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M a ny gaming groups will come to G U R P S
with an established D e a d l a n d s posse and saga
t h at they ’d like to continue play i n g. For them, we
o ffer the fo l l owing guidelines for conve rting ch a r-
a c t e rs and other game mat e rials from D e a d l a n d s
to GURPS Deadlands. These guidelines may
also be useful to G U R P S GMs who wish to con-
ve rt some of the abundant mat e rial ava i l able fro m
P i n n a cle Entertainment Gro u p ’s D e a d l a n d s l i n e
for other campaigns.

When conve rting ch a ra c t e rs from D e a d l a n d s
to GURPS Deadlands, p l aye rs and GMs use the
c o nve rsion guidelines below for Tra i t s , Ap t i t u d e s ,
and other ch a ra c t e ristics all ch a ra c t e rs possess.
Some ch a ra c t e rs with special abilities may
re q u i re re fe rence to the guidelines in the S p e c i a l
C h a racter Ty p e s section (p. 8).

Because D e a d l a n d s has a part i a l ly ra n d o m
ch a racter ge n e ration system,these conve rsion ru l e s
do not produce a party of G U R P S PCs with uni-
fo rm point totals from a party of equivalent start i n g
D e a d l a n d s a dve n t u re rs; howeve r, t h ey pro d u c e
ch a ra c t e rs wh i ch feel and play like the ori ginals. 

To conve rt D e a d l a n d s Traits into G U R P S
at t ri bu t e s , fi rst conve rt all 10 Traits into nu m e ri c a l
values by comparing the die type and Coord i n a-
tion of the Trait on the fo l l owing tabl e, then con-
ve rt those values into G U R P S at t ri bu t e s
a c c o rding to the rules below.

Die Ty p e
C o o rd i n at i o n d 4 d 6 d 8 d 1 0 d 1 2

1 8 9 1 0 1 1 1 2
2 9 1 0 1 2 1 3 1 4
3 1 1 1 2 1 3 1 4 1 5
4 1 1 1 3 1 4 1 5 1 6
5 1 2 1 4 1 5 1 6 1 7
6 1 3 1 5 1 6 1 6 1 7
7 1 4 1 6 1 7 1 7 1 8
8 1 5 1 6 1 7 1 8 1 8

S t rength becomes ST.
Vi gor becomes HT.
The ave rage of Deftness, Q u i ck n e s s , a n d

N i m bleness becomes DX.
The ave rage of Cog n i t i o n , K n ow l e d ge, a n d

S m a rts becomes IQ.
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S p i rit becomes Will. Ta ke levels of Strong Will or
Weak Will equal to the diffe rence between conve rted IQ
and conve rted Wi l l .

Mien becomes Charisma. Ta ke 1 level of Chari s m a
for eve ry two full points of Mien ab ove 10.

When conve rting at t ri butes with bonu s e s , l i ke
3 d 1 2 + 4 , a dd half the bonus to the result on the tabl e.
3 d 1 2 + 4 , for ex a m p l e, becomes 17. 

To conve rt D e a d l a n d s E d ges and Hindrances into
G U R P S a dva n t ages and disadva n t age s , consult the fo l-
l owing lists. D e a d l a n d s and G U R P S qualities with the
same name are not listed.

Deadlands GURPS
A rcane Back gro u n d Special; see below
B e l o n gi n ’s Te m p o ra ry Wealth; see below
Big Ears Acute Hearing +2
B rave Fe a rlessness +3
B raw ny Toughness 1
D i n e ro Wealth; see below
D o n ’t Get ’Im Riled! B e rs e rk and +2 ST
E agle Eye s Acute Vision +2
F l e e t - Fo o t e d +4 Running/leve l
Friends in High Places Special; see below
Gift of Gab L a n g u age Talent 2
Ke e n A l e rtness +3
Kemo Sab e U nusual Back ground; see below
L aw Man L egal Enfo rcement Powe rs; 

see below
L eve l - H e a d e d C o m b at Refl exe s
Light Sleep e r Light Sleeper and Less Sleep 3
L u ck o’the Iri s h L u ck
M e ch a n i c a l ly Incl i n e d Special; see below
N e rves o’S t e e l Fe a rlessness +2
P u rt y H a n d s o m e / B e a u t i f u l
R a n k M i l i t a ry Rank; see below
R e n ow n Special; see below
S a n d S t rong Will +1/leve l
Sense o’ D i re c t i o n Absolute Dire c t i o n
S i d e k i ck A l ly; see below
“ The Stare ” +3 Intimidat i o n
“ The Vo i c e ” Vo i c e
Th i ck - S k i n n e d High Pain Th re s h o l d
Tough as Nails Special; see below
Two - Fi s t e d A m b i d ex t e ri t y
Ve t e ran o’the We i rd We s t U nusual Back ground; see below

A rcane Back gro u n d : h u ck s t e r becomes Magi c a l
Aptitude (Huckster) 1. See p. 8 for more details on con-
ve rting huck s t e rs .

A rcane Back gro u n d : bl e s s e d becomes Divine Favo r.
See p. 9 for more details on conve rting the Blessed.

S o m e t i m e s , taking the ave rage of
multiple Traits for DX and IQ results in
a “ fl at t e n e d ” ch a racter – for ex a m p l e, a
PC with Nimbleness 1d8, Q u i ck n e s s
2 d 6 , and Deftness 4d10 ends up with a
DX of 12, wh i ch adequat e ly rep re s e n t s
the hero ’s ge n e ral dex t e ri t y, but loses
the fine motor skill that the ori ginal PC
p o s s e s s e d. In such a situat i o n , when the
i n d ividual component Traits of an
at t ri bute differ by more than 3 points
after conve rs i o n , p l aye rs should assign
the ave rage for the ove rall at t ri bu t e, bu t
m ay also take a level or two of an ap p ro-
p ri ate adva n t age to compensate for the
fl at t e n i n g. Some ap p ro p ri ate adva n t age s
a re Manual Dex t e rity for Deftness,
C o m b at Refl exes for Quick n e s s , Pe r fe c t
Balance for Nimbl e n e s s , A l e rtness fo r
C og n i t i o n , ex t ra points in Mental skills
for Know l e d ge, and Common Sense fo r
S m a rts. Other adva n t ages may be more
ap p ro p ri ate for your ch a racter; feel fre e
to take wh at ever makes sense.

This can wo rk the other way : i f
your ch a racter has Know l e d ge 3d12,
C ognition 4d10, and Smarts 1d4, it may
be a good idea to take a disadva n t age to
rep resent the discrep a n cy – say,
H i d eb o u n d. If you use this technique to
gain adva n t age s , you should cert a i n ly
t a ke disadva n t ages under similar cir-
cumstances. 

♥ ♠ ♦ ♣

G U R P S and D e a d l a n d s mean two
d i ffe rent things by the term “ B l e s s e d,”
and this distinction can lead to confu-
sion. In G U R P S t e rm s , a ch a racter with
the Blessed adva n t age has some minor
s p a rk of the divine in him. This is not
quite strong enough to accurat e ly con-
ve rt the D e a d l a n d s A rcane Back gro u n d :
bl e s s e d; the Divine Favor adva n t age is a
mu ch better mat ch. In GURPS Dead-
l a n d s and its supplements,“the Blessed”
a re those who possess the A rcane Back-
gro u n d : bl e s s e d E d ge in D e a d l a n d s, o r
the Divine Favor adva n t age in G U R P S,
unless the text in question specifies the
Blessed adva n t age. 
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Arcane Background: mad scientist
becomes Gadge t e e r. You may use either reg u l a r
G a d geteer or Quick Gadge t e e r, d epending on the
fl avor of your campaign. See p. 10 for more details
on conve rting mad scientists.

A rcane Back gro u n d : s h a m a n becomes Ini-
t i ation 3. See p. 11 for more details on conve rt i n g
s h a m a n s .

B e l o n gi n ’s u s u a l ly doesn’t need to be con-
ve rted; instead, c o nve rt the equipment ga i n e d
with it. For purposes of calculating point va l u e,
h oweve r, B e l o n gi n ’s becomes Te m p o ra ry We a l t h
(p. CI18). Level 1 becomes Te m p o ra ry Comfo rt-
abl e, L evel 2 becomes Te m p o ra ry We a l t hy, L eve l
3 becomes Te m p o ra ry Ve ry We a l t hy,and Levels 4
and 5 become Te m p o ra ry Fi l t hy Rich .

D i n e ro becomes Wealth. Levels 1 and 2
become Comfo rt abl e, l evels 3 and 4 become
We a l t hy, and Level 5 becomes Ve ry We a l t hy.

Friends in High Places becomes Contacts,
Favo rs , or Pat rons as ap p ro p ri at e.

Kemo Sab e becomes a 5-point Unu s u a l
B a ck ground (Familiar with a fo reign culture ) .
This eliminates any cultural unfa m i l i a rity penal-
ties to skills having to do with that culture –
S avo i r- Fa i re, for ex a m p l e.

L aw Man becomes Legal Enfo rc e m e n t
Powe rs. The 1-point Edge becomes the 5-point
a dva n t age, the 3-point Edge becomes the 10-
point adva n t age, and the 5-point Edge becomes
the 15-point adva n t age.

M e ch a n i c a l ly Incl i n e d becomes Gadge t e e r
in a campaign in wh i ch mad scientists use Gad-
geteer (Quick). In a campaign in wh i ch mad sci-
entists are regular Gadge t e e rs , M e ch a n i c a l ly
I n clined confe rs a +2 bonus to Engineer and
M e ch a n i c.

R a n k becomes Military Rank. Rank 1
becomes Military Rank 0 or 1; Rank 2 becomes
M i l i t a ry 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. Wi t h-
in the ra n ge give n , select the specific rank ap p ro-
p ri ate to the ch a ra c t e r.

R e n ow n becomes a +3 Rep u t at i o n , re c og-
n i zed on a 10 or less. The group affected dep e n d s
on the level of the Edge – a small group for 1
p o i n t , a large group for 3 points, and almost
eve ryone for 5 points.

S i d e k i ck becomes A l ly; in order to deter-
mine the A l ly ’s point va l u e, the Sidekick should
be conve rted into G U R P S t e rms sep a rat e ly.

Tough as Nails becomes Fit at Level 1, Ve ry
Fit at level 2, and 1 Extra Hit Point for each leve l
b eyond that .

Ve t e ran o’ the We i rd We s t becomes Unu s u-
al Back ground (Ve t e ran of the We i rd West). 
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D e a d l a n d s G U R P S
A i l i n ’ Special; see below
All Th u m b s Special; see below
Bad Ears Special; see below
Bad Eye Bad Sight
Bad Luck U n l u ck i n e s s
Big Bri t ch e s O ve rc o n fi d e n c e
Big Mouth Odious Pe rsonal Habit; see below
Big ’Un Special; see below
B l o o d t h i rs t y B l o o d l u s t
C a u t i o u s C a re f u l
C u ri o u s E x t re m e ly Curi o u s
C l u e l e s s A b s e n t - M i n d e d n e s s
D e ath Wi s h On the Edge
Doubting Th o m a s Delusion; see below
Fe rn e r Social Stigma (Outsider)
G e e ze r A ge
G re e dy G re e d
G rim Servant o’ D e at h J i n xed (-20 points)
H ab i t Odious Pe rsonal Habit; see below
H a n ke ri n ’ A dd i c t i o n
H e avy Sleep e r D e ep Sleeper and Extra Sleep 3
H e ro i c C h a ri t abl e
H i g h - Fa l u t i n ’ Odious Pe rsonal Habit; see below
I l l i t e rat e I l l i t e ra cy
I m p u l s ive I m p u l s ive n e s s
Kid Yo u t h
L aw o’the We s t Code of Honor; see below
L o c o Special; see below
L oya l Sense of Duty (Fri e n d s )
Ly i n ’E ye s Easy to Read
M i s e r M i s e rl i n e s s
Mean as a Rat t l e r Bad Te m p e r
Night Te rro rs N i g h t m a re s
O at h Vow
O bl i gat i o n D u t y
O n e - A rmed Bandit One A rm or One Hand
O u t l aw Special; see below
Pa c i fi s t Special; see below
Pove rt y Po o r
R a n dy L e ch e ro u s n e s s
S c raw ny S k i n ny
S e l f - R i g h t e o u s Fa n at i c i s m
S l ow p o ke Special; see below
S q u e a ky Disturbing Vo i c e
S q u e a m i s h Mild Phobia (Squeamishness)
S t u bb o rn S t u bb o rn n e s s
S u p e rs t i t i o u s Delusion; see below
Th i n - S k i n n e d L ow Pain Th re s h o l d
Ti n h o rn Odious Pe rsonal Habit; see below
Tu cke re d Special; see below
U g ly as Sin U g ly
Ve n ge f u l Code of Honor; see below
Ye a rn i n ’ O b s e s s i o n
Ye l l e r C owa rd i c e

If a group wants to try to cre at e
c o nve rsions with ro u g h ly equal G U R P S
point totals, b egin by conve rting the
ch a ra c t e rs according to the rules below.
E s t i m ate the gro u p ’s ave rage at t ri bu t e
l evel; this is usually higher than the
s t a n d a rd 10. Then try to adjust each
ch a ra c t e r ’s at t ri butes a bit closer to the
ave rage, whether that means raising or
l owe ring the at t ri bute in question.
Adjust leveled adva n t ages to add points
to ch a ra c t e rs at the low end of the part y
and to subtract points from ch a ra c t e rs at
the high end. Reduce skill levels that
a re n ’t central to ch a racter concepts fo r
ch a ra c t e rs with high point totals. Th e
end result may not be ex a c t ly equal,
but it should be possible to ach i eve a
re a s o n able balance.

♥ ♠ ♦ ♣

The Aptitude Conve rsion tabl e
assumes that a given level of Ap t i t u d e
t ra n s l ates to a certain degree of pro fi-
c i e n cy rega rdless of the difficulty of the
skill. If the group pre fe rs to account fo r
the difficulty of the skill, a dd 1 to the
l evel of Easy skills, s u b t ract one fro m
the level of Hard skills,and subtract two
f rom the level of Ve ry Hard skills. 
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A i l i n ’ becomes an ap p ro p ri ate physical dis-
a dva n t age. Possibilities include Social Disease,
M i gra i n e s ,D e l i c ate Metab o l i s m , or Te rm i n a l ly Ill.

All Th u m b s becomes Incompetence at
A rm o u ry, M e ch a n i c, E n gi n e e r, and Shipbu i l d i n g.

Bad Ears becomes Hard of Hearing for the
fi rst leve l , and Deafness for the second leve l .

Big Mouth becomes a -10-point Odious Pe r-
sonal Habit (Talks too mu ch , and about the wro n g
t h i n g s ) .

Big ’Un becomes Ove r weight at the fi rs t
l eve l , and Fat at the second leve l .

Doubting Th o m a s becomes a -5-point Delu-
sion (The supern at u ral does not ex i s t ) .

H ab i t becomes an Odious Pe rsonal Hab i t ,
with a reaction modifier of -1 per level of the
H ab i t .

H i g h - Fa l u t i n ’ becomes a -10-point Odious
Pe rsonal Habit (Snob).

L aw o’ the We s t becomes Code of Honor
( L aw of the West) (Tre at all women with re s p e c t ;
n ever draw fi rst; never shoot someone in the back ;
n ever shoot a distracted foe) and Rep u t ation (+1,
10 or less, almost eve ry b o dy ) .

L o c o becomes an ap p ro p ri ate Mental 
d i s a dva n t age.

O u t l aw becomes Enemy and/or Rep u t at i o n .
Pa c i fi s t becomes Pa c i fism (Cannot kill) fo r

the fi rst level and Total Pa c i fism for the second
l eve l .

S l ow p o ke becomes Incompetence (Running)
for level 1, Reduced Move 1 for levels 2 and 3,
and Reduced Move 2 for levels 4 and 5.

S u p e rs t i t i o u s becomes a -5-point Delusion
( S u p e rstitions are re a l ) .

Ti n h o rn becomes a -10-point Odious Pe r-
sonal Habit (Ti n h o rn ) .

Tu cke re d becomes Unfit for level 1, Ve ry
U n fit for level 2, and 1 Reduced Hit Point fo r
eve ry level beyo n d.

Ve n ge f u l becomes a Code of Honor (Alway s
ave n ge a wrong done to yo u ) .

All D e a d l a n d s Aptitudes conve rt re a d i ly to
an equivalent G U R P S skill. To determine the
l evel of the skill, consult the fo l l owing tabl e,
wh e re A t t . is the ap p ro p ri ate at t ri bute for the
given skill.

Ap t i t u d e Skill Leve l
1 Att. -1
2 A t t .
3 Att. +1
4 Att. +2

5 - 6 Att. +3
7 - 9 Att. +4
1 0 + Att. +5

If an Aptitude has adds (e. g. , 3 d 1 2 + 4 ) , a dd
half the adds to the effe c t ive Aptitude for purp o s-
es of determining the skill level. For ex a m p l e, a n
Aptitude of 3d12+4 would have an effe c t ive leve l
of 5.

To determine wh i ch G U R P S skill a give n
D e a d l a n d s Aptitude conve rts to, consult the tabl e
on p. 7. D e a d l a n d s Aptitudes wh i ch have
G U R P S e q u ivalents with the same name and 
p u rpose have not been listed; they should still be
c o nve rt e d. For this purp o s e, C l i m b i n ’ and Climb-
i n g, or any other similar pair, a re considere d
e q u iva l e n t .

In some situat i o n s , multiple D e a d l a n d s s k i l l s
m ay conve rt to a single G U R P S skill (Fa s t - Ta l k ,
for example). In these situat i o n s , the conve rt e d
skill level should be calculated as if based on an
Aptitude equal to the highest component Ap t i t u d e
plus one for each additional component Ap t i t u d e.

D e a d l a n d s skills wh i ch re q u i re concentra-
tions often correspond to G U R P S skills wh i ch
re q u i re specializations (Shootin’ c o nve rts to
G u n s , for example). Choose an ap p ro p ri ate spe-
c i a l i z ation for the concentration when conve rt i n g
these skills. Multiple concentrations of a single
Aptitude count as sep a rate skills.
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Some D e a d l a n d s skills wh i ch do not re q u i re
c o n c e n t rations correspond to G U R P S s k i l l s
wh i ch do re q u i re specialization. For these skills,
the player should select a specialization ap p ro p ri-
ate to the ch a ra c t e r. In some cases, it may be nec-
e s s a ry to take a skill multiple times with diffe re n t
s p e c i a l i z at i o n s .

Some D e a d l a n d s skills conve rt to G U R P S
skills wh i ch have pre requisites. Conve rted ch a r-
a c t e rs should take all pre requisites at the same
l evel at wh i ch they have the conve rted skills. 

D e a d l a n d s G U R P S
A c a d e m i a S c i e n t i fic skill

ap p ro p ri ate to concentrat i o n
S c ru t i n i ze Detect Lies
Animal W ra n g l i n ’ Animal Handling
A rt i l l e ry G u n n e r
A rt s A rtistic skill ap p ro p ri ate 

to concentration (usually 
A rtist or Sculptor)

B l u ff Fa s t - Ta l k
D o d ge A c ro b atics; see below
D riv i n ’ Ve h i cle skill ap p ro p ri ate 

to concentrat i o n
Fa i t h Special; see below
Fi g h t i n ’ C o m b at skill ap p ro p ri ate 

to concentrat i o n
Fi l ch i n ’ P i ck p o cket (not Fi l ch )
G u t s Special; see below
H ex s l i n gi n ’ Special; see below
Mad Science We i rd Science
M e d i c i n e Medical skill ap p ro p ri ate 

to concentrat i o n
O ve rawe I n t i m i d at i o n
Pe r fo rm i n ’ Pe r fo rm a n c e, S i n gi n g,

or Musical Instru m e n t
Pe rs u a s i o n Fa s t - Ta l k
P ro fe s s i o n a l Special; see below
Q u i ck Draw Fa s t - D raw
R i d i c u l e Fa s t - Talk or Intimidat i o n ,

as ap p ro p ri at e
R i t u a l Special; see below
S c i e n c e S c i e n t i fic skill 

ap p ro p ri ate to
c o n c e n t rat i o n; see below

S c ru t i n i ze Detect Lies
S e a rch Special; see below
S h o o t i n ’ G u n s
S n e a k S t e a l t h
Ta l e - Te l l i n ’ B a rd
Ti n ke ri n ’ Special; see below
Tra d e Special; see below

D o d ge becomes A c ro b atics; at level 4 or higher,
it also gives the ch a racter Enhanced Dodge.

Faith has diffe rent effects depending on wh o
has it. All ch a ra c t e rs with Faith get +1 to Will and
Th e o l ogy for eve ry level of Faith they possess.
C h a ra c t e rs with Divine Favor get +1 to their Div i n e
Favor reaction rolls for eve ry two full levels of
Faith they possess. Indian ch a ra c t e rs with Faith 5 or
higher get a Spirit A dvisor; non-Indian ch a ra c t e rs
with Faith 5 or higher get True Fa i t h .

G u t s gives the ch a racter 1 level of Fe a rl e s s-
ness for each level of Guts ab ove the fi rs t .

H ex s l i n gi n ’ gives the ch a racter 1 level of Magi-
cal Aptitude (Huckster) at levels 1 or 2, 2 levels of
M agical Aptitude (Huckster) at levels 3 or 4, and 3
l evels of Magical Aptitude (Huckster) at levels 5 or 6.

P ro fe s s i o n a l becomes the most ap p ro p ri at e
skill for the concentration – often this is Pro fe s s i o n-
al Skill (concentrat i o n ) , but Law,Po l i t i c s , Th e o l ogy,
or other skills may be more ap p ro p ri at e.

R i t u a l becomes Ritual Magi c. If the ch a ra c t e r
has multiple concentrat i o n s ,c a l c u l ate the conve rt e d
skill level according to the guidelines ab ove fo r
skills comprising multiple Aptitudes. Shamans
with any ri t u a l c o n c e n t ration at level 3 or higher
also get the Spirit A dvisor adva n t age.

S c i e n c e becomes the ap p ro p ri ate Scientifi c
skill. S c i e n c e : ge n e ra l becomes the Science! skill.

S e a rch gives the ch a racter 1 level of A l e rt n e s s
for eve ry two full levels of the Ap t i t u d e.

Ti n ke ri n ’ becomes Mech a n i c. It also gives the
ch a racter the Engineer skill two levels below the
l evel of Mech a n i c.

Tra d e becomes the most ap p ro p ri ate skill fo r
the concentration – often Pro fessional Skill (con-
c e n t rat i o n ) , but also fre q u e n t ly Craft skills like
B l a cksmith or Carp e n t ry.

The ab ove info rm ation is enough for a gro s s ,
s e at-of-the-pants conve rsion from D e a d l a n d s t o
G U R P S. Howeve r, for a more detailed and com-
plete conve rs i o n , c o n t i nue re a d i n g.

S e c o n d a ry Traits in D e a d l a n d s ( s u ch as Wi n d,
S i ze, and Pace) are not conve rt e d. Their functions
a re served by other statistics in G U R P S.

Most nonwe apon equipment doesn’t need
m e chanical conve rsion. D e a d l a n d s d o l l a rs are
e q u ivalent to G U R P S d o l l a rs. D e a d l a n d s we ap o n s
can be found in G U R P S t e rms in GURPS Dead-
l a n d s : We i rd We s t.
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G rit tra n s l ates to Fe a rl e s s n e s s , with each
point of Grit becoming one level of Fe a rl e s s n e s s .

When conve rting a D e a d l a n d s campaign in
p rogre s s , a posse may have unused Fate Chips
and Bounty Points. Both conve rt into unspent
ch a racter points in G U R P S. Begin by conve rt i n g
Fate Chips to Bounty Points at the usual rate – 3
for blue ch i p s , 2 for red ch i p s , and 1 for wh i t e
chips – and then conve rt the total Bounty Po i n t s
to ch a racter points at a rate of 1 CP per 2 Bounty
Points. These points are unspent at the begi n n i n g
of play under G U R P S ru l e s .

If a group wants to maintain some of the fl a-
vor of Fate Chips, t h ey can ke ep those points
unspent and use the Flesh Wounds rule from 
p. B183, spending a single ch a racter point to
re s t o re all damage.

Most citizens of the We i rd West can be con-
ve rted with the rules alre a dy cove re d. For those
folks who dabble in the mystical and supern at u-
ra l , h oweve r, l i fe is more complicat e d. Huck s t e rs ,
the Blessed, mad scientists, s h a m a n s , and the
H a rrowed all re q u i re special attention in the 
c o nve rsion process. Here are guidelines for con-
ve rting the powe rs of the heavy hitters of the
We i rd We s t .

H u ck s t e rs take their lives in their hands daily
for a taste of real magi c. Th ey risk body and mind
in a supern at u ral game of wits, so that they can
bend the manitou to their will, a c c o m p l i s h i n g
fe ats that ord i n a ry men can only gape at .

When conve rting a huck s t e r, a rcane back-
gro u n d : h u ck s t e r becomes Magical Ap t i t u d e
( H u ck s t e r ) , a c a d e m i a : o c c u l t becomes Occult-
i s m , and h ex s l i n gi n ’ becomes additional levels of
M agical Aptitude (Huck s t e r ) , as described under
S k i l l s and A dva n t ages & Disadva n t age s ab ove.

M agical Aptitude (Huckster) is similar to reg-
ular Magical Ap t i t u d e. Huck s t e rs learn hexes as if
their IQ we re equal to their IQ plus their Magi c a l
Ap t i t u d e. Unlike regular Magical Ap t i t u d e, h owev-
e r, M agical Aptitude (Huckster) grants no ability to
sense or re c og n i ze magi c. A l s o , a nyone without
M agical Aptitude (Huckster) c a n n o t l e a rn hexe s .
H u ck s t e rs also get +1 to their Gambling skill fo r
eve ry two levels of Magical Ap t i t u d e.

H u ck s t e rs retain all their hexe s , wh i ch are
t re ated in GURPS Deadlands as ve ry similar to
n o rmal G U R P S spells. The G U R P S skill level fo r
a ny given hex should be determined by consult-
ing the A t t ri bute Conve rsion Tabl e, using the dice
rolled for the hex (based on the h ex s l i n gi n ’ Ap t i-
tude and the ap p ro p ri ate Trait for the hex) as a
basis. For purposes of calculating point value or
for further improve m e n t , h exes are tre ated as
M e n t a l / H a rd skills.
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The complete rules for using hex magi c
under G U R P S rules are found in GURPS Dead-
l a n d s : We i rd We s t. Howeve r, to lend context to
the conve rsion rules for huck s t e rs , a brief sum-
m a ry fo l l ow s .

To cast a hex , a huckster must roll against his
skill with that hex. A success means that the
h u ckster has made contact with a manitou and
e n gaged it in a mental duel.

If the hex skill roll is successful, the huck-
ster draws a number of cards from a 54-card
d e ck (including Jo ke rs ) : five for the fi rst level of
M agical Aptitude (Huck s t e r ) , one for eve ry two
a dditional levels of Magical Aptitude (Huck s t e r )
up to the eighth leve l , and one for eve ry five
points by wh i ch he made the hex skill roll. Using
these card s , the huckster tries to make the best
p o ker hand possibl e. Jo ke rs count as wild card s ,
but the Black Jo ker results in hex backlash (see
b e l ow ) .

Most hexes re q u i re a minimum hand to cast,
and many have va ri able effects depending on the
quality of the hand. If the hand isn’t adequat e, t h e
manitou either escaped or was unable to summon
up enough energy to provide the desired effe c t .

If a huckster rolls an 18 while casting a hex ,
or draws the Black Jo ker into his hand, the man-
itou has tri cked the huck s t e r, and may wre a k
h avoc on him in a va riety of cruel way s .

S eve ral hexes from D e a d l a n d s appear in
GURPS Deadlands: We i rd We s t, but there isn’t
enough space for all the hexes that appear in Pin-
n a cl e ’s line of books. Individual groups may also
want to conve rt the unique hexes wh i ch their
posses have inve n t e d. To conve rt these hexes into
G U R P S t e rm s , use the fo l l owing guidelines.

The Trait of a hex is meaningless in G U R P S
D e a d l a n d s; all hexes in G U R P S a re Mental/Hard
s k i l l s .

The Hand of a hex remains the same, a s
GURPS Deadlands p re s e rves the use of cards in
h ex s l i n gi n g.

The Speed of a hex conve rts dire c t ly into the
number of G U R P S t u rns the hex takes to cast;
one D e a d l a n d s action is equivalent to one
G U R P S t u rn .

H exes with a Duration of Instant have no
D u ration in G U R P S t e rms. Hexes with a Dura-
tion of Concentration have a G U R P S D u ration of
1 turn , but may be maintained indefi n i t e ly using
C o n c e n t rate or Step and Concentrate maneuve rs ;
this maintenance re q u i res no Fatigue and does
not re q u i re a new hand of cards. Hexes with a

D u ration dependent on the huck s t e r ’s h ex s l i n gi n ’
l evel should now depend on the caster’s Magi c a l
Aptitude (Huck s t e r ) , with the same duration per
l evel (i.e. , 1 minu t e /h ex s l i n gi n ’ l evel becomes 2
m i nu t e s / l evel of Magical Aptitude (Huck s t e r ) ) .

Some hexes have a split Duration of either
C o n c e n t ration or a certain amount of Wi n d / ro u n d.
These hexes have a basic Duration of 1 turn , bu t
t h ey may be maintained indefi n i t e ly either by
using Concentrate or Step and Concentrat e
m a n e u ve rs , or by spending an amount of Fat i g u e
equal to the hex ’s cost in Wi n d.

H exes with a ra n ge measured in re a l - wo rl d
t e rms remain the same. Hexes with a ra n ge dep e n d-
ent on h ex s l i n gi n ’ l evel should now depend on 2
times the ch a ra c t e r ’s Magical Aptitude (Huck s t e r ) .

The specific effects of hexes va ry too mu ch
for compre h e n s ive guidelines to be offe red here.
Use the guidelines ab ove as a starting point (i.e. ,
e ffects wh i ch depend on h ex s l i n gi n ’ l evel should
n ow depend on 2 times the ch a ra c t e r ’s Magi c a l
Aptitude (Huckster); effects wh i ch depend on the
hand drawn may still depend on the hand). Th e
ge n e ral rules conve rsion guidelines under R u l e s
C o nve rs i o n s (p. 16) may also be helpful. Fi n a l ly,
c o m p a ring the hex to existing G U R P S spells will
p rovide useful guidance. In the end, h oweve r, t h e
GM will have to use his best judge m e n t .

In tro u bled times,faith in the divine is a pow-
erful fo rce for putting things right in one’s spiri t .
For a fo rt u n ate few, h oweve r, faith is a powe r f u l
fo rce both within and without.

When conve rting one of the Blessed, a rc a n e
b a ck gro u n d : bl e s s e d becomes the Divine Favo r
a dva n t age (p. CI36),and fa i t h a dds bonuses to the
reaction roll for Divine Favo r, as well as to Wi l l
and Th e o l ogy. A suffi c i e n t ly high level of fa i t h
also gives the ch a racter the True Faith adva n t age
(p. CI47).

A Blessed hero must take Disciplines of Fa i t h ,
or Vows equal to at least -10 points, t h at are ap p ro-
p ri ate for his re l i gion. Vi o l ating these vows can
cause the Blessed PC to lose his divine powe rs .

D ivine Favor is like having a deity for a
p at ron. The div i n e ly favo red ch a racter may petition
the deity for favo rs , wh i ch may be granted dep e n d-
ing on a reaction roll by the deity. D e a d l a n d s m i r-
a cles become, e ffe c t ive ly,p redesigned favo rs ,w i t h
p re d i c t able minimum reactions re q u i re d.

A ny Div i n e ly Favo red ch a racter may at t e m p t
a ny mira cle; hence, the list of mira cles known by
a given D e a d l a n d s Blessed ch a racter is not con-
ve rt e d. The ex c eptions are the Exorc i s e, P ro t e c-
t i o n , and Sanctify mira cl e s .
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The Exorcise mira cle becomes the Exorc i s m
skill (p. CI153); Blessed ch a ra c t e rs with this mir-
a cle should take Exorcism at IQ.

The Protection mira cle is potentially ava i l-
able to any ch a racter with a Th e o l ogy of 6 or
h i g h e r. A ny such ch a racter may call upon his
deity and hope for a positive reaction; howeve r,
a ny person without a Discipline of Faith or
e q u ivalent vows is at a -4 penalty on the re a c t i o n
ro l l .

The Sanctify skill becomes Pro fe s s i o n a l
Skill (Sanctify); Blessed ch a ra c t e rs with this 
m i ra cle should take Pro fessional Skill (Sanctify)
at IQ.

M a ny mira cles are conve rted into G U R P S
t e rms in GURPS Deadlands: We i rd We s t. How-
eve r, as with hexe s , the book can’t possibly con-
tain all the mira cles playe rs may want to conve rt .
Th e re fo re, other mira cles can be conve rted using
the fo l l owing guidelines.

The D e a d l a n d s Ta rget Number re q u i red fo r
success determines the minimum reaction ro l l
re q u i re d, a c c o rding to the table below.

T N M i n i mum Reaction
3 N e u t ra l
5 G o o d
7 G o o d
9 Ve ry Good

1 1 Ve ry Good 

The mira cl e ’s Speed determines how many
t u rns it takes to invo ke the mira cle; 1 D e a d l a n d s
action equals 1 G U R P S t u rn. Mira cles wh i ch are
rated in minutes or weeks do not ch a n ge, re m a i n-
ing minutes or we e k s .

The mira cl e ’s Duration determines how long
it lasts. Durations of one D e a d l a n d s round tra n s-
l ate to one G U R P S t u rn. Mira cles rated in min-
utes or weeks do not ch a n ge.

D e a d l a n d s R a n ge uses re a l - wo rld term s , a n d
thus need not be conve rt e d.

C o nve rting the specific effects of the mira cl e
will re q u i re a decision by the GM, using his best
j u d gement. The guidelines under Rules Conve r-
s i o n s for conve rting miscellaneous D e a d l a n d s
m e chanics (p. 16) may help.

A m e rica in 1876 is a place and time of fre-
netic tech n o l ogical innovation. The new mat e ri a l s
and fuels made possible by the discove ry of ghost
ro ck , combined with the push for new arm a m e n t s
n e c e s s i t ated by the ongoing Civil Wa r, m a ke the
s ky the limit for new marvels of engi n e e ri n g. It’s
a dizzying time to be a scientist, when you can
build almost anything you can imagi n e. Easy, i n
s u ch a heady at m o s p h e re, to lose yo u rself in the
wo rk. Many brilliant scientists have cra cke d
under the strain of wo rking continu o u s ly on the
e d ge of the unknown . . . but they cre ate such
wonderful things!
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When conve rting a mad scientist, a rc a n e
b a ck gro u n d : mad scientist becomes Gadge t e e r,
mad science becomes We i rd Science, and t i n-
ke ri n ’ becomes Mechanic and Engi n e e r. Va ri o u s
s c i e n c e c o n c e n t rations become ap p ro p ri ate Scien-
t i fic skills – Biology, C h e m i s t ry, S c i e n c e ! , e t c.

G a d geteer comes in two fl avo rs – reg u l a r
and Quick. Each group should decide wh e t h e r
the mildly cinematic inventions of regular 
G a d ge t e e ring or the ove r-the-top ch ew i n g - g u m -
a n d - b e e r-can contraptions of Quick Gadge t e e r-
ing are more ap p ro p ri ate for their campaign. See
Compendium I for details of Gadge t e e ri n g,
with ap p ro p ri ate modifi c ations in GURPS 
D e a d l a n d s : We i rd We s t.

Mad scientists who have been played for a
while may have va rious dementias. G U R P S has a
wide va riety of disadva n t ages to accommodat e
almost any mental dysfunction; equivalents fo r
common dementias are found below. 

D e a d l a n d s GURPS 
E c c e n t ri c i t y Q u i rk or Odious Pe rsonal Hab i t
Evil Deeds O b s e s s i o n
D ep re s s i o n C h ronic Dep re s s i o n
Minor Phobia Phobia (minor)
Major Phobia Phobia (major)
M u m bl e r Q u i rk or Odious Pe rsonal Hab i t
Pa ra n o i a Pa ra n o i a
S ch i zo p h re n i a M a n i c - D ep re s s ive or Split

Pe rsonality 

Some standard gizmos are described in detail
in GURPS Deadlands: We i rd We s t. Conve rt i n g
custom-made gizmos is a ch a l l e n ge; the ra n ge of
p o s s i ble gizmos is nearly endless. Howeve r, t h e
fo l l owing guidelines should help somewh at .

P rice can be conve rted dire c t ly; D e a d l a n d s
d o l l a rs and G U R P S d o l l a rs are equiva l e n t .

R e l i ability should be conve rted according to
the table below.

D e a d l a n d s GURPS 
1 0 - 1 1 1 2
1 2 - 1 3 1 3
1 4 - 1 5 1 4
1 6 - 1 7 1 5

1 8 1 6
1 9 17 

The gi z m o ’s specific effects can va ry widely,
and so providing specific guidelines is diffi c u l t .
The ge n e ral guidelines found under Rules Con-
ve rs i o n (p. 16) should be helpful. It may also be
useful to compare ga d gets from some of the many
ga d get books ava i l able for G U R P S – U l t ra - Te ch ,
S t e a m - Te ch , e t c. The final decision, h oweve r,
will have to be made by the GM.

Since the Recko n i n g, m a ny new tech n o l ogi e s
h ave come into the limelight. Some of these inno-
vations are unique wo rks of inspiration wh i ch
s t abler minds cannot duplicat e, but some bre a k-
t h roughs have been incorp o rated into the ge n e ra l
c o rpus of scientific and engi n e e ring wisdom.

The fo l l owing gives para m e t e rs for using
some of the more widespread new tech n o l ogi e s
of the We i rd West with GURPS Ve h i cl e s. Th e s e
rep resent the new discove ries wh i ch have been
m o re or less fully incorp o rated into mainstre a m
s c i e n c e. A mad scientist in the throes of inspira-
t i o n , of cours e, should not be limited by these
guidelines; mad science can build almost any-
t h i n g, given enough time and brain cells.

GURPS Steampunk contains rules for other
n ew tech n o l ogies wh i ch are consonant with the
feel of D e a d l a n d s.

The discove ry of ghost ro ck revo l u t i o n i ze d
t e ch n o l ogy. Although the mira cle fuel is ex t re m e-
ly ex p e n s ive, commanding prices of $100 per
p o u n d,its amazing pro p e rties make it wo rth eve ry
p e n ny. Ghost ro ck provides 100 times the powe r
of coal, pound for pound, and is essential to pro-
ducing new alloy s .

In 1876 A m e ri c a , t h e re are four fuels in com-
mon industrial use.

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

U n p rocessed ghost ro ck re s e m bles coal, bu t
bu rns 100 times longe r. Th u s , o n ly 1/100 the vo l-
ume of fuel is re q u i re d. This makes ghost ro ck
i n c re d i bly useful when tra n s p o rting large quanti-
ties of coal is infe a s i ble; if coal is re a d i ly ava i l-
abl e, h oweve r, the price of ghost ro ck makes it
h i g h ly cost-ineffe c t ive. A ny engine or dev i c e
wh i ch uses coal can use unprocessed ghost ro ck
instead; mu l t i p ly fuel consumption by 0.01. A
cubic foot of unprocessed ghost ro ck weighs 50
lbs. and costs $5,000.

Ghost ro ck can be processed into special
c o res wh i ch bu rn faster and hotter than the
u n p rocessed ro ck – in an ord i n a ry fi re, ab o u t
twice as fast and twice as hot. In a specially
designed fi reb ox , h oweve r, built to draw air
a c ross the bu rning ro ck more effi c i e n t ly,
p rocessed ghost ro ck can bu rn as fast as coal,
releasing 100 times the energy. Such a fi re is hot
enough to melt normal steel like wa x , so these
fi reb oxes must be built of ghost steel. A cubic fo o t
of processed ghost ro ck weighs 50 lbs. and costs
$ 6 , 0 0 0 .



q

1 8 7 6 ’s gre at bre a k t h rough in mat e rials sci-
ence is the my s t e rious metal known as ghost steel.
Ghost steel is a light, s t ro n g, and incre d i bly heat -
resistant alloy wh i ch is manu fa c t u red by smelting
steel in a furnace fi red by ghost ro ck .

Objects made of ghost steel weigh half as
mu ch as their steel equivalents; howeve r, t h ey
cost 50 times as mu ch .

In terms of GURPS Ve h i cl e s, ghost steel is a
TL8 mat e rial usable in stru c t u res or arm o r. Stru c-
t u re costs should be multiplied by 5, and arm o r
costs should be multiplied by 10. Ve h i cles with
ghost steel armor must take the Th e rmal Super-
conducting A rmor defe n s ive fe at u re (see p. V E 9 2 ) .

L ow - p re s s u re and fo rc e d - d raft engines are in
common usage in the We i rd West. Multiple-
expansion engines are a bord e rline tech n o l ogy ;
most mad scientists wo u l d n ’t dream of using any-
thing less powerful than a tri p l e - ex p a n s i o n
e n gi n e, but mundane engi n e e rs still find them
quite ch a l l e n gi n g.

Ghost ro ck makes steam engi n e e ring mu ch
m o re complicat e d. Unprocessed ghost ro ck is re l-
at ive ly easy to use; it can be used in any engine in
place of coal, but multiplies the engi n e ’s fuel con-
sumption by 0.01. Processed ghost ro ck is more
t ro u bl e s o m e. In a conventional low - p re s s u re
steam engi n e, p rocessed ghost ro ck will mu l t i p ly
fuel consumption by 0.02 and double the engi n e ’s
p ower output, i n c reasing a ve h i cl e ’s water speed
by 26% and its air or ground speed by 41%. How-
eve r, the chance of a boiler explosion is va s t ly
i n c reased (p. STM70). In a fo rc e d - d raft or mu l t i-
p l e - expansion engine made of ghost steel, h owev-
e r, the full power of ghost ro ck can be unleashed;
fuel consumption is norm a l , but power output is
multiplied by 100 with no chance of boiler ex p l o-
sions. A ghost steel engine costs 250 times the nor-
mal cost of an equivalent steam engi n e.

U n l i ke the European style of magi c, wh i ch
relies upon wresting powe rs from the hostile
m a n i t o u , Indian medicine men have deve l o p e d
p rocesses of nego t i ating with the spirits of nat u re,
d eveloping re l ationships with magical fo rces in
o rder to wo rk their mystical arts. These methods
re q u i re gre at discipline and self-sacri fi c e, but are
f ree of most of the dange rs inherent in wo rk i n g
with manitou as huck s t e rs and mad scientists do.

When conve rting shaman ch a ra c t e rs , a rc a n e
b a ck gro u n d : s h a m a n becomes Initiation 3 and the
ri t u a l Aptitude becomes Ritual Magi c, as well as

c o n fe rring the Spirit A dvisor adva n t age at level 3 or
h i g h e r. The fa i t h Aptitude at level 5 or higher also
c o n fe rs the Spirit A dvisor adva n t age. A ny ap p ro p ri-
ate Spirit A dvisor may be selected; bear in mind
t h at this usually re q u i res taking va rious Vow s .

I n d ividual rituals are not conve rted; they are
subsumed into the Ritual Magic skill.

E a ch favor that a shaman knows should be
c o nve rted into a Ritual as if it we re a skill conve rt-
ed from his highest ri t u a l Ap t i t u d e. The shaman
should also possess each Path in wh i ch he has a
R i t u a l , at a level equal to the highest Ritual he has
in that Pat h , plus one point for each additional Rit-
ual he has in that Path. A shaman’s Ritual Magi c
skill must be gre ater than his highest Path skill; if
it is not, raise the Ritual Magic skill accord i n g ly.

Favo rs , in GURPS Deadlands, a re rep re s e n t-
ed by the Paths and Rituals of Ritual Magi c.
M a ny D e a d l a n d s favo rs have existing equiva l e n t s
wh i ch can be found in GURPS Deadlands:We i rd
We s t , GURPS Vo o d o o, or GURPS Spiri t s; favo rs
with no equivalent should be conve rted accord i n g
to the fo l l owing guidelines.

Fi rs t , a Path for the new Ritual must be
s e l e c t e d. The basic Paths are the Path of Dre a m s ,
the Path of Health, the Path of Luck , the Path of
P ro t e c t i o n , and the Path of the Spirit. Select one
of these five, or inve s t i gate other Paths found in
GURPS Vo o d o o or GURPS Spiri t s.

The default from the Path for the new Ritual
is usually between -4 and -6. Favo rs with high
Appeasement values are typically towa rd the high-
er end of that ra n ge – at -6 or -7 – but favo rs with
va ri able Appeasement values typically take lowe r
d e fa u l t s , a round -4 or so, because a part i c u l a rly
good roll is usually re q u i red to get the full effe c t .

The Duration of a favor is usually measure d
in re a l - wo rld term s , and is thus unch a n ged in 
c o nve rs i o n .

The Range of a favor is also usually meas-
u red in re a l - wo rld term s , and so not ch a n ge d.

The specific effects of a favor can va ry wide-
ly, and so the GM needs to use his judgment in
c o nve rting them. Howeve r, t h e re are a few rules of
thumb wh i ch may be helpful. Favo rs with a ra n ge
of va ri able Appeasement values typically re q u i re
the roll to be made by 2 points for eve ry point of
e ffect. If a favor has 2 or 3 diffe rent levels of
Ap p e a s e m e n t , the roll must ge n e ra l ly be made by
an amount equal to the diffe rence between the va l-
ues for the more powerful effect to take place.

C o m p a ring the favor to be conve rted with
existing Rituals will pro b ably be helpful. Th e
ge n e ral guidelines listed under Rules Conve rs i o n s
(p. 16) can also help.
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It ain’t easy being dead. The Harrowed may
h ave gained powe rs far beyond those of norm a l
men as a door pri ze for cl awing their way out of
the grave, but the cost is high. Being dead, for a
s t a rt. Constantly being locked in battle with an
evil spirit for control of your own body is another
d ow n s i d e. And the maggo t s ’ll just kill yo u .

C o nve rting a Harrowed ch a racter is re l at ive-
ly simple. After all the ch a ra c t e r ’s non-Harrowe d
abilities have been conve rt e d, a dd the Harrowe d
p a ck age, b e l ow. Then determine the Will of the
manitou that shares the Harrowe d ’s body. Fi n a l ly,
c o nve rt any special Harrowed powe rs the ch a ra c-
ter may have picked up. 

In GURPS Deadlands, Dominion is handled
as a va riant fo rm of Split Pe rs o n a l i t y. In stressful sit-
u at i o n s , the Harrowed and the manitou must make
a Quick Contest of Wills to determine who take s
c o n t rol until the next contest. To determine 
the Will of the inhabiting manitou, c o nve rt the 

A dva n t age s : D o e s n ’t Eat or
D rink [10]; Fe a rlessness +3
[6]; Independent Body Pa rt s
( L i m i t at i o n : R e at t a ch m e n t
o n ly, -50%) [18]; Injury To l-
e rance (No Blood) [5]; Less
S l e ep 4 [12]; Regrow t h
( L i m i t at i o n : R e at t a ch m e n t
o n ly, -50%) [20]; Te m p e ra-
t u re To l e rance [10]; Va m p i ri c
I m m o rtality [60]; Va m p i ri c
(Undead) Inv u l n e rab i l i t y
[ 1 5 0 ] .

D i s a dva n t age s : Bad Smell [-10];
E u nu ch [-5]; Nightmares 
[-5]; Pallor [-10]; Secre t
( H a rrowed) [-20]; Unhealing
(Must eat raw meat to rege n-
e rate lost HT) [-20]; Vo i c e s
( D i abolical) [-15]. 

m a n i t o u ’s Spirit to a number using the A t t ri bu t e
C o nve rsion table ab ove. A dd the manitou’s Domin-
ion points at the time of conve rs i o n , then subtra c t
the Harrowe d ’s Dominion points at the time of con-
ve rsion. The result is the manitou’s Wi l l .

The Will of a Legion is random; roll 5d eve ry
time the Contest is re q u i red in order to determ i n e
its Wi l l .

If the controlling personality wins the Quick
C o n t e s t , it retains control for the next day. (Ti e s
a re considered victories.) If it loses the contest by
fewer than 5 points, the other personality take s
c o n t rol for a period of 1d hours. If it loses the 
contest by 5 points or more, the other pers o n a l i t y
t a kes Dominion, and the ori ginal controlling per-
sonality must win a Quick Contest by more than
5 points on a later day to regain that contro l .

An ex p e rienced Harrowed will develop a
ra n ge of special abilities as little gifts from his
manitou. A Harrowed who makes a habit of go i n g
after ab o m i n ations may also have picked up a few
coup powe rs along the way. GURPS Deadlands:
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We i rd We s t contains conve rsions of seve ral Har-
rowed powe rs. If, h oweve r, it becomes necessary
to conve rt other powe rs from Pinnacl e ’s books,
the fo l l owing guidelines may prove helpful.

The Speed of a Harrowed power conve rt s
d i re c t ly into the number of G U R P S t u rn s
re q u i red to activate the power; one D e a d l a n d s
action equals one G U R P S t u rn .

Powe rs with a Duration of Concentrat i o n
h ave a G U R P S D u ration of 1 turn , but may be
maintained indefi n i t e ly, as long as the Harrowe d
c o n t i nues to take Concentrate or Step and Con-
c e n t rate maneuve rs. Powe rs with a Duration of a
c e rtain amount of Wind per round re q u i re an
amount of Fatigue equal to the re q u i red Wi n d
e a ch turn to maintain. Powe rs with a Duration of
Pe rmanent remain Pe rmanent. Powe rs with a
D u ration of minutes or hours retain that Durat i o n .

Dispositions are not conve rted; the GM and
p l aye rs should simply make an effo rt to assure
t h at Harrowed powe rs are consistent with the
H a rrowe d ’s pers o n a l i t y.

The specific details of the power will re q u i re
a ruling from the GM. Many Harrowed powe rs
can be rep resented with adva n t ages and powe rs
f rom the Basic Set or Compendium I; the R u l e s
C o nve rs i o n s s e c t i o n , b e l ow, m ay also be helpful.

The fo l l owing pages contain two sample
ch a ra c t e rs : a cow p o ke named Big Slim Owe n s ,
and a gre e n h o rn huckster named Jessica Met-
c a l fe. Both have seen a few things and wra n g l e d
with evil a few times, but they are still re l at ive ly
n ew to the We i rd West. Th ey are presented fi rst in
D e a d l a n d s t e rms and then in G U R P S t e rm s , a s
examples of conve rted ch a ra c t e rs. Note that
although both are comparable beginning D e a d-
l a n d s ch a ra c t e rs , their G U R P S c o nve rsions diffe r
w i d e ly in point va l u e.

Deftness 3d6
S h o o t i n ’ : pistol 1
S h o o t i n ’ : ri fle 4

N i m bleness 3d8
Fi g h t i n ’ : b raw l i n ’ 2
H o rse ri d i n ’ 4

Q u i ckness 1d8

S t rength 4d6
Vi gor 4d8
C ognition 3d6
K n ow l e d ge 2d8
Mien 2d8

Animal wra n g l i n ’ : b ronco bu s t i n ’ 2
O ve rawe 2

S m a rts 3d6
S c ro u n gi n ’ 2
S u rv iva l : d e s e rt 3

S p i rit 3d6
Guts 2

Wi n d 1 4
E d ge s :

Sand 1
Th i ck-skinned 3

H i n d ra n c e s :
All thumbs -2
Big ’un -1
L oyal -3

A t t ri bu t e s : ST 13 [30]; DX 12 [20]; IQ 12 [10]; HT 14 [45].
Speed 6.5; Move 6.
D o d ge 6; Pa rry 8 (Braw l i n g ) .

A dva n t age s : C h a risma +1 [5]; Fe a rlessness +1
[2]; High Pain Th reshold [10]; Strong Wi l l
+2 [8].

D i s a dva n t age s : Incompetence (Arm o u ry, E n gi-
n e e r, M e ch a n i c, S h i p building) [-4]; Ove r-
weight [-5]; Sense of Duty (Friends) [-5].

S k i l l s : Animal Handling-12 [2]; Brawling-12 [1];
Guns (Rifle)-16 [4]; Guns (Pistol)-13 [1/2];
I n t i m i d ation-12 [2]; Riding (Horse)-14 [8];
S c ro u n ging-12 [1]; Surv ival (Desert)-13 [4].
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Deftness 3d8
Fi l ch i n ’ 2
S h o o t i n ’ : pistol 2
Sleight of hand 3

N i m bleness 3d8
D o d ge 2
H o rse ri d i n ’ 1

Q u i ckness 4d8
Q u i ck draw : pistol 1

S t rength 2d8
Vi gor 2d8
C ognition 3d10

S c ru t i n i ze 3
K n ow l e d ge 4d10

A c a d e m i a : occult 2
L a n g u age : Fre n ch 1
L a n g u age : L atin 2
L a n g u age : Spanish 1
P ro fe s s i o n a l : t h e o l ogy 1

Mien 4d8
Pe rsuasion 1

S m a rts 3d10
B l u ff 3
G a m bling 2

S p i rit 4d8
Wi n d 1 6
E d ge s :

A rcane back gro u n d : h u ckster 3
B rave 2
F l e e t - footed 1
Gift of gab 1
P u rty 1
N e rves o’steel 1
Soothing voice 1

H i n d ra n c e s :
C u rious -3
G re e dy -2
H i g h - fa l u t i n ’- 2
S t u bb o rn -2
Tu cke red -1

Special A b i l i t i e s :
H ex s l i n gi n ’ 3
H exe s : H u n ch , Mind Twe a k ,P rivate Eye
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A t t ri bu t e s : ST 12 [20]; DX 13 [30]; IQ 14 [45]; HT 12 [20].
Speed 6.25; Move 8.

A dva n t age s : C h a risma +2 [10]; Fe a rlessness +5
[10]; Beautiful [15]; Language Talent 2 [4];
M agical Aptitude (Huckster) 3 [35]; Stro n g
Will +2 [8]; Voice [10].

D i s a dva n t age s : E x t re m e ly Curious [-10]; Gre e d
[-15]; Odious Pe rsonal Habit (Snob) [-10];
S t u bb o rnness [-5]; Unfit [-5].

S k i l l s : Detect Lies-15 [6]; Fa s t - D raw (Pistol)-12
[1/2]; Fa s t - Talk-16 [6]; Gambling-15 [4];
Guns (Pistol)-15 [1]; Occultism-14 [2]; Pick-
p o cket-13 [4]; Riding (Horse)-12 [1]; Run-
ning-16 [32]; Sleight of Hand-14 [8];
Stealth-13 [2]; Th e o l ogy-13 [2].

L a n g u age s : English (Nat ive)-16 [0]; Fre n ch - 1 5
[1]; Latin-16 [2]; Spanish-15 [1].

H exe s : H u n ch-14 [1], Mind Tweak-14 [1],
P rivate Eye-14 [1].

H e re are some guidelines for conve rting ru l e s
t h at don’t deal with ch a racter cre at i o n .

M a ny of Pinnacl e ’s books include new cri t-
t e rs for your posse to fa c e. To conve rt them fo r
use in G U R P S, use the guidelines below.

A t t ri butes and skills should be conve rted fo r
c ri t t e rs in the same way that they would be fo r
ch a ra c t e rs , with the ex c eption of IQ. D e a d l a n d s
uses a re l at ive scale for animals – a 2d6 Smart s
for a dog is not the same as a 2d6 Smarts for a
man. To rep resent this, if the critter yo u ’re con-
ve rting is an unintelligent animal, d ivide the IQ
you get by conve rting the cri t t e r ’s at t ri butes in
h a l f.

Some cri t t e rs are suffi c i e n t ly terrifying to
unman all who come against them. These cri t t e rs
h ave a Te rror score in D e a d l a n d s. In G U R P S,
t h ey re q u i re eve ryone who sees them to make a
Fright Check. This ch e ck is made at +2 for Te rro r
3 cri t t e rs , u n m o d i fied for Te rror 5, at -2 for Te rro r
7 , at -4 for Te rror 9, and at -6 for Te rror 11.
Should you have a critter whose Te rror score isn’t
listed here, the modifier is equal to 5 minus the
Te rror score.

Some NPCs in D e a d l a n d s h ave a Te rro r
s c o re. These ch a ra c t e rs should take the G U R P S
a dva n t age Te rro r, with a modifier to Fright Check
a c c o rding to the guideline ab ove.

Some cri t t e rs are part i c u l a rly tough, with a
D e a d l a n d s A rmor Va l u e. In G U R P S, e a ch leve l
of A rmor conve rts to PD 2 and DR 6.

A cri t t e r ’s at t a cks should be conve rted by
combining the total dice of each at t a ck and con-
sulting the fo l l owing tabl e. If the cri t t e r ’s Stre n g t h
and the add for the at t a ck take diffe rent die types,
c o nve rt each component sep a rat e ly and then add
t h e m .

D e a d l a n d s Die Ty p e
# of Dice d 4 d 6 d 8 d 1 0 d 1 2

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

As usual, if combined adds are larger than
+ 3 , a modifier of +3 may be replaced by an 
ex t ra die.

A ny at t a ck wh i ch does damage as Wi n d
rather than wound levels should ge n e ra l ly deal
out about half as mu ch damage in G U R P S h i t s .
S o m e t i m e s , it may seem ap p ro p ri ate for a Wi n d -
d a m age at t a ck to drain Fatigue instead; use yo u r
best judge m e n t .

Special abilities will have to be conve rted on
a case-by-case basis; use the examples in this sec-
tion for some guidelines, or consult the cri t t e r
d e s c riptions in GURPS Deadlands: We i rd We s t
for compari s o n .

N at u ra l ly, t h e re isn’t enough space here to
c o nve rt all the mat e rial ava i l able in the D e a d-
l a n d s l i n e. If you want to conve rt some mech a n i c
not otherwise cove re d, use the fo l l owing guide-
lines as a place to start .

A TN of 5 is equivalent to an unmodified ro l l .
Rolls are modified by a bonus equivalent to 5
m i nus the TN – i.e. , a TN of 3 is equivalent to a +2
m o d i fi e r, while a TN of 11 is equivalent to a -6.

Wh e n ever a roll calls for a bonus or penalty
to the die ro l l , t h at bonus or penalty should be
c o nve rted on a one-fo r-one basis – a -3 penalty
remains a -3 penalty.

In situations wh e re a raise would be re q u i re d,
the roll for the G U R P S skill must be made by 4.
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A ny situation wh i ch calls for an opposed ro l l
should be re s o l ved with a Quick Contest.

When a Strength ch e ck is called fo r, use ST.
When a Vi gor ch e ck is called fo r, use HT.
When a Cog n i t i o n , S m a rt s , or Know l e d ge

ch e ck is called fo r, use IQ.
When a Deftness, N i m bl e n e s s , or Quick n e s s

ch e ck is called fo r, use DX.
When a Mien ch e ck is called fo r, m a ke a

reaction ro l l .
When a Spirit ch e ck is called fo r, use Wi l l .

D e a d l a n d s sometimes uses die rolls in a way
t h at conflicts with the spirit of G U R P S. For ex a m-
p l e,in D e a d l a n d s, H a rrowed must sleep 1d6 hours
per night; in GURPS Deadlands, t h ey have Less
S l e ep 4, and must sleep 4 hours per night. Wh e n-
ever you need to conve rt this sort of mech a n i c, u s e
the ave rage result for the die roll give n .

S i m i l a rly, if something yo u ’re trying to con-
ve rt calls for a type of die that yo u , as a G U R P S
c o nve rt , d o n ’t have, c o nve rt the dice to d6s by
re fe rring to the table in the Cri t t e rs section and
d o u bling all entri e s .

A ny situation wh i ch calls for a g u t s ch e ck in
D e a d l a n d s calls for a Fright Check in G U R P S
D e a d l a n d s.

A reas with a Fear Level rating cause ch a ra c-
t e rs to suffer a -1 penalty to their Fright Check s
for eve ry level of Fear as long as the ch a ra c t e rs
remain within the are a .

A D e a d l a n d s action is equal to a G U R P S
t u rn. A full D e a d l a n d s t u rn is equal to 5 G U R P S
t u rn s .

Some D e a d l a n d s e ffects re fer to wound lev-
els. In G U R P S t e rm s , a Light wound is equiva l e n t
to 1 or 2 hits of damage. A Heavy wound is equal
to 3 or 4 hits of damage. A Serious wound is equal
to 5 to 8 hits of damage. A Critical wound is equal
to 9 to 12 hits of damage. A Maimed wound is
equal to 13 to 16 hits of damage; this will cri p p l e
a limb, but will not necessari ly incap a c i t ate on a
t o rso hit, as G U R P S does not have crippling tors o
wounds. 


