The Black Chip

By Chad Day and Roger Bert

This is an optional rule that we thought was just too cool not to put up...
Just as fate smiles on those that persevere against the odds and accomplish their goals, fate also frowns upon those that cause trouble and fail their desires. When the posse royally screws up an adventure and ends up leaving things worse than when they started, they earn a "Black Chip". Some examples of screwing things up include raising a fear level, a major public disgrace for the posse, letting tough opponents get away, getting involved in the wrong side of a dispute and gaining major notoriety for their magical or bizarre talents which would draw the attention of the Tombstone Epitaph or government agency.

When a posse member draws a Black Chip from the fate pot, fate frowns upon the group... and bad things are soon to come. Remove the Black Chip from the game just as you would a used Legend Chip. The posse member who drew the Black Chip does not get to draw a replacement chip. During the session, something bad will happen to the posse and that something will most likely notice the player who drew the Black Chip first if possible. For example, if the posse earned the Black Chip because they angered, attacked and fled from the notorious bandit "Six-gun Sanchez", then maybe he came looking for the posse for revenge. And Mr. Sanchez most likely walks into the local saloon just as the unfortunate individual who drew the Black Chip was coming down the stairs... alone. Sanchez will most likely take out his pent-up aggression on the poor sap right then and there, or follow the individual back to the posse before he begins causing trouble (depending how deserving he is and what kind of mood the Marshal is in). Say the posse earned the Black Chip because their huckster gained a reputation as a practitioner of the black arts, then maybe a team of Pinkertons or a posse of bounty killers will be aiming to take him dead or alive. Only the players may draw Black Chips. The possibilities are endless, but any way you look at it, the Black Chip is an omen that something wicked this way comes...

As an alternative, if the Marshal draws the Black Chip from the fate pot, he may treat it as a Legend Chip for himself. During that session, something bad will happen just as if a posse member had drawn it. Under this system, if the Marshal draws a true Legend Chip he returns it to the fate pot and does not redraw; therefore only the posse may have Legend Chips and only the Marshal can keep and use Black Chips. There may only be one Black Chip in the fate pot at a type.

A good way to mark the chips is to spray paint some of your extra blue chips. Use gold paint for a Legend Chip and black spray paint for a Black Chip. A permanent marker will show on a gold painted chip to mark it so that you can remember how the posse earned it. The posse won't have more than one Black Chip, so the Marshal can decide which is the most interesting to keep in the fate pot. 

The Arcane Chip

          By Brian Leybourne

The Arcane chip is a new type of fate chip for your Deadlands games. I use a Silver chip, and start with none in the pot, allowing a maximum of five at any one time (similar to the Legend/Gold chip). Also similar to the Legend chip, Arcane chips must be earned by the characters during the course of play. When spent, use the same system you use for Legend chips to determine if it goes back in the pot or leaves the game entirely (In my games, Legend/Arcane chips go back in the pot if used to benefit someone else, or are discarded if used selfishly). An Arcane chip may be earned whenever a major arcane menace is defeated (Powerful Black Magic cultist killed, nasty major spell affecting an area dispelled, and so on.) It's your call as to when exactly to award one, Marshall. Arcane chips never count as a characters 'highest' or 'lowest' chip unless it's the only chip they have.

The Arcane chip represents the fickle nature of magic and the supernatural energy flowing into the world from the hunting grounds. The power level of most of its effects are unpredictable, as one never knows just how powerful the manitou on the other side really is...

The Arcane Chip may be spent in various ways. It is of most benefit to characters with Arcane Backgrounds, but may be used by anyone (albeit in a more limited fashion). Because of the fickle nature of mystical arcane energy, if the chip is cashed in for bounty points, it gives the player 1d4 bounty points. This is rolled after the player cashes in the chip, and is a closed roll. Do not re-roll aces. The Arcane chip can be used to prevent wounds, but only those from an Arcane source (Soul Blast damage would count, but damage from a shaman blessed tomahawk is still physical damage and so would not). After declaring this use of the Arcane chip, the player may roll 1d4 to determine how many wounds are stopped by the effect. The chip may not be used to improve die rolls, except as noted below.

Other Uses of the Arcane Chip (all 1d4 rolls are closed rolls. Do not re-roll aces):

Hucksters may spend an Arcane chip to either draw an additional 1d4 cards when casting a hex, or to prevent backlash upon drawing a black joker. In this instance the black joker acts as a red joker with all of the benefits that may grant. Non Hucksters may spend an arcane chip to force a huckster casting a spell in their sight to instantly roll backlash. This does not cause the hex to fail unless indicated by the roll on the backlash table.

Mad Scientists may spend an arcane chip to draw an additional 1d4 cards when designing a blueprint, or to convert a black joker draw to a red joker, in a similar manner as the huckster above. Non Mad Scientists can spend an Arcane chip to force a gizmo to roll on the malfunction table, with +1D4 on the severity roll (making worse failures more likely). To spend a chip in this manner, the character must be able to see the gizmo in action.

Blessed characters may spend an Arcane chip to automatically succeed in one sinnin' roll (do not even roll the dice - God forgives you this once) or to call for a Divine Intervention (see Fire and Brimstone for details). Non blessed may spend an Arcane chip to cause a crisis of faith in a blessed character - a miracle she is using fails, and she must immediately roll her faith against a difficulty of (5 + 1d4) or permanently lose a point of faith.

Shaman characters may spend an Arcane chip to add 1d4 appeasement points to a favour she is currently requesting (or add them to her appeasement pool in her guardian spirit), or she may spend the Arcane chip to make an incredible (11) guardian spirit roll. Success indicates that the edge is permanently raised by one point. Non Shaman's may spend an Arcane chip to remove 1d4 appeasement points from a favour as it is being requested, potentially causing it to fail if the new appeasement point total is too low for the favour requested.

Voodooists may spend an Arcane chip to add 1d4 raises to a voodoo spell that has just been successfully cast, or to make it succeed (with no raises) if the roll was actually failed. Or, Voodooists may instead spend the arcane chip to request possession by their Loa, gaining any combination of the powers as indicated by a 1d4 roll with white=1, red=2 and blue=3 (3 could indicate the blue chip effect, or the red and the white chip effects, for example. A color may not be selected twice). Non Voodooists may spend an arcane chip to cause a voodoo spell to fail, and the spirit bag to split and spill its contents, spoiling them and rendering them useless for a recasting of the same spell.

Martial Artists can spend an Arcane chip to fully recharge their Ch'i pool, less 1d4 points (i.e. he will be left with 1d4 points below maximum). Non Martial Artists may spend an Arcane chip to drain a Martial Artists's Ch'i pool fully, except for 1d4 points (so they will only have 1d4 points left in the pool). Both of these rolls are open rolls (unlike all other uses of the Arcane chip) so re-roll aces. 

