands, Dominion is handled
asavariant form of Split Persondlity. In stressful Sit-
uations, the Harrowed and the manitou must make
aQuick Contest of Willsto determine who takes
control until the next contest. To determine
the Will of the inhabiting manitou, convert the

manitou’s Spirit to a number using the Attribute
Conversion table ebove. Add the manitou’s Domin-
ion points at the time of conversion, then subtract
the Harrowed's Dominion points at the time of con-
version. The result is the manitou’ s Will.

The Will of aLegion israndom; roll 5d every
time the Contest is required in order to determine
its WAll.

If the controlling personality wins the Quick
Contest, it retains control for the next day. (Ties
are considered victories) If it loses the contest by
fewer than 5 points, the other personality takes
control for a period of 1d hours. If it loses the
contest by 5 points or more, the other personaity
takes Dominion, and the original controlling per-
sonality must win a Quick Contest by more than
5 points on alater day to regain that control.

Convenmine Harrowzo Pawzns

An experienced Harrowed will develop a
range of special abilities as little gifts from his
manitou. A Harrowed who makes a habit of going
after dominations may aso have picked up afew
coup powers aong the way. GURPS Deadlands:

HARROWED
oG pornms

Advantages: Doesn't Eat or
Drink [10]; Fearlessness +3
[6]; Independent Body Parts
(Limitation: Reattachment
only, -50%) [18]; Injury Tol-
erance (No Blood) [5]; Less
Sleep 4 [12]; Regrowth
(Limitation: Reattachment
only, -50%) [20]; Tempera-
ture Tolerance [10]; Vampiric
Immortality [60]; Vampiric
(Undead)  Invulnerability
[150].

Disadvantages. Bad Sméll [-10];
Eunuch [-5]; Nightmares
[-5]; Pdlor [-10]; Secret
(Harrowed) [-20]; Unhealing
(Must eat raw mest to regen- | I -
erate lost HT) [-20]; Voices | ./ il
(Diabalicd) [-15].
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Weird West contains conversions of several Har-
rowed powers. If, however, it becomes necessary
to convert other powers from Pinnacl€’'s books,
the following guidelines may prove helpful.

The Speed of a Harrowed power converts
directly into the number of GURPS turns
required to activate the power; one Deadlands
action equals one GURPS turn.

Powers with a Duration of Concentration
have a GURPS Duration of 1 turn, but may be
maintained indefinitely, as long as the Harrowed
continues to take Concentrate or Step and Con-
centrate maneuvers. Powers with a Duration of a
certain amount of Wind per round require an
amount of Fatigue equal to the required Wind
each turn to maintain. Powers with a Duration of
Permanent remain Permanent. Powers with a
Duration of minutes or hours retain that Duration.

Dispositions are not converted; the GM and
players should simply make an effort to assure
that Harrowed powers are consistent with the
Harrowed's personality.

The specific details of the power will require
aruling from the GM. Many Harrowed powers
can be represented with advantages and powers
from the Basic Set or Compendium |; the Rules
Conver sions section, below, may also be helpful.

SameLe CoNvenTzD
CuanAcTERS

The following pages contain two sample
characters: a cowpoke named Big Slim Owens,
and a greenhorn huckster named Jessica Met-
cafe. Both have seen afew things and wrangled
with evil afew times, but they are till relatively
new to the Weird West. They are presented first in
Deadlands terms and then in GURPS terms, as
examples of converted characters. Note that
although both are comparable beginning Dead-
lands characters, their GURPS conversions differ
widely in point vaue.

DzaoLanos CranAcTen:
Bie Stiv Owens

TnAITS AND Aptirupes

Deftness 3d6
Shootin’: pistol 1
Shootin’: rifle 4
Nimbleness 3d8
Fightin': brawlin’ 2
Horseridin’ 4
Quickness 1d8
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Strength 4d6
Vigor 4d8
Cognition 3d6
Knowledge 2d8
Mien 2d8
Animal wranglin’: bronco bustin’ 2
Overawe 2
Smarts 3d6
Scroungin’ 2
Survival: desert 3
Spirit 3d6
Guts 2
Wind 14
Edges:
Sand 1
Thick-skinned 3
Hindrances:
All thumbs -2
Big'un-1
Loyal -3

CURPS CuAnacten:
Bio Stim Owzns 138 1/2 poins

Attributes: ST 13[30]; DX 12[20]; 1Q 12 [10]; HT 14 [45].
Speed 6.5; Move 6.

Dodge 6; Parry 8 (Brawling).

Advantages. Charisma +1 [5]; Fearlessness +1
[2]; High Pain Threshold [10]; Strong Will
+2[8].

Disadvantages. |ncompetence (Armoury, Engi-
neer, Mechanic, Shipbuilding) [-4]; Over-
weight [-5]; Sense of Duty (Friends) [-5].

Skills: Animal Handling-12 [2]; Brawling-12 [1];
Guns (Rifle)-16 [4]; Guns (Pistol)-13 [1/2];
Intimidation-12 [2]; Riding (Horse)-14 [8];
Scrounging-12 [1]; Survival (Desert)-13 [4].
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Dzaoanos CuanacTen:
Jessiea Memoatrs

TnAITS AND Apritupzs

Deftness 3d3
Filchin' 2
Shootin’: pistol 2
Sleight of hand 3
Nimbleness 3d8
Dodge 2
Horseridin’ 1
Quickness 4d8
Quick draw: pistol 1
Strength 2d8
Vigor 2d8
Cognition 3d10
Scrutinize 3
Knowledge 4d10
Academia: occult 2
Language: French 1
Language: Latin 2
Language: Spanish 1

Professional: theology 1

Mien 4d8
Persuasion 1

Smarts 3d10
Bluff 3
Gambling 2

Spirit 4d8

Wind 16

Edges:
Arcane badkground: huckster 3
Brave 2
Fleet-footed 1
Gift of gab 1
Purty 1
Nerves o' steel 1
Soothing voice 1

Hindrances:
Curious -3
Greedy -2
High-fautin’'-2
Stubborn -2
Tuckered -1

Special Abilities:
Hexdingin’ 3
Hexes. Hunch, Mind Tweak,Private Eye
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CURPS CuanAcTen:
Jessiea Merearre 237 1/2 poivs

Attributes: ST 12[20]; DX 13[30]; 1Q 14 [45]: HT 12[20].

Speed 6.25; Move 8.

Advantages: Charisma+2 [10]; Fearlessness +5
[10]; Beautiful [15]; Language Taent 2 [4];
Magical Aptitude (Huckster) 3 [35]; Strong
Will +2 [8]; Voice[10].

Disadvantages: Extremely Curious[-10]; Greed
[-15]; Odious Personal Habit (Snob) [-10];
Stubbornness [-5]; Unfit [-5].

Skills: Detect Lies-15 [6]; Fest-Draw (Pistol)-12
[1/2]; Fest-Tak-16 [6]; Gambling-15 [4];
Guns (Pistal)-15 [1]; Occultism-14 [2]; Pick-
pocket-13 [4]; Riding (Horse)-12 [1]; Run-
ning-16 [32]; Sleight of Hand-14 [8];
Stedlth-13 [2]; Theology-13[2].

Languages: English (Native)-16 [0]; French-15
[1]; Latin-16 [2]; Spanish-15 [1].

Hexes: Hunch-14 [1], Mind Tweak-14 [1],
Private Eye-14 [1].

Rutzs Convensions

Here are some guidelines for converting rules
that don’'t deal with character creation.

Crimrens

Many of Pinnacle's books include new crit-
ters for your posse to face. To convert them for
use in GURPS, use the guidelines below.

Attributes and skills should be converted for
critters in the same way that they would be for
characters, with the exception of Q. Deadlands
uses ardative scale for animals — a 2d6 Smarts
for adog is not the same as a 2d6 Smarts for a
man. To represent this, if the critter you're con-
verting is an unintelligent animal, divide the IQ
you get by conwerting the critter’s attributesin
half.

Some critters are sufficiently terrifying to
unman all who come against them. These critters
have a Terror scorein Deadlands. In GURPS,
they require everyone who sees them to make a
Fright Check. This check is made at +2 for Terror
3 critters, unmodified for Terror 5, at -2 for Terror
7, a -4 for Terror 9, and at -6 for Terror 11.
Should you have a critter whose Terror scoreisn't
listed here, the modifier is equal to 5 minus the
Terror score.

Some NPCs in Deadlands have a Terror
score. These characters should take the GURPS
advantage Terror, with amodifier to Fright Check
according to the guideline above.
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Some critters are particularly tough, with a
Deadlands Armor Value. In GURPS, each level
of Armor convertsto PD 2 and DR 6.

A critter's attacks should be converted by
combining the total dice of each atack and con-
sulting the following table. If the critter’s Strength
and the add for the attack take different die types,
convert each component separately and then add
them.

Deadlands DieType
#of Dice d4 d6 d8 di0 di2

1 +1 +2  +2 43 1d
2 +2 1d 1d+1 1d+2 2d-1
3 1d 1d+2 2d 2d+1 3d
4 1d+1 2d 2d+2 3d+1 4d-1
5 2d-1 2d+1 3d+1 4d 5d-1
6 2d 3d 4d 5d 6d
7 20+2 3d+1 4d+2 5d+2 6d+2
8 3d 4d 5d 6d+1 7d+1

Asusual, if combined adds are larger than
+3, a modifier of +3 may be replaced by an
extradie.

Any attack which does damage as Wind
rather than wound levels should generally deal
out about half as much damage in GURPS hits.
Sometimes, it may seem appropriate for a Wind-
damage attack to drain Fatigue instead; use your
best judgement.

Special abilitieswill have to be converted on
acase-by-case basi's, use the examplesin this sec-
tion for some guidelines, or consult the critter
descriptionsin GURPS Deadlands: Weird West
for comparison.

Convenmene Omuen Rutes

Naturdly, there isn’t enough space here to
convert all the material available in the Dead-
landsline. If you want to convert some medhanic
not otherwise covered, use the following guide-
lines as a place to start.

Tanaer Numezns

A TN of 5isequivaent to an unmodified roll.
Rolls are modified by a bonus equivalent to 5
minusthe TN —i.e, aTN of 3isequivdenttoa+2
modifier, whileaTN of 11 isequivalent to a-6.

BONUSES AND PENALTIES

Whenever aroll callsfor abonus or penalty
to the dierall, that bonus or penalty should be
converted on a one-for-one basis — a -3 penalty
remains a-3 penalty.

RAISES

In situations where a raise would be required,
theroll for the GURPS skill must be made by 4.
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Orroszo RoLis

Any situation which callsfor an opposed roll
should be resolved with a Quick Contest.

TRAIT Crzoks

When a Strength check is called for, use ST.

When a Vigor check is called for, use HT.

When a Cognition, Smarts, or Knowledge
check iscalled for, use 1Q.

When a Deftness, Nimbleness, or Quickness
check is called for, use DX.

When a Mien check is called for, make a
reaction roll.

When a Spirit check is called for, use Will.

iz Rovts

Deadlands sometimes uses dierollsin away
that conflicts with the spirit of GURPS. For exam-
ple,in Deadlands, Harrowed must deep 1d6 hours
per night; in GURPS Deadlands, they have Less
Sleep 4, and must sleep 4 hours per night. When-
ever you need to convert this sort of mechanic, use
the average result for the dierall given.

Similarly, if something you're trying to con-
vert callsfor atype of diethat you, as a GURPS
convert, don't have, convert the dice to d6s by
referring to the table in the Critters section and
doubling all entries.

Gurs Careoks

Any situation which calls for aguts check in
Deadlands calls for aFright Check in GURPS
Deadlands.

foan Lever

Areas with a Fear Level rating cause charac-
ters to suffer a-1 penalty to their Fright Checks
for every level of Fear aslong as the characters
remain within the area.

Acrians

A Deadlands action is equal to a GURPS
turn. A full Deadlands turn is equal to 5 GURPS
turns.

Waounp Levees

Some Deadlands effects refer to wound lev-
és. In GURPSterms, aLight wound is equivalent
to 1 or 2 hits of damage. A Heavy wound is equa
to 3 or 4 hits of damage. A Seriouswound isequa
to 5to 8 hits of damage. A Critical wound isequal
to 9 to 12 hits of damage. A Maimed wound is
equal to 13 to 16 hits of damage; thiswill cripple
alimb, but will not necessaiily incapacitate on a
torso hit,asGURPS does not have crippling torso
wounds.
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