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Introduction

ABOUT THIS BOOK

This book s composed of submissions to Differear Workly
msgazine and other Cthuthoid Chaosinm projects, The
Different Worlds readers’ enthusiasm for the Cthulbu
Mythos resulted in many excellent submissions, somes
of which appexr, with permission, within these pages.

The contents of this supplement are quite varied. The
lirst two entiries “The Crhuthu Mythos in Mesoamerican
Religion™ and “Further nates on the Necgonomicon™ are
essays on the Cihulhu Mythos, These are followed by
Sourcchook and Ruleshook sdditions. Next are “Puper
Chase™ "The Mystery of Loch Feinan” “The Rescue,” and
“The Secret of Castronegro,”” Four scenarins of varying
length. Also included are “Txeerpis angd Prayers,” ex-
amples of H. P. Loveoraft’s posiry, 2pd ¢ “Sanity Quiz.”

Yursk Chodak

SECOND EDITION CHANGES

The szcond edition of Call »f Cthrefine coniging several re-
finements and bmprovenieatsy pver the orgisal, No major
rules are being altered, and scenarios devised for use with
the original version will stifl be ensily used with the second
version, and the reverse 15 also true, However, there are a
few changes in this second edition that way be uselul or
interesting  to know for ¢ fisst edBios holder. These
changes bave all been adopted in this Companion.
Rolfing a Character: 5172 and INT are now rofled on
Zb6+o, STR, €ON, POW. and DEX are siill rolled on
AB6, CHA has been replaced with the characteristic of
APP, which represents the character’s Appearance, his
rofative handsomeness or her beauty. APP is rofled on
D6, EDU is still rolled on 3D6+3. The initial Podge roll
8 egusl 1o DEX x 2, instead of DEX x 3. Hit Poinis are
slways the average of CON and SIZ,

When detenminmg a character's skdlls, use the system
i the Ruleshool rather than that in the Sourcebook, In
zddizion o reeelving EDUxILO percentage poines in skills
related to one’s orcupation and INTxS poiots in any skills
desired, a character receives some more percentage poinis
to alfat,

In initial creation, he may divide up points equal to his
INTx3 zmong his Knowledpe skills. He may divide paints

equal to his POWx3 amonyg his Perception skills. He may
divide up points equal (o his DEXx3 smong Manipulation
skills. His APPx3 g8 points is divided up among his Come
munication skills,. His STRx3 is divided up among his
Agifity skills. And 2 score equal to (21 minus his §12)
times 2 is divided up among lus Stealth skills — thus, smal-
ler characiers get 2 hetier bonus here.

Skiite: The skill of Photography has been added 1o the
Knowledse skills. Suscessfnl use of this skill allows one 1o
take clear pictutss and develop them properly. The skill
of Move Quietly has been renamed Sneak. It is still used in
the same manner.

Muagic Poines: A new secondary characteristic has heen
added - Magie Points. A charactor’s Muagic Points are
equal to one’s POW. When spells are cast, Mapic Points are
expended when casting spells, and regenerate back onee
usad at the rate of POW points per day. Thus a charactes
with a2 POW of 12 would repenerate 12 Magic Points per
day. Magic Points never regenerale past a character’s POW
maximum. In our example, once the character’s Magic
Points had resched 12, they would not increase any higher
through ratural regeneration. A character could theoretic-
ally pzin more Magic Points than he had POW, but these
would slso not regenerate if spent,

When spells are cast, normally Magic Points are used. A
few spells require the usage of “permanent POW.™" In the
second edition of Call of Crhrelhi, this means that POW it-
self {the characteristic) is used. POW does not regenerate.
Ins spell contests. Magic Points are matched sgainst Magic
Points on the resistance tabie 1o determing sucess,

This ruling smeans that a character’'s POW will generally
always sty the same, say, at 14, but that his Magic Points
ray wary anywhere between O and 14. Reduction of
Mapgic Points fo 0 does not kill an individual — it just
mikes him very vulnerable to magical attack.

Learning Speffs: There is a new system for spell learning,
In this, one smply studies a book for 106 months, then
attempis to roll kis INT times the book’s spell multiplier
or less om IDIOG. Success meuns that he has learned &
spell. Failure mesns he has not. He may 1y again and
zgain, until he has grown hoary with age or has learned &}
the spells from a particulsr book,

Sandy Petersen






The Cthulii My thos in Mesoamerican Religion

Frtroduction

(Hd Ones — monstrous beings possessing supsrhuman
powers and intelligence — once nsled this world, For one
reason oF another they are ool in evidence now, having
lapsed into dormancy beneath the oceans, or the earth,
or having (temporarily) retwrned to the vast deptbs of
space wheace thoy cume. Their presence so impressed
man 1hat muny religions are founded on their memory — 4
vague and distortad memory o be sure, for pone can con-
tamplate these beings in their full unearthly horror. Man
even deludes himseil into belleving i thelr goodness 2nd
willingness to help im, and some go o Tar as 1o hope and

work for their retuen. B this hope, they will net be disap- -

pointed but, as {he mogt deeply hitiated know, on that
day they will wish they had betn,

These few possessing the requisite saoseric knowledge
can spot these infhuences in religion and mythology. tac:
ing them back to their dark sources, One siriking correla-
tion belween human belaly and the mythos is that per-
taining o the Amering cultures of Mesoamerica: Mayan,
Toltec, Aztee, Olmeq, Zapotec, and other chibizations
that onge Hourished in Yucetan, Gusyemala, 2nd south-
central Mexico.

Mythos-Derived Religions in Mesoamarica

In “The Mound.” a novella ostensibly by Zealia Bishop,
kit largely authored by Lovecraft, many such references
come ghive, Here we learn that the human inhabitants of
the binelit cavern world of K'n-Yan. located hencath
seuthwestern Oklahone, snee worshiped Yig and Cthulhu
as deities whese images always shared 2 common temple.
Yig is definitely equated with the Aztee pod Quetzalcoat!,
whils Cthulku’s name was shortened to “Tulu,” presum-
abiby for the convenience of human vocal creans, The civil-
fzation of K'n-Yan, snciently connected with other prehis-
toyic races, influenged ater cultures such as the Mayans,
Toltees, and Aztecs through infrequent contacts. Cose
nected to K'n-Yan wers two deeper snd more simister
cavern-worlds — the “red-ltten Yoth™ and “black, jightless
N'Kai'" — the laiter inhabited by the formdess woad-thing
Tsathopgua and the worssthas-formless thisps that wor-
shipad him.

Haorrifving aspeces of Mesownerioan roligion are elearly due
o the prosence of alfen beings from the Cthudha mythes,

Yig and Cthulhu

As In K'n-Yan. Yig and Cthulhu were worshiped all over
Mesoamerica. ssuslly under the names of Quetzkeoatl
and Tlaloc. There was net a single cultbre which did not
recognize both a1 the time of the Spanish conguest and,
antong  longwanighed  prehispanic cultuzes, only  the
shadowy Olmecs seem to have had no knowledge of these
gods. The coasial Mayans zemally eppesr 1o have once
had contact with Cthadhu's very minions. even as bad the
inhabitants of lsasmoutl, 3 ciiusetts, Cthuliu, whom
they called "Chag,” was sald to Hve at Chichen Hza within
the sacred well or cemnse — a pif gbout 63 yards in dia-
meter filled with mgky water, Yuoatan is dotted with
such cenotes, formed by the collapse of cavern toofs;
water-filled and connected with underground rvers that
wind through miles of porous limestone caves to the sea,
They are perfect lairs for minions of Cthuthy or othes
grim shapes,

Striking cvidencs of Cihuthu-worship at Chichen [tza
are the stone faces of the god Chac adoming the oldest
buildings. It is always carved with a long, curling probos-
vis resembling a teatacle with suction discs. At Uxmal, 2
ruinad Mavan ¢ity about 30 miles south of Merida, the
carved Chac faces are even more siniking. Here the codling
proboscis is promineatly decorated with dises inlow relief,
each with a dot in the center, closely resembiing suciion
pads. The stecpest, most impressive pvramid there, known
to modern Mayans as the House of the Sorcerer, is so sich-
ly adormed with these eecrie faces that i was vno doubt a
temple to Cthulhy himself,

No records exist as 1o this temple’s {ormer use, but
legend states thet it was crecled by a magician in a dngle
day - & nmagician who was hatched from an egg and hzd
the shape of a dwarf. Could he have heen one of the
hunshed, batuschian Deep Ones, the vapuely humanoic
minions of Cthuthu? Legends waintain that this individe-
al, whatever liis source, overthrew Uxmal's king and rulgd
the city by means of sorcery, possibly thereby engbling
ihe Deep Ones to minple freely with the population dur-
inp his reipn, The backward-sloping forehesd 3o beloved
of the ancient Mayans may bave had the same significance
as the bulging fish-dike evas of the dwellers of Innsmouth
centuries later. After the Deep Ones left or were expelled.
and their blood was deplsted in subsequent generations,




The Cthathu Mythos in Mesoamerican Religion

The stone head fmages of Tialoe and Querzdlecarl fron ¢ Teoriiueacan pyramid,

the bairachian slope of the forehead was still considered
a mark of distinction. and was often induced in infants
by binding a board to iheir heads.

Kahsh, 2 Mayan ruin twelve miles south of Uxmal,
contains a remarkable building whose entire front is made
up of the stylized Chae faces with their coiling probosel
and round expressionless cyes. Perhaps early inhuman
priests of Cthulhu dwelt in this weird edifice.

Most such Chac/Cthulhu carvings are on buildings of
Old Muyan siyle. Later structures, erected by he con-
quering Toltecs, are instead adorned with many serpent-
molifs. Evidently the Toltecs subordinated the weorship
of Cthulhu to thut of their own primary god RKukalean,
prototype of the Aztec Quetzaicoait. fle was Known fo
the Mayans as f&, a word which is for practical purposss
identical to Yig.

Yig was as widely worshiped in Mexico as Cthulhu, of-
ten together with the latter s In K'u-yvan. At the huge
ancieat site of Teotihuacan, kavwn even fo the Astecs
only as a Jegend-haunied ruin, {he stone heads of both en-
tities alternate along the sides of one pyramid. Here the
stylized face of Cthulhu — keown in this central Mexdcan
region as Tiwloe — sl possesses z scaly, squidiike aspect,
with its sousisd eXpressionless eyes and a jutting proboscis
covered with what might be suction pads, though these
features are not as pronounced as those on the Chac-masks
of Yucatan. Either the Teotihuacanos had no direct con-
tact with Cthulbu but had received vivid accounts of them
from coastal cutures, aor else they preserved only an
snciént memory of such contact, Vaillant (Fhe Azrecs of

Mexico, Penguin, p. 58) says that the ancient name of this
pyramid was “Temple of the Frog™ and sugpests that this
fagt “may have arisen from the symbole association of
frogs with Thiloc .7 The imporanes of frogs in the
Cibulba mythos is well-known, Also, smany of Cthulbu's
iinions cun charitably be described ag frog like.

Yig. of course. is represented by the usual serpent
teads. This deity's close association with Cthulhu on the
same pyramid suggests an eatly caltnral ok between cen-
tral Mexico and subterranean K'neyan. Indeed. the Az
tees and some other Mexican wmatlons {and even the dis-
tant [ncas) clabimed to have come ordginally from caverns
in the north. This ean not be coincidental.

After Teotihuasan, the great Toitec city of Tula be-
came the domimsnt infivence in central Mexico. Tt was
dedicated largely to Yig, though other gods were also wor-
shiped there. In the rmuseum at Tula may be seen a large
stone brazier carved to represent Tlalog, the rain pod. This
representation of Cthulba, though retaining the round ex-
pressionless eves, is more manlike than those of the
Mayans and Teotiheacanos; its nase, grotesquely long and
pliant, is yvet defizitely human. Still, vestiges of feelers or
tentacles remain st the four comers of the wide gaping
mouth.

The name “Tula™ is sald to desive from ihe Nabuatl
words rolfan xicocotitlan, or “place of the crooked hil™
but, considering that Cthulhe was named “Tuly™ by the
denizens of K'n-yan, we might welt aseribe a darker origin
to the name. {n the other hand, the kighesi mountiintop
of fabled R'lyeh, covered with non-Fuclideasn stmctures



and holding Cthulhe himself in a distorted tomb at its
apex, could woll be deserthed 25 3 “crooked hilit™”

Thus, in spite of being out of touch with the sea, the
civilizations of the central Mexivan platean clung tena-
ciously to the worship of Cthuthu. As Tlaloo the rain god,

e remained one of thelr main deities, and despite ever-
increasing anthropotorpldsm his irsages never completely
lost the great round eyes nor the long proboseis, Both he
and Yig were worshiped, as befitted them. with numerous
and bloody bawran sscrifices. tens of thousands of victims
staining red their altars atl certain tmes “when the stars
were right,”

The Mythos and the Azters

This hengs us 3o the Aztecs. What part did dread Cthuthu
play in thelr teligion?

Frapcis T. Laney, in his sometimes helpful ardicle “The
Cthulha Mytholozy: A Glosary™ (Arkham House, 1943}
states: “As Muitzdopocks, Cthulhu was worshiped us
the water-god of the Quichua-Apars in pre-Spanish Peru.”
Wiith due respect to Mr. Laney, ke is completely in erior.
The Quechuas were indeed inhabitants of Peru, but Huit-
zilopochtli was an dzfec god. Mr. Lancy has put him on
the wrong comtinent. Pogdly he &5 merely repeating
soneune else’s error, hul unfortunately he fails o men-
tion his source. The nearest thing I van find o it & a line
from Derleth {The Tradl of Crhudhn, 1962, p. 37) which is
attributed 1o 2 Dr. Laban Shyewsbury, sugpesting a paral-
fel hetween “The Devourer, the WarGod of the Quechua-
Ayars, and Cibulbe of the swthos” This #s doser, since
HuitzHopochtli was » wargod and had nothing to do with
water; but better still, 1. Shrewsbury had the sense to
keep from mentioning the Aztee deity in connection with
Quechua indians altopether. Laney's mistuke, § notice, is
repeated in Lin Carter’s usually cummendsble arifcle
“The Gods™ {The Shurtered Room, Artkham House 1953%).

Franically, Mr, Laney has missed the Iocation of Cthul
hi by only a few feet. The pyramid of Huitzilopochil in
the Aztec capital of Tenochtitlan was ¢ double one, being
surmounted also by the temple of Tlalog, so that the two
sanguinary deities were not oaly next door neighbors, hut
mifght be said to have shared the same duplex, Thaloc, as
we ltave seen, was the Nahuatl name for Great Cihuthe,

Who, then, was Huitzilopochtli? The Aztecs olalmed
him as their pairon god and elevated him in worship cven
ahove Yig sad Cthulho. He seems to have been unknows
0 other Mesoamercun vuliures. The conquistzdor Bernal
Miaz (The Bernal Diaz Chronicles, Doubleday, 3, 169} des-
cribes Bim as humanoid in a hideous (and probahly sym-
bolicy way, possessing a “very broad face with menstrosus,
borrible eyes” Victor von Hagen (The Azree: Man and
Fribe, 1958) says the Aztees found Huitzilopochtli in a
cave before he led thesn to power. At First glance he seemis
te have no relationship 1o the primal Mythos,

The problem can be solved in 2 roundabout way. Dr,
Busebio Davalos {(Official Guide tv the Museo Nuciona!
de Antopalogia, Mexivo Clty, 1936) siates that Huit-
zilopochill “was perhups initlally comnected with another
very impeortant god, Feccatlipoce, the ‘Smoking Mirror’”
“Tezcatlipoea,” he continues, “was a sinfster deity, re-
lated to the jaguar and sssociaied with night, sorcery and
evil-hoing. ™ This brings to mind the Dark Demon . Nyazl-

The Cthuthu Mythas in Mesoomerican Refigion

athotep, Master of Evil. Prescott (Conguest of Mexice,
Modern Library, p. 335) describes him as “next in honor
to that invisible Being, the Supreme God who was repre-
sented By no image and confined to no temple” This
tnvisible god. of course, is 4zarhoth, Lord of All Things.
shudderingly acknowledged by many cultures in some
way, and whose reality was too horrible to contemplate or
directly worship, and whom the Aztecs called Tolgue
Nahuague, “He By Whom Al Live.” All this suggests that
Tezcatipoca, who is so closely related to the Supreme
God, is none other than dark, sinister Nyarlathotep, who
is in fact the messenger of the daemen-sultan Azathoth
himself, and deals most with mankind.

Tezcatlipoca's title “Smoking Mirror™ strongly suggests
Nyarlathotep™s thousand forms as well as his propensity
of granting dread knowledge and visions to his servants.
The association of Tercatlipoca with “night, sorcery and
evil-doing” hardly needs comment. Prascott states: “He
was repeesented as a young man, and his image {was] of
polished black stone.” One of Nyadmbotep's many forms.
and one which is commonly used, is that of “a tall, lean
man of dead black coleuration woearng as his only pgar-
ment a shapeless fohe of some heavy black fabric.” Aztec
priests, incidentally, wore exactly such robes. It had been
thaught by muny that Nyvarfathorep's Black Man form was
derived from his appearance as leader of witch-covens in
Furope. However, the connection with Tezcatlipoca seems
much stronger and more definite.

As Tezcatlipoea, Nvarlathoiep was knpown to the
Tobees, Chichimees, and Texcovans, and was the chief
deity of the ancient and mysierious Olmecs, His depic-
tion as @ jaguar may tie in with the guote {rom Love-
craft’s prophetic poem “The Fungt from Yupgoth,” in
which “wild beasts followed him and leked [Nvarla-
thotep's] hands.™ Also, another of Nvariathotep's many
forms is that of & faceless sphinx with vulture wings and
2 hyena’s body, possessing gresi talons and claws. The
Beast is strong in Nyarlathotep.

The strong connection with Huitzifopochtii and Ter-
catlipoce suggests the posshility thet Huitziiopochdi &
but an avatar of crafty Nyardathotey designsd (0 sppeal io
the barbarie, unsophisticated nature of the casly nonadis
Aziges wha found him in g Cave ~ presumably one oo
france o those “ginning caverns” whersin Nyarlathotep
“howls Bindly in the daskness fo the piping of two ameor
phous Mot Hute-players” The Aziecs offered more by
rman sacrifices to this entity than o amy other pod — not
sounting the posibility that they also worshiped him
separately as Tezcatlipoca. It is algo passible that Hultzilo-
pochtll I not Nyarlsthotep, but some other demonic
O1d One, snknown 1o modern man, or so disguised that
this essay, which merely seratches the surfaee of the sub-
izct, cannet utenask it inits true form and natuge.

Bernal Diaz savs {p. 170) that “Tezcatepuca was the
god of hell” and that in his templk “the walls were so
crusted with blood and the floor so bathed in it that in
the staughterhouses of Castile there was no such stink™
Nyarlathotep's effect on society always includes moral
and cultural degeneration, and in the Aztec civilization he
surpassed hirnself, The anenymous Spanish soldier quoted
in Prescott (p. 491} whe claimed that “the Devil intro-
duced hirnself into the bodies of the idols. 2nd persuaded
the silly priests that kis only diet was human hearts™ may



have been closer to the truth than modern scholars can
reatize.

Bisz poes on to describe Tezcstlipooz as having “the
face of a bear and glittering eves,” which may be the old
Spaniard’s attempt {o portray Nyaslathotep in his suise
as ihe Datk Demon, a furred horror with 2 hog-like snout,
green eyes, and dreadful fangs and talons. Concerning
Huitzilopochtli and Tezcatlipoca, Diaz continues: “they
[the Indians} said that the two wers brothers,™ which
suggests that the Aztecs at the time of the conquest were
vaguely aware of the homology or at least relatiomship of
the two deities. I Huttzilopochili is not. indeed, Nyasls-
thotep, perhaps it is just as well that this particular scion
of the Duter Gods has faded into obscurity.

A final striking correlation: Myarlsihotep is depicted
as bearing a staff of serpents, while J. Eri¢ Thomipson
(Mexifco Before Cortsz, Scribner’s, p. 133) describes
Huitzilopochtli's terrible weapon, the “xiuhcoar! or fire-
snake, which was shaped Hke 2 cross between a Brard and
a snake.”

Shub-Niggurath

To introduce the next deity I quote again from Bernal
Dizz: “In the highest part of the ecu [lemple-pyramid]
there was another recess ... where there was another
figure, half’ man and half Hzard .. They said that its body
was filled with all the seeds there are in the world, It was
the god of sowing and ripesing, but 1 do not remernber its
name. Everything was covered with blood, the walls as

well as the altar,and it stank so much that we couldn’t got
out fast enough.” According to Vaillant, this was “Xipe,
the God of Seedtime.” He is closely associated with Tez-
catlipoca, and thus may either be another avatar of Nyarl-
atheteyp or a representation of another deity closely asso.
clated with Nyalathotep — Shub-Niggurath, the fentility
goddess of the §ld Ones.
Ia the Cthulhu mythos are three beings that spawn
profificaify: dbhoth the Unglean; who endlessly produces
all mannér of malformed and mosstrous spawn; UBbo-
Sathlz, who similatly spawns the gisly prototypes of
eurthiy hfe — the gray formiess efts of the prime; and,
finally, $hub-Niggurath. Abhoth and Ubbo-Sathia are cer-
tainly “filled with seeds™ in the sense of being grossly
fecund, but neither are worgliiped entitids, Additionally,
Ukbo-Sathla 1s merely the source of all rarthiy life, while
Abhoth seems to produce no more thae rasdom biological
abnormalities. Shub-Nigguruth, however, symbolizes cos
tnic fertility. In K’n-van, she is worshipad as a “kind of
sephisticated Astarte,” linking her with crops and dpening.
Shub-Niggurath is one of the most frustrating deitées in
the mythas, Despite being mentioned wmorg often than
any being in the pantheon, we know praciically nothing
about her, most of these numerous references occarying
within tithes or thanis of adulation. Her outstanding trait
sgems Lo be her ability. to spawn, We know the is hideous
and has mated with “He Who is Not to be Named.” Like
all the OId Ones, she is doubtless invisible in her natusal
state, her true form only known in the shapes of these
spawned upon mankind.
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The Aztec deily coresponding fo Shub-Nipgurath is
probably net Xipe, but the goddess Coutligue, whose
horrible statue in the National Musenm of Anthropology
in Mexico stands eight feet high and resembles the human
form only in being bipedsl. Huge claws sprout {rom her
feet; she wears a skirt of tangled snokes {originally, no
doubt, appendages like those Wilbur Whateley of Dun-
wich so carelully concedled). In hiew of a head, massive
twin serpents sprout from her neck, noses touching fo
form a hideous face of reptilian eyes and fangs, The
statue’s form s sometimes considered symbolic rather
than literal, but students of the Cthulhu mythos may sus-
pect otherwise.

Other Correlations

Crhugha is the only known fire-heing in the mythos, and
the Aztecs knew him as Xiuhtecuhtli, He was also called
Huehueteod!, the “*Old God,” snd is often depicted as an
old man. Evidently he was one of the sarliest beings wor-
stiped in Mexico. By contrast, Tezegtliposa was consid-
ered @ young god, his worship by the Aztecs being com-
paratively recent. This, plus the fact that Xiuhtecubtli
“was the last to appear at the reunion [feast] of the gods”
{Caso}, whereas Tazcatlipoca was first, point ap the well-
knowsn enmity of Cthugha and Nvarlathotep. Cthugha
images are known from old Totonac and Cuiguil¢o cul-
tres. and even the hoary Olmecs warshiped him, which
indicates that he was probably antedated in Mexico only
by bloated, toadliike Fsathoggua,

The Tsathopgua cult had lost much of its significance
by Aztec times, so much 50 that the cavern-dwelling deity
had hecornte a symbol for e earth ilsedf, Called Tlglre-
cuthtlf in the Nahuat! tongue. Tsathogpua was “pictured as
a faniastic frog whose mouth had great tusks and whose
feet and hands were armed with claws” (Caso, p. 52).
Vaillarit (p. 179) describes it as “a male monster of horri-
fying aspect, parfaking of the attributes of a toad andan
alfigator,” The rapacious Tsathoggua is, oot surprisingly,
closaly associated with death,

The people of K'nyan, who worshiped Cthuthy end
Yig quite openly, were appalied at Tsathopgus-worship,
and even attempted to suppress it. And so i was in Mexi-
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<o, for at the time of the conquest only traces of this cult
remnained. But in the oider cultures Tialtecuhtli figured
more prominently. Toad images are especially frequent in
‘Fotorsae sculpture, while in the Zapotec ruins of Yagul
south of Oaxaca stands an idol four feet high whose
greatly weathered form and face suspest those of a malhig-
nant toad. In the Mexico Valley, the churchyard of the
village of Huexotla comtaing a squat, headless statue res.
embling what the Petroleos Mexicanos guide (Mexico
Arquelogico, 1948} describes as *la forma de una enorme
rana™ (“the form of 3 monstrous frog™}, It is perhaps best
that the horrified Spaniards have hammered away the head.

Finally, we have z goddess of water. Chalchiuhtiique,
said to be wife or sister to Tlaloc. Possibly this is the
“Mother Hydra” mentioned 2s a poddess of the Desp
Ones. Tt is also possible that Cihethu's little-mentioned
“daughter™ Cthylla, may be referred to here, or some
other sea-horror not previously kanown, Chalchizhiligue is
said 4o have presided over the fourth great earth-disaster
“whetein a2 flood came, transforming men into fish”
{Vaiflant, p. 171}, Could this be 8 vapue recollaction of
the days when the Deep Ones, scions of Mother Hydra,
mingled their ichthyic blood with that of the Mayans and
other bapless coastal Indians?

Conclusions

So fur, then, we can consider the following correlations
as being reasonably weli-established: Cthulhu is ihe Aztes
Tlaloc: Yig is none other than Quetzaleoat]; Nyarfathotep
is known as Tezcatlipoca; Shub-Niggurath masquerades as
Ceatlique; while Cthuga is believed to be Xiuhtecuhtli;
antd Tsathuggua is Tiallecuhtli.

To this we may add the probability that Huitzilepoch.
thi is either an avatar of Nyarlathotep of some otiier dread
Old One and that Chakhiulilique is none other thanm
Mother Hydra or some other sinister sea-being, Xipe could
symbolize 8hub Niggurath or be ancther of Nvarlath-
olep's avatsrs, or yet some other, unideniified baing,

We have not by any means eshsusted the possibilities
of delty-correlation between the Othulhe and Mexican
mythologies. Still, we can feel justified in postulating a
cuitural link with Maxico,

{ Trandator’s preface: Some of the readers may have heard
of the recent tragic demise of the erudite and prodigious

Further N tes
On the Necrono

by Philews P. Sadowsky, Phiy, DEIt:, FRCS, ere,
{ rranslared from the Bulgarian by William Hamblin}

student of mythology and the occult, Herr B3oktor Phileus
P. Sadowsky, Professor of Arabic Literature and Phile-



Furiher Notes on the Necronomicon

pseudology at the University of Sofia in Bulgaria, The
great professor was burnt to desth in an unexplained fire
at his home in Sofla. To add to the tragedy, he had with
him at home when the fire broke cut the only known
complete copy of the Arabis version of the Necronomicon
gvailable in Europe, which he had borrowed from the
Magyar Tudomanyos Akademia Qrientalisztidai Kezle-
menyei. In bis will, he had requested that I — who had
ance studied with him while he was a visiting professor in
the United States, and with whom 1 bad developed a deep
and lasting frienddhip — compile and edit his scholarly
papers. This task has been made woefully simple by the
fact that most of Bis notes and writings perished with him
in the fire. However, an iraporiant collection of unedited
manyseripts, representing the work of Dr, Sadowshy’s
concluding years, survived his death in his offlces st the
Liniversity of Sefia. The following is one of his unfinished
papers, which, though fragmentary, is still mot without
interest to serious students of the Cthulhu mythos and the
occult. I present here an English transtation of [¥t. Sadow-
sky’s Bulgarian manuscript, with only minor madifications,

During the past few years | bave been engaged in an ex
tensive study of an important Arabic text of the Kifgh
alAzif, better known ss the Necrortomicon, Arabic Manu-
script No, 2781 of the Magysr Tudomanyos Aksdemia
{rieptalisziikai Kozlemenyei, The importance of my
discoveries to studests of comparative folklore, mythol
oy, religion, the occult, and philology makes it advis
able to issue this preliminary report before my work with
the manuscript is entirely compiete.

The manusedpt measures 21x]6om on coarse parch-
ment which is quite decaved and wormeaten, and partially
burnt on the lower right comer, as i€ it had been wast into
a fire, but ressued before completely consumed. The fext
{s written in a shaky hand, perhaps that of an ofd man,
but certainly not that of a professional seribe, The type of
narchment and the style of Arabic script sllow the manu-
seript to be dated to the eiphth century AL, probably
from Syria or Irug, [ue to the decayed nsture of the
mannscript only fragments of the text can be recovered
wilh tertainty, but there is enough 1o allow & recon-
struction of the original Arabic names of many of the
Cthulhu myth-cycle defties with some philologicsl com-
ments on those names. The following represents some
prefiminary discoveries from ey studies in this text,

Before many of thess philological interpretations can
be understood, it I important to recognize the various
transitfons through which the text of the Necronomicon
passed before being transhated into English in the 16th
century. The original text is attribuled to a certzin Abd
al-Azrad, whose name means “the worshiper or slave of
the Great Devourer or Strangler.” {Abd sl-Azrad is better
knowsn in English as Abdul Alhazredt) The original Acabic
wext of Abd al-Azrad passed through several recensions in
Arabic and was fransiared into Greck, from Greek into
Latin, and from Latin into English, Furthermore, and this
is where scholarly difficulties begin, such was the framse
of this dread occultic work that there developed a hurge
body ol spuribus Necronomicon manuscripts cregted
by charlatans who had no connection to the authentic
Necronomicon tradition. Some of thege manuscripts have
been recently published in English over the past few years,
each claiming to incorporate the authentic tradition. None
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of these, however, tas dealt with the manuscript in the
original Arabic.

There were many difficulties in {ranslating proper
narses from one lasguage to another in medieval times.
Thus Arabic names often appeared in corrupi Latin forms
— Ton Rushd became Averoes, Al-Qahira became Cairo.
Another related prohiem is that the vowels of Arabic were
seldom written, only consomants appeating in the usual
script. Thus to untrained foreign readers there are a large
range of possible pronuaciations of the same word. Like-
wise different regional dialects promounced the same
sounds differently. Thus one should expect to find strange
transformations when names are transmiited from one
banguage fo another. This fs certainty true of the names of
the entities gonnected with the Cthulhu tradition as they
appeat in varfous cditions of the Negronanticon,

Azathoth
Latin = Azathoth
Greek = 2 A% &30 L3 = Azathoth

Arzhic = U}S‘b :25 = "Tzry Tahuti

Azathoth, the Daemon Sultan, is the nuder of the Diher
Grods according to authentic Cthulhu mythology. Mis
name is apparently s compound of two different paricles.
“Aza™ and “Thoth.” Thoth is clearly related to the pame
of the ancient Egypiisn deity Tahuti, whose name is mis-
progounced in Greek as Thoth. Aza is a slight verbal cor-
ruption of the Arabic word 'Tzrn, meaning “pewer, might,
of strength.” The name written in Arabic would jhus be
Tezse Tahutt” meaning "“Power of Thoth.” Apparenily
Theodoms Philetas, when trapslating this name into
(reck about 950 AD, translated the name Twhuti into itz
miore familiar Greek form of Thoth, thus vendering the
name in Greek as Azathoth, by which the deity became
known in Latin and English. As will be mentioned below,
Thoth or Tahuti is a code-nante used by Cihulhu-oriented
phifosophers to refer to Nyarathotep, the Cthubhu
nvythos enfity wost worthiped in ancient Egypt. Thus, the
name Azathoih in both trangdation snd interpretation
means “Power of Nyarlathotep™ meferring to the fact that
Nyaglathotep fulfitls 2if the comrands of Azathoth, mak-
tng him Azathoih's Power or Apent; i.e., the power behind
Nyarlathotep was Azathath.

Cthonians

Latin = cthonius

Greek = XEDowvi0s = Xthonios
Ambic= ¢ 9ty (41 =a1Ghariyun

The word Cthonian is a direct Latinization of the Greek
word Kithonjos, meaning “dweller under the earth)”
which is exactly what the Cthonians are, atcording to
Cthulhiy inythes doetrine. The original Arabis name for
this race, according to the Arabic Necronomicon, is
“al-Ghariyun” meaning literally “those of the cave,”
the singuiar being “Ghand,” meaning “of a cave.”

The spot at which the cthonian race has most been
claimed Lo emerge is the site of “G’hame” in north Aftica,
The similarities between the ¢ty name Gharne and the
Arabic al-Ghariyun are so vast as to need no comment.
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Professor Phileus P. Sadowsky

Cthulhu

Latin = {thulhu

Greek = > €=5 L > U = Xihulu
Arabic = Q_J_Q. ,.:}h.ﬁ = Khadhulu, or

QWQ _\—J‘\JI = al-Khadhul

The name Crhulhu is an attenpt 1o fansliterate into
Greek a difficult Arabic word which appears fraguently
in the Arabic Neeranomicon. The Greek form is Cthulhu.
Although ihis is 3 difficult phrase m English. Latin, or
{ireek, 3t omakes perfect sense in the original Arsbic,
Crhuihie is sometimes called Khadhulu in the Asabic Nec-
roromicon, The word Khadhuly in Arsbic means “aban-
doner or forsker™ The term is used thus in the Koran
2329 by Muhamived the Prophet, where i states, “For
Mankingd Satan [Arebic = Shayras) is Khadulu.” This has
traditionally been taken by Musiin commentators on the
Koran to mean that “Sgtan is a forsaker of menkind”
megning thet on Judgment Bay Saran will forsske thoss
who followsd him in this life. However, ss the temn
“Rhadhuln™ i3 used extensively i the Arabic Necronoin
com 0 refer to A powerful deity, and is ieznslated by
Theadorus as Xthulu snd by Olaus in Latia ag Cthuthu, it
is probably begt to tanslate this verse from the Koran as
“Fror Mankind Satan ix Cthulhe” thus identifying the
deity Cthulhu (or Khadhulu}, worshiped by 2 cult of
pagan Arabs before Muhamimed, as Satann of the lslam
Judeo-Christian {radition. It appears that the center for

Cthulht worship in prodslamic Asabia was the famous
Nameless City, also Xnows as the City of Brass or “Many
cotumaed Trem™ in Arabic “Tram dhat al-Froad ™

On the other hand, there are reports of small tribes in
various isolated focsles fxuch as Greenland) who refer (o
this pre-Christian deity gs “Cthulhu™ or & near-equivalent
of that name, despite the improbabifity of thelr having
hsdd any contaet with the Koran or the Wormius version of
the Neeronomicon. Pechaps Cthulhy or a similar term is in
reality the “true™ name of thie entity, and the similarity
of the Arshic word “khadule™ led Cthulhu’s Arab wor-
shipers £o rafer to their defty by thely own woed,

Thark Young of Shub-Niggurath

Latin = juvends nigritine
F U" ,
Arsbic = CH:) f C':_:J L/’\./'\..)-}
= Ash-Shubab al Muthlisrm

‘This namie hag undergone a prest deal of corruption in ity
transmission from Arsbic into Greek, Latin, and English,
a5d is In realiiy a composite of various epithets Bom
those languages. Part of the problem comes from the fact
that the name Shub-Nipeurath, commenly taken 1o refer
to the “Mother” of the Dark Young, may in actuality per-
taps be the tite of the Dark Young thomselves; their
mother being known more accurately as “The Black
Goat of the Woods With a Thousand Young.” The name is
best understood by breaking i down info composiis
phrases. Shub is probably wigre cortegtly written in
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Arabic as shabb, meaning “youth™ or “a young man™
This word could clearly have relerence to the “Young” of
the Dark Young. Niggurath ks apparently a corruption of
the Tatin “nigritia™ mesning “blackness.” Thus. Shub-
Niggurath would seen 10 he 2 word corubining Arabic and
Latin, and meaning ®*A Young One of Blackness,” or in
other words, onie of the Dark Young. The origingl Arabic
ferm used by Abd al-Azrad for these entities ks in the
singular “Ash-Shabb ai-Muthlim™ = The Duk Yousng One,
In the plural forer it is *Ash-Shabab al-Methlipun™ = The
Dark Young Ones. Unforunastely the poriion of the
Greek Necronomicon which discusses these matters is
damaged by water, mold, and worms, and is ilfegible, Part
of the difficulty here eould be resolved if we knew exactly
how Theodosus translated the Arabic phrase into Greek,
but at present this i unkpown.

Uow did this barbarous compound word of Latin and
Arabic arize? When the Roman Empire fail, the Classical
Latin language began to be corupted into timercus Jia-
lects, the ancestors of modern French, ftalisn, Spanish,
Portuguese, Romasitar, aud Ronmansch., Quite 2 nursber of
these corsupt Latin diaslects developed in medicval haly.
Moderp Ttalian is ¢ desesndant only of the Florentine dia-
tect. There are many oiher dialects spoken in Italy } The
original Latin phrase for the Dark Young, “juvenis aip-
ritiae™ meaning Hterzlly "2 voung creature of blackpess™
also went through this periad of linguistic corruption. i
would scemn that the Dark Young were worshiped by deca-
dent fertility cults in medieval Maly and the Dark Young
wore referred to by thess cultists as “juvenis nigritiae”
When the Muslims conguered Sicily in the ninth century,
thelr languape and caltere was spread throughout that &
land. Sicdy was evidently 2 stronghold of worship of the
Dark Young, and the Arad inunigranis were caught up -
to this refigion. The Arabs cogrupted the Latin phrase
juverds nigritiae, translating juvenis into Arabic as shabb,
while corrupting the pronuscistion of Latin nigriiiae into
riggurath, When Dlaus translaied the Nevvonomicon nto
Eatin in 1228, he was apparenily familizr with the deca-
dent SicHian cult of Dark Yeung worshipers and trans-
tnted the Greek phrase referring to them g Shub-Niggur-
ath, o phrase by which the culs would possibly be known
1o 2 few Ttalian scholars and churchmen. This phrase
passed from Olaus’ Latin version ingo English.

What would be the Arabic same of the creature (prob-
ably mistakenly) known in Cthulhu mythology as Shub-
Niggnraith? In the Arabic Kitgh al-A2if, the phease “Black
Gost of the Woods with a Thousznd Young” occurs at-
tormatively as “AlMoiza as-Sauds aGheban” = The
Black Goat of the Woods™, “Umim al-Alf Al-Muthbmuon™
= “The Mother of the Thousand Dark $hings™; or finally,
“Unnne asfShabadb sLAT = “The Motlier of the Thou-
sand Young Ones,”

Chouls

Ambic= ¢ ) @ & =Chul
The Ghouls mentioned in the Necronomicon ere direetly
related to that miythical creature of Arabic legends, the
ghul. According to Azabic sources, the ghul has 2 homan
form, but a canine or monstrous appearance, They haunt
tombs and graveyards, feasting on the corpses therein,

and attempting to fure away bypassers. This cleady cor.

i3

responds to the varinus deseriptions of ghouls found in
Cthulhu mythos lterginss.

Nyarlathotep

Latin = Nyarlat Hotep
Greek = VIR EX T {OTETT = Niaslat Hotep

X RZ'J:_J){__S-LJ = Niyharlst Hotep
Egyprion = BN B ER

Nyalathotep is the only name in the Cthulhu mythos
which can presently be definitely traced back to ancient
Egyvptian antecedents, The meme s 4 contraction of the
foliowing phrass: Ny har rut hotep, meaning “there is
#o peace {safery, rest) st the gate” The signilicance of
this title is apparently that Nyadathotep, in his ol a8
messenger of the Other Gods, & the “oateway” between
the planes, and specifically between their dimensions and
Durs, gr at least this is bow the ancient Egypuian culiists
viewed the matter. These ancient Egyptian Crhulbu cult.
ists used the name of the Egyptian god Tahuti (or Thath)
as sn alternative name for Nyarlathoten, as both Thoth
and Nyarlathotep served similer functions in their respec-
tive functions.

The key o the corruption of the word is that in New
Egyptian the letter for ¥, signified by 2 couching Hon
glyph, ulse doubled for the Greek sound 1. Thus the
“r ia the name Cleopatra it written by g couching lion
gvph. When Abd al-Azrad (or whoever transliterated the
Egyptinn into Arsbic) read the word Ny har rut hotep, he
mistakesnty read the “r™ in "rut™ ag gn *P" any the phrase
beame in Arabic Nivharlat Hoteb, Now in Greek, the lot-
ter " can only appear at the beglaning of » word. Thus,
Theodorus could not trasshiterate the *h™ in Nivharlat,
which became In Greek “Niarfat” Olaus contipsed the
cormuption by changing the 7 to e homophonous
“w", and English translators finished the pyocess by com-
bining the entire phrase into 3 single word,

Shudde Mell

. » ) .
Arabic = (\)_14—1 = Aldu el

Shadde Mrell, the rules of the Cthondans, is in the Arabic
Necronumivon wiitten as ALMWell {or ARMYIEY, mean-
ing “Thie Causer of Destruction.” The destruction refered
ko here iz douhtless the cthonian power 1 cause massive
carthquakes. The word Shudde is almost certainly & cor-
ruptien of the Arabic Shidde, meaning *viclenes.” Thus,
Shudde M'ell (or possibly mare correctly, Shidda al-Muell)
properly zefers only to the carthquakes caused by this
deity and his minjons the cthonians; that is to say, easth-
quakes are the violence “xhidda™ caused by alMarsl,
*The Causer of Destruction.” At some point in the trans.
mission of the mame of this enfity someone, probably
Olaus, mistook the entire phrase, Shidda al-Mu'el, for the
name of the deity. which {5 enly al-Mu’ell.

Arabic =

= Ny har oit hotep

FUTURE TRANSLATIONS

Waork is proceeding to {ranslate the remaining marerial left
ay Phileus P, Sadowsky. The professor was under a lot of
stress when working on the gnusual manuscripts, judging
from the disairayed state of the surviving notes,
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Sourcebook Additions — Two New Skills, Prisons

PRISONS

Tntrepid investigators often run afoul of the faw, for the
v iz built w sdjodicate routine human conduct, not
axiraordinary inhuman activity. Investigators bandie prob-
being by Blowing up the mine, buming down the house, or
heheading the sorcerer: solutions freguently despicable in
# grand jury report. Society can act fke 3 porvorse parent.
pupishing the investigator for doing good. One way that
society punighes is by Inprisoning.

The entries Tor cach prison are organized by nsme.
physical description, penal theory used, routine functions
of tha prison, staff, and communications with the vuntsids
workd gvailable to the prisoners.

Big House State Pen, US.A,
PRISON SIZE - 1800 inmates. 429 staf{

PHYSICAL DESCRIPTION This is 2 double-walied
{30 high cach wall} prison on an wland; the wails, how-
pyer, ondy surround about ball the bland, Troek gardens
for the prison ecoupy the open alf Sewrchlights and gun

TWO NEW SKILLS

Photography: This skill enables the user Lo captue 2
difficult subject {moving, bad light, ete.) on still or
motion picture film, This shility also allows the inves-
tigator to snap a piiure zs z refllex action {rathar
than running away of pulfing cut a weapon) when
startled by some evenl or mongier, Suocessful use of
this skill in confuncilon with & sposessful Chemistry
skill roll will ensble thie nvestigstor to devise solu-
tions or developing techniques thut will permit the
photography of the Fingh f¥oin Yupgoth, ghosts, or
gther such beings, A sam% such féchriique may be
required for each different subject, Flaghbulbs were
not generally availabie untd 1930

Lack Picking: This skill allows the user 1o repeiy
locks, make keys, and most importantly, gpan Jocks
with ihe zid of “skefeton™ keys or othet tools. Es-
pecially difficult locks may Be more diffieult, low-
ering the investigaror’s chances of success. This shdl
can diso be referred o as “Locksmithing.”

Five different prison descriptions melwding penal theory used and roudine
prison functions. Also included are two new skills
and @ Lovecraftion rimeline.

towers, as well as dogs and barhed wire seal the space be-
tween the two walls. The cHmate s temperate, though,
and extreme rainfall or snowfall might effect the prison
defenses. There are six majar cefl Blocks, associatad cafe-
terias, medical facilities, and workshops. The prison is vir-
rually o small city, and has shops, geherators, sanitary
facilities, and sc on, independant 0‘ the cuiside.

EENAL THEORY USED .. If the investigator weren't
guilty, he woulda™ e imprisonsd. He owes 3 debt to sod-
eiy, and socicty has every right to extraet pavment of
that debt as §i wishes. Society is tousher than any crook,
and the invesrigaior had better toe the line or he'll be put
away for keeps; never gve a bum a second chance, The
guards keow that all inmates are troublemakers, so they
sepazate them by navionality. race. apd degree of serious
ness of the crime to structure this maeistrom of ciimingl
intent, inmates hud berier kesp quiet, do what they're
tohd, and not stand cul, (Proud and sggressive nmates
know that o way tO survive in prison is to organize into
gival gangs which will make even armed guards fearfni}

ROUTINE FUNCTIONS - Most cells are Zanan, with
wilers and no privacy. All the cells are apen to the front,
Evervbody works in the Big House, keeping the prison it-
seif running or fulfilling state contracis (ke license
wlates). "Jo‘wdy gets paid tor this. Thewe may be oces-
sional hebby or art shows which matrons visit to pur-
chase for 2 dollar or two examples of convict industrisus.
ness, Bedding and clothing are servicable, and cleaned at
regudar intervals. Recreation is Hmited to mandatory Sun-
day sgryives and religious holidays. where pageants and
choral vecitals offer some relief. The work week is six
days. Medical ueastment is routinely decent. but subile
diagroses do not exist here, nor does “progressive™ treat-
ment of neuretic or psychetic episodes. Wonnds will be
competestly sewn up, but will scar. Investigaiors are rea-
sonably safe 0 long as they do not fonn friendddps with
other inmates or with guands or staff. Gang membership
brings relative imwnunity ffom day-to-day identity frustra-
tions, hut makes members Hable to lethal encounters with
other gangs and with guards.

STAFF — Guards at Big House are Hmited experts; they
kinow how to intimidate and cajole inmzres, bul they do
not know (who doas?) how to make such inmares tnio re-
sponstble citizens. Even & few monthy of such hopeless
responsibility makes guards callous, indifferent, and not
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infreguently brutsl, Most puards are expert busenucrals,
wha pass responsibility with infurizting eage, 25 though
aven the pistols which they uniformly wear coubd nat tru-
ly make them brave, only srmed. The fevel of Cthilhu
Mythes knowledge is usually zero, for most of these men
canntol jnagine sny reality other than the ocue in which
they serve.

COMMUNICATION POSSIBLE — Receiving mafl, reading
books, and g wa Is a fonction of how well the inmate
conferms to the institution: they sre net rights, Tele
phonic cammunication is universally iHegal, since it can-
not b censored . Systemnatic use of the avaiiable comumuni-
cations, espevcially for Lbrary rescarch, piobably wilt de-
pend on harmondous relations with the chaplain of the
prison, intg whose porview this usually f3lls,

Wayshearn Co, Work Farm
PRISON S1ZE: 103 inmares. 7 puards, 14 hounds

PHYSICAL DESCRIPTION — The work farer &s Jocated
on 60 acres of red clay, there is a boliding for sdminis-
tration and equipmient. a barracks for white prisoners,
and a barracks for biacks, all surrounded by & en-foot
barbed wire fenee. Though the clipboard barracks huve
barred windows, escape would be quite easy # the prs-
soners were not kepy constantly chained, either in coffies
during the day or to their bunks a1 night,

PENAL THEGRY - Since the Inmates arc maindy thinves,
brawlers, and pimps fserious offenders po to state prison),
Wayshearn County belioves in the cyshall theory of penal
adnginistration. The guards kriow that the work gangs they
run do noet accomplish muich: as long as the prisoners Keep
moving and keep thely eyes on the ground, the days will
pass placidly and peacefully, Gusrds and chain gangs can
beceme friendly and toferant, or aot, but it is a maiter of
personal choice, not instituljonsl policy, The guards nevar
put whites with blacks. or blacks with whites, since that
sreites the potential for an nproar. Everybody knows that
the law helongs to those who own B §F an inmute didn't
qave encugh influence to avold the work farm and its
chain pang, he sure won't hove eneagh influence to get
free on appeal.

ROUTINE FUNCTIONS — Prisoncrs teep on oots in large
baryacks rooms. At night they sre cheined 10 their beds:in
the day they are chained to cach ather in units of a duzen
ot s0. The larger the colTle, the less per prisoner that the
cotnty raust pay to guard Him, Boad gangs get adeguste
excicisy fromm thelr siv-dawveper-week work. Their food
may he goodd or bad. depending on the available trustec
conk. There is no recreation. except for touring evangeli-
cals, or perhaps a special event such as the county fair,
Medizal tseatment is not cutstanding, but serious aflments
and conditions will probably recejve stundasd ireatments
at the county hospital. If the investigator obeys the
gaards, pezsonaily feeds the hounds on ecrasion , and man-
ages not o be chained next 1o a psychotic, his sentence
will pass without danger.

STAFF — Mest of the guards sre ex-army men who foand
nothing better to do. They may have high whool educa-
tion, or may be barcly able tu write their nammes. Since
they put experience before lesrning, an occasional geard
gray have Qeeslt or Cthathy Mythos knowledge 1o some
minor percentage. Most of the staff can be appealed to on
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the basis of comlort — prisoners can initisgte pelicy if the
suggestion seems te mzke e sasier Tor the guard; wise
prisoners will not maks tov much of this power,
COMMUNICATION POSSIBLE ~ The imprisoned investi-
gators will find mai is easy o get (and 1o send, if they
have cash for stamps}, and that visits ones & week or once
a month rarely will be Imrervupted. Elaborate presents
probably will be nspected and refused, since the guards
do not want to upsct the economy of searcity i 2 bar-
racks, but the smaller the work fanm, the more Tikely that
the inspeciing guards can be hribed or gifted if the intent
of the briber seems harmless. Formal communications,
such as lauries and inderviews, are o of the reach
of prisoners,

H. M. Deathoak Prizon, Great Britain
PRISON SIZE - 488 mymates, 160 cuards snd staff

FHYSICAL DESCRIPTION - Deathosk Prison wias firg
established in the reign of Hoenry VL and hus ovolved
slowly since then. If was enlarged in the [8th century to
hold motinous saitors, then twive enlarped in the 1%k
century 1o hold thugs fyom every corner of the Baitish
erapire. The prison is one continuous building of various
architecturat styles hrequently enclosing exercise vards
with 20-30 foot walls. The insides can be muazedike, for
the successive gentlemen architects were uninterested in
maintaining consistent foor levels. Some of the vells se.
taally overlook surrounding industrial sites, though with
sheer drops down to vrnamentallyipped ironwork fences,
{wer the centuries, all of the easy ways to escape have
been plugged, and pdsen routine hos long compensated
for the rest. The staff firmly relies on the lonp-tested
integrity of Deathoak, Tn {act. there has heen no escape
stnce Bantry Stesdman's in 1862, during 3 riot fomented
by some Americans.

PENAL THECORY - Rights, privileges. and responsibilities
are dedvrmiizzd by one's social class at the time of hirth.
Zouigl Jlass determines e behavior: this s a code of
Loner which it is impossible to discard or 10 surmount,
for breoding will alwayy show in the end: greyhwounds are
not buldezs, nor should they wanrt to be. It follows then
thirt one should be trested sccording 1o one’s station even
i prisem. [t would Be indecent 1o altow men and womer
prisoners to mix: it would scarcely be less decent to force
the chsses o intermix in a mongrel democrocy. A Peer of
the Reskn sent to prison for murder is sill of geater
geatility and refinement than is s commoner warden and
warder and should have commensurste quarters and facil-
jties. A man of weslth gertainly cannot be expected to
forego his previous standard of living and devolve like a
brute. Paupers shouid not have their Bving standards -
proved, for that too would upset the divine ecology of
class relations. The orisun i intended to insulale society
until dacency can be restored, and <riminaly sre held
aside until society can be expected 1o receive thom sgain.
Normal functions of soctety cannol be suspended merely
Because of the faet of prison.

ROUTINE FUNCTIONS - Prizoners are not expected {o
pay for their crimas unless they are of the warking cless,
from whom nothing less should he expected, Men of
wealth can certainly buy comfortabls quariers and sostgin
a vajetfehel, if such are at ali availabie. and it will be 1o
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the true regrat gnd embarmassmiont of the administration if
they are nnt. Regrottably. little exercise is to be had
except for strolls around the vard., Mediosl freapment is
adequate, but of course improves greatly with clase stand.
mg. Celis are of various sizes, owing 1o the disunity of
the arehitecture, and one cell may hold sne man where
the next holds three, Unless the investigator decides to
comimit crimes while in prison, his stay should he relative-
ly safe from harm.

STAFF .. These fellows are rather less hribable than their
American vousing, Tor these guardy are nearly sonvineed
that mere money can accomplish nothing, What matiers is
birth, znd birth can hardly be changsd, Drspite Jeft-wing
agitation, the inmates halfhelieve this g well, making {o
rathier less violence, Thus secure, the warder sy be shight.
ty moge likely to take o personat nterest in hls oharges, It
miight he important to the warder whether the inve
is Catholic, Church of Ensland. or other Protestant,

COMMURICATIONS - Selfimprovement is the respongi-
bility of everyone, and exercising the mind is a handy
thing te be able 1o do in bad weather. Library use and
interiihrery Toans will be encouraged by the chaplain i the
prisoner’s hehavier Is setisfuclory. As usual, fonas of com-
munication which are not lmitsble witt be severely ras-
iricted -- visiting hours are weekly. and telephone nse &3
aot allowed,

Boleta Ocho, Latin America
PRISOMN SIZE . 312 wwuiates, 21 guards

PHYSICAL DESCRIPTION - Two-story barracks Hne
three sides of 4 karge yard: the fourth side iz a high cement
wirl] which alse encircles the barracks. Guard towers with
muchine guas surmount the wall. Adjoining this wall and
envircled by anoihwer wall are administration offices.
kitchens, shops. und quariers for the goards. The weather
is hot, but not humid, which is good, for the guirds often
lock the prisoners our of the baziscks for most of the day,
so thet the prisoners van be watched more cauly. Of the
five prisons summarized here. these puards sre the least
systematic and the maost likely through sttention to
engourage escapees, bt that does not mean that individu-
al guards cannot be intatligent sndd hard-working.

PENAL THEORY .- AH life is a prison, of least 1o the
men doomed to puard or to reside in Boleta Ocho, and
many ol the guards see little ditference beiwesn them-
selves and their prisoners. While the gunrds do not want ta
fose their jobs, they neither find ¥ wosthwhils to pnt
much effort ito guarding men. Some guards are Gifferent,
and desperately seek possible zehes or nersonal advance-
mantl thess mest are badly adjusted nrenizlly and may be
dangerpas. Baware of rewarding them and of being honest
with thon. Only mea without influgnes or money will be
found in Boleta Qcho; of the rest, all sre exiled or fiped,
Only 2 change of national government will likely alier the
length of a sentence,

ROUTINE FUNCTIONS - Whoever brings progesty bore
wiil lose it, exeept for the clothes he wears, The food s
despicable dnd ivegular. for the supply accounts froquent-
ly show a debit before the end of the quarter has been
reached, a fact which the commander of the prisem is
retuctant Lo reveal to his superiors. Theee i no arganived
work or play, though occasionally a local man of influ-
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ence will drzft 3 hundred men to work on a bridpe or
toud, or perhaps cut sugar cane or fight 2 fire: these
excursions are normal roads of escape for the inmates,
Medical treatment even for simple injuries is quite uncer-
1ain. Lacking medical staff, on one day the commandant
may secure e medical services of painfully ethical Meth-
odist missionares, and the next day be able to get only
the shaky belp of a rum-sosked fraud who was thiice
thrown out of medical school for stupidity. 1f the guards
in the muchine gun nests do not fire in panic when a yard
fight breaks oun, if the imprisoned investigator is af least
SEZ 13, and if no one contaminates the warer which fig
must drink. he has a chance of surviving for several yenrsy
in Boleta Ocho. The prisoner will be attacked only if he
does not use the properiy he has brought with him to gain
allies; i he attempts to hold it alone, be will sutely dic by
knife, or from the bullet of an nsuited guard.

STAFF — Prisvsrguarding is notl a well-paid oocupation,
and since the prisoners are mostly poor themselves, thare
is Little that 4 guard can do to enrick himseli. Because thig
is therefore 2 dead-end job. o marvelous mixture of sadis-
ite, ingompelent, poetic, revoiutionary, mentally handi-
vapped, #nd country-innocent men take root here. Since
the upemployment tate is about 40%, there are relatively
few resignations; since the job is so undesirable, there are
rglatively fow finngs as well, The best past of the task is
machinie gus school — everybody loves i, Duing the many
nationdd holidays, the punners i the towers frequently let
go with magnificent displays of tracer-ladon patriotism, At
those times 1he safest place is to jump intc o Jatrine. Since
most man feel themselves the victims of fate. the salost
appaals toward themn will e appeals of sentiment — a
dying m r. znd & back may be turned at a crucial
moment: # srippled so4, and o gare may be left open, Per-
haps as many 28 one peroent of the guards have some
Criwlhi Mythos knowiedge, but fow of them know wht
it is that they know.

COMMUNICATIONS — Packages sent to the muin station
i the capital have 2 gouod chance of avriving intact; paek-
upes sent 10 Bodets Gelwo bave o vhanee of geting through,
The commandant fedls, arobsbly rightly, that the presence
of property among his prisonurs is so divisive and danger-
ous to their heakth i b carefelly infercepts and confis-
cates such sluff, In recompense, he provides afl the melons
they van eal in season, Letters stand an indifferent chance
of arriving or of being sent; they may be withheld for up
to two years. Qnly visits srvanged-for through the Ministry
of the Interior can be made, and those e subject to
whirnsical interruptions, There are no teleplicnes.

T

Chaya Ranas, located in either North Africa or
Middle East

PRISON S1ZL - 600 inmuves, 14 guards

PHYSICAL DESCRIPTION - In the 18ih century, the
Bey of Ranas solved his convict probiem by having them
dig a salt mine and then locking them in i, The 20 or so
acras of galleries were far below the surface, and he foung
that. by sending a daily sweep of soldiers through (who
stow the inmutes of any gallery who had been dgging ot
the walls), he was able to wonderfully keep order, Such
iessons ware not fost on his descendunts. who kept the gr-
rangenent. Once daily the guards (sccompanied by a
squad of nervous soldiers) see that the prisoners are fod
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indifferently and watered, byt for the rest the men are left
to themselves in the blackness of the salt mine. The one
entrance s a guarded shaft nearly 200 feet below the sur-
face. 8ix men are taken daily to the surface to power the
air pump (2 rather beautifully.crafted carly 19th ernfury
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device with leather fittings) which keeps their fellows
below alive. Inmates who ate to be freed are called seven
times for seven days; if they do not appear by that time
they are preswned dead. hmpesture is frequent and pun.
ishable by the usual beheading,
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ROUTINE FUNCTIONS —~ Prisoners hers are liuly
damned, There i noihiag fo do but sit, go msane, or die
Fromn malsitziion (usually brought on by food theft on
the part of strongey lrates) or from the panicky fights
that sweep the galleries without any perceivable cause. De-
pending on how they feel, the Rey's warders may o may
not leave iorches burning, There is no hundry, medical
attemion, nos commnication with puards. Men arg killed
aver the ownesship of cigarette butts,

STAFF - These few men feel that their hundreds of
charpes zre worse than dogs. They feel no pity, or oven
imterest, only resentment thst the men cannot spmehow
secure their own air and food, which would lifi such a
bardes of zuardsmanship from the warders. There is no
communisalion betwoeen them and the men, though once
in % while orders will come from the capital to fiee such-
anfsuch 3 man, Cnee they have duly called out bis nane,
all obligation is over. There i not cvey g prisoner list at

Rulesbook Additions — New Phobias

the prison. Gusrds frequently seize prisoners and sell them
a3 siaves oy even Cthulhy Mythos sacrifices; the probabil-
ity that 2 guard has Cthuthu Mythos knowledge of 25% or
less 15 one in two.

COMMUNICATIONS - none.

Special Note

PRISON CURRENCY — Money iv univesszlly such a
source of friction among the Inmates that it is always kept
by the guards. Prisen curency s the single cigarstte, the
pack, or the carton, The man who can refrais from sttok-
ing away his bank account will {ind life the easier for it,
Because large quattities of cigurettes are walnerable to
theft, such currency is usuglly available only te purchase
sall favors, They have the added advanlage that, while
cimarettey beibe fmnates beautifuliv, gugrds ave wnlikely to
be swayed by thom,

NEW PHOBIAS

ACKOPHORBLA: Fear of heighis. What poes up must come
down. The higher you go, the farther you fall, High build.
ings, bridges, mountaing, chiffs — the higher up vou go, the
nearer you come to Those Things from the stars,
ATLUROPHOBLA: Fear of cats. Everyone knows that csts
are fust witchis or devils in disguize, Those evil devileyes,
teeth and claws just made for drawing and sucking bloed!
They move silently and stristery on soft, padded fvet;
they could be amywhere watching ~waiting for thelr op-
portogity to cateh or curse youl

ALGOPHOBIA: Fear of pain. Let’s fuce it; nothing, by
definition, can be worse than pain. The worst monsters
and hegrors don't kill quickly — they inflict sndless, ex-
cruciating pain. You would rather do anvihing than be
forced to undergo agony.

ANDROPHOBIA: Fear of males (suitable only for female
investigators). Men are brutal, cruel, Men lust after you,
their caly desire (o ravage sad hurt, Men sacrifice womnen
to monsiers or their own depraved lusts. Men know se.
crets no woman can hope o fathom.

ANTHOPHOBIA: Fear of towers. Flowers are unnatural;
like brighi cancerous growths sapping the strength and life
of the fand. They fave weird colors and shapes, Hke tiny
wicked faces leering at you. Their 1oots extend down inig

Over thivty phobias, two rypes of insanity, and eleven Ctfudha Aiviios
deiries, races, and monsters to furiher confound the Investigarors.

the soil and who knows what unholy fertilizer they feed
eu? You are not fooled by their oceasional approach to
grudy, unhesithy beauty — that js only to beguile fools,
Fiowers are monsters themselves, and other monsters
congregale wheye they grow.

APIPHOBIA: Faar of bees, Bee stings can ki, Bees hate
vou; they can smell your fear. Run in panic from gvery
sudden buzz; avold flowers and orchards where the tiny
harrors congregate. Bees are pure, mad aggression.

ANTHROPHORIA: Fear of people, People arg crazed,
vinkent, wicked, conniving - nature’s sole mistake. Every
crime 2ver committed was committed by a person. The
papers are full of the terribic things people do every day.
Who knows what secret usis, murderings, and hostility
hurks behind the face of everyona you see? People are to
be shunned.

ASTRAPHOBIA: Fear of 1hunder, lighining, and storms.
Thunder can burst the windows, shake one’s house apart,
leave onme a3t {he mercy of the storm. The approach of
monsters is always signatled by 2 storm.

BATHOPHOBIA: Fear of depth, Qui of the deepest
reaches of the sesn monsters swim: out of the deepest
wells monsters crawl. Dig deep enough, and you will us-
earth foatheome horrors better left hidden. Space s deep;
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space is alive with festering monsters. Even your own
cellar probes too desply into the howels of the easth.
Never go into a subway.

BELONETHOBIA: Fear of pins and ncedles. There i3 no
pein worse than that inflicted by small, sharp obijects,
They carry disease, besides. Den™t pul on those garments
wntil you have carefully searched them for pins! The
worst thing imsginable, which haunts your dreams, & to
be tortured with pins in every inch of your hody.

BOTANOPHOBIA: Fear of plants. Plants are mindless
things, hideous to look at, touch, or smeil. They send hor-
rid tentacles into the ground, burrowing secretly every-
where. Plants want you to die, so they can feed and swell
MOnSous upon your corpse, Plants are nionsters,

CHROMOPHOBIA: Fear of certain colors {the keeper
should pick an appropriate one). Certain colors represent
monsters, draw them close. They symbolize madness,
fear. Monsters could materialize right out of 2 color, or
even be the color iiself!

CLINOPHOBIA: Fear of beds, Everyone dies in bed. It’s
mad te lay in a2 bed; that's the first place 2 menster will
look! Worse yet, hideous things lurk undor beds? It zoyld
be right there in your room, waiting.

DECIDOPHORIA: Fear of making decisions. Should you
go right or left, up or down, work or stay at home? A
dreadful fate seerns to lie at the end at any choice you
make, angd you will have eonly yoursell 10 blame. Avoid
committing yourself at aif costs -- this might heip prolong
and put ofF your eventual fate,

DOMATOPHOBIA: Fear of being confined to a home.
Home is not your castie, it i your prison! Don’t enter it,
as that is where They are waiting. You must spend as
much time outside e possible, Aren’t houses the things
that are haunted most often? When the streets have
emptied late at night, vou Hnger on, dreading to retum to
your home.

ERGOPHOBIA: Fear of work, Wark s degradation, pun-
ishment, and slavery, [t 43 a sign of the evil that roles the
universe that ong must werk fo lve. If monsters take over
the world evervone wilj be forced to work at monoton-
ous, backbreakisg labor. without rest or vacation.

GEPHYDROPHOBIA: Fear of crossing bridges. There is
no telling the magnitude of the disaster you are courting
when you venture oute 1 bridzge. [t counld collapse under
vou, sending you screasing inte the porge below, or per-
haps deformed monsters hide under if, o teap you on the
bridge and chase you while vou have nowhere to run but
over the side of the bridge.

GYNEPHOBIA: Frar of fernales (suitable only for male
investigators). Women are caleulating and thelr cruelty is
legendary. Women are witches. Womesn know things no
man can hope to fathom.

HEMATOPHOBIA: Feoar of blood. Blood maans pain and
geath. Monsters love blood. Blood will abwavs draw
mansters,

JTATROPHORBIA: Fear of doctors. Dagtoss keow terrible
secrets hehind their grim white masks and bloody scalpels.
Boctors only show up when you are sick. weak, and dy-
ing. They plot to help you die in the most agonizing possi-
bie way. Perhaps a doctor will iry to mutilate you or tun
vou inio 2 monster.

/g

CTWO NEW TYPES OF INSANITY
SUEXOTISM: Victims of this disorder see the fantas-
. $iz und supernatural in everyday items. Passing dogs
4t obviously werewolves, abandoned houses wre full
" ‘of ghosts and slimy horrors, A flower is the home of a
fniry. It may involve hallucinations, and it is quite dif-
ficult to convince the victim of his misguided ways.

PANZAISM: Victims of this disorder sez even the
most exiraosdinary things as being comnon and
ordinary. They may sce a Deep One as a normal man,
ar at moest  man in 2 wet suil, They are impossible to
ponvince of the supernatural,

MONOPHOBIA. Feur of being alone. You must not be
alone, Monsters and demons are walting (o grab and pos
sess vou i they cap only find you out of sight of your
fellows. If yon suddenly vanished while slone who would

know? Who could help you?

NECROPHOBIA: Fear of dead things. There is no horror
worse than death. Dead thinps are cold, filled with mag-
gots, corruption. The dead hate the Hving and vse all the
majign power of darkness to bring us to their dismul state.
NUCLEGMITIPHOBIA: Fear of nuclear weapons (suft-
able only for late twenticth century investigatoss). The
Bomb & coming. H will destroy all civilizagon. It will
come flashing out of the sky, leaving the burned, maimed,
and radioactive. If we foll our enemies in the slightest
degree they may drop the Bomb.

OMBROFHOBIA: Fear of rain, Rain destroyed the world
ange - it will do so again. Rain makes floods, takes fives,
cauzes ball games o be cancelied. Humid lands are under
s curse. Who knows what drsad Thing lurks just over the
lowering thunderhesds, directing the rain?
GPTOPHORIA: Feur of opening one's eyes, Every day the
world is grayer and upher, Every day the world becomes
more horrendous and corrapt. It is cnough to drive one
mad! Best not to see it coming.

PECCATOPHOBIA: Fear of commisting sin. The powers
of Hell deaw us to sin. i you sin you will become tix
helpless, degraded slave of the powers of Hell If vou sin,
yvou will lose control and hecome & devil yourself, Sinners
go to Hell aud Hve forever with uply devils, Judge your
gvery action - better make suye it §s no sin,
PEDIPHOBIA: Fear of chidren. Children are sty, evil,
Children are uncivilized, they s and kil thoushtiessly,
Remember your own childhood?

PHOBOPHOBIA: Fear of ong’s own fears. You know
your fears will destroy you. No matter how hard you iry,
when danger comes, you will fIeeze or panic and run. You
will be disgraced and nidicuied, even punished. You must
never subject yourself to fear.

PSYCHROPHOBIA: Fear of cold. Celd blackens and kiils
flesh, it destroys. People lose their hands and feet because
of cold. Space is cold. so are the poles, Out of such places
reonsters thrust themselves,

FTRICHOPHOBIA: Fear of hair. Hair is ugly snd unsani-
tary, Hair gets into your food, into the butter, ruining
your appeiite. It itches, tickles, grows. Monsters and sav.
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age wild beasts are hairy, Do aot let anytidsg with hair
draw near,

TROPOPHORBIA: Fear of changing one’s situstion, You
must net go elsewhers to live — you have a good job,
ifestyle, or st least it could be worse if you try 1o chanjge
things, If you were to move, you would have no stabilicy,
you would be out There, lost, Hving with the lost.
VERBOPHEGRBIA: Fear of words. Words huve evil power.
Black magic spells sz¢ made of words. Forbidden books
weave dreadful combisations of words, Words convey
ideas that corrupt; words inform one of cosmic homoss
that biast the soul. Their crocked letiers plague your
brain. Hesr no words, r2ad no words,

VESTIOPHOBIA: Fear of ciothing, Clothing is confining,
stifling, We were not born with dothing, henge we defy
the natural order in wearing it. Clothing iy diseased, con-
taminated. People wearing clothes must have some dread
secret Lo hide — perhaps they are not traly people st all,
but are monsters? Freedom, security, and nudity are the
sarne thing. Take it off — glf off.

ZOOPHOBIA: Fear ol animals. Animals bite, claw, shred,
atsd sting, Ht is obvious that morsters are just another type
of animal. Animals carry disesse and loathsoms parasites.
They are everywhers, Animalg hate people and soon will
rid the world of them,

ADDITIONAL DEITIES,
RACES AND KMONSTERS
FOR THE CTHULHU MY THOS

Abhoth, Saurcs of Uncleanness {Quter $od?)

Deseription: Abhoth is a hupe poeol of gray matter muny
yards across. It constantly bubbles and puts forth limbs,
mouths, and pseudopods. Obscene monsters constantly
ferm from the gray mass and crawl away from their
“parent,” Abhoth’s tentavies and limbs grasp many of
its offspring and devour them again, refugning them fo the
primal mass, bui many manage to escape snd craw! away
into the black caverns wherein the monster god sits.

Colt: Abhoth has no known human worshippers, but per-
haps underground horrozs 01 even Abhoth's own spawn
may worship it,

Notes: Abhoth is manifestly not a aative of this planet. In
fact, its form {or tack of same) and cynical miind seem to
imiply that it is a relative of Tsathoggus, snd the black
caverns wherein it dwells, 2nd never leaves, may well be
part of N°Kai,

' a party is unfortunately enough to oome upon
Abhoth itself, bubbling uncleanly in its pool of filth, Ab-
hoth will put forth a probing hand or member which will
feel over the intriders, and then drop off and crawl away.
The wisitor will then either be ceized and devoured by
other appendages of Abhoth’s ar ignored, 3t the keeper’s
option. Abhoth is known to spaak telepathically with in-
truders, but few have returned from the mecting.

As ong nears Abhoth, the various monstrous spawn
which continually arise from its body become more and
more numerous, and these may cause trouble or attack
an investigator, The spawn of Abhoth is manifold snd
varied in appearance, and particulars are best left up to
the kespor. Most of the spawn is no larger than 1 to D6

in 512, at least at first — after a year or so of feeding and
growing, a spawn may be any size.

Charaeterishies

STR 40

CON 100

81Z 30

INT 13

POW 350

DEX {

HitPis 50

Move )

Weapon AtekR Damaeze

Appendage 60O% Grasp and Absorb

Armor: No weapon using kinetic foree can harm Abhoih
permmanenily, Abhoth regenerates from ali kinetic demgge
at the rate of 20 points per melee round. Fire or magic
will cause normal damage. ¥ Abhoth it reduced to § hit
points, it will withdraw and gink far awsy down into the
earth, where it is imsccessibie to further damage. It will
again op7¢ to the surface after healing from ifs injuries.
Spells: None, hut it may give someone that it takes a
fancy to (for unguessable reasons) 2 portion of its pwn
body, which could be used {o create a creature identical
ta the spaws of Abhoth.

SAN: Seeing Ablioth and failing a SAN roli sosts the view-
er D20 SAN. Succeeding a SAN roll still yesults in a loss
of D3 SAN.

Atlach-Nacha {Great Old Ona)

Description: Atfach-Nacha superficially resembles a huge
and hideous black hairy spider with a strange, rentotely.
human face and little red eyes rimmed with hair.

Cult: Atlach-Nacha is supersiitipusly believed to be ruler
of all spiders, perhaps because of its body form. It has no
cult. Some sorcerers are given spells and POW fram At-
lach-Nacha. 1t is also possible to summon Atlach-Nacha
viz vagious efder spells. Tiuis is dangerous kowever, for the
sprider-god hages leaving its eternal work of spinning.
Notes: Atlach-Nachs lives underground, where it etemally
spins s fanfastic web, trying to bridge an unguessably-
deep chasmy for unknown purposes. Some old books refer
to the believe that when the web Is complete, the end of
the world will come.

~ Anyone stumbling into Atiach-Macha's web is trapped.,
To escape, they must match their STR vs. the web’s STR
of 30 {mose than 2 singie individual may try to pull cne
free). Sooner or later, Atlach-Nachs will run by to use the
trapped prey as food.

Atach-Nacha can either fling mare web over 8 poten-
tial prey Hem, or it can bite, I it successfully flings itsl
web over a target, that target is immobilized until it can
break free of the web’s STR of 30, Atlach-Nacha may
fling ont more webbing if the farget appears likely to es-
cape. H Aflach-Nacha bites a tarpet, it will imimediately in-
ject a paralyzing poisen, and the victim will become im-
mobilized, incapable of action or defense. Atlach-Nacha
witl then suck the victim’s body juices at the rate of 1D6
STR permanently gone from the victim per round. Once
a vietim reaches O STR, he dies. If 2 victim of Atlach-
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Nucha's paralyzing bite is rescued before he dies, then he
will stowly recover from the paralysis — a process requir-
ing over 3ix months of rest,

Lharacterisics

STR 30

CON 73

L A 25

INT 15

POW 30

DEX 25

Hit Pis 50

Move IS

Weapen Atek% Damage

Bite 60% Penotrates amy ammor and
imjects paralyzing polson,

Webbing RO% 36 5TR entanglement

Armor: 12 peints of chifin and for. When Aduch-MNacha's
hit points are reduced to 0, i mmediately flees aver iis
compiex web to a secrel lair where 1l waits for its dams-
aged body to heal,

SPELLS: All Cowtact spells

SAN: Viewing Atlach-Nacha costs 1D10 points of SAN,
at I point of SAN if a SAN roll succeeds.

Cyzegha [Great Ofd One)

Deseription: Cyaegha is an enormous black mass with one
huge soherical green eye. It is possibie that Cyaegha's
form Is that of the huge eye surrounded by a growth of
Yong teatacies.
Cult; Cyaegha is worshiped by the residenss of a small
village over its resting place in 8 remeote part of West Ger-
many. The cult holds human saerifice, but Cyaegha cares
Hittle for warship, though it waits impatiently for the time
of its release,
Notes: 1f freed, Cyzeghn will drift over an ares, surveying
all below, It will pick randor targets to crush and sgueeze
with its tentacles.

Cyaegha can atiack with 1310 tentacles each round.

Chgracteristics
STR &G
CON 120
SIZ 269
INT 20
POW 35
DEX i4

Hit Pts 160
Mave 25 flyinp

Weapon Ankd Larvuze
Tentacle 160% 3De6

Armor: None. When Cysegha has taken damage equal to
its hit peoints, it will rerrcat underground. It takes only
misimum possible damage from weapons that are caps-
bie of impaling.

Spetls: Al €2l and Contact spells

SAN: Beeing Cyacgha and falling a SAN roli costs 113100
SAN. A successfuf roll still costs 1D10 SAN.

Ghasts {Lesser Independent Race)

Beseription: .. repulsive beings which die in the lipht ..
and Lean on long Bindd legs {ike kangaroos ... there glowed
in the [fravern] gloom ... a pair of yellowish red eves ..
ghasty have indeed an excellent sense of smedl . some-
thing whont the size of @ small horse hopped out into the
grey twilight, and Corter turmmed sick gt the gipect of that
seabrons wad unwholesome beast, whose face i1 50 curfously
fmrnzn despite the absence of a nose, a forehead, and
ather important particilars ... they spoke i coughing
gaiturals. {The Dream-Guest of Unkmown Kadath, by
H. P Lovecrafi)
Notes: Dhasts are restricted to the undenvorld and vast
caverns where sunlight never comes. When exposed to
direct sunlight, they sicken and eventually die. They are
cannibalistic and eat one another as well as other beings
they catch. The horribie semi-human bipeds which are
rddden by the highly scleniific but morally degenerate hu-
mans Inbabiting the cavern of Ko'Yan nmuy well be relz-
tives of or even examples of ghasts. Ghases are evidently
tursabie, though vory primitive and sevags.

in each combat round, 2 phast mav kick once with its
hooved feet and bite once as well.

Charavioristies Avergpe

STR 34E+12 0 22.2%

CON 44 14

SEZ 413+12 25

INT 156 34

POW 304 {G-11

DEX  2D6+6 13

Hit Points 20

Move 19

Weapon Atk Damage
Bite A5 Do
Kick 3% 1064206

Armor: 3 points of skin armor

Spells: Nonz

Skills: Snzak 70%

SAN: Tt costs 1138 5AN to see s ghiast. If 2 SAN yqil
succeeds, no SAN is lost.

Ghatanothoa {Great Qld One}

Description: Ghalanothoa is known to be sxeesdingly
horrible, with myriad tentacles, maws, and sensory organs.
However, the whole docs have a definite. though dreadful,
outline,

Cult: Ghatanothoa is spuiethnes ted to the lpigor. At
present, he has no known hemzn cultists. Tn ancient
times, the pdests of Mu periodically offered up human
zacrifices to Ghotarothosa, lest he rise from his extinet
volceno and work much greater carnuge secking sucrifices
of his own.

The worshipers of Ghatanothaz were not friends of
their wwiul god, bt worshiped him solely to prevent
thetr own destiuction,

Notes: Anyone in the presemee of a pedieet image of
Ghatanothea, no matter how small or distant, and
whethar or net thelr ayes are closed {though hiding be.
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Hind an opaque wall o barrder would protect) will receive
wihit iy kisown as the curse of Ghatanethos. The victim's
flesh and sinews will rapidly (over the course of several
minutes) harden to the consistency of teather and bone,
The brain {and other internal arpang) will remain fresh
and alive in its hard, immobile case, aware of the passape
of time in ils unbearsble prison. Only the destruction of
the brain can end the vietin’s sufferdng. It is likely that
the individual will be incurably inssne long before the
blessed release.

Each round that the mage of Ghatanothoa is present,
a1l humans must rolb CON % 3 o dess on $D100. If a char-
acter fails, then he lowes 106 DEX, his muscles stiffen.
and he begins to feel the effects of paralysis. When a char
acter’s DEX has been hrought %a 0, the character will be
compietely Immobilized, The peirifaction process is noc
mally ineversilide.

Ghatanothon dwelt in a burrow beneath a city original-
ly built by the Fongi lrom Yuggoih, though peperally in-
habited by primeval humans, The Burrow was surmounted
by a truncated velcanic cone. Whes Mu mnk, the pod’s
home was overlaid by the winves end he was po longer free

Occastonally, tectonic upheavals force Ghat:mmhna 5
dwelling-place to rise to the surface, as if in horrific prepa-
ration for that awful dsy when 8 will rise. along with
B'lveh, to sink no mose. Investigators wonld e wise to be
wary of any island between New Zeafand and Chile that
maiches the description of Ghatanothoa’s abode.

Chargeteristics

STR 20

CON B30

Sz 148}

INT 24

POW 28

DEX &

Hit Peg 120

Maove 9

Weanon ARG Demagge
Tentagle i 7D

Armor: The equivalent of 10 points of armar, plus regens
ezates fromn <dwoape done at the rate of 10 points per
round. Whes i less than 0 hit points, the deity's petrifac.
tig power §s invperative, but once it has regenerated hack
to 2t least b it point, those present will once again hepin
to salidify.

Spells: Ghatencthea knows all Summon and Bind spells.
te also knows Contact Old Ones, Cthonians, Beep Dues,
Flying Polyps, Ghouts, Bt2r-8pawn of Cthulhu, and Send-
Drwellers).

SAN: If a charscter sees Ghatanothoa. he loses 1100
SAN, unless he suooesds in 3 SAN roll in which case he
loses 1010 SAN anyway. This §s the least of his troubles,
for he has almost certainly been petrified. The blind,
auinb victim will lose 106 SAN per day uatil reduced to
0 SAN.

Gnoph-Keh {Greatsr Independent Raca)

Description: ... the shaip horn of Groph-Keh, the hairy
myih-thing of the Greendand ive, that walked sonelimes

on two legs, somietimes on four, and somietimes on s,
{The Horror in the Musewm, by H.P. Lovecraft and Hazel
Heald)

Notes: In earlier stories, Gnoph-Keli appears to be a single
being. but tater on it seems that they may be  mace of
beings; pussibly even & degenerate human tribe. Here, we
have assurned thai it is a sparse race of rare belngs, asso-
cisted with the Wendigo. Usually only ong spophkeh s
encounterad at a time, aud the race & genarally resiricted
to glaciers, icccaps, and extremely ¢oid and oy areas, ¥y
pecially bad winters may bring them dows inte the low-
lands. 1f a human tibe does indeed exist numing them-
selves after the fabled gnoph-keb, perhaps they worship
the gnoph-keh as a deity, or use it as a totens heast,

The pnoph-kels hus the POWET 1O SUMRON 3 srafl blz-
zard about imself, restricting visi 0 3 yards maxi-
muste, This costs the creaters | maglc oot per bour, and
gives a blizzard with 2 radivs of 100 vinds. The radivs say
be increased by 100 mra yards for every exira magic
poiny expended. On the rare occasions that twe ar more
gnoph-kehs work together, they may combine their magc
points to create gigantic bhzzards., The bhizrzayd will
always be more or luss centered on she gnoph-keh. zad
may kill humans or other natursl animeais through fregzing
or ice formation, Every 15 minutes that 2 human spends
within the gneph-kel's blizzard, ke must roll his CONxS
wr less or take a point of freezing damage to his hit poinis.
If he is not properly protected apzingt the ice snd wind,
he must take the damape autematically, If ke is extremely
wellsheltersd, within sn igloo or ssow cave or similardy
insubated structure, he may be sale,

The snoph-keh con also create an intense cold around
its body by expending magic points. For each mugic point
the gnoph-keh spends, the temperature will go down by
20 degrees Fohrenbieit. This lowered terperature will fust
for an hour, when more magic points must be expended
te maintain it. The radius of the cold it the same as the
bliezard, I the creature desires, it can cumbine this cold-
producing property with its wind and snow blizzard-mak-
ing ability to create 1 truly uninhabitable zrea.

In any given melee round. the snoph-keh may attack
with its horn, and no, two, or four claws of its six, I &
uses no claws, then it may add 2D6 o its effective dam-
age bonus when jubbing with its horn {us 1t hay 2 better
grip on the snow), [F it uses two claws, it uses its normal
damage bomas, and it uses Iour claws, {t wbtracts 2D6
froms all &ts damage bonuses, including those o the claws,
83 3 rust spend some energy staving upiight inszead of
investing force into its blows.

Charae teristics A verage
STR 2D6+24 31
CON 3D6x12 2223
SIZ 6424 3]
INT ihgviz 15-16

POW 413 21
DEX 4% i4
Hit Points 27
Move g
Weapon Atk Dameage

Horn Gore 63% IDI0+ (3D6, 3126, 0r 1D8)
Claw 45% 1D6 + (3D4 ar 1 D6}
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Armor: 9 points of gristle, fur. and hide

Speils: Roll 11¥20 for an average gnoph-keh. If the die roll
is equsl to or less than the creature’s INT, it knows that
many spelis. Otherwise, it knows none.

SAN: Seeing gnoph-keh costs IDID SAN, untess 3 SAN
roll succeeds, in which ease nothing is lost.

Gugs {Lesser fndependent Race}

Uieserigtion: ff was @ paw, fully two feet and a half 2cross,
and equipped with formideble talons. After it came an-
ather paw, and after that a grea! black-frored arm 1o which
bath of the pews were attacked by short forearms, Then
two pink eves shone and the head of the awakered Gug
sererry, large gx g barred, wabbled into view. The eyes
Jutted two inches from each side, shaded by bony pro-
tubgrances overgrown By cogrse hairs. Bui the head was
ehiefly terrible because of the miouth. That moputh had
grest vellow fangs and ran from the top 10 the borzs of
the head, apering vertically instegd of horizontally. ¢The
Dreqem-Quest of Unknown Kadath, by H. P, Lovecraft)
Notest The gugs warship various Great Old Ones with
ceremanies so abhiotrent that they have heen somehiow
banished beneath the earth’s surface. They gleefully cat
any surface dweller they can lay their four paws upos.
Ciugs ave huge — an average gug s at least 20 feet rall,

fn combat, a gue may either bite or hit with one
arm. Each arm has two forearms, and thug two claws, so
that the arm strikes twice when it hits, Both claws must
strike at the same opponent.

Characteristics Average
5TR 6D0+24 45
CON D6HI8 2829
S1Z 26436 37
INT IE6+0 13

POW 306 HIBY

DEX D6 i0-11

Hit Poinis 43

Move R4}

Weapon Ark? Damiage
Bite 6% 1D 400
Claw(s) 40%each  4D0

Armor: 8 points of tough skin, hair. sand cartilage

Spelts: Some gues know a fow spells. Te simulate this,
roll 1D00 for ench random gug. IF the die roll is bigher
than the gug's POW, it knows ne magic. If the die roll is
equal to or fower then the gug’s POW, it knows g nuember
of magic spells equal 1o the die il

SAN;: 1t costs 1D8 SAN to see 2 gug. A successful SAN
soll indicates that these i 5o lnss,

! loigor {{Greater Independent Race)

Pescription: The Hoigor @re vortices of power in their
satural form, end completely invisible fo human eyes. On
a1 pocasions they can form tangible, visiblz bodies for
themselves. These bodies me monstrous and bear some
sesemblance to enormous reptiles, though close inspec-
tton will roveasl their utter dissimilacity to any reptiles
that aver walked the face of the carth.

Notes: Unlike a human mind, the mind of a Hoteor is not
divided into several layers of conscivusness. The Hoigor
never forget, neither do they have an imagination or sub-
comscions to mislead them. Their sutlook of abselute

A Holgor worshlpy stone

pessintisem pesalis in an atmesphere of gloom that maekes
the Uoigor's mind and sefions completely incamprehan.
gible 1o humans. Mindeontact with the leigor always
feads to & suicidal depression Jor the hapless human in
volved.

Bt is bebieved that the lioigor originally came fo earth
from the Andromeds galasy and that hedr {irst carthly
colony was on 4 lost continent somewhere in the Indian
ocean; possibly the same continent that hag now sunk.
carrying the ¢ity of R'lyeh and its ster-spawn with it. The
Holgor used human slaves 1o perform thefr wifl, These
were treated with (as is only satsral) inhuman cruelty,
The Hoigor inflicted discipline by amputating Hmbs or
causing cancesdike tentacular growihs to sprout on a re-
calejtrant slave’s body. The lloigor race continued {o de-
cay and decline until they retreated under the ¢arth and
seas, where they have maintained their failing energy.

The Hoigor still maintain pockets of contact with hu-
mans for uspuessable and unthinkable purposes. They
may yef resurge and resubjugate the human raee, or their
2ssemtial pessimistn may cause them to do nothing.

Teday, Melincours, Wales; Providence, R. 1 and
al-Kazimiyah, lraq are known spots where the loigor
have acted in recent yesrs., But thelr ways are hinted at in
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fnikiore of plices ae widespread as 1aiti, Polvnesia, and
Massachugefts,

The lloigor are sometimps linked with the Gresr Old
One Ghatanothoa, whoe i pow sunken beneath the Pacl-
f¢ with Cihutha, fortunstely for mankind. In tum, the
lnigor are served by degenerate human agonts. Typicatly,
men in service to the Helgor come fom families with
histories of mental instaility {doubiless due to their
contact with these astral horrors). Individually, these men
ustaily have records of viclant robbery and the moest de-
vraved, ovil crimes.

The Heigor need humuns to survive for the present,
These immoterial entities must draw energy from intellis
gent belngs to perform necessary tasks, By expending one
of its own magic points, ¢ Uoigor may drain 1D6 magic
points frinn a sleeping human to use in performing some
magical action, These magic points must be used fmmedi-
ately, and cannot be used o replace the magic point lost
by the Hoigor Btself. A Hoigor can drain encsgy from sever-
zl humans ot opce, fTom up 1o several miles away. The
Loizor can drain energy in this manner through wails and
closed doors. Generally, to keep their profile low, when
the Hoedgor need & great dead of energy, 136 magic poiats
witl be drained from egch of alarge number of huuans -
such as evetyone In a small town. The nexs morning, the
victirs will awsken feeling headachy and enervated, but
during the course of the day. they will repenerate their
fost mmage poinds and will be fine again, until the next
time the Hoiger need eneegy for some a0t of destruction.
t iy important to nute that the Hoigor gan only drain
energy from deeping individuals.

The Hedgor can attack supernatwrafly in thees ways:
the first way is to directly drain magie poins from a
ghosen target while he sleeps, keeping that character’s
mags points a1 0 or so. Sucl an annaturs! condition will
seviously  weaken that chasacier both physically and
spiritially, and will eventually lead to sickliness and
powibly even death, After each full day spent with 0
maghe points, the victim mugt attempt to ol his CONXS
or dsss on 1D100. Uf he sucoeeds, then he is Gne, though
wesk. If he fails, he loses 3 1t point. Hhe rolis 3600 on
the percentile dice, then he loses a paint of CON perman-
ently, In any case, while he is kept at F hit points, the
victirn will not heal from wounds or injuries suffared.

The lolgor can create telekinstic effects that can push
people and manipulate obiects, such a3 8 compass necdle
o1 3 door fatch, The Hoigor must be directly present, and
within a few vards to create such an effect. It takes 10
magic points 1o create a telekinetic force with a $TR ol )
aboveground. It takes only & mmgic points tu create the
same telekinetic STR in a subsurface but apen area, such
as a river bed or canyon. and it takes anly 3 magic points
to vreate 4 telekinetis §TR of 1 when in a totally under-
ground teanel or cave. The Teigor will usually vse this to
warn an Bwestigator that he is getting into something he
won't be able to conirol. They may also use it to arrange
“acoidents” (such as pushing someone down the cellar
stairs]. if badly threusened, the Uoigor may perform more
potent deeds, such ag causing airplanes to disoppear while
in flight.

The Hodgors most fearsome weapon is a ivpe of
dtent vortex or implosion which they unleash 1o dirsetly
destroy and slaughter foes. This blast makes o more

sound than a roll of distant thunder, Things in the blast
area aré generaily torn to pieces, gnd the ground is rep-
tured and broken. Greenish or blue-grey pools and poads
disfigure the landscupe afterwards.

H the blast is a small one, the energy can be gathered
from the surrounding communities, & ltarger holocaust
inay take some thne; as much as several years of stored
energy. It takes at least a hundred magie points 1o create
the destructive effect over an area 10 meters in diameter.
Everything within the effect of the explosion takes 10100
points of damage. The vortex or explusion takes several
combat rounds to manifest, 30 if 2 character was alert
snd rariced the telltale effects of swirling lines beginning
to appear in the gir and a half-unheasd throbbing noise
penetzating his body, e might be able to fles the explo-
ston site before it oceursed, if the explosion &id not cover
too iarge an area. These explosions arg usuably caused al
aight, for more humans are asgdeep, and thus more energy
is pvaitable.

To furm ircto their physicsl hodies of the moastrous
distorted reptiles. the loigor must expend a number of
magic poents egual o she Netgor's reptile SIZ. Oner the
bady is formed, it may be maintained indefinitely or dis-
solved at will. ¥ the ilnipor is slain in reptile Torm. it dies
permanently. Several Hoigor may combine their magic
points to permit a single one to create his physical form
quickdy. A Hoilger in feprile form has all the powers of one
in the inumaterial mode, ¢xcept that it cannot pass
thircizgh walls and is not invigible (obviously). Howaves, it
can handle material objects and can atiack directly with.
out vast expenditures of magle poinss

When in monster form, # Hoigor has all the charagieris-
tics listed below. When irinatenial and intangible, it lacks
the parenthesized characteristics, possessing only INT,
POW. and DEX.

Characieristics Average
STR  (3Do+30) 4142
CON  {¥D6) 28
SIZ  (2p4x10) 50
INT D040 20

POW 4D 14

DEX 3Dé i1

flit Points (39}

Mave 773 through solid stene in bmmaterial
form.

Weapan Ank% Darmage

Chaw K350 1D6+5D6

Bite S% 2D6+5D6

Armor: The rgptiian armored hide of & lloigor in phy-
sicgl manifestation affords it 8 points of protection. In
the Hoigor’s natural state it cannct be harmed by any
physical wespons, magic or not.

Speils; All Hoigos know at teast 1D4 spells.

RAN: in their satural staie, Uolgor are invisible to hu-
wrans. 1F viewed o their reptilizn manifestation, all wit-
negsing must succeed in 2 SAN rof or lose 1D6 SAN, A
suecessful roll indicates no loss.

Some Speculation

The reptilian manifestation of the loigor suggests that
rmany dragon lepends and sea-serpemt siphiings may stem
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from sightings of Uoigor. In modemn times people have
tried 1o photegraph struage creatures such as the Loch
Ness monster only to feeze st the crucial moment, have
their camera fail, or their photos mysteriously disappear.
Could net the telepathic or telekinetic influence of the
Hoigor be Involved?

The British fsdes pre @ treasure trove of dragon lore.
The dragon is the symbel of Wales — a lavorite haunt of
the Noigor. Sightings of land dragons are rare now {though
they persist in Africa), but they are still common in
bodies of water, where they are valled “sea serpenis.” Do
the lloigor find the highly ionized aquatic environs hetter
suited for physical munifestations”?

Conceivably deagons were more common in ancient
Hritain because the Holpur could force its early inbabi-
tants 10 constrict the sysiom of megaliths which exisis in
ruiiss to this day. 2 puzede to grchacologists. We now know
that the wegaiith erectors had an advanced understanding
of astromemy and mathematics. The stones are placed
above points of strong underground water currents. They
act as ampiifiers for an exrth fozce that changes with the
cycles of the moon. Could the circles have been places to
let the Haigor bask in sising enengy? Could ihe ready sup-
ply of energy allow their more fiequent appearance as
ravaging dragons? Is it only 2 coincidence that a dispro-
purtionate number of carly churches built on megalithic
sites were dedicsted 1o diagon-killing saings sech as
Michael and George?

Moon Beasts (Lesser Independent Race)

Description: They were |, grear greyish-white slippery
things which could expond snd contract b will, and
whose principle shape — hough it ofien changed - was
that of asort of toad without ony cves, But with a curfous
vibrating mass of short pink peritacles on the end of its
blunt, vawue swout. [The Dreaes(uest of Unknowsn
Kadarh, by H. P, Lovecrafl)
Notes: The moon-beasts are an sHen race nof 2ncousn
tered on earth, though they doubtioss have coloniss and
worlds in the heavens. They serve Nyarfathotep for hig
favor. and enslave other races, ¥ sadisor can be said 1o
tave wny meanine for 2 race so gien, it van Le saidd thas
these beings are monstrously el {reauentiy torturdng
members of other races that fall iate thelr paws, There
is possthly a colony of these creatures on sunh™s wwon.
Although the only weapon listed here for the belrgs is
the spear, they can be expacted to have 2 large guoentity of
other, more technological, marvels. Many of iheir soldiers
will be members of various slave races.

Characterisrics Average
STR iDe+s 1617
CON D625 13
81z ipsv10 2021
INY 649 Y

POW 3D HIN R

DEX  2D4+3 14

Hit Points 17

Move 7

Weapor: AR Damage
Spear 254 101641 +106

Armor: Nong, bur thelr pecolizr body furimation causes
them to take enly sipimum possble damage from fire-
arms. Thus, a pistol doing 1036 damage would only do |
point fu & muon-beast, If the pistol were o impale (not-
matly doing 206 damazpe), it would deliver 2 points of
damage,

Spells: Moonbeasts always know at least 103 spulis,
SAN: 1t costs TDB points of SAN o see 2 moon-heast. IF
a SAN rol Is suceessful, there is no loss.

Zhar, the Twin Obscenity {Graat Old One)

Description: |, the thing that crouched in the weird green
dush was g living mass of shudderivg borror, @ ohasthy
mounzain of sensare, quivering flesh, whese tentacles, far-
Jiung fn the dim oreaches of the subierranean cavern,
ewitted g strange humming sound, while from the depihs
of the creafrre s hody came g weird and horrific ulidation.
{ The Lair of the Star-Spawn, by August Derlethi)

Cult: Zhar dwells in 5 dead city, buried under the Pluteas
of Bung in China. Thers ars two equally dtanic monsiery
here. Possibly Zhar possesses two bodies, connected by
tong expanses of tentacies, The name ileigor is persistently
asgocinied with thai of Zhar, and this sccond mammoth
may by pgmed Lioigor {do not confusc with the astral
race of the same name), or the Hoigor may simply be tied
to Zhar a8 worshipers or exploiters.

The Tehe-Teho people inhabit the Plateau of Sung
{among other places), and are known o warship Zhar.
Notes: When approached or disiurbed, Zhar will atrack
by grasping with a ientacie, Anyone zrasped will com-
pletely disintegrate on the nsext round, lesving behind
only unliving, inorganic ebjests. The temacles have a
reach of at least 30 yards. Fach round. Zhar may attack
with one tentacte for cach tarpel,

Characteristios

STR 1060

CON 106

SiZ 1430

INT 30

FOW 24

DEX 30

Hit Pts 100

Move  20/30 flying

Weapom Artk% Bigmage
Tentacle 1007% Tieath on socond rowrid

Armor: 27 poinis of blubbery Hlesh which ocis as srmor,
Spedls: Summmon and Bind Byakhee, Call Hustur, pussibly
others, up to the gamemaster

SAN: Tt costs 11020 SAN to see Zhar, ualess 2 SAN roll
succeeds, In which case 116 SAN is losi.

Zoth-Ommog (Great Old One)

Description: Zoth-Ommog has a cone-shaped body wit 2
Bzgrd-Bike hesd. From ihe head grows a mass of thick ser-
pent-tike tensacies. From the base of the neck four thick
psendopods resembling starflsh anus pruject, one on each
side of the body,

Cilt: Zoth-Ommog has no active cult amwong humans.
Some eep Oney may worship this malign entity, Zoth-
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Ommog is evidently butied underneath the Pacific in the
corpse-city of R'lyeh. .
Notes: Zeth-Qmmog, as many other Great Old Ones, cu
manifest itself through ene of its statues. It will generally
assault any humas on sight, attacking either with one of
its giganiic pseudopoeds ot a bite,

Characteristics
STR 44
CON 170
SiZz 64
INT 20
POW 35
DEX 12
Hit Pts 90
Move 50

Excerpts and Prayers

Weapon Atk Buapiage

Tentacle 20% Grapple — on next round
squeeze for 3D6 damage

Bite 90% 1D6+5D6 damage

Amor: Zoth-Ommog has the equivalent of 19 points of
armar with ifs thick, bhsbbery skin, plus it regenerates
from zH damage done 2t the rate of 3 points per combat
round. Reduction to O hit points stiil forces Zoth-Ommaog
away for a profonged period of time,

Speils: All Cafl and Contact Deity Spelis

SAN: All witnessing Zoth-Ormmog that fail 4 SAN roll tose
11020 SAN. I the ol succeeds, the investigator will still
lose 106 SAN.

Nor is it to be thought that man is either the oldest or
the {ast of earth’s mastars, or that ike comsmon bulk of
life and substence walks alone. The 0ld Ones wase, the
Cld Ones are, and the 01d Ones shall be. Not in the spaces
wé know, but between them, they walk serene and primal,
vadimensioned and to us unseen. Yog-Sothoth knows the
pate. Yog-Sothoth is the gate. Yog-Sothiosh is the key and
guardian of the gate. Past, present, future, sl are one in
Yog-Svthoth. e knows where the O1d Ones broke through
of old, and where They shall break through again. He
knows where They have trod earth's fields, and where
They still fread them, and why no one can behold Them
a% They tread. By Their smell can men sometimes know
Them near, but of Their semblance can 0 man know,
seving only in the features of those They have begotten on
mgnkind; and of those are there many sorts, dilfering in
likeness from man’s truest cidolon to that shape without
sight or substance which is Them, They walk unseen and
foud jn lonely places where the Words have been spoken
and the Rites howled through at their Seasons. The wing
gbbers with Their voices, and the earth murters wilh
Their consciousness. They bend the {orest and crush the
city, yet may not forest or city bebold the hand that
gmites. Kadath in the cold waste hath known Them, and
what man knesws Kadath? The ice desert of the South and
the sunken isles of Ocean hold stones whereon Their seal
iy engraven, but who hath seen the deep frozen city or the
sealed tower loog partanded wilh seaweed and barnacles?
Gireat Cthuthu is Their congin, yet can he spy Them only

Excerpts and Prayers

Excerpts included come from the Necronamicon, Revelations of Glaaki, AF Azif,
and the writings of an ofd Dutch wizard An old sacrificial praver
arnd @ ritieal for the Grear Old Ones is also included,

dimly. Ja! Shueb-Nignoath! As a foulness shall ye know
Them. Their hand is at your threats, yet ye see Them not;
and Their labHation i3 even ome with your guarded
threshold. Yog-Sothoth is the key to the gate, whereby
the sphares meet. Man rules now where They ruled once;
They shall scon rule where man rules now. After summet
is winter, after winter summer. They wait patient and
poteunt, for hers shall They reign again.

~ pranstated directly from Qlaus Wormius' Larie
ranskation of the Necronomicon

‘Fhe nethermost caverns, are not for the fathoming of eyes
that see; for theis marvels are strange and terrific, Cursed
the pround where dead thoughts live new and oddly
bodicd, and evil the mind that is held by no head. Wisely
did Thn Schacabao say, that happy is the fown where uo
wizard hath lafn, and happy the town at nipht whose wiz-
zxds are all ashes, For #t is of old rumour that the soul of
Lthe devil-bought hastes not from his chamel clay, but fis
and instruets the very worm thar graws; il out of corrup-
tion horrid tife springs, and the dull scavengers of zarth
wax crafty to vex it and swell monstrous to plague it
Great holes secretly are dipped where earth’s poyes ought
to suffice, and things have learnt to walk that cught to
crawl,

— rransleted directly from Olaus Wormius' Latin
cransiation of the Nesronomicen



Excerpts and Prayvers

Beyond a gulf in the subterranean night 2 passage leads to
& wall of mussive bricks, and beyond the wall rises Y'golo-
nac to be served by the tatiered eveless figures of the
dark. Long has he slept beyond the wall, and those which
crawl over the bricks scinttle across his body never know-
ing it to be Y'golenac; but when his name is spoken or
read he comes {orth to be worshiped or to feed aud iake
on the shape and soul of those he feeds upen. For those
who read ol evil and szarch for s funn within their minds
call forth evil, and so may Y'golonac return to walk
among men and await the time when the earth is cleared
off and Cthulbuy rises from his tomb among the weeds,
CGlazki thrusts open the crystal trupdoor, the brood of
Eihort are bopn into daylight, Shub-Niggurath strides
forth to smash the moon-lens, Byatis bursis forth from
his prison, Dacloth tezrs away Blusion e expose the
reality concealed behind.

- frem fhe Revelations of Glaakd, vohemne 2

The secrets of the monstzuus Priemal Ones whose crypic
words relate the hidden things that were before mun; the
hings no one of Earth should learn, lest peace be for ever
forfetied; shall by me never suffer revelation. To Yian-lo,
that lost and forbidden city of countless eons whose place
may not be told, T have baen in the veriable fiesh of this
body, as none other smony the living has been. Therein
have 1 found, and thence have 1 borne sway. that know-
ledge which I would gladly lose, though T may not. ) have
learnt to bridge 2 zap that should not be bridged, and
must call oot of the Earth Thay Which should not be
wzked or called. And what is sent to follow me will not
steep untll I or those after e have found and done what
is to be found and done.

That winch I Lave swaked and bore avaay with me, 1
may not part with again. Se ot is written in the Book of
Hidden Things. That which Ihave willed {o be has twined
its dreadful shape around me, and — i [ live not to do the
bidding — around those children born and unbom who
shall come after me, until the bidding be Jone. Strange
miay be their joinings, and awful the gid they may sum-
mon till the end be reached. lnte fands unknown and dim
mast the seeking go, and a house must he built for the
outer guardians,

This is the key to that lock which was given me in the
dreadfal, con-old, and forbidden city of Yign-Heo; the lock
whicls [ or mine must place upon the vestibule of That
Which is to be found. And may the Lords of Yaddith sac-
cor e - ar him — who must set that Tock in place or tum
the key thereof,

~ rrgnslation of o wriring loft by o Dutcd wizard

... i the Lord of the Wood, even 1o ... und the gifts of the
mer: of Leng ... so from the wells of night to the pulfs of
space, and from the gulfs of space to the wells of night,
ever the praises of Great Cihalhu, of Tsathogpus, and of
Him Who is not to be Named. Bver Their praises, and
abundance to the Black Gost of the Woods, la! Shub-
Niggurath! The Gogt with s Thousand Young!
[respanse] ! fal Stub-Niggurath? The Black Goat of the
Wands with ¢ Thowsmd Young!?

And it has come to pass that the Lord of the Woods,
being ... seven znd nine, down the onyx steps ... [tri] butes
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to Himm in the Gulf, Azathoth, He of Whom Thou has
taught us marv[els] .. an the wings of night out beyond
space, out beyonrd th ... fo That Whereo! Yuggoth is the
youngest chitd, roling alone in black sether at the dm .

Fresponse] s . go out among men and find the ways there-
ef, thar He in the Oulf may know. To Nvarlgthotep,
Mighty Messenger, must ail things be tobd. And He shall
put on the semblance of men, the waxen mask and the
robe that hides, und come down from the world of Seven
Suns 1o mock .,

- [Nvasl]uthotep, Great Messenger, bringer of strange
oy o Yupgoeh through the void, Father of the Million
Favoured Ones, Stalker ameng .,

- fragmentary ritual or praver to the Grear Old Oues

What if, paraliel o the life we know, there s another life
that does not die, which lscks the elements that destroy
our 1ife? Perbaps i another dimension there is a2 different
force from that which generates our life. Perhaps this
foree emizs engroy, or something similer to energy, which
pagses from the unknown dimension where i is ond
creates a now form of gell life in owr dimension. No one
Lnows that such cell life dozs exist in our dimenglon. Ah,
but | have seen fv manifestmtions. ¥ have smlked with
thens. Ia my zoom 2t night | have tiked with the Doels,
And in dresms | have seen thefr maker. I have stood on
the dim shere beyond tme and matter and sean Jo It
moves throeugh stranpe curves and owtrapenus angles.
Some day I shall fravel in time and meet i face 1o fece,

- from: The Secret Watcher
by the late Hofoin Chalwmers

O [tiend and companion of sight, thou whe rejeices in the
baying of degs z2nd spilt blood, who wanderest in the
midst of shades among the tombs, whe longest Tor bloed
and bringest terror o mortals, Gorgo, Mormo, thousand-
faced moon, look favoursbly on our sacrifices!

— oled evil prayer

It is verity known by few, but is nevertheless su stiestzble
fact, that the will of a dead sorcerer hath power upon his
own bedy and can raise it up from the tomb und perform
therewith wlmtever action was unfelfilled in life. And
such resurrections are invariably for the deing of male-
velent deeds and for the detriment of others, More readily
can the corpse be animated if all its members have re-
mained intact; and yet there are cases in which the ex-
cejling will of the wicard listh rearcd up from deatl: the
sundered piecces of 2 body hewn in many fragments, and
hath vaused them to sevve his end, cither separately or in
a temporary reunion, But in every instance, after the ac-
tion hath been completed, the body lapseth into it
Farmar state.

- from Al Azif

Many and multiform are the dim borrors of Easth, infost-
ing her ways from the orime, They sleep beneath the un-
wrned stone; they sise with the tree from #s soot; they
move bepeath the sea and in subterranean places: they
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dwell in the ninost adyis; they emerge betimes from the
shutten sepulchre of haughty bronze and the low grave
that is sealed with clay. There be some that are leng known
to man, and others as yet unknown that abide the terrible
Iaiter davs of their revealing. Those which are muost dread-
ful and the loathiiest of ail are haply still to be declared.

Paper Chase

But among those that have been revealed aferetime and
have made manifest their veritable presence, there is one
that may not openly be ramed for its exceeding fouiness.
It is that spawn which the hidden dweller in the vauits has
hegotten upon mertality.

~ from the Necronomicon

BACKGROUND INFORMATION

Droughaz Kimball Hved i a small house on 218 Aylesbury
Sgrect in Arnoldsburg, Michigan, for most of his life. A
solitary, middig-zged man, he lived only for hdg books and
reading. Fe read in Bis stody. He read in bed. He read the
hible in charch, Asnd he fook fo reading in the graveyard
sear his homs.

For hours af 3 thne he would sit on one particular low
tomb znd read. One night, darkness caught him still
reading. The bright, full moon rose and Douglas noticed
a most singuiay pocurence, A sleb to his left shid aside, and
a strange entity stuck its head out and meeped softly.

A most bizarre friendship began. a friendship thut
tasted for five vears, until one night Douglas followed his
friend into the twilight world of the ghouls, where he has
dwelt quite contented, ever since,

A vear passed. and Bouglas Kimball acquired new bv-
ing habits, a slighily sltered appearance, and unusua
dietary tastes, He begas to do hisreading at night.

But one cannot read the sare books forever. One even-
int, he broke e his ofd house, now owned by his neph-
ew, and retrievad some of his beloved bouks.

Now, dusing the night, Douglas sits upon his small,
low tomb and reads peacefully. But these books will
last hirs just so long. Even wow, he plsns {o retdeve more
of his books.

PLAYER INFORMATION

The investigator is contacted by & Thowmas Kimball. I
seems his house has been burglasized, and five of his late
uncle’s favorite books have been stolen, They have no
great cash value - only his uncle having any use for them;
but his uncle disappeared without trace z vear ago.

Thomas Kimbalt would ke the investigaior to find out
wii stole the books, return them H possible, and discover
if his uncle, Douglas Kimball, is still alive.

The Investigator is asked to selve 2 gimple missing person ¢ase
while i rown. This sceniario shouid be played
with one Keeper and one Envestigator,

KEEPER INFORMATION
Asking Friands and Neighbors

A successful Cmtory rol will yield some information
from the neighbors about Douglas Kimball. One of them,
z Lila PDell, remembers s2eing Mr. Kimball walking over
to the cemstery with & book under his ann; but then, he
carrigd his books amywhers he went,

The Caretaker

if Melodins Jefferson, the caretaker of the cemetery, is
approached, a successful Credlt Rating roll will get him io
be impressed znough to revesl which tombstone Douglas
Kimball used to sit on while reading.

If the investigator gan make 2 Spot Hidden wolt, he wiil
notice a hotele peeking out of Melodiug® Jefferson™ coat.
Assuming there is alcohol In the bottle {there is), the
investigatar wiay try to blackmall additional information
out of hizz. Fhis is done by rmatching the investigator’s
INT vs. Melodias® INT of 11 on the resistance table. Of
the character may fry to hribe kim later with atcohol.

To find and buy booze derng Prohibition, a player
musi roll his investigator’s POWHINTTEDU or less on
18100, 1f sugeessful, a pint of liguor may be obtained fot
1D3 dollars. #f the roll is missed, he must make 2 Luck
toll to prevent girest. A roll of %6-00 results in automatic
arrest.

If blacknadl or bribery succeeds, Metodias will admit to
seeing a figure in the cemetery late at night, sill sitting on
the tombstone, but he was too afTaid fo investigate. Some
things are best left alone. He will say no minre,

Library & History

A successful Library Use roll will direct the fnvestigator to
the Arnoldsburg Advertiser. An article dated over ten
years ago coacerns the alleged sighting of 2 band of



Paper Chase

Donglas Kimbalf and his books

peopie, spparently unclothed, eaverting in the cemetery.
The constable was summuned and the cemetery searched,
but no sign of the strangers was ¢ver found, though mis-
shapen footprints gave mute evidence of their presence,

The Arnoldsburg Advertizer

A successful Oratory or Debate rolf will let the character
into the filex vs the ten-year-old stery. If the investigator
is a Journalist or Author, he may get in sutomatically.

Hf the imvestigator bypasses the library fand does not
set the story ), he must roll his POW or Jess a5 a percentage
to blunder across the pertaining story here in the newpap-
er's #i-kept fies.
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In a4 never-published statement cencerning the ceme-
ery, Mrs Hilda Ward, an insomnise neighbor now aged
64, claised thut for over twenty years she had seen ‘Devil
Spawn” statking about the budal ground. Though human
i1y oudling, she claimed they had canine feateres. hooved
feet, and were covered with mould., No one ever was
millisle envugh 1o believe her. Mys, Ward has since moved
to Detroit, and none of the other seighbors have ever seen
or will admit 1o having seen Hilda's *Devil Spawn

The Kimball House

inside the house, Thomas Kimball has moved into all of
the rooms except for the study, which iy clutlered with
his ungle’s books. There are books of all sizes, shapes, and
on #ll subiects, identical only in that they were all well-
cared-for,

Searching the study will take at Jeast one day. The
investigator should artempt a Spot Hidden. [f successful,
a joumal is found, The last ewtry is dated the day before
Douglas Kimbail vanished. Thiz eniry mentions 1eaching
a decigion and joining with “my friends below. 1f a char-
sCter sugeeeds in a Read English roll, he roust make 2 SAN
toll or fose 103 SAN. The jpurnal hints at 4 network of
tunnals beneath the cemetery, inhabitzd by mysterious
creziures,

At this point in the adventere, the investigator basa
number of options, He could carefully search the veme-
tery for tracks sround the tomb Douglass Kimball {re-
guented. IF & Track roll is successful, turn to The Burrow
section. O the vestiparor could witch the cometery or
the house #n hopes of seving Douglas Kimbalt or one of
the ghouls.

Watching the House or Cemetery

1f & watch of the kouse and/or cemetery is set up outside,
then each night a Luck roll should be attempied for the
investipator; the firgt aight iU is soceessful, a fipure will
leave the cemetery prounds, go to the house, and enter
through the study window. I it is focked (Thomas does
not nomnaily lock it, but the investigator may have
previously stated he was locking &), the figure wil] tam s
shoulder against fhe window, smashing the wood and
breaking the pane,

A few minuwtes later, the figure will recmerge, taden
with books and heed back o the cemetery, il Jeft un-
molested.

H the iovestigator confronts the {igure, chases it ar
tries to atfack it, i will fiee into the cemetery carrving
the books. If unable to per away. the fgure (Douglag
Kimball) will fight hack after dropping the bouks. He
will only fight so long #s seeded to drive aff or knock
down his assailant, then foe with his precious burden.

H the investigator manages to kil the {igure, it will
tura out to be a dead ghewl with sn uncanny resemblance
w Douglas Kimball. Make two SAN roils. The frst is
because of the ghoul's awful appearance. 1§11 i failed, the
charaeter loses 1D6 SAN (otherwise, he loses nothing}.
The second SAN roll is due {¢ the realization of Douglas
Kimball’s fote. if this SAN rell is failed, lase IDR SANIY
it succeeds, lose 1 SAN anyway. As the investigator gets
up from the dead figure, he hears shuffling 21l round him.
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The keeper should now ask the ievestinator what he plans
ta do. Hf he decides to stay and see what happens, li¢ must
make a SAN rofl as dozens of ghouls loom out of the
gloom. If the SAN roll iz missed, the investigator loses
& points of SAN, goes temporarily insune, screants, and
{ainis, He will gwake in the Ameldsburg Sanitarium. (For
an alternate contnuation to the story, see The Asylon
and Otiers, a Coil of Cthulhi supplement.) Therz was no
remaining trage of a ghou! where the investigator’s uncon-
scious body was found, and Thomas Kimball will not be
bothered agsin,

Should the investigator attempt 1o fight or shoot at the
ghouls, he wiil he rapidly overpowered and taken back
with them inte their burrows, never to be seen again.

[ at any time the investigator flees, the ghouls will
sake the body of Douglas Kimball and return to the ceme-
tery. Thomas Kimball wil! it be bothered again,

I Dioeglas Kimhail 15 ¢giled by name. he will still re-
turt: to the cemeiery, but slowly as 1o be casily followed.
He will siop there and sit upan his favorite tombstone,
and 1alk to the investigatos,

The Conversation

The investigator most succesd in 2 SAN roll or lose 1D6
SAN at this point. Douglas Kimball will answer any ques-
tions if asked in & ¢ivilized manner.

Douelas will say that he was lust too tired ol the mun-
dane life ainong humans. The only thing he wanted {rom
e wus to be left alone, able 10 read whenever he liked.
But uther humans kept making demands on him. Ag a
ghoal, his life is great. He does net meed money. He does
not have to dress for dinner. He doss not have to meat
people, except at mealtimes. He ean vead whensver e
wantg, day or night.

Bui the ghouls are shutting down this entrance so he
had one last night to try and get mwrs of his books. There
i5 50 much to see and experience in the world below that
he is plenning o write @ book about his expericuces,

He will ask the investigator oot to yeveal to his nephew
that he is still alive {in & manner of spesking). He will then
creep down into the opening of fhe burrow and close #
behind him. 1f the investicator has been heguiled by the
wonders of life below or otherwise warts 1o go with him,
he can, but the investipator will act be keard from again.

Paper Chuse

The investigator will pet +3% Cthulhu mythos know-
fedge and fose 1D4 SAN fram talking to the ghoul that
was Douglas Kimball.

The Burrow

¥f the phoul is followed to the graveyard, or if the investi-
gator successfully tracks in the graveyard, he can follow
haif-cloven prints to the appropriate tomb entryway. if
the investigator wanis to open the door, he must over-
vome its SIZ of 10 wiih his STR on the resistance table I
the tomb door is opened, a horrible stench will well up, If
the pluyer did not specifically say that the investigator
veas holding his breath, he will black out from the miaseia.

1f the investigator Blacked cut, he will awaken at aight,
with Dowglas Kimball perched next to him (make 2 SAN
roily, BF the nvestipator has held bis breath and goes down
inig the burrow, he will meet Douglas Kimball waiting
for him (make a SAN zoll}. In cither case, 1efer to The
Conversation section. [T the investigator opens (he hur-
rew bud doss not go dows, at nighttime, Dougles will
coimse up snd visit him in his rocm,

H at any thoe the invedtigaior attacks Douglas Kimball
in the cemetery, that investiparor will never be seen apain.

Last Notes

The player may come up with an origingd or different
solution fo this dilemme. Cemonting the tomd closed will
mean s to the phouls who were shandoning the grave-
vard anyway. In any case, if the investigator got to lalk
with Dongfas Kimball, be can gain 116 SAN from the
knowladge thal there is one ghoul, 81 4nv rate, who will
nat be planning to come back,

Dovglas Kinthail

STRI7  CONIS  SIZ13
DEX 8 EDULT  SAN ©
Claws 30%, 1D6+1D6

Bite 50%, 1 D6+1D6

All Knowledae skills 30%

INT i6 POW 13
iz Poinis 14

Spell: Cantact Ghoul
Douglas Kimbal], now a ghoul, takes only half damage
from punghot weunds.




The Mystery of Lach Feinn

Players® nfoarmation

Professor Willard Gibbson, a paleontologist with :he
British Musgum, was murdersd while working in the Loch
Feinn area. Loch Feinn is a northern lake, near {he town
of Gregor, Gibbson's body and cifsets were returned o
his 22 year old davghter, Elaine, who lives in Londan,

The player-characters can be drawn into this adventure
one of three ways. The late professor could have been a
friend of onz or all of the investigators, as could his
daughter Flaine. Thus, the tes of Ulendship coald lead
them to Logh Felpn, Or they could be contacted by
Ehiine, who wants a further investigation. and who fanta-
Lizes the investigators by telling them lat her futher
told her over the phone that he was onto “the biggest
scientific discovery of this century or the last!™ Unfor-
tunately, Profussor Gibbson did not elaborate over the
phone, and died shortly thereafier. Such a potential
distovery should tantalize both scholars and journalists.
Finally. the British Musewm coutd nire the investigaiors to
zo and dig deeper into Profescor Gibbson's doings while at
Loch Feinn, to chiker fipgure out what he had been work-
ing on. or to bring his killer to justice.

Two or more of these methods vould be used to drag
the investigators to the highlands, =t the option of the
keeper. In any case, they are uplikely to forger their
adventures there.

Keeper's Information

Loch Feinn is a center of Helgor acibity . They are gather-
ing their power to dominate the eniire sres. A local fam.
ily, the MacAllans, serve their interssts. Contsal {o dee
scheme is the appearsnce of 3 Uoigor in the loch, i rep-
tilian form. This appesrance is called the Water Horse by
the Tocals.

Geners! Information

Tae Town of Gregor: The provipcial Scois arce reticent
with outsiders — especially abott things coneerning their
och. The professor was brurally stubbed to deazh outside
of town. The local police investipation seems o be both
sluggish and ineffective. A successfid Oratory roll on the
part of one of the investigators will help them pather mors
infurmation from local contacts. Some prople hefleve that
the MacAllan clan was responsible for the murder. The

The rumored existense of g surviving Plesfosaurus has drawn famed professor
Willard Gibbson to Seotiamd. But before he can gain conclusive proof he is
Foumd murdered. WHE the investiyators suceeed in solving both
the muurder gnd the puszle of the boast?

MacAllans are a family living ail round the loch, Lian
MacAllan is the clan chief. For over a centary people have
keen blaming them for cattle theft, assaudt, ape. murder,
and oiber crimes. Several membeors of the family have
been sent 1o prison; some others met their doom o
violent disputes. Tf's not wise to fuss with or irespass on
the MacAllans. They arz reputed to patrol the shore of the
loch with shotguns,

Fre MpeKenzie House: The MacKenzie house is where the
murdared professor had staved. I the pasty necds o place
to lodpe, i ¥ good enough. I interested in the professors
oD, they may siay there. Erma, the proprietor's wife,
will tell the investipators {if they ask), that overvthing
Professor Gibbson had was sént o the loca) authorities.
If the party achieves socess 1o the toom, a successfol Spot
Hidden will {ind the professor’s journal, hidden from view
und taped to the tep of the closet. Erma and ber hland
hushand will agk fow questions and expect litile troubte,
The caly way ¢he investigators could offend their hosts is
by “not payin’ wha' they cws.”

Gibbson’s Jowrngl: The journal taped inside the doset
reveals his bolief that the legends of the Water Horse point
to the survival of some sort of prehistoric fife, possibly a
plesiosavrus, He states that the mose superstitious locals
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believe thut sexing the Water Horse meang ane’s Jeath ig
at hand. Apparesitly the persons most able to belp his
reseateh, the MacAllans, are impossible fo desd with and
have thrpatensd 1o shoot him if he trespasses o any of
their {arms spain. Fortusately. the farm of one Paton
MacGuilin, who despises the MacAllans, affords him 3
got view of the foch.

Latey in the journal be roports finding a megalith on an
idand in Loch Fewin and another near the shore on
MacAllan land, Frofessor Gibbson conmplains several fimey
about being driven away from Lhese interesting stonss by
MacAllan towughs.

Gibbsen makes references to two bouoks, Legends of
Orkney and North Scodfand end The History of County

Tamdin, Fxidenidy he found these helpful in confirming
the existence of the Waler Herse, Both books can he
found in the Gregor town library,

The History of Cownry Twnlin Haig sevoral sightings of
the Water Horse in recent times, usually south of the
megalith-bearing island. There are several Jeaths and
disuppearances attribured to the mpmswer. in i&@.
Amery F. Skein was found mutilated and baifl-devoured
flosting in Loch Feinn.

Increasingly Gibbson begins fo becomne paranaid about
being fullowed and watched. He vaguely refers o 2 serap
outside 2 pub with Liam MacAllan. This only sparks the
professor’s pugnaciousness, for he approaches young Sean
MacAllan, Llam’s skufking son, in the Rose of the High-
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lands pub, where ke pliss him with whiskey while the
young ruffian slterngiely boasts and thresions. Sean seems
oroud of 2 seeret knowledge and makes dranken refur-
ences Lo “them fra below ™

Now Gibhson begins to pay more attention to the
comings and goings of the MacAllans, evidemly wotried
that they may sttempt to stop his research. Fe hides his
journs! beczuse he dovs not feel safe. Gibbson finds that
the MocAllans are known to gather at the rujus of Laireag
Castle on some old pagan feast days.

The tone of the junrnal, at this point, imples that the
aviiion has knowledge thar he dares not disclosg. Perhaps
the professor fears slander? The fisal suiry mentions a
search for 3 book called Srariding Stones of Greot Britain,

The Investigators gnd the Weter florse

Elzine Gibbson: The giofessor’s davglieer i his only close
Hving relative. 1t was she who received lus effects after hig
murder, The party who interviews her wifl find her mare
than willing to talk. She had been her father’s assistant for
two years and would have sccompanied kim to Scotland it
her stndies bad not delayed her departure. She supported
her father's view that the stramge creatures in Scottish
lochs might be Hving fossils,

Elaing wanis to go to Scottand with the party. She wil]
g0 by herself if necessary, but she will go anvway. She is
slucky and independent, If the party does not give her
sufficiont useful work to do during the investigation, she
will go out on her own fo investigate whatever seems to be
the focus of the miystery at the moment.
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Elaine Gibbson

STRE CONIZ  S[Z 10 T 16 POW 14
DEX 1L APP 16 SAN 89 Hit Points 12

Skifls: Read/Write Latin 80%, Resd/Write German 30%,
Reud/Write French 5%, Chemistry 45%. Geology $5%,
History 30%, Library Use 90%, Zoology 65%, Paleontp-
logy 70%, Debate 407

Willard Gibbson s Papers: The professor’s papers arg kept
in Eluine’s apartment. The letters at first give general
information on the town of Gregor and the general recal-
citzance of the locsls. He is unable o get conclusive proof
that there Is anything real in the loch, but remains hope-
ful, Me mentions that he is keeping a journal — which is
noi inctuded in the effecis forwarded by the Gregor con-
stabmilary,

Among the papers is a fide of elippings and handwritten
notes taken from books with additional references noted,
They include 1 story from the life of 8¢, Anlac in which
ke finds the men of Loch Peinn “steaped in most dumn-
able hesresy.” The story is climaxed by a battle with Sutan
in the form of a dragon, which St. Anfag drives off with a
prayer, This story was supposed to tzke place in the lottes
minth contury,

Monsters reappear i 4 vumber of other scoounis
stretehing back ceniudes, and up into modern times. The
monster iy described a8 dark grey, long-necked, “strange™
footad, and, in older reports, sometimes possessed of great
wings and many heads. The monster is always seen in the
foch or zlong the shore. For many yesrs, lost people ang
animals kave beon attzibuted to sitacks by the monster, In
modetn thmes, disappearances are still oceasionally men-
tioned in connection with the Water Horse, hut official
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testimony speaks instead of drownings, heart stiacks, and
murder by hrigands.

The latest letters speak of the sinister MacAllan ¢lan.

The professor was threatened by Ligm MacAllan, but feels
his ipvestigation is gaining momenturmn and i= not gdis
suaded from his conclusion. He urges Elaine not to worry
I his last letter, Professor Gibbson asks Elaine to find
him The Standing Stones of Great Britain, and, if possi-
ble, Unausprechiicher Kulfen.
The Books: Elzine managed to find The Standing Stones
of Great Britain. This book puts forth a theory that the
old megaliths of the isles are all Jocated upon imporiant
points in the ground and act as power amplifters, In the
proper patters they farn 2 cohesive magnetic energy
field, according te the suthor. Certain straight-line align-
ments of megalithic sites were called “Dragon Pathis™ by
certain clans of gncient Britons.

Enausprechiichen Kudten, which could net he ohtained
by Elaine, has several more interesting tidbits. If the
players have a copy of any edition of this horrid work,
they may find the following by making appropriate die
rolls {the book's Knowledge + timeg 5 or less on 1 D10O).
Standing stones were raised for the worship of many an-
cient and evil beings. Von Junzt especially notes the wor-
ship of the loigor in ancient Evrope, and correlates the
standing stones associnted with the loigor to the mimer-
ous megalithic sites in Britain. Von Junzt says that the
Hoigor live underground, but gives ro details as to their
physical form or nature, except to state that they are
“astial™ Von Junzt also seems quite taken by the fact
shat & Malcolm MacLaireag, burned in Bdinburgh in 1396,
died screwming, “lioigor! Lloigor! Lloigor!™ Von Junst
then goes on o say that this case was typical of the llai-
gor. Those made into their servants quickly becoms
driven 1o crime and utter depravity, sexual and otherwise.
‘Fhelt very presesce drives unstable fypes o wickedness.

Castle MacLaireag: Searching successfully i 2 library will
reveal that Castle Mackaireag is 2 ruin standing on the
west shore of Loch Feinn. uninhabited since 1781 1 was
built In the 13¢h senfury by the infamous MacLaireag clan
of robbers. They terrorized the loch area for four cen-
turies, bt were mined in the Highlagd Revalt of 174546,
The clan died out after this sctback, and ne living Seot
is known to have inherited the MacLaireag name,

Fhe MacAllens: The London and Grepor library also holds
the following information about the Macallans. A
Thomas Macallan distinguished himself in service to
Prince Willism during the Highland Revolt. The MacLair-
#ag lands were bestowed upon Themay, but his family did
not prosper in the far north, The younger MacAllans be-
gan showing a wild and cruel streak in thels sew home.
The few surviving MacLaireags were blamed for corrupting
the youih, and driven out of the area entirely. The Mac-
Laireags then disappear into obscurity and are tiot heard
of apain. Thomas himszelf vanished in 1749 while on the
Toch. His son Donald inherited the lands. snd his mad
temper made the clan unpopular.

Donsaid’s successor James was worse, A sadist and ped-
erast, he was constantly in trouble with the law, when he
could not bully the local vonstabulary into submission.
During James® rule much of Castle MacLaireag was de-
stroyed by an explosion, evideatly due to the pooidental
ignition of 3 cache of illegal gunpowder.
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The MacAllan fortune, In decline anyway, was wiped

out by this cateswrophe. The supvbvors divided up the
land around the logh into several holdings, and made thejr
living on these small, poor fazes from then o,
Eoch Feinn: Scouting the countryside or poriising 2 good
map will show that Loch Feinn is 2 hody of water a hall-
mile wide and almost 3 miles fong. 145 ook Is tvpical of
the lochs which Nl the deep depressioas of Highland
Faultlines, The country about & mostly glens and hills,
which are barren gxcept when tiic heather biooms. Most
of the ishabitanis are farmers, raiging oafs, turaips, and
potatoss, as well as sheep or shaggy Highlund catife.

There are severn! Blandy on Loch Feinn, There are few
water plants, but the sheres shound with iregs and thick-
ots, The warers arg deep bluck from peat leached from the
hifls rotad about.

The Ruidn of Castle Maclaireag

One who explores the rafn will find that no visible part of
it is habitable. It is a blackened, spooky uin with walls
and towers mostiy fallen. The castle once had two levels,
hut the upper stories now lack floors or ceilings. No plant
of any kind grows within the castle itself, though base dirt
is mxposed in soveral places,

[f the northeast tower {the only intact iower sewgin
int), 2 Spot MHidden will reveal a trzp doos hididen in the
fioor’s rofting fagstones.

Beneath the wrap door a flight of stone steps descends
into g series of dingy chambers.

Reomys 1-3: Empty. The mold z2nd dust is thick,
Roams 4-9: Ohviously old prison cells, with a stone bench
against one wall and rusty shackies riveted into the sione

watls. The keeper may place uny prisoners taken by the
MacAllans here.

Raom 1} Once the torture chamber of the castle, Its lack
of dust groves regular vistts by somcone in large numbers,
A brassy-losking mimor stands in tne northwest corner,
with 2 message in Gaclic carved into the eidges.

This #s where the MacAllany - and the Maclasireags
before thems — pay homage to the Hoigor. They chant,
dance, and piay musical instruments, The mirror summons
the image of dresd Ghatanothoa, Anyone reciting the
spell engraved on the mirror's edges loses all his magic
points, and must make 2 1D roll. 1 the die rolf is
equal to ur less than the magic points lost. then the boage
of Ghatanothoa sppears in the mirror, scuisming sround
and lustfully seeking those in the room. The character per-
forming the spell and standing before the mivror will have
no chance - he will be transformed to a rigid leathery
snamnmy as he stgnds there, 3 process taking only half a
minwie or 50 (and which is excruciatingly painfal), Those
fooking into the mirror while e spellcaster intoses the
Gavlie chant must cach aiternpt @ Luek roll to withdmaw
in alarm before disaster strikes. Those failing a Luck roll
fose 106 DEX permanently as their muscles and sinews
hagin 1o siiffen, and must muke 2 SAN roll or lose (D20
BAN fsuccess stili causes then: to fose 1D6 SAN). Those
elsewhere in the room pre safe, Seeing their friend tormed
inte 4 rigid corpse costs all thase watching 1DL0 SAN un-
less o SAN roll succeeds, v which ¢ase only 1D3 pointy
ar¢ lost,

i the 1D1D0 voll is higher than the magic points lost,
then enly a blurred image of the horriic deity is seen. All
peering into the mirror fose 1020 SAN uniess a2 SAN rolf
is made. in which case 1136 SAN is stili Tost. In any case,
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the image lasts no longer than a few seconds, except in the
brain and eyes of a hapiess individual successfuily casting
the spell engraved on the mirror, 5 described above.

Ropm 11: A dismal den. It holds the charred remains and
the gnawed bones of several dozen humans Wy here. Some
bonres seem comparatively fresh, others crumble into the
dust of centuries. A failed SAN roll here will cost the
viewer 1D4 SAN.

This is the placs where the MacAllans callously shovel
the temains of those seffering the blast death of the loi-
got, whether the victims are MacAllang or outsiders.

Room 12: This contains several apparently mummified
bodies, in agonized and twisted poses. These are, of
course, victims of the mirror in Room 10.

The Lloiger: While underground in the cagtle, there is a
10% chance for every 10 minutes the investigators spend
undergroumd that a loigor will rise through the floor,
alerted by the investigators' psychic presence. This chance
doubles to 20% after a speil is cast in the underground (in-
cluding the chant to Ghatasothon on the mirror in Room
103, When the Hoigor comes, it will stiack with a pyro.
kinetic biast, This is 2 minute and localized version of the
larger blast used by the loigor | general to destroy
areas. Tt will cost this lloigos its entire supply of 15 magic
points. As the effect begins, the chosen target will sndden-
Iy feel his hair stand on ond and sounds become muffled,
as If he were suddenly charged with static electricity. His
clothes will then bepin to smoulder, IT the vietim doss niot
e for the surface immediately fwithin 10-20 seconds),
then all st once his skin will begin to blacken and char, as
if under the influence of great heat. His lingers will black-
e and twist, and his entire body will shrivel, Within a
wiinuie, all will be over. The hiat is inlense hut localized.
and may not be felt even by one next to the victim. Any-
one actually touching the vietim while he is visibly wither-
ing will have thels hand scorched with intense heat, and
take }D4 points of damage. Dousing the victim with water
or susd will do no good. If he has not immediately run for
the exit upon fhe start of the combustion process, Lis
doom is sealed. It is Lkely that ke will actually die, as
there should be no obvious reason why rusping for the
surface would do anything, The initial smouldering and
feeling of static electricity may not even be morg interest.
iy than thzeaiening o the victim, The victim chosen i
up to the keeper, but we suggest that it not be 2 majer
character in the adventure,

The end result is a victim of one of the mysterious
cases of spontanesus human combustion sometimes re-
ported. Fhe skull i charred and shrunken, mosi of the
bones turned to powder. One or two extyemifies (such as
4 foot), oddly enough, may be intact. It is possible that
the person will be burned to ash while his clothies remain
nearly intact.

After the victim has been scorched to death, all the
party will tse able to feel the presence of the loigor. B
witl fzel like an overwhelming, haunting presence. Since
the lloigor is invisible, and intangible, thoy cannot sense it
in any way except in thiz emotional manner, The Hoigor
has only enough magic points for the sinple attack, but
the investigators won't know this, and are likely to flee
after the deatly of their compatriot. i the party is so foal-
hardy as to stay, the loigor will leave to fetch the Mac-

The Mystery of Loch Feinn

Allans or even snother, fresh lloigor to bring destruciion
upon the investigators,

The MacAllans and Their Secrets

Liam MacAllan is the leader of the clan. He is a fanatic,
s0 mad he could not funetion save through his submisston
o the telepathic domination of the lloigor. Strangers he
cannot frighten away he will try 1o have killed. If one
gains the verbal better of him he will rage and curse, but
will reveal nothing of use. He is thin, ravaged by age and
sin, and bitterlooking, s hovel houses his hag of a wife,
two vicious sons, and a sluttish daughter.

Liap: Mgc4 ?&z:
STR1} CONI1Y  S§1Z12 INT & POW 14
DEX 10 APP 4 EIAY 3 SAN 0 HirPts12

Skills: Shotgus 60%, Sncak 50%, Spot Hidden 30%,
Cthulbn mivthos 45%

Rean MacAllan is the son of Liam. Me is cocky about
being heir to the ¢lar’s leadership. He is about 24, and an
experienved criringl, with a record of robbery, assault,
and stotutory rage. His knowledge of Uolgor sctivity is
larger than L€ can ever be forced 1o divulge, and talks best
while drunk. If persuaded to talk he will say things such a5
"Keep awa' frae th' loch. It Bloongs tae th Water Horse,
Them beloo th' lach hae powess ye canna ken. Theer be
power in the rocks. Th' MacAllans raised the rocks ™n
keeps *em raisad.” He will say no more than this, snd will
cheesfully assault and even murder the investigators if he
catches them on MacAllan property,

Fhe Secret of the Srones; The Macallans have restored
the ancient megaliths around the loch. Two are on gach
side of the loch and one on an island in it. They form s
pentagonal shape, Near cach of the mepaliths is 3 smadl
magnetic field. no more than 3.4 yards across. In the
very center of the pentagom, out in the toch, is a strong




The Mystery of Loch Feinn

magnetic Held over 10 yards geross. A compass near one
of the stones or in the Held over the Joch would deteet
the field, by cither pointing to the generating stone ur by
going haywire §if out in the loch). Small fron objects wil)
becoms magnesized if they spend mors than & few minutes
in the center of the field in the loch.

At the center of the loch, the forces concentrated there
easily allow the lnigor to take physical form — the Water
Horse. Theze is uxually only one Water Horse in the loch
at once, but aceasionally more are present,

By sitting at the center of the field, o toiges can draw
in | magic point every fifteen minutes, which may be vsed
1o manifest in the tangible forn of the Water Horse, Thus,
it usually takes 10-15 hours befors the cresture fins
gathered encugh muglc poims o pmteriglize. However,
once fonned, the Water Horse can exist indefinitely - un-
til the doigor decides to dematerialize again.

The Ligigers Plor: The Ueizor ruled the British Isles
5,000 years back. when there were many carefuily aligned
megalithic arrangemenis devoted to the Uoigor, and they
could walk the land in the form of dragons. The lloigor
are Uying (o Ncresse thair power arpund the loch to exe
tend ihelr domination bevond the MacAllan ¢lsn to in-
clude the entire tows of Gregor and the farming country.
Their grared human servants will be used to regiore more
megaliths. In the futire, the Holgor will be able to wreak
more desizuction on the human race than they ever could
for the fast soveral ceninries.

The Rites of the MaeAliens: The MacAllans hold their
rites of warship in the torture chamber of the ofd castle
cunzeon, They do this en Candlemas {February 2}, Bel-
tae (May 1), Lanznas {Aupust 1), and Sambane {Octo-
ber 31). One hiding in the ruins of the casile can see them
proceed into the northwest tower, there to dance odd.
perverted reeds, chant in durred Gaelic, perform weird
mezzsures on addly-tuned bagpipes, and engage in incestu-
oug and bestial prodes,

At the ciimax of the rites, 2 clan member may try 1o
surpmon Ghatanothoa jnfe the mirror. When a clan mem-
ber i such g funatic costasy succeeds, hds petrified body is
stored in Room 120

Often, a Hoipor makes an invisible appearsnce, and in-
cites the MacAllans to release energy 10 it through an es-
peciaily viclen: family orgy, ritual torture and murder of
4 captive, or some other vile exercise,

The Macallans inbreed constantly, ang aseced outside
Hood frequently 1o keep from degenerating complersiy.
When one of the yourg MacAllan hellions or hucks wishes
to marry outside the clan (which is lrequent), the ohject
of his or her unwelcome attentions Is forcibly inducted
ito the clan. Generally a healthy young person betwessn
the age of 18 and 24 is so victimized, {f the date of the
adventure is reasonably close to 2 pagan holiday, the
keeper may decide that a party member meeting this des-
criptionhas been victimized. If nor, 3 MacAllan buck
(probably young Sean himself) has tuken a villainous
interest in Llaine, and his clan will abxduct her i possibie.
Even the stronpest person may becoine a inad fanatic with
the MacAllans after several months or years living with
them, forced to participate in (ielr festivals, staving in
iheir filthy huts. possibly bound and even gagged much of
the tirae, and, of course, being continually under the psy-
chic influence of the lloigor colony.
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if the party is hidden within the castle basement during

3 MacAllan ritual, snd 8 lUoigor ig present at the vere-
monies, it may telepathicaily sense the investigators’
presence and alert the MacAllans, whereupon it will van-
ish, leaving the MacAllans 1o taks caze of 1he spigs,
The Warer Horse: On any night that the party watches the
lock, there is 3 10% chance of spotiing the Water Horse, IF
the panty explozes the loch by best, there is 3 20% chance
of encountering the creature. I the party is neasr the focus
of the magnetic fields, the chance rses to 40%.,

The wonster Is mest likely to vanh underwater if
seen. [f the party knows enough to threaten the Hoigor,
and the lloigor are aware of their knowledge, the Water
BHorse is likelier to attack.

Water Horse
STR40 CON 30 SIZ 350 INT 18 POW I3
DEX 10 liit Points 40 Armnae 8 poinis

Skills: Bite 50%, 2D6+3D6 damage)

If the Water Horse wishes, if may expend 21l 15 magic
points and cause 3 party member to spontanecusly com-
bust, if it can catch the party in 4 boat. To do this, it must
surface guite near the hoat and fucus its psychic energles
on the chosen targef for at least 3 rounds, at the end of
which time the victim will begin to shrivel and blacken.
Before thes, his clothes will begin to smoulder, his hair
will stand on end, sad any metal chjects on his person will
beeenie strongly magnetized. There is really no way to es-
cape this attack on the lake, but if’ the Water Horme is
killed or deiven off before the 3 rounds are up, the attack
will be cancelied. To drive off the Water Horse, the party
will need some cffective method of attacking it under-
water, for if it is fired a1 or otherwise assaulted, it will
simply submerge, while remalning vear enough to the par-
iv's hoat to continue Hs attack. It must stay within 1020
feet 1o afteck with the spontaneous combustion. As pre-
viously stated, it can ordy do this once.

Possible Schationg

if ome of the stones i broken or removed bodily, the mag-
netic fiskds’ power is redpced by 50%. §F two or mug are
destzoved or removed, the ficld vaniches. If the field is
thus desfroved, the Uolgor will have 1o hack down and
suspend thelr plot until the stones are replaced. H the
MacAllans can be arrested or otherwise eliminated, then
the Hoigor will not be #ble to build new stones, thoug
thoy will contlsue to use the field, if the party does mot
destroy the stones.

The stones stand & feet high and weigh nearly two and
a half tous each, If a stone s not Jesiroyed, but mersly
tipped over, the total field s reduced by 1 D20% for cach
sione toppied,

At first, the investigators should have no reason 10 ws-
pect fhat there fs a pentagons! pattesn (o the stones. Map-
ping the stones will reveal this. fuferfering with a stone
will deflinitely attract the atiention of a loigor. If this
happrens, either the Waler Hozse will rise from the foch to
ohysically assault, possibly first destroving the culprits
means of transport fo prevest escape; or the lloigor will
summon the gun-toting MacAilans, snd 1D6 MacAllans
will asrive in a few minutes,
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The Lloigor's Reactions

When the party still knows little and is mercly poking
around, the loigor witl have no interest in them, though
the MagAllans may,

i the party is foo successtul in spying on the Water
Horse or starts to find too much evidence relating to the
Hoigor and their stones, the oigor will quickly and brutal.
Iy react. They may have their agents try for the investi-
gators’ lives; a dangerous asccident or event may occut;
an investizator may be abducted or kidnapped, while the

The Rescue

other party members are warned away; ar the loigor may
gven try to gather enough gnergy to cause an implosion.

Faiture

i the pasty fails to reduce the magnetic field over the
loch, in the years to come a kind of regionasl emotional i
ness will descend on the whole agea, The inhabitants will
become vile and shunned. They will discourage outsiders
while they work on secret projects - raising megaliths on
certain points of power,

Th

Keeper nformation

Rogers Whittaker, a counsel for the U8, State Depagi-
mefl, was murdered Sunday, June 6, while hiking in the
Appalschians, His mangled corpse was found floating
in the Water Gap, and had been in the stream for several
davs, The Tiger county coroner was unceriain whether the
lesfony en the body had been incurred before or just after
death, but has marked the case “accidental desth” in the
absence of contradictory evidence. Whittaker’s daughter
Edith, who customarily zccompanied him, has not baen
se¢n since both left for their weekend ramble,

In fact, Whittaker and young Edith bluadered into a
den of werewolves. He was quickly slain, She is presently
the (rightened captive of these despicable and godless
creabires.

Players’ Information

While conducting reszarch a1 the Library of Congrass, the
intrepid investigators have been informed of Rogers Whit-
taker’s death and Edith Whittaker's disappearance by a
mutual friead, Casd Cabot Walsingham [V, an undersec-
retary at the State Department. Walsingham is a school
chum or old acquaintance of a properly upper-class in-
vestigator of the keeper's choice.

Bogers Whittaker was a respected member of the legal
staff a1 the Staie Department, an expert in tariffs and cus-
tomns requirements, Nearly sixty years old, his life was of
the utmost zespectability and propricty. Widowed for
more than a decade, Whittaker commoniy took his daugh-
ter Edith, 17, on nature walks ranging through the Shen-
andoah Valley. The Whittaker family i an old and res-
pected one with branches in Hartford and Boston as weil

escue

A counsel for the (7, 8. State Department is murdered and his doughter
disappears, Will the Investigators uncover a Bolshevik plot
or I8 ¢ conymon erintinal responsibile?

.48 Washington. Edith wss kaown as an unvernarkably

sespectable girl who was to have sttended Bryn Mawr in
the autemn,

Rogers Whittaker failed to appear for dinngr as sche-
duled at Carl Walsingham'’s home od Monday. By Wednes-
day, friends and family were forced to ofTicially notify
local police of the absence of father and daughier. Then
the press learned of the Whittekers' disappearance, and
several clreumspect articles appesred. When Whittaker's
corpse was found without irave of Ediih, the events
prompted Jarge headlines in the Atlantic sexboard press,
which the investigators would have noticed had they not
heen sa soncerned with thelr rosearch.

Whitiaker's body was found snd identified on Thurs
day, June 10; 2 search for Edith Whittaker wag under-
{sken by the sheriff of Tiger County, in whose jurisdic-
sion Whittaker’s body was found.

Walsingham has invited the investigators to breakfast
with him on Fridsy, June 11, Besides the investigators,
3 Dr. Huntington Dare will also be present.

The Tale Unfolds
Caxl Cabot Walsingham 1V

Walsingham is a rich and confident gourmand in his early
thirtizss, rather portly and always well dressed. He isa no-
torious hypochondriac. Over an clegantly-served Virginia
country breakfast, Walsingham says that he belicves that
Edith may still be slive, though possibly injured. He has
heard of previous exploits by the investigators and, while
he discounts many of the more fantastic slements in their
stories, he also knows that they have some basis in faet.
As good Christian men, he asks for their aid in this matter.
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He believes that there s little time to lose, and he has
taken the liberty of having his manservant Clive procure
rail tickels to Highmark, the town nearest to the site
where Whittaker’s body was recovered,

He fears that Whittaker's death was no secident, 3 fear
reinforced by the obssrvations of the other gentleman
present at table,

Walsingham supplies photos of both Rogess and Edith
Whittaker. They ar¢ unremarkable, evidently pleasant
enough people. Ediik is a rather washed-out snd shy-
tooking brunctie with gold-rimmed spectacles, and ope
might casily guess that she spent much of her time with
her father. Her maid has said that Edith was wearing 2
brozd-brimmed straw hat with an embroidersd band of
blue forget-me-nots sround the brim, a white hiouse, a
blue sweater, a long light blue skirt, and dark boots, and
perhaps carried a pienic basket.

Dr. Huntington Dare

A polished, bookish man, Dr. Dare is in his sarly 40s.
Though usually well-mannered, his temper getz the best
of him at times. He is red-haired, smooth-shaven, sad well-
dressed. He stands around 5° 117 zall.

At the family’s reguest, the good docter traveled to
Highmark to witness the sutopsy on Thursday, yesterday
day afternoon. Dr. Dare acknowledges that unequivocal
findings are difficult once a body has been immersed for
several days, but that he belicves that Whittaker was ttain,
primarily because af the quantity of blood stifl extant in
the tissue just beyond the edges of the wounds, The killers
rry have been one or mure gnimals, but if so they are ani-
mals unfamiliar to him as 8 pathologist. The jaw sizes,
dentition, and claw patierns pogtively eliminate bears or
cats: the killer may have been ap unesnal breed of dog,
but it would have had to be of mastiff size or greater.

I pressed for further information, Dr. Dare witl add
litls of substance except casual obervations confirming
the competesey of both coroner and sheriff. Though he
cart hardly sdmit it without proof, secretly he knows of
nothing which cowdd match the slashing bites and teary
which killed Whittaker; as & man of acience, he finds this
fgnorance both alarming and provoking. He has been
doing some unusual resding in the oceult bibrary of a
frivnd, end has made suppositions which he hopes never
to Have t revesl. He has written his specific information
in a notebook carsied on his person at 2ll timeg in the day,

Dr. Dare volunteers to gocompany the investigators for
the weekénd, though he muust return to Washingion on
Monday. He has spent several months in the general areu
over tha past ten years, hunting dzer and pheasant,

Dr. Huntlngton Bare

STRi2 CONIS
DEX 16 APP1]

SIZ 14
EDU 18

INT 17
SAN 66

POW 14
Hit Pts 13

Skills: Read English 90%, Read Latin 60%, Botany 50%,
Chemistry 70%, First Ald 100%, Law 30%, Qeeult 15%,
Pharmacy 80%, Treat Disease 0%, Treat Poison 90%,
Zoology 75%, Disgnose Disease 90%, Spot Hidden 75%,
Track 40%, Hide 40%, Sneak 409, Credit Rating 60%,
Hunting Rifle 75%
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€Chve the Manservant

Clive has been with the Walsingham family since the moe-
ning after {Jueen Victoria’s death — some 28 years, In
al that time, except for two Saturdsy night bouts of fipsi-
ness, he has been 2 model of probity and discretion. He is
friendly, though never deserting his station or responsibii-
ities. His face is round and genigl, his gait fixm and pur-
poseful. His ¢lothing is always appropriately formal, He
stands six feet tall, He inspires gonfidence. If the truth
were te be known, he is much mers capable than Walsing.
ham, whaose sole talant was to be bora with money,

Clive the Manservant
STR 14 CON12  SIZ 15 INT 14 POW 14
DEX 13 APP 13 EDtii4  SANTS Hit Pts 14

Skills: Read Enplish 70%, Read French 70%, Read Latin
25%, Accounting 80%, First Aid 65%, History 50%, Lib-
rary ise 70%, Treat Disease 90%, Listen 70%, Psychology
60%, Spet Hidden 30%, Drive Automobile 50%, Mechan-
ical Repair 70%, Electrical Repair 40%, Sneak 83%,
Dehate 60%, Credit Rating 35%, Fast Talk 50%, Climb
T0%, Jurnp 60%, Swim 80%

The Journey

The investigators bave two hours to prepare for the 98-
minute express run to Highmark, Walsingham places 2 car
and driver at their disposal, with his regeets that his heaith
dees not permit him to accompany ther. He insists that
they accept the company of his servant, Clive, who will
see to af! their mundanc needs. At the station, Clive shows
the investipatoss Lo their first-class compartment, If they
have gesepted Walsingham’s offer of his employee, Clive
will remain aboard and serve a fing buffet lunch, unob-
trusively pouring fine French champagae into their inno-
cunus-fooking teacups.

As the hours pass, the train leaves behind the beautiful
fields and copses, and winds into the sterner bluffs and
mountains of the Appalachians. Dr. Dare, if the investi-
gators have aslfowed him to accompany them, describes
the terrain: rolling hills broken by abrupt cliffs and
heights, gently-Jouping rivers, fresh shallow streams leap-
ing-over abrupt waterfalls, thick hardwood growth, heavy
underbrush, suspicious backwoodsmen, decaying farms
settled a century and more ago. unnerving sudden chasms,
dank and mysterious caverns which lead fozever into the
moutainsides. At times on even the warmest days, a chill
cap settle aver a glen as though cold and ancient eyes were
watching. The sireams flow from the mountainsides and
always, summer or winter, fow at the same température.
The doctor wonders if they might nof originate from
some other place entirely.

Everyone prows sleepy as the train pushes on. It is
12:36 pm when the train pulls into Highmark.

Highmark

Highmark is a sleepy country town of 1600 peopie. The
streets aze wide, quiet, and dusty - there is no pavement.
The town hall and jait are one wood-frame building; the
three jail cells are of brick. There are two general stores:
the “immigraat store™ where the newer, poor residents
buy goods; and the “pood store™ where the long-time rwsi
dents ghop. There are several churches, including & fine
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The werews!f at play

new Presbyterian church with a new brick face, which
most people will proudly mention. The town has no news
paper. though the weekiies from Cumberland, Morgan-
town, and Martinsburg can be purchased at the raibway
station. as czn the daily Washington Star and Post, Most
of the Eastern Euvropean bmmigrant laborers in Highmark
work a1 Wenchal] Mines, about three miles further west
along the railroad.

Bob Everett, the high scheool principal, is the local
stringer for several papers; be contribures news of deaths,
births, visits, and unusual events, and is paid five cents per
column inch, {n many months he hus had nothing to se-
port more exciting than the Roberts boy’s death, There is
a doctor, but he is presently in Hagerstown to see his
muther, who s reportedly gravely @il The town's mayor is
Alan Haskew, who runs the “good” general stove; he is
proud and condescending, and is tesponsible for the
double flagpole in front of the town hatl. From these flag-
poles the youth of Highmark tke to tly insulting banners
ot ladies’ undergarments,

Upen dizsembarking, the investipators learn that Wal-
singham has had a Packard touring car sent along with
themn, eiding on s own Natear, its finish protected by tar
pauling, The powrnce of the suromobile causes ik in
Highmark, for there may never have been one finer in this
rural town. Most inhabitants sl dde in horse-drawn carg
ages when wavelimg sboul town or to the naarby s
The roxds linking it eith other towns are passable by vay-

tiage, but train and telegraph are their normal methods of
comminication: there is no telephone.

Nuter For the rest of this scenario it is assumed that Clive
hay accompanied the investigarors, Neither Dr. Dare nor
Clive nteed to fave been taken along as party mombers for
swccessfid play of the scenario. If efficient Clive is along,
ne has already felegraphed for roams far the investipators
at Mrs. Mofnudty s, a reputable boeal boarding house,

The Beggars at the Station

As the investigating party disembarks. they notice two
rather dirty and disreputable-looking men. One of them,
Jack, approaches and respectfelly asks the fine gentlemen
if they might spare him a nickel so that he might eat
today. Clive will send him on his way with the remark
that he might well spend his time making something of
himiself rather than offending his betters. The station-
master will intervene, explaining that poor Jack lost most
of tis seases fightng in the Grest War, amd that he was a
good man before he went, If any of the iavestigators give
him kimomoney or tobacon, Jack will thank them effusive-
Iy and at embarrassing length.

M Jack receives anything from the Investigatoss, the
secoixd beggar, Jocko, will race over and in & surly fashion
demand his dwe. This man the stetfonmaster will chase
away angriy, telling the good-fornothing to stay off rail
way property once and for zll, o he'll set the dogs o
nb, Attt commsnt, Jocko fwho Bas backed away in
fright during the rrade) will kick 3 spotied hound, the
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statforinaster’s favorite dog, sleeping near the bagpage
tnzek, The hoond springs &t Jocko, and 2 melee ensuss, 1
the investipators help in pulling apart man and dog, Jocko
will tearfully swear to romember them always in his pray-
ers; if they do nothing fo aid him, he will angrily curse
them and all their leeching, exploitative kind, warning
everyone that the revolution is not far off, and that he
will remember who stood for the poor people and who
did not. The powers of the people are extensive, he
shouis, very exiensive.

About Town
The Constahble’s Office

Constable Hamblin welvomes the investigating gentfemen,
expressing his sorraw at the death of Rogers Whittaker.
He is quite deferantial in the presence of such finely-
dressed gentlemen as Tx. Dare and the investipators, and
stories of the elegunt manservant and the wonderful Pack-
ard touring car en #s own flatcar have aready flaghed
through town. He welcomes their aid in the search for
Edith Whittaker, though he fears that they must steel
themselvas for the worst — there has yet been no trace of
the girl, and each bous without news loaves less hope that
she is alive, More than & dozen townsmen and depuiics are
still combing the dverbanks for her, hut they will have to
half the search socn they must return to their jobs and
families.

The coustable normally deals with drunkenness and
brawling on Saturday ovening, oecasional petty theifls
frm ¢lothestines and outhudldings, and juvenile pranks of
various sorts, such as painting cows or rotating roadsipis,
He can unswer guestions sbout unusual happenings with
perfact honosiy: this part of Tiser County, thank pod, s
not the sort of place where anything eves huppens, His
files, which he will be glad 2o apes to such bnpovtant
men, bear him out.

He wifl also show his copy of the corpner’s report on
Rogers Whittaker's corpse: It i3 idenzival In every partic.
ular to the copy which Dy, Dare hag in bis possession.

The congtable points out the approximate search area
an a local map carnestly hand-drafied by students of Mr,
Montgomezy's civil engineering class, Hipghmark iigh
Scheol, 1917,

Mrs, Melnslty's Lodge

This is a1 rambling threestory house, in whish (live has
rented a ropm exch for the investigstors, By, Dare, and
himself. Braakfast s at 7 am, supper st & pm sharp. The
deors are Tocked at 9 pn (11 pm on Saturday), and on-
lacked again at £:20 am. No smoldng sfowead; sisitors in
the parlor only: no cursing or spitting at the table. There
is no telephone.

Because their party obviously has money, Mrs. Mclnulty
(age 52) is friendly and accamodating, but she has been
overworked for years. The local families and children have
goiien rather confused in her mind, and in the space of a
few hours she is likely to rell the investigators different
stories about the same people and events,

Tows Investigstiogs

Sevaral people profess to remember that the Whitiakers
disembarked from the eardy train (10:07 am} and strolled
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up the road toward Old Man’s BlefT, 2 knoll which the
investigators can se¢ rising about {wo miles away. The
road parallels the Water Gap stressn, in which Rogers
Whittaker was found floating on Thussday.

Nearly everyone saw of says they saw the body being
pulled from the river, even though the spot is neasly 2
mile outside of town. They all report that the body was
horribly torn and grotesquely bloated, and that they hope
never to se2 such a fearsome sight agzin.

There have been no other maurders or accidental deathis
in the area for over a year; the last death was the youngsst
Roherts boy, who was jumping around in 3 hay lofy and
managed to impale himself on a carelessly-tain pitchioek.

There have been po miysterious occurances, stramgs
lights, weird sounds, or odd people that anyone can x¢-
member. Seveval years ago, though, a cow belonging to
that same Roberts family had tupiet helfers, and all three
are still alive; two of them are the best milkers in this pard
of the country.

People are mostly friendly, outgoing, and eager for
stories about the wonderfl world beyand. Clive is quile
taken with Highmark, and thoughtfully jecords it as a
place where he might well retire — though he will not e
port this to the frends of his emplover,

They will be willlivg to ik shout anything, but iy
know almost nothing exespt about locel mundane maties.

The Pelton Girls (fael and Debasah)

Somewhere on the striels, the investigators will see two
hulking femaley throwing rocks at o pack of 1012 warily-
advancing dogs. The angry barks of Bie dogs and the lewd
curses of the girls are doafening and upsetiing in & town
natad most for being quiet. The gitls wear shabby calico
dveises; thelr logs sre bare; theyr hugdr s steingy and dirty.
The gangly youngsters amg identicsd twing, Several neigh-
bhors will come out onlo thelr respective porches and
foudly iell the Pelton femates to leave, ¥ asked, the noigh-
bors will sgree that the Pelions are always inaking tipuble,
aird that the county wauld e better off withou! thent If
an investigstor tries 1o accost one of the girls, she will
irown and petulantly pull away, leaving without saying
anything except for curses.

Secound Meseting

Whether the party goes out late that sftegnoon or waits
uptil next mmorning, they will mect the two beggass ugstin.
If they gave dack a coir or it he will greet thewm elabor-
ately, then gigele and howl like a dog over and ower, 1f the
investigators Jeave, he will race fifty yards abead of them
and then he will sit down and say that he can’t go farther
hecause he iz lost. This will happen over and over. If some-
one kicks or threatens him, he will flee.

Along with Jack, the investigators encounter Jocko,
who always skulks along after Jack, confiscating the pit-
tances Jack receives. He will insinuate that he knows why
they are in town, though it is no secret, and slyly advise
them to go up the Water Gap to the gorge, saying that
“things get caught in the shallows.” Then he will urinate
casually and swapger off. Should anvone notice where he
stood, that investigater will find 2 dsmpened piece of lace
erubroidered with biue forget-me-nots. Jocko will torever
deny any knowladge of the sersp of cloth, but he has left
it there to spite and tantalize the investipators,
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Pellon knows both beggars and has shows them his
powers and has bragged of his cruelty and invincibility.
Both are flattered by him and frightered of him, and both
ate proud that they know soncthing which the rowa does
aet, They know that Pelton is holding Edith, and that
he probsbiy killed her father, They do not comprehend
how many othets he has murdered. Jocko stole Edith's
hat a3 a fetish of power. The rest of the hat lays in the
hushes not far away, [1s hatband is ingeribed carefully
with Edith’s name and address.

Jack frankly admires Pelton, though Pelton has taught
him only to say that he is "a groat man.” Pelton reminds
ek of the cruel and powerful génerals he cheered in the
Sreat War,

Jocko has been convinged by Pelon that the powers of
metmnorphosis lie within every man, and that it is the op-
prassions of society and the clever Bies of vrsanized religion
which denies the proletariat even the dreams of its actuad
greatness. Occasionally Pelton ssnuses himself by causing
Facko to performn cluborately hudicrous and humiliating
“mueditative rites” In order to open himged o the truth
which Peltos swears he embodies.

Priton, of course, will slay both in an instant if cither
ever 52108  threat.

The Ssarch Party

If the investigators o downstream from the town, they
find nothing but old wagon wheels, broken Jurber, and
gurbage tossed from the raithway. The river gets bipger and
dirtier from sdrainage from more fecal mines, all the skalis
of which are In operation.

if the investigaiors go a mile upstrean:, they il meet the
scarth party, dragging the pools and scouring the banks.
The men seers competent and carnest, though fiscosr
sged. They alt think that Edith is dead, perhaps waghed
far downstyeam or gnawed by animals or fish, The men
say that they have searched as far as the Pelton farmstesd
at the gorge. but could go no farther than that becauge
beyoad the stresm narrows and becomas quite dangerous.
It is possible, they say, that Edidl’s body is in the ravine,
wedged betwaen some rocks, but I so it iy unlikely that
she ever wit] be found.

The Pelton Farm

A mile beyond the zearchers, the hills nasrow ominously
ont either side. The oad goes uphill in a serdes of switch-
backs and continues fo ithe wost, but the Water Gap
stream slices through the meighboring ridge to the south,
carving a dark and dargerous gorze as it goes. Just before
the gorge, the investigalors came to the ramshackle Pelton
Farmi, home of Jael and Daborsl Pelion, the gils whe
were Uwowing rocks of the tows dogs, and of their father,
Hafer Pelton. The fanm is stilf worked, but the ground is
rented to other famers; the Peltons do not farm and have
no farm animals of any sort. They are, in fact, noticeably
bad with all animals, and animals slwavs react nervously
or angrily when a Pellon is near. They exist on the rents
from their land and perform odd jobs in the area. Rafer
Pelton says he has a government pension. but nover gets
any governuient mail or checks. (Why should he? Since its
foundation, the U, 8. Government has never needed @
werawoif.)

The Rescue

Rafer Pelion

tie 15 the father of and leader of this tiny werewolf clan.
He is tall, dark, and muscular, with a cruelly-inteliigent
face, The mother of his twin daughlers, whom none of the
townspeople ever met, died in childbirth, Unlike some
affliceed with this ancient curse, Pelton takes Hendish
pleastre in his animalistic and malevolent powers of de-
struetion, A cunning lycanthrope, he makes sure never to
indulge hig vite needs in Tiger County; instead, often as
the mwon sears full, ke and his daughters take the train
to Washington, Richmond, or Baltimore, there to pounce
upon and desiroy dovelicts or other defenseless folk. After
waliowing In gore and satisfving their atavisde lusts, they
carefully conceal the ovidences of their depredations,
using alt their human intelligence o do 5o, By viclimizing
those without friends or money, they ensure that the
sofice are not wndaly concemed,

Thie Whitiakers wore attacked because Rafer decided to
fwve somns, 3 vain hope as e would kaow if e understood
more ghaut werewoil reproduction. He impulsively killed
Rogers Whittaker and seized Edith while they explored
Water Gan Havine, He hoped that they would not be
missed or that, belng missed, thelr location would not be
known, The girls (pethaps because of unconscious primal
jealousy) disposed of Ropers” body clumsily, choosing and
weighting a gunay sack which was rotren. When the body
bloated, the pressare tore the sack and the body ros¢ to
the surface of the stream,

Hafer Pelton — Fanan forst

STR 15 CaN 2 $iZ 17 fRT 18 POW 13

DEX i1 APP 12 ELU 19 BANG i Pis 15
Skills: Read English 95%. Read Latin 60%, Bead French
0%, Speak French 907, Accounting 40%. Anthropology
30%. First Aid 79%, Occult 25%, Pharmacy 30%, Treat
Disease 80%. Diagnose Disease 60%, Listen 3507, Spot
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Hidden 50%, Mechanical Repair 60%, Camouflage 504,
Hide 60%, Move Quietly 60%., Climbh 70%, Dodge $5%,
Tump 65%, Swim 3G%

Rafer Pelron — bestial farm

STR30 CON24  SIZ17 INT R POW 13
DEX 11 ERUY SAMO Hit Points 21

Skills: Listen 30%, Spoi Hidden 50%, Hide 60%, Mow
Quiedy G0%, Clinb 70, Dodge 33%, Jump 63%, Swin
80%, Track by Smell 0%

Bite 75%. 1D&+2D4 damage

Armor: 1 pount skin

Spacial Abilities: regenerates | point of damage per round
until dead ; vutnerable to siiver,

Tael Pelton

Jael idolizes her father and doss everything she is toid w0
do by lim. Like her father, she consciously induipes and
exults in hor bloodlust as 2 sign of superiority over merely
human prey.

Jacl Pelton - huwman fomm

STR1? CONI13  SIZ 13 INT 12 POW 1O
DEX 12  APPYO EDU s SANQ it Pts 13

Skills: Read English 25%, Occult 20%, Listen 60%, Spot
Hidden 4%, Hide 35%, Move Quiedy 50%, Climb 70%,
Dodge 609, fump 30%, Swim S0°7

Juel Pelton — bestigl fommn

STR 24 CON26  SIZ 13 INT & POW 10
DEX 12 EDt) 5 SANO Hit Points 20

Skills: Listen 60%, Spot Hidden 40%, Hide 35%, Move
Quietly 50%, Climb 70%, Dodge 605, Jump 50%, Swim
50%, Track by Smalt 60%

Bite 40%, 1 D8+ damage

Armeor: 1 point skin

Special Abilities: regeneratas I point of damage per round
until dead; vulnerable to sifver.

Beborzh Pelton

Deborsh s the more thoughtful of the two daugliters, and
consciousty duspises hor father for seizing Edith. Though
just as chadenn by bloodlust gs he, she agonizes about §t. At
sometime in the aear future, she will {lee the area in an at-
tempt fo escape her dark destiny. She does not know that
thiz is just what her father did, Joug age.

Deboralt Pelton — humage form
STR 12 CON13 B1Z13 INT 14 POW 12
DEX 12 APPY ERli 6 SANGD Hit Pts 13

Skills: Read Engligh 30%, Occult 13%, Listen 60%., Spot
Hidden 30%, Hide 409, Move Quistly 70%, Climd 50%,
Dadge 607, Jump 530%, Swim 507

Deborah Pelian — bestind v

STR 24 CON26 51213 INT 7 PO 12
DEX 12 EDUG6 SANG Hit Points 20

Skills: Listen 60%, Spot Hidden 30%, Hide 40%, Move
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Quietly 70%, Climb 50%, Dodge 60%. Jump 50%, Swim
30%, Track by Smell RO%

Bita 40%, 10841 D6 dawage

Armor: 1 point skip

Special Abilities: regenerates 1 polnt of damage per round
antil dead; yulnerahle 1o wlver,

The Farm

The Pelton fsro consdsts of welbkept feids, 3 tworoom
furmhouse, a woodshed, and a mostly coliapsed barn, The
fonces age niew and in good repalr the bulldings sppear al-
must ualivable, Only woadsmoke or a light at night might
indicate that they are not abandoned,

The Waodshed

Thie woodshed bolds nearly vight cords of well<ured hard-
wood. Some stioks have foeth marks on thom,

The Celtapsed Barn

The Peltons have concsaled o nedt Bere, room cnough for
all theee to lzke shelter. There e o few busman henes
strewsn sbout, ss well g5 some hardiack wrapped in several
lavers of oilskin. The werewolf fumily has conveaied near
Iv a dozen such hiding places up the gorge snd through
the nearby hills, In one of them Edith is being hald,

A twofool-diameter tunnel extends underground fo
the stroam bank some hundred feet distant. The stream
exit is camouflaged by a large flat rock.

The Farmhouse

The frant reom comains a table, four chairs, a fireplace. a
{ew cooking utensis, and some books - all about wolves
and werewolves, Prominent among them is 2 copy of
Meonstres And Their Kynde, in (rather archaic) English,
which gives +8%. to knowledge, has & x1 spell multiplier,
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and costs FD8 SAN 1o read. There 45 slso a copy of fes
Lupus Horrifique in French, concerning % muass oabreak
of lupus or rabics, by & Dr. Raphael Pellonne, privately
printed in Martinique, 1887, The book s filed with terd-
fying events, told in an exceedingly cynical way: +7% to
knowledsge, and -1D4 SAN, The bogk holds no spells. The
roorn is generally iy,

The back room’s contents include three beds, dirty and
ungmade. Fhere is a second fireplace, and this one has
warm cosls, Clpthes are piled everywhere, both mens and
womeri’s, and an upright wardsobe actually holds reason-
ably clean, respectable clothes. These are womn by the
werewolves during their froquent journeys to the cities in
search of prey.

Water Gap Bavine

While the kecper & fice o have the investigalors encoun-
ter the Peltons at the fasm, this event will be moze drama-
tic if #t occurs in ihe ravine itself, in the serai-darkness and
deafening roar of the place, among shelves and boulders,
somewhere along the tantative animal trail which follows

Fhe Rescue

the garge (and which in three miles opens with it into an-
other valley).

Be sure to have the investigators take up a marching
order and have their players state whether the search will
be thorough or cursory,

Some $5-30 minutes intp the gosge, Pelion {in his hor-
rible man-beast form) will exhibit Edith 2t 3 point well
ahead of the investigators, and make her scream to ensure
that the Investipators sze her. Pelton’s blood frenzy is deiv-
tug him to attack the interiopers.

The Trap

Pelton will bingd the everswooning Edith to a tree in a
small wide place &t the gorge, Al three werewolves will
hide; Pelton will louk to sce if any of the investigators
seemn to be armed and sttack thst individual, or anyone
wit seems to be the leader of the group. The two gils
will spring forward osly when Pelton does; they have
hunted with him often, gnd are woll disciplined In the craft.
Pelton's attack will come when the attention of the in-
vestigators is momeniarily focused upon the stibliving

ABOUT WEREWOLVES

There are porhaps meny o
varigty af werewalf that the
of 3 genetic virus so far not i
diszase ressnble those of valdles:
sequcnces ara hoth less by ly fetyl and wore long-las-
Ing. Normaily, the dlseass i foted vie ssliva inabite
attack, enid o victhn sundving o werewol! ettsck has s cumme
fative 5% chanes of conty

zs? ‘wege-things, The
The nranerties of the

damage woulsf have a 25% ::‘?%aac_:e of hegoming g Iveanthrope,

Sexyal congrass betwoen g weppwolf m&? an hndisassd
human results in the Infection of the formerby undimansd A
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The Rescue

Edith, gratultousdy draped acruss z low freg imb, shouting
for help,

After 4 wevewalf kills 2 hunian, it must susceed in an
Idea roll {with its lowered INTY} or be so diverted by its
kill that it will hait to feed on 2 victin, rather than seck-
ing 1o kil all the investigators flrst. The werewolves may
well be victorious, but at least one or two investizstors
should he able o escape.

Escaping

There is not much chance of svading three werewoives in
the gorge, but i might be done in three ways. First, the
beast-things might be so diverted by their kills that the
claracters cannot be tracked dows while in the gorge, I
they make it past the Pelton farm, they will be so o to
the men still sesrching for Edith’s body thet the were-
wolves will reftain from attacking.

Secondly, they might try climbing the walls of the
ravine. It is six Climnb rolls 16 get to the top: the were-
wolves will not clitsb up the cliff, but they may Iater p-
sue sucl escapees once on top of the bis{f. gatting thers
by safer. if not speedies, paths,

e
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Thirdly. an investigator or twa might brave the Waer
Gap siream itself. This siver Is about forty frer wide and
eapid, but six successful Swim rolls will hring such a char-
acter to the searchers fux downstream (he will suffer 1D5
damage fTom bumps sad serapes slong the way).

1n aay case, the werewolves will certainly try to elimin-
ata the remainder of the party before the alarm they will
spread is taken too sedously. An stiack at the boarding
house wr on the train should nof be ruled out. If an nwves.
tigator does emerge alive and returs to Washington, the
inthaence of Walsingham and the Whitlaker family should
ensure thatl & major pusitive hunt is launched to elimingts
the scourpe once wnd for sl The werewolves wilt likely
enlist their beggar afiles, Jorko and Jack, but these worth-
ies are not likely 1o <suse trouble on their own. The
details of such a campaign are beyond the scope of this
scenario,

About Edith

Edith Whitteker is a shelisred yvoung lady, unprepased for
being kidnuped and held for unlmagingble reasons by 2
erotp of werewolves. Shé bas spent most of the time un-
conscious of feipning unconsciouspess, and a2l she can re-
pott to the investizatoms is one shosking transfomation
hy Rafer Pelton and the gross ioilet habity of his two
Gaughiers. She has been held in a wnall cave midway up
the ravine, close to a waterfall which would have drowned
out any sereems she might have made had she felt confid-
ent enpugh to make them. She has no other memories;
keepers may arrange events as desired,

Pelton may have infected her during her stay, The in-
vestigators may hring her back to civilization, only 10 read
of mysterious and shocking murders near her home dur-
ing the next £ull smoon.

if Pelton has dmprepnated her. she will die in child-
hirth #f she goes to term unless she can roll her CONx1 or
less om 1131040, Her child will manifest the werewolf syn-
drome a1 pabsety.

Edith's risd surely will have been affecied by the
ghastdy death of her father and by her subsequent ardesl.
The gossip about her will be claborately cruel. Tt will be
many vears before she can place this eizborate incident
behind her. She might possibly want to become an inves-
tigator at some later date,

Rewards
Surviving investigators who can prove that BEdith is dead

will ecarn some eratitude on the part of the Whitiakers,

ard will pain sonte small krowledge and influence in the
saifonal buregucracy, I they can return Edith alive, the
family and friends will incidentally mzke sure that the
Investigators recelve enough Investment jnformation i the
next year to reap & 511 retern on investrients, up io
$16,000 initial eapital.

Lach investigator will gain 15% to add ¢o his or her
Crodil Rating.

If the werewolf gang is killed or broken up, each nves-
tigator will gain 1D343 BAN cach.

Finaily, Wakingham wiil abways insist that any survivors
always stay at his home when they are in Washington D.C.
thereby saving incidentsl fond and lodging costs.
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the Secrer of Castronegro

introduction

Castronegro is a guiel linle New Mexican town, sbout 48
mies north of Silver Chiy, near Black Mountain. To the
neked eve, it appears to be a sleepy fittle place, filled with
toughened ranchers and sheepherdess, 2 place which
hasn't changed much in decades. Flowower, beneath the
veneer, Castronegro is a pool of foul evil, 1 is a plage of
sirange happenings, and the nearest townshins compain
of constant disappearances and odd summer coeremuouies
zpon certain uothills, Perhaps someday & brave and in.
trepid lnvestigator will learn the secret {Jf(f&str(megno apd
rid it of its horror, Lntil then, the sdeepy Hiile town will
sit and putrely in the desert sun.

Castronegro is an adventure designed for 3 to § moder
atedy experienced Call of Crhulhue adventvrers, It should
be aliowed to unlold slowly, cach clue leading to another,
untll finstly Castrencgro is cither saved or damned for.
ever, Az with all scenarios, the keeper is strongly adviged
to read the adventurs careluily before attempting torun it

Keeper's [nformation

Castropegro 35 the home of a 300yearold wizard of
foul sorcery. named Bernardo de [Haz, In 1680, ke lof
Spain with his family and another corrupt family, the
Vitheila-Pereiras. and came to the Spanish colonies in the
New World, As 2 wealthy Spanish Dos te began the
community of Agua Blanca, which came to be kuown
later as Castronegro.

The de Disz® sed Vilbeila-Pereitas suffered {tom a
strange herpditary devolution - the result of inbreeding,
canpibal nutrition, and Blsckost sorcery. The fumily has
developed 3 iarge numeber of inluuman features, the maost
noticeable being: long teeth {espectally the canines); lank,
elongate bmbs; hunched posture; vividly green cyes; high
cheekbones: and raven-black hatr. These charocteristics
were presgnt before their voyage w the New World, but
became fur more prominent later. However, most of them
can stilf pass eggs,ﬁﬁi for nureal humans.

In B728, when the Inquisition was still active, some
suspected witches fled to Castronegro to escape persecu-
tion. The most notable of these were Gabriella de Herrera
and Alonso Garcia. two wizards of some renown. Other

are baffiing New Mexican Authorites.

cret of

astronegro

Weird disappearances, bestiad cattle mutilations, avd depraved demoniacal rites
Wl the dnvestigators solve the puzzie?

i‘amiliea caine 10 Castronwm later, most uf‘ fher‘a with 1o
am] came 1o Hve in the town, 1eneed é}y 123& Spmsh p.ldres
who had finally arrived. The de Dipz” and Vilhella-Pereiras
were gradually forced to conceal their practices, The most
deformed victims of the family “curse™ came to dwell in
the labyrinth beneath the Casa de Diar, Begnardo de Diaz’
private mansion, The normal townsfolk ssd simple
fndizns learned, too, that it was disastrous to take 100
close notice ol zn odd-lockmg de Digz . or strange lights
on the mountains at aight. Even the padres were sonn
hullied into submission and warnced to concers themselves
sodely with spirituel matters. An equilibrium was reached,

With the Uuited States® conquest of New Mexico, the
de Dizz famnily became simply Diaz. At present, Castro-
negro is 2 town of about U0 inhabitants, covnting the
nearby ranches and smefl Apache homestesds, Approxi-
mately 30% of the town™s residents are Diaz’ or Vitheila-
Perejras. The rtest are just ordinary New Mexico towns-
people, though many are of Spanish or Indian descent.

_l‘f{EIRD DISAFPPEARANCES BAFFLYE SHERIFF

“The police of souithwest New Mexico have been mys-
tified by 2 strin ﬁ(&f evidently sureluted missing per-
G5 gases, I
L %pwm?w 28, Joaguin Vitheila-Pereira, a
adtber of the sndll town Gustrenegra, was discgverad
o have left his reom s the Armitage Hotel in Sibver
Clty, leaving all his posséusions behind. The author.
- $ins suspect foul plagi Bit uve no suspeots or clugk;
7 This would not be # siprising were it not for fwe
:Wom disappeariioes. On September 16th, D
Wiiliamr Godfrey, a noted Professor of ?syciwlgg? B
the Lmvc’mty of New: M

dxics at Albuguerque, wWas
reported missing while traveling from Silver Gityitn
L.as Cruces, On the $8ih, » traveler from Boston &
3, David Lane, was found mising from his rented
Foom in. {iwmwwn Silver Czay‘ &imh &)f these d.xsa;}

5uspm{.'£§z ; jiffgg:a;re is some cmc&ﬁ% Betweer them,




The Secret of Castronegro

When invesilgators come to Castronegro, things may
bacome a little deadly, However, they may succeed in
unearthing the various lesser secress of Castronegro and
finally discover Bernardo de Diez’ hidden pasti. Their ulti
mate gosl in this adventure is to destroy Bemardo Diaz
and escape from the town.

The Disappearances Near Silver City

The adventure begins October 1, (the year is up to the
keeper}. One of the investigators will notice twe odd
Associated Press articles in the local paper.

To interest the investigators lurther in this Hitle conun-
dram, the keeper may have ong of them (preferably a
professor) acquainted with Dy, Godfrey. There is gnough
interesting mystery here {o aitract almost any red-blooded
investigator. If necessary, the keeper may have vne of the
investigators hired by David Eane’s family ta find him.

At 1ids point, the investigators have their work cut out
for them, and they shodd be allowed io do ressarch and
Inok for clues for a time, Pertinent clues are listed below
under one of five separate headings: Dr. William Godfrey,
David Lare, Joaquin Vilheila-Pereirz, the town of Castro-
negro, and the cattle butcherings. The investipators will
need to go to New Mexico to perform the investipation,
Each: investigator may investigatz no more than one clue
per day — possibly much less if he must make a long trip
cross-country or on the road.

Dr. William Godfrey

At Dy, Godfrey's home i Albuguergue, investigators witl
learn that he faited fo return for two days before his
landlady called the police, The landlady, a Mrs. Baines,
descerives Dr. Godfrey as an energetic sran in his early
fifties. He was balding, had a slight pot belly, and wors
gold-rimmed spoetacies.

E&D CATTLE % GZZLE CONTINU&S’ ..
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If one of the investigstors makes a successful appropri-
ate Communication skill roll (the exact one needed s up
to the keeper), the lindlady will permit the party to
explore the investigator’s house. There are several Herms of
intezest in his study, possibly requiring s successful Spot
Hidder to find: a coat with g train ticket for Silver City,
New Mexico in the pocket; 2 loaded .38 revolver in the
desk drawey; a copy of the book Mameless Cults (Golden
Goblin Press edition}, found hidden behind several other
books on the small bockshelf beside the desk. Any char-
acter finding this item who takes the time to examine it
will notice a price tag on the book™ back which reads
“The Tomb/53100." There are no fusther items of interest
at Dr. Godfrey’s house.

Talking 1o Dr, Godfrey’s colleagues at the University
will reveal the fact that Dr. Godirey wag generally con-
sidered somewhat of an cocult investigator, a3 well a3 2
psychology teacher, and soveral references will be made {0
his study of superstitious beliefs among the Apaches and
old Spanish inhabitants.

The police station is happy to let the investigators
know anything they want to know about Dy Godivey's
disappearance, They woudd much rather work on more
important cases, such as buarglaries, shootings, and car
theft. All the following information is ut the puokice
station, and wili cheek out s correct if the invesiipators
bother to look it up. De. Godfrey traveled to Silver Clty
three times during the fwo months befors his dissppear.
ance, each time with a fortnight layover. The {ast fime he
stopped vyver al 3 friend’s house the nipht Befors he left,
and his friends saw him to the station in the morning,
confirming his departure. Howsever, he did not arrive in
Albuguergue that night. His landiady called the police
two days later,

Irvestigators who snoop arcund & bit more negy be able
to find the conductor who was on duty or the Sitver Chiy
route (this should not be easy, and should require a1 least
one Luck roll on the part of the investigators, as well as
any other setivities o1 dle rolig desired by the keeper). Il
properly persuadad (this should invoidve ot Teast $30 worth
of encouragersent), he will yecall the professor. He de.
scribes Dr, Godfrey as a fat old man with speciacies. He
remembess that the professor asked him abouf the bus
route from Silver City to the tiny burg of Castronegro.
The st time he saw the professor, that he can remember,
was on September 1dth, He was in the company of
twe strange fellows, evidently cowhiands or country Tolk
of some sart. He guesses that the strangers were brothers
or at least refatives, since they had 2 definite family re-
semblance, He would have thought that they nuight have
had Indian blood, with their black hair and high cheek-
hones. if it wasp™t for their stikingly green eves, He ssems
to recall that Dr, Godirey sppesred dazed or possibly
drurtk on that oceasion.

David Lane

At David Lane's room on Hyde Strect, investigators will
learn that Lane was evidently kidnaped on September
18th. All his traveling possessions wease left behind. The
landlady describes {.ane as a rather vagus young man with
blond hair and blue vyes.

if oue of the investigators can chayin the lundlady with
an appsopriate Communication skifl {the keeper should
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decide), she will allow the purty to see Lane’s rooni. Most
items of interest have been confiscated by the pelice us
patt of Whelr investigation, but they missed a piece of evi-
dence. The investigators can find this with 3 successful
{dea roll combined with a successful Spot Hidden (both
rolls must be rade by the same investigator). It is an
opencd envelope, hidden as a bookmark in a popular
novel on Lane's night-table, It is addressed to David Lane
at his Hyde Street adideess. The return address is to Father
Alonso Vitheils-Pereira, Castronegro Chapel, Castronegro,
The lettey itself is nowhere Lo be found.

At the Silver City sheriff’s office, imvestigators can
learn that the police believe foul play was invelved, With 2
successfal Debate roll, the investigator can discover that
the police found tracks in the dust outside Lane’s window
after his disappesrapce, One pair of prints were shoes of
the same size as Lane’s; another pair were thick boots
with a cross imprint on the heels; a third and final pair of
prints were farge bare footprints, Neighbors of Lane re-
ported seg¢ing two strange characters loitering on Hyde
street all day on September 17th, Both had dark hair, bad
teeth, sdllow complexions, and were dressed in ill-fitting
coarse clothing. One waore a pair of heavy leather boots.
The police station can also give the investigators Lane’s
Boston address.

At Lane's Beston residence (or via mail) Lane's parents
can be intesviewed. A successful Debate or Qratory roll is
needed for gét them to open up or even let the nvestiga-
tors inside {or answer letters sent to them).

The Lanes are well-off, and live 1 a modest townhonse
aear Beacon il Their son had been staying i Aibugues-
gue for some éma, and planned to visit a gnall town
¢alled Castronepro i investigage some strange rumors he
fiad gatten from jocal Apaches. ¥ his letters. he was
excited zbout something to do with "reverse evolution®
und the occuit. On the way. he planned o stay for s
couple of weeks in Stlver City, to see a frend of his
named Adam Litte. David had quite an interest in the
seientific oceult,

In Sifvey City, the investigators can visit with Adam

Little if a member of the party makes a successful Debate

or Oratary rofl. Adam Little is 2 hunched old scholar and
is wary of the investipators. He seems nervous., He will tall
the investigators only that Lane’s interest in the occult
took him too far; Bis knowledge came to the sttention of
the wrong people.

Joaquirn Vitheila-Pereira

At feaguin Vilhella-Pereira’s hotel room at the Armitage
Hotel in Silver City. the investigatoss will find little of
interest. All Vitheila-Pereira’s belongings were taken by
the police, to be searched and then delivered to his family
In Castronegro. If the kotel owner is interviewed, he re-
members Joaguin Yilheile-Percira as & furtive young man
with 2 pale complexion, hright green vyes, and black hair.

At the Silver City sheriff’s office, the investigators can
get more information with » successful Oratory or lLaw
rofl. They wili*be told that the deputies found nothing of
any use among Joaquin's belongings, and that they had
heen picked up two days after his disappesrance by his
uncle, Philip Vilhella-Pereira, a tall man in his thidies,
with green eyes and black hair,

The Secret of Castronegro

Castronggro

At the newspaper archives of any important Silver City or
Albuguergue press, any investigalor making a successful
Library Use roll will find several articles on the town of
Castronegre, dating back over thirty years. All articles re-
port the mysterions disappearance of infants from the
Castronepro area, Al first, these disappeatances were attsf-
buted to the still-unpacified Apaches nearby, but gradu-
ally the vanishings were just left as a mystery. One other
article tells the story of the disappearance of a Castro-
negre man visiting Albuquerque in 1892;a case similar to
that of Joaquin Vitheila-Pereira. The other grtigles are
dated 1890, 1898, 1902, and 1918, In the 1898 article a
Castronegro man named Bernagde Diaz is named as a
prirae suspect, but there is no infermation as 1o whether
he was cver amested o1 not.

At thie University of New Mexico library at Afbuquer-
qué, any investigator making a successful Library Use roll
can find the follewing information on the histery of
Castronegro:

PR - .‘\glla
v earty inithe 18th

At the Silver City train station, investigators can learn that
bus tickets to Castronegro cost 23 cents each. The bus
Ieaves every Tuesday morning and akes twa hours to
reach Castronepro. The bus returns the next morning.

Cattle Mutilations

If the investigators try te look into the cattle mutilations,
they will get little help. The Albuquerque police station
has almost ne information on the butcherings at ail, and
the police there will supgest that the investigators try
the local gheriffs. The investigators can try the sheriffs
for any county in southwesgtern New Mexico — they will
get the same story everywhere, The sherifls will not be
happy at tulking to the investigators, and will not let them
see thelr files. If pressed severely (make & successful Law
or Debate roll), they will give them the names of a few
ranchers wio hgve lost cattle,

Charles Dexter is now in Eurape, and will not be
coming back for at least a year. His ranch hands have all



The Secret of Castranegro

been paid off. end have unanimously left New Mexico,
leaving no forwarding addresses,

if the nvestigators take the trouble to interview any
cattle ranchers of the area, almost all of them will admit
to losing “z heifer or two.” If the investigators attempt to
probe deeper into the lesses, the raschess (and their hired
help} will dry up. They have been quite spooked by the
cow-kiflings, and have o ides what eould have caused it.
If they are directy asked about the tows of Castronegro,
the ranchers will appear bewildered — “It’s not the
greatest place in the world, but T don’t think the cattle
butchers are from there”

Arriving in Castronegro

When the bus aprives in Castronegzo, the bes driver will
give the investigators (his only passengees) 2 brief descrip-
tion of town. He will point out the Herrera Motel (the
only rent house in town); “The Chungeling” private club
(if an investigator fooks to be an official, he will say
no more, but i all appeuar to be men of the world, he will
hini srrongly that it is a speakeasy — which it is}; and the
Castronegro Chapel, the only church in town. U the inves-
tigators evinee any sort of interest in the occoult or the
mystical, lie will point out “The Tomb,” u local book
store; and the Castronegro Library, which s said to have
3 preat deal of unChrisshan reading material stoted within.
Then he will point out Casa de Diaz, a large bullding built
upon & foolhill about 4 mile northwest of town. 1t was
buils in the 18th century by the towu’s [vusnder, and is
stil dwelt in by his direct descendant., Bermurds Diax VL
The driver will say, with a servous attempt af joculaity,
that Berrardo iz one of the main reasons fravélers don't
stay long in Castronegro - Bemards rung the town, and
doesn’t care fur strangers,

If the investigators come to Castronegro by autpmobile
or seme other ryeass, the keeper should ensure (hat they
somehow get the ghove desciiption of the tows, Ons
possible way to asccomplish this would be an overhesrd
cowversation in Silver Cliy.
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Investigators Draw Attention

Once the igvestigaiors begin 10 guestion various towns-
people and pry into the affamrs of the Dhaz family they
will draw atiention {rom wo sources, They will be visited
by constable Fred Garcia who will wam them against
causing irouble, and they will he the targets of periodic
potshots front uskaown gssatlants.

onstable Fred Garciz (2 distant relative of fugitive
Alunze Garcia) detests having to deal with problemss. The
moement things begin to stir he wilt hlame the trouble en
the Ieestipators. When the potshotls begin he will ask
them to olesr out of town. I they insist on staving, he
will seareh them for guns and under no circurastances wii
ke et them Reep any during their stay. He will want to
search them and their rooms zficr every shooting, If
any of the investigators are hit he will stop harrassing
them and start an investization,

Fred Carciy

STR 16 CON 13 SiZ 13 INT % POW 11
DEX 18  APPiZ EDU S SAN 45 HitPwis 12
Skills: Law £5%, First Ald 455, Lisrening 50%. Spet
Hidden 38%, Fax Talk 45%, 45 Revolver o0%

i€ any of the loculs is attacked or the Shephard barn &
blown up he will (ry te arrest the investizuiors for the
crime. If f2 needs pdditonal help, be will sepd someone
to fetch the Silver City shariff,

There will be an average of one porshot per day al
the investigators i they venture outside the hotel. [1 will
always come from long sange and will have 10% chance to
hit, & hit will do 2D6+43 poinis of damapge, There will be
no trace of the assalfant when the Investigators search.

The services of dovior Carlos Vilheila-Pereira are avall-
sble to anyone who needs smedical attention.

The Investigstion

For the keeper's convenience, Casironapro has been sphit
into ten main sections, lsted in the general order in which
most parties will investigate thern, Bach location brings
the investipators & Hitfe closer to ihe {inal secect. and
should build suspense 2 lite more.

The Herrers Hoted

The Herrera Hotel is the only place 1o stay in Castronegy.
it costs §2.00 per night for a single room, meals included.
1t 15 an old adobe building. at feast o hundred years old,
with two stories. The first story conuing & orede lpunge,
a dining room, the desk area, @ kitchen, and the proprie-
tor's rooms, The second story is faken up by 2 dolen
roems: 2 for the employees {8 madd and 8 cook); 2 faken
by Apache fanmers in town to sell their produce; ) taken
by James Whitlock, the handyman and town drunk; and
7 empty guest tooms. Each room contains a bad, & smsll
siiting area {with a table znd two chairs), & bathroom
(with a tub); and a window with a view,

The owner is named Juan Herrera {3 descendant of
Gabriedla de Herrera, the witch who fled to Castranegeo
in ¥728). Hz iz & 1all, blond man bn his cardy thisties
Herrera 13 honest, bot knows enough sbout what’s geing
o 10 stay guiet, He will give investigators directions
around, giving the locations of the Vilheila-Pereira Tobac-
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“The Tamb " occulr shop

co Shopt “The Changeling,” a notso-private club that can
be joined for the smembership fec of $5.00, that {if the
investigators look (ike suitable persons} serves liguor octy-
sionally: the Castronegro Library; and the Castronegro
Chapel. I the invesiigators express an interest in the
oceult, he will mention the excellent local shop, “The
Tomh,” and remark about what a gem it is, especially lo-
cated in this litile town.

Juan Herrera knows nothing gbout Dr. Godirey or
David Lane, and if asked about Joawin Vilhela-Pereirs,
e can onby direct the investigators to Joaquin's umcke’s
shop, the tobacco store (location 3). Juan Herrera spesks
paor Spanisk and excellent English, and is abrupt znd ner-
vous in manger. Fis satistics follow:

Juan Herrera

STR13 CONI4 SIZ14 INT 14 POW 12
BEX 12 APP 0 EDUI1Y  SANSO  Hit P le

Skiffe: Accounting 30%, History 20%, Listen 60%, Spot
Hidden 35%. Bargain 40, Club 35%

Cnce the investigators ged deeper into the scenario, they
may have sirange expetiences at the hotel, Once they have
investigated several other Jocations, they will be noticed
by Bermardo Diaz, who will create sendings against them.
Each night. a chosen investigator will lose 1 SAN from his
awful dreamns the night before. He will not be 2ble to 1e-
membar these nightmares until and vnless he makes an
INTx1 tolf on 12100, If he does, he witl rensember seeing
strange hairy, half-human things with glowing green eyes

dancing obscenely around a strange stone obelisk {identi-
¢al to the obelisk at location 7). If the investigators per-
sist, ¢ach ndghi they will hear strange seratehings and tear-
ings at their doors, and pallid. hideous faces will suddenty
sppesr at their windows st night. These faces will only be
visible out of the corner of the eve. and when investigated
furtler, will vanish. I the investigators try to spot what-
ever is causing the scratching noises, they will likewise fail.
On the night afier the scratchings have first been heard, an
investigator will be kidnzped Trom his room. No noise
witl be heard, and he will simiply have venished into thin
alr, #}] his belongings being left behind, H all the investiga-
tors have locked their doors, then this will not oceny, but
the scratchings wiii continue. If the investigators did not
lock their door, permitting the kidmaping, then ths
seratehings witl stop for a few days after the crime, If the
remalning investigators continue their prying, the scratch.
ing wiil start apain. If inquiries 4ze made, no one else in
the hotel will admit to noticing anything abrormal,

The Tomb

“The Tomb'™ is a bizarre little occult shop cluttered with
sirange artifacts. In ithe window alongside a statue of 3
Balinese 1emple guardian-demon is & sign which states,
in Gothic hand-lettering: “The Tomb: Proprietor Filipe
Dlaz.” No one is ta be seen when the investigators enter.
Filipo Diaz will creep in while they are busy looking at
something and startle them. {n the shop are many things
of interest. It should probably surprise the investigators
that an ozcult shop, traditionally 1o be found only in the



The Secret of Costronegro

largest cities, can survive at al} in such a small town. It is
also rather peculiar that there is litthe Nanve American
art or calt figurines here, considering the New Mexican
Jocation of the store. Amidst the numerous items, mauinly
hooks, there are six objects or sets of nbjects of particular
faferest -~ a2 Spot Hidden rell should be made for each
separate object.

1} A collection of six weird liftle pagan statueties.
Fach is azound 6 inches 1all and made of a smouth green.
ish stone. Any investipator making o successful Archacol-
ogy or Oceult roll will recognize them as probably of
ancient Oriental origin. Any character meking # Cthutha
Mythos roll will recognive the lormat snd stone as that
sometimes associated with the legendary Platess of Leng,
4 prehistoric spot where the creatures of legend were sup-
posed to mingle {reely with mankind. The statueties are
priced at S5 each.

Y A wax cell recording, This is a grall metal cylinder
cowpred witls 2 thin wax layer, of the sort used in the late
19th snd earhy 20tk gentury io record sound. It can only
be played buck or a cylindsy phonograph {(which hase
gone out ol vogue by the 19285, though some 2xampies
could doubfless be found with some diligen: search).
There are no such phonographs in this shop. I the invesy-
gators purchase the recordiig and play it back, they wil]
find that the evlinder it a resmrding of 2 strapgs chanilng
produced by sowe thrumiming voice. masnifestdly not hie
man. Al fistesing lose ID3 SAN the first time this ix
heard, The recording is priced at $100. A suitable play-
hack device could be found in Albuquergue Tor 520,

3) An odd statuette of a ravdike being standing on s
hind legs. 1t ix zround 2 footl tall and made of a baked red
clay. The statuette & sxremely dersiled and well-mads,
The rat-thing"s fsce is ecrily human and looking at il for
the fiest thwme costs | SAN ualess a SAN 1ol soceseds.
Any charscter making z successful Cihudhu Mythos rofl
will seem fo reeall references to such a being as some
minor race. The rat statuserie is priced ot 323,

43 A livde silver chilies, § 15 around six inches tall and
kammercd inio sirunge, convaiyied dosigns, It is priced
at 5108,

3) Ar ancierd untitled Latin volume. It is a guide 10
cannibalisiy. compiete with hogrendousty graphic Hlus.
tratiuns, Anyone reading through it will sutomatically
lose ID6 SAN. Just browsing through the piciures will
cost 103 8AN, The untitled book is griced a3 550

6) A book of poetyy gntitled Fhe Dok Angel s Kiss.
It is tilled with hints and slluvions to the Cthulbu mythoes,
but is nut too specific. Reading it costs 1D3 SAN and
gives the character +1% Cthulhw Mythos, The book of
puetry is priced at 320,

The Tomb’s proprietor. Filipo D¥az is a tall, gat, old
mat with green eves and gray hoiy, He his ap annoyingly
amused and mocking smite. He wil sefl any Hem i the
sfhiop to the investipators. but makes st clear that it is ot
their own risk. IF asked about his business or clientele, be
will state only that he doos much mafl-order business,

Filting Diaz

STR 7 TONG6 SIZ 16 INT 16 POW 14
DEX 12 APPIO EDU 4 3aNO it Pts 10

~ Skills: Read Lutin 70%. Resd Arnbic 609, Cthulhu
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Mythos 208, Hlistory 70%, Library Use 607, Occult 60%,

Cratory 0%
Spcil: Dread Curse of Azathoth

Although Filipo Diaz sells minor items to various avoult-
isis to keep himself in business, his true purpose is to sup-
ply Berpardo ez with the items and artifacts he reguires.
Filipo receives these things from coniacts {hoth Dinz” and
Yilheila-Pereizns) all over the world.

Vithetla-Perzira Tobaceo Shop

VilheilaPareiry Tobacco Sheop is a small siore tgn by
Philip Vilheila-f'erelra, she uncle of loaguln Vilbela-Per
gira. Upon secing it. the first thing the investigators will
probably notice i a cluster of five small pagan statsettes
from Leng, identical 1o those in The Tomb oceult store,
nside s nothing clse out of the ordinary.

Philip Vitheila-Pereira &5 4 tall man 1a his thirties with
bhick hair and green eves, IF asked about his nephew
Joaquein he will say that s voungster wias 2 Jisprace o
his family, and deserved whatever he 2ot for riening
away. He will thes turn away, muiicdng something under
his bresth, I an investigdfor can make g successful Listen
ol he can hear that what Phifip 1s mutiering is something
tp the effect that his neplvw wasa’t even pood encugh to
be interred in the family vausit - implyiag that be believes
Joaguin o be dead. Philip wus Joaguin's ward, as his par-
ents died when he was yvoung. If the investigators contin
ue 10 press bim for details, he will sugpest that they either
purchase serme of his goods and leave or else just leave,

Phitin Fitheila-Fereirg

STR12 CONII SIS EINT 14 POW 13
GEX 12  APP 12 EDU 1Y SANI3 Hir Prs 13

Skillss Accounting 535, Cthulhu Mythes 107, Bargein 30%

The Changeling

The Changeling is the loal tavern. (s consurucied ol old
adobe and fooks nzagly 150 years ofd. [t fas ane story.
containing the bar, 12 tables, g bagk room. and s cellar
used o keep drinks cold in the New Mexdcan heat. Tt is
officially a “private club,” buf gnyone can get in by ten-
derisg 35 at the dour. Regulars can gt dn for free. i a
local meeting plece and is often filed with norinal towns-
folk. ag weil as with the vecasional Vilheila-Pereira of Diaz.
Though it is sull the prohibition era, The Chaageling
purveys i1s wages guite operdy. The government inspectors
have gl been bought off or scared away.

The Changeling's owner 13 Githerto Diaz. a tall man
with black halr, a rather Indian cast 1o his fage. and baight
preen eves. He is huspitable, but will be rather distant to-
wards the investigators. He will not speak to them about
anything pertaining 10 any disappearances or cattle kill-
ings. I rudely pressed, he will stmply turn 8js back and
bepin polishing sonte glassas.

Cilberto Digz

5TR 14 CON1Z 82 16 INT 13 POW 12
DEX 12 APP & EBUE SAN 20 Hit Pis 13
Skills: Chemistry 10%, Crhulhu Mythos 10%, Listen 70%,
Debate 30%. Brew Beer 90%
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Alse in the tavern (5 a character by the mame of James
Whitlock, the town drenk. He s short and lumpy with un-
kempt brown hair and a wild unshaven face. He is 49
vears old, but looks Hke he is in his late 50°s. He drinks
heavily becanse of what he has seen and begun participat-
ing in hefore his naoural horror rose and forced him to
stop. With a few drinks and a success{ul Debate or Grato-
vy roll, he will drone on for a few minuies, giving useful
ipformgtion to the nvestigaTors.

He clsims to know that the disappesrances in Silver
City and thereabouts were “sackerfices by th” old guys
form Castronegro, Tharz stil} lights and dancin® in th' hills,
£f yub go up tharz way on th” wrung nighis, yuh ean heay
awlul yellin® and scicamin And th' screamin® 2in's jest
kids bavin® fun. 1 seen “em. And | seen whut comez with
‘e - gred whir comz with em out to Shephard’s Hoare
T knew yuh don't blieve me. Yuh don't care. Yuh doa'’s
koew nuthin, You climb up them foothills “n th” Shep-
hard Bary anad see what yuh think then! Take o gander at
the old [Hax vault, Then yul'l know it sin't jest the
drink taikin’ in me!™

James Bhitlook

STR 8 CONG SiZ2 13 INT 2 POW 2
DEX S APP R EBU 10 SANZD HitPts 10

Skills: Cihulbu Mythos $%., Spot Hidden 407, Track 547,
Hide 60%

The Castronearo Library

Tie Castronegeo Hhrary is onz of the fow wooden budd-
ings in fown. B i fairdy modermn, and was built no mors
than 20 vears azo a9 a result of funds from a grant from
Andrew Carnegic. It i3 looked after by a stranpe oid 1
brarian named Efraim Digz, On the ground floor s th
desk, an index, six reading rooms, and some bookshelves,
The secand fleor iy devored entirely 1o books.

Within the ibrary, the following pleces of information
may be found. Each {idhit requires a sepamate successful
Library Use aitempt,

T} A histary of Castronegro Identical to that i the
University libzury in Albnguergue.

2Y A history of the Castronegro area fram before the
town was settled, Muach is conjeciure, and there are few
real Facts, but the chapier tadks about a tibe of indians,
evidendy unielzted 10 ilie nearby Apaches, Comanches,
Zuni, and Navajo, which dwelt in the arez untll 2 fow
decades before the Spanish srrival. These Indlans raised
at least one stone menolith and the names of their gods
were retained for hundreds of vesrs by the neighboring
tibes as u vurse, These pods were galled Niurab and Yo-
hoso. Fvidently the tribe was wiped put by the Nawajo
around 1630, The tribe left behind fow relics, but o few of
their stones can stifl be found in the rough hills around
Castranegro,

3y A family fincage history of Castronegra, The most
igterosting parts here are the famity trees of the de Dinz
amd Vitheila-Pereira families, which can Be traced hack
1o the original setdement in 1680, Although other fam-
ties have arrived since, 1 is evidesd that the Disg and
Yilheita-Pereira populdion makes up about 309 of the
tawn's inhabitonts, With 2 successful Idea rol, an inves-
tipator wiil realize that there is something guie interest-
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ing i Bornarde Disz' Hne: approximately cvery 48 years,
fromy 1730 on, a new Bernardo Disz is isted as being born
{s.g. Bernardo Diaz 1T was born in 1731, Bernaido I was
bom §i {769, Bernardo {V in 1812, Bernardo V in 1850,
and the current Bernardo VI in 1891}, About twenty
vears after each new Bernardo was born, his predecessor
died. The current Bermarde Dz would be s little over
thirty years old. The former Bernardo died in 1%10.

4) A listing of missing infants reported over the last
100 years in Uastronegro and nearby towns. This rather
gruesome list, complied {rom vaioeus sources, including
rusch hearsay, states that at least 200 infants are reported
as disappearing. This does not ke into account any
unreported children, as [rom indian [amilies.

53 A report on cattle deaths, Cartle Killings started
within the fast six years and have continued at the rate of
oue of twa cows per moeath for every large spread in
southiwest New Mexico — except for the unfortunate
Charles Dexter.

The brarian, Efrain Disz. is a hunched old man with
gray halr and green eves. He 15 polite and hefpful. but is
plagued with an unplessant musty body odor. If he is
asked about disappesrances in Silver City or any oecult
hooks in the library. fie says Lie knows nathing about such
watters. Any investigalor making a suceessfil Spot Hhid-
dea will notice that reading room 2 on the greund foor is
sitcked with old books. A successtol Oceult skill roll will
hisnufy many of these books, even from a distance, as
wellknown occul lomes. A sign on the door of that room
says “Pyivate,” and Efraim will Jock it up hastily if the
investigators show vndue interest, mumbling that those
hooks aze new arrdvals, uncatalogued as yet.

Ffrodn Piaz
SRR CONG 8I£ 13 INT 18 POW 16
DEX 12 APP7T EIRl s SAND Hit P:s 10

Skills: Read Latin 90%., Read Arabic ¥0%. Read (erman
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0%, Cthulbuy Mythos 30%, Library Use 100%, Occult
80%, Debate 60%

Spell: Shrivelling

Should the investigators attempt to break into the library
at night, the lock will be fairly easy to pick. It requires a
successful Mechanical Repair roll to open. If Efraim
locked the inside door to the private room, it will need
to be picked as well or broken (it hasa STR of 20).

I the mysterious privale room are piles of old occult
books, including the Liber fronis, Prodigies in the New
England Canaan, and an untitled Latin guide to canni-
balism (see The Tomb occult shop fur details on this
volume},

Castronegro Chapel

Castronegro Chapel is a farge adobe building with s tall
hell tower and stained plass windows, It looks for all the
world Bke an old Spanish Roman Catholic church, but
there is a certain unwholesame breath shout it which
cpusaes most good Catholics i fown 10 attend Mass 20
miles io the east, in Mogollon, it should sirike the invesi
gators as quite peeuliar that in a town of 600 people there
is ondy & single meeting house.

tnside, the chapel is eerle and silent. It seems that the
logals do not frequent it much. In the entrance hall are
open staircases leading to the bell tower. Just below the
bells is 3 Nexagonal room with strange slit-diks windows,
The atmusphere in ihis tower chamber seems thin. and
any investigator making a Listen roll will fancy that he
hears haunting whispers chanting strange litanies — though
he cannot quite make out what they sre saying, noveven
if he is actuslly hearing anything at all. I the center of
this tower chamber is a rather horrible statve carved from
Basaft. Tt depicis a distorted human figure wrapped partly
in a shroud with a sickle in the left hand. The right hand
points direcuy gouthwest {towards the Ubelisk, focation
7). Anyose seeing this statue for the first {ime must make
a SAN rolf or lose 1 SAN.

In the rmain section of the chaped, veading in the back,
the investigstors can find the priest, Father Alonso Vil-
heila-Pereira. He 15 a bent old man with whige hair and
green eves, He js podite and soft<poken, hut segins aiways
to be & little bit mocking, as if he does not take anything
earthly . and especially not the investigators, seriousty.

[f he is asked about David Lane, he will reply that
Mr. Lane asked for certain Information akout the Castro-
negro area. which he was glad to coflect from the library
and mail to him in S#ver City. Father Alonso claims io
know nothing of the Silver City disappearances nor the
catthe killings,

If asked about the grisly statue in the steeple. he will
admit that it is rather controversial, which s why it is in
the steeple rather than in the main church. It is a work of
art brought to Castronegro i the 17th century by Ber-
nardo de Diaz himsedf, the town’s founder.

If asked why there are no Dis»’ nor Vitheila-Perciras In
the cermetery, he will laugh and tell the investipators about
the Biaz family vault (location 9) north of town,

1f any chargeter thinks to Jook and see what book the
minisier was reading when tie party came in, he will see
that it is aot in Latin, Greek, or any other familiar lange-
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age. A successful Qecult roll will identify it as 3 medieval
occult cipher. Father Alonso will gonfess his interest in
the occult — “purely intellectusl, T assure you™

Alunso Vitheila-Percira

STR 5 CON S SIZ 1% INT I8 POW L&
DEX 12 APP 10 EIRI 16 SANO Hit Pis 10

Skills: Read Latin 90%, Read German $0%, Cthotho
Mythas 30%, Library Use 60%, Geonlt 60%, Oratory 8074

Spells: Call Yog-Sothoth, Shrivelling.

The Obelisk

in the hills oulside of town, on a path almost exacily
southwest of Castronepro Chapel, is a prebistoric stane
ahelisk, used by Bernardo Disz and his degenerate family
a3 3 spok for foul wership and bloody sacrifice.

The ancient menalith is in a clearing, well hidden in
the woods, Investigators following the bell tower statue’s
direction {described in location & - Castrogegro Chapel)
way have little difficulty in finding it. Otherwise, the
party will have to scour the woods. A successful Track
redl will find 1he obelisk, An aitempt may be made once
gsch hour. Bernardo Diaz ang his cronies have sel traps
through the woods 1o discourage intruders. Each hour. a8
gurty members must sitemipt a Luck rofl. If a charscter
fails it, he steps inte & bear trap, which does 1D8 damage
1o him, and renders him incapable of walking further. If
more than one character fails his Luck roll in s given hour,
only one investigator will be trapped snyway ~ choose
the victim randomly [rom amaonag those thai have failed
the roll.

At the clearing, the obelisk stands about t0 feet high,
ang is crudely carved all syer, Anyone making a success.
{ul Botany or % a Know rolt will notice that all the fol.
age within 20 feet of the stone seoms slightly diseased.
Any investigator making both a successful Listen and Idea
rolf will note that there seems to be no siga of wildlife
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neay the monelith — no birds can be heard singing, and
7O HISECIE are hurzing.

& soil near the obelisk &5 quile sandy and loose. Any
Hrvestipator pettering syousut may find oneg o more of the
irers listed below {oach item vequires 3 seporate Spot
Hidden sucoess):

1y Is 8 circle around the monolith are sume strange
tracks, Most are bare Teet, some with quite long tocnails,
but one pair are boots with 3 ¢ross inprint on the heels.

2) Hidden vnder the top layer of earth are three small
pagan statuettes identical to those in The Tomb oceult
shrap {see localion 1).

3% Partially buried hy the obelisk is a broken pocket
wateht with the initials “T3.7 engraved on the back.

4} Also buried nesr the obslisk i 2 pair of broken
speetacks with gold shins.

5y On a branch of 2 nearby tree are some shreds of
black velvet evidently tomn from someone’ clothing,

&) A ryough trail leads [romr the clearing fo the east.
Anvone making a successtul Track rofl or 3 successful
Spot Hidden combined with % a successsful [dea roll will
b abide to follow this trail to Shephard's Barn (lacation 3).

Shephard’s Barn

Shephard’s Barn is ol that remains of 2 desertsad farm 2
il mile south of Custronegro. The ofd gray haifruined
Barn ¥ used by Bernardo and his fanily and fTends az a
place to store thelr ceremonial garb, the bones of the
infunts they have sacrificed, and 2 sl altar o their
despicable deftles.

Ouitside the bamn are a few phenomena of Interost.
Again, uny investigator making s succesgful Botany or 4
Kagw roil will notice that the tall weeds in the field sur
rounding the barn are diseased, twisted, and uphyalihy in
& 20 foor radins al round the barn, Any lnvestigator rask-
ing 8 Spot Hidden roll snecossfully will notice prints of
large hare feet with long toenall scratches and booted
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feet with a cross imprint on the heel, Any chavacter mak-
ing a Listen rofl will seeny to haor distant Dute music.

The barn dosws are locked with a large pedlock (STR
25). This lock is quite complex, and ploking it reguires
half of a successful Mechanical Repair roll {or Loek Pick
roil}, I the investigators decide simiply te lorce the lock,
no more than two can exeri thelr strenpth at omce. A
crowbar of other iron rod will be necessery lor sucoess.

Inside, the bain is smpty excepd for g pile of crates in
the exst comper. The ground is covered with rotied straw
and ail the anmimal stalls have been removed, The crates
theriselves are empty, but hidden behind the pile are a
number of interesting ftems, Anyone investigating behind
the crates will find six neatly foldad black velvet robes,
two silver sickles, and three small paggn orfental statuet-
res, similar 1o thoss that have been cropping sp all along,

These robes are, of course, thete worn by the local
devil-worshipers., The sickles are c¢harmed, end act ax
enchanted weapons. Each does 1D damnage, and has 6 hit
points. The hase chance to use & sickle is 15%, Any Inves-
tigator making @ successful Listen yoil whiie in the barn
will, again, notice distant Nute music,

i the pile of crates is compiztely thoved aside, a trap-
door will be revealed, T it is Hfted, 3 g dirt raeway
leading almost straight down is revealod. Investipators will
then he able to distinetly hest the music from below,

I the investigators wish to climb dowwn the runway. it
will not be difficuit, They will have to scoot dowa on
elbows and seat, and may well get theiy sults ireparably
ground in with dirt. As they slide to the hotrom, they will
cater a chamber containing a horrendous Thing. This
Thing vaguely resembles a frog or snake with dezens of
twisting tendrils. {Anyony making their Cthulhe Mythos
roll will recognize it as a Servitor of the Quier Godsa

The Thing at the foof of the ninway
STR 14 CON 14 SIZ 14 INT i8
DEX IG it Points 14

Yentacle: 35%, 2D6 damage

POW 1§

The Thing can only be struck by encharmed weapons, It
vegenerates 2 points of damape per round. Its complete
statistics are included in the Coll of Ctiudin rueshook.

The investigators will got two {free rounds to sttack.
panic. or cast magic while the Thing continues to play its
strange tlute-like pipes. At the end of the twa rounds, the
Thing’s spell wili take effect. This spel drains Hght around
the Thing, effectively blinding the Investizators. While
blinded thusty, an investigator muost make 3 successfut
tdea rolt 1o be able o strike at all 1f the 1dea roll is suc-
cessful, the investigator has half his normal chance to hit,
B he misses with a fired bullet, the keeper is well within
his rights to demand Luck rolls on the part of other inves-
tigntors to keep from being struck by the wayward hullet.

{f the investipators kill the Thinp, they will gain 1D6
SAN cuch. If the investipators choose to Hee. it will not
follow far. 1aking ondy one round of fres attacks at the
investigators” backs.

The Thing will evaporate within 3 rousds after it has
been slain, pot showing up on normal photographs taken
of the room. s pipes will remain, Anyone who learns to
play them {3% base chance) can i1y to cast the light-
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draining spell cast by the Thing. Casting (his spell requives
2 suceessful Play Pipes roll combined with the expenditzre
of one or more magic points. Each magic point spept wilf
create # l-vard-radius area of darkness ground the Dufe.
player. The flutes must be continually played during the
spetl. The Thing cauld thus waintain the spell and attck
suecessfully, because of its mudtiple tinbs, but even the
Thing could not cast the spell and attack simultanenusly,
Humans using the pipes will, of course, be usable io
perform any action except play the pipes while the spell is
in effect. These pipes are enchanted in a Sifferent way as
well — they add +20% {0 the chances of success in casting
the spell Sumimon Servigor of the Quter Guds,

After the Thing hues been deait with, the investigatory
will notice a large crack in the east wall, filled with tiay
luman bones - 1his sight voses 1D3 SAN unlesy o SAN
roll sucveeds. Aryone poing through the pile will find
three modermely fresh adult skulls {thuse of Dr. Godfrey,
Davig Lane, and Joaguin YVithsils-Pereira). Deml records
in Albuquerque will confirm Dr. Godfrey's identity, and
identical records in Boston will confimm Lane's,

There is also 3 fow basalt altar by the east wall, Atop &t
is » small silver chalice moelded In strange desipns (this
chalice is identical o that in The Tomb (focation 2).

Ay investigator closzly inspecting the chalice will soe
# thin filin of dried bloud at the betton,

On the south wall are strange symbols carved into the
rock and filled in with black dye. They are ali indian pic-
toglyphs of prehistoric origin except for the word “Y OG-
SOTHOTH.?

The night afler the investigators Gave explored the
bara, it will be destroyed. The Diaz tanily will cave in the
basernent room with g charge of dynamite aad burn down
the upper barn. The sound of 1he explosion will be guite
audible anvwhere in Castronegro, and the fire will be vig-
hig from the lavestigziors” hote! windows.

The DHaz Famsily Vault

The {2z family vault & the private burial place of the
Diax and Vithetla-Pereira {families, [Lis about ¥ mile north
of tows. nesr the Casa de Diaz, and s Jleurly visible from
2 large hilf fust north of town.

The vault s manifest externally by 2 large maible door
sel into the side of a steep hill. A successivl Botany or
hadf a Know roll (or simiply locking for the signs. if they
have bean seen before} will notice that the nearby foliage
is discolored snd fupgus-ridden - definitely diseased. Any
charagier making a socvessful Spot Thdden will see boot-
prints with 5 cross imprint on the heels. leading in the
gengrsl direction of the Casa de Dlaz,

The marbie doar 1o the vauli is locked with a large pad-
lock {S8TR 25 — po more than two jnvestigators may try
to Burst it sinnsdtaneousty, and they must have a crowbar
or other mewd lever to attempt i) A successful roll of
% a character’s Mechanical Repalr will open the loek.

Within the vault & a hrge chamber carved out of the
Rl Tt contains 20 ppew sarcophaeg, bearing tie following
inseriptions:

Fernando de Diar 153941683

Francisco de Diaz 1603-1696

Reynardo de Diaz 16241750
Fiipo Vilheila-Pereira 16321724

Esubellz de Diaz 1636-1723
Jorsa de Pisz 1645-1728
Entico Vibwils-Pereira 16571744
Rosefrs de Dinr 16711782
Carlis de Diaz 1585-1790
Torsas Yitheiia-Perelra 16838-179}
Wagdalena de Diaz 1700-1794
Frederico de Diaz 17241814
Eduardo Vilheila-Pereira 1737-1824
Randolfo de Diaz 1742-1837
Pabio Vilheila-Pereira 1748-1845
Miabella Vithejla-Percira 1756-1847
Fermando Vitheila-Pereira 1764-1860
Carlos Diaz 17771892
Kristofer Vitheila-Pereira 1789-1803

Bernardo de Diaz 1380-

The contents of the {irst 19 sarcophagi are nearly identical
- egel holds a ghastdy mummificd corpse, dried in the
New Mexivo anidity to the point of fealhery hadness.
Each munmmy clatches a oemall pagan siatustie to s
breast. These statuctios are identical 1o those sold in The
Tomb (focation 73 Close inspection will seveal that ull the
mumenies once had blask hair. Seeing these mumuuties
costs 1533 SAN uniess 3 srocesstul SAN rolf is made.

The secrophaguy evidensly intended for Bernardo de
Diaz i compiciely smpty,

The Casa da [iaz
The Cusa de Diax is g Black stune horror looming high on
the tallest hill nearby. shent a half mile north of Castro-
nezro. When appiosched closely, i ocan be seen to he in
quite bad disrepair, ys # it had boen shandoned for some
yEars or even decades.

The grounds are gusrded 5y four lazrge Black Dober
man Pinschers:

Dog One

STRI4 CONIOG 8123
Hit Points 9 Mave 11

Bite 53%, 104 damaye

POW & BEX 13

Dieg Two

STR 13 CON 12 SIZ8
Hit Points 10 Mave 11
Bite 605, | D8 Janiage

POW 7 DEX 16

PDog Three

S5TR 14 CON13 B8IZ3%
Hit Points 1] Move 11

Bitc 407%, 1 D8 damage

POW 3 PLEX 14

Dog Four

STR 13 CONT3  SIZR
Hit Points 11 Mewve 11

Bite 30%, 18 damage

POW 8 DEX 13

These dogs will atrack togethier. and are not frightened
by gunfire. They whl bark savagely ar anyone nesring the
grounds, and if the struders do a0t Immediately leave,
they will race to the attack, These Bobermuns are evident-
Iy mixed breeds (1o say the least), for they have particu-
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lerly ugly miuzzies, with a loathsomely buman jook about
their jowls and green eves. i the investigators rum away
after {nitiating battle, the dogs will not follow, but will
get one free attack each at the investigators” biacks,

If the dogs are deall with somehow, the investigators
could work al getting inside. The main door i3 focked
and s surprisingly sturdy (40 STR), All the ground {loor
windows are barred zad locked shut (30 STRY Any Inves-
tgator walking afl the way wiound the houge will soe that
an old pine tree near the hack of the houge stands quite
near to one of the sseopd-fleor windows (which are not
barred). By weans of two successful Climb rodls, an inves-
tigator will ke able to reash the window and either force it
open (it has 2 STR of 13 - falture to force the window
apen means that the character must immediately succesd
in a Climb roll or lose his balance and fall). Falling from
the tree capses 106 damage. A sinple investipator could
climb the tree, squeere in the window, aad then go down
to the ground floor and cpen the front door Tor the rest.

Inside, the house lonks neardy a8 abandoned as the out-
side. Most of the furnituee is coverad by sheets and vvery-
thing is coated with dusi, The house hes two storfes and
g basearent, ali descrfhad in areater detaill below,

The Ground Floor

The Enmrance Holl s oa long cemunud passage commecting
most of the ground foor rooms, 1t is corpeted with 3 mtly
ol rug. evidently of orienial ovigin, The walls gre decos
ated with portrails of varicus prominen: [Har and Vil
heila-Pereira fumily memben, Any fovestipator whio poked
around in the family vault will recogaive snme of the
names, Any investigator mmaking a successful Track roll
will notice distinct trails in ile dust. Ore leads from the
fibrary to the pantry.

The Storage Roams are filled with wnused furniture and
cobwebs. There is nothing interesting hers,

The Library is & spicious room with wood panetled walls
and an old rotting carpet. Jt is filled with booksheives
which are covered with ancient books. All these bovks are
varows black magic romes and grimeires, There are over
rwenty Mythosconnected books here. Anvons reading
one will gain 1% Cthulhe Mythos knowledge and lose 104
SAN. These books have 3 spell multiplier of 2}, and eagh
contains 1D3 spells. None are in English, and their procize
tanguage s up to the keeper. Many are Spanish or Latin,
with several in Greek, but the wmajority are in mysterious
cooult tongues, ncluding twa or three different oriental
{ongles,

Anyone making & successful Spot Hidden will notice a
rabbed {rail in the carpet leading from the kitchen-side
donrway to the pantry,

The Living Room is a large high-ceilinged room which was
once well-furnished, hut has gone to pot. On the north
wall i3 2 large portrair of Bernardo Diaz, On his shoulder
i the porirait 5 3 defosned rat o marmose] evidestly
whispering into his ear. Bernardo Diaz wears a large
ruby ring ¢n his left hand which, even when the lights
are tursed away from the porirait, seems to gleam or
flash with a dim Heht of s own.

The Kitchen is completely deserted. The utensils and
wooki-burning stove are very primitive, dating from some
time in the 18th century. The plates and mugs are mani-
Tactured of powter,



The Dhdeg Room s one of the few reoms that appesys to
have been recently used. The room s shnost completely
fiked with 2 huge stome dining fable, covered with an ex-
pensive silk tablecloth. Any investigator making # success-
ful Track or Spot Hidden rofl will notice a trai) in the car-
pet leading from here 1o the paniey.

Fhe Pantry is where the trzils from the dining room, li-
brary, and stairway all conse togethier and descend 2 gmall
stairease to the bassment. Several hundred smoked beef
taagues give the room a pleasant 2roma.

The Second Floor

Fhe Lpper Hail iy similar 1o the entrance ball. it is cor-
peted with o deterdorsting Persian rug and is decornated
with more Biaz and Yilbells-Pereire portrais.

The Guest Rooms are Turnished only with shoeted Durnie
ture and have probably not been used for decades. The
only sign of 1ife is a2 trail ig the dust leading from the wis-
dow of the first guest roons to the rear stairwell,

The Storage Room on this floor is much like those on the
ground Mooy, flied with anused lursiture and spiders.

The Master Bedroom 18 evidently the sleeping place for
Bernarde Diaz {thouph he docs not geep often). T con-
tains a canopied bed, a dresser, and several sets of clothes.
The clothes include threadbare and worn garments fiom
tha 17¢h ond 18th centuries. Among them is a black vel-
vet yobe of the same style found at Shephard’s Barn, at
location 8.

Casa de Diaz

The Basement

The basement is different {rom the vewt of the house in
that it is ragularly used by Bemardo Diaz and his family.

Fhe Storage Room s a fairly barren chamber ot the base
of the stgls, It containg some empty ceates ang more un-
used furnituze. If there have been loud noises from up-
stairs, there will be a half-dozen degengrute Diaz and Vil
heila-Pereira family teermbers lurking here to smbush the
imvestigators when they come down,

fHuz One

STR 14 CONY2  SIZ 12 INT 4 POW 12
DEX 12 Hig Points 12

Claw 457, 1D4+1730 damage

Digz Two

STR i3 CONI12 SIZ11 INT 3 POW §1
DEX 12 Hit Paints 13

Claw 45%, 1D4 damage

Mgz Three

STRIZ CONIS  SiZi2 N7 3 POW 10
BEX 13 Hit Points 14

Claw 55%, 1 D4 damage
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FHaz Four

STR ¢ CON 2 SiZ14 INT 3
DEX B Hit Points 13

Claw 40%, 1D4 damage

POW 11

Vitheila-Fereira One

STR 11 {ON16  SIZ 18 INT 9 POW 7
bEX9 Hit Paints 13

Claw 70%. 1 D4 damage, Shotgusn 40%. 4D6 damage

Vithedla-Pereira Two

STRI10 CONI1L  SiZis INT 3
DEX 10 Hit Points 14

Claw 35%, 1D4+1 D6 damage

POW 14

The Coal and Wood Rooms are just what their names iin-
ply. They are filled with heass of coal and stucks of pine.
woad, respactively. The furnace itself is an antigue left
over from the mid-19th century. [t can bm Both coal
and wood, By the furnace is an enormous heap of ashes.

The Lab is Bernsrdo Diaz’ wotkroom. It is flled with
occult paraphernalia. Also in this room will he Bernardo
Diaz and Greedygui, his ratdike familiar. Seeing Greedy-
gut in the flesh costs 1D4 SAN unless a successful SAN
roll is made. Greedygut will not initially be visible, but
will hide {s the cluster of hortles on the table.

Bernardo gz
STRi4 CON1& SIZ 14 INT 19 POW 24
DEX 14  APPIB EDUS52  SANG Hit Pts 17

Skilis: Read English 100%. Read Latin 100%, Read Greek
100%, Read French 100%, Resd German 60%, Read
Spanish 100%, Chemistry 80%, Cthulhy Mythos 80%,
History FO0%, Qccult 100%. Listen 75%, Spot Hidden
100%, East Talk 90%, Oratory 90%, Portrait Painting $0%

Spells:  Summon/Bind Byakhee; Summon/Bind Fire-
Vampire; Susvnon/Bind  Hupting  Horror: Summon/
Bind Servitor of the Outer Gods; Contact Cthonian,
Contact Flying Polyp: Contact Formless Spawn of Tsath-
oggua; Call Yog-Sothoth; Cail Cthugha: Call Nyogtha;
Contset Nyarlathotep: Contact ¥'golonac; Contact Yig,;
Bread Curse of Azathoth: Powder of Thn-Ghazi; Voorish
Sign, Elder Sign; Enthrall Victim {see below)

Crreedygut
STR4 CONICG SIZ2 INT 18 POW 1§
DEX |8  Hit Points &

Skills: Cthulhn Mythos 142%, Listen 70%, Spot Hidden
90%, Hide 80%., Move Quietly 100%, Clirib £0%, Dodge
0%, Famp 90%

Spells: All known by Bernardo Diaz

Bernarde Diaz s tall, with dark hair and green cyes. He
is gquite handsoine, and looks to be around 30 years old,
On his left hand i ¢ lerge ruby ring — which has allowed
him o live for over 300 years, I the ring is renloved,
Bernaydo Paz wiil instasntly die and shrivel into 1 with-
ered lich. If a character specifically attermipts to cut off
Bernardo's hand, be must use a cutting hand weapon to
do so. He must state what he is trying, and roll half or lesg
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of his normal chance to hit, ¥f he hits. then the hand has
bean sruck. i takes 4 total of 12 points of damage to cut
off the band with the ring. This may be added up over
severgl combat rounds.

Wlen the investigators first sight Bernardo Diaz. he will
begin to calmly speak to them. Each round he speaks with
thers, he will attempt to cast his Eanthrall Victim speil,
which 15 2 form of mesmerism. It costs him 2 magic points
to gast this spell, and he must match his magic point total
against the target’s magie point total on the resistance
table. Success will cause that investigator to stand, struck
dumb and numbed, until brought out of his trance by di-
rect physical damage or drastic action. Bernardo will con-
tinue 1o speak calmly and cast his Enthrall speil each com-
bat round, ontil he is attacked by the investigators. If he
is atracked, then Greedygut will climb out of hiding and
begin to sttack using the Enthrall spell as well. Greedyput
will Dodge any attacks aimed vs, it, and Diaz will ignore
wounds. Diaz is nearly immone fo damage — any wound
that does less than 17 points of damage to hife will simply
lsave 2 geping hole that will quickly seal up and stop
bleeding — z process taking onfy a few seconds and
costing those watching [D6 SAN ualess they can succeed
in a SAN roll. If & wound does 17 or more peints to him,
then he will fal] to the floor, briefly stunned, and will not
be abie to rise or <ast spells for the next full combat
round. However, after that time, he will be hatk o
normal again. Bernardo’s ring glows brightly whea a
wound seals up, then dims down agsin after the healing
process i3 finished. A clever investigator may notice this
aned conclude that the ring has something to do with Ber-
nardo’s invulnerability. Basically, the ondy way to destroy
Diaz is to cut off his hand. If Diaz and Greedyput manage
to Enthrall all the investigators, then they will keap them
prisoner for a few days, then szcdfice them,

Il Besnarde is sctuglly defeated, his rubyy ring will re-
main behind. If an investigator is so hardy as to put on
this ring, it will suddenly begin to glow while the investi-
gator feels fire and ice running over his nerves and brain.
At onge, he will fall info 2 swoon, from which he will not
walce up for several weeks. Once the ring is put on, i may
not be taken off without scvering the finger. Soon after
the investigator wakes up {probably in 4 hospital bed), he
will be visited by 2 footdong grotesque toad-ike figure
which will introduce iself as Puddock, the investigator's
rew friend, companion, and familisz spirit, in a strangled
voice, The investigator will immediately have to make a
SAN roll or lose 1D8 SAN. 1 point s lost in sny case. ft
has & Cihulho Mythos knowledge of 50%, and msy in-
crease this knowledge normaily. It has no SAN nor EDU.L
It hias all the ather skills of Greedygut at the same percen-
tije fevels. It knows no magic spells, but may learn those
that the tavestigstor knows 2t a diabolicatly quick rate —
taking ounly & day to lews. s internal knowledge of the
oceult and Mythos enables it to help the investigator learn
spells quickly - whenever he is trying to learn 2 magic
spell froma book with the help of Puddeck, add 41 1o the
spefl multipler of that book. The investigator witl guickly
find that he cannot kil Puddock himself, Puddock knows
his every thought and action almost before he does hin-
self, and can easily dodge snd aveid any clumsy sitempis
to kill it. Pugdock will explain {0 the investigator that 1y
tong s he wears the ring, he will not age. The keeper will
have to carelully play Puddock and atfempt to have Pud.
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dock becore an important part In the investigatot's life.
[t wilk attempt to eventually get the Investigator to swear
himself 1o the Other Side, and become 2 SAN-less slave of
the Quter Gods and Great Old Gries, hut there is no horry,
With all crernity to work in, i ig certain that soon envugh
the imvestizator will lose all Bis SAN and be amenable o
Paddack®s urgings.

An inspectios of Bernsrdo DHar® boats will reveal the

cross-shinped imprints in the heels,
The Labywinth is cutered through 2 massive door leading
into g large chamber, & rough stairwell descends to the
dark Burrows and warrens beneath, inhabited by the
depeneraie inbecile members of the Diaz and Vilheils
Parelrz Pamilies, Ap awful stench, reminiscent of the Hon
house &1 the zoo, it emifted vp throueh the stairwell. The
Iabyrinihis beneath wre dangerous, dark. aad horrendous,
end the best choice that could be made would be to 18l in
the statrway so that those below ceuld not vome up.

I investizacors insist on going below, they will be mer
by 2D depenerate Piaz or Vilhella Pereies family mem-
bers gach hour, At the keeper's diseretion, the exploring
party may even hecome lost. There are thowsands of pas-
sages ang tunmels and around 300 cannibal imbeeiles
tivizg in this hell-hole,
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The degenerate Dinz und Vitheila-Pereiras have pormal
hurman statistics, except that their INT is only EDG. Fach
has 3 claw attack doing a base gamage of 1D4, and their
percent skill in attacking is generaily 256 x 5%,

Finishing the Scenario

Killing Bernardo Diaz will leave the monsters in the under-
ground labyrinth without effective lzadership, and they
will graduaily detetiorate and wither away uatil all are
dead or another styong magician comes to take command.

Killing Bernardsr Dinz and dispersing the cuit of Castro-
negro repains 1DI0 SAN for cach imvestizator. H any
degenerate Dar or Vithella-Tereira is slain, 1D3 SAN s
pained f{or cach victory, no matier how many members
were invodved i the combat.

if any of the investigntors were captured by Fred
Garcia or his assistants, appropeiste charges will be put
forth apainst them by the remaining DMaz and Vilheila-
Pereira family members. :

Characters who go publicly insane will be sent by locat
authorities i Castronegro to the Albuguerque Sanitad-
um, 3 fairly good asvlum with a cure rate of 35%.

HALLOWE'EN IN A SUBURB

The steeples are white in the wild moonlight,
And the trees have a silver glare;

Past the chimneys high sce the vampires {iy,
And the harpies of upper air,
That flutter and laugh and stare.

For the viliage dead to the moon cuispread
Never shone in the sunset's gleam,

But grew cut of the deep that the dead ycars keep
Wherc the rivers of madness stream
Down the gulfs to a pit of dream,

A ¢hill wind bloaws through the rows of shaaves
In the meadows that shimmer pale,

Four Mythos-comnrcted poems by Howard Fhilips Lovecraft
From The Fungi from Yuggotk and Other Tales plus
@ oo song ghowt Cmidhy himself,

And comes to twine where the headstones shine
Arnd the ghouls of the churchvard wail
For harvests that fly and fail,

Not g breath of the strange zrey gods of change
That tore from the past its own

Can quicken this hour, when a spectral power
Spreads steep o'er the cosmic throne,
And [ooses the vast unknown,

So here again stretch the vale and plain
That moons long-forgotien saw,

And the dead leap gay In the pailid ray,
Sprung out of the tomb’s black maw
T shakes all the world with awe,
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And ajl that the morn shall greet foriora,
The ugliness and the pest

OF rows where thick rise the stones and brick,
Shall some day be with the rest,
And broed with the shades unblest,

Then wild in the dark fet the femurs bark,
And the teprous spires ascend;

For new drd otd alike in the fold
Of harror and death are penned,
For the hotunds of Time to rend.

------ H P. Lovecraft

THE NIGHTMARE LAKE

There is 2 lake in distant Zan,

Beyond the wonted haunis of man,
Where broods zlone in hideous state

A spirit dead and desolate;

A spirit angient and unholy,

Heavy with fearsome melancholy,

Which frum tie waters ¢iull and dense
Draws vapours curst with pestilence,
Around the banks, a mire of clay,
Sprawl things offensive in decay,

And curious birds that reach that shore
Are secn by mortals navermore.

Hare shines by day the searing sun

(i glassy wastes beheld by none,

And here by night pale moocnbeams flow
into the deeps that yawn below,

In nightrnares only 18 it told

What scenes beneath those beams unfold;
What scenes, too old for human sight,
Lie sunken there in endless night;

For in those depths there only pace

The shadows of a voiceless race.

One midnight, redolent of i,

f saw that lake, asleep and siiif;

While in the lurid sky there rode

a gibbous moon that glowed and glowed.
! saw the stretehing marshy shore,

And the foul things those marshes bore;
Lizards and snakes convulsed and dying;
Raverns and vampires puirefying;

All these, and hovering o’er the dead,
Necraphagi that on them fed.

And a5 the dreadful moon climbed high,
frightening the stars from out the sky,

{ saw the lake's dull water glow

Till sunken things appeared below,
There shone, unnumbered fathoms down,
The towers of a forgotten town;
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The tarnished domes and maossy walis;
Weed-tangled spires and empty hatls;
Deserted fanes and vaults of dread,
And streets of gold uncovetsd,

These | beheld, and saw beside

A horde of shapeless shadows glide;

A noxious harde which to my glance
Seemed moving in 2 hidecus dance
Round stimy sepuichres, that fay
Besides a never-travefled way.

Straight from these tombs a heaving rose
That vexeg the waters' dull repose,
While lethal shades of upper space
howled at the moon's sardonic face,
Then sank the lake within its bed,
Sucked down to caverns of the dead,
Till from the reeking, now stript earth
Curled foetid fumes of noiseme birth.
About the ¢ity, nigh uncovered,

The monstrous dancing shadows hovered,
When lo! there opened with sudden stir
The portal of each sepulchre!

No ear may learn; no tongue may tell
What nameless horror then befell.

| see thai lake--that moon agrin--

That city and the things within—
Waking, | pray that on that shore

The nightmare fake may sink ro /more/

— M P L ovecrgit
YULE HORROR

There is snow on the ground,
And the valleys are cold,
And a midnight profound
Blackly squais o’er the wold;
But a light on the hilltops halfseen hints of
feastings urhatllowed and old.

There is death in the clouds,
There is fear in the night,
For the dead in their shrouds
Hall the sun’s turning flight.
And chant wild in the woods as they dance
round a Yule-altar fungous and whits.

To ne gale of Earth’s kind
Sways the forest of ok,
Where the sick boughs eniwined
By mad mistletoes choke,
For these pow'rs are the pow’rs of the dark,
from the graves of the lost Druid-folk.

— M. P Lovecraft; December, 1326
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THE OUTPOST

When evening cools the yellow stream,
And shadow statks the jungie's ways,
Zimbabwe’s palace flares ablaze

For a great King who fears to draam.

For he alore of alt mankind
Waded the swamp that serpents shun;
And struggling taward the setting sun,
Came on the veldt that lies behind,

No other eyes had ventured there
Since eyes were fent for human sight—
But there, as sunset wrped 1o night,
He found the Elder Secret's lair.

Strange turrets rose beyond the plain,
And walls and bastions spread arcund
The distant domes that fouied the ground
Like leprous fungi after rain.

A grudging moon writhed up to shine
Past leagues where life can have na home;
And paling far-off tower and doma,
Shewed zach unwindowed and malign,

Ther he who in his boyhood ran
Through vine-hung ruins free from fear,
Trembled at what he saw—for here

Was no dead, ruined sgat of man.

Inhuman shapes, halfseen, half-guessed,

Haf solid and haif etherspawned,

Seethed down from starless voids that yawned
in Beav'n, to these blank walls of pest.

And voidward frem that pest-mad zone
Amorphous hordes seethed darkly back,
Their dim chaws laden with the wrack

Of things that men have dreamed and known.

The ancient Fishers from Qutside-
Were there not fales the high-priest told,
Of how they found the worlds of old,
And took what pelf their fancy spied?

Theis hidden, dread-ringed outposts brood
Upon a millien worlds of space;
Abhorred by every living race,

Yet scatheless in their solitude,

Sweating with fright, the watcher crept
Back to the swamp that serpents shun,
So that he iay, by rise of sun,

Safe in the palace where he slept.

None saw him leave, or come at dawn,
Nor does his flesh bear any mark
Of what he met in that curst dark—

Yzt from his sieep all peace has gone,
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When evening cools the vellow stream,
And shadow stalks the jungle’s ways,
Zimbabwe’s palace flares ablaze

For a great King who fears to dream.

—H, P, Lovecraft

THE LAIR OF GREAT CTHULHU
Tune: Chattanooge Choo-Choo

Pardon me boy —

is this the lair of Grear Cthuthu?
In the city of slime,

Where it is night ail the time,

Hob Hope never went

Along the road to Graat Cthulhu,
And Tripte-A has no maps,

And all the T¢ho-tchos lay traps.,

You'll see an ancient sunken city where the angles
are wrong.

You'll see the fourth dimension if you're there
very long.

Come to the conventacle,

Bring along your pentacie;

Otherwise you’ll be dragged off by a tentacle.

A mountain's in the middle, with a house on the
peak:

A gnashin’ and a thrashin® and a clackin’ of beak.

Your sou! you wili be lackin’

When you see that mighty kraken.

Qu-oo! Grear Cthulhu’s starting to speak.

So come on aboard,

Along the road to Great Cthulhu.
Wen-di-gos and dholes

Will make Big Macs of our souls.

Under the sea,

Dawn in the ancient city of R'lyeh,
in the lair of Graat Cthulhu,
They'll suck your soui away!

(Great Cthuthu, Great Cthulhu ~
Suck your soutt -

Great Cthuihu, Great Cthulhu)
in the lair of Great Cthuthu,
They'll suck vour saul away.

{Here, there is an obligato saxophone solo, ada
Tex Beneka)

— foan Carruth and Lerry Press
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