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¥t g the Roaring Twenties, The decade will be miarked
forgver in the annals of Bloody desth and catastrophe, by
suchy gvents as the clash of dval gangs n the St Valen-
tine’s Muassacre, The decade ended in disaster belalling
millions of Americans a2 grést Stock Market Crash
wiped out just-about everyone who had money in stocks,
bonds, or banks,

But sl in the hot lazy davs of May, there were thowe
wh cared Jittle Tor the rest of the world, It iz suoumer .. 8
time Tor dreams.,

Fust Gutside the city of Provideénce, Rhode Island, hard
by the Swam Point Cemetery, snd not many nifles from
the Butler Insane Asylum, sprawls the gaudy neondit
pavitions of the Norih Btar Amusement Arcade and Plea-
sure Pier, fronting the Seekonk River,

Here voung swaing fake their ladies on hot sulnmer
wighits gnd children of 2F apes frolio the hurmid summer
daysaway. ‘

Though a bit run down arcund the edges, and Hs gay
favade cracked and peeling, the carnival is still enjoyed by
the people of Providence.

People dissppesr from tme to time, but i s always
{sometimes correctly y atiributed to the river's tricks. But
Ier Tnsane Asylum is packed with gibbering and ranting
people to which no one listens,

During this sun-bedazzled month of May several star-
thirig things will happen. These incidents are the “trigger”
to get-the group of player-charseters 1o become invobeed,
One of these ocourrances is so hizarre that it will briefly
make the papers in such larpe cities as New York and
San Franclsco.,

PRELUDES

The following incidents are armanged in chronologicsl
order, for the investigators 1o piece topether. The third
incident is published in the nationsl papers, and will
probably be the key which will first intevest the Investi-
pators: Information ow the other Incidents can be found
gither through looking through back editions of various
néwspapers, especially The Providence Jowrnal-Bulletin,
or by interviewing the reporters that wrote up the events
as they happened.

by
David A. Hargrave

{
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Dark Carnival

Unexplained murders and disappearances at g seemmingly innocent armusement ared
_just north of Providence, Rhode Island, lure the Investigators Into 4
deadly confrontation with worstiipers of the dread Burrowers Beneath,

This information is best derived before most of the ac
tual play hegins. It should tantalize the invesiigators to
the point where they are sager to get into the heart of the
matter and find grim traths, The mianner in which te in-
vestigators pain this initiad information matiers Hulé—- the
only importent thing s that they do geinit,

it may be effective for the keeper 1o read the ncideits
aloud to the players, to set g mood and give nformation
simultaneously.

The First ncidere—~May 1 2th, 192 1t was @ balmy olege
night, the moon a brillian ormament in the starey sky, and
Kent Howard was in love. The object of his affections,
Lucy Pringle, was in 4 playiful mood that eventide, Leav-
ing the brightly-it carnival geounds, the couple decided to
strofl along the swiftly-{lowing river, Hand by hand they
moved ever further Yrom  the lighis: and noise @, im-
patient and giddy, Kent attempied 10 sweep his lady love
into My arms and kisy her,

Laughing madly, Lucy broke free from her woulid-be
lower's embrace and raved off, skirtg held high, calling over
her shoulder, “If you can catch me, vou can kiss mel™ Al
ter a brief, frustrated hesitation, Kent sprang after dw
tapidly vanishing pink-and-white figure. Pushing through
@ gap v the vine-covered but tumbledown stone wall be-
fore her, Lucy never noticed she had enterad the came-
tery prounds,

Shortly thereafter, carnival-goers screamed and fainted
when & boody and raving spparition stnbled Inty the
multh-eolored lights. One armytern off, halra dirty white
{previously dark brown}, covered by hundreds of gashes
and’ gouges, streaming blood, Kent Howard returned to
civilization,

Kent survived his ghastly wounds. but was compieiely
maud, babbling about hworrors from the grave. He pow
restdes Invw small padded cell in the Butler asvlum,

Of Lucy there has been no sign nor trace, save fora
single bloady shoe found near an overturned gravesione,

Old timers muttered about welves or bears ceming
from the piney woods, but local law enforeement agen-
cies scoffed at this and marked it down as “probable
nyurder by person or persons unknows.”



The Sevond Incident—May 14th, 192-. Litile Freddie
Pendergast, 2 years old, was expected at 6:00 pm for
supper, but didn’t show up. By 7:00 pm his irate mother
was on hor way down to “that demned hurdy-gurdy park”
to feich her sen,

Yet when she arrived, she simply could not find him,
She looked high and low, with no Freddie visible, She en-
listed the help of the park secusily officer, but success
eluded them. 58l no Freddie. Alsrmed o, and belated-
Iy thinking of the messy Incident near the cemetery two
days before, Mrs. Pendergast went to the police.

The police-put her in touch with the sheniffs office,
as the park was outside their jurisdiction, and the agitated
worman demanded that something be done. After several
hours of investigation on the part of both police and
sheriti’s office, it was ascertained that Freddie and his two
best friends, the twins Alvin and E dzar Coombs, the same
age as Freddie, had all gone to the carnival around 4:00
prs, Freddie left the fwins for e Jast ride, and the Tas
they saw of Mm was when he rode the Hitle mechanicsl
car into the “Tunnel of Terrors,” his favorite ride at the
amusement park. They never saw him come cut, The faw
enforcement people wrote it off as o runaway, or perhaps
an accidental drowning,

The Third Incidenr-May 23rd, 192~, Bight days after
tittle Freddie disappeared an officer, Andy Reynolds, of
the Providense Police Force, wis investigating a veport of
vandals i the public burning grounds (the city dump) out
near the railroad tracks just west-of Swan Point Cemetery,

The dnvestigators van get the following report from his
tale-as told to-local lournalists, His report follows,

Officer Rﬁymi&s‘ ﬁepo:t

S Miwes afwat 5 Busnert vards i into :m a&ump vssifmﬁ 1 got
this fesling about bei mmﬁ% mesn it ms ik on water

sV to T to hold ;'iz’ig t whem they iy os | wes g peace
t:efﬁa:&f and hém: was émsmssmgv &ﬂt alf tiw feller did wus

s‘mrzs u;z thiﬁkmg ﬁmt ﬁzrs -

ar iz;%d o mmﬁéﬁg» z%wways& 1
wag probably that lost wid. Freddie whasizname. Anyiays,
a5 1iig coming up, he muthble: aoain, BUt this tme | could
unneistand Wi He pos smgfng ‘Take me home, please!’ |
98¢ 1o 18n or THreea feet nway whon | saoe that the pifes of
smokdng aarhace is moving and shibhing all sround the Gid
So's'| stopeed, thinking there might Be s or m:fmhmg

fike that 1 ftigger the dd's scared o0t of his wils, 50 Tetarts
o telling iy w b ool and ke that when it just up and
suvaliered himld | dweer v Cheist that sarbage hean just fose
- up, goverad him and then H6 war goned | ke o dled, bt )
dimws my bt anxﬁ sished Up, coutloul Hke, B see whot
heppened. Then | soes that the ‘garbaoe is moving and shitting |
#ll sround me, cory of clising in. Now dan's look at me fike [
thatt § sead what £ ssedl Anvwsy, | starts 1 backpedal kind
of stow likel when that muck pile just Tear b ton, taslve |
fegz alannside of me bke some demn weve | oewolt two |
ith my ;:x:ztai«haﬂ:i Ko what | thought | owes
»3;5‘5:323 at—and rons like helll | didn't look bebdnd il § gers
10 the road howss & halt mile down the lene whire | cally v
reportin from. Like oo idion | wells the Chiel what 1 sees. And
nio L didn't have any likier that night, or any mgtz*t 5 am*t o
bamteggmg smﬁmwl " :

The newspapers report, without comment, that Officer
Reynolds has been dismissed for drinking, and that the
police department gives Httle eredence to his report of
seeing the missing Pendergast child.

The Fourth Incident~This incident will ocour the night
prior. to the fovestigators” arrival (regardless a3 to when
thig i8], The whole town will be abuzz with one version or
another of what happened. The incident would pot nor-
mally have evinced such interest, but coming closely on
the heels of the other weird happenings, it has set-folk to
talking. The investiators will be able o get one or an-
other garbled version of the following story from anyong in
town, After Hstening to enough versiony, they should be
able to piece together the actual vecurrence,

it seems that Abner Weems, a wellknown and general-
ly tolerated lush, was drinking down by the river that
aight, propped up against the stone wall surrounding the
cemtary. He was halfway through his mason lar of hoot-
les applejack and baving 2 high old fime waiching the
pretty hghts of the amusement park. Then he heard volces
from inside the temetary, Abner thought they went onin
“German or Roosian, or some such” Intrigued, and his
fuddled brain awash with theories of forelgn spies, he
crawled to the break in the wall, where he could dimly see
the interior of the cemetery.

At first he could see very Hitile, but directly he discerned
what lovked like two people, one standing in a hole or
open-grave and ose above him. The one in the hole passed
bunidies tor his frierdd, who piled them Into a heap, Abner
watched for five or ten minttes before he lost interest and
went hack to 3 original spot to finish drinking. Shortly
therealter, sitting hidden in the desper shadows of the
vipe-coated wall, Abpér saw the two come through the
gap carrying their bundles. They went righi down to the
river and tossed what they had been foting bito the water,
Abner, infrigued once agin, tied fo rse and see
what in the heck wis going on. Alss, the applejack had
worked i famous magie, and hig legs were inoperable.
In Hact, hig whole lread seemed full of warm sand. With
that last thought, he glipped info glurnber and remained in
z drunken stupor till the early moraing sun on his face
awoke o

sroaning and staggering up, Abner wobbled down 1o
the river’s edge o splash cool water onto lis face, Whilst
deing w0, he saw something trampled into the mud, When
he picked It up, he recopnized it a8 & pink sweater, badly
torn ind heavily stained with what could have been bload.
Abuner may have been analecholic, but he was not g coun-
try fool, and could put two and two together. He tookithe
sweater and his tale down 1o the police.

The local lawmen knew Abner well snd only arrested
hiny for vagrancy on cold nights; allowing him a warm
night’s sleepin a cozy jall cell. Still, they never put faith
in anything he, or any other boozehiound, said. However,
they could not ignore the plece of bloody evidence he had
brought. A quick call and a short wip later, the sweater
was tearfully identified by Mrs. Pringle as having belonged
1o her missing daughter, Locy.

With that, and with the tule of the mysterious pair, the
official ling became “two minrderers and probable kidnap-
ers at karge near Providence. Everyone should keep alert,
remain calm, and never travel alone sfter dark”



The Fifth Incideny—This incident should happen the first
niight after the arrival of the adventurers; before they have
a chance to do anything except piece together the carlier
four intidents.

At 1:00 am one Jordan Mclntyre, an attendant at But-
fer Insane Asvium, was o hi§ way home down Swan
Point Lans, which parallels the cemetery. Jordan was no
small man, over six feet tall and weighing 200 pounds.
He was an ex-Marine who had fought in the Great War.
Exactly what happened that night will probably never be
kunown with certainty, but @ peneral picture can be put
together.

Bomeone sttscked hiro near the south gate of the
cometery, snd he apparently put up a Gkt using his vard-
long brasgtopped osken walking stick. This shattered
stick, conted with dried mucus, was discovered on the
road alongside his size twelve brogans, by the milk wagon
driver about 5:00 am the next morning, Melntyre's feet
were sHll within s shoes.

The wrought iron cemetery gates were all covered with
inyers of dried, grovigreen mucus, as well as with coplous
amounts of dried blood and shredded masses of Jordan's
clothing and flesh, This circumstantisl evidence suggests
that something had pulled the hapless man frough the
fron bars (spaced aboot four inchey gpart), but his feer
had gotien stuck. The power of whatever had done this
simply kept pulling, tearing the feet right off,

Farther investipations will continye.

The keeper could allow the adventurers to be the ind-
tial discoverers of Jordan®s pitiful remains, if 2 much more
fearsome game i desired.

LOCAL INDIVIDUALS

County Sheriff: John J. Josephson

Thiz bluff and hegriv §5wvearold always hasasmile and 2
handshuke for oll, His twinkling blug eyes, white halr, and
rotund phevigue conveniently hide the fact that he s a
hard-bitten law officer of nearty 40 years experience, in-
cluding 2 couple of years as 2 town deputy in 1 rough-
an-turble Alaskan gold mining camp in the late 1890%,
Ha always packs s Colt 45 revolver under his sultcoat and
a tweeshot, 32 derringer in a hidden ankie holstér, hidden
by his pant leg. He also carries 2 lead-filled leather black.
jack in his rear pants pocket (also under his coat). Hedis-
belioves In evervihing superastural, but knows that men
can and do commit the most heibous and incredible of
crimes. He knows that the recent problems are caused by
a “couple of out-of-towners, probabily gypsies or other
such trash,”

Jokw k. Josephson

STR13 CONIs  BIZ 13 INTIS  POWID
DEX 14 APPI3  SANGSH EDU1I2Z HitPs 16

SKILLS: Drive Auto 40%, First Ald 80%, Porensics 50%,

Hide 40%, Law 053%, Listsn 75%, Mechanical Repair 605,

Psychology 54%, Spot Hidden 76%, Sneak 66%, Throw

81%, Track 70%

WEAPONS: 45 revolver 80%, 1D10+2 damage

32 dervinger 80%, 108 damage

Blackjack 78%, 1D6+1D6 damage (match damags done vs:
victim’s hit points — if victim is overcome, he isknocked
out for 2D6 minutes)

Fist 909, 1D3+1D6 damage

4

Police Chisf: Elmer “Bulidog” Walker

A 25<year veteran of the Providence Police Foroe, middie-
aged Chief Walker is 2 methodical and slow individual . His
tenacity has earned him his nickname—few criminais have
managed to keep out of the law’s clutches once “Bulldog™
is personally on their trail. His gold wirerimined glasses,
rumpled dress, and bemused expression hide the fact that
he has one of the ten-best forensic minds on the East
Coast, He has taken four leaves of abssnce in hiscareer 1o
attend the latest criminology courses at various universi-
ties. He has failed to catch criminals before, but never
ihrough ene of his own mistakes.

He is not sure what is exactly happening, but he hasa
personal stake i the investigation, Over the last 22 years
there has been a ovele of summer murders and missing
persons, all of which have gone unsolved as far as he is
concerned. Many 4 bum and crazy has been tried and con-
victed of these crimes, but Chief Walker knows that those
cases were circumstantial at best, and pure “witch-hunis”
at worst.

He has kept voluminous files, ab marked *Unsolved™
and each vear he comes a bit closer to the tuth, ¥
pressed, he will reveal that the only connections in all
these crimes have been the locations. In thoss crimes
where 9 locale was known at all, it has slways besn inor
around the cemetery, burning ground, asylum, or amuse-
ment park. All but the dump are out of his jurisdiction.

' further pressed, he wil note that he has had s
pictons about the gmusement park from time to time, but
nothing concrete has ever turned up. Still, it was set up
just a vear or 50 before the disappearances began.

He always carries a short-barrelled 38 revolver i a
shoulder helster and s proficient fn s use. He thinks the
County Sherifl is 3 blind fool, and that his techniques
went out with Wyatt Eurp.

Elmer. “Bulldog™ Walker
8TR 12 CON13 SiZ13 INT1E  POWI1T
DEX 11  APPI0  SANBO EDUIS HitPuwi3

SKILLS: Accounting T8%, Debate 77%, Fast Talk 45%,
Forensics 90%, Law 93%, Psycholopgy 71%, Spot Hid-
den 92%

WEAPON: snub-nose 38 72%, 1D8+2 damuge

Ex-police officer Andy Reynolds

He s an athletic man some 32 years old. He ig s veteran of
the Army Actilery Corps (serving in France jn the Groat
War)} and has been on the Providence Police Force ever
since 1919, when the Army released him. He was awarded
the Providence Badge of Valour two years ago for bis
heroic actions in saving two young children from a blazing
home, The City Council fired him, not Chief Walkeer, and
he s bitter about it

He can be located at Mother Matheson’s Boarding
House fhe v unmarsied}, and s, at fst, reluctant to talk
about his firing or the incident that caused it, However,
due to his disgust at his poor treatment, if investigators
are properly sympathetic (though not morose), he will 1ell
his questioners everything he knows, as he understands it,

ibelivvable ag his story was, thers were parts he bft
out of the official fale—-he’s not sure, even now, if they
really happened. First, he heard faint but unmistakahie



sounds-of music in the dump that night. To him it sound-
ed rather like “the calliope sort of noise you get at the
amugement pier,” Second, when the boy disappeared
under all the horribly mobile mounds of garbage, he heard
maniacal laughter that he swears “was comin® from that
seraffy kid.”

If the investigators press him and promise to use their
influence to get him back on the force (and are the type
of folk that would be able to have 3 chance of doing it),
they may be able to get this ex-cop to assist them in their
investigations. He will ot suggest this course of action
himself. If he does assist them, he will carey his .38 service
revolver. He was really spooked in that dump.

Anidy Revnolds
STR1Z CONI1I SIZ14 INT 12 POW 9
DEX 10 APPIO  SAN4D EBEDUIO  Hit P iz

SKILLS: Drive Auto 40%, Law 50%, Spot Hidden 30%
WEAPONS: 38 revolver 479, 1D8+2 damage

Mother Matheson

This' obese and hearly woman has been running 2 dap-
hoard, twostory boarding house for most of her 66 years,
She has nine boarders, and knows all zbout them and
thelr -actions, though she has lintde Hme for “putside”
gossiping with other women.

She has guite Jefindte feelings about what is poing on,
and if gueried will state them in no uncertain torms. She
believes the whole sorry mess & on sccount of a band
of Protestanmt Wack magic worshipers. She Wil relate
tales (embellished past secognition) of nasty rpurders and
disappearances over the last 20 years, most unsolved or,
in her own words, “solved by a'hangin’ the blame on the
first poor bum they got thelr hands on”

She is a devout Catholic, I the investigators siay
ather house and if one 6rmorz of them Is also an avowed
Cathiolic, she will pive them g vial of supposed “holy water
blessed by the Pope hisself 1™ Amazingly, ¥t 15 just that,

Arthur Peabody

He Hves at Mother Matheson's, He s only home after 6:00
pine. He is ongof the proprietors of the undertaking fiom
of Jackson, Jackson, Goldberg, and Peabody, which has
facilities near the Butler Agylum,

This-thin, 6ftyish man with graying halr and a sardonic
expression can be of great sssistance if questioned. A tack
turn. fndividual, he has had the job of making presentable
several of the victims of past unsolved murders. As the
junior member of the ficoy, he always gets the messy jobs.

He can relate the condition of seversl bodies he has
worked on over the vears. Listening to his gruesome ex-
periences will cost each listener 1D3 SAN (noloss if &
SAN roll 35 made}. Some examples of his “dients” have
included a corpse with cvery single bone not just broken,
but Hterally pulverized and shattered, and of 2 body com-
pigtely drained of blood. Bvery “peculias™ corpss he has
received over the vears—and there have been eleven in the
past-20 years—has had welrd burns and all have had theiv
braing missing! None of these weird corpies came in win.
ter, fall, 'or spring, just summer. Oh, there were times
when such a messy death would come inio the mertuary
in the winter or fadl, but in such cases 1t was always grue-

somely evident that the *client™ had met his death in the
summuer—the body had just not been found till winger or
fall, If one of the investigators iy familiar with acid burns
and carefully describes same to Mr. Peabody, he will con-
cur that the burns on the bodies he dressed were similar in
nature. The missing brains puzzle him—he wonders if per-
haps someone on the police farce has been carrying out
anofficial autopsies without permission. Naturally, no one
o the force will admit to such g desd.

Abner Weems ~ Lovable Drunk

This wizened T0wear-vld s still spry. He s a retired
school teacher gone wrong, and s viewed with tolerance
and affection by the local community. He can normally
be located either in the hobo Jungle near the railrosad de-
pot at Indis Poini or gt the municipa! Hbrary, If he i
fracked down, he will genially relate the ¢venis ag he e
members theny, and will add the face that he thought he
srelled sulphur and brimstone that aight,

He can remgmber seversl instances in the past when
folk vanished, including several of his drunken friends,
but he knows pothing that cannot be gained withy greater
ease and accuracy from back newspaper reports. He is Jive-
by and talkative and will drop the name of Janice Parker,
the head librarian, a5 2 friend and fellow pedant,

Jarice Parker — Head Librarian

Janjee looks exactly like a schoolboy’s aighimare of a
librarian--complete with gray hair tied into 2 tight bun,
spinsterish glasses, and long-clawed fingernals. She can
put an foy stare right through someont making excess
noise or veturning criminalivdate books However, she isa
romuntie at heert, who reads poetry and spends many
hours compuosing Shakespéarean love sounets. She knows
Abner Weems and permits hin in the brary 1o browse on
the condition that he brings no Houor with him and that
he comes only when sober.

She hug compiled quite & large scrapbook of Informa.
tion on the disappearances over the last two decades, Old
newspapsr clppings, handwritten notes of conversations
with people Involved, all are here. I she.is interviewed,
shie will npte that in searly every instance youny people
had been invelved. The ages, she asserty dogmatically,
have usually been 17 vears oy less, with ounly rare excep-
tions, “For éxangle, that poor girl Lucy Pringle was only
sixteen, and her boyivend eighteen.” W pressed for an
answer, she will assert her beliel that “Someone, possibly
prominent in the community, is secretly mad. So insane
that he must kill each vear, He's oshviously grown quite
cupning and skilled in concealing his madness over the
vears, and 1 think it quite unlikely that he will be exposed
through his-ovwsr follies, Why, he could be adyone!” She
has several theories 28 fo his nature, and will give the in-
vestipators several false leads 1 they wsk. The keeper
shrould make up such leads. She may saspect the Police
Chiel, or other notables, But she does st suspect Abner.

Alvin and Edgar Coombs

These two young brothers, aged twelve, were Freddy™s
hest friends, and were with him the night he vanished.
However, 1o interview them, vou must first win over or
circumvent their fiercely protective mother; Lobelia, who
is extremely wary of strangers, If she Is propesly cozened,



perhaps with the story that her name will get into an im-
portant national newspaper or some similar ego-boosting
reward, she may help. Otherwise, the twins will have to
he tracked down at school or at play: Both of the twdns
semember the night distinetly, To get the story from
thes, the nvestigators will have to bribe them in a suit-
able twelveyédr-old manner. They are Hkelier to value, for
example, 2 real human {inger bone than a dollar bill.

“Preddy, he went inta that Tannel o Terror and hain't
never cornin’ bask! We don’t go inta that Tunnel ng miore,
not we—we waz scated real bad two days before Freddy
went in there, and we wouldn’t go with his. He wuz mad,
but he went anyway. But it weren't our fault—we warned
him! Sometimes there’s 3 sort of yeal bad smell from the
opening to the Tunnpel, sort of like bad egps: Two days
before Freddy went in there, me and my twin went inand
were awlul scaredidust awful scared. There was a new ex-
hibit; a0 awlol Jumpy thing with eves oll over it and 3
hunpert mouthy all Tull o black teeth, There wiz a sortof
yallér smoke around it that sort of hid the machinery
movipg it, and that smoke made oureyes burn and near
choked us. But that 4ida’t scare us then, We thought it
wiiz a great exhibit, except Tor the valler smoke. But after
we came out, we went through agaln, end the big black
thing wasn’t there no more! Mister, there’s no way they
could have put in an exbibit that big and moved it in only
# fow minutes, is there? Is there? We sever told anyons
that story before, except Freddy, cross our hearts and
hope to die. Freddy thought we were fraidyeats, and he
kept hoping 1o see that big black thing hisself. The day he
vanished, he went in there to loek for i, but oo way
would we be caught in there”

Rufus T. Washington

The monoloy below represents the way that white men
supposed Black men showld talk i this era, If there Is 2
black imvestigator present, Mr. Washington. will be more
strateht-forwerd and wunderstandable.

This. gentle old black porter works at the main
railroad station and twns g tuinbledown shack near by the
ity burning grounds. He can be brought-into play stmply

* through having the investigators notice his humble domi-

¢ile through the trees whils they are investigating the
dump,

This septungenmrian s wnwilling to falk. However, a
douple of dollars will change his mind, Even then, it is tb-
vious that he is reluctant, perhaps even frightened. Kindly,
persistent gquestioning elicits the following statement from
b,

“Yasguh, T seen dem thangs dey called be Zimbies, vis-
suli | knows what dey is cause-1 be Mom dat island place
Haiti and dat be bad place fo dis kisd Juiu, vassub |
knows all bout dat. Dey be callin to me at night, but 1
doan go down dere, nossuh, 1 be one old po’ nigger, but 1
aii’t no stupid! Nossuh, Dey be a tootlin on dey flutes,
and a singin Hke # be 8 reglar churchroony seyvice, but |
knows betiah dan dat!

“Cometimes it be bad, bad smells inde dump deve,
wistahs. Bad smells, debbildights, and Ores dat | knows
wasa't set by de-¢ity of Providence. Nossuh. 1 kiiows
what fires been set by de ity an” what fires been set oy
dose other ones, Dem othub fires doan nevuh leave
ficthun but sticky black ash, Yassuh, You ast me, and
Dtells you—dat dump ain’ nothing but bad, bad news.”




Kent Howard

The mad survivor of the first incident 5 recovering from
his horrendous injuries st the Butler fosane Asylum. Un-
Iess he is hyprotized or heavily sedated he is totally inco-
herent, munsbling only such useless stuff as “The stink!™
if calmed down, hynotized {chance for 2 successful hyp-
n0sis is equal to the character’s Psychoanalvsis, for pur-
poses of calniing and working with this madman) and
guestioned patiently and pently, he will say:

“Dead .. dead ... things. ... In the graveyard—{ wanted
my kiss ... Oh poor Lucy! The grave is just s trick—it’s
opening up like 2 trapdoor! ... No, Lucy! Don’t go over
there! Don’t you see it? You've gol to see it? No, don’t
un? ... Oh my Savior! What's that ... ot of the ground-1
can’t get away ... Lueyl .. Why is It hot? It's so hot here.,
it shownld be cool. And it smells so bad. ... Those things!
They've got Lucy! .. There's too many of them! I can’t
get through. Too many ... Dead things ... The gmell ..
Maggots diipping and getting all over my new suit ... help
me grace .. can’t anyone hear us? . Oh hail Mary, full of
grace, blessed art though above all women that thing come
ing out of the ground is taking Lucy .. Not There’s &
vopel It got me! Help! .., 1t Hurts! Mother, it husts!
Asagh!. Aagh! .. Um free! But something’s wrong, Oh
Christ: Redeemer! My arm! ... Why can 1 still hear the
carnival music from here? We should be too far away?
Myarml..,”

At this paint, he will peter out and fall back, About
two misutes after that, he will suddesly sit up, look
alertly around, and say, “The biggest corpsein the whole
wide world must be sitting there under that graveyard,”
i he Is Tmumediately asked what he means, and this gues-
tioning is combined with a suctessful Psychology roll, he
will say, “Because of the maggots—such big magpots must
come: from a big man’s body, musta’t they?” Then his
eves roll back in his bead and he collapses for the day.

Malocolm Harris

A hexagenarian retired cobbler who spends his evenings
fishing for catfish on the Seckonk. Both Abner Weems
and Mother Matheson know him, and know of his pro-
pensity for spending long nights staring over the water,
fishing sear the amusement pier. If the investigators ask
about -anvone that may belp them, Weems or Mother
Matheson may mention Malcolm Hards:

He knows where the sewser sutlet for-the carnival is,
and he says “Sometimes I can hewrs the carny wmusic
houning through it. Course, the sewer tube changes and
screws up the music so it's sort of spooky like.” He says
that he “has seen a dama sight oo many things that were
unseamby-dike.” If pregsed for more details, he will give
none, merely Teiterating his statement that they were “un-
seemdy-dike™,

He will casually mention that he remembers several
conversations with Alex, the old caretaker for the grave-
yard, who passed awsy over ten years ago. These converss-
tions, Maleolm adimits, were fusled by a ltte wine or
whiskey row and then (“Remember, this was all long
afore Prohibition come along.”), but he thinks there was
much truth in them. Ol Alex sometimes complained of
finding glop in the leaves, fesémbling the track of a giant
sl or ghug, or of hearing throbbing ov rhythmde, almost
musical sounds, from deep under his feet.

If specifically asked as to how Alex died, Malcohn will
turn grim gnd say “he was found all burnt up one morning
right in the middle of the cemetery, There’s them as says
“twas spontaneous combustion, and there’s them as says
there ain’t oo sech thing as spontaneous combustion. Me,
Py jest a retired shoemaker—how the hell should 1
know what happened?™”

CARNIVAL GROUNDS
The Tunnel of Terror

A large wooden building two stories high in front, and
three. stories fo the rear, The facade is painted to resemble
an old castle, and the little cars that each carry two pas-
sengers through the dark interlor are made to resemble
coffing. The ride lasts seven minufes and twists and tums
up and. down and ol through the entire thres stories
of the building’s interior. It even doubles back on itself
seversl times, It operates mechanically —the carsare pulled
along via a constantly-moving cable.

At one point, there is 3 trap door that can be opened in
front of the moving car, shunting it into the hidden cav-
erns below. Simultancously an idéntical-but empty—car
is switched onto the tracks to take its place. Over the
years, many people have gone to horrible futes in this
sncaky manner, This trap door is difficult to spoteven in
good Nighting, and cannot be opened without entering the
hidden switching room noachy and engaging special
molors.

1f desired, the keeper can-addib such things ss slime
tyails, nauseating “sewer stenches,” and similar evidence of
chthonians, These dread horrors cccasionally enter the
Tunnel of Terrors from below, coming throuzh the trap
door, The Coombs twing saw 4 chthonian on the wight
they were so frightened—it had npot had time to escape
helow before the first ride went through that night.

The Tunnel of Terrors is mianaged and usually oper-
ated by Angos McWhirter. Froquendy Joshus Paterson
takes over the ticketing and running of this booth, es-
pecially at pight and on Sundays.

The Fun House

Adarge three-story wooden building painted in parish and
loud colors; Clowns and simitar adornments prevail. Tt has
the usual tilting floors, grotesguely-distorting mirrors,
spinning disks, hidden air jets, and wooden stides meant o
Be ridden on provided burlap sacks. It also has 4 secret en-
trance leading info the caverns benesth, but its triple-
focked steel door is cleverly hidden behind a pivoting wall,

The House of Mirrors

A singlesstory wooden structure cunningly painted to re-
sernble brick, Inside its mirrored maze isone mirrored wall
that can be pivoted open to lead unwary peopls down
still in a mirrored maze) into the caverns below. This
rick, too, has snared many victhms over the years,

The Grand Menagerie

A brick two-story bullding that contains a large avigry and
serpestorium  upstairs and & dozen or so tron-barred
animal cages downstairs. Filmore Wagabaugh is the main
individual concerned with caring for the menagerie, and
the more dangerous specimens will be fully described



under his name, Old Billy Jumpner does the harder
Iabor here, The biggest specimens include & bear,'a pan-
ther, 4 wolf, a cassowary; a rather large crocodile, and ¥
king cobra, There are also a number of less lethal inhabi-
tants, including some toucans, weasels, and the mena-
gerie’s pride, a stuffed giraffe.

The basement of the menageric is the main powerhouse
for the entire arcade. It holds eight coal-fired boilers that
generate steam and power for all the buildings. “Flyboy™
Pehr runs and operates these engines.

The Wax Museum

A wooden building with 1 single-story central area and
a pair of two-story-tall wings, There s a basement used
solely for working paraphernatia, There are sections on
historical figures, current film stars of note, a chamber of
horrors and famous murderers, and so on. Despite the
usudd chnnotations posseséed by wax museums, this par
ticular one & not especially sinister.

The North Star Bestaurant

A pice place, open vearaound. The favorite dishes sre
fresh river-caught fish and “Our Famous New Orleans Fried

Chicken,” The manager and chef &5 Anthony Bowen, His’

factorum is Frank “Punkie” Garber, and the chief waltresy
is Ermaline "Big Erma™ Grodt,

The Open Alr Dance Pavilion

Despite the name, &t has 5 wooden roofl. 1t is taised up on
wooden colurmms some ten feet higher than the surronnd-
ing ares. A painted wooden facade covers the gres under
noath, which s used mainly For storage, but alse containg
dressing rooms, all reached via g trap door and stairway
fromithe bandstand.

Al night, Norrls Long runs the dance pavilion, ane
nounces musical numbers, and actz as general emcee,
During the day, the dance floor is open for gayane who
wishes to wander across it—the band shows up st night.

The Parisien Theater

A small {60-seat} theater that shows silent motion picture
films and is open year round (though only on weekends
during winter, spring, and fall). It is 3 two-gtoty wooden
building painted witl street stenes of Parls and is also
used for the Star Studded Show every weskend during the
summer, Carl Denim is the announcer for this show, as
well as some of the acts. Sonny “Cravy Legs™ Poscher'is
the main act in the Star Studded Show, and other carnival
personnel, such as Reuben Ramirez and Wong Fu Ji glso
show up here frequently to put on g fittle show. Traveling
revoes and other vaudeville acts are often on the docket
here, for a change of pace.

The Gift Shop

A small brick bulding where all sonis of mementos are
sodd, Nothing here is worth much of is of any real Interest.
except fora few oddly-caeved figurines on a back shelf,
These little wooden figures depict nothing less than
chthonians!? But, it will take 3 thorough looking-over
amel @ successful Spet Hidden to notice them. IT the
counter man {who varies with the day) is asked about
carvings, he will invariably mutter something about
“Injun curvings—24 cents each.”™ He will, in’ no case,
show any sipns that he knows what they represent.
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The Ferris Whesl

Some 60 feet high, end just the place from which 10
peruse the cemeiery. The keeper could huve the lnvesti-
gators mesl someone who has seen odd sights while on
this gaudily-painted ride.

The Public Hest Rooms

This has 5 basement area reached by a2 rather obvious trap
door and lodder In it is 2 small pumping plant that
handles all the effluvia of the entie carnival. It dmply
pumps it into the caverns below where it forms 2 noxions
little ereek cventually flowing out of the sewer outlet inlg
the river. The caverns below can be reached simiply byane
bulting. the -main pump housing, lifting it off (it is brass
and weighs some 400 hs) and climbing down the fourfoot-
diameter sluice pipe the 30 or so feet to the cavern floor,
There is.no ladder, so 1t won't be easy! And # s really
slimy in there—not to mention the stink.

The Silver Spoon Diner

The classic small and narrow diner with sbout a dozen
stools facing a long countér. The food lst’t bad and the
house speelalty &8 “Texss Chili”-which produces s four-
alarm fire of the mouth, The summer help here (the wait-
vess) is move than willing to falk voluminously, though
vapuely, of the strange place that the carpival is. She i not
able or willing to put her finger on anything specific be-
yond her feelings that something’s definitely not right
with that Tunanel of Terrar and Angus McWhirter. Bhie 5
adamant about not coming back hive the next vear 1o
work. Not at all,

Wadam Zaral's

This is o small oneroom cottage divided into several aress
by hanping curtaing. Tt s heavy with incense and the odwy
of fried onions,and everything from wallpeper to curlains
are of the most garish and paudy designs imapinable,
Madame Zarah, the supposed oypyy, it actually from the
Bronx, and s definitely a phony, She does not even kabw
anything about the camival’s true nature, Any investiga-
tions here will lead toa dead end.

The Becurity Shack

Jonathon Boomw’s palace. A one-room affair of cdaphosrd
with a pot-belly stove domingting the interior. Its battered
desk and two chalrs of good oak gre the only fuinituce
save for a wall rack of wrought dron holding a sawedsoff
{2-pauge double-barrelled shotgun, a 3030 Winchestor
fever action-rifle. and an srmy issue 30406 Springficld,
The desk drawers yield 2 couple boxes of smmunition Tor
the guns, as well as 2 box of rounds for Boom’s pistol, On
a nail hungs o ring of kevs to open al the gates, doors,
and 50 on in the entire smusement complex. It s a du-
plicate of the vae on Boom's belt.

The House of Freaks

A single-story wooden frame bullding with a single cential
hallway and 12 tiny cubicles (six per side) housing the
freaks -{which are viewed through plass partitions). It is
often very fetid and rank inside with an odor as persis
tent as i is wndefinable, No one who hus ever smelled ot
can forgst it
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The freaks here include Rondo Moresby; Wong Fu Ii;
“Fatima” Flores; Co-Co the Dog Bov: Kilmer “Whitey”
Letterman; a pair of pinheads; s {fake) two-headed dog;
a “Horror from the Deeps™ preserved in aleohol that is
actually a very large octopus with (human} hands sewn
onto the iips of is feptacley; giving it 9 rather strange
appearance; a {realy stuffed fivelegged calf; 2 “What ks
I which consists of an enormouns thick tentacle sit-
ting in a pool of dark liguid—the tentucle is at least
eight feet tong and a foot thick, but is definitely dead—it
is, of course, from o chthonidng and, Pually, 2 last Treak
act ‘which changes from yeur to year—this year it 8 a
{fake) “Cross Between Pig And Man—-Proof of Ungodly
Cross-Breading and Bestizlity™ pickled in 8 bottle,

Winston Cralg’s Import Shop

A small brick building tastefully decorated within, welldit
and full of 3 really startling array of Asian and Pacific Is-
land merchandise. Everything from cheap gew-gaws {like
those in the Gt Shop) to fine jewelry is represented here.
A motto is carved over the door indvory: “If Ldon't have
i, T ean most coptainly get 117

Depending on how the keeper wishes to handle the
game, this could be a prime drea {0 find weird occcult
artifacts and strange lttle books, or not, The shop’s
owner 1§ undescribed, as he s usually not here, being off
gathering things to sell from Asian aress of the workd. This
shap 15 just one of four such shops he owns, Hodsnot an
active participant in the Society of the Great Dark, just
someone who leases o place, though he bas his suspicions.
The normal clerk here is jost & local suy who knows
nothing, but who could possibly put the investigatorsin
touch with the owner, It is entirely up to the keeper,

The Manager’s Office/Aid Station

Anuther dottagelike brick building with curtained win-
dows and nicely decorated interior. A hired purse ison
duty here #t all tires (she knows nothing), and the carnis
val manager, Wilberforce Wyatt, i3 often here as well. If
he's not here, he' is certain 16 drop In within an hour or
sa, and anvose lookiog for ing s welcome to wait. In g
medicine cabinet are all the usual ftems: a roll of bane
dages, lodine, carbolic acid, tape,-and so forth, There is
also a snake-bite kit {a concession to the existence of
Slither the King Cobra in the menagerie).

The ice House

A small conerete bullding with the apparatus necessary for
production and storage of block ke, I &8 normally locked
and accessible only to appropriate carny people. There fsa
hidden ‘trapdoor (heneath several hurdred pounds of
block ice) that opens 1o stairs to the caverns below,

The Main Barn

This bright red wooden strueture is 40 feet high, but has
only a rudimentary hayloft to break up its inner expanse.
There are normally eight horses, six ponies (Tor the ride of
the sume name), and a pair of old, flea-bitten mules sta-
bled within. None of them {except fortwo of the horses
which are used in Emmanuele Vasconcello’s acty are in
anything better than fair shape. Filth and odor are stifling-
by abundant.
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Professor Pleiffer’s Photography Palace

A small blue-painted coliage with a miniscule darkroom
and several expensive photo-plate cameras. The “Professor”™
is another of the summer sesidents who is not written up
in the personality profiles, He is 2n absent:minded old
geezer “who is not aware of the terrible goings-on at the
carpival-sat lzast partly because he has made a consclous
effort to block out such knowledge, and has successfully
rationalized away such evidence as he hiss seen. Several
bottles of highly toxic and oven potentially explosivz
chermdcals are stored in the darkroom. There may even be
photographic evidence of gruesome goings-on hidden
away in a dark corner of this coltage. It%s up to the keeper.

M. Lucky's Magic Shoppe

A vellow-painted wooden building that selly sverything
from dribble cups to exploding cigars. OF course; there s
no real magic here, just cheap gimmicks. The proprietes
can b whomever the keeper wishes, so long as it i a dead
end for investigations.

Wyatt's Houss

A lovely brick two-story house all in white with yellow
trime. It has fine furniture, g real marble-mantel firs-
place, and a Ubrary with several hundred volumes {mostly
history, conventional religious texts, and classics like
Shakespeare). There is no hint whatsoever within the
Houge as to the frue suture of 1he pwner,

The basement containg the faundry and 2 wellstocked
wing cellar. However, some of the dusty wine bottles are
painted wooden fakes. I these are moved in 2 ceriain sa-
quence, the central wine shelf will slide to one side, reveal
ing = recessed pull ring Tor a trap door. IFopenad, a lorg
stairway 1S revealed, leading down into the secret caverys
below. Unfortunately for anv opeser, a second instur
chilionian guards the stairs down, and will immediately
begine flowing up into the wine cellar i intruders are
here. lu any case, the steneh walting from this stabrwell
is reminiscent of old black swamp mud and feces.

The guardian chthonian

STR22 CON23  SIZ30 INT 17
DEX 4 Hit Points 23 Arnmor—2points
WEAPON: Tentacle 40%, 1D6 daniage
NOTES: Each round, this larval horror can attack wizh
1D8 tentacles, ¥ a tentacle hitg, it will hang on and begin
to drain blood at the rate of 1 point of 5TR per round,

Also, this creature can regenerate from damage done o
itiat the rate of 2 points per round, I #isveduced to O or
fewer hit points, it will die and not regenerate.

Seeing this larval chihonian costs TD10 SAN, unless 2
SAN roil succesds, in which case only 1 point is fogt,
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The Roustabouts’ Bunkhouse

A gray two-story wooden slat building with nothing inside
but rows of bunk beds sufficient for some 50 individuals.
Yearround residents here include Nuncio Pirelli (the head
roustabout); Old Billy Jumpner, Eugene “Hedge™ Piomp-
kin, Terrance Valdosky, Fred Smith, Paul “Red™ Frizz,
Farouk Shabazz, Thomas “Black Tom™ MacGinty, and
Christopher *Shakey™ Lodge. During the summer season
a couple of dozen other workers are hired,



The Cook House

A combination kitchen and dining room for the perman-
ent workers of the amusement park, It is wooden, paiated
yellow, and hes someone working in it 24 hours & day,
seven dave a week. Different people do the cooking at
aifferant tivoes

The Shooting Gallery

A concrete building with a heavily-baffled ceiling and
sound-proofed walls. The counter front can be lowered
anid locked down, giving the cult 3 complately sound
proofed building within which they can do'as they please.
Actoss the rear of the structure is the water-filled “duck
pond™ where both stationary and e¢ndlessbelt moving
metal targets are. The puns, and several thousand rounds
of .27 wmimo are stored in here, Esteban Garcia rung the
Joint arid is nearly always here,

The Bavarian Root Beer Hall

A twosstory. building open to the rafters, giving good air
circulation. Wooden tables and slat benches are every-
wheve ands sl stage Is a1 the rear of 1hé building. The
cellar, where the root beer, ginger ale, and more potent
drinks (availgble oply to {rends of friendsy is reached
by 7 woodén stairway to slage left, and during regular
business hours the waitresses are continmally hustling up
antd down,

Crie of the hege keps in the busement is alvays emply,
and s, In Tact, hinged to open Hkea door when the seéret
vatch is moved. Tuside the keg s a doovway with two key-
hales, Both of which must be unlotked or picked Befors it
will open onto the stabs leading down. At the foot of
these slairs is o pair of ghouls behind an ambush wall at
the last dowsward torn of the spiral stalrs. For the stats of
these ghouls, see Ared A of the underground caverns.

Miscellansous Notes

Obviousty, @ description bas not besn given of all the
structufes in the amusement area. This 5 becavse many of
ther have no bearing o the Tlow of the game and can
easily ‘be ad-ibbed by the keeper as niceded. In addition,
some elbow room has been left Tor the keeper, allowing
hint to create exira sindster characters, evil buildings, and
dread secrels.

The exact interior layout has been left for each keeper
£ allow for Fis own particuiar ideas and goirks,

THE AMUSEMENT PARK

Theve a5¢ drpund 40 fulldime smployees of the North
Star Amusement Arcade and Pleasure Pier. Bachand every
one of them is deeply dnvolved in an evil society dedicated
to the dark rites and horrific learning of the Burrowers
Beneath—the worm-hings that tusnel through the inter-
stices of mother Farth like maggots in gangrenous meal.
Most of the seasonal workers know nothing about this
evil organization.

Wilberforce Wyatt

This dark handsonte man in his late 40%s is the ownerand
manager of the carnival. He is also a Ninth Degree Master
and Fhgh Priest of the Great Dark, as the organbzation

11—

sivles their leaders. Burned into his breast, over his heart,
is an ancient sigll, symbolizing the power of Shudde Mell.
He has learned much greane knowledpe through bis ser-
vitude fo the Elder Things Below, and owns three holy
artifacts -of the cult. These artifacts are: the Orb of
Hraski, the Kepwaman K'theat, and the Risg of Cam-
eithos.

Wilberforee Wyatt will never talk to any investigators
under any circumstances whatsoover, Naturally, his ring
makes it somewhat difficult 1o cosrce him physieally, If
hie s rudely pressed by investigators, he will call several
carnival workers o politely dnd gently evict the intruders,
No harm will be done to them—at that time. I he is ques-
sioned by officials, such as the police, after carefully
checking all credentials (including making calls to alleged
superiors), e will give as briel and tninformative answers
as legally pussible,

Wilherforce will not-hesitate 1o act 1o destroy or kil
anyone who seems to be closing in on his act or discover-
ing the true nature of the carnival. In an atiempt to
eliminate outsiders, he generally tries fouse arcans means
rather than mundane ones. He believes that a corpse
found with bullet holes or o slashed thibat leads 1o 2
police Investigition, whereas 1 corpse found smashed to
pieces o corroded as if by acid leads to bewilderment and
official attempts to explain the body away,

Wilberforce Wyasr

5TR 10 CON1l  sEZi2 INT 17 POW 28
DEX 14 APPi6  8aNGQG B0 HitPs 12

SKRILLY: Read Whywl 80%, Accounting 98%, Cthulhu
Mythos 79%, Listen 57%, Spot Hidden 64%, Hide 30%,
Debate 87%, Oratory 65%, Swim 27%

WEAPONS! carries none; Fist 70%, 1D damage

SPELLS: Summon/Bind Clthenian, Contact Ghoul,
Summon/Bind  Sersitor of the Outer Gods, Contact
Shudds Mell, Creste Gute, Resurrection, Shrivelling,
Voorish Sign, The Red Sign of Shudde Mell, and The
Black Binding

The Orb of Hraski iz ¢ softbellsized moonstone with
@' pale blue coloration. Those gazing into its depths for
several minutes have a chance equal to thelr POWxS or
iess on (D100 of seeing past events; These events will al-
ways be of @ nature connected with the thoughts the
viewer has been concentrating on while gazing imo the
sphere, Gazing into the Orb of Hraaki costs a MP per
minute of vision, and the yesult is always a vision of evil or
norror, such as secrifices, anclent monelithic cities, ete.

The Kepwamon K'theat is a huge brass-bound tome
compiled 700 years ago by 2 mad mouk, Adolphus
Clesteros, who wrote it By his own “secret Janguage.” This
tongue he calls Whywi and muany of the spells known by
Wilbérforce Wyatt are found herein.

The Ring of Cameithos & an anbelievably-ancient band
of g whie alloy resembling titanium, 1t originates from
the misty timeg of the serpent people, and it renders its
wearer impervious to all formg of kinetic force (bullets,
knives, crashing cars, efe,, simply will not penetrate his
skin}, The ring also repders the wearer soulless and with-
put conscience, as the tainted pyyches of the ancient



Serpent Kings who wore the ring seep into the owner's
mind. Any wielder of the ring will lose D10 5AN {no
SAN roll necessaryy each time he puts on the ring, and for
each full day he wears it

THE HED SIGN OF SHUDDE MELL: This spell les ong
full mules round end 3 magic points Y cazt. When forried
sorrectly, a dully-glowing red symbol sppears i the alr as the.
finger Imstribes it Onoes formed, the i maintained by
concenirating and spending 3 more misgie pisints sach round.

All those in the dgn's presence and nearsr than 10 metery dis:

tant take 03 points of damage saeh round as their body
quakes and spasrms and thelr internal ovears and blood vessels

caster himsall must remain stending by the glowing sign,
concentrating, and tekes T point of dimmge far eound.

itig pestible to escape the sign's sfferts by crawling bes
hind a wall or othier protective obisct. The sion's maletirent
aftects will begin totmke place vhe round atter (tin Toemedd.

THE BLACH BIMDING: This ritusl iz tsed fo creats som-
bies. A riteal Hould s poured over 8 corpss or the grave in
which ir lies, Thy ingredivnts of the Houid are up i the
keepar, but a1 leest ong should be ditficult to obtein Tegally.
The arave i Tede fo maturs for o full wesel, ACthe ool of tha
time, the magician comes to $ha grave and intones e Black
Sindding ritust, which cost 16 madle poles. At thesnd of the
ritusl bwhich takis 3 half hous to zompletsl, the corbss tlaves
freveay Tromothe gyrave, The corpse s nindiens, with o willat
s own, When glvery's command it will follow it winil cony
pleted then stop swriting the 685t prdee. These sombles
continuge 1o rot after thiy are dreated, and so evertually
will decay Irro usslesindss, whsreupon o new one must be
made,
Zombies crasted by 181 ol ove STR and CoN exgﬂai £
1.8 thiat they bad wher 3lve, and 3 DEX sausl 16 2D5. Their
S1Z does not change, and thoir INT is destroved. They have s

POW of 1 Just sulfic ent 10 animete thelr plirhi bodies,

donathon Boom

This-fellow is the carnivals Uniformied security offioer and
is ol s sive and demeanor sufficient Tor most deterrent
purposes. He also hasa 38 Webley revolver in a holster on
his sipht Hip, g paic of handeulfs, and 2 two-foot black
sight-stivk. He started out a8 a stréet fighter in Now York
City's-Hells Kitchen, sad Is now.a fanatical slave of the
Geeat Dark. His love of the Greal Dirk is ot least partly
associsfed . with bis personsl sexuid perversions—in the
past, he has lured vouns bovs into his Jlitches with pro-
mises of Jree rides. The colt has pandered 1o his pasies,
and he is-oven encourgged 1o capture boys, some of whom
are delivered to the Ongs Below alter Jonathon b ex-
pended his vile lusts apon them,

If i keeper desives, Police Chiel Walker may have
unprover slegations about Boom s morals n his portfolio.

Jonathon Boom

STR 34 CONG2 812 Y7 INT 12 PO 12
DEX & APPT SANG EbUg Hit P1s 15
SKILLS: Cihullue Mythos 29%, Law 199, Listen 7%,

e

Spot Hidden 63%, Clirb 63%, szmp 35%, Throw $5%
WEAPONS: 38 yevolver 48%, 1D8+2 damage

Fist 90%, 1D3+1D6 damase

Nightstick 74%, 1D6+1D6 damage

sanvulse, Those forther swey than ‘10 mueters, but nearsr’
than 30 meters, toke 1 point of damege sach round. The |

] P

Abigail Forman

This 4l.vear-old blonds fwho looks much younger, at
least when she is wearing her usual heavy makeup and
standing in the hot stage lights) &5 not only the hootchy-
cootehy dancer in the Réd Hot Harem Dance Show, but is
algo a Third Degree Mistress of the Greal Dark, Bhe iz
Wyatt's paramour and an accomplished tumbler and acro-
bat. She has an aging, yet hounting, beaoty that s both
earthy and sthereal, She never poes anywhere without 3
palr of hollow-bladed daggers of sharp glass. The hollow
tlades are filled with & mixture of aqua fortis and an un-
der-eartly venom of drastic potency. When she stabs a vie-
tim, she always twists the blade 1o snap it-the stabeein
variably dies horibly, howling in mindless agony and
writhing helplessly.

Abigail Forman
ETR 14 CONIF  SlZs INT 16 POW 20
DEX 19 APPI7T  S8ANO EDUIZ HuPsio

SKILLS: Chemistry 44%, Crhulhy Mythos 42%, Listes
85%, Pgychology 68% ‘Epai Hidden 69%, Hide 497,
Sneuk 94%, Oratory éms Sing 73%, Climb 83%, Dodgs
SO% Jurap 95%, Swim 100%, Thmw TR%

WEAPONS: Dagger 67%, 1D6% sutomatic death in 105

melee rounds
Kick 30%, 1D6 damage
Fist 78%, 1D3 damuage

SPELL: Shrivelling

Michael Ransom

The Head Barker who oversers all of the game boothy i
the amusement park. He also runs his own booth, the
Balloon Bust-"Em. He always hes @ pocketiud {510y of
the darts from his booth, and is davm accurate with them
ol to about 35 feet,

While he is not a deep initiate of the Order, he iz 2
close associate of both Wyalt and Abigail. He s fanatical
and very agile. He will fight unill dead orunconstious, He
belioves that i daiy while defending his faith and the
Brark Ones that he will live again In endless glory.

Mivhael Rangom
STR 17 COMI4 SIZ1z2 INT 14 POW 10
DEX 18 APPIS SANG EDUS HitPs1s

SKILLS: Accounting 3%
49%., Bargain 96%, !}mee B3%,
iﬁ(},, Jump 75%

WEAPON: Fist 74%, 1D3+1D6 damage

Thrown Dart 98%, 1D3+1D3 danwage {can impale)

. Psychology 8B%. Spot Hidden
Fast Talk 100%, Onatory

Muncio Pirelli

This hulking brute (67 47 and 270 Ibs} is the strong man
get for the carnival 3s well as the head roustabout, He
capable. of bending horseshoer and twisting Inch-thick
tron bars out of whack, but Is dense. Desplte his slov
wittedness, he is a fervent follower of histwisted religion,
and has taken part in the inner ritualz, wherein human
Blood s drunk and human flesh ¢onsumed. He has boen
raised 1o the randk of First Level Master of the Tireat Dark
and his pride in this is second only to his pride in hiz
working name-The Mighty Hercules,



Nuneio Pivelli

STR23 (COR17  S12i8 INT SR POW S
DEXIG APP 9 SANO EDU.7 Hit Pis 18

SKILLS: Cthulbu Mythos 39%, Listen 56%. Meachanical
Repair 84%

WEAPONS: Fist 71%, 1034206 damage

Two by four 36%, 1D84+2D6

Filmore Wagahaugh

This rheumy-sved oldster is the carnival’s resident clown.
He is also overseer of the menagery and ity tenders. He
wields 3 weird hypnotic power over his animal wards, and
some ohservers say his thoughts are the animals’ thoughts.
He is dangerpus because of this control-it isso great
that it seems at times as if he sees through the evesof the
beasts. There is some sort of link between Wagsbaugh's
black beliefs and this power, 3¢ it hasgrown greatly since
his conversion, but this link is 4 mystery gven to Wyatt.
Statistics Tor those animals effective in combat are given
below. These creatures have no fear of humans (having
been around theya for yvears), and all have ldlled before.

Filmore Wagabaugh

5TR7 CONY BiZ 12 INT 13 POW 16
DEX 14 APPS RANG EDU 11 Hit Pis 10
SKILLS: Cthulby Mython 39%, Psychology 35%, Pick
Pocket 82%, Dodee 65%; Jump 87%, Throw 67%
WEAPONS: Fist 67%, 1D3 damage

Sultang, the black panther

STR18 (CON12 BiZ14 POW Y
Hit Folnty 13 Armor—1 point fur
SKILLS: Hide B5%, Sueak 97%, Track 46%

WEAPONS: Bite 30%, 1 D8+1D6 damage

Claw 45%, 10641 D6 danage

Rip 80%, 206+ D6 darmage

NOTE: Sultans can atteck thres times in sach round;
once with bite and twice with claws. H both claws:hitin
4 roundd, Sultana will hang on and rip with his hind leps
an the next round.

DEX 19

Silvertip, the wolf

STRI2 CONiZ SBIZ10 POW 14
Hit Points 11 Armor—1 point fur

SKILLE: Sneak 45%, Track 100%
WEAPON: Bife 35°%, 108 damage

DEX 14

s
%,

Slither, the king cobra

STR3 CONS 5122

Hit Points 5 Armor-none

SKILLS: Hide 99%, Sneak 99%, Track 60%

WEAPON: Bite 80%, 1D2 damage + POT 20 venom
that acis vs. CON, beginning 1D6 minutes after being
bitten.

NOTES: Any atterapt to hit Slither is done at half normal

chances, due to his size and shape.

POW 12 DEX 17

I, i

Bungo, the chimp

STRi19  CON1I0 81212 INT B
DEX 16 Hi Points 11 Armor-nong

SKILLS: Climb 100%

WEAPQONS: Bite 40%, 116 damuge
Paw 60%, 1D3+1D6 damage

NOTES: Each round, Bungo canattack three times, using
his bite and both paws.

POW 10

Conche, the black bear (wrestied in Nuncio Pirelli s act}

STR20  CON1I6 SiZ24 POW 7 DEX 9
Hit Points 20 Armor--3 poird fur

SKILLS: Climh oD%, Track 40%

WEAPONS: Bite 300, 1D8+2D6 damage
Claw 40%., 1D6+2D6 dumage

ROTES: can atiack fwice In ground, using elther bite and
claw or two claws,

Shoes, the ulligaror (5ifled o 16 feet long)

STR2:  CON20  SIZZB POW 10
Hit Points 24 Armor--5 poing sKin

SKILLS: Swim 90%
WEAPON: Bite 45%, 1D10+2D6 danuige

DEX 10

Red Eve, the cassowary { Billed as “the Kilier bird ™}

5TR14 CONIO SIZH POW 3 DEX 18
Hit Points 12 Armor-2 point feathérs

SEILLS: Spot Hidden 80%
WEAPON: Kick 70%, 1D10+1D6 damage

Rondo Moreshy

This extremely grotesque individual is the head of the
House of Preaks, and is himself billed as The Most Horri
hie Man in Americs. He s seeretly a cannibal and a prac-
ticing shoul who loves to dine on the fragments left after
# sacrifice 1o Ids dresd deities. He is of unknown age and
origin and abmost dlways has bis doublesbitted logger’s
axe near ot hund. Guly Wyatt Knows for certain that
Moresby used such v axe fo glaughter his entire family
many years ago (whom he ate},

Rando Moreshy

STR20  CON18 BiZ16 INT9 POW D
DEX 8 APP 1 SAND EDUS Hit s 17

SKILLS: Cihutho Myvthos 25%, Listen §7%

WEAPONS: Axe 50%, 1D8+2+1 D6 damage
Fist 73%, 1D341D6 damage

Extehan Garcia

This 504sh individual runs the Shooting Gallery, dresses
like 3 cowboy, and isa crack shot, capable of shooting the
buttons off 4 man's coaton a good day. The Shooting Gal-
tery has some 30 .22 ¢fles and, hidden behind the count-
er, & Winchester lever-getion (32-30 caliber,

Many vears ago, Garcla rode in a wellknown Band of
Mexican raiders and was himself noted for the rape and
murder of five nuns in Ocho Rios, Mexico. The Mexican
governmuent still has a $1.200 reward poster oot on him,



under the name of Badwater Mike, which 5 why he
is now here in Providence, under gnother name. He left
Mexico in 1916, He always hag a large and sharp Bowie
kunife sheathaed at the small of his back, under his Levi
jacket,

Esteban Garcia

STR 13 CONI1s3  SIZ13 INTI13 POWID
DEX 15 AFP 10 SANO EDU 6 Hit P1s 14

SKILLS: Cthulhu Mythos 14%, Listen 62%, Spot Hidden
7%, Track 66%, Camouflags 80%, Climb 87%, Ride 90%

WEAPONMS: 22 rifle 95%, 1D6+7 damape
.32 nifle 93%,.2D6 damage
Bowie Knife 60%, 1D4+2+1D6

The Lesser Carnival Characters

All of the following people-are. true beligvers in the Great
Buark, and gre totally lost 1o their noisome religlon, They
will not usually be encountered by the investizators unless
the investigators are so rash ag tomake a dirgot maid upon
the amugement arex itsell. The keeper may use them as
local color and cannon fodder as be desires, Complete
statistics  have oot been provided for these characiers.
However, their hit poinis and normal weapon skills are
listed. Other skills can be created by the keeper at need,
or extrapolated from the character deseriptions (for exam-
ple, it is likely that Emmanuelle Vasconeelios has an ex-
tremely good Ride skill and probably is good at Jump and
Dodge as well).

Emmanuelle VasconceHos: Darkly begutiful and promis.
cuaus, this 30year-old horse trainer-and trick rider is a
general allaround performer at the arcade, She is also
Arnthony Bowen's lover.

Hit Points 10 DEX 16
Claw 609, 1D3
Bite 20%, 1D4

Anthony. Bowen: Runs the Slop Chate {restyurant) out
on the Josg piey, and is hesd cook. He is hapndy with 2
meat cleaver and butcher knife. He is the bover of Em-
manuelle Vasconcellos and s insanely jealous—and she
gives Bl lots of opportunities to be isalous. His dark
teligion has harshened his lust Tor vengeance 10 the
point of truemadness,

Hit Pointy 13 DEX 12
Cleaver 75%, 10444
Buicher Knife 80%, 1Ds

Frank “Punfkie’” Garber: Chief dishwasher and pofer at
Bowen's restaurant, He likes to fistfight and keeps a2
prized pair of brass knuekley in his filthy pants pockets.
Hit Points 9 DEX 11

Punch 57%, 1D3+2 (with brass knuckles)

Rovee "Sourpuss” Brunner: A boyish and engaging indi-
vidual who doesn’t look half of his 30 years of age. He
rurs the cdrousel and'can cheerfully cut the heart out of
anyone he's ordered to with the 6 blade folding knife he
carries, But whatever he is doing, he never stops smiling,

HitPoints 10 DEX 10
Falding Kaife 50%, 1D6

Norris Long: Runs the bingo parlor during the day and
the dance pavilion during the night. He fancies himself a
tadies man and is always dressed “to the nines.” He carries
a five-shot 22 caliber pistol, This pistol is so small and
sleel that he can carry it on his skin-tight clothes with
1o sign of it showing.

Hit Points 13 DEX 15

S22 Pistol 40%, 1D6

Old Billy Jumpner! The “swamper™ that cleans the aninal
cages, feeds them, and so forth. When not doing that, he
wanders about the carnival grounds with a burdap bag and
his seven-foot spike-tipped staff, ploking up sssorted de-
brisand trash, The spike is 87 long and needle sharp, and
Billy {he’s 30) does a lot of fantasizing about sticking it
into people in various painful places. His religion, to which
he s attached with doglike devotion, has given him
several chances to do just that without fear of retribution.

Hit Points 11 DEX 6
“Spear” 47%, 1D6+1

Ermigline “Big Erma™ Grode: Head waitressat the plers
restaurant., She iy in her late 50s, grossly overweight,
and infamous for her raspy, off-key, continual 4inging.
She lives with 30-0dd cats in her room,

Hit Paints 15 DBEX 4
Claw 70%, 103+1 D6
Kick 34%, 1D6+1D6

Geprge Suggs: Runs the Polar Bear Cold Drink stand e
onade, etc.—for an extra fee and 2 tip from 3 friend, &
fellow can get real black-market beer hers, Yoo) He is
middle-aged, heavily tattooed, and a Tormer satlor, who is
also a practitioner of yoga. He always carries 2 pearb-hag-
dled straight tazor taped 1o his left Torearm under his shint
and knows how to use it.

Hit Points 16  DEX 14
Straight Razor 71%, 1D6+1D6

Benfamin “Old Ben” Parmeter: The ticket taker at the
main gate, and the only aleoholicof the whole crew rus-
ning-the arcade. He is garmulous, and may say 0o much,
or drop the wrong word to the investigetors, 1 his co-reli-
gionists find out this, of course, he will shortly join the
missing persons roster vig any ong of séwerdl painful
methods, Neveriheless, he believes himself loyal and
faithful and would gladly die for the Great Dark (though
even he cringes at the thought of dying in the manner
decrzed for society trattors).

Hit Points 9 DEX 7

Fist 70%, 1D3

Porticis “Moon Buns”' Montebello: QOuve of the thrie
hootchy-cootchy dancers in the Red Hot Harem Dance
Show, She ruas the Penny Toss booth during the day. She
is-inv her late thirties, buxom, and not unatiractive. Her
long red hair and wide violet eves are her best features.
She is Royce Brunner’s {the man who runs the carousel)
erstwhile girlfriend. Her weapon is 3 ninednch-long stegl
needle with 2 large mockopearl on one end which she
wears in her tightly-done-up hair.

Hit Points 9 DEX 13
Meedie 38%, 1D4 (can impale}

o



Angus McWhirter: The S0-year-old aceountant for the
entire zreade, he slso runs the Tunne] of Terror. He is a
tall {67 5™ cadaverous man with thick white hair, pince-
nez, and a constantly severs, somewhat disciplinary air,
He was formerly 2 deacon in a Scottish Calvinist church
and always keeps his Bible under his arm or ¢lose at hind.,
He believes that the dark and horrific faith he now follows
is all set forth in the Bible and that it is the one frue way
to God’s salvation, He disapproves of Emmanuelle Vs
concello’s and Jonathon Boom's immoral goings-on, and
believes that upon the second coming of the Great Ones
they will be swept aside with the unbetiever as dross, The
other carnival members dissgree, of course, but Wyatt
humors and encourages him. Angus s completely nuts,
of course,

Hit Poings 12
Fist 70%, 1D3
Note: If Angus McWhirter is fighting someone that he can
see iy likely to disrupt the Greater Dark society, he will go
into 4 berserk frenzy. While in this state, his hit points in-
crease 16 36 and the damage done when he strikes some-
one with his fist increases to 2D6. When the frenzy ends,
any damage he has taken remaing, and i this reduces his
normal 12 5t polnts 1o 0 or ess, he will dis,

DEX 9

Repben Ramirez: Goes under the stage name of “The
Great Navarro™ and is a knife thrower, juggler, and slack
wire artist. He professes to be & Spanish count and af-
fects @ monocle, silver wolls-headed cane, and clothing
appropriate to.-his “station™ He always keeps between
three and eight throwing knoives hidden about his person.
He Has g deadly #im with them and is also guite adept
with the slim rapler hidden in his cane. Thisgentloman is
one-of the three most dangsrous men o the carnival.

Hit Paints 14 DEX 18
Throwing Knife 95%, 1D4+1D3 {can impals)
Rapier attack/parry 86%/90%, 1D6+1+1D6

Corf Denim: An exnvaundeviliian, and the announcer fox
the weekend Star Studded Show at the Parisien Theater.
He is also four of the dance and comedy acts for the
theater. This mwiddleaged specimen carries 2 singleshot
.36 caliber cap and ball derringer.

Hit Points 15 DEX 10

Dersinger 30%, 1D8+2

Fist 61%,1D3

Sonny  “Crazy Legs” Poacher: A 3Swyesrold Caun
Kegro from New Orleans and the main st for Carl Den-
im's Star Studded Show. He tap danves, pldys banjo and
fiddle, sings, and does just about anything required, He
5 highly infelligent and mulii-talented, but nonetheless
one of the most ardent members of the Grest Dark: He
& profivient a1 the martial arts, vsing the French Savate
techniques. Due to his martial arts proficiency, his kick
does 26 damage plus his damage bonus instead of the
wsual 106 base.

Hit Points 16
Kick 80%, 2D6+1D6

DEX 17

Eugene “Hedge™ Ptompkin: A Russian tmodigrant in his
fwenties and 3 recent convert to the society of the Great
Dark. Only two years ago, while working 28 3 rousta-

~15

bout and handyman, was he cenverted, Since that fime he
hag become a true believer and refers to his deity a8 the
Farth Mother of Us All. He s 2 general Taborer and carries
his 124D sledpe hammer most of the time, He i8 often ank-
jous 1o “use it in blood” as he says.

Hit Points 17 DEX 11
Sledge 40%, ADA+1 D6 damage

Yebug “Amazon™ Pryziewski: With Porticla Montebello
and Abigail Forman, she completes the trio of Red Hot
Harem Dance Show dancers, She runs the Ring Toss con-
cession during the day. Sheé is very pretty, in her mid-
twenties, a natural blonde, and a very receént convert {o
the Great Dark, asccepted six months ago in typically
gruesome initiation rHes, She is the sometime lover of
both Abissil Forman and Nowds Losg. She alse fre
quently has lizsisons with both snale wmd fermale visitorg 1o
the carnival (two of which became sacrifices 1o her gody,
She is lithe, very strong {especially her legs}), and & blvod-
thirsty fanatic, Alf of which is hidden behind her facade
of sultry sexiness and promiscunis sbandon,

Hi Points & DEX 158
Kick 35%, 1D6+1D6

Ferrance Valdosky: Another roustabout, be also rung the
Penny Toss concession at night, This middle-aged fellow
always seems distracted and lost in his thoughts, and usu-
ally must be asked something at’ least 1wice before he
seems 1o hear, He openly carries a wicked-looking Filipine
hole knife at his walst,

Hit Points 15 DEX 12
Bolo knife 60%, 1D8+1D6

Wong Fu J Also konown gs the amazing india rubber
man, he-is @ short extremely thin man with & body
which- can be contorted into all sorty of amading post-
tions, When heavily made up, dresséd in thick showy
rober, dod wearing $° inch risers inhis shoes, he elso pere
formis as the Iascrutable Fu Man Jow {a magic act). Heis
excetlent at sleight of hand {with s Pick Pocket of 98%)
and if preseed ean use 2 pajr of Chinese shortswords with
all the skill of 4 martial artist {which he is). He is profi-
oient inosome esoleric forms of Chinese boxing and i
cruel and vicious, Another one of the three most danger-
ous carnival people. His martial art skill permits hin to
do double narmal darmage with Fistand Kick.

Hif Points 13 DEX 19

Short Sword attack/parry 85%/85%, 106+ (tan impale)
Fist 100%, 2D3

Kick 75%, 216

Note: Whatever wespons he uses, he can strike twice 2
round-—the first blow comes at DEX 19 and the second
at DEX 9

Earouk Shabgrz: A fer-wesring, burly roustshoul who
halls fram the Ottoman Empire {recently renarsed Tur-
kev} He openly carries a long curved dagger ina bejeweled
scabbard: at 'his side and can {requently be found ron.
ing the Harem Bhow piteh in full Turkish costurmne. When
doing the pitch, his accent mysteriously thickens.

Hit Poinis 16 DEX 11
Dagger 31%, 1D4+2+1D6



Fred Smith: Another general roustaboul who works the
carousel and bingo parler as a relief man. He is noa-de-
script with brown hair and eyes, He nomally has a jead-
weighted leathercovered “sap” in his back pocket. He is
uriusual because he hes been groomed by Wilberforce
Wyatt to serve as the fall guy in case any of the carnival's
numerous killings are traced to the carnival itself, In such
a3 case, Wyatt will lay a trail of clues lnading to Smith, and
Smith will begin to act suspiciously. Smith will then write
2 suicide note and go out in 2 burst of frenzy in Provic
dence, killing a8 many people-ds he can before gunned
down by the police. Fred Tooks forward to his destiny.

Hit Points 13 DEX 9

Sap 60%, 1D4+1D6 {Match twice the damage done by
the sap vs. the vietim’s CON. If the victin’s CON is over-
come; he B knocked unconsciots.}

Paul “Red™ Fritz: Another roustabout who runs any of
the simmpler arcade concessions as needed. He is well-put:
together, 35, falrly good-looking, and slightly mentally
retarded. He always wears a red shirt and bandana and
usually alzo carries a yarddong crowbar with him.

Hit Points 11 DEX'8
Crowbar 37%, 1DE+1D6

“Flyboy™ Pelr: An exdlyer from the Great War who
runs the park’s steam powsiplant, Usually In greasy covers
alls and with & huge (8 1b} monkey wrench, He is quite
intelligent and verv obsérvarit. He would be the fest to
suspect: something amiss or to notice stranpgers hanging
around and acting strangely (such as the investigators).
Hit Points 14 DEX 13

Monkey Wrench 25%, 2064118

Peter Sanderson; A Hitle old octogenrian who runs'the
carnival’s print shop where advertising {lyers and posters
are done up. Heglso helps to keep the power plant oper-
stional and has 2 double-barseled shotgun propped up
against his office wall,

Hit Points 10
12 gauge shotpun 45

DEX 19
4D6

27,
N

“Fatima " Flpres: The Fat Lady for the House of Freaks.
She 5 48 vears old, weighs over 508 1bs, and is vply assin,
She is-zlso an avid cannibal, and sttributes her grotesque
weight to the soups and stews of dublous nature always
kept simmering in her quarters,

Hit Points 21 DEX 4
WEAPONS: Fist 50%, 1D3+2D5
Kick 30%, 1D6+2D6

Stomp (vs. kuocked down foes onlyy 75%,. 4D6

Lol the Dog Boy: A hirsuie and deformed congenital
idiot about 30 vears old. His hands and feet are deformed
and his jaw glongated. Severe spingl curvature makes him
more comfartable on all Tours than standing erect. He has
& lung condition and continually snuffles and whines, He
is the pet and lover of Fatima the Fat Lady. For her,
Co-Co would kil Some of the members of the carnival
believe him to be a living example of the Old Oneg’s might.

Hit Pointz 9 DEX &
WEAPONS: Bite 47%, 1D6

.
%,

Yo

Thomas “Block Tom” MocGinty: A middieaged rousta-
bout and: refugee from the troubles in Irgland, He was g
member of the Easter Uprising 2 fow vears back, and 1
sow a wanted man under British law. He owns a 401
caliber Winchester semi-avtomatic rifle (which jams op
any roll of 96-00%, 1 45 Smith and Wesson revolver, and
a crate of dynamite. He is alst an accomplished strees
brawler and bully boy who has found purpose and mean-
ing in the carnival’s security Torce and sinister religion.

Hit Points 12 DEX 12

Rifle 50%, 2D6+3

45 yevolver 40%, 101042

Thrown Dynamite 60%, varies with sticks thrown

Christopher “Shakey” Lodge: The second son of a rich
and powerfnl Boston family who ran away from horme a:
16 1o escape his yesponsibilities and join the circus, He
was initiated into the Great Dark two years later while
working as a roustabout. He haw g slight Hmp and 2 pro-
nounced palsy of his hands, from a nervous disease which
will kil bl within a fow vears (unbeknownst to him}. On
most evenings he can be found taking tickety for the
magic show. He carries an fee pick in his coat pocket.

Hit Points 9 DEX 12
{ee Pick 40%, 1D4 {ean impale)

Rudolph Ryer: The lighting manager for the amusement
park, who sees to thousands of different lighting problems
and keeps track of the number and variety of lights all
over the park. He always wears denim coveralls; with an
electrivian’s toolbox and 2 cigar stub jutting fromy s
mouth.

Hit Points 11
Wrench 50%, 1D6

DEX 14

Joshug Peterson: A towdieaded man in his mid-twenties
who wears wirerimmed gpectacles and always hay 2
pencil attached behiind his Wefi ear and a olip bourd and
paper in his right hand. His job title is Assistant Manager,
but he fills in wherever necessary (his favorite job is k-
ing over the Tunnel of Terror). He is certifiably and
hotnicidally insane. At 17 he murdered his parents with o
claw hamimer and chopped hds little sister into pleces with
a hatchet. He still has that same hatchet under his pillow.

Hit Points 10 DEX 13
Hatchet 30%, 1D6+1
Hamimer 48%, 1D8

Anthory “Sparrow” Gubatesi: The pitchman for most of
the rides and shows in the amusement area. He moves
from one area to another gl day long (and for much of
the night} pitching various stiractions for g few minuten,
He goes from booth to booth and ride to ride with a non-
stop stream of patier and come-ons that is highly effec-
tive, St he has g sort of sinister air about him—moxt
women don't ke having him stand oo close. Pethaps it
is the gura of crime about him-~he is an ex-boxer with a
record of 16-2-1 who retired after killing one man in the
ring and maiming another to the point that he had to gve
up the sport.



Hit Points 15 DEX 14

WEAPONS: Fist 80%, 2D3+1D6

Note: Gubatoesi's boxing training permits hiin to do twice
normgl base damage with his fists as well as kit twice a
round; onve af DEX 14 and the second time 3t DEX 7.

Kibmer “Wehitey” Lertermon: A former botany student at
New York University. His former interests have degener-
ated into 2 maniscal fascination with fungi of all types. He
is never seen during dayiight hours, as be remains in the
caverns beneath the smusement area, Al night he works in
the House of Freaks where he is billed 2% the Astounding
Mushroom Man. He has an extremely pallid complexion
(he never gets any sun), sparse blonde hair (which he
bleaches 1o a dead white), and small bloodshot blue eves,
In the show he Is wemingly covered with hundieds of
mghrooms and toadstools ssemingly growing from his
body. Actually, it is a body suit -of fleshcolored mesh
which has the fungl growing from it, doaned for the show,
He has a secret desire to become a furigus himself and is
gratified that his worship’ of the Great Durh promises to
make that desire come true.

Hit Poimis 12 DEX 10
WEAPONS: Fist 56%, 1D3

Motes on the Carnival Peopie

The previcusly-described 39 individunls include the heart
of the society of the Gréat Dark in New England, and in-
clude all the North Star Amusement Arcade and Pleasure
Pier’s permanent employees. During the summer months
and on special holiday weekends Jocals and driffers are
hired according to-need, usually numbering sbout another
100 or so people. These part-timers man most of the
hooths and rides, do scut work, and so forth, Most of
them never tumble to the fact that anything is wrong with
the permanent workers at gll, and those that do either
vanish or are seduced into the service of the Great Dark.

The keeper has Been given many chavacters to play
with but may add others as he desives. OF course, every
single member of the camival that the adventurers talk
with néedn’t be baddies. But then again, they might! The
carnival folk always strive to nmintain g facade of gormal-
cy. Only oceasionally does this false frontslip to show the
charng! truths behind.

During summer evenings, sspecially during the week-
end, there are many fownsfolk at the amusemeént pier
having 3 pood time. The crmival tould riot have lasted as
long as it has and been able to perform all the svil it has
without being dam good-entertainment and fin Remenm-
ber this when describing happenings there.

THE CAVERNS OF THE BURROWERS

The dank and fungus-infested cavities beneath the North
Star Amusement Arcade and Pleasure Pier are merely the
tip of the eastern reach of 3 vast network of passages.
This particular batch of tunnels, vaulted chambers, and
rocky passagewavs extend 12 miles sorth to Buck Bill,
25 miles south to Tower Ml on the Addantic coast, and
aver 30 miles south o the Natchaag River in Connecticut,
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There may be connections to other, éven more distant,
#T€3%;

At points, these reach as deep as a mile snd 2 half
beneath the surfuce. Typically, the passages are wide and
high enough to sccomodate g man walking npright. How-
ever, in many places the pessages are too regricted for
even 3 child ro wriggle through: while other spots could
bury an entire ¢ty



Most of these underground areas are as dark ag the pits of
outer darkness, but a few spots are infested with lumines-
cent fungi, glowing eerie-red. These fungi are not needed
by the Burrowers, who have no eyes, bud are cultivated
and nurtured by their human and semi-human worship-
ers, The Burrowers are most often found near by the
vnderground tarns and streams that seem 1o be just about
everywhere in this'stygian labyrinth,

Area A: Stone stairs lead up to 8 twodnchethick fron dooy
with two key holesflocks and a hidden switch, all of
which must be siroulisgecusly operated to open up the
way into the Bavarisn Foot Beer Hall's hidden keg entry.

At the foot of these stalvs is an “ambush wall” behind
which sit two ghouls, ready 1o slaughter unauthorized
people coming down the steps,

Ghowl One
STR1& COMIS SIZ213 INT 10 POW 13
DEX 12 Hit Points 14

WEAPONS Bite 30%, 1D6+1D6
Claws 40%, 1Do+1D6

NOTES: A ghoulean attack with two claws and one bite
each round. After a suctessful bite atiack, the ghoul will
hang on with its teeth, and continue to automutically hit
its victiny with bite. Guns do only balf normal damsge to
ghouls. Seeing a ghoul costs 1D6 SAN unless 3 SAN roll
succeeds, in which case no SAN jslost.

Ghiond Two
STRI1S CONiZ siZn2 INT 4 POW 13
DEX 12 HiuPoints 12

WEAPONS: Bite 300, 1D6+1D8
Claws 40%, 1D6+1 D6

NOTES: A ghoul can attack with two-claws and one bite
ench rourd. Affer a successful bite attack, the ghoul will
hang on with 'its teeth, and continue fo-automatically hit
its victhn with bite. Guns do only hslf normal damage 1o
ghanils, Secing o ghoul costs 106 8AN vnless 3 SAN roll
succeeds, in which case no SAN is lost.

Area B: Tightly-twisting ron stairs spiral upward to the
secret entranceto Wyatts House,

Aren € Stone stairs curve up and around, leading to the
trap door in e Joe House™s floor,

Area D: A long, smoothly-rounded shaft rises into the
miain sewer conduitfoutlet under the public rest rooms
{Building 50). The constant cutpushing of wasts matter
has conted the shaft and swrrounding cavern greas in g
thdek, slimy coat of fungus, mold, and maggots. The whole
mess stinks of ammonia and sewages, and glows a pale
Blood-red hue.

Area B Beliind sry inch-thick iron door fwhich cannot
be opened Trom the cavern side) Is & series of wwitch-back
ramps with mirrored walls that lzad upwards into the
House of Mirrors via 2 trick pivoting wall, operated by 4
secret clectrical ywitch fronvinside the House,

Area F:Ths is whers selected tunnel cars from the Tus-
nel of Terror are shunted to and end up, with thelr hap:
fess occupants. A long switch-back series of tracked ramps

18

Teads back ppward inio the Tunnel-provided you cin get
back through the wide double iron-backed doors, an inck
thick, that close the way immediately after the victim's
small car stops,

Area G A winding stone stairway leads upward to the
hidden wall panel/doorway into the Fun House,

Areq H: A rotied and wormy wooden ladder Jeady straight
upwards into a fake grave in the burying ground. A large
brass lever here Is used to manually pump open the grave's
covering hatch. Tt takes about & minute and a half to
gither open or close the grave’s trick hateh.

Areg I Stone stairs lead upwards into an above-ground
crypr of black basalt in the Swan Point Cemetery. Ths
floorof the crypt can be pushed upward on hinges to
open the way into the crvpt. The fron deors 1o the crypt
leading vutside wre locked, with a keyhole on both sides,

Areg J:OThIS large and deep (150 feet!y pool of black
scurn-topped water s called the Moon Pool, because s
here that rites of the Society of the Great Darl are carried
out, From this pool the great gvatar of the cult, the
terrible Shudde M'ell, appears on rave occusions, There s 4
fow altar of malachite (kept-wiped clean of blood) ot the
south end of the pool at the spot marked “X", At tmt
Iocation are also Jow basalt benches and 4 fivefoot trl
podal bronze brazier. There is always o small five In the
brazier, Three zombies are always left in sttendance bere.

Zombie Une

Hit Points 14 BEX 3

Grapple 15%; holds tightly

Bite 100%, 1D4 damage

NOTE: The-zombie can only bite a victim 1t has grappled,

Zombiv Two

Hit Points 16 DEX S

Grapple 25%, holds tightly

Bite 100%, 114 damage

NOTE: The zombie can only bite & vivtim it has grappled.

Zombie Three (armed with meatcleaver)
Hit Points 12 DEX 9

Meat Cleaver 45%, 1D444+1D6 damage
Meat Cleaver Parry 25%

Area K This lalr Is where the foul servants of the cut
dwell, Five to ten ghouls are abways here, Any zombies
wandering in here are promptly eatén,

NOTES: For all ghouls each round, the ghoul gets two
claw attacks and one bite attack, unless stated otherwise,
If the bite attack strikes home, the ghoul will hang op and
continue to bite his farget, automatically hitting on sub-
sequent rounds. Guns do half damage 1o ghouls. Anyone
seeing a ghonl loses 106 SAN unless a SAN rolf sucdedds,

Ghoul One

Hit Points 123 DEX 13
Bite 50%, 1D6+1D6

Claw 30%, 1D6+H1D6



Ghoul Two {armed with axe}

Hit Points 12 DEX 13

Bite 40%, 1D6

Wood Axe 607, LDES2

Wood Axe Parry 30%

NOTE: This ghoul swings once with the axe and bites
onee each round.

Ghoul Three

Hir Paints 15 DEX 16
Bite 30%, 1 D6+1D6

Claw 30%, 1D6+1 D6

Ghoul Fowr (old and experienced)
Hit Points 10 DEX 14

Bite 90%. 1D6+1D6

Claw 80%, 1D6+1D6

e § o

Ghoul Five (gigantic)

Hit Points 22 DEXE

Bite 25%, 1 I342D6

Claw 30%, 1B6+2D6

NOTE: SAN loss for this ghoul Is 1D¥ instead of 1D6.

Ghoul Six {carries pistol)
Hit Points 13 DEX 13
Bite 20%, 1D6+1D6

Claw 20%, 1D6+1D6

38 Pistol 36%, 1018+2

Ghout Beven
Hit Points 14
Bite 30%, 1D6
Claw 50%, 116

DEX 17



Ghoul Eight {oho givantic)

it Points 19 DEX 15

Bite 40%, 1D6+2D6

Claw 30%, 1D6+2D6 .

NOTE: SAN loss for this ghoul is 1D8 instead of 1D6.

Ghoul Nine (wrmed with old cavalry sabre)

Hit Points 16 DEX 18

Bite 30%, 1D6Y1D6

Sabre 60%. 1D8+1+1D6

NOTE: Attacks twice per round, once with bite and once
witls the sabre,

Ghoul Ten (drarf}

Hit Polnis 8 DEX Y
Bite 30%, 1Da-1Do
Claw 30%, 106116

Areg £: This chithonian laiy is the éntry o & whole Towsr
level of passages inliabited solely by the Burrowers—alst
known as chthopians. A full-grown Burrower wails just
below the edge of the hole leading down., as the primary
guardian 1o the caverns.,
Chthonian Guard
Hit Points 50 Armuor 5 points
Tentacle 8%, 206
Crush 80%, 306
NOTE: Each round the chthonian can attack with 1D8
tentacles. 1f wtentacle hits, it will remain attached and be:
zin to drain g point of STR edchround. I the chihonian
wishes, it may attempt to crush instead of attacking with
its tentacles,

The chthonian will regenerate {rom damuge at the vate
of 5 points perround.

H those fighting this reonster decide o/t and fles,
the cthonian will use its telepathic might to keep them
from running. I the chibondan overcomes the POW of
“the humang (it has a POW of 18, iselD) | thew they canviot
migve {urther away from the ¢hithonian and are foréed,
willy-nilly, to fight. The chthonian makes a shugle die roll,
I the 1D100 roll is sufficient to have overcome a charae-
ter, that character cansiol flee. I it &5 not; that character
can vun off.

DEX S

Areg M: This is the bolding area for the saerificss and pris-
oners of the dack cult. A 10-foot-cubical cage of slimy
iron bars Is here. Freddie Pendergast and Lucy Pringle are
both fmprisoned here. They are insane, and will start to
screany if they are taken from the cage {so far, every time
they have been taken from the cage, it has been 10 gratify
sone sadistic lust or another an the partof theircaptors).
Physically, they are more-orless unhgrmed, though Lucy
Pringe Has some scars on her torso that will last to her
dying day, and Freddie no longer has any fagers onhis
left hand,

-

Notes on the Caverns and Their Inhabitants

All of the horrors fromm the caverns are fully described ip
the Call of Cthulhu rulesbook with the exception of Zom-
bies, which are covered in the sourcebook. A Dendish
keeper might introduce the grotesque and awesome Flying
Polyps into the deeper subterranean aress.

The coverry system i vast and deliberately not mapped
save for the minute section beneath the carnival and the
burying-ground. The keeper can fHl in whatever he wishes
beyond the boundaries of the provided map, What may
turk in those benighted tunnels? No one can be sure, bust
it is -certain that monstrous Things besides even the
terrible chthonians and flyving polyvps dig secred tubes
through the sarth’s vitals,

THE ZOMBIES: These rotting and pruesome slaves
of the durk cult are not free-willed, and can only act un-
der the commands of human cult members. However,
they will defend themselves i sitacked, and will sham.
blingly follow whatever human they encounter, all the
while giving forth with horrid grunts and mumblings (they
are simply agking for instructions!}). Seeing one of thege
horrible things costs 1D8 BAN, with 3 1 point loss even if
2 SAN roll succeeds,

1t is possible, even probable, that oae of the zombies
might be someone that they have recently met and who i
now lost to the Society of the Great Dark’s power-it
could even bea former investigator, This will, of course,
add {0 any SAN loss that such 3 zombie would cost.

THE GHOULS: These dread denizens of the under
world were here before the Society of the Great Bark
came, and will probably still be bere after the Bociety hay
left. They stick to the upper reaches of the caverns, and
sometimes participate in the Society’s rituals. The Society
hes rnanaged to tame them to the point that they no longer
wantonly deveur the Soclety™s zombies or long cult mem-
bers, Thus, they may not attack outsiders they seein the
tunmels, unless they see evidence that such ouisiders are
not snembers of the Society. I said ocutsiders wers to at-
tack any of the caverns” inhabitants, or go insang, or wan-
der aimlessly for long periods of time, this would consti-
tute sufficient evidence for the watching ghouls to attack.

THE BURROWERS: These creatures, the chthondans
of Shudde Mell; occasionally enter the upper reaches of
the. caverns, and frequent the lower reaches. They will
ignore most hurpans mel here. However, it s possible that
& chtbonian may emit 2 telepathic message to a human it
is'near to. If this happens, the chthonian will immediately
becorme aware of the fact that this particular human s not
& member of the Society for the Great Dark, and Is likely
to-attack or summon aid.



INTRODUCTION

This Is & scengrio desigried for around four 1o six ekpert
enced investipators, Such investigators should have st least
some knowledge of the Cthulhu Mythos and have sccess
1o ope-or morearcane books, At feast o few magical spells
should be krown among the group as 3 whole, I fewer
than four investipators-are involved, or if they are Inex
perienced, the keepar may wish o adjust the scenario to
balance the adventore~of perhaps not, permitting them g
glimpse at horrars heyond thelr powers 1o control.

The Keeper is advised that this scenario is designed to
lead the investigators arcund by the nose—keeping them
blind to the true covrse of events for much of the adver-
ture. Therefore he may have to bemore devious than usy-
al in misleading the players. If the plavers do actually
manage to pick up the subtle clues concerning the true
nature of things, they should be appropristely commmended
and their characters rewarded. But this should not be the
expected outcome.

This scenario is located in New York, but can be easily
transferred 1o dny other lmge vity for working into a
keeper’s own carmpaign. The bwvestigators ere to be drawn
into the scenario through an old lover of one of the male
investigators. This dnvestigator should be chosenvcarefully
and intelligently, He must be role-plaved well and realis:
tically to respond properly to his part in the scenario.

Plaver’s Information

The day begins typicslly in the big city. The newspapers
proclaim the usual events of the day—several robberies, a
gangland killing, a revolution in some banana republie or
anothet, a “ripper” killing at the Museum, Bolshevik atrock
ties in Siberia, another failed attempt at 2 transatlantic
{light, & new invention by Edison, and the regular assort-
ment of odds and oddities that obsess the readers of such
journalistic endeavors. However, ong of the investigators
receives a distress call from an old flame-one Violet
Staunton: Miss Staunton agks fo come and see the investi-
gator about a problem that she hopes he can help her with
“for old iimes sake” She acts agitated, but will not talk
about it over the phone, and wanis to come see him in
person. If this- investigsior is money-minded she will

by
Bill Bastan

The Curse of
Chaugnar Faugn

The investigators are drawn into the grasp of Chaugnaer Faugn (one of the Great
Old ones,) through the insane muachinations of a once-respected professor, oif
feading to g final confrontation between gncient sorcery and gdvanced science.

addt that she can pay for his time. Since she iy, indeed, the
investizator’s old girlfriend, she ksows all his foibles and
weanknesses, and can make appropriate résponses.

The investigsior should now be advised by the keeper
that he and Vielet were st one time quite close, He first
met her in college (if the investigator attended college—if
he did not, then he met her while she 'wag gttending col-
lege). Their relationship fowered, und finally ended, but
not. by the fnvestigator’s chelce-he has always retained
some feeling for her, thouph he has not seen her since.
She is the daughter of Professor Henry Staunton, 2 noted
archavologist and orlentalist, whom he met on several
oecasions while dating Violet. Staunton-is known ay an
honorable man, well-respected by his associates. I the
player makes s successfl Knowledge roll, the fnvestigator
can remenber veading that Professor Staunton recesstly re-
turned from an expedition to the Far East, and that there
was some sort of minor controversy involved with his re-
turn, Other charscters may have heard of this if they can
redi under 1/5 their Archaeology score.

Viotet will arrive after enough time has passed for the
other investigators 1o be summened. Her ofd friend can
see that, to his eves, she looks more beautiful than ever,
though she appears weary, a5 though not teking proper
care of herself or getting enough sleep. Anyvone makinga
Psychology roll successfully can tell that she i feeling a
lof of stress and anxdety.

Once greetings and some reminiscing with ber old
friend are over, Violet will tell her story, directing most of
it at her friend.

“*s v father~{'m aftaid for him: 1 believe he's In
trouble, and I need your help. His Hie—his sanity—may
be at stake. Please, 1 need somebody’s help, and T have
heard that you bave become an investigator of wousual
events. You are the only one | feel to whom I can turn.
Will you help?

“The danger stemed to start when my fathet returned
from his recent trip to Tibet and the surrounding areas.
He was gone for almost six months, which o't ususual
for him, you must kaow, but apparently hed undergone
quite severe hardships on this expedition. However, he
managed o pet back with what he considerad one of the



finds of the century—a massive idol of the Elephant God -

of Tsang. He'd somchow managed 1o barter for it with the
actual natives who worshiped the thing; trading modern
guns and conveniences for it. It was certainly unusual for
natives toopart with such a thing, but T had so doubt of
my father’s abilities to pall off such a trade. And { don™t
blame the fellows af all for wanting to get 1id of it: the
horrid grotesque thing. | only actually saw it once, when
it was moved from the warehouse to the museum, but
that 'was snough for me. Didn’t look all that much fke
an elephant, bt close encugh for Tibetan savages, T sup-
pose—they’ve probebly never seen an clephant in their
lives, and can't tell the difference,

“I'd really like to tell you more about the expedition
and what happened there. 1 know it might be the key-
stone of the whole problem. But father was very relue-
tant to talk abont i.I could never find out anvthing
really important.

“Soon after the statue was set up in the museuwn, the
real problems began. That was about two weeks ago, just
about 4 month after father returned with the Blephant
God. He'd already fallen 81, though he tried to hide #
from me, and then theye was that terrible argument with
Uncle Paul-FProfessor Ricolesti-and father started getiing
worse and then last night . JAt this point, Violei will
break down crylng and will ook fo her old friend for
comfort. The keeper showld subily for not so subily | hint
that the Investigator stifl feels protective towards her and
should attempt 1o reassure fer, Onee she has composed
herself, she will continue. }

* Paul Ricoletti has been a friend of father’s since col-
lege. Poe known Him all my life, and always called him
Unele Paul. He was always 2 solitary, Uthink even lonely,
man, and became more so after his wife died, but he and
father always got dlong, as Triendly vivals ja Oriental Stud.
ies. Uncle Paul never seemed 1o be envious in the least of
father’s success. But then they had thet terrible fight
when-father brought the Elephant God to the museur.
! don't know exactly what it was sbout. | could only hear
them shouting downstals, Afterwards, father only told
me was that Ricoletti was jealous of his great discovery
and had reved shout wrecking the staive. He said his
friendship with Ricoletii was ended and that he would not
tatlc about the incident, nor speak of the man any more. It
was he had learned that the man he thought was a friend
all this time was in reality anvihing but, [ couldn’t find
gut ymore begause Tather became very sick right after the
incident and was confined 1o bed. [Any character making
a successfud Anthropology volt will remember a Pud Rivo-
letti’s papers insome of the less repritable scientific jour
nads, though he will remember nothing more than that Hiz
theories were eoeentric.]

“Father's illness just got worse. He seemed to become
wezker, all at once, a5 if some horrible tumor was draining
his vitality away. And he began to have fits of incoher-
ency, when he almost raved, AT those fimes he'd seem o
have pightmares and mumbled nonsense. It really 2ot 10
me, because the nonsense he mumbled was consistent: |
heard the word ‘Leng’ again and agaln, and the word
‘chognarfon’ as well. There were other words that [ ean't
gven pronounee, but “Leng’ and ‘chognmrforn” were the
ones he said the most. Once, when he was lucid, | asked
him about those words, and ho scemed startled, but

denied ever hearing them before. But T could el he was
lving to me. The doctors couldn’t find anything wrong
with him, except for general exhaustion and deterioration.
I ... T even had 3 psychiatrist examine him, but he said
that father was mentaily well. But he kept getting worse.
The periads of incoherency became more frequent, amd
those of lucidity more rare. Then, 2 few nighis age, he
asked to be strapped to his bed so he couldn’ burt hime
self should he try to get up and move around during ong
of the times he wasn’t in possession of his semses, P've
tried to care for him-E've had nurse training, vou know--
but now; I'm beginning to doubt my own sanity, tool
[Here, Violet ponses as though she Is on the verge of
orving again, but pulls herself rogether, If the investigators
pose quesiions, she will explgin what she means by doubi-
ng her own sanity.]

“For the past few days I liave had some really bad
nightmargs—the kind where vou feel like you are pars-
lyzed and can't move, I can see myself looking down at
me, while T'm still lying in bed. Then the dream me will
smile and shake her head. Then | drift off into other
dreams, stranger ones &y which [ float through far-off vis-
tas, wind-swept platesus, aucient ruins that were dead, but
I coudd just tell that they were somehow still horribly
alive, and above all this, there’s always the Elephant Gog,
vast and terrifying, towering sbove me, I think that it is
sbout to drain the life from me. And Lhear faroff chantc
ing i some language 1 can’t identify. It includes the words
‘Lesg,”, ‘chognarfon’, and *‘Cho<ho T kuow it sounds
crazy, and 1 figured 1 was just worried about Father,
That's probably all it is, but then thers were the black-
oits. It was as though there were gaps inmy memory. [abs
most went toa psychiatrist myself, And then last night!
[ihe shudders and powses, drowing agaive on hier 2ld friend
Jor support, apologizing for betng 5o weak.]

“Last night, trying to cateh some sleep, | was awak-
ened by s nofse in my father’s room. [ thought he might
have knocked over one of his medicine bottles while vav-
ng, 50 I went down to lis room. When § opened the door,
I saw & man there. He looked sort of Oriental, or Malay,
with a Jong black robe, Jots of beads, and white and red
Paing on his face. And bhe was standing over wy father
with a curved dagger—about to stab him!

*1 was 3o shocked 1sersamed! He whirled to face me,
I can still hear his heads rattle. His eyes were black and
evil. He was so ugly and wrinkled, as if he were ancieni.
Then, I must have fainted. The next thing 1 remember, it
was morning. | owaes ving on the Hoor in father's room
while he was having one of his fits and the man was gone,
The balcony door was stil open, and I guess he must have
jumped down from therethe balcony’s vn the second
story—-since all the other doors in the house were locked
from. the inside, But | didn’t see any sigos of Wis landing
cutside under the balcony. And I had a bandage on my
arme. [ took it off, and there was 2 cut on my arm. Father
was all right, except for his incoherency. I guess | must
have scared the Orental off. When father came to ks
senses, | told hins what happened, and he seemed scared.
Real scared, more than I expicted. | suggested going to
the police, but he refused, Then | mentioped coming to
yvou, and he agreed. T was afraid to lsave hin alone to
coms to see you, but he seemed certain he'd be ol right
during the day. He said that he’d keep his revolver in the

iy



drawer of his nightstand just in case. Then I called vou
and came straight over. Can you help us? Will vou protect
my fatheer from whoever is after him?”

Viclet will took expectantly and soulfully at the inves-
tigators, a hint of tears in her eves at the thouglht they
might refuse her request. Any investigators worthy of the
title should be intrigued by the case and the prospect of
helping a beautiful damsel in distress—especially her old
boyfriend. The keeper should be sure to tell him sbout
the warm looks Violet slips in his direction throughout
her narrative to help his decision along.

The investigators may have questions, but Violet can-
not tell them much more than what she has already re-
wealed. I they wk her shout her dad and Professor Rico-
1etil, she only has superficial information and pérsonal
remembrances, such as Uncle Paul holding her on his lap
when she was small. She will not think to mention his
clubfoot, as it is-vormal to her. She does not know Rico-
letti’s exact address, as he always visited her father, rather
thary the other way round, but she can give them his
phone number. She will not volusteer Kis number-the in-
vestigators must ask for it If the investigators have picked
upt o the local news and the “ripper” murder in the mu-
seum, she will not have heard of it, but when shown the
paper she knows that, yes, it is the same place they are
keeping the Elephant God of Theng. Today wasto be the
first day ¥t was to be put on display. The keéper will have
o feld any other questions that the investigators come up
with, remembering that Vielet is an innocent, and knows
nothing of the truth behingd her father’s dark ailment.

Violet will at last inform the investigators, once they've
agreed: to comé and help protect Professor Staunton, that
she has to go and take cave of some srrands before retury-
ing home. Her father is almost out of sedatives, and she
has fo pick up some papers from his office and so forth.
She should be back by Tour o’clock, which should give the
investigators plenty of time 10 get to the Staunton’s apart-
ment and be ready before night falls. If any of the inves-
tigators suggest that they go ghead 10 the house without
her, she'll insist that they refrain. Her father dossn’t know
any of them except for her old boyfriend, and that it is
best to wait Tor ber return, She doesn’t want any of them
{0 sccompany heron her errands, unless hier old boyfriend
offers, in which case she will Ist bim come with her<but
nobody else. It B late morning when she leaves, giving the
investigators several hourse to follow up on any part of
her narsative or search for pertinent information.

Keeper's information

The ultimate cause for the condition of Professor Staun-
ton and his daughter is that the so-called idol of the Ele-
phant God of Tsang is actually the god itself; Chaugnar
Faugn, one of the Great Old Ones. Chaugnar spends muoch
of its time in the form of @ great statue on 2 pedestal, and
it was in this form that Staunton encountered it, haviag
heard rumors of its exdstence and traveling hundreds of
miles across mountainous plateaus and blasted plaing to
focate it. Once having found it, Staunton became chsessed
with returning to the US, with the “¥idel™ convinced that
it would make him foremost among Orientalists. The
natives, a brapch of the dreaded Tcho-Teho people, said
to engage in shominable practices, scemed to find the
worship of this idol a frightful burden, even for them, but

they claimed that it was not yet time for Chaugnar Faugn
to go West 1o rule the world, Yet their priest, Mo Shang,
said that it would oot harm the eventual prophecies for
him to go West for this lttle while, and it would streng-
then and vivify the Great One.

Staunton, of course, Knew nothing of this. The Tcho-
tchos let him “steal” the statue, pretending to sleep or
be away, aad 5o Staunton stole off with it, thinking that
he had scored a major coup against the Tcho-tchos. From
Yibet, Sizugton returned with the idol to. the United
States, expecting to rise even farther in archaeological
circles through its display. He failed 1o take warning at
the disturbing dreams he was beginning to have, unaware
that his sanity was starting to slip slowly awav merely
from his proxdmity to the mind-shattering horyor that was
Chavgnar Faugn. Hetried to ignore the reports of missing
saifors aboard the ship whereon he transporied the Ele.
phant God to the states.

On his arrival in the U.8., Staunton had the Elephant
God stored gt g warchouse, made arrangements to put it
on display in the museum, and Invited his friendly rval
Paul Ricoletti to be the fisst to view the idol, Aleady,
thobgh, Stsunton’s disturbing dreams wers betoming
more severe—for 4 terrible reason. During his sojolim
among the natives, he had voluntarily participated inone
of the Tcho-tcho's rites. During this rite; one of the sav-
ages raked hiy unnaturslly long black nails across the Pros
fessor’s ched-the wounds were pafnful, but not serious:
The “rite’ was just a blind-the flesh and skin under the
native’s nails was énough to be retreived by the tribe's
high priest, who used the remains of Staunton’s own flesh
1o call down the Curse of Chaugnar Faugn upon the hap-
esy professor. The spell was designed to take over the
mind of the victim, through the distance dividing them,
and send the professor into fits of lunacy, at last forcing
him' to offer himself as a sacrifice to Chaegnar Faugn.
The Tehostchas know that once the god had strengthened
himself on g willing sacrifice, he would be able to move
out more offoctively, perhaps even beconing capable of
taking his own sacrifices; and thus drawing the time nearer
when he should leave and go out Into the world, sccording
o Mu Sang’s prophecy. So each night, as the spell worked
its evil power, Staunton became sicker and sicker.

When Staunton told Ricoletti what he had found,
Ricoletti was disturbed. He could 12l that something was
wrong with hiy friend, and he consulted some of the legy
reputable books on Anthropology, and even some overtly
esoteric tomes, The more heoread, the more he became
convinced that the Elephant God of Tsang was an evil
more ancient than anything Stsunton could imugine,
When Ricoletti read in his crumbling copy of the Prake-
tie Manuscripts of the true nature of Chavgnar Faugs, he
went al once to Staunton to urge Mm to destroy or rid
himself of the idol. He was rebuffed by Staunton, who
had stipped too far into insanity to be capable of complex
rational reasoning. Paranoiz had overtaken him, and he
pereeived Ricolett’s warnings as wicked schémes to de-
stroy his triumph. Staunion had Ricoletti throws out of
the musewm. Embittered by such treatment st the hands
of his only close friend, Ricoletti washed his hands of the
whaole matter.

i



Meanwhile, Staunton deteriorgted. When lucid, he
wondered how correet Ricolett] might have been. But his
paranoix began o warp Ricolettis warning into a thyeat)
Ricoletti koew what was behind his illness: ergo, Ridos
letti could cure dt—that he hada’t, proved that Ricoletti
was his enemy and always had been. He attempted to play
on Ricoletti's pretended friendship and obtain Ricoletsi’s
copy of the Prakotic Manuzeripts, but Ricoletti know that
such ¥ book was too dangerous 1o be put into Staunton’s
hands in his weakened condition.

One pight when the curse was heavy upon hin, Staun-
ton awoke 1o find himself at the musews, standing before
the statue of Chaugnar Faugn. Under his spell; he had ac-
tuzally walked from his home to the museum while asleep.
The shiek broke through his mental cobwebs ¢nough for
him to reglize that he was in real danger—that Chaugnar
Fangn was indeed a living entity and that he had slmost

become its sacrifice. The next morning, he asked Violet
to see that he was kept strapped down-knowing that if
he was set loose, his life could end in Chaugnar Faugn
maws, In his madness, he decided that he could not tell
anyone of Chaugnar Faugn's true nature~that the only
way to save himself was to gain controf avér the Elephant
God. He was vonvinced that the key lay in Rivoletti’s
copy of the Prakotic Manuseripes. I he could obtain it
hed be more than safe--he'd control the god itself! And
he'd have vengeance on Ricoletti! Yet he dared not let
himself be removed from his restraints, lest Chaugnar
Faugn’s trance take himy. Then, his madness offered an
answer,

Ricoletti had told him that the Curse of Chaugnar
Faugn needed a personal possession {or better yet, a part)
of the victim a8 2 focus for the spell, which then zeroed in
on the vietinr's body, affecting the mind within, Os
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Staunton’s last trip to the orient, he had been taupht a
spell by a holy man in a retrest—the monk had claimed
the spell would allow him to switch bodies with another
with whom he had 2 loving emotional tie, It was of nouse
to the monk, who'd forsworn all emotion, Staunton mem-
orized the spell, and had intended to write a paper on it
not for a moment believing in it, Now, in his madness, he
decided it was worth a try. He would switch bodies with
Violet, then, while she was in his body strapped to the
bed, he could use her body 10 obtain Ricoletti’s book and
gain mastery over the god. The curse would affect his
daughter, but she’d be safely strapped down. So that she
wouldn't know what was golng on, he sedated his own
body before switching, so she dept through the transfor.
miations. This has been the cause of Violets blackouts and
strange dreams—periods when the sedative hadr’t guite
taken offect and she'd fallen onder the influence of the
Curse while in her father’s body. Staunton had just mas-
tered the technigue when the appearance of the Priest of
Tsang surprised him.

Through their spells, the Teho-Tchos knew that some-
thing was interfering with the work of the Curse they'd
1ad on Staunion. Though they'd invoked the curse con-
tinually with chants, e wag obviougly still alive, and
Chaugear Faugn awaiting his sacrifice. The priest decided
1o intervene personally, Mounting a dread shantak-bird,
he followed the magival tral of the curse, landing In the
middie of Central Park near widsight o orent himself.
Then he fJew to the Staunton’s residence. With the shan-
tak clinging o the brownstone exterior, he dropped anto
Staunton’s balcony, entered his bedroom, and sew the
restraings. He took his dagger with the intention of cutting
Staunton’s restraints so that Chaugnar Faogn could s
mon his sacrifice. However, he thade 3 nocise and Violet
awoke, When she screamed, the professor awskened, and,
with the swiftness of a madman, recognized his danger,
As he saw Violet, he quickly transferred bodiss with her,
She fainted and lapsed into uncohsciousness in his body
while he, in Viclet’s young, athletic body, dttacked the
priest, catching bim offguard; and pushing him onto the
balcony. The priest slashed Viclet’s arm and leaped onto
his shantak, escaping,

Staunton let the prisst go so he could tend to Violet's
hody’s wound., When he saw Vielet waking in his body,
he switched back torit, In the morning, he talked to Violet
and; when Vielet mentioned her old flame, he realized
that the investigator would be a perfect choice. If this
friend of Violet's could stop the priest, then the path 1o
Rizolettt and control of Chaugnar Faugn was clesr. Then
nothing sculd stop him from being the greatest orientalist
irt the world-if he had to use Chaugnar Faugn to enguee
that he was the only orientalist loft alive in the world,
And Ricoletti would go first!

At the Musesurn

Shoutd the investigators come here, they will see several
police cars parked outside. The wing containing Chaugnar
Faugn is roped off, and a policeran guards it. He is under
strict orders and will weot allow the investigators access to
thie wing under any circunsstances. From the doorway, the
investigators can catch a glimpse of the Elephant God-
enotigh to give them the creeps, They will also be able to
see the taped outline of 3 body on the floor directly
hefore the statue.

A

Should the investigators prove obtrusive, lnspector
William Henderson will have them forcibly sjected. His
reaction o the investigators depends on the POW and pro-
fession of the investigators’ spokesman. Multiply his POW
% 4 if he is a private investigator. Multiply his POW x 3
if ke is a professor, antiquarian, or other conventional aca-
demic type, Multiply his POW x 2 if he iv a journalis,
parapsychologist, dilettante, or anyone publicly espousing
geeult beliefs or theories. Unmentioned professions
should be determined by the keeper,

A D100 roll is made. I the roll is higher than the
spokesman’s POW times the multiplier, then he iz opénly
hostile and skeptical: it's a dirty job and these nosy in-
competents are only making it harder with thelr inter
ference. Mavbe they'se ovolved somehow, I they get in
the way, Pl ren them inand see what they have to hide,
i the roll is lower thin the spokesman’s POW times the
multiplier, then he will be-tolerant but distant: this is his
job and these are just overly-curious bystanders, If the roll
is ‘equal to or less than the spokeunan’s POW, he will be
friendly and intersted. These guys seem to know what
they're talking about: help ¢sn come from unbsudd
sourcey, and Lord knows T could use some,

Even if Henderson Is friendly, his opision will rapidly
drop should. the spokesman or his friends begin to falk
zhout occult occurrences, monstees, and so on. If the in-
vestigators pemist, he will threaten 1o ron them in the
next time they interfere with the case. I the characters
sver ppesent Henderson with tangible evidence of the
oovull which he cannot explain away, be still won"tbelieve
i the aoeuls, but he will at least Hsten to them, and por-
haps even change his opinion Tor the betfer,

I Henderson has'd good réaction 1o the investipators,
he will sllow them access to the wing {providing they
den’t touch anything) 1o see the murder seene; 1 he was
only neutral to them, the investigators’ spokesman will
need to ply him with & successiul Debate roll, B he was
hostile to the investipators, he will dismiss them with a
warning. i the investigators gain access to the wing, they
can sée pothing more than what they saw from the door,
though Henderson van tell thern where the blood —now
cleaned up—was splattered. Now that they can fully see
Chatgnar’s statue form, & SAN roll s required: 1D0
polnts of SAN are logt i 3t fatle. If the investigators have
heen allowed access to the wing, Henderson will «lso tell
them that the coroner says that the body was nearly
empty of blood, and the fuce repeatedly slashed with a
sharp instrument.. Death was 2 combination of shock
and massive blood loss. The official police theory, which
Henderson will also give to the investipators, if he Bn’t
hostile, Is that ¢ kook hid outin the museum before clos
ing and killed the suard when he ran scross the guy on
his vounds,

The investigators may: wish to wlk fo the museum
guard who found the body, Any of the museum guards
cen direet’ them to him. His name is John Ferder, and
he I8 neariog retivement, He & shaken by the expert
ence, and @ successful Oratory roll § necessary o get him
to talk about {1, Ferriers story follows:

*Td just come on duty and way making my rounds,
whep { came scross the body. I'd wondered why Charley~
that's the dead man— Charley McNary-—-hadn’t been in the
guards’ ready room, since he must have finished his

s I



rounds by then. And then I found him—poar old Charley.
1 just blundered acrost his body in the Orients]l Wing.
There was blood all over, especially on that statue; ugly
beggar, Isn't 17 Gives me the creepst And there wag
Charley Tving under it, his face shredded, all cold and pale.
Kind of shrunken, too, the way some people get when
they die—sort of like his uniform was too large for him, 1
iost my dinner then and there.

I could only recognize Charley by s wnifornm. |
called the cops and they came right off. Lsure dor’t think
much of their ‘madman’ theory. Two puards double-check
the whole museum right after it closes, making sure that
no one is still around. And besides, Charley™s 1oo good &
guard to get caught like that. His gun was still io his bol-
ster, Me maybe, but not old Charley..”

Feerier has no beiter theories a3 10 how the murder
occurred. Should the investigators be suspicious, it is eagy
to confionm that Charley McNary, museunm guard, s, in-
deed the dead man.

I they think to-ask the guard sbout Staunton, he will
say that he was “there the night they had that big fight.
But smost of the Hght took place In Staunton’s office and
'm no Paul Pry 1o listen through kevholes. All Lknow is,
Professor Staunton had me come and throw out Mr. Rica-
lettl, Ricoleti's kind of g creepy puy anyway'... there’s
something waird about the way he avoids people. Mr.
Staunton, though, be’s 2 wonderful man, Even gives the
guards a little something svery Christmas. Funny, though,
acouple of nights ago 1 found the professor near the sta-
tue after midaight, He's pot his own key, and can do what
he likes, But what was he doing at the museum dressed
only in a nightshirt and coat?”

Mo other information is available at the museum. The
wing will be closed off for several days. Should the inves-
tigators attempt to gain access 1o the musenrh, possibly
tater on in the scenarip, i will require & successful Mech:
anical Repair and Electric Repair to pick the loéks and
disarny the alarm system., A succissful Sneak and Hide voll
iy alse needed to gvoid the guards, 17 the investigators get
to the Oriental wing, they can examine the statue-close at
hand. Chavgnar Faugn will igriore them unless the keeper
decides that he is hungry. Any attempied offensive sction
apatnst Chauppar Favgn will be in valn unless enchanted
wespens are wed. BEven sledge-hammers or explosives will
be in vain, If an enchanted weapon is used, this willinvoke
Chaugnar Faugn™s wrath, and this will undoubiedly doom
any investigators foolish enough to attempt this course.

A1 the University

The investigators will micet with little successy in trving to
find out information about Staunton or Ricolettl at the
university. The Anthropology Department, and Staunton
and Ricoletil’s offices are easily found, though both
offices are locked {unless the. investigators go to Staun-
tor’s office while Violet is there collecting papers a8 she
said she would). I the investigators decide to bresk into
either office, a successful Mechanical Repair roll i need
ed, along with 2 successful Luck roll ro ensure than no
one passes by during the sttemipt. Neither office containg
much pertinent to the scenario, though Ricoleni’s;
through its unkempt state and the books of mysticise and
pseudoscience lying about, should further stain s reputa-
tion in the investigators” minds.

If the investigators go to the Anthropology Depart-
mient secretary and enquire zbout Ricolettd, she will say
that he is now on ssbbatical 2ud won't be available at the
university until the next sémester, when he s scheduled to
teach classes again, Under no circumstances will she give
them Ricolettis address or phone number, If they wish 1o
t3lk to someone else sbout Staunton or Ricolettd, she will
direct them to other members of the department, all of
whom %iold 4 high opinion of Staunton and a falptodow
opinion of Ricoletti. Should the investigators wish to
speak with Professor Huxtable, the head of the depart-
ment, she will make an appointment. If the investigators
display any anthropological knowledge (by successfuliy
making an Anthropology roll-only one attempt may be
made in the whole party), he will see them at once. Uther-
wise, they will huve to wait for three days.

When the investigators do see Huxtable, they will again
be required to display some anthropologieal knowledge
{in small talk, he will carelessly toss of anthropologicsl
references—if the characters don’t answer appropriately,
by muaking a successiul Anthropology roll, he will dis
miss them as wasting his valuable time) Huxtable 'is a
pompous, self-important man who considers Bimself a0
expert at his chosen field and does not readily suffer
fools or the igporant. He respects Staunton as z scien:
tist—always has, Ricoletsi, on the ather hand, he doesn’y
care for. Would have dismissed the man long apo i he
hadn't had temture before Huxtable became depurt-
ment head. Never could see how Henry Staunton could
waste time with the man. Always writing papers on oceu't
rubbish 85 though thers was some basiy In fact, Prepos-
terous. But some of the lessreputable journals are so
desperate they'll sven publish Ricolefti’s tripe, The man’s
a rectuse and rarely attonds departmient social functions.
Rarely even did when his wife was still alive.

He will not give Ricolelti’s address or number to the
mvestipators (he doesn™t even know them), nor will Ire
suthorize the secretary to do so undess one of the fnves
tigators is g full professor at this or another undversity. If
the frvestigators begin to babble about the veoult or the
pargnormal, he will dismiss them at orive.

Contacting Ricoletti

1t is impossible: to contact Ricolettd belore it is thne to
g0 1o Staunton’s house with Vielet. He will not answer hig
phone, nor his door, today,

Viclet's Return

At the sppointed thne, Violet will return o the fnvesti-
gators' headquarters to take them to hee father. She will
greer her old boyPriend, then suddenly look puzzied,
gazing hlankly at the other investigators, and ask her old
boyfriend who they are, When she is told their identitios
and' that she met them this moming she will look dis-
tressed, shake her head, and mutter, She will then apolo-
gize, explaining that she bas just had a wemory lapse, and
that it was as though she had never met them at all. In
faet, she says she can’t remember exactly what she said
earlier, just what she had intended fo say. She asks the
investigators sheepishly if they’d mind telling her what she
said. She will explain that she’s been having such black
outs recemtly, though the investigators will probably
inform her that she has already mentioned them before
she gets too far,



Actuglly, of course, Staunton has exchanged minds
with his deughter, deciding that it would he better if he
directed things In her body, and start to intdoctrinate the
investigators in the idea that it s all Ricoletii’s fault, and
that it is imperative 1o get his copy of the Manzcripts,
Henry Staunton-as-Violet will feign another memory loss
on the way o the houss, or soon after the group has ar-
rived to further establish their belief that the Violet with
whorm they are dealing s one person with memory probe
lems and not fwo separate entitiey.

If Violet's boyfriend accompanicd Violet on her
¢irands, he will witness the mind exchange, whish fooks
tike 1o more than & momentary fainting 3t

Staunton knows his daughter well enough to emulate
her manverisms so closely that anvone knowing her so
brief a time as the investigators have won’t be able to spot
any difference. Her boyfriend might notice some dif-
ferencey if hemakes both a successful Idea and Psychology
roll, but the keeper should phrase such differences that
they will be atiributed to the sizess she is under. Should
anyone’s suspiclons become aroused at any time, he
would be told that Violer does not appear 1o be speaking
urider any-special doress, nor does she appear to beunder
any form of hypnosis or mental control. And in truth, she
is not, 18 she is Henry Staunton and not Vielet at this
moment,

Once she has established the memory-loss idea in the
investigators” minds, she will lower ber eves god admit
that she hadn’t told them the entive truth this morning.
She was alraid that they might not believe her, but now
she's-sure she can tell them everyihing, If they bowed out
now, He way bave Jearned they Came to ber and would
mrobably mark thewm for destruction as well as she and her
father. Staunton-as-Violet’s story follows:

When the investipators-ask abott He, she will answer
almost rejuctantly that she means Ricolettl, “Much as §
didn’t want 1o believe that Uncle Poul was involved, now
1 must, My father must have known ail along, but wanted
to spare me, thinking that Ricoletti would spare me in his
mindness, oven if his friendship with my father had disinte-
grated: due to his insane jealousy, Ricoletti had slways
bragged about his contacts with secrel oriental cults;
thugs and assassing, and of the mystical knowledpe they
imparted 16 hm. As 2 Hutle girl, Fthought these were just
fairy stories. But now I know they are real. Father told
me that Ricolettl has a book of the Jost mystic arts, Rico-
tetti ¢amie to Father when he'd brought the Elephant God
to. the museum and said that with the koowledge in
hiy book—Father called it the Puakotic Manuscripts—hs
could animate the inanimate. He wanted Father to join
himy and et him use the Elephant God as a test of his
powers. He claimed he could use the idol to make both of
them greater thun ever before. Father tried to dissuade
Uncle Paul from his wad ides, letting him down genily,
but he flew into 2 rage, calling Father terrible names and
saving that he'd degtroy the idol and ruin Father's dory,
and destroy Father, too. Father lost his temper and {old
Uncle Paul he was mad, and Uncle Paul said 1o Father,
You'll Join me In madness, then” Then 1 wguurd took
Unele Paul out, Father was upset, but that's all,

“Then the fiis of delirivm began. And one day, while

i was out, Uncle Paud called and told Father that it was he
who was driving Father mad with his powers. Father

wouldn't believe it until Ricoletti repeated some of the
visions Father had seen in his delirium! Ricoletti vowed to
see Father dead. This murder you showed me in the paper:
it looks like Ricoletti munaged to snimete the idol after
all and has used it to kill. Once Father is out of the way,
he'll stop at nothing.”

Staunton-as-Violet will look to the investigators expec-
tantly again, appearing to be on the verge of tears. Staun-
ton will use all his mental powers of persuasion and the
appeal of Vielet’s body te hook the characters isto
assisting him in stopping the priests of Tsang and then
getting the Mamuseripes Trom Ricoletti. There may be
some slight inconsistencies between her current story and
the original one, but they can be sttributed to her dis-
traught state and memory loss,

Staunton-as-Vielet will try to answer any questions the
investigators have about these added facts, always seem-
ing sorry for not telling thewi everything earlier. i an
investigator has spoken with the musenm guard Ferrier
earlier and asks about Staunton’s appearance at the mu-
seum ‘in his nightshirt & few nights ago, she’li said that her
father feared that he had been drawn 1o the museium by
Ricolettl, who'd failed to animate the statue. But she'll
try to put off such questions. clabming that it is Rico-
lefti who is the danger—especially that book of his, [ they
¢an get that away from him, they'll be able 16 stop him,
But first they must stop the oriental cultisis from killing
e father: Let's hurry to the house at once:

At this point, the investigalves should be thoroughly
snowed, and motivated to head for Staunton’s home to
protect him fromy the evil Ricolettl. Violet will gt next to
her old flame, Staunton hoping to further influence the
investipator into helping his scheme along through his
former closeness to Violet,




THE STAUNTON HOUSE

The house is located in a wellto-do residential neigh-
borhood. 1t has g large yard, surrounded by high shrubs,
These shrubs Block off the view of the surrounding homes
from the first floor. The tops of neighboring homes can be
seen from the second floor, or from the upper branches of
the two frées in the back vard.

The Staunton house is a two-story turn-of-the-century
structwre huilt of brownstone with a state tile roofl. Two
chimnays top the roof. The bwicks near the balcony
are scraped and damaged, {This I8 where the shaniak clung
after letting off the Teho-Tcho priest.) A tool shed bebind
the house is locked. Violet has the key, Inside is 2 ladder,
a wheelbarrow, 2 lawnmower, and similar garden tools.
Nong have been disturbed.

The exterior looks welb-tended in-general, as do most
of the other houses in the neighborhood. The prass does
nged cutting—neither Violet nor Henry Staunton have got-
ten around 1o it forover a month,

The First Floor

Entry is by the front door off a low, uncovered concrete
porch, ot through either of 1wo back doors to cither side,
one leading 1o the kitchen, the other tuto g hall. The front
dour has o STR of 30, the back doors o STR of 25 zach,
and the windows, all of which may be shutiered, s STR of
17 each.

L. Storage-This small room & used by Professor
Staunton 1o store the smaller Hems he Hag brought back
from expeditions or obtained from other archasclogists
and anthropologists, All the items are mundene, and none
are of any sigeificance to the adventure. A succsssfid
Archatolopy roll will identify most of the items as belng
of Egstern origin.

2 Bathroom-"This s an-ordinary bathroom, but with
Buddha fisures on the faucets.

3. Living Room-The Staenton living room Is comfor
able, but not lavish. Tt olds 4 sofs, several chairs, lamps,
end tables, and a fireplace. Several shelves contain Orien-
tal artifacts, easily identifiable as artworks, and e walls
hold Oriental masks and puintings. There is nothing sints
ter about any of the iteras found here., The Tireplace does
not connect with the one in Staunton’s study. Two doors
lead out of the lving room.

4. Alcave~The front door opens into a wide alcove
leading to the main stairway. I containg a small cont
closet and doors to other parts of the house, but & sot
interesting by dtself,

3. Dining Room~The dining room is; like the Hving
room, comfortably furnished, exhibiting several Hems of
Eastern origin. In the center &s a large family dinnér uble,
O the tight wall is 2 fireplace. Light is provided by a farge
chandelier in the venter of the room, each individual bulb
covered with a crystel pagoda. A lorge window glves a
view of the front vard.

. Kitehen-The kitchen, like the bathroom, is quite
ordinary, with all the modern conveniences—stove, e
box, ete. A small kitchen table Is setup in the right front
corner for informal meals. Violet has been eating here
since her father’s iliness. A set of kitchen knives arg in a
rack on the wall vver the counter to the left rear of the
kitchen,

T .

7. Pamtry—The paniry is wellstocked. Enough food is
missing to account for two person’s meals fora couple of
weeks—about the time Staunton’s Hiness confined him
to bed.

& Rear Holl-This is where the miin hall s to nur
along the back of the house. There is 2 telophone setin
szl alcove here, near the junction of the main hall and
the rear hall. A back door here opens undereath $taun-
tun’s balcony, just as the back door in the kitchen opens
underneath Violet's balcony.

9, Professor Staunton’s Study~Staunton’s study is the
only room in the house that lies on no exterior wall and
has no windows. The door to-the study is of sturdy oak
(STR 35) and has a lock. The inside is dominated by Pro-
fessor Staunton’s desk and by the bookcases lining each
wall, Eastern artifacts are found throughout the room. A
fireplaze: is on the south wall, opposite the one in the
Lving room, but does not commect 1o 3.

All the books in the professor’s library are archacolog-
cal and anthropological works, mostly dealing with the
Far Bast, Anyone with skill levels of 25% or miore in those
subjects can recognize many of the books a5 standards in
the ficlds, If the investigators are looking {or something
unusual, # successful Library Use roll will find copies of
Lost and Fabled Landy and Obscure Deitles of the East. ¥
the hvestigators bad not found these books et (they are
described sarlier, -under Available Information, as books
obtainable from the public library). A successful Oceult
roll will identify these books 25 being somewhat oud of
place with the scholady tone of the rest of the library.
If Viclet is asked about them, she will claim that her
father borrowed them from Ricoletti, and evidently fou-
pot to returs them, They were borrowed prior to his last
expedition,

The professer’s desk is solidly constructed and afl the
drawers gre focked. It requires @ successful Mechanical
Repair to break into the desk, unless it is simply hacked
apart with axes and haromers. Inside the desk are prostly
papers and rrofes of Hitte relevance, financial records, re-
ceipts, and bills. If an investigator reads through these, it
requires-a successful Accounting rolt to find anything of
significance. The keeper may wish 1o describe some of the
bills and receipts in borng detail if a plaver does try his
Accounting skill roll, The only item of significance, which
should be buried among brrelevant Hems, is a receipt on 3
teted  warehouse in the Professor’s name, giving the
address in the warchouse district. 1f the investigators wish
access to the desk’s contents and do not wish to break in,
they can a8k Violet for 4 key. She does not know where
her father keeps the key, I Staunfon-us-Violet Is asked
about-it, she will state that her father keeps only financial
records and billy in the desk and those shouldn’t be'of any
Interest or help in protecting her father from Ricoletti ~
witfch 16 why they're here, dhe reminds them. No search
will turn up a key.

The itemrs atop the desk may prove 1o be of interest.
These inciude a notebook; an address book, a calendsr,
and a small carven caricature of Chaugnar Fauen. The cari-
cature is cridely mmade, and requires no SAN roll, 25 i
cannot begin to convey the mind-numbing presence of the
god itself. Anyone asking Violet about i will be told that
Btaunton found it on an expedition a year or so before
the one in which he focated the actual Elephant God. This
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figure first put him on the god’s trail. Regardless of any
. suspicions harbored by investigators, this carcature is
harmless. The calendar has not been turned for two
woeks. On the page showing s a handwritten appoint-
ment; “Ricolett, mussum, two o'dock.” The notebook
conlaing several entries, mostly parelated to the adven-
ture, The mest recent mentions Ricolettl: “Ricoletti has
the book that can control Chaugnar Faugn, Must get it
from him if Um to be saved. The Priest—he’s after me.
Ter kill-me, Curse Ricoletti~that book, I must get it!1™ A
successful’ Spot Hidden roll while reading these may
notice that Stzuaton’s. handwriting is slightly different
here than in earlierentries—not so much that it appears to
be a forgery, though ¥ could be, but not guite thesame,
{This is, of course, because it was Stausiton in Vielet’s
body writing these crdries, though investigators should
not realize this untll much later in the scenario.} I asked,
Staunton-as-Vielet claims not to know what Father meant
by that writing;if they notice the handwriting change and
mention i1, she will sav thal her father has been undes
such stress that it has doubtless made his hand less sure.
A sharp investigator may wonder how Staenton wrote the
last entry when he was strapped in his bed with the note-
bogk down here. “Violet™ will come up with an appro-
priate answer if asked--she brought it down before leaving,
ar some other plausible excuse.

The Second Floor

The second floor containg bedrooms, storage, and 4 bath-
roorm. The stairs from the fst Hloor opertin the middle of
the hall. To the right of the stalrs s a trapdovr in the
hall’s celling, leading to the aftic, Two baloonies are ats
tached to the second floor, one each in Professor Staun-
fon’s and Violet’s bedrooms. Al rooms have windows
overlooking the grounds.

1. Bathropm—Similar to the one downstairs, but
slightly bigger,

2.-Srorage-The professor uses this room to store more
of his artifacts, just a5 in the storage room downstairs.
This one also contains a couple of unused pieces of furrd.
ture, but still nothing of dpnificance.

3. Storage— fust like the previous room. Since he facks
4 cellar, Staunion stores o barge variety of vintage wines
here. Despite prohibition Staunton has wine with dinner.

4. Linen and Storage-This room s used primarily by
Violet 1o store Hnens and other necessities, Staunton has
used it for the overflow of his artifacts as well, The stair-
well from below intrirdes into this room.

5, Spure Bedroom~The guest roons. It has a bed, dress-
er, nightstand, lamp, and emply closet. Vielet has man-
aged so far to keep her father’s srtifacts out of here. It
affords 3 view of the front and side vards.

&, Viotet’s Room--Violet's room is furnished similaly
to the guest bedroom, and i neat and clean, On the wall is
mounted a .22 single-shotl target rifle. Around it on the
wall and on the dresser are trophies for sharpshooting and
archery tournaments. There are several 2nd-place frophies,
a fow 3rds, and two Tsi-place awards, A box of bullets for
the rifle are found i the top drawer of the dresser over
which the gun hangs. This gun s balanced and made so
well that @t has a betier chance by 10 percentiles than 2 nor-
mal rifle. A bow and quiver of target arrows (05% hase
chance, targel arrows do only 1D6 damage) and 3 standup

bullseye target are in the closet. The drawers of the dress-
er are filled with clothing and unmentionables. If anyone
ramimages through themy, he will find an old phato of the
investigator who was Violet’s former boyfriend, with a
hieart drawn arouns the picture, {The keeper ¢an play this
up i he wishes, using it to show the investigator that
Violet still has feelings for him since she kept the picture,
and, if he was doing the searching, isn't he ashamed for
being suspicious of her?) He can also find some.medals for
shooting contests, including some college tourneys, If any-
one examines the boxes holding the medals, a successful
Spot Hidden will uncover a key. This key will open Staun-
ton’s desk in the first {oor study . (Staunton, not Violer,
placed i here; Violet rarely looks at her old medals any-
tirore, gad he thought it wes a safe place.) In the drawer of
the nightstand is 2 firstvesr anthropological text, A
double French door leads fo the balcony outside Violet’s
rooms 1t is currently shut and tocked.

7. Spare Bedroom-Another guest bedroom, identical
to the other one, except thet it has a door leading fo
Vialet’s roem, This door is kept locked from Violet's side.

& Steunton s Room~Prolessor Staunton’s room s sim-
ilar fo Violet’s except that it is decorated with Eastern
artifacts instead of trophies and does not have a dooe to
an adjoining room. M is also less neat than Vislet'stoom;
she has iried to keep up, but with her father’s illness and
an entire house to care Tor, she hasn't been able to do it
all. There are: signs of the struggle that moming that
haven™t been completely cleaned up, Staunton is in bed
asleep, under sedation. He is strapped down, but hisarms
are free. The straps-are fastened so that even with his free
arms, Staunton could not unfasten them, Next to the bed
is-a-nightstand with some pill botiles atop . Inside the
stand’s drawer is a hypodermic kit and 3 32 revolver.
When the investipators arsive, the hypo is on top of the
nightstand next to an empty ampuds of sedative. Thé pro-
fegsor has obviously given himsell an injection. Staunion-
as-Violet will expladn that ber father sedates himsell when
he feels an attack coming on when she Is not thete w
help. The door to the baleony, identical o the ane in
Violet's room, is now closed and locked. Violet will state
that she locked it when she came 1o that moming and
hasnt opened i since. Characters investigating the bal-
comy will find it to be self-supporting, with lots of open
space ground it. The freshly-broken branches of the tree
behind the house are clemly visible, as noted previvusly,
With the help of a comrade and a successful Cimb roll, an
investigator can be boosted to the roof, but will need
another successful Climb roll cach minnte he spends there
10 walk on the glippery tiles without falling, It he Talls, a0
Luck roil will allow him to land on the balcony, in which
case he will take 1D6 damage unless he makes a successful
Jump roll, negating all damage. If his Luck roll is failed,
he misses the balcony, and will drop to the ground below
unless he can roll his DEXx4 or less, in which case he can
grab hold of the rain gutter surrcunding the roof, If he
does, he can hang on long enough for bis comrades ta
get a fadder from the tool shed to help him down (assum.
ing they are present). I ke falls, he will take 2006 damags
il a Jump roll succends, 3D6 otherwise. I he falls after
successfully grabbing ahold of the gutter, his Jump roll s
considered to sutomatically succeed.

T |



The Attic

There is nothing in the attic but more of the professor’s
store of artifacts, and cobwebs and dust, There is no win-
dow, only an old ventilation grate high on a side wall, Han
investigator decides to station himself here that night, on
a successful Listen roll he ¢an hear the priest and his shane
tak fand on the roof.

The Basement

There is nothing here except more stored artifacts, the
furnace, and the coal bin. The door to the coal bin is
securely locked and there are no sighs of tampering. It
would be as-difficult to bresk through as is the front door.

Tha Stake-Ouz

When the investisators arrive, Staunton-as-Violst will
usher them into the living room and ask them to wait
there for 2 moment while she puts away her father’s pa-
pers, She'll be gone for several minutes; allowing the inves-
tigators to poke atound the living room. She will then
take the investigstors upstairs fo Statnton’s room.

Staunton’s body, a8 noted before, &5 under sedation.
However, he is mumbling in his sleep, Violet will explain
that he must be having an atiack, Any charaster with a
successlud Pharmacy roll will recognize all the medicines
and sedatives to be exactly when she has dalmed. Staun-
ton appears very pale and wasted. Should anyone ask to
examing him farther, Stauntonas-Violet will agree, but
will caution him that her father is weak, so please be care-
ful. She'll veto any sttempts to wakes him, sither maturab
iy or throuph 3 stimuland, due, she claims, to hig weaken-
ed condition. Actually, Staunton wants o make sure
Violet goesn't wake in his body and will claim all sorts of
possible dangers t6 her “Father™ to make certsin the
investipators don't try it. Anexamination of Staunton will
anly conflem that he is indeed under sedation, that his
condition i poor, and that he is in 2 weakened state. It
will also disclose an ugly scar that extends from his neck
downi his chest and sround onto his back, Bisunion-as-
Vielet will claim that he received the wound on one of his
expeditions to the East several vedrs ago. {Actually, it s
the wound used by the Teho-Tohos to obtain some of his
ilesh for o Tocus for Chaugnar Faugn.)

Once the investipators have decided on g strateny
andl on their tactics, and have deployed themselves,
following any further investigations of the house and
grounds, they will need to wailt for a time. During this
fime, anvone looking ouiside will see that the sky is
becondng increasingly - overcast, o that by late even.
ing there is a dense cloud cover obscuring the stars and
moon and making a very dark night. Only the lights from
the neighborhood provide light to see by, along with any
lghis the investigators have left on in the house, As it gets
tater, Staunton-as-Vielet will tell the investigators that she
feels very tired, and not feeling well-nierves, pechaps.
Shell ask one of the investigators—her old flame, unloss
ane of the investigators is # doetor—io give her a sedative
1o help her sleep, I they decline, or say they'd rather have
her awgke, she'll explain that she’s so jumpy that seeing
the Oriental killer again would probably drive her into
hysterics. I they still don’t agree, she'll get the sedative

T

and fake it herself. Shell ask her old boyfriend to stay
close outside her door to protect her in case there i3
dangoer,

Staunton has realized that the sedative he gave himself
when he exchanged minds with Violet will soon wear off,
and he wants to-be back in hils own body should the Priest
attack again fonight, which he expects. He also doesnt
want Violet to be in harm's way. Despite his paranois and
his obsession with Chaugnaer Faugn, Professor Staunton
stifl loves his daughter, He'is using her only because he
belteves in his madoess that hé must 1o get back at Rico-
tetti and to protect himself. With the investigators here to
take the risks, he wants Viclet out of the way, sedating
her body so that he can make the switch without her
awakening ‘and perhaps damaging the groundwork hes
faid, or her getting in the way and perhaps being hurt
when the priest returns, He asked her old friend to guard
hier dowor for extra protection.

Once he can feel the sedation of Vielet's body coming
on, Staunton will switch bodics again. His body i still
sedated, hut the Curse has passed for the moment, When
he comes to, he will pretend to be aslesp to avoid having
to answey the characters’ questions. If someone watches
Staunton closely, 3 successful Fist Ald roll will enable
that character to tel] that Staunton has awakened. I heds
discovered to be awake, he will feign an atfack coming on.
His pretense won't last long,; though, as an aetual attack of
the Curse will soon overcome bim a5 the Priest of Tsdng
returns for spother try.

The Attack on Staunton

The Priest of Tsang, having heen foiled on his fivst at-
tempt to free Staunton to face Chaugnar Faugn, is more
cawtious this time, With his sicane knowledge, he has fig:
ured out that Staunton changed minds with Violet the
night before to stop him. This time he has made prepara-
tions 1o deal with any Interference. He has ensured that
the Curse is afflicting Staunton™ body when he returng,
also ensuring that Staunton’s mind is in the body at the
time, through vecult defection means. He has prepared
cortain srtifacts to deal with other interference, in case
Btaunton has reinforced himself,

Flying high in the clouds &n his shantak, the priest will
zern ion Btaunton’s howse, following the magical energy
of the curse, Then he will use his Shantak to descend 25
quietly as possible through the cloud celling and thence to
land on Staunlon’s roof. He will then use his Levitation
spell to float silently to the balcony. If an investigator is
stationed on the balcony, the priest will desl with him
first from the roof with hix blowgun. Ounly an vestigator
stationed outside the house on the grounds, concealed in
the trees, for example, would have any chance of seeing
the priest’s descent.

Once the priest is on his way down, the shantek will fly
into the front vard, landing noisily and croaking loudly
o attract the attention of the investipators, assursing they
have not already seen it land From their stations. Tt will
advance menacingly towsrd the house, croaking and emit-
ting awful strangled beliows all the way. The priest hopes
that the majority of the defenders will be drawn to the
front of the house 16-deal with the shantak, while he slips
into the professor’s room. The shantak will continue to
progress toward the house as long as 1t s still alive. H it



myansges to reach the honse, it will try o crash through
the wall where the investigators are dofending, croaking
#s hate. It will ignore characters attacking from the
grounds, naless no one is firiag from the house at all.

While the shantak’s diversionary attack is underway,
the priest will attempt 1o get into the professor’s room. If
someone has spotted him from without and fived at him,
he will continue on his task, trusting in his Flesh Ward
spell to proteet him long enough to carry out his ap-
pointed task. If Kis assailant is within range, he'will stop
long enough fo take him out with 2 blowgun dart, If any-
ong has remained in the professor’s room during the shan-
tak attack, the priest will throw a rock through the bal-
cony window to draw fire, while he stands to the side, He
will follow the rock with 2 smoke bomb. The smoke will
block off Hight inside, Nilng it with opague black smoke,
and cutting down +isibility in the room to zero. The
smoke I onot especially imitating to the lungs, though
breathing it for more than a few minutes will result in
severe uppersrespiratory inflammation. I the investigators
within the room 4y o rin for the door or stay insde in
sight, the priest will enter from the balcony and pick off
any characters in the room with his blowgun. The priest s
uncannily capsble of acting when blinded, and can easily
fight and act in the room. The investigators will be mioving
blind, and will have 80% subtracted from all their chances
ot stceess in sightioriented skitls (mingaim of 05%).

The priest’s blowgun darts are coated with the dareful
ly-refined nectar from a certain Hower, Anyone hit with
one of these darts will instantly fall asleep for at least an
hour, and wake with no il effects but a colossal headache,
which will Jast Tor several more hours, The priest has com-
plete contempt for the investigators, and will sot bother
to kil them, even if they have wounded him and te help-
less before hims, He is only here to s6e that his god getsits
saerifice and can refum to Tssng. Characters no longer
capable of interference are no longer a concermn,

The keeger should carefully orchestrate the battle so
that characters fighting the shantak have Hitle chance to
feave that hattle and nush to the professor’s room, even i
they hear shots from upstairs. I someonerushes to the pro-
fessor’s room after the priest has had 3 moment in thers
alone, they will find that the priest has pulled a dresser
across the door, making it difficult 1o enter (this effective-
1v locreases the door’s STR 1o 45), Even if they manage to
push the door open a wrack, they will be unable 10 see
well through the black smoke, and will be sitting ducks
for the-priest’s blowgun.

Orce in Staunton’s room, the priest will set Staunton
free from his bonds, Depending on the situation, the in-
vostigators” locaticns, and how much tirse has passed, plus
whether there was any hint of his entry {gunfire from in-
vestigators outside or in the room}, the priest will gither
secure a rope he hag brought, dropping it dows from the
Halcony, and send Btaurton under control of the curse
down it to the vard, or will send Staunton out the door
with orders to conceal himself in the house and smeak out
in the confusion. In most cases, the rope will be the easi-
est way -out. He wil] thea lock the dogr, pull the dresser
over #t, and wait behind to keep anvone from coming to
the room and finding Staunton gone. Once he iz certain
that nobody will be able 1o find Staunton gone in tine to
intercept him, he will telepathically order the shantak to
fiy away. If the shantak has been killed, he will Bummona

Dimensional Shambler fo carry off the remains of the
shantak info another dimension, The Shambler will wait
to appear until no one is paying attention 1o the corpse
for a moment. Then, the priest will jump into the yard
from the bafcony, a small container from his belt in his
hand. In full view of the characters, he will douse himself
with a fluid from the container {it is gasoline), then light a
match and burst into flames. Anyone seeing him do this
must succeed ina BAN roll or lose 1D4 BAN, The priest is
by now too low on Magic Points 1o have 2 fair chance of
zseaping via his Levitation spell, and his Ward spell s cer-
tainly beginning fo fail as well, The priest’s burnf remains
and the damage done to the house by the shanta¥ should
be 2 mystery that even Ingpector Hondeson cagnot gim-
ply take in stride, but he will will not sccept talk of hori:
ble monsters and {lving priests.

¥f Professor Staunton is encountered by one of the in-
vestipators as he leaves the house under the curse’s infla.
ence, Staunton will ignore the investigator and presson, if
the investipator tries to stop Staunton, the professor will
thrust a rag given him by the priest into the investigator’s
face. The investigator will need 1o suceeed in a Dodge roll
to escape the rag, which has been sosked in 3 soporific
chernical with the sume effpet ax the blowgun darts. I not
close enough 1o grab the professor, the only way 2 charac-
ter can get him to stop is to disable him. Attempting o
knock him out will do no good {he iz already “out” undar
the curse’s influence), and gotting close earns & vag in the
face. Any Investigator sctually trying to shoot Staunton
should have 1o take a BAN loss for injuring the person
they were hired to protect. If he is shot, but not killed,
Staunton will Tall over, unmoving wntil an investigator
comes close enough Tor 4 tag attack, In the unlikely event
that an investigator shootsand Kills Staunton, fa his death
agonies his mind may clear enocugh for him to trade minds
with Violet, which will probably muke Staunton even
more eager o use the investigators, so that he can later
seal their deaths,

Aftermath

About the time the investigators manage o Kill the shan-
tak, and wateh the priest immolate himself on the froat
fawn, they will hear sirens. The neighbors, bearing the
gunfire and monstrous crosking and roaring, heve called
this police. By the time the polise have arrived, the di-
mensional shambler has disappeared with the shantak’s
corpse; leaving nothing 1o carroborate the investigators’
story but the topsted priest and the damage to the houss,
When the police pull up, they will dissrm and spprehend
any conscious investigators,

Henderson will be with the police when they arrive,
which may cause the investigators some problems when
he recognizes them, The police will not believe that they
are there at the request of the Stauntons, because Vielet i
sedated, and Staunton cannot He found. They will held
the characters until the arrival of the police physician, The
police and Henderson will believe no storles of @ monster
bat-bird, and will atbribute damage to the housé 19 an
explogive of some kind {traces of nitre from the shantak’s
wings will seem {o bear ou this theory), The investigators
may be shocked by Suunton’s disappesrance i they had
not seen him leave and expected to find him dead. By the
time the police have finished questioning the investigatoss,
Staunton will have made it to the museum.



The police physician will acrive fially, by which time
any-investigators under the influence of the priest’s darts
will have awakened. Henderson will then authorize the
physician 1o inject Viglet with g stimulant to counteract
Ber sedative and awaken her. As she awakens, Violets
eveswill flutter g bit, then open wide, a5 she sits up and
sereams. I her old Hame rushes 1o her, she will grab him
and hold him tightly, appearing {0 be in the grip of some
type of panic, The police physician will give her a mild
tranguilizer to quiet her down and Violets panic will
lessen. Bhe will seem to be disoriented, Tooking around
Blapkly at the faces of those nearby, at her own hands,
and down at hersell, She will seem to comprehend some-
thing, and will start to cry, clinging to her old boy{riend,
who will probably try to calm her down,

Tragically, this is now not Violet at all, but Staunton.
At the moment the physician Injected Violet with the
stimulant, Staundon fovad meell fseetodace with the
horror of Chauggar Faugn, For a brief mament, his brain
cleared from the curse encugh to realize what was about
to happen to him. In mindless fear, he initisted the mind
exchange with Violet and suddenly found himself in her
tody surropnded by the polive and the investigators, Hay-
ing fust faced Chaugnar Faugn, and suddenly realizing
what he'd done—that he’d doomed his daughter in his
body 1o the maws of the Elephant God—his mind snapped
and the last vestiges of sanity slipped away. His paranoia
now has foll control. With the tranguilizer, his grief at
Wiclet's death and his horrible experience have been les-
sened erougl so that he cap numbly speak and answer the
potice’s questions. As Vielet, he will confirm the investi-
gators” story that they are there at her request. She'll not

want 1o answer any more questions than necessary, hows
gver, and the police will be interrupted In their question-
ing by-a call from headquarters, Henderson will grimace
and tell the patrolmen that they’d better get going—an-
other vipper minder af the museum. The body was still
warim--some guy in aight clothes, Henderson will wam the
investizators not to leave tows, that he wants them In for
questioning in the moraing. Any reguests 1o go with Hen-
derson to see the killing should be handled depending on
Henderson's current opiniop of the investigators and 2
successful Fast Talk or Oratory roll.

Onee the police are gone, Stuunton {now permanently
as Violet) will ask about her father 1o cover her confusion.
if the fnvestigators say he is gone and they think he's
dead, she will react badly, as the professor is reminded of
Violet’s fate. She will want to rest, to sleep;she will com-
plain of foeling weak, but she wili ask the old boyfriend to
stay with her, that she's afraid of being slone. Staunton-
ss-Violet is indeed weakened from her experience, along
with the guilt of what has happened to Violet, However,
her madness, a condition which will soon bring him under
the control of Chaugnar Faugn, still enables her to plan
vengeance, Masking her own goilt, her madness is now
centering more than ever on Ricoletf as source of i her
problems. If Ricoletti had given him the book, he would
have conirolied Chaugnar Faugn, snd Viclet would siill
be alive. Now she had to have that book! And when
Staunton-as-Yiolet did, not only would she make sure that
Ricoletti died in the maws of the Elephant God, bt that
anyone and everyone who'd erossed him, who'd contrib-
uted 1o Violet’s death, would die also, Including those
tnvestigators whose langhable defense allowed Staunton in



her oid body to walk to her doom. Her madness also saw
her old boyfriend as more essential to her plans than ever
before, Not only did she need him to get the book from
Ricolets, but she could use him in another way. Violets
body was fine for the time being, bul Staunion vould not
be expected to remain 3 woman for the rest of her life.
She’d need a male body to exchange with. Since the spell
requires some emotional tie on the part of the victim, it
wonld be pecessary to play up to the old Hame even morg,
attempting 6 rekindle hig feelings for Violet. Then she
would begin to switch bodies with the Investigator until
she was enough 2t home il it to take it over permanently.

Staunton will formulate these plans during the night
i her madness, calmed by the tranguilizer enough o sup-
press her own menial horrors By moming she will be
voolly réady to proceed with plans to take control of
Chavgnar Fauga and wreak vengbance, pot realizing that
the Elephant God, now strengthened by the sacrifice, was
already beginning to control her, to take her over and
groont her as Hs companion. Tt I8 not yet The Time, but
Chaugnar Faugn does nof care; be wants to feast, to prow
stronger, and to rule again at last. And Staunton will help
it, knowingly or othorwise. By the time the police are
through, morning has come.

THE NEXT DAY

In the morning, Stauntonas-Viplet will seem much
calmey, sven colder, though it should seem to bean after:
effect of the shock she’s undergone, The morning paper
will tell of the second ripper murder a1 the museum, i the
investigators have not tld Violst shout her “athers”
death, perhaps trying to spare her, she will pretend to
learn from the paper. Failing that, che will *feam”™ when
called by the police foidentify the body,

In any case, she will coll the investipators together and
i1y 1o convince them of the necessity of getting the Fre
kotic Manuseripts from Ricoletti, She will further paint
Ricolettt g 4 fiend who will probably try to kill her next.
Maybe all of them, now that they've crossed him by ry-
ing to intervene. She will ‘not want them 1o confront
Ricoletti during the day, saying she thinks it too danger-
ous, If Ricoletit has become powerlul encugh tosend 3
muonster batething like they deoseribed to attack them
along with his Oriental assassin, and could stifl manage fo
animate the statue from a distance to kill her father; he is
ton powerfisl to meet face to face, They must wait until
tonight, when he will ikely be asleep, confident that he
has elbmingted her father and probably not dreaming that
anvone would dare 1o act against him so swiftly. If any-
one expresses doubi about her plan, she will remind them
that she's known Paul Ricoletti all her life; she knows his
habits. She will reaffirm that they must get the book from
Ricoletti, that it is the source of his power. If they ean get
it, then Ricoletti will be much weakened, The statue of
the Elephant God will remain just & stitue; harmless, i
grotesque, Bit tonight they must act! Any delay could
prove fatal to them all. Sconer would be 1oo dangerous,
Besides, the police expect the investigators and her in
for questioning that dav. I wouldn’t do to fail fo appear,
then they'd have the police 1o worry about, too. During
fier tirade about Ricolettd, she will at one point refer to
him as “that ugly freak,” and continye on without ex-
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planition. If someont picks up on itand asks, she will men-
tion Ricolettis club foot, warning them about what to
expect.

Staynton-as-Violer will go on to claim that her father
confided in her once that merely destroving the book
would not completely foil Ricolettd, Certaln special spells
would have to be read over it in order to cause Ricoletti’s
evil 1o backfire on him and completely ipactivate the
Elephant God’s borror, She was forced to Jearn the proper
spells by her father, but will not tedch it to any of the
investigators, claiming that learning the spell & damaging
o one’s sanity, and that she doesn’t want to endanger any
of them, 1t's bad enough that she had to Jeamn i

After Stauntoneas-Violet has further prejudiced the in-
vestigators agafnst Ricolett and prepared them for an e
sault that night, she will receive @ call from the police to
came dnd ideatify her father’s body. She will ask her old
boyfriend to come and give her moral support. She sup
gests that the others either prepare for tonight or goon to
police headquarters and get their interviews over with, At
the coroner’s, she will be able to identify her fathers
body, even though the faee'is unrecognizable—sucked off
the bone, The body retains the'scar received in Tibet, and,
if seen previously, will confinm the body’s identity to the
investigator. The grisly corpse will seern to shake her sven
more {and strengthen the prolfessor’s desire for ven-
geance}. Her boyfriend will- have to make a SAN roll i Be
Iooks at the body, or lose 104 8AN, Viclet will be given
the professor’s. pessong! effects, Including his museum
ey, which was what was used to tentatively identify him,

The' police questioning will take ‘most of the dav.
Viclet will suggest to the investigators that they not feff
the police what s really going on, 4s they won't be
bigtieved, gad may even be locked up, o eagy targets for
Ricoletti. She especially wrges them notto mention Ricy
lett: 1 the police get on to him, he'll be alerted and they
Yy not be able to surprise him, She’ll help the investi-
gators agree ofva stoey, but will not be lmaginative enough
to come up with one herself. Unless the nvestigators get
carried away, they be released on their own recognizancs.
After all, there’s nothing 1o hold them on except witness-
ing the suigide of 2 mad Chinaman and distwbing the
peace with debatably excusable guniire, Staunton-ag
Violet cerfainly won’t press any charges. S1ill, Henderson
will ask them not to leave town till the lnvestigstion i
complete, He'll wary them to watch themselves, bétause
hell be keeping an eve on them, as they seeny to turn up
whenever there is trouble connected with the ripper deaths.

I{ any of the investigators try to contact Ricolett], they
will encounter the same problems as before, Ricoletti has.
not read the papers for the last week, nor listened to the
radio, so is unaware of what’s been going on, and proba-
Bly won't listen to the investigators any more than he
would have the previous day. If the Investigators are pre-
paring for the night raid as plenned, they shouldn't have
fime to contact Ricoletti doring the duy.

The Assault on Ricolett

Once the police are through and the party has made whate
ever preparations are necessary, the group should mest
back at the Staunton house that evening. Viclet will give
them Ricoletti's address, i they don’t have if already. The
house & located an hour’s drive from Staunton’s, She will



admonish them to be careful, as it will be quite dangerous.
H Ricoletti discovers them, she'l warn, they should shoot
him at once, before he has a chance to blast them witha
spell, Remember—he’s killed hey father and wouldnt hesi-
tate to kill any of them with his sorcery. It is probable
that the investipators {at least her old boylrend) will oy
to keep her from coming with them, and she will agree,
and not come, I the investigators wani her to come along,
she will agree, but then suddenly fake a dizzy spelf and
“faint.” Shel pretend o recover shortly, but will say that
she had better not go along, in case she endangers the rest
of them with another such fit. She will insist that' no one
stay behind with her, and will give her old flame a wam
kiss and ask him to please come back to her.

Once the investigators arcive at Ricolensy's ouse, they
witl have 1o succeed in a2 Mechanical Repair roll 1o get into
the house, The character doing the breaking in must.also
sucesed in a Sneak roll to keep from rousing Ricolettd
from steep. Ounge the investigators are within Ricoletii’s
house, refer to the enclosed map.

Ricolettis house is located in 3 middle-class suburban
New Jersey neighborhood., it Is not exactly run dowr, but
neither can it be described s ritzy. The house is stmiler
than Staunton’s, a2 onestory wood frame strocture with a
cheap tile roof. It is surrounded by 2 low fence with a
front gate opening onto the sidewalk, which is right on
the street, and a back gate opening oulo an alley, The
yard i small and unkempt, in bad need of mowing; Rice-
fetti hag heen so wrapped vp in his work the pust few
woeks ke basy’t been bothered fo pay a neighbortiood boy
to cut it A concrete path leads from the front gate to his

Kitchen

wooneg

Living Room

small front porch, which s roofed but not enclosed. Yeos-
rerday’s and this morning’s papers are sitting on the
front porch.

i, The Living Reem-Ricolettis living room runs
across the entire front of the house. The front door is
chained and locked. 1t has several windows, all with vene-
tign blinds and curtains tightly elosed. The room containg
a sofa,; three chairs, tables, lamps, and 50 on-all badly
in need of cleaning. There is a lot of clutter lying around,
since Ricoletti is at best an indifferent housekeeper. Char-
aciers moving through this room will have to make suc-
cessful rolls of DEXxS or less on 10100 o avoid tripping
on the clutter. On a stained coffer table is a photograph
of an extremely homely woman, with a penned message:
“To Paul, always, vour loving wife.” On anend table is
the telephone—the farthest point in the house from Rico-
lettis work areq, It is off the hook. Thouglit is the bving
room, this room Jooks as i it is the least lived in. A large
archway opens into the dining room,

2. Kirchen~The kitchen ig even messier than the other
Te0ms; as it, slong with the bedroom and study, & one of
the rooms most {requently inhabited by Ricoletti. Open
cans are on the kitchen table, dirty dishes in the sink, pots
on the stove. A dightly rotten smell can be discerned,

‘emanating from an overflowing sarbage pail by thesink. A
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sidedoos leads outside.

3, Dining Room~Thiz room is not quite as clutterad a3
the living. room-~Ricoletti merely “passes through. this
room on his travels from the bedroom and study to the
kitchen, I bolds an old dining oo set, the table now
covered with books. A sucessstul Ocuult roll will identify
the books on works oo theosophy, Hindu metaphysies,
and sim#arly. esoteric philosophies and pseudo-sciences,
A ching cupboard op the right-hand wall s covered
with lavers of dust ag though it hasn't been uswed ‘In
yvewrs-which it hass’t, not sinee Ricoleitls wife died.
& closed door on the feft leads to Ricoletii’s library and
study, bt it is notlocked.

4. Bathroom-Accéssible only from Ricoletti’s bed
room, it isin the'same general state as the rest of the house.

5. Library/Study~This s Ricoletti’s muln work arza.
On the walls are shelves of books on all sorts of subjects,
bt primardly anthropelogy, orientology, oceult studies,
asil philosophy. U ihe shelves may also be found, with
a suecesshul Library Use roll, copies of the Seven Cryptical
Books of Hsan, the Book of Dsyan, and the Pagkotic
Manuscripts. A separate Library Use must be made for
each buook, and the Manuscriprs should be the last found,
There are books everywhere, stacked o piles on the floor;
atop the cluttered desk in the room’s center, and spread
over the shelves, The desk, in addition to the books, con-
tains piles of notes on Ricolettis current paper, I the
scrawled notes are examined, they will prove 1o be con-
cerning the Jost continert of Mu and Hs contributions to
all of Eastgrn Culture, particululy the Ponape Islands in
the Pacific Ocean,

8, Ricalesti’s Bedrovm~THis rovm is quite unkempt as
well, with clothes sirewn across the floor and hanging off
the dresser.. The bed is rumpled and unmade, and s cur-
rently occupied by Ricoleti, snoring away. Unless the in-
vestigators made a truly colossal smount of noisé entering
the house, he will still be asleep. Anyone listening at Rico-
{ettl’s bedroom door and succeeding in a Listen voll will



be gsble to hegr the snoring. A loaded double-barreled
12-gauge shotgun is propped up against the wall between
the bed and nightstand, kept ready by Ricoletti in case of
burglars or prowlers.

The Basement

The basement of Ricoletti’s house is small and dingy and
entered by a trapdoor at the side of the house next to the
kitchen door. The stairs going down are rickety. Anyone
going down them must match his SIZ versus the steps’ STR
of 18, 1f ks 812 overcomes the steps, then they will give
way beneath him, causing a fall doing 2D6 damage. If a
Jump voll succeeds, only 106 is taken. There is no direct
access to the house from the basement,

The Artic

The attic is entersd via g trap door in the hallway leading
to the back door. This trap door has been nailed shut by
Ricoletti, who has not used it for years. 1 containg, slong
with dirt and webs, wementos of his early vears and his
marriage.

The Assauit

Once inside Ricoletti’s, the investigators must atlempt 3
Sneak rolt for each room they enter, along with the DEX
roll in the living room. If the DEX roll is missed, 4 second
Bneak foll is needed 0 recover from the collision with the
debris without to0 much noise. Ricoletti isa sound sleep-
er, so it will take three missed Sneak rolls {a possibility in
Ricoletti’s house—especially if there are a whole buneh of
investigators intruding and all attempting Sneak rolls) (o
awaken him to the point where he will ake action.

Orice Ricolett has been awakened by the noise, he will
zet his shotgun and move to the bedroom door, convineed
he is about to caich some burglars in theact, An investigss
tor Hstening at the door can 'hear Ricolett stir and get out
of bed. He will then hear a strange thump-scrape, thump-
scrape heading toward the door, I the dnvestipators do
not know. of Ricolettts ¢lub foot, the keeper, to Increase
their nervousness, may fell them i doesn™ sound like an
ordinary heman coming toward the door, If the invesiic
gators are convinced that Ricoletti s the powerful evil
magician Viplet has claimed, they may opt to shoot him
the moment he opens the door. If not, and they grab for
his gun or physically attack Ricoletti in any way, he will
fire -the gun. Any charscters near him, whether grappling
with him or hiding around the door, or in a direct line
with the door, must make 3 Luck roll to avéid the blast, I
more than one investigator fails the Luock roll, only the
nearest investigator 1o Ricoletti iakes the blast, or the
character missing his Lawk roll by the mostif all are
equslly close. At this point, with one of their party shot
antd possibly dead and Riccletti still going strong, the
party should be commended later if they manage 10 re-
strain themselves from shooting Ricoletti in the heatof the
moment, Most likely they will open Fre on the old man,
knocking him out if not killing him. As long as he is con-
sclous, once attacked, Ricoletti will keep fighting, believ-
ing himself 1o have been jumped by burglars.

I the investizators choose not to fight Ricoletti, but
run instead, they witl buve to succeed on'g Luck for all of
them 1o zet out before he makes it out of his room. if the
investipators trv to hide in the house 2 successful Hide roll
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will be needed. If Ricoletti is not jumped, shot, or other-
wise assaulted when he smerges from his room, he will
switch on the lght and, if he sees anvone, he'll hold them
at gunpoint, order them to the front room, and cali the
police, reporting that he has captured some hurglars. He
won't listen fo the investigators at all, considering them
to be nothing but cheap burglars, no matter what com-
munication skills they use {i.e., Oratory, Debate, Fast
Talk, all are useless), unless they begin to talk about
Chaugrar Faugn or Staurton. Tn that case, he'll put down
the phone for a momesnt 4nd Hsten, but it will still require
a Debate or Oratory roll o convince him not to call the
police. If he catches them with the Prakotic Mmweseripts
he will probably decide that they are working for Staun-
ton and that he's gone fo Tar a5 to send crooks to steal the
book. At that, Ricoleiti will become so enraged, he'lll
probably try to club one of ‘them with the gun, gving
them a chance to jumyp him, If he is convinced by them
that something strange 8 going on, he may talk with
them, If the investigators are caught by Ricoletti and
don’t talk with him or jump him, the police will arrive in
response to his phone call and teke them into custody,
which will result in their spending some days in jail. In
such- 2 case, Violet will bail them out, and talk them into
having another po at Ricolestl

H Ricoletti survives the attack on his home, sometime
in the next few days, he will have a Heart attack fromall
the ‘excitement and be romoved from active play. The
keeper may judge Tor himsell how severe this attack is,
and whether or not it kills Ricoletti,

I shots gre Tired inside Rivoletti’s house, there will
only be g few minutes for the investigators To get the Pag-
kotic Manuseripts before the police arrives It they tarry
tong, they may have to cvade the police, and 3 <ar chase
through the strest may ensue,

The Book's Destruction

When the investigators return to the house with the Mo
seriprs Staunion-us-Vielet will greet them eagerly, She will
Tavish speciul attention on her old bovfriend, especially if
he iz the one carrving the book. She will then be in a
hurry to chant the “special spells™ over the book which
will end the black magic Ricoletti set into action H the
investigators seem reluctant to let her have it, she will
point out that the Elephant God will probably continue
for become animate and kil until the chanty ave per-
formed. I for some reason the investigators stifl won’t
fet her have the book, she’ll elent and wait till she can
exchange minds with her old lover and steal it in his body:

If the investigators gzo ahead and give her the book,
she take it alone into her futher’s office to rechack her
notes. She will be adamant about not allowing anyone in
with her, She claims that she feats that i the chant somes
how goes wrong, the Elephant God may manifest ftself in
porsen in the house. I her friends walt outside, they
shouid be all right. Not even her old boviend will be
permitted within, Within a few minutes, she will step onto
the balcony, where she can be spen by anvone on the
lawn, ceremoniously rtecite various chants {which are
meaningless, but manufactured with Stsunton’s immense
knowledge of the occult and Far East—anyone making a
suceessfl Occult or Crhulhe Mythos roll will recogmize
various arcane phrases, though not the specific spell}, and



then look satisfied. She will then suddenly throw the
book onto the brazier and burn i, irregardless of protests
from those below. She will say afterwards that the book
was definitely too evil 10 be permitted to remain in
existence.

What Smaunton-as-Violet has actually done i 1o pull
the old switcheroo on the investigators. She went inte her
father’s study, quickly cut the pages out of the Mame-
seripty and another, comparably-sized text. She then put
the pages Trom the other text into the Manuseripes bind-
ing, and vige-versa. The book burned in the brazier was no
more than g harmless textbook placed within the Manu-
seripis” cover,

She'll now come down and say that Ricoletti is fine
ished. Alive or dead, he's no longer o threat and the curse
of the Elephant God & finished. It%s just an vgly statue
now and can’i barm anyone. H any of the invistigators
were killed at Ricoletii’s and their bodies brought back,
she will suggest that the corpses be burned in the Turnace
to aveid any comection with the Ricoletti assault. I the
investigators balk, she'll point out that it is sasier fo ex:
plain the disappearance of one of thelr comrades than his
dead body, With this, Violet will say that she feels like
turning in, She will coyly invite herold flame to stay for
the night, hinting that the others should go.on home and
get some sleep.

The next day, the investigators will be called in by the
police Tor guestioniog in the Ricoletti case, dug o their
Stgunton involverment. Usless they™ve been extiemely
careless—leaving fingerprints, ejected automatic cartridges,
or letting o living Ricoletti gel a good look at them, the
police will have nothing to hold them on, especially when
Staumtonas-Vickt testifies thet they were at her place
during the time of the killing until guite late,

At this polnt, It should appear 1o the plavers that the
scepitrio s completed with the destruction of the book
angd Ricolettt’s death or “defeat™ if such vevurred. To fur-
ther this belief, the keeper may wish to awsrd SAN
points, as many as he thinks reasonable, to the investigs-
torg, Tor killing or defeating Ricolett and helping in the
destruction of the book, If any of the investigators took
any other books from Ricoletils library may be kept,
though Stasnton-as-Violef may ask to borrow them later.
The keeper should keep track of any SAN points awarded,
as they must be taken away again later in the scenario
when the investigators readize that they've been tricked
and have helped the wrong person and {possibly) killed
the wrong man. No additional penalfy need be assessed,
but when the “False SAN gain™ & removed, the lost
points should count towards any form of insanity.

INTERLUDE

Now comes a period which will vary depending on the
exact nature of the keeper's campaign, If he is running 2
continging campaign with steady players, he may wish to
insert an adventure or two of his own during this period.
i not, he may want 1o bresk the scenario here and con-
tinue it at another session. We suggest that a full-fledged
campsign not be inserfed between the completion of the
first part of this scenario and the beginning of the second.
However, various Chaosium publications, such as The Agp-
ham and Ohers, The Ciadhm Compgrion, and similar
works contain scenarios which may be used during the

interim, if the keeper does not wish to create his own
scenariog fo {1l this tme siot. Complete campaigns such
ag mie provided in Shadows of Yog-Sethoth, Masks of
Nyvartarhorep, and The Fungi From Yuggoh are not suits-
ble for use in the interins, They are lengthy and complets
in thelr own right, and characters important to this scen-
ariv may well go mad or meet their demise,

In any case, this interlude should consist of a month or
two of game time, during which Staunton-as-Violet fur-
thers her plams to use Chavgnar Faugn, blithely unaware
that the Elephant God has been using her a5 its tool 4l
along. She will continue to build her relationship with her
old lover, and appear {0 become g permianent non-player-
character in the campaign, providing the investigators with
alibis, a place to stay, montlary assistance should they
need i, and other considerations. In addition, she will re-
kindle her ties with her old tover, who will henceforth be
her boyfriend. She will not become dctively involved in
vther cases during this interim, but will always be there to
wish her bovfriend luck when he goes out on a gase and to
comfort hiny when the case ends.

This interim period also gives the players a chance to
create pew charmciers to replace those killed in the first
part of this scenario.

Violet's boylriend will hegin 1o notice some disturb-
ing blackouts and memory losses during this period. The
keeper should orchestrate happenings so that he can attri-
bute it to-something happening during one of the interim
scenzrios. These switches are the resudt of Vielel's switeh-
ing mindy with the investigator, working the spell on him
o Tower his redstance Tor the fingd mind switch.

Also, the ipvestigators will pericdically hear of mys-
terious disappesrances among the academic stafl of the
University, If the keepor fegls especially devious, he may
evers have somsone Contéct the vestigators to Have them
check out the disappedrances. I an investigation s made,
it will lead only to desd ends, though two people both
reported seeing two of the missing men in the company of
a worman, though they coulds’t see her well encugh fo
identify her. If they ever have reason 10 sehrch, the inves
tigators ¢an find the remains of blood-soaked clothing in
the Staunton fornace. They shouldn’t have such reasom 1ill
after the final switch and Chaugnar Faugn's release. The
keeper should do everything possible to make it seem asif
thase disappesrances are unreluted to the Staunton-Rico-
feitl case.

What is actually happening i that Staunton-as-Violet iz
lusing to Chaugnar Faugn men whom she, in her madness,
believes crossed her in some way as Stauaton, using Staun-
ton’s museum key to gef to the statwe. Once Chaugnar
{eeds, she takes the victim’s corpse back home and incin-
gratey the remaing. She Knows the puards” schedules and
can easily avoid them, She believes she is doing this in
preparation for petting back st Ricoletti (if he still lives)
or to prepare to destroy those who indirectly caused Vie-
let’s death in Staunton’s body (namely, the nvestigators),
Actually, she is doing this =t the behest of Chaugnar
Faogn jtself, who needs to feed to gain strength to go into

the world and rule.
The police will now claim to have several teads, with

Henderson in charge, on the ripper case, now that the
murders have stopped with the second killing, Henderson
will not be pleased if he runs into the investigators yet
again on the same case.
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This period may also be used by the investigators to
seek out library or other information they may have
skipped before, if they think it may come in handy,

The interfude perfod ends with the discovery of an-
other ripper killing at the museum, The victim is one of
the college staff. The body was left behind when some
museum staff retaroed. to the museum for late night work
and Staunton-as-Violet did not have time to drag off the
corpse-and was not vet ready to turn Chaugner Faugn
loose -on those who didn't deserve it. Chaugnar Faugn
wasn't hungry after finishing off his victim anyway. She
fled, and eft the body to be discovered,

After this killing, it is now time for Chaugnar Faugn's
urdeashing and for the final mind exchange with Violet™s
lover,

THE WOLF INTHE FOLD
An Option for Advanced Roleplayars

One method of adding sxtra Intrigue to the scenario, and
of ensuring that the assanlt on Ricoletti’s and following
actions go’ a8 Staunton wishes them, is touse The Woifin
the Fold option, This entails the keeper having a confeder-
ate-among the plavers who will play along during the
times when Stzunton-as-Violet exchanges minds with her
lover, Of course, this player will have to be running the
lover ‘himself There are several ways to sctually use this
option, The simplest, and least satisPyving, is For the keeper
stmply to play the investigator as 2 non-player-character,
sither throuphout the wame, of by taking the charatter
over during the times when Staunton occupies his body.
Naturatly, unless the spectacle of the keeper suddenly
running one of the investigators as a non-player-charscter
s @ compnon otcurrance in your campaigy, all bug the
dullesy of plavers {(who probably wouldn’t have lasted
long in o Call of Crhmihu campaign) will know that some-
thing fanay s going on.

A far superior method is to actuslly huve one of the
players in cahoots with the keeper to play his character as
Staunton whenever Staunton is in control. Whether this is
g viagble optics depends on the keeper’s knowledge of his
grwen players,

Should the kesper opt to use one of the players as g
fifih columnist In the group, he should pick one who i3
really dedicated to rolesplaying and would enjoy such a
challenge, even 4t the risk of encurring the other plavery’
displeasure. Needless 1o say, i the Wolf in the Fold option
is likely to cause strife or anger within the play-group, It
should not be used. However, we {eel that most mature
players of Call of Ctledlne would B¢ smused rather than
annoyed by the use of this option, at [east after the fact.

Once he believes he Has a plaver who would be both
able and willing to handle the chore of being 2 double
agent, the keeper may follow one of two courses. The first
is to tell the player exactly what is going to happen,
instrizeting him how lie is to act when he becomes Staun-
ton, This will ruin some of the surprises of the scenario
for the player, until the final switch occurs, in which case,
the playsr will be running his old investigator in Viokts
body, and his own body will be Staunton. There is also
the chance that the player may inadvertently give away
some of the scenario 16 the other players, or he may prove
refuctant to double-cross his {rends, especially when it is
likely to result in thelr characters’ deaths.

A second cowrse the keeper could follow, once he
knows which player would be most open to the challenge,
is riot to fell him what is to happen exactly, but rather io
not tell him what is to happen exactly, but give him speci-
fic written instructions on how he {3 to act at certain
times, as signalied by ¢ code word, phrase, oraction. The
instructions are 1o be followed in action, and afeerwards
the investigator is to chim to know nothing about what
had happened during that period, stating that he’d had a
memory lapse or blackout. In the playtesting, this worked
beautifully, with none of the other plavers suspecting
what was happening until the final switch. Again, of
conrse, whether such a course would work with your par-
ticulsy proup I8 something that you, as Keeper, must de-
cide, based on your knowledge of vour players’ temperas
ment; capabilities, and roleplaying enthusiasm.

THE FINAL SWITCH

With the newest ripper murder-at the museum sure o at-
tract the attedtion of the Investigators and tip them off
that the threat of Chaugnar Faugn Is indeed not ended ¢
Violet had hoped, Staunton will decide that he is familiar
encugh in the body of Viclet's fover to take him over and
disappear until the Elephant God ixready to wreak vens
geance on those who caused his daughter’s death. Staun-
1e-as-Viotet will collect items she believes necessary for
the fask, stong with anything that might give the Investi-
gators g clue &5 fo where be intends to kide out with his
horrible companion, He will then sedate himself in Viok
21" body and, es desp comes over him; exchange minds
with the hapless investigator.

Staunton will exchange minds with the chosen investi-
gator when he i glone, Once in the investipuior's body,
Staunton will secure sny Mythos materials that the inyes-
tigator has at his residence and return at once o the
Staunton home. There, he will lock Vinlet’s body {holding
het boyfriend’s mingd) into the study. This'room has no
windows and a sturdy door that Vielet's body will be ums
able 1o bresk down, and Staunton figures that leaving her
heve will prolong the time before the investigators manage
to find her and figure out what is sctually happening, He
has removed overyihing that would provide a clue to-his
whereabouts or help the investigators—so he thinks, I his
haste, he has completely Torgotten’about the notebook in
which he skeiched out some of his plans. By the time he
remembers it, it will be too late to retrieve it without the
risk of encountering the other investigators. Besides, he'll
decide, his hideaway’s ocation in't contained in the note-
book, 50 knowledge pained from it can’t help his foes, Bs
peciatly after he has sent Chaugnar Faugn alter them,

The investigator, now in Violet's body, seed only be
todd that he has suddenly passed out. The next thing that
the investigator’s plaver should be told iy that he has come
to, but that he fesls drogged. Also, the place he has
wakened is quite dark--there Is no light whatsosver. [f he
beging fo feel around his environment, the Keeper can
deseribe the furniture, books, ete, 1o him as be feels them
The keeper may also tell him that he feels very strange.
not right somehow, in g way that doesn’t seem to have to
do with being drugged. If the investigator feels his own
bedy, or takes action that would otherwise reveal it, the
keeper should inform him that he seems to be a woman



sow. He should attempt 2 SAN roll or lose 1D8 S8AN at
this point. I the roll succeeds, | point i still lost. Nothing
be can do will enable him 10 escape {rom the room o
which he has been trapped. If the character manages to
turn on a light (Staunton has unplugged them, so it may
take a.while), or light a match, he will learn that he is not
blind, and that be I8 now a she—in fact, Violet, The keeper
way also inform “her,” ss she first awakens, that she can
hear sounds outside, as though soméone i just without.
This is of course Staunton in the investigators” old body,
cleaning up the evidence and leaving. No matter how
much he shouts {which may apain give' It away {o her that
something is wrong—the investigator’s voice sounds like a
womans-Vioket’s, in- fact), Staunton will not answeér, and
once he leaves, no-one will be able to hearthe boyfriend-
ax-Violet's cries unti] other Investigators manage to find
her at Staunton's.

All the preceding Information should be imparted by
the keeper to the player of the appropriate Investigator in
private, so that the other investigators will not be able to
know what is going on till they actually find their com-
rade in Vielet's body. I such a private confersnce is not
possible, the keeper should withhold the sbove lnforms
tion untilafter the investigator-as-Vielet is discovered and
set-free.

The rest of the investigators will probably first realize
something is amiss when they cannot contact thelr cont-
rade {or he fails to return from whatever errand he hds
gone on). His phone will ring with no answer. If they go
to his residence, he will not be home, the door locked,
and everything as it should be, except that any Mythes
books in the nvestigator’s possession are missing: Staun-
ton is so obgessed atf this point he didn’t even think fo
take a change of clothing.

If the investigators think of going to Violet's house to
talk to her shout it, they'll find the place Tocked up tight.
ity dark by the tdme they srive, no lights will be on,
Of course, no one will have answered the phone if they
think to call. It will take some effort to break into Btaun-
ton’s {25 thentioned previously in the house description}.
Once withis, unless they've made no noise at all thave all
who enter succeed on a Sneak roll, if they wish}, theyli
hear Violet calling for help, and can trade the voice to the
study, Once they have freed Violet, they will receive the
shock of thele lives.

To keep the investigators guessing, the keeper should
continue to play Violet as a non-plaver-character untii the
party s convinced: that it & actuslly their comrade in
Violet’s body and that this isn®t some kind of trick. I the
keeper has munaged 1o describe the investigator’s condi-
fion ‘to the player in privaie, he can azk the player for
suggestions as fo how to play the investigator trying to
convince his friends thet it is him in Violet's form. Or the
keeper can just play as ke thinks the character would in
trying 1o tell the others that it is their comrade in the
woman's body. Of course, once the player whose charac-
ter hag switched bodies beging 16 actually run Violet, the
athers may Know that she is as she claims:

When all are convinced that *“Violet™ is actually their
friend {rapped in her body, or have decided to accept it
for now, the player may begin to play his character a8
Viglet. Most likely, he will want to look for clugs as to
how this has happened—and how o return (o his own

tody, The house has no clues anywhere, except in the
study. All the desk drawers are unlocked and emptied. If
they remember what had been in the drawess before (the
warchouse receipt), they may have a clue as to where to
tock for Staunton in the investigaior’s body. If they
remembered Violet’s original conument about moving the
Elephant God to the museum from the warehouge where
Staunton had kept it, that might give them a further clue,
especially when the new series of ripper murders shortly
beging in the warehouse district, Pinally, they will find the
professor’s potebook on the desk where he forgot it I
they read it, they will Tind entries in it explaining about
the mind switch, and Staunton’s plans {for Violet's lover's
bady. The notebook will also reveal Staunton’s plans 1o
kill the investigator once he has switched bodies. Why he
didn™t do this may puzzle the investigators, unless they hit
on the truth: Staunton, even mad, loves his daughter and
régrets hwr death (this is pointed out several times in the
riatebook), When it came down to it, he found he really
goubdn’t harm Violet's body, sven if she weren™ in It
anymiore. 8o he gimply left her there for the investigators
to find, if they could, If they didn’t Tind her before she
starved, at least he'wouldn’t Have killed her directly. If the
investigators manage to reason this out, they may be able
to use it apgainst Stavaton, If thev can find him soon
enotgh. I they don’t locate him until he's ready tosend
Chaugnar Faugn after Ricoletti {if he's still alive) and then
after them, Btaunton’s personality will have disintegrated
too far—corrupted by nearoess 1o the svil of the Elephant
God~to have any feelings even for Vioket.

Whed the investigators rescue the boyfriend-as-Vidlet,
the keeper -should inform her of her new skills and
powers, Her characteristics remain Violet’s, except that
her INT, SAN, BDU, and POW are the boyfriend’s. All
acaderde skills the Investigator possessed wre retained, and
none of Violet’s will be known, However, sll phvsical
skifls {as adjudged by the keepes) should be at & level
halfway between the boy{rend's and Violet’s, repiesent.
ing Vielet’s reflexes and the investipator's experience, or
lack of same, in the skill,

As Viclet, she won™t have sccess 1o any of the investi-
gator’s funds—bank account, vic.—since she's manifestly
not the investigator 1o anyone outside the group. And she
will find it impossible to duplicate Violets signature,
keeping her from gaining aceess to anything requiring her
signature,

Disappearance of the Elephant God

The night of the final switch, the Elephant God will
vagish from the museurn, Once having sceured the inves-
tipator’s body, Staunton spent the day preparing tinps &t
hig rented warehouse. He set op one of the offices ag
headquarters. He abandoned the investigator’s car (or
Wiolet’s, if he didn’t haveé one) somewhere in the district.
That sight, Staunton summoned the god 1o joln him. He
ig, of course, In mental contact with the god, and has heen
since Chaugnar Faugii Bégan to take him over.

Chaugnar Faugn then rose from his pedestal and exited
through the side wall of the museum, leaving a sizeable
hole behingd. The first the investigators hear of this will
sither be over the radio (especially if they have access to
the police band), or it i$ possible that Henderson, surpris-
ing then sll, called them and asked them to come down
to the musewn, I the latter; it is because the investigators



have been sticking their nose into the case ail along and
Henderson wants to see their reaction fo this one, as he
views. it as simdlar to what happened at the Staunton
home. 1t is possible that the investipators may decide on
their own to go down to the museum that night, either
just to smoop around or perhaps with an eve towards
destroying the Elephant God. If they do, they will find
Chaugnar Faugn gone, and the police on the scene, They
may have 1o do some fast explaining if they've brought
explosives or gnything else to use against the idol.

However the investigators learn of Chaugnar Faugn’s
departure from the museum, they should realize that-they
are too late to prevent Staunton and the god from carry-
ing out their awful plans, The {ovestigators should also
realize by now that Ricoletti was innocent. If he’s still
alive, and recovered from his heart attack, they may wish
te contact Wing If so, they may have the usna! difficuities,
and Ricoletti is hardly likely to have warm feelings for
the investigators.

I the investigators ask Henderson about the Elephant
God’s disappearance, they will learn the latest police
theory, that someone broke into the museum using explos
sives and stole the Elephant God, leaving the pedestal
behind. If they ask Henderson who might have done it;
ard why, he'll seem unensy and mutier something sbout
“znarchisty ... 8 bunch of crazies .. will do anything” I
the investigators point out that the wall has been broken
through from the inside, not the oatside: 35k whether any-
one clalms 1o have heard an explosion; and question how
the idol was removed from the pedestal without sign of
chiselling, explosives, or other marks; and why anyone
woulld want 1o tzke it and legve the pedestal in the first
place, Henderson mutters, “We're ‘working on it." If the
investigators seem skeptical, Henderson will become i
tated and ask them what they think happened. Depending
on his current opindon of the ivestigators, this may be
more of less g rhetorical question. Regardless of his atti-
tude, he is still unwilling to Hsten to any mumbo-jombo
ghout the occult or walking statues, and will dismiss same
loudly as hooky-paok garbage. Heumay enquire suspicious-
Iy about the missing investigator, and what Viclet s doing
with the bunch, especially since her boyfriend fsn't with
them. If the party wishes o report their friend as rissing;
he'll have' y patrolman take them downtown and get the
facts. He ends by ordering the investigators to refrain
froni leaving town,

After some further investigation, Henderson will prob-
ably be stumped and may be somewhat more open to
theories: Trom the investigators, especially if they have
wised up eoough 0 concoct a story mundane enough for
Henderson to believe,

The Ripper Murders Continue:
The Godhunt is On

The day following Chaugnar Faugn’s escape from the
musetrn should prove frustrating to the investigators, as
no feads will turn up a8 to the whersabouts of sither
Staunton or his god. If they've forgotten or niot learned of
it eardier, he could somehow slip them the fact that Tesla
has recenily visited the area, a hint which, if followed up,
will lead theni to Viadimir Trepoff and his invention, Or if
Ricoletti s still alive, they may attemgt {6 contact him,
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Should any have plcked up on the clues hinting about
Staunton’s warehouse, they may check into thai, giving
ihem a headstart on focating their nemesis.

Whatever the investigators do with their spare time, it
will not be till the next moming that the first real clue to
Chaugnar Favgn's new location will turn up: the moming
paper proclaims “New Ripper Murder in Warchouse Dis-
trict.” The story explains that 3 patrolman on the ware-
‘house beat was found early this morning; brutally shain,
his face slashed fo ribbons and blood spattered every-
where, just as in the recent series of hpper killings at the
American Museum of Natural History, The police have
mude po comment as fo whether this murder is connected
to the garier killings, but it is notable that Inspector Wil-
liam Henderson, the detective in charge of the asyetun.
solved ripper killings, is handling this case as well. An
affeged witness to the killing turned out merely to be a
crackpot who kept babbling about seeing a two-legged
elephant-pink, no doubt<attack the officer. The *wit-
ness” is being held in custody, peading 2 medical exam,

This should 1ip the investipators off o Chaugnar Faugn’s
new base of operation, though the warehouse district
covers g lot of territory, With the death of the officer,
Henderson is making the ripper case a personal vendetia,
and won't suffer fools gladly; sspecially the investigators,
The police will be all over the place, searching for the cop
killer. The discovery of Violet’s boyfriend’s abandoned
car in the district won’t help the investigators® relationship
with Henderson either.

Should the investigators fail to track down the availa-
Ble leads, they will eventually be provided with g means of
pinpolnting Staunton’s location, The ripper muorders will
continie, one per night; each in & different part of the dis.
trict. If the keeper has 3 map of New York, he can note
the exact location of each Kglling on it and show it to the
nvestigators as they ocour, The murders fan out In 3
rough circle, and sharp investigators should be able to
think of checking out the centrsl location, After five
nights of this, if they haven’t found Staunton’s hiding
vlace by then, they will lose the dnitistive. On the next
aight, Staunton will begin his revenge killings again, send-
ing Chaugnar Faugn after Ricoletti, if he still Jives, and
then after the other investigators, one per night. I the
players haven’t figured out the location by then, they
shouldn’t complaln abowt the fate befalling their charac-
ters. With organized defense and possible the use of the
Time/Space Machine (mentioned later), as well as possibly
dire sorcery, the group may be able to defeat the Gld One,
Chaugngr Faugn, and 8ave themgselves from further at-
tacks, T such z case, Staunton will flee the area, and re-
main ag ¢ threat for futere scenarios, with his copy of the
Prakoirie Manuseripts. Of course, the character in Violets
body will be stuck with hey form,

If Ricoletti is Still Alive

If Ricoletti was not killed during the assaulf on his house
and hiz heart attack was not fatal, the investigators may
wish to contact him in hopes that he can help them vs.
Staunton, If they go to his house, they will have the prob-
lems outlined previously, His phone s left off the hook,
Ricoletti is still working on his paper, which has grown o
book-length, and does not wish 1o be disturbed. A pile of
newspapers now sits on his porch-an indication that he is
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stilf ignorant of carrent events. If they manage fo attract
his attention by pounding on his door or shouting in gt
him, he may come to the door long enough to order them
off his property. To get him to listen, an investigator will
aeed to succeed on (his choice) Fast Talk, Omtory, or
Dlebuate, and must mention Stavnton and Chavgnar Faugn,
Only one investigator may tey~if all of them talk at once,
ke will just shut the door. If the investigator succeeds,
Ricoletti will decide he'd better listen to their story. If the
roll {52 fatlure, he will tell them to leave before he calls
the police. If the investigator in Violet's body iz with the
group when they visit Ricoletti, they may double their
chances forsuecess in Fast Talk, Oratory, or Debate—he is
still fond of Vielet, Once Hetening, Ricolett will sten i
patiently at flrst; and then with dawning understanding,
The investigators will have to present him with some evi-
dence that things are as bad as they say. Telling him about
the missing Prafotic Manuseripts (be's been so wrapped
up in his work e hade’t noticed its absence yet), or prov:
ing somehow that Violet isn't Violet (handwriting, stc)
will convince him, a3 will showing him the newspaper re-
poris-on the ripper murders, especially the latest one with
the “elephant™ sighting,

Omnee he has been awakened to the danger, Ricolettl
will want to assist the investigators. He is saddened by
Violet’s death and Staunton’s {falling prey to the Elephant
God’s influence-he will jnstantly recognize, and 30 in-
form the investigators that itis Chaugnar Fangn who con-
trols Staunton now, snd not vice versa, though the Old
One may go zlone with Staunton’s schenies, so long as
they further the deily's ends. Ricoletti will offer to teach
the jnvestigators any spells he luows, so that if he &
killed, they will still have a chance. Ricoletti must spend
at least'a full day in intensive study with 2 single pupil
{only one can try o leamn from Ricoletti at g time). At
the end of the day, both Ricoletid and the pupil must
attetvpt an Idea roll. I both succeed, the pupll has
learned the spell Ricoletti was teaching.

if the investigators de not attempt to contact Ricoletii,
of give up after arebuff, Ricoletd will keep blindly work-
ing on his paper, and continge 16 do o until the Elephant
God is sent after him to destroy K. i ivimportant 1o
the keeper’s plans {6¢ the investigators tocontact him, he
may encourape them i various ways to try 1o gt 16 Rico-
letti persistently, untdl they succeed,

The Teslk Connection

Things may look somewhat grim at thiz point. The investi-
gatory may now, however, remember the visit of Nikels
Tesla to the country; and wish to contact him, presum-
ably petting his advice on constructing some sort of weap-
o 10 use ve, Chaugnar Favgn, 1t is rather common know-
ledee that Tesla has spent soime effort In trying 1o develop
a dexth ray (a project that, alas, never succeeded), and the
investigators may be interested in is ramifications.

The investigators will not remember about Teslas visit
antil the last day of his tour in the USA. I they try to
contact hiny, they will find that he & a dead end, The ondy
way that they can possibly manage to see the man directly
is if one of them claims to-be & financier interssted in
backing Tesla’s projects. Unless the pertinent invesii-
gator has & Credit Rating of at least 85%, he will fall v
pass Tesla’s bodyguard. In any case, even if they get to
talk to Tesla himself, and start to talk about gods, and



mind switches, and superscientific weapons, they will be
tossed out, Even if they string him dlong, they will have to
produce 4 sample of the financial backing he needs, and
will find that Tesla bas hiy own ideas on how 10 spend it
and on what to be working, none of which will be of
immediate assistance 1o the investigators, though it is
doubtless of immense service to humanity.

Basically, despite possible player expectations as 1o
Tesla’s role in the scenarip once his presence has been
called to their attention, the electzic genius hag only one
part toplay: he enables the characters to encounter Viadi-
mir Trepoff, eccentric genius, Inventor, and unappreciated
pupit of Tesla,

Wiadimir Trepoff

As the investigators are finding vut the difficulty of getting
in to see Tesly, they will notice ahother man being ejected
from the hote] by the bodyguard, The man will complain
lowdly that he must see Teds to show him how he has
built upon: Tesla’s coils and inventions, that together he
and Tesla can surpass sl the feats of Edison and alf the
other inventors since the dawn of history, He will seream
imprecations at the bodyguard, insisting that if Tesla him.
self kihew what was going on, the bodyguard would be
fired Trom his seevice instantly. The bodysuard will sneer,
“Sure, buddy, vou and two thousand other winos” and
theow him out, The hotel clerk will shake his head and
comment that that nut, Trepoff, just wan’t give up. He
will say that the hotel staff gnd Tesla’s hired bodyguard
have had 2 devil of 2 time keeping Tesla from being
bothered by this guy, but their diligent efforts have so far
kept Tesla from even finding out that Trepoff exists. The
nsan’y obvicusty s fruitcake,

W the fvestipators Tollow Trepoff to the street, they
will find him brushing himselfl off with exagperated dig.
nity, and starting 1o head down the street mutiering to
himself. Trepoff is 2 shabby sort of person and, when the
investigators near him, they can siwell aleohol on his
breath. He looks even more disreputable than Ricoletti,
I they strike up a conversation, hie s eager and willing to
talk—mostly -about himself and how great hé and his
inventions are. He cledms that once his genius is recop
mized, he'll be remembered in history with Tesla, Edison,
Bell, Einstein, all of them, If the investigators seem sym-
pathetic or interested, he will give them his phone number
and wink at them. “Gottd $é¢ 3 manabout 3 drink.”

I the investigators give up oun Trepoff, it is probable
that they will éncounter him sgain, at or near the ware-
house he has rented to house his lnventions.

If they obtsined the phone number and call, it will
turn out fo be the desk phone for Elmer’s Transient
Hotel; g sleazy flophouse. The man who answers will say
that Trepoff fsn’t in just now, and doesn’t know when to
expect him, but that he does stay there most of the time;
when not off Inventing, He isn’t running 3 switchboard. If
they want to falk 1o Trepoff or his neighbors, they’ll have
10 comwe an down.

If the party actively pursues the Trepoff angle, they
will be able 10 contact him, and he will seem pleased to
see dhvem, He will begin w0 brag sbout his latest invention
and how it's almost completed—he’s been on an inventing
binge at the warehouse. IF they ask him about it {and per-
haps even if they don’t), he'll proudly declare that it sz

Time/Space Machine, If the investigators seem interested,
he will suddenly become drunkenly suspicious. B the
party wanis to see or use his invention, he’d like to see the
color of their money, Now. Several hundred dollars. Can’t
be too careful, They might steal bis invention so the world
would never know the genius of Viadimir Trepoff. It's
only fair that they give him a little someathing to protect
himself, Reassurances or ego-stroking will mollify Trepoff,
but he will still demand a cash payment 1o see the inven-
tion, Onee he has the cash in hand, he'll be all smiles and
will take them 10 the warchouse where hie keeps his great-
st invention~the Time/Space Maching,

The Time/Space Machine

Trepoffs warchouse is full of clutter, Blectrical parts arg
seatiered: all over the floor, competing for space with
empty bottles and books, including volumes on electros
nics gind advanced physics. One book has Einstein'’s name
on the spine, and another is titled The Dynamics of an
Asteroid. In the middle of the warchouse, and almost rig
ing to the ceiling, is a huge complex appdratus that
appears. tooconsist’ of dozens of slectrodes, generator
peles, and Tesla coils: The entire structure nrust weigh at
feast 4 ton, an seems to belong In a motion picture mor¢
than a warchouse. Trepoff will point in ity direction and
proudly angounce, “The Time/Space Muchine.” If any-
one says, “All that?”, hell shake his head and say no, no,
no, that is what charges it, what givesitits energy, He will
point down {o 3 smaller device nestled at the foot of the
apparatus and state that itis the Time/Space Machine itsslf,

The so-called Time/Spsce Machine appears to be a
strange agelomeration of metallic spheres and portons of
spheres, of great bluish globes surrounded by tiny clusters
of hemispheres and quarter-spherss, whose surfaces con-
verge in fantastic ways. Fromr the large globes metallic
croscents with converging tips sprout at grotusgue angles.
I is about theee feet high, and looks as though two men
could carry it, with some difficulty. (It 15 81Z 20 If the
investigators ask him exactly what it does, he’ll offer 1o
demonsirate but, unless the investigators have gotten on
his good side by praising his penius or offering him booze,
hell demiand more cash for the demonstration. Ouce an
agreement has been resched, Trepoff will demonstrate the
devics, He reaches Forward, grabs g switch, and throws
down, Then the machine begins to move, At first the
simall spheres and crescents revolve quickly and the larpe
spheres slowly; then the large spheres spin speedily whils
the small gnes nearly stop, then both move in unison,
Then the spheres alt stop for 4 brief instant, while their
movement seems to flow into the revolving erescents.
Then the crescents halt while the spheres move in varying
tempo faster and faster until thelr movement begins to
flow back into the crescents. Then both crescents and
spheres begin to move in unison, faster and faster, until
the entire masy merges nlo a geometric blasphemy-—a
triangular oblong with 2 non-Euclidean face. It is at once
isoseeles and equilateral; convex and concave, All those
watching must succeed in 3 SAN roll or lose ID4 SAN.If
the investigators ask what has happened, Trepoff will
answer that it has partiglly entered the fourth dintension,
Then he instruets theny to watch, For an instang, nothing
happens. Then, a greendsh blinding light, temporarily turn-
ing everything in the warchouse to a bright green, shoots
out from the vester of the crazily-distorted figure and



timns n perfect cirele on the wall of the inner offite o the
warchouse, Suddenly, the wall becomes transparent, then
vanishes. Trepoff suddenly curses and shoots the lever on
the device upward. The beant disappears and the sphenotd
blurs, grows indistinet, and reconstructs itself into the ori-
girial form of spheres and crescents,

If the investigators ask what happened, Trepoff will
mutier that he dogen’t have all the bugs out of the it yet,
that it Is still too ersatic and more powerful than expected,
He seems to be more concerned about paying for the wall
thany anything else. If the investigators persist in asking
about the wall, and what the machine did o it, he'll
brighten up-and explain that the beam reversed the wall’s
gntropy, turned back its vandomness, and sent it back
throngh tine to 2 moment before it axisted. He isa%
quite ceriagin whether what the beam touches actuslly
¢eases to exist; or is propelied back s thoe tosome point
n the past. He hopes to find gut as he contindes testing,
if asked whether he can bring the wall back, he'll reply
blealdy, “Not vet, but I'm working on i.”

If the investigators think that the Time/Space Machine
can be-used as a weapon against Chaugnar Faugn, theyli be
correct. Ricolettt, i he's alive and present, can confirm
that if the device dcis as Trepol¥ claling, it'could ceverse
Chaugrar Faonpn's entropy and return him back in time to
a moient betore he existed, ending Hy threat for all thme,
However, if they falk about inoving the device for tests
elsewhere, Trepoff will balk, claiming that i1 sl needs
work, and sn’t precisely tuned snough to operate the way
he wants it. He also points out that he has no meters or
other indicators to show how far to move the levers to
operate the machine—only he knows how to work it right

now. For some reason, it seems to work differently each
time he tries it. He claims to have an intuitive knowledge
of how to use the machine, stemming from a sort of mys.
tic union botween inventor and invention, but even he
needs time to fine-tune it

The investigators will not be able to fure the Elephant
God to themn until after Staunton seads it, so they really
have no cholce buf to let Trepoff work on his device. If
they decide to remove Trepoff from the picture somehow
and take it themsslves, they will need to take the cnow
mious power supply/amplifier as well, or the machine will
simply pot work. It does indéed work erratically, as Tres
poff claimed. Bach time somedne other than TrepofT tries
o work the machine, he must attempt 2 Luck roll. f he
succeeds, the beam will fire out (8t a random angle—only
Trepoff can aim the thing). If he fails, the machine itself
dissolves dn whirling light, a5 does anyone within ten feet
of it, including the Investigator,

I£ the investigators ask Trepoff how long he needs o
work ‘on his machine, he'll anywer vaguely maybe a day,
maybe a week, maybe more. He'll hint broadly that g
man could get mighty thirsty in that time. Difficult o
work, too, with such 2 thirst. If the investigators take the
hint and agree to buy him some Hguor, he'll say that a
tellow he knows well comes by every so often, and should
be by soon, in fact. When the man, 8 deazydocking boot.
tegper, vones by, Trepofl will expect his new friends to
pay for lots of liguor. The investigators will have 1o be
careful, though, or Trepoff will just go off on a driaking
binge and be useless as far zs readying the Time/Space
Machine goes for at least a day. After that time, if liquor
still remains, he will try 10 2o on another drinking binge,
and will sucveed unless the Investigators prevent him;

While Trepoff works on the machine (or sleeps off his
drunk) the investigators-can take more thne to find Stavns
tons warehouse, encounter Henderson again, or gimply
have the suspense of the gtustion drawn but, When the
koeper is ready for the fingl confrontation between ithe
jnvestigators with the Time/Space Machine and the Great
Old One, Trepoff will announce that the machine is ready
for testing. He will still insist that he operate the maching
himself, pointing out that there are still no indicators or
meters (in fact, he will claim that, owing o the very
nature of the machine, i is impossible to make some}, and
onty-be will be able o operate it comeetly. So where it
goes, he goes, If the investigators tell him where they're
going and why, he won't belisve them, but will still be
cager 10 go and test his device, even though he thinks they
are just keeping him in the dark with g cover story. He
will ask for a touast to celebrate the device’s completion,
whesdling the characters for just a litle drink please. If
they give in, he will artempt to draip the boitle and
become roaring drunk for another six hours, In this state,
he will still be capable of operating the machine, but the
investigators won't know that unless they risk &1

Staunton’s Warehouse

From the outside, Staunton’s warehouse is nondescript. It
is bordered on three sides by alleys and by a narrow strest
in front. The alley on the east side is wider than the others
to make room for a loading dock and a below-street-fovel
ramp. The loading dock leads to 2 large double door. Gn
the front strect Is 2 pair of large double doors. A smaller
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door, for personnel, is located on the west side near the
rear, just forward of the offices. The entire warchouse is
ringed by wire-bracketed, smoked-glass windows that
pivat open horizontally. All windows are closed and
focked. as is the personnel door. The double doors are
padiocked and braced from within, Entry through the
office windows or the personnel door will require a suc-
eessful Mechanical Repair roll. The double doors are -
preguable to anything other than 8 large amount of brute
force, such as smashing & truck through theny, Of eourse,
the Time/Space Machine could alleviate the problem of
gaining enfrance to the warehouse’s interior.

Inside, the warehouse s dingy and clutiered, with &
few naked light bulbs hanging from the ceiling. Little illu-
mination reaches the interior, apart from what filters in
from the filthy windows. Numerous boxes and orates are
séattered sround the building, These hold some of the
professor’s artifacts that he hada’t yet catalogued when
his problems began. A small tractor (812 40} sits In the
corner nexd to the offices, I s fueled and ready 10 20,
and can move atup to 10 raph. An appropriate Operate
Heavy Machinery is needed to drive i, Someone wun over
by the fractor will take 4D6 damage, and someone smashed
forcefully against an unyieiding obiect by it will take 8D6
damage, The offices are nestled In the nosthwest comer
inside the warchouse and rise halfway to the building's
ceiling. An observation booth sifs atop one of the three
offices. Tt is reachied by wometsl stabrway on the right
outer wall, The first two offices from the left s empty,
except for a few of Staunion’s old notes. As he has fullen
further under Chaugnar Faugn's spell, he bas lost interest
in these, On the desk in the ceatral office Hes the small
curieature of Chauvenar Faugn and 2 picturs of Vielet,
which Staunton sometimes wanders in and stares at affec.
tignately when Chaugnar Faugn is not there, By the fifth
day of his proximity to the Elephant God, he will have

lost interest in this, too. His copy of the Prakotic Mo
seripts is here, slong with any Mythos books the professor
has managed to abduct. Also here is 3 notebook contain-
ing the mind exchange speil. The book is on the desk, Iy-
ing open to the spell, and the professor, in one of the
tiny moments of near-sanity left to him when the Ele
phant God's influence is at its weakest, has circled the
spell in 4 last Neeting bit of remorse at what he hag done
to his-daughter. Also visible on the desk is a dead, half-
eatén cat-which is how Staunton is sustaining himself.
Seeing this requires 2 roll of CONxS or less on 1D100or
the gnlooker will be viclently sick. It also requires 2 sue
cessful SAN roll or 1D4 SAN i lost, The investigator
whose body has been stoles is considered to sutemati-
cally fzil both the CON roll and the 8AN roll-after all,
it's Ais body that the cat fragments are digesting in!

During the dayHght hours, Chaugner Faugn dis
perched atop one of the larger crates, resting and awaiting
the fall of night, when he goes again inscarch of another
victim, Stauridon has lost track of day-and night, kenow-
ing only that the god is sither there or gone. He wanders
shout gimbessty through the warchouse, awaiting the time
when he cun send the god against his “enemies.” The
keeper may choose the location where Staunton is at the
time the investigators intrade, influenced ondy by the fact
that Staunton spends most of his time either i the obser-
vation booth or in his living quarters.

A fuled Sneak roll, or any loud noise, such as 4 oar
crashing into the warehouss or 2 window or door being
broken, will glert Staunton. In either day or night, it is
extremely difficult to see anything inside the warehouse.
Both a success(ul Spot Hidden and Luck roll are necessary
o spot Staunton, I he is seen, those sighting him will get
the definite fmpression that something is very wrong with
Staunton-as-investipator’s looks, something about his face.

Tractor

Personnel Trapdoor
_ Door i
i Observation Booth

&

Chaugnar’s
Pedestal
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The Final Confroniation

How the final confrontation berween the investigators
with TrepofPs machine and Staunton with Chaugnar
Faugn commences will depend in part on how and when
the investigators enter the warehouse. Il they go during
the daytime, they will be-guite conspicuous, especiaily
gince they must haol around the Tirme/Space Machine and
its power umplifier. If they try 10 break in doring the day,
they will almost certainly be spotted by someone sod the
police will be called. I they do manage to get inside with-
out mishap, Chaugnar Faugn will be present atop his
crate-pedestal, and will climb down from it to attack the
investigators, If the group comes at night, there is less of
a chance that they will be spotted. If they do come at
might, Chaugnar Faugn will nof be present-he is out on
his ‘terrible rounds. Stuusiton’s actions depend upon his
location whea the investigalors enter the warehouse. If
fie ix asleep (40% chance} and they do not make a great
deal of noise, it & fust possible that they will catch him
upawares. H he is in the office, he will become aware of
the Investigators’ presence i they make any noise or fail
4 Sneak roll I he is heass them or is in the main ware-
house when they break in, he will attempt to reach the
observation booth by the quitkest—and most protecied-
path possible, Once in the booth [or if he i3 there when
the investigators get in}, he will cutall power to the ware-
house, blinking outall light, except that corming in through
the windows. The investigators must subtract 30% from
chances of success with all visually-oziented skills, includ-
ing combat skills, aside from Grappling. Stasnion also
suffers this penalty.

As soon as Staunton becomes aware of the investi-
gators” presence, Chavgnar Faugn will also become sware
of them, and ke will srdve in 1010 midnotes, Until then,
Staunton will try to hold off the investigators with agun
he has kept in bis warchouse. IF he manpges to get the
drop on the investipgators, he will try 1o defay then until
Chaugnar Paugn arrves by talking to them or by feigning
willingnesy o listen to what they have to say, perhaps
ever offering them o deal. He will sctually be honestly
willing to listen 1o the investigator In Viclet’s body, and
they may shanege to get closer to or jump him by using
his last dregs of sffection for his daughter. I Staunton hag
not completely lost all interest in Violet yet, he may ask
the lnvestigators o send her fo him, and promise to et
the others go, not even ordering Chaugnar Faugn to de-
stroy them. At this Hime, he has indeed forgotten that this
i no longer really Violet, and he truly wants to protect
her and keep her with him. However, he will also try fo
rape the investigatoras-Violet if he gets her alone, because
he pow has 4 (presumably) young male body, and is feel-
ing wrges he'd Jong forgotten, and Violet Is an attractive
fernale. His fatherly affectation has thus degenerated into
4 combisation of insensate lust and paternglism.

Stauntons face has become horibly deformed and
bioated, taking on a sort of little-brother resemblance to
Chavgnar Faugn’s own. His gars are greatly enfarged and
webbed to his head and neck. His hair has become re-
duced to wispy strands and tufis here end thers over his
scalp. His eyes bulge redly, with great puffs and bass
around them. And kis nose and mouth have been drawn
out into a ridged, trunkdike affais, which s mobile and
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often twitches. If the nvestigators reach Staunion before
the fifth day, the transformation will not be so advanced,
but his features will still be distorted,

IF the investigatoras-Violet comes to Staunton by her
self for any reason, he will keep the lights out, and croon
to her how glad he is to sée her, and will embrace and at-
tempt 1o kiss her. If the investigator in Violets body &
playing along in an attempt to get the drop on him, she
will have her chance at this point. If she has not vet
become wware of how her former body has become de:
formed, she will feel a tentacledike appendage brush her
face when Staunton embraces her. This will require 3 SAN
vodl (after all, 31 was once her own body), and 1D8 points
are lost if the roll fails. I she atlempis to grapple with
Staupton or otherwise attacks him, he will fight back,
trying to knock her unconscious,

Regardless of what happens to Staunton, unless he i
found asleep and shin before he can awaken, Chaugnar
Fuogn will soon comé in response to s need for help.
Its arrival will be simigded by loud beliowing and a ¢rash,
as'# heaves its bulk through the side of the warchouse. 1t
will then ensnare the nearest investipator with ity psychic
dttack, making hint helpless against the god: All the in
vestigatory must foake g SAN roll as soon as Chaugnar
Faugn enters the building, a5 mugt Trepoff, if he'is with
them. 1f Trepoff fails his SAN roll and losés 3 or more
SAN, he will scream and flee the warchouse by the nearest
exit, Bhould he ever by encountered again, he will stare
blankly at the investigators, not remembering them, his
Time/Space Machine, or even s own name. He wil] be-
comie § permancet smnesiae. The sight of Chaugrar Faugn
has pushed him across the fine line between genius and
tunacy, and he will spend the rest of his Hfe as o human
vegetable, If Trepoff misnages 1o lose 4 or fewer points of
SAN, and begins to use the Time/Space Machine against
Chaugnar Faugn, the god will atternpt fo blast him where
hiz stands at his machine, using its deadliy psychic powerto
give Trepoff a heart attack or stroke. Chaugnar will con-
tinue to attack Trepoll as long #s he s operating the
maching or a5 long as the god sl exists on this plane,
If Trepoff is driven insane or killed by Chaugnar Faugn,
one of the investigators will have 1o man the Tine/Space
Machine, If Trepoff has already turned it on and @imed
the beam, then the investigator need merely continue o
play it over Chaugnar Faugn, though he must stand by the
wiaching and 8111 back and forth, keeping the beam &
recily pointed gt the pod. If the beam is turned off, or
Trepoff canmot operste it or fumn it on, then the investi-
gators will have to try to work it themselves, The chances
of success are equst tow user’s Luck roll. This roll must
be made each meles round, to keep the maching activated
and trained on Chausnar Faugn, IF the Luck voll s failed
on a round, then the machine will deactivate; and 2 sue-
cessfol Electrical Bepsir roll is needed 10 furn it on.
This may be attempted once per round.,

When the green ray of the Time/Space Machine strikes
Chaognar Faugn, its effects are immediately noticeable.
The Blephant God will stop short and bellow in anguish,
Any psychic sttack(s) in progress at the moment will
be interrupted, giving the ensiared investigator(s) oppor-
tunity to escape Chaugnar. The beam will seem to pin
Chaugnar to the spot. As long as the beam is on the god, it
will be able to make little headway, though it will soon
become apparent that it is inching inexorably closer to the



investigator with each passing moment, Chaugnar Faugn
will be able to move at a rate of a yard per melee round. If
the beam shuts off, the monster will Turch forward, alimost
drunkenly, until the beam is reactivated. It will soon be-
come obvious that, unless distracted, Chaugner will prob-
ably reach the machine and the investigator operating it
before the beam can do its work on the eons-old Elé-
phant God (unless the investigator manages to keep the
beam operating the whole time, in which case it will
still be close].

Because Chaugnar is so old, at least a billion years, it
will take a full ffteen minutes {75 melee rounds) of the
beam’s touch 1o remove the god from this plane, ending
the current threat. If the investigators give up and flee
with thelr yoachine, (o return later, Chavgnar Fauga will
have recovered frony the effects of the beam at the rate of
anhmste per day of freedom fron its effects: Thus, if the
beaniis held on Chaugnar Faugn for g full ten minutes on
one day, and then removed, and thes played on him sgain
a day later, it will require six more minutes to destroy
him, not five minutes. If the keeper wishes to draw out
the final confrontation and add the exciternent of 4 chase,
when the beant hits Chaugnar, the god could bellow and
flee from-its power, requiring the investigators to moumt
the Tine/Space Machine Ina truck orcar and drive ofT in
purseit of the god, finally runaing i down where it can no
Jonger flee (by the edge of g larze body of water, sy, or
canght i 2 swamp or wet cement) and play the beam
o it Hil it venishes ot last,

The keeper must keep the battle suspenseful, with the
nvestigators never knowing whether or not Chaugnar will
resch the machine before s time runs cut. If an iavesti-
gator trying to distract Chavgnar Faugn from its forward
progress comes too close to the god, it will attack Mm
physically, attempting 1o grab and slay on the spot
Any investigator must fake care not fo get in the path of
the Time/Space Maching’s beam or he will instantly wink
out of existence. Any investigator coming up behind the
Heghant God must atfempt 8 Dodge voll as well as 2 Luck
rofl. each round 1o avoid getting hit by 2 portion of the
beam spilling arcund Chaugnar's form.

Though its pavehic attacks afl were halted when the
bearn first struck Chaugnar Faugn, it can still sctivats
them, and ix likely to attempt a killing psychic attack
againgt the Thne/Space Machine™s user. If Chaugnar does
this, it will be incapable of forward motion on that round.
If the attack succeeds and the operator dies, snother will
nead to take his place.

I Chaugnar Faugn ever does reach the machine and the
machine’s operator, the being immediately will demolish
wisn and machine taking several roundsto doa completely
effective job. If the beam floally does its work, after fif-
teen minutes of enduring ity effects, Chaugnar Faugn will
setwt to. blacken and shrivel, digincarnating hefore the
investigators’ eyes. The Elephant God will pass From 3
beast form to a jelly enveloped in darting fHaments of
corpse-pale flame. It will pulse and move in this shape for
an fastant and then ssem to flow back out through the
hole crested in the wall of the warghouse by the beam and
fade, with a hint of upward movement. The investigators
zre likely to follow it outl to make sure that it is indeed
gone, Then, in. the sky above, Chaugnsr Faugn will re-
shape itself, its bulk magnified a thousand times so that it

blots out the very stars, its long dangling trunk stretching
greedily forwards It will not appear to be a phantom at
all, but as solid as one’s hand before his face. A SAN roll
should be required at this sight, as if one were viewing
Chaugnar Faugn for the {irst time that night. The form
will tower above the investigators Tor a moment, glaring
hatefully at them, then seem to stoop forward, break
apart, and vanish quickly. The entire gppearance lasted no
louger than a second or two. After it has vanished, it
leaves only the sky above them, clear and untainted by
the primal evil that has passed away,

The Denousment

With Chaugnar’s defeat, the investigators will want {o tie
up Ioose ends. All those involved in the final battle will
pait 2D10 SAN. ¥ Staunton g still alive, and his facial
deformities have not progressed far, the investigator in
Vioket’s body may wish to attempt to change back to her
rightful form, it the spell 5 located and learncd. This will
be possible, due 10 Staunton’s remaining attachment to
Viclet. Of «courze, if the investigators do not locale
Staunton until Chavgnar Faugn has warped him into g
grotesque carcatine of itself, the Investigator may find it
prefergble to remain g worman rather than Hve Hife ag
frealash “elephant man.™

if the investizdtors Tocated and captured Staunton on
the first day. the change has not progressed far envugh to
be reatly noticeable, though the body will have lost |
paint of APP. By the second day, the tars and nose will
have grown enough to be noticeably exaggerated, causing
s loss of 1D6 APP, By the third day, the features will be
upiaturally farge and extended, causing & toss of 206 APP
and ‘making the term “ugly” a compliment when applied
to the investigator. By the fourth day, the investigator's
features will be so malformed 2 to make public appear-
anges-outside a freak show next to impossible—his APP
is considered to be 1. By the fifth day, the features wre so
grotesque that a SAN roll is required by anyone gazing
upon Him. Thiy includes the investigator himself, the first
{ew times he sees bis Teatures in 3 mirror, should he for
some dnsané reason wish to return to his body at this
point. Bven the most-advanced plastic suigery of the time
will be unable fo restore the character’s face to anyithing
resembling normal after the third day.

I Staunton is killed, and the investigator tries to
change back into his body, the investiator”s mind will die
as soon as itenters the corpse. Violet’s body will remain
inert-no spiit from Staunton will come to reanimate It

Once the characters have defeated Chaugnar Faugn and
Staunion, they will hear the distant sound of police sirens.
Repardless of How easily they got in, the bantle with
Chaugnar Faugn will attract attention. They will just have
tine 1o grab anyvthing they wish to take with them—My-
thes books; bodies of fallen companions, the Time/Space
Machine—and flee hefore the cops arrive. If Staunton is
dead, the investigators may not want to leave the corpse
a5 i, especially i it i grotesquely deformed. On the other
hand, perhaps they will enjoy leaving such a shock for
Henderson—though such a joke could hackfire when the
corpse is entified as the formee investigator. A possible
solution is to destroy the corpse’s face beyond recogni-
tion, and chop up the budy, letting Henderson believe
that it is another ripper killing.
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Regardless of how the investigators have dealt with the
situation and Staunton’s body, even il they burn down
the warehouse, in Inspector Henderson’s mind they they
will still be linked with the series of killings and recent
odd oceurrances, and he will continue to keep an eye on
them, dogping them relentlessly if he finds them invalved
in other questionable sequences of events, The keeper can
use Hepderson in future scenarios as a sort of gadfly to
keep the characters in line,

One-of the investigators i Hkely to find himself doomed
to remain in Vieletr's body. This has certain advantages, of
course, She will eventually gain access to any monies
Violet or Staunton possessed (a total of about $15,0003,
after explaining away any change in signature {a crippled
hand or early onset of arthritis, perhaps?). And, of course,
he will now have the APP and body of 2 beautifyl woman,
for all that is worth,

ifthe investigators ssifl have the Thme/Space Machine,
they wiay refain it, unless they wait for the police or leave
it for them, in which case ft will be confiscated as evis
dence, Bven if the investigators keep i, after the prolong.
ed workout it received on Chaugnar Faugn, it will never
be the same. From now on, évery time it is used, there is a
5% (cumulative) chance. that it will suddenly disrupt, tak-
ing itself and everything within 23 vards with it into
nothingness. If Trepoff is stll aiwe and sane, he ¢ ex-
plain this danger, but not fix the machine without grave
tisk to himself, He'could attempt to built another mach-
ine, but hiy days are numbered-his aleoholism and shaky
sanity will catch np with hivd within 4 vear o twe,

Final Considerations

i Chaugnar Favgn iy defeated, all those witnessing the vie-
tory pain 20310 BAN, Foiling Staunton gains another 1D8
SAN. Returning the investigator 1o his rightful body gains
the investigators ancther 1D6 SAN (1110 for the investi-
gator himself), unless the body is deformed bevond hope.

Of course, Changnar Faugn has aot been slain by the
entropy-reversing beam--merely disincarnated and . de-
volved. Hiz nhoman slaves on that forsaken plateas in the
Far East will soon discover the god’s doom, and seek for
him in the past, smong the angles of time, Since the god
was eternal and existed then, they will be able to find him
and bring kim back fo the future with them, replacing him
on a.new pedestal built for kim by the abominable natives
of Tsang. Of course, no more than a single incarnation of
the god can exist at once in g given thme {0r can it7 What
is the troe meaning of Chausnar Fauen’s “brothers™ in the
Pyrences? Does the fact that they themselves will be de-
voured by Chaugnar Faugn indicate some symbolic, prim-
al, horrific ruth?) In any case, even though mighty sor
very and possibly the aid of monsters cepable of traversing
space and time Gsuch as the Hounds of Tindalos) can bring
back Chaugnar Faven from the past, it takes a great deal
of effort, danger, and time. It has certainly béen 3 major
defeat for the Elephant God.

The events in this scenario are considered to take place
some time-prior to these covered in “The Homror From
the Hills”™ by Frank Belknap Long. This story is recome
mended to those wishing to act as keepers in this scenario,
though it is not absolutely necessary.
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Professor Henry Staunton

Professor Staunton is a respected archacologist, anthropo-
togist, and orientalist, or was at least until he became ob-
sessed with ebiammg the idol of the Elephant God of
Tsang, about which he learned on one of his expeditions
to the East, Convinced possession of the statue would
make him the world's greatest archeologist/orientalist, he
was casily tricked into “stealing” the idol by the wily
Tcho-Teho tribe, He didn’t realize that the idol was ac-
tually the god itself and that in stealing it, he would fall
prey to the Corse of Chavghar Faugn, 1 spell spun with
the intent to cause Staunton to sacrifice himself to the Ele-
phant God. Essentially 2 good man who loves his daugh-
ter dearly and is kind to animals, Staunion’s sanity has
stipped further and furthér away due to the effects of the
curse and the mind-exchange spell he has been using to
exchange bodies with his dauphter in an effort to escape
thie curse. When Staunton is first encountered, he hus a
SAN of 15, By the time he has holed up in the warehouse
with Chaugnar Faugn, it has veached 0, and he has become
Hie pawn of Chavgnar Faugn.

Professor Henry Stountorn

S$TR 9 CON1o BIZ 11
DEX 11 APP IO EDU 1% SANM IS5  HitPisiil
SKILLS: Avnthropology 65%. Archasology 85%, Credit
Rating 30%, Debate 20%, Library Use 90%, Occult 25%,
Read/Write English 95%, Read/Write Mandarin Chinese
B0%, Speak Mandarin Chinese 90%

SPELL: Mind Bxchange

INT 17 POW 17

£ .;pemsi&:s; the custer dn ﬁ’aﬁa
- of the spoll musr 1

t of the spell (1o, 1

weverul 8 numberof |

' the it e the ﬁpﬁﬂ‘ .

Wk cost in magic

where it will re-

Violst Staunton

Viplet is a beautiful young fady, with long dark halr and
brown eves, She has an athletic figure. Violet i the daugh-
ter of Henry Staunton. She divided her time in college be-
tween archeological studies and college athletics, concen-
trating on sharpshoeting and archery, In her senior year at
the university she met one of the investigators, and began
dating him. The relationship became quite intense fur
while, but faded as she became muwpre interested in other
pursuits. Still, she remembers the investigator with affec-
tion and tums to him when strange things begin to hap-
pen. Violet is 3 bright, open girl, who loves her father
dearly, She is distraught by the breach between her father
and Riceletti, whom she loves as an uncle. Essentially, she
is an ordinary person caught up into an extraordinary situ-
ation, and doomed fo {all victim to it



Vieter Stounton
STRI12 CONI3 812 ¢ INT 14 POW 10
DEX 14 APP 17 EDU 16 SANSG HitPis1i

SKILLS: Archacology 509,
Aid 70%, 8ing 35%
WEAPON: .22 Target Rifle 80%, 1D6+2 damage
Archery 85%, 1D6 damage w/target arrows

Anthropology 25%, First

Prafessor Paul Hicoletti

Professor Paul Ricoleill Is an eccentric, s maverick, and 2
recluse, He is not wellthought-of in the fields of anthro-
pology or orientalism because of his unconventional
thegries ang his insistence that certsin elements of the
supernatural must be taken into atcount when dolag re-
search in these aress. Ricolett! writes for journals notori-
ous for pseudo-scientific and mystic leanings. Ricoleti
doesn’t care so long as his theoriey ses print. Ricolert] hag
always been antisocial, avoiding intimate relationships
with other people in general. Wis onty close relationship
has heen hig friendship with Stavnion and Vioket. In his
oceult studies, Ricolenti bas collected several books deal
ing with the Cthulhy Mythos, snd run across the hame of
Chaugnar Faugn himsell, When rebuked by his only friend,
whom he had known since college, Ricolettt turned in on
himsell and his studies even more than belore, becoming
a nearlv-complete hermit. Ricoletti {5 a small, howely
man with & ¢iob foot. He is the sort of fellow who even
looks wnkernpt when dressed op, with 3 perpetual fvbo's
clockshadow, unruly balr, and wild eyes. Ricoletii is
basically a persen who has let self-consciousness over his
deformity cut him off from the world, compensating with
iy eccentricity and bis Interest in the occalt and the un-
usuad, H turned loose an the evil of Chaugrar Faugn, he
may dedicate himeelf to stopping #, believing that his
Hiw's purpose has at Tast been discoversd,

Prafessor Paud Ricelett
STRI1  £ON1L sIZ 10 INT 18 POW 1Y
DEX 12 APP 5 EDUZ0  SANS&S HitPus il

SKILLE: Anthropology 85%, Archeology 30%, Cthulbu
Mythos 253%, Occult 60%, Bead/Wiite Mandarin Chinese
R0%, Read/Write Arabic 40%

SPELLS: Elder Sign, Contact Nodens, Bless Blade

HEESS BLADES This spell renies the izlmy:l saurifice of
it gnirmalat least SIZ 10, 5 donstion of 5 point of permanent
FOW onthe partof the oreaior, and 2 bhde nude out of 2 pure
unalioved metal. The blade may be any sie. Onee formed the |
blade will pe tapable of damaging crestures normally only hit |
by magic weapons. If the Blade s hroken, malied, or mw?» .
wise s&sm&ﬁ; éam;sgeﬁ xtmﬁlesz its gmwea - .

Inspector W;i iam Hemjersan

inspector Henderson, of the NY PD’s Homicide Divi-
ston, ie% hard-boiled cop of the old school, Hendersonis a
relentloss pursuer of those who break the law or hinder his
investigations, Although he is smarter than the average
cop, he is no genius. He credits his successes to simple
hard work—keeping doggedly at 2 case till he manages to
solve i or it works itself vut, Henderson doesn’t believe in
the supernatural at gll, except for miracles from Bible

times, and will not accept any such explanation to any-
thing he can’t figure out. He may be baffled by a case, but
always retains confidence that # will work itself out. He
has occasional hunches and intuitive logical jumps, but
always tries to get hard evidence before following these to
their conclusion. He views the ripper murders as a chal-
lenge. A guick and successful conclusion will further
his career, and he will not look kindly on any interfer
ence complicating an already complicated affair.

Anspector Witllarmn Henderson

STRI3 CON12 Sl214 INT 16
DEX 11 APRI0  EDUI4  SANS0 HitPw 13
SKILLS: Fast Talk 20%, Law 70%, Psychology 45%,
Sneak 55%, Spot Hidden B5%, Track 50%

WEAPONS: 38 revolver 65%, 1110 damage
Fist 65%, 1D3+1D4

POW 13

Viadimir Trepoff

The epitomy of the nesr-mad, self-taught eceentric geafus.
Bons to'a slum family, Trepoff spent hig eardy years trving
to rise above his background, scrimping to buy books on
electronies, physics, and mathematics, He learned at
an early age that he had a gift for working with electricity.
His heroes were Finstein, Edison, and Tesla. As he aged,
he failed to grow in the soclsl graces, which, along with
his preoccupstion with electrons and volts, caused him 1o
be shunned in more polite society. A taste for alcohol
coupled with a low tolerance for the stufl lost him several
promising jobs and contracts when he turned up roaring
dronk, Newrly destitute and totally unapprocisted, Tres
polff still toils on his life’s work, using what little money
he manages 16 chisel to pay (or the warchouse he's rented
to house his laborstory and his lone scientific bresks
through—the Time/Space Machine. A true genivs just on
the verge of lunacy, Trepoff seeks recognition aad finans
cial rewards For his invention. but just can™ weem to get
anyone to lsten, except a few ofd men at the flophouse st
which he gleeps. He himself doesn’t realize what 2 colossal
breakihrough his machine is. He is still Jooking for some-
oné who'll recognize his genius mnd Lft him from the
squalor he's forced to live in. Somzons who'll support his
twin habits—inventing and drinking.

Viadimir Trepoff

STR 8 CON& SIZ1] INT19  POW 4
DEX 13 APP 8  EDU2I  SAN2S  HitPu9
SKILLS: Electrical Repalr 95%, Mathematics 100%,

Mechanical Repalr 40%, Physics 100%

The Tcho-Tcho Priest of Tsang

The Priest of Tsang has been sent by the tribe of Tcho-
Tehos which inhabit the blasted plateau of Tsang in Tibet;
Tsang is one of the incursions of the dread Leng into our
space and time, The priest’s goals and role to play are
both given earlier in the scenario, in the atiack on Staun-
ton”s house, Death is meaningless to him, as iz life. Hix
goals nclude a feyvent belief that, when Chaugnar Faugn
finally devours the world, he and his tiibe will e with
Chaugnar Faugn, after all else is annihilated. He has been

A




welbequipped by s tribe to send Staunton to his doom.
He carres an enchanted knife, which may be used agsa
magical weapon, a package containing four smoke bombs,
a blowgun, and a deozen darts coated with 1 potent sleep.
ing potion.

The Techo-Toho Priest of Tsang

STR14  CONI7  SIZ9 INT1s POWZ3
DEX18 APP3 EDU 18 SAND HitPis 14
SKILLS: Cthuthu Mythos 97%, Hide 70%, Jump 65%, Lis-
ten 895%, Sneak 95%

WEAPON: Blowgun 95%, 1D3 damage (can impale)

Kaife 70%, 1D4+2 damage (tan impale}

SPELLS: Summon/Bind Dimensional Shambler, Som-
monfBind Shantak, Contact Chaugnar Faven, Clrse of
Chavgnar Fauvgn, Brew Space-Mead, Voorlsh Sign, Levi-
tate, Flesh Ward

The privst s Shantak

STR 48 CONIg 8248 INT &
DEX 15 Hit Points 33

WEAPON: Bite 65%., 1D644D6 damage

NOTES: has 9 points of scaly hide ag armor. Those seeing
ashantak must succeed in a SAN roll or lose 1D6 8AN,

POW 18

CHAUGNAR FAUGN, The Horror from the hills

Description: “Words could not adequately convey the
repuisiveness of the thing. It was endowed with a runk
and great, uneven ears, ond two enormous rsks protraded
Jrom the corners of its mouth. But it wes not an elephant,
Indeed, its resemblance (0 an getwal elephant wes, at best,
sporadic. and. superficial, despite certain wonistakuble
poinis of similarity. The cars were webbed and tentacled,

A

the trink termuviated in @ huge flaring disk of least a foor
in diameter, gnd the tusks, whick intertwined prd inter-
locked ot the base of the statue, were as transhucent as
roek erystal,

“The pedestal upon which it squarted was of black
. The statue fself, with the exception of the fusks,
had apparently been chiseled from a single block of stone,
and wag so hideously mottled and eroded and discolored
that it looked, in spors, us though it had been dipped in
sarmies™ {a thin, bleoddtinged or greenish fluld that oozes
fromn wounds or infections],

“The thing sat boltupright [ts forelimbswere bent stiff
Iy ar the elbow, and its hands—it had human hands—rested
pabms upward on s lap. Dy showlders werve broad and
sguare and s bregsts and enormons stomach soped ow-
ward, cushioning the trunk. 1t way as quicscent asva Budd-
ha, oz enigrmutic ay g sphinx, and as mgkigrantly poised ay
o gorgod or cockatrice.” (The Horror From the Hilly,
by Frank Belknap Long)

Cult: Chaugnar Faugn is worshipped by a tribe that
lives on the desert platenu of Tsang in the Far East near
Tibet, a branch of the loathsome Tcho-Teho people. The
god is gusrded day and night in the cave in which it rests
by hideous-yeliow abnormalities without faces—subhuman
worshipers only vaguely mantike, in thrall to the malipn
wizardry of the god, They move in circles about the “idol”
on their hands and kaees and participate in dtes so foul
none dare describe them, In the beginnings of time,
Chaugnar Faugn made 2 tace of beings 1o serve it, the Min
Nigri, 4 race of dark dwarfs fashioned from the flesh of
primitive amphibians. The Tcho-Tches are said to have
intermingled with the descendants of that hybrid race;

Its worshippers helieve that Chaugnar Faugn is merely
biding its time awaiting the coming of the White Acolyie,
& white man from the West, wha, according to the pro-
phecy of Mu Sang, 2 former priest, will carry the god safe-



iy info the world and nurse it until it has no further need
of him. Then Chaugnar Faugn will bécoms a great univer-
sal god, Hlling all space. Once “nursed and carried safely
beyond the rising sun, i will possess the world, And then
all things that are now in the world, all creatures amd
planis will be devoured by Great Chaugnar, All things that
are snd have been will ceuse to be, and Great Chaugnar
will T all space with its Oneness. Even its Brothers it will
devour, is Brothers who will come down from the moun-
taing ravening for ecstasy when it calls to them ™ It 55
writien, and belisved by its followers, that those who tend
the god and then sead it forth with the coming of the
White Acolyte should be forevér immune from its anger.
The White Acolyte will be identified by speaking the
prophecy and identifying Chaugnar Faugn as ¢ great god
and the pricst of Tsang as its prophet. Then it will be
knows that Chaugnar Faugn's time has come to go out to
possess the world, and not befoze.

Notes: Most of the time, Chaugnar Faugn remnalns immo-
bile on its pedestal, appearing to be a grotesquestatue If
it is after nightfall, the god, i hungry, may step down
fromy its pedestal to fesd on & ssorifice or anyone blunder
ing upon it. M i1, #s worshipers, or #s companion are
assaulted, it may come down from s pedestal and attack
the one giving offense,

Chaugnar Fatgn can attack psychically as well ws physi-
cally, All these attacks cost the god 4 single magic point
and require it 1o overcome the viclini’ymagic points with
such great speeds, and usually slows down Tor actual com-
bat and important tagks.

ChaugnarFaugn can attack psychically as well as physi
cally. All these attacks cost the god a single magic point
and require it to-overcome the victim®s magic points with
its own. The least atfack simply causes the victim to
dreamn of Chaugnar Faugn and its greatness, though it can
also eatice the victim o seek out the idol and sit beneath
itin meditation if he or she is especially sensitive. Charac-
ters of Oriental heritage, along with anyone with s Cthul
hu Mythos knowledge.of 25% or maore or an Oceult skill
of 60% or more are especially sensitive to a danperous
degree, and can be thus lured o the idol. A second, more
deadly attack will cause the target to die of a beart attack,
feeling the god’s crushing weight on his chest, unless he
can succeed in g roll of CONZS or less on 1DI00. I the
target resists, he must-attempt another roll of CONxS or
less. U this second roll s failed, the target will fall uncon-
seious and teke 1D6 demage. The third and-final type of
attack mesmerizes the victin, causing him to walk toward
the god for sacrifice, Just before reaching Chaugnar Faugn,
the mesmerized character has # chance to rolt-his POW or
less on IDI00. ¥ he succeeds, he breaks the spell. Both
the deativ-inducing attack and the mesmerization can only
be used on someone within sight of the idol, unless the in-
dividual has besn psychically linked to the Elephuni God
through eartier psychic contact or 2 Contact spell. Chaug-
nar Fauvgn doubtless possesses other mental powers as
well, but those Heted are most used by him.

Chaugnar Faugn regpects great courage, even in his
oppanents and victims, In one instance, the god itself
came down off {15 pedestal to Ioose the bonds of an

explorer captured by its worshippers who had withstood
three days of torture of a most hideous nature without o
single outery, There is a slight chance (5%7) that it will
respect some equally courageous act on the part of a
character and let him Hve, It is the keeper’s discretion as
to what constitutes 2 courageous act, bl merely standing
up -to Chaugnar Faupn is not enough. Chaugnar Faugn
seerns to have a fear of large bodies of water, and will try
1o avold same if possible, though swamps or marshes do
not seem to bother it, and the god may even seek swamp-
lands as a refuge. This fear of water is & mystery, though
two inferesting facts lend themselves 1o mind: Great
Cthulb s nprisoned beneath the sea, and it also could
be that the oceans and sess are about the only things on
this planet as old as Chaugnar Faugn.

If Chaugnar Favgn chooses a character 23 a companion,
that individual will graduaily Tose his SAN af the rate of
1DI0 per day, if not already at 0. Chaugnar Faugn will
also lay his snout disk on the character as he sleeps, caus-
ing the charscier’s nose gnd ars to grow until his coun-
tenance bacomes a grotesque caricature of the god’s nwn.
The chardcter also grows sensitive to touch, so that the
lightest brush causes Himt great discomfort, He & psychis
cally linked 1o the god snd ¢an communivate with him at
say distance, as well ag remaining psychically vulnerable
o the god at all times, Chisugner will “aurse™ off its com-
panion when there is no other vietin handy, draiging a
point of CON at each nursing. When it no longer needs its
companion {either because it has plenty of victims or its
time to fill the world has come), it will kill him,

Chavgnar Faugn has lesser Brothess, similar Yo himsgelf

but weaker, who le sleeping in the Pyrenees mountains in
Spain; awaiting the time for Chzugnar o come 1o the
West to 1l the earth, At that time, they will awaken and
come down from the mountalns to feed. They can also be
summoned by Chaugnar Faupny followers. Chaugnar
Faugn and its Brothers are Hnked hyperdimensionally, so
that anything seriously affecting Chavgnar Faugn affects
its Brothers as well (though the veverse is oot true). Thus,
i Chaugnar Faugn is rendersd inert and inanimate for
vears via some eldritch and potent curse, Bis brothers will
also remain inanimate, unable to answer sttempls to sum-
mon them by Chaugnar's worshippers,

In combat, Chaugngr Faugn will attempt 1o grab viee
tims, nearly at random. A character who is grasped s
unable to free himself. Once gripped, the character’s face
will be bitten and mauled by the god, and the Chaugnar
Faugn will suck out ol the Blobd in the body with the
disk on its trunk, draining D6 points of CON permanent-
ly. When full, the god will spray the remaining blood
around at random. If Chaugnar Faugn is not hungry or
angry, but In a “playful” mecd, it may simply mad the
grabbed character, sinking its black nails into his Hesh for
1D6 points of damage per round until it tires of Hs sport.
I¥ the disk of #s trunk is laid on g wound, that wound will
never heal.

If Chaugnar Faugn ever takes more than 90 points of
damage, he will become inert and lifeless, taking lengthy
rituals and sacrifices fo restore to life.

) .
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Chaugnar Fougn

Characteristics
5TR 63
CON 140
SIZ 40
INT 25
POW 35
DEX 30
Hit P15 50
Move 70
Weapon  Attack%  Damage
Grapple  80% Nose; holds immobile for Bite
Bite 100% 106 CON drain sach round

Armor: Absolutely no weapon-that is not enchanied nor
any mechanical device not based on relativistic concepls
can harmy Chaugnar Faugn in any way. s cons-old super

dense material will aef as 10 poinis of armor vs, enchanied
impaling weapons, Is grest sge, dt least a billion years,
will enable it to resist even powerful entropy-reversing
forces for 15 minutes before disincarnation.

Spells: Contact Chaugnar Faugn, Curse of Chaugear Faugn,
Suminon Brother of Chaugnar Faugn, Bind Brother of
Chaugnar Faugn, various other minor spells. Also has
some potent psychic powers.

SAN: Those viewing Chaugnar Faugn in his iner! statue
form lose 1D6 SAN unless they succeed in a SAN roll, in
which: case no SAN is lost. Seeing Chaugnar Faugn ank-
mated and active costs the viewer 2010 SAN if he fails
and 1D4 even if he succeeds. Viewing the remains of one
of the pod's victims costs 106 SAN, and seeing the dis
torted features of Chaugnar™s mutated companion costs
106 SAN unless 2 SAN roll succeeds, in which case a
point is still lost.

Thoth”

Aru setaw amenhi septu marn,
Heseq amu Khet dusar

Enen sekhem-sen on-a

Enen hiiza or Ketut-sen

“The Watchers who bring slaughtering daggers in crael
fingers,
Whe stay those who Jollow Osirie-
May they not prevail over mel
May I nen falt under their daggers!”
The Egyptian Book of the Dead
Ch, 17 PL10-11, 30-31

Introduction

Worshipers of the Quter Gods continue to perform their
dread vifes in stillundiscovered ndns uand terples of
Egypt. In this scenario, the investigators should be ma-
neuvered to {ollow certain set paths outlined below. This
will expose them to these cultists and their nefarous
practices, sending the investigators on a grim quest to
destroy this nest of earth-threatening horror.

by
William Hamblin

- .

The theft of an Egvption ceremonial dagger starts the fnvestigators down ¢ path of evil
ard deceit teading inevitably to Egvptitself, where the investigotors may witness
greane rites older than humanity, and learn the true visage of Nyarlathotep.

Sections marked “Keeper’s Notes,” should not be di-
valged to the Investigators except under unusual circum-
stances. oy special situations outlined below. These see-
tiong arg meant (o enable the kesper 1o give additional
hints and eircumstantial flaver of his own Invention.

The scenario is divided inte five parts, each with a
number of subsections. The ginerd outhine of thess paris
should be followed, but not every subsection needs to be
plaved out.

THE IBIS-HEADED DAGGER

The Newspaper Announcement

The start of this scenario takes place at an auction of the
rare books and antiques of the famed occuliist and anti
guarian, the late Dr, Karl von Petersdorf. If one or more
of the investigators i3 2 Journalist, he could be assigned to
cover the suction by his editor. Diletiantes, professors,
and occultists n general should not want to pass up this
chance to get some of von Petersdorls priceless posses-
sions, If the investigators do noi know one anéther from
past scenarios, they can meet at the auction. Professional



investigators of g scholarly nature will recopnize von
Petersdorf’s name as that of @ notable Egyptologist and
ocoullist, whose views were generally considered eccen-
tric in the extrome. The Intorest of the Investigators can
be raised by presenting the following advertisement in
local papers:

Keeper'y Nater I reglity, D, von Perersdorf died of fright
Jrom seeing the Bluck Faceless One (Nywrlathotep) sune
wmaned by the Egvpiian wizard Khalid Abd al-Azi The
publishing house was burned down by Khalids band 10
prevent distribution of his book, which went far in ex-
posing their rites.

I the investigators sttempt 1o find the cause of Drovon
Petersdori™s death, his obituary states that he succumbed
o 4 sudden Hlness.” The coroner’s report {oblainable
with a successful Fast Talk, Law, or 85 bribe} states that
he, though apparently in excellent heslth, died of a com-
bined massive heart atteck and stroke.

I the investigators alfempt to interrpgate Dr. von
Petersdori™ neighbors {the closest of whom lives nearly
g helfanile awayl, they will Nind that the neighbors are
reluciant to talk. A successful Fast Talk or Oratory will
elicit the information that they all heard a grotesque
howling af Dy, von Petersdorl’s estate on the night of his
death, [Keeper’s Notre: this was the Blind Faceless One

o

screawing at the moon, as is kis wont,] Nosie of the neigh.
bors want to know any more about Dr, von Petersdori™s
death. The howling was encugh for them.

If the investigators check the phases of the moon on
Dir. von PetersdorDs death, they can find that it was full,

If the investigalors go. to Boston University, they can
éontact: Dy, John Quinecy Rogers, professor Emeritus of
Egyptology, and one of the reviewers of D von Peters-
dorfs book. If he is asked about it, he will tell the inves-
tigators that he skimmed through the book and found it
to be largely rublbish. T asked about specifics, he states
that it discussed variots mighty gods, older than those of
Inter. Egypt, but he can’t remember the names of these
supposed early gods, “They all had outlandish names, like
Kath-Low’, or something.” he says. If he is asked for g
look 2t his.copy, he will say he gave it to the university
library.

If the brary is visited, the investigators can find that
the book iy catsloged, but wdssing. It has- not been
checked ovut, nor i it in the stacks, [Keeper’s Noter
Khalid s culrists have stolen this copy of the book. |

The Auction at the Von Petersdorf Estate

[Reeper’s Note: the-iivestipators come 10 g stately muan-

slont-some distance ouiside rown, It i g itte dilapidated,

The ke item #a the Auction is Thoth's Dagger, but the

Investiontors showld not know this at this thue funless
they can guess It from the title of the scenarie) Inside the
wignsion they will find g erowd of some twenty or thirty

buyers. Inchuded below are four non-player-characters of
some tmport.}

William Fredricks

A moderately wealthy man sbout 43 years oid. He s
somewhat sccentic and wears oddly mismatched clothing.
He is ofmedivm height, weil-built, with uscombed brown
hair balding at the front,

Wittiam: Fredricks
STR 14 CONIZ  SIZ 12 INTi6 POWSE
DEX 10 APP1Z  EDULT SAN48 HitPisis

SKILLS: Archaeology 0%, History 40%, Library Use
0%, Qecult 25%

LANGUAGES: Resd Egyptian  Hieroglyphics
Speak Frénch 30%. Speak German 65%

He has beought $3000 10 the avction. He has no desire to
purchase the dagger, but will approach whoever buys it
and wsk to exzning it The tem he'll bid on is the Egyp-
tian Book of the Dead with marginal niotes (see below),

SU%,

Clifton Jorgensen

He' i an independent art collector and occult enthusiast,
about 30 vears old, tall, with dark halr, pale skin, and a
stender framez. He is heir to-a large foriune which he
spends freely.

Clifton Jorgensen
STR1G0 CON1I SlZ1e INT 14 POW 15
DEX 14 APP 14 EDU 14 BANI1S HitPisi4

SKILLS: Archazeology 25%, Astronomy 15%, Cthulhu
Mythos 10%, Drive Auto 60%, History 25%, Oceult 80%,
Pilot Aireraft 50%, Psychology 35%



LANGUAGES: Speak/Read French 50%

SPELLS: Brew Space-Mead, Contact Hound of Tindalos,
Sumumon Nightgaunt

it must be noted that Jorgensen’s SAN is quite low, due
to his extensive studies in the occult and many experi-
ments with drugs. He could well go raving mad i he en-
countered a horrendous experience. He knows some speils
but hias pever cast them, and privately doubts whether
they would work. He alse s a millionaire, having over
$5,000,000 in the bank and other investments. This is the
best yeason for getting 1o know him. He has as much
money 45 fecessary to purchase the dagger, or any other
item, if he decides he wants it. On any Hem that the javes
tigators bid for, roll 1D6 fo see how badly Jorgensen
wants that same Hem: on g roll of 1-2 he doesn™ want 1
buy it; on 4 3 he will spend up to $2000; 4 he will spend
up {0 §3000; 5 e will spend up to $10,000; 4nd on a 6 he
will purchase the item no matter what e must bid, {Since
he is a millionaire, he can ocuthid anyvone else preseat ) If
he bids on the dagger, but does not purchase it, he will ask
to be allowed to nspect ¥, Whether he buys the dugger o
not, he will remain and continue 1o bid sporadically until
the auction ends.

Butrus al-Ousi

This characier will prove 1o be one of the muost fmportant
as furag the investigators ave concerned, He s short with g
dark complexion and 2 large full black beard, wearing g
conservative black suit and & tarboosh. He is a high-rank-
ing Coptic {i.e., Egyptian Christign} monk, posing as 4 col-
leetor of Egyptian antiquities. His real mission is from the
Abbat of the Monagtery of Saint Pakordos, which i§ in
Egypt near the shore of the Red Sea. He was commission-
ed by his abbot to meet with Dr. von Petersdorf. The
abbot and his few select monks are involved in a pro-
tracted, losing stroggle with the secret cultists of Nyar
lathotep and other Elder Gods in Egypt, Butrus was to
earn il that Dr. von Petersdorf knew eoncerning the
Cthulhu Mythos and to try and enlist his aid i the monas-
tery’s fight apainst the cultists. However, the doctor was
miirdered on the very day the meeting was 1o oceur.
Butrus el Ousi

STR 12 CON15S  SsIZ 12 INT 16 POW 16
DEX 16 APP1] EDU I3 SANTS  HitPus 4
SKILLS: Bargain 50%, Cthulhu Mythos 15%, Debate 40%,
Listen 65%; Oratory 40%

LANGUAGES #Speak/Read): Arabic 653/65%, Captic 65/
8%, Egyptian Hieroglyphics 0720%, English 530/25%
SPELLS: Contact Sand Dweller, Elder Bign

He also wishes 1o buy the dageer, and has $5000 1o pay
for it If he is unable to outbid the highest bidder, he will
approach whoever purchases the dagger and offer to buy
i at cost #20% as sonn as he can obtaie more money from
Epypt ona bank draft.

George DiVits

He is 2 small-time mafioso. who hias been hired by Khalid
Abd al-Azi, the leader of the evil coltists, He is tall and
muscilar (and, of course, wears 2 pin-striped suit), I the
investizators make their Spot Hidden rolls, they will
notice & dight hulge under his ¢ost over his heart (his
gun}, His relevant characteristics are below.

POW 15
Hit Prs 16

INT 14
SAN 50

STR17 CON1s SIZ1s
DEX 16 APPY EDUE

WEAPONS: Fist 70%, 1D3+1D6
238 automatic pistol 75%, 1DI0

He will participate in the bidding on the dagger, hut does
not intend to win the bidding, and will lose to either the
investigators, Butrus, or Cliffon Jorgensen, depending on
who bids the highest. Under no ciicumstances will he win
the bidding for Thoth’s Dagger.

The Dagger

A complete description of the daggerand ity sipnificance
follows. The keeper should allow the investigators to learn
this informution bit by bit, through diligent offort,

The dagper Is about a foot Jong, The handle Is 3 long
gnd the blade 77 The Made is thin with g hieroglyphic
inscription on one side, The handle is bronze and formed
into the shape of an ibis head (successful Oceult or Zoo-
fogy rolls will meveal that the ibis isan Egyptian bird sa-
cred to Thoth). The bird’s neck forms the handle, thehead
of the bird is the pommel, and the ibis” bill forms a type
of handguard, so that the fingers are insertod between the
bill and the neck in gripping the dagger.

The inscription on the bade of the dagger {whith is
in Egyptian hieroglyphics) has 2 dusl significance’ a
translation and @ transliterstion (that is; a rendering in
English sounds of how an Egyptiso would have pro.
nounced the inscription}. The hiercglyphics theniselves
are given in the Hicroglvph Description Table. There are
six possible trandutions, 2l of which would be comrect:

There is wo-rest at the place of judzment
There is no peace at the place of judgment
There is no rest at the gateway

There is no rest through the gatewsy
There iz no peace at the gateway

There is no peace through the gateway




The significance of 1this inscription will become clear later
in the scenario when and if the investigators find the gate-
way in question,

The investigators should be given these translations
opiy if they can get someone to read the inseription for
ther. If one of the jnvestigators can read ancient Egyp-
tias; he must sueceed on his skill roll to be given the trans
lation. All the investigarors with the appropriate skill
may try to read the inscription. 1 the investigator has a
skill of 01-15% and suceéeded, he will learn only asingle
version of the translation. I ke has 2 skill of 1630%, he
will learn two versions, and if he has g skill of 31-30% he
will learn three different varigtions. If he has x skill of
51% or more, he will be able o figure out all six variations.
[Keeper’s Note: if an’ investivator fails his skill rofl, the
keeper showdd feel free to tell v thet he succeeded, but
give him the following folse translation: “Howp (here
takent fo be a personal agme ay was often used by the
Egyptians) is not for is) at the door.”}

I the investigators usk a professional Egypiologist to
translate it for them, they will get sl dx possible inscrip-
tions exactly as given sbove. Dr. John Quiney Rogers, and
Witliam Fredericks, who may be met with later during the
scenarie, dre both capable of such o tranglation,

However, the transliteration of the hieroglyphics is of
primaey Interést, The standard reading is given as follows:

figroglyph Translation and Transliteration

e fortiut

ar : :
through plece of judpment

Gatvway

The standard transliterstiop is therefore “ny har rut
hotep”™ However, there is & significant variation in the
propunciition of the thivd word *nut.” The symbol of the
crouching lion {which appears in thiz word) is wually

pronounced ™ in classical Bgyptian. However, 1t iy also.

occasionally prosounced *1” as i the names “Cleopatra™
and “Prolemy.™ In both these names, the Y17 is written
with the crouching Hon glyph,

Therefore, a perfoctly acceptable variant ransliteration
would be “ny bar lut hotep” which B essentinlly pro-
nouneed ientically to the Loveeraftian “Nyaddathotep.”
The investigators van make whatever use of this informa-
tion they please. The transliteration can be given fo the
investigators only under three circumstances.

{1} If an investigator himself has a Read Egyptian skill
and translates the hieroplyphics himsell, he should st
tevapt an 1dea roll. IF he makes it, he can be given both
rransliterations. Hf he fails both, he should only be given
the first, and that only if he asks Jor i1,

€23 If one of the investigators asks 2 scholar of Egypt-
ology o translate the inscription and specificatly asks Jor
g transliteration, the scholar will oblge him by giving him
hoth-variant transhiterations.

—5d

In both cases 1 and 2, even if the investigators obtain
both transliterations, the keeper should only give them
the “ny har Jut hotep” rendition. Let the players figure
out How close it is to Nyarlathotep for themselves. They
should enjoy such 1 distovery, and it may even give them
a chil or two. Incidentally, the hieroglyphics, translations,
and transliterations used in this scenario are all legitimate
and accurate,

{3} I 2 non-player-character with at least a 30% know-
fedge of Egyptian Hieroglyphics and a 20% knowledge of
the Cthulhu Mythos sees the inseription, he will imme-
dintely start to tell the investigators what 2 unique inscrip-
tion it is, and give them both transhiterations and some
hypotheses on its relationship 1o the name Nyarlathotep,
{This inciudes both Alfredo Monteverdi and Abba Sha-
nuda, botlr of whom appear later, Only Abba Shanuda
knows that the dapger itself is the gatewav.}

Significance of the Dagger

Betides the. general Information about the gateway and
the name Nyarlathotep which can be gained from the dag.
ger, it has an intrinsic value of its own. The blade is made
of pure silver, and the whole object is extremely ancient.
Ivis the only one of is kind ever made, Tt was used fo pere
form human sacrifices by the cultists (the neck and
stomach were slit-and the heart takes out), Furthennre,
the dapeer has magical powers. I Nyardathotep i struck
with the dagger, his current incarnation will be destroved,
and the zod will not be able (o retum to Earth until som-
moned again at the next full moon. This information is
available ouly if 4n investizator hag at Jeast SO% Cthulliu
Mythos snd suceeeds on hig roll, or i he can find the
information in one of his ancient ‘books of lore. (Abba
Shanudy already knows this fact, and conld tefl the inves-
tgators outiight.}

The dagger itself iz the “gateway™ mentioned in the
inseription. If 2 human is sacrificed in the prescribed
mranner, his soul will pass to Azathoth where he will see
the mysteries of chaos and retarn, after-etemities, to be
reinicarnated as o not-fully-homan dlave of Azathoth on
Earth, For this reason, the highest and most insane
members of the cult are often sacrificed with the dagger
since ¥t is considered a great privilege, On the other hand,
the dagger is also 4 gateway in that Myarlathotep can be
sent back whence he came with it, Finally, the ingeription
serves simply as an indication that Myadathotep’s very
narne denotes his nature.

Clearly the dagger is-of great value both o the ¢ultists
and those opposing them, and both groups want desper-
ately to get their hands on it. This fact must be kept in
mind by the keeper as the central feature in the course of
the scenario,

The Auction

Atb the auction, there are two items for sale which relate
to the Cthulhu Mythos, One & the dagger, which is de-
seribed above, while the other s an old papyrus, actually
an anclent copy of the Egyptian Book of the Desd. This
copy has special significance, because an ancient Cthulhu
cultists wrote marginal notes (in Demotic Egyptian) com-
menting on the rites of the Book of the Dead and their
refationship to the Cthulhu Mythos. The manuscript will
glve a +05% to a reader’s knowledge of the Mythos, hasa



spell multiplier of x1, and the reader will loge 1D6 SAN.
The main text is the Book of the Dead, which is in stan-
dard Egyptian hieroglyphics snd has been translated ong
number of oceasions. {If the keeper wanis 2 copy of the
Book of the Dead to add extra {lavor, he may consult
E. A, Wailis Budge, The Egyption Bovk of the Deud
{Dover Publications, 1967 reprint of | 895 originaf]}. The
maginal notes are in the abbreviated Demotie seript and
are hurd to read. An sdditions]l Read Epyptisn Hisro-
alyphics must be made to read the nofes.

Following are the other items offered at the guction:
{3 A leweled scarab (the scarab is a beetle thought sacred
by the ancient Egyptians). Bidding for this objer dort
should top off at around 31000,
3 The Book of the Dead with wargingl notes mentioned
above, Bidding should stop around $2000.

O Alen Gardiner’s Lgyption Grammgr, 10 an investi-
gator has so Read Egyptisn Hieroglyphics skill, studying
this book intensively {for at least o momth) will raise his
skill to 25%. He must keep the book to maintain the skill
level, by oteasional perusal and study. If an lovestigator
already knows §% or more of Read Egyptian, the book
will faise hisskill level by 10% to 8 maximum of 50%, If
an investigator has 2 skill of 50% or mowe,he s considered
to already own a copy of this book. The book is worth
about £3¢.

{7 An alabaster dish; bidding should top off st $300.

3 Thoth's Dagger; no maximum price.

(1A finely-carved stoné head of some unknown pharaoh.
The price of this should top off at about $1500

The duction should proceed as follows. Bach item will
be Brought up for bidding in the order given above. The
keeper will bid for all the non-player-characters againsi
each other and apaisst the individugl investigators, If the
investigators do not wish t6 bid on an item, the keeper
should assign that item to whatever non-player-character
seerns likeliest to buy it. Once afl the lterns have been
sold, one of three persons should be in possession of the
dagger: Clifton Jorgensen, Butrus ol-Qusl, or one of the
fnvestizators. (Willlam Fredericks will not bid on. the
dagger—he only wants the manuscript, and possibly one
of the abjets J'art. Georpe DiVita will bid o (he dugger,
but plang to lose the bidding to another.}

If an investigator purchases the dagger, various non-
playerchargelers may ask to examing it 17 one of the
non-plaver characters purchases the dagger, the investi-
gators can tatk to him and examine the dagger if they
50 desire,

Al any rate; no mabtier who purchases the dagger, while
the “auction is breaking up and the varlous ltems are
handed to their new owners, George DiVite will steal the
dagger. Events should be manipulated in such g fashion
that the investipators are the oaly people present fo see
George pick up the dagger nonchalantly and walk guickly
to the door, I the investipators raise the alarm, DiVita
will pull out his pistol, fire 2 shot into the air (causing the
crowd o panic and mill around-preventing the investi:
gators from nearing him} and run off. Asit turns out, the
oply people fo spe DiVita take the dagger are the investi-
gators, and when the police guard rushes inside the
auction room {after heating shols or commotion} he
will quickly take down the information they have sbout
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the robber; his description, etc. The police will then take
off on a chase of DiVita. If the dagger does not belong to
the investigators, whoever has bought it will be distraught
and pathetically grateful to the investigators for their
guick action in spotting the theft, Now at least there s a
chance for the dagger’s recovery,

This dagger theft serves two purposes, First, It will help
to hring the investigators together. Second, and more ime
portantly, it will canse the investigators 1o be befriended
by whoever has purchased the dageer. He will ask the
investigators to wait up the night with him wntdl the
dagwer I recovered. He will buy them dinner atz fancy
réstavrant, unburden his life gtory, ete. In the morning,
the police will come back and inform the dagger’s owner
of the sugeesy of the investigation. The officer involved
will produce the dagger, returning it to the proper owner
with 4 flourish. He will then relate the strange quest,

YWell,” says the prizzled vetzran of the force, “Poor
old Detective Sergeant Mike Kennedy recognized that
notorious mafiose, Giorgt DiVita, from your excellent
description. We immediately sent a squard to his most
reécently-known hideout, in the Halian distdict of the city.
When we got there, the whole tenement was filled with an
awhyl rotten-egg stink, and all the tenants were put on the
sidewatk gageing. Kennedy rushed in with a rag over his
mouth and crashed through DiVita's doot. Then we gli
came in, and, lo and behold, DiVits was dead!

The room was almost completely undisturbed, except
in the nuddle was this crisped stiff. The face and front
part of this guy was fried to a frazzle, but his back, against
the floor, was just fine. We checked his pockets and hair
style and stuff, and we’re pretty positive that the deadster
was DiVita in person, We have no idea what killed him.
Maybe it was another mobster settling an old score witha
blowtorch,”

{Keeper's Notes: What acruglly happendd is that DiVite
had returned to his apartment to meet his emplover,
Khalid Abd al-Azi Khatid had piven DiVirg 10,000 dollyrs




10 buy the dagger. Di¥ita decided to simply steql the
dageer and keep all the money. When he gave the dagger
to Khalid, Kholid wiurdered DiViga, risually sloughter
ing him with the dagger. Then he summoned Nyarlatho-
tep, whose appéarance bunt the body, and wha then
gecepted the soul into chaos, Kholid was leaving when the
police anived, and fled down the fire escape just as
Kennedy broke down the front door.}

“Then one-of the guys outside says he saw Someone
rupning down the fire escape, and we all ran out after
him, leaving only a photographer and Patrolman Grady o
guard the scens of the crime. Ob veah, there was over
5000 bucks loft scattered arvund the foor of the room.”
{Keeper's Noter Khalid did not have time fo get back all
ifs money before the police burst i} “When we came
outside, we saw two foreign guys run into a car and take
off, so we chased them with our sirens blaring.

“These foreign guys drove down to the docks, and we
might have lost them, but Frank Belknap shot out their
tires, and their car wrecked. When we pulled up, the driver
got out and beat 1t Tor the railyards. Kennedy chased after
the guy alomg with three other boys. T didn’t go with
them, but they claim they split up 1o have & better chanee
of finding the guy in the dark,

“Fo the car was pne guy in the front seat, but he was
stong dead with g big glass splinter through his shull, We
found the knife in the glove compartment. | guess the
driver couldu’t get to i because his friend was jammed
right up against it We had o do some hard, hong, pulling
to get him our,

“Anyway, we wentand searched the railyards for o few
hours, but we never found the guy that ran off, But old
Mike Kennedy bit the dust. We found him between the
rails, dead ss g doornail, Looks fike he just vp and had &
heart attack from all the excitement. Not a mark onchim,
s really pretty sad. And him only 40 vears old and all
Well, T guesy that’s that, Since you got vour knife bk
gnd all the crooks we caught are dead, [ guess you can
hang onto it To be perfectly honest, 1 ain’t holding too
big = grudge against that vers driver. Anyone public-
spirited-enouzh 1o rab out Glorgl DiVite is okay by me)”
{Keeper’s Note: Khalid, of vourse, killed Sgt. Kennedy
by casting the Dread Curse of Azathoth on Him repeatedly
Tromy the cover of a dark warehouse. ]

The Curse of the Dagger

Any non-playér<harscters who have by now befriended
the investigators {(such as Wililam Fredericks, Clifton
Jargensen, andfor Botrus al-Qusi) should now be con-
sidered part of the group, When the scenario mentions the
“investigators,” any attached non-player-characters should
be included, These characters will offer thelr skillsand try
to- help ab solving any problems encountered, and ong of
thens may even own the dagger if he won the bidding,
However, the keeper should try to avoid using these
additionz! allles 1o controf the investigators’ cholces, Let
these characters act only as the investigators ask them to
act, OF course, if the investigators get too far off the track
or into a hopeless situation, they may be able 1o use the
son-player-characters 1o ball them out,

The investigators can do whatever they want o this
point. They will probably try to find out as much infor-
mation on the dagger us they can. In a day or two, when

they are all sitting together discussing the recent events,
one of the investigators who is holding or touching the
dagger, possibly while engaging in conversation, will
suddenly begin to shake and sweat profusely, then start
erving out and moaning. (Keeper’s Note: The character
who was holding the dagger has beent inflicted with the
Curse of Thoth's Dagger by means of an incantation from
Khalid Abd al-Azi. This characrer should absolutely be
one of the investivators run by a player, i.e., NOT Jorgen-
sen, Fredericks, or Butrus, The vietim will huve a vision
{described Below] every day. These visiony will increase in
duration as the days go by. Each day the vision will start
at exortly the spme time: noon, and will begin at the same
point in the vision. After three days, the vision's length
will double ro 2 minutes of length. After three more days,
1t will increase to 4 minttes, and so forth, As the length of
the vision grows, the character will see more and more.
The following chart will give the dwration of the visions
o any givestday!

_ VISION TABLE
. Day - Vision On the 34th
 See day after the

 Number Length
-3 1 minute
2 minutes

curse has be-
gan, the sel
sures and vi
siong witl
continug
throughoui
the entire
day, and the
yivriv will ke
hopelessly
fost,

The Visions

When the victim has g seizure, he beeomes insensible 1o
earthly things. His mind s drawn 1o g differens time,
place, and dimension. The' points marked on the chast
above with a **" indicate where each new vision period
shiould begin, and these numbery correspond 16 thog
below. For example, during days 13-15, the victim will be
shown visions | throagh 5. On the days 16-18,he will see
vistons 1 through 6, and so forth. With each Inciease in
the Jength of the visions, the keeper should tell the victim
what new sights he beholds. The entire vision follows:

£1) A wvast landscape Is seen. It s semi-gropical in
nature, There is a wide smooth-flowing river, with expan-
sive stretches of veectation on either side.

{23 The scene then shifts up, and the viewer can see
that beyond the stretches of vepetation are desert regions,
with absolutely no plant life.

{3} As the viewer travels along the river bank, a ¢ity of
mud Brick comes into view. Some of the buildings are of
jarge well-made hricks, finely painted in white, with sym-
bols of men and animals in rows and columng, (I the
viewer makes his Know roll, he will recognize them as
Egyptian bloroglyphics.)
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{4 Some of the houses are merely reed huts daubed in
mud. Brown-skinned Tolk can be seen carrying items,
working in the felds and shops with primitive stone
instruments, carrying on daily life. White birds are in the
fields. (If the victim makes a successfisl Spot Hidden roll,
he will recognize the birds as ibises, whose heads look
remarkably like the handle of the dagger)

{5} A column of men cag be seen walking through the
town to a series of nearby buildings built of stone {as
opposed to mud brick). These men are dressed in magoi-
ficent finely embroidered robes,

(6} In front of the building towards which the finely-
robed men walk are two huge stone statues, gach about 15
feet high. These represent squatting animals of sorse type,
{A successful Zoology roll will identify them as Anubis
baboons, a species of baboon found in Egypt; if that fails,
a successful Know roll will identify them as some sort of
monkey or dog-faced man.}

{7} The sione building into which the men are going
hag a hall with Tuge round columns, The walls and col-
umns of the building (evidently 2 temple) are covered
with hieroglyphs and gigantic figures of Egyptian gods and
demons, all brightly painted.

{8) The group of worshipers ot priests enter the tem-
ple, and po to its rear. A secrel panel opens, and they
enter and ar¢ met by an armed guard, The guard hias a face
exactly similar 1o the faces of the hoge (buboon) stutues
at the froni of the temple. His body is furred at the back
and upper arms, and his kands ave clawed. He stands o s
hunched-over position, with weirdly jointed legs and de-
formed feet. {The first time that this guard & seen, the
viewer must make 2 SAN roll or lose 1D6 points of
Sanity. If the roll succdeds, he loses no SAN. Gn sub-
serquent viewings, steing thisentity will ¢ause only 1 point
of SAN loss i a SAN roll fails) The procession marches
down z long stairway and into a maze of corridors and
tunnels,

(9) At the end of 2 particulardy long tunnel is seen a
hupe sltar in front of 4 statue of 3 man with an ibis head
{a successful Archacology toll will let the viewer know
that an ibigheaded man is the traditions! representation
of the god Thoth). There is a ceremony with chanting and
bizarre rituals going on (all performed in ancient Egypt-
ian}, and a human body Bs stretched out on the altar,

{10} A man in black robes with g hood spproaches the
person on the alter. He suddenly removes his hood to
reveal that his head is that of an ibis! (The viewer must
make 2 SAN roll the first time he sees this or lose 1D4
SAN points. A suecessful rolf indicates no loss.) This is
not g mask, but the being’s sctual head. He holds » dagger
which looks exactly like Thoth’s Dagger {in fact, it is
indeed this dagper) und raises it over the person laid out
on the altar,

{11} Suddenly, the victim having the vision realizes
that the person on the altar is himself, and that he s
about to be sacrificed by the ibis-headed entity. At that
moment, his point of view suddenly switches to that of
himself as stretched out on the altar, and he helplessty
watches the knife come down, slice open his neck, rip
open his stomach, and cut gut his heart. He can look
down his slit body and see himsell killed. All of this
sacrifice Is felt by the victim in horrible detail. {A sue-
cessful SAN roll must be made or the vietim loses 1D10

SAN. A successful roll still causes him to lose 1D3 points,
This roll must be made every time that the experience i3
feceived.) The viclim now begins to feel his consclousness
Blur and blacken, and he feels his soul fulling through
endless space. As he dies, he begins to hear the faint
and oddly-terrifying piping of a flute,

{12} The victim's consciousness dissolves into an
eternal vision of the unspeaksble horrors of Azathoth’s
throne. I the victim has ever reached this poiat in the
vision, he will become permanestly Inssne, and will soon
die, his mind and soul eternal prisomers of Azathoth,

Keeper's Note: The visions are of old religious cere-
mondes for the worship of the Old Gods in ancient Egype,
The site of the covermandes Ts Hormopolls fmodern Asle
munayn). The vietim's mind has been drawn back info the
ancient times when Nyarlathotep's serpants were in power
wid serving inthe temple of Thoth in old Hermopolis

Effects of the Vision

The character will kose one point of SAN each time he has
a vision (i.e., one polnt per day). Other than that he will
be uble to carry on most normal functions of life. He does
ot make a Sanity roll for this — he simply loses the poiat
gach time with no chance of retsining it. When the visions
réach the point of lasting four hours once 2 day (this will
oecur on day 25} he will be so exhausted by the ordeals of
the vision that he will have o rest most of the day when
the viston’s pressures are not on him,

There 35 one beneficial effect of the visions which
should not be nade known until the Javestigators have
arrived in Egypt. The Victim will remember the events of
the vision daring the period in which he is consclous and
fully n-control. When and i the investigators do arrive af
Ashmunayn and examine the ruing of the temple of
Thoth; the victim of the Dagger’s Curse (hereafter de-
signuted “the accursed”y will be able 1o recognize in the
ruins the pattern of the temple and the anciemt corridots
he has seen in his visions, He willtherefore be able to lead
the invesiigators 1o the temple, 1o the secret door, through
the: corridors, and 1o the inner shrine of Nyirathotep.
This will be discussed later,

After the First Vision

The first seizure and vizion will last only one minute. The
victim will probably explain what has happened, and will
he quite shaken from the experience (he has lost a point
of SAN, after all}, If present, Butrus al-Cusi will give
the following explanation for what has happened.

“F must now explain to vou what has occurred and the
significance of the dugger. You may not be willing to
believe my words, but T assure T am speaking the truth, |
am actually a Coptic {Egyptian Christian) monk. Iand a
few of my brethren are fighting the spread of a Satanic
cult in Bpvpt which worships an upspeakably evil demon,
The dagger & one of their most inportant cultic objeens
for their blasphemous tituals and they will do anything
to regain possession of i, | was sent here to 41y 1o stop
themn from gaining it. Because of the polentiad evil of the
dagger, it may be best to destroy it. But now the dagger’s
gurse has laid hold of our fellow, The evil ones initiated
the curse, surely in order to compel our return to Egypt
with the dagger. I do not know how to remove the curse,
My hrsthres in Egypt do, however, and | propose that we
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feave for Egypt as quickly as possible so that my brethren
can exorcise the power which haspossessed yourfriend; |
do not know the full extent of the curse, bt this 1 do
know: if the dagger is arbitrarily destroved, our compan-
for’s soul i eternally lost. The only to save him/her
from this doom s to return with the dagger to Egvpt,
whare the exorcism ean be performed. We should leave as
soon ag possible, for the curse will strengthen with each
passing day.”

The investigators may or may not want to believe
Butrus” statement, but they should nonetheless be com-
pelied to book passege on the liner Ramses;, bound for
the. Mediterranean and Alexandria, Egypt, leaving in the
next few daye. The investigators should make haste in
assembling for travel.

ON BOARD
introduction

The: investigators will have come ahoard relatively pre.
pared for the journey 1o Egypt. They will have the dagger
in-their possession. They will be accompanied by Butrus
al-Qust and any other non-playercharacters’ they may
have befriended at the auction, including the dagger’s
owner, # it does not belong to one of the investigators.
One of the investipators will be under the evil Curse of
Thoth’s Dagger and will be subject to daily visions of in-
creasing duration.

The Journsy

The journey to Alexandriy will take three weeks, [Keeper’s
Nore: this means that if the party left immediately after
being cursed, the accursed will be at vision 8 and his
visions will be lasting 2 howrs per day by the time they
arrive in Alexandrin. } The journey will be smooth (though
the keeper could roll for seasickness), I the investipatons
have been wise, they may have brought books to study
Egvptian Hieroglyphics or Asabic {which is the current
language spoken in Egypt). Each investigator gpending his
three weeks in study can gain a total skill equal to his
EDU if he successfully rolls his INTx2 or less on 1D106,

P -

Bo, a character studying Arabic who had an EDU of 15
and rolled vader his INTx2 would gain o Speak Arsbic of
15%, Only characters with no skill in Egyptian Higro-
glyphics or Arzabic may do this,and proper texts musi
be available. I a2 character knowledgeatie in Anbic or
Hieroglyphics tutors. an investigator during the joumey,
the student may attempt to roll his INTx4 or less rather
than INTx2,

The Murder of Butrus

{Kegper’s Note: Khalid, who & on the boat with the
Investigators, has now decided to strike agaivst the group
by surmoning @ Hunting Horeor,. This monster is given
the mission fo kil Butrus, and it showdd sucoeed in this
missfon. } At night, when the investigatons are wandering
in 4 gomewhat sechinded section of the ship, Botrug will
sxcuse himsell (patuie is-talfling, or perhaps he is seasick)
and will go around 5 corner eaway from the rest of the
group, The investigators will then hear Butruy seream,
and then the hideous rasping croak of some alien monster,
The keeper now has a cholee, When the investigators rush
to Butrug® aid, they can eithier see only the lank form of
the Hunting Horror flapping off into the sky with Butrug®
pitesus wail fading into the night wind, or they can ac-
tually meet the black monster looming over the torn
corpse of Butrus. In the latter case, the investigators will
be able fo fight the mongier, if they wish. If they manage
to actually slay in, they will gain only 1D6 BAN, becatse
they have failed to prevent the monster from killing But-
rus (admittedly, not that they had much of a chagee}, IF
it iy wlain, its ropy body will slide greasily over the side of
the ship, lost to the sea foreves. A Hunting Horror is ac-
jually quite a dreadful monsier and the keeper should
only have it stick around for the fight if he i reasonably
cerigin that the invéstigators can hold their own sgainst
it—it is entirely possible that the Horror could wipe out
the entire expedition in one fell swoop!

Anyway, Butrus i now dead; cartied off into the sky,
hurled into the sea, or torn to quivering pisces of flesh
before the eyes of the investigators.



The Attempted Robbery

Itds Yikely that an atteriptfo sisal the dagger will be made
by Khalid's men white the ship is still crossing the ses
This will occur soon after the death of Butrus. Khalid
himself will not beconwe involved, and the aitempt will be
somewhat bungled, singe the cultists are acting with
undue haste., Whatever happens, the investigators should
aot lose the dageer in this attempt, but the sitempted
theft should put them on their guard and let them know
that their unseen foes are on the hoat with them. H one of
the cultists is captured, he will immediately kill himself,
whipping out & razor blade and slashing his throat with
such force that all those within a vard or so will be
spraved with bright arterial blood. This will force a SAN
roll on those watching, Failure ¢osts 1D4 BAN,

FROM ALEXANDRIA TO ASHMUNAYN

There sre many fascinating aspects of life in Egypt which
could be introduced fo pive Tlavor to the easuing events.
However, it s impossible fo detail them here, Energetic
keepers are referved to Baker's Guide 10 Egvpt which was

a tourist guide 1o Egypt printed in the late twenties and

recently reprinted. 1t contains excellent deseriptions of
cities, customs, travel and living arrangements; and the
ruins of Egypl. The book can be found at most public
libraries, Keepers with less time for research will have to
content themselves with memories of appropriate movies
and stercotypes {such as Raiders of the Lost Ark or The
Mummy.

From here on, the keeper should generally harass the
investigators by local Egyptians in almost everything they
try to do. Flocks of beggars should follow them faithfully.
Hawkers of every sort should vend thelr goods, forcing
them upon the investigators and demanding payment, or
whirdng and showing pictures of starving children. i the
investigators had thought to bring along firearms, these
will be confiscated by the govesnmeni until they can get
a license for use of fircarms in Egypt. (This process will
take a good bureaucratic month, and the guns might be
fost in the interdm.} The only way to avoid having the
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weapons confiscated i3 to have had the foresight to have
applied for the Heense before their arrival at Alexandsia,

The Egyptian pound is the busic unif of currency (con-
sisting of 100 piastres), which was then worth about 3
dollars (each piastre worth about 3 cents) As a general
principle, locally produced goods and services will cost
around % the price of similar goods m the USA, but the
asking price (before burpaining) will be twice the US price,
Investizators who forget to bargain, or bargain poorly, can
thus he victimized by raptorial street vendors, Things up
to Furopean standard {meals, hotels, clothes, imported
goods) will generally cost 1/3 more than the US price,
and litle bargaining will he allowed. A& briel itinerary for
the hapless adventurers follows.

At Alexandria
The dnvestigators will be harassed by local Egyptian
officials when they 1y to debark. As a general principle,
all official functions need o byibe. The clerks, ete., will
demand four times ss much as they will accept for any
service, Usually, a bribe of at least a fow pounds is neces
sary for any higher-class clerk, snd more for officials. Mere
soldiers and seeretaries can be bought off for only a few
plastres. The investipators, naturally, will not koow what
the going “baksheesh™ rates aré, and will probably spead
much muore than necessary. This trend should be encour
aged by the Keeper. IF the investigators ignorantly offer
mich more than the local going price for a service, the
official will instantly demand twice as much a5 was
offered, though he will eveniually and seemingly with
much refuctance accept the Investigators” original offer,
As with most Egyptian situations, ability to bargain well
{using Oratory, barter skills, etc.) will be of value. After
the Investigators have passed through customs they will
enter into a large plaza filled with horsedrawn carriages
and screaming drivers, offering to take them anywhere. In
the plaza, amidst the vying drivers, they will be approached
by a well-dressed Egyptian, who will call them by name.
He will introduce himself as Mikhay'el Sufyani, and
will ask where Butrus is. He will be noticeably shocked at
being told he i dead. He will suy that Butrus wired from



the ship informing Mikhay'el of his arrival, giving the
sames aad descriptions of his American comrades, and
telling him of the need for Immediate awsistance. Mikhay’el
thus hurried to aid them. and to inform them that they
should set out bnmediately for Ashmiunayn whese the
exorcism can take place. [Keepers Note: In reality,
Mikhav'el Sufvani is nowe other than Khalid Abd al-Azi
posing under & false nome ay g Coptic monk in order to
gain the confidence of the investigators.}

invesHgators.

Mikhav el Sufvani (Kholid al-Azi)

STR13 CONIS BIZIS INT 18 POWZ24
DEX 15 APP17  EDUID S5aANO HitPis i3

SKILLS: Archacology 75%, Bargain 45%, Cthulhu Mythos
80%, Fast Talk 60%, Hide 75%, History 50%, Oceult 70%,
Oratory 60¢%, Sneak 50%

LANGUAGES (Speak/Resd): Arsbic 100/80%, Coptic
50450%, Epyptian Hieroglyphics 00/100%, English 60/60%

SPELLS: Summon Hunting Horror; Bind Hunting Horror;
Contact Ghoul; Contact Sand Dweller; Contact Nyar-
lathotep; Dread Curse of Azathoth; Voorish Sign; Call
Azathoth;. Summon Fire Vampire; Bind Fire Vampire;
Powder of Ibn Ghazt

Khalid’s 34N Iy et 0, but be Iy stilf copable of functioning
perfectly well in normad suciety, except where s dinbolic
activities are concerned. When alone, or in the company
of uther cultists, Kholid will let his trug welf out,

If the investigators go with Mikhay'el/Khatid, he will
have them move as swiftly a5 possible to Ashmunayn,
where he has & larpe aumber of followers, If the nvesti-
gators wish to stop at the Cairo Musewnm Brst, he will per-
mit them fo do so, but will tell them they are wasting
precicus time. IT they ask o visit the monsstery of St
Pakomios (Butrus’ Coptic monastery, and the center for
anti-culfist activity) he will absolutely refuse, saving that
to do so would lead cultist sples to the secret center of
anti-cultist resistance. (Keeper's Note: the investige
tors shoulld not go to the monastery of 8t Pekomios in
thiz scengrio, A4 realistic reason for not going there iy that
to go there would take so much Hme that the gecursed
woudd be Iost before they could ger back to Ashmungyn,
There are vy train lines to 5k Pakomios: )

Ag the investipators tske 2z howme-drawn cab to head
divectly 1o Ashmunayn or Cairo, they will encounter
another Epypiian, He will say that his name is Muham.
med, and that he is an excellent dragoman {essentially,
this means ‘guide”), Mikhay'el will try to dismiss him
without furtherado, claiming a dragornan i3 uppecessary ~
Mikhay'el can provide all the assistance and guiding
himself. Muhammed will then argue that he can provide a
nuwmber of extra services that such a gentleman as Mikhay’el
would not deign to perform, such as shopping, moving
things, buying tickets, and making arrangements for hotels
and restaurants. Muhamumed will be persuasive, but the
decision to hire s up to the investigators. His price is 2
Epyptian pounds per day.

Mubammnmed
STR 12 CONg 8iZ13 INT 15 POW 7
DEX 17 APP1I3 EDU S SAN45 HitPis12

e e

SKILLS: Archaeology 15%, Bargain 90%, Drive Horse
Drawn Carrisge 60%, Fast Talk 90%, History 15%, Ors-
tory 78%, Spot Hidden 50%

LANGUAGES (Spesks only): Arabic 100%, English 80%,
French 75%, German 60%

He would be useful to have around, but his presence is not
necessary to the scenario. He can provide assistance and
advice whenever the inpvestigators are st a loss a3 1o what
1o do, where to go, ste. He o also serve a3 a franslaior
and may come in very handy when the investigators find
out who Mikhay’el really is. Finally, he can help the party
fend off begears, vendors, and he can tell them what
bribes will be necessary shead of time.

At Cairo

If the investigators decide to visit Calro during the scen.
ario, or even in future scenarios, there are a number of
things to do,

Fhe Nationat Musewrr: I the investizators show inter
st in doing research, they will be dirgcted to the National
Musewm, where there s 3 large collection of Egyptian
antiquities and 3 wellstocked Ybrary, Each day ihe
investigators search through the museurm, they sre sllowed
a Library Use voll if they search the library, ora roll egual
to thelr Archasology skill if they search the Museum's
antiguities. Of course, since the gecursed’s visions are
increasing in intensity, each day at the museuny is another
day cloer to completely losing the mind of the actursed,
For each successful skill roll, as deseribed above, one of
the following pleces of information can be obtalned:

{1} Ashmunayn: The currént city of Ashmunayn
is focated within 3 few yards of the ruins of the ancieny
Egyptian ¢ity and ‘cult center of Hermopolis {as the
Greeks ealled 1) or Khemennu {as the Bgyptians called 1),
I antiquity It was one of the greal centers of learning
(Plato and Pythagoras, among others, studied these).
The city of Khemenny was sacred io the god Thoth
{which i & Hellgnized form of the Egyptian qame Tehuti).

€2} Thetly Thoth was known as “the counter of the
stars,” and “the seifcreated one to whons noe hath given
birth.” He is sssocizted with the Greek god Hermes, and is
known in Egypilan mythology as both messenger of
the gods, and god of knowledpe and writing, He 15 8150 the
figure referred to by classical writers & “thrive great
Hermes” = Greek “Hermes trismegistos” and the Latin
“Hermes ter maximus,” Later medieval and renalssance
raagicians and wizards Jooked 1o this partioular Hermes
{or, in other wordy, Thoth) as the father of all magical
kaowledge., The Corpuy Hermeticormr {which means,
The Works of Hermexy was an important collection of
magical fexts compiled sbout the second century AD
which were used as the Dasiy for many of the muagical
grimoires of the middle ages and renaissance. This col-
fection of texts purports to be the actusl writings of
Hermies/Thoth passed down in secret for centuriss,

€3y Sacred Animals, There were two symbuolic animals
sacred to Thoth, the ibis and the baboon, The ibis is 2
small white bird with 5 long neck and 2 long pointed beak
which resides in great numbers in Egypt. Even today itis
considered 3 lucky animat by farmers because it subsists
mainly on insects which might otherwise destroy the
farmer’s crops. The other animal sacred to Thoth is the



“dog-headed ape” or baboon. It is thought that Thoth
was often incarnate in the form of a baboon. The ba-
boon’s custom of braying or rescting to the moon was
taken to be the baboon talking to Thoth, whose celes
tial symbol was the moon. (Keepers wishing more infor-
mation on Thoth and other Egyptian deities should
consult E. A, Wallis Budge, The Gods of the Egvptions
(Dover. 1969 reprint of 4 1904 edition) volume 1, pp
40013,

Keeper's Note: there are o mumber of parallels between
the Egyptian corcept of Thoth ard the Lovecraftion deity
Nyarlathotep., Thoth is the messenger, the mind and heart
of Ra, head of the Egyption gods. Likewize, Nvarlathotep
is the messenger, heart, and soul of the Outer Gods. The
celestisl symbol of Thoth was the moon, and Nyarl
athotep frequenitly howly at the moon — also, what better
symbol for Nyarlathotep then the dead, grinving moon,
eternally mocking the earth'y short life? Finally, Thoth
was gn Bgyprian god, and Nyarlathotep is abwavs asvo-
clared with Fgypt, His lovan form Is that of a swarthy
Egvptian, According to the premise of this scenaric, in
antiquity, the Cuter Gody established various cult centers
in ancient Egypt, but over the years, these fond formg of
worship and thelr evil priests were kicked owy, and the
pods evolved in the winds of thelr worshipers inro the
miuch more benign Egvptian gods known today, Howerver,
the old worship contifaped ~n secret during the tines of
enfightened Pharaohs awd priests: move openly during
vorrupt ared evil times. One of the centers of the old evil
weys was at anclent Khemennu, where, in the form
af Thoth worship, Nyarlgthotep's culfists managed to
dominate the region for centuries. The cultists which the
Investigators now oppose gre the spiritual descendents of
the original folk who once worshiped ThothiNyerlathotep
thousands of years ago in the enclent temples of Khemen-
#u, This history-is not well known, and the investigators
should only be able 1o find it out through diligent search-
ing over a period of severgl months, or by speaking ro Dr,
Alfredo Monteverdi In the wusewn, or Abby Shovda
later,

{43 The Statue from Adhmunayn. This statue has the
faem of 2 standiog man, with his hands displayed palmsg
outward. Wild leopards are licking his palms. He has a
peculiar mocking smile and s gazing straight shead, The
detail of the statue Is remarkable, almost photographic in
the manner in which it has captured the man’s expression
and features, I the imvestigators spend some time searche
ing through the artifacts on display a2t the Nationa
Museum, they may come upon this object. If an investi-
gator, sesrches specifically for ftems coming from Ash-
munayn, he must make a Luck roll dnd an Archacology
roll to find this statue and notice Hs unigueness, Any-
ong noticing this statue will also notice the following
information about it: it is dated from the Second Dynasty
(2890-2686 BC) and was found near the temple of Thoth
in Ashsmunayn. It s of exquisite workmanship and i
preserved. extraordinarity-well for o statue of such age.
Any investigator making either a POWx! or a Cthulhu
Mythos roll successfully while near the statue will feel
something  extremely evil about it. Other than this,
nothing makes it significant,

Keeper's Note: this statue can have great inportance af
a later time, when the bwestigators meet Nyarlathotep

—G—

himself posing as a human in the future course of the
scenario,

Dogtor Alfredo Monteverdi

Doctor Alfredo Monteverdi i 2 wordd-famed ltalian
Egypiologist. He is in his late sixties, short, stout, with
wispy white hair, & white goatee, and thick dusty spec-
tacles. Each day that the investigators remain in the
National Museurn, they have a chance equal to half the
Luck roll of the luckiest member of the party of meeting
Dr, Monteverdi,

Boctor Alfredo Monteverdi

STR 10 CON9 817 13 INT 18 POWI0
DEX 13 APP7 EDU 2T BSANT7S HuPis i

SKILLS: Anthropology 65%, Archaeology 90%, Cthulbu
Mythos 25%, History 70%

LANGUAGES: Egyptian Hieroglyphics 80%, English
75%, French 85%, German 60%, Italian 100%

Dr. Monteverdi corresponded with Dr. von Petersdorf
bafore the latter’s death, and collaborated with him on his
book, The Amtiguity of the Egvotion Religion, I the
investigators meet the doctor, they can ask hiw ques
tions, and -he will-be capable of accurately answering
most of thelr guestions sbout the dagger, the hieror
glyphics, and the Thoth/Nyarlathotep connection, How-
ever, he will not be able 1o go to Ashmunayn with the
investigators, a5 he Has pressing engapements in Calro,
Although he 5 able to answer almost any gquestion related
1o Hgyptology, and can speculate upon the connections of
the Cthollie Mythos to ancient Faypt, he knows nothing
aboart. corrent activities of cultivts In Ashmunayn for
anywhere elsej. He thinks that the gods of the Cthulhn
Mythos are no longer worshiped, though there b evi
dence for some sort of widespread cult in ancient times,
He would be groperly shocked and horifizd by evidence
that such g cult continuey to exist, and will deny the
evidence of his own eves insuch a case,

AT ASHMUNAYN

From Calro v Ashmunayn the trip Is by rail, and takes
less than a day. The investigators will arrive withow
incident unless the Keeper wants 1o spice things up by
adding g little something of his own.

in the City

The investigators should po to Ashmunayn and take 2
room at the local hotel, This is a shabby place, as there are
few foreign visitors in the plage, The loval hotel owner is
overjoyed to see the investigators and will treat them like
royalty, but he will also sssume that they can pay like
royaity as well, He will brush away beggars and others
who might ‘bother” the Effendis. I the investigators
wish, they can hire 2 local guide, or if they have already
Wired Muhammed, he will sl be with them, Mikbay'sl
will still claim thar the need for anyone else s illusory, a3
he himself can guide them perfectly well,

When one of the investigators is out wandeting sround
the town possibly attempting the impossible task of find-
ing a good restgurant) and Mikhay'el is not with him, he
will be accosted by a beggar in taitered rags who speaks
perfect Oxford English,



This beggar is Abba (Father) Shanuda in disguise. Abba
Shanuda is 2 Coptic priest in league with the monks of St
Pakomios' monastery in their age-old battle against the
sinister minions of Nyarfathotep. He was educated in
England.

Abba [Father) Shanuda

STR 13 CON14  SiZ 14 INT 17 POW 17
DEX 15 APP13 EDU 18 SANT0  HitPis 14

SKILLS: Archseology 530%, Bargain 50%, Camouflage
60%, Cihulhu Mythos 30%, Debate 50%, History 40%,
Library Use 75%, Psychoanadyze 70%., Psychology 60%

LANGUAGES: Arabic 85%, Coptic 90%, Egyptian Hiero-
glyphics 75%, English 90%

SPELLS: Sunumon Dimensional Shambler, Contact Ghoul,
Contact Fiving Polyp, Elder Sign, Enchant Dagger {This
last spell creates a muatrix capable of use in sununoning &
dimnensional shambler, and also capable of acting a5 2
magic weapon agalnst monsters from the void, The dogger
st be made of B0 pure sifver and weigh o halfopound ]

Abba Shanuda will relate the following tale to the Investi-
pator Be has contacted: T am 1o beggar and 1 do not wish
vour money, My name is Father Shanods and Tam g
friend of Butrus. The man you are with, no matter what
namie he goss by, Is not one of our Order, but'ls, on the
contrary, high in the counsels of the BEvil Ones, Khalid Abd
al-Azi, He hags lwred you here Tor the sole purpose of
teapping vou and your friends, Killing, torturing, or worse,
sacrificing you e his blagphemous gods and ther stealing
the ddgger. I have followed you and your companions
singe your gerival in Egypt, but [ have sot contacted vou
to lull Khalid into a sense of securiy. { cannot emphasize
enough that you and vour friends aré in the ereatest
danger. Khalid would il you all without hesitation if he
felt it would serve his criminal purposes, If you ever wish
to feave Ashmunayn, vou will need my help.”

The investigator must now decide how o respond to
Abba Shanuds’s words. If he doesn™ realize it himself,
thie keeper should point out the fact that it I8 possible
that Abba Shanuda himself s the villain, and may be
trying to Jure the party into s irap. From nowon, it is up
to the players and the Keeper as to how the scenario will
go. The following ideas give a background for the rest of
the scenario,

Confacting the Local Authorities: 10 may be that the
invegtightors. will attempt to get help from the local
potice. T Ashmupayn is a Egeptian police sergeant with
four patrolmen under him. In the larger nearby town of
Mellawi i 4 British Lisutenant with more Egyptian
officers. It will be quite difficult to convince any of these
ment that any superpatursl hankv-panky has been going
on, They will only enter the scenarip actively if some
crime, such as robbery or murder, s commitied, One of
the Egyptisn patrolmen in Ashionayn is secretly a
cultigt, and if the police are summoned, be will do his
best to be assigned 1o the case. The police officers” churac-
teristics can be rolled up i necessary.

Abba Shanuda’s Plan

If the tnvestigator decides to trust Abba Shanuda, his plan
is that the investigators should sumimon Mikhay’el{/Khalid
1o their roony, with all present, Abba Shanuda will hide in

a side room. When Mikhay'sl is there, they will bind and
gag him as quickly as possible.

If the investigators decide to do this, Mikhay'el will
siasturally strugzle, and the investigators may even fail to
subdue him. When ihe investigators bave gagged and
bound Khalid, then Abba Shanuds will come into the
room and tell the investizators that il is time for the
second part of the plan, He will ask for Thotht's Dagger If
he is lent it, he will then pérform. the spell of Summon
Dimensional Shambler, using Thoth’s Dagger, and warning
the Hwvestizators all the while to stand back and, if they
fear the Unknows, to shield thelr eves, When the Shame
Bier materializes, Abba Shanuda will flourish the dagger,
ard the monster will obey him, constrained by the dag-
ger's ococult might. Al investigators and non-player
charscters, includiag Shanuds himself, muust make Sanity
rofls. Abba Shanudy will then command the Shambler to
carry. the Horrifled Khalid off joto dimengional chaos,
which it will do. All is not necessarily well now, for even
il the Shambler succeeds, Khalid will mentally contact
Nyariathotep himself for help. Also, the investigators
might well have guestions as to whether they have allied
themselves with the right man at this point, after seeing
what heis able to do with the dagzer.

After Khalid is dispatched, Abba Shanuda will take the
investigators along into the ruins of Khemenrn that night
to destroy the dugger and end the curse. There he will
contact one or more of the ghouls dwelling there, using
his. Contact Ghoul spell, The ghouls, once they see the
dagger, will lead the party to the temple of Nyatdathotep.
The ghouls speak only debased Arabie, so that, aside from
Abba Shanuds, the investigators might have trouble
communicating with them without g translator. The
ghouls will lead the investigators to the secret door in
the temple of Thoth wnd descend with them into the cata-
combs, When the ghouls appear, the investigators, includ-
ing Abba Shanuda, witl have 16 make appropriate Sanity
rofls. As the party creeps through the catacombs, there is
a pood chaner that other ghouls living therein will v o
stop them, The investigators may have to Gght thelr way in.

Khalid's Plan

If the investigators do not join Abby Shanuds, but decide
o stick with Khalid, Khalid will lzad them to the ruing
and jnte the catscombs, He will then lead them around
inside the catmcombs antil they are thoroughly lost, and
Khalid s convinced that the investigators are incapable of
finding their way oul again. He will then summon the
ghouls dwelling thereln and command them to take the in-
vestigators., I the ghouls succeed in overpowsring the
investigators, all the surviving iovestigators will be taken
to the temple of Thoth, imprisoned, and later sacrificed
one by one to Nyarfathotep, Their only hope is that some-
how Abba Shanuda {possibly aided by some honest Egyp-
tian police officers) makes 3 rescue attempt. If this hap-
pens, it should not be until ane or more of the investiga-
tors have been sacrificed. They cannot depend on outsid-
ers 10 save them once they have failed,

If the investigators try (o join Abba Shanuds and
capture Khalid, he will attempt 10 escape, IT he fails, he
will mentally contact Nyarlathotep. After Khalid s
carried off by the shambler, Nyarlathotep will arrive in
human Torm and attempt to regain the dagger andfor de-

.



stroy the investigators. Nyarlathotep Is fully aware of the
dagger’s power 10 send him back fo the outer dimensions,
5o he will not risk an immediate assuult. He will appear in
Ashmunayn as an Egyptian peasant and trail the investi-
gators in his human form. The investigalors may try
a Spot Hidden to notice their tracker. If one of the
investipators saw the statue of Nyarlathotep in the Ne-
tional Museum, and makes an Ides roll, ke will recognize
the resemblance, and wonder who the man could be.
Nyarlathotep will fry to steal the dugger: If he ever gets
ani investigator alone without the dagger, that investigator
will be slain brutaily and instandy.,

If the investigators don’t eapture Khalid, but go 1o the
ruins and catacombs (either with or without Abba Sha-
nuda}, Khalid will summon Sand Dwellers to try and stop
thern. These will come out of the desert on the side of the
Nile Valley and stalk the nvestigators, possibly coming
into the city of Ashmiunayn at night and waiting for
the investigators among the ruins,

Sesing a Sand Dweller forces a viewer to make a SAN
rollor lose 1D6 SAN.

Sand-Fhweller One
POW 8 DEX 13 Armor/Hit Pt 3/17

SKILLS: Hide 70%, Spot Hidden 60%
Claw Atfack (x2) 35%, 2D6 damage

Sand-hweller Two

POW 7 DEX 14 Armor/Hiz Pt 3/13
SKILLS: Hide 30%, Spot Hidden 40%
Claw Atfuck (x2) 45%, 1D6+1D4 damage

Sand-Ehweller Three

POW 8 DEX 8 ArmuorfHit Prs 3/17
SKILLS: Hide 0%, Spot Hidden 70%
Claw Attack (x2)45%, (D6 damage

Sand-Dweller Four
POW 3 DEX 14 Ao/t Pis 3116

SKILLS: Hide 65%, Spot Hidden 55%
Claw Attack (37 35%., 1D6+1D4 daniage

Sund-Dweller Five

POW 12 DEX 15  Amwr/Hit Pz 3/10
SKILLS: Hide 75%, Spot Hidden 65%
Claw Attack (x2) 50%, 1D6+1D4 damage

Sand-Dhweller Six

POW 11  DEX 13 Armot/Hit Pis 3/13
SKILLS: Hide 75%, Spot Hidden 55%
Claw Attack {x2) 35%, 1D6+1D4 damage

The Buins of Khemennu {(Hermopolis)

The ruinsare north of the city, and at the fime the investi-
gators are here, have not yet beep excavated (the excava.
tions took place 1930-1939). The map Is based on maps
drawn by the excavation teams. The ruins look like 2

serfes of knolls and hillocks, but are in reality 2l ruined
buildings, The investigators will not themselves necessarily
know which ruin Is what or where to go.

Sample of Ruins at Khemenmi
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If they are alone (neither Shaluda nor Khalid with
them} they will have 1o rely on the accursed’s memory of
his visions te guide them to the place they want togo. If
the accursed has reached vision 6, he can lead them fo the
ternpie of Thoth in the ruins, If he has reached vision 7,
he can goide them to the seoret panel in the temple ruins,
If he has had vision 8§, he ¢an goide them through the
eatacombs benzath the temple-of Thoth, to some extent.
If he has reached vision 9, he can lead them directly to the
terriple of Nyartathotep at the bottom of the catacombs.

Although the sccursed Hag been here in the eatacombs
before in spirit, he could still make an error. Every hour
that the accursed tries to lead the investigators through
the catacombs, he must make an Idea roll. If he fails i1,
then he will lead the group astray. The Keeper will be
guiding the investigators, of course, stating that a cerfain
path is the way the acoursed investigator remembers they
ought to go, When the investigators get off on the wrong
track, the first turn thereafter, the accursed can try an
Tdes roll. I he makes it, he will realize he went wrong
some time ago. If he fails it, he can try again until he
finally makes it several turns later,

If they are with Shanuds, be will summon 2 ghoul to
guide them, BEven in this situation, the accursed will recog-
nize the area and will be able to help guide the party in
and out.



i they are with Khalid, he will know perfectly well
how to guide them. He will attempt to guide the investi-
gators to the point where they will be captured by ghouls
and cultists. One hope the investigators have is that the
accursed. could recognize that Khalid is leading them
astray. I he makes an Keas roll, he will know with perfect
certainty that Khalid is doing so (if the accursed has
reached this point in the visions by now). When Khalid
protests that this is the right passage, the investipators
could reshize that perhaps Mikhay'el/Khalid may not be
telling thern the truth,

. rt}mdﬂe
Pits

The Catacombs

The catacombs themselves are dank musty dark corridors
in wihich seons of dead have been sntombed. There are
numerous wall niches holding moldered corpses and
mumies. Dwelling here Is also a poodly assortment of
living beings: rats, snakes; Egyptian tomb bats, scorpions,
and so forth., Some of these creatures have grown un-
naturaily large, possibly due to the unhealthy proximity
to the altar to Nyarlathotep, The characters should be
tamialized by hints of this, Perhaps they get a glimpse of 2
red-eyed val two feet long scuttling around a corner, ora
scorpion a3 big as u lobster. The snakes here include
desert adders and cobras. The Keeper should have the
party assaulted every now and then by these grisly onder-
ground denizens, to keep them on their toes, to add to the
horror, and to emphasize the difficulty of traversing these
hoerid tusnels, There are several pitfails and cavings in

of the tunnels as well. The Keoper can throw these in as
desired. They may be handy to set up a dramatic situa-
tion: a large pack of bloated, enormous, deformed raty
could chase the investigators into a tunpel which turns out
to be blocked by rubble — a dead end. These tunnels are
under the water level during high Nile, and are extremely
moldy and dank, The tunnels are prevented from being
deluged only by aeons-old magical reinforcements,

THE CROCODILE PIT: The area marked appropriate-
ly on the map at the left is the crocodile pit. It isalarge
pool of water connected by an underground stream 1o the
Nile, Several large nasty erocodiles reside here, I the investi-
gators wander into this area, they will almost surely be
forced to encounter one of these saurians, The numberof
crocodiles encountered is up 1o the keeper, butan interest-
ing possibility is 1o have the first crocodile encounter be
with only a single 'mongter, then the second with 2.3, the
third with 4.3, and so forth as they nesy the pit. As
they move away from the pit again {if they choose a
different route)} they will meet crocodiles in lessening
sumbers pnce more, At the pit itself, perhaps there should
be a dozen or more of these reptiles.

Al crocodifes can either bite of strike with g taf lash in
# given round. They cannot do both at once, If a tail lash
connests, the target must match his STR against the croe’s
STR on the resistance table or fall down,

Nile Crovodile One (16 feet fong)
STR28 POWO DEX &

Bite 70%, 1D10+2D6 damage
Tail Lash 60%, 206 damage

Armor/Hit Pt 7124

Nile Crocodile Two {10 feet long)
STR27 POW 10 DEX9

Bite 70%, 1D10+2D6 damage
Tail Lash 90%, 2D6 damage

Armor/Hit Pis 7/26

Nile Crovadile Three (15 feet longl
STR43 POW 12 DEX4

Bite 65%, 1D10+4D6 damage
Tail Lash 50%, 4D6 damage

Armor{Hit Pts 10/34

Nile Crocodile Four (7 feet fong)
STR19 POWI0 DEX 1D

Bite 40%, IDIO+1D6 damage
Tail Lash 350%, 1D6 damage

Armor/Hit Pts 3/16

Nite Crovodile Five {7 feer long}
STR17 POW7T DEX 12

Bite 45%, 1D10+1D6 damage
Tail Lash 35%, 1D6 damage

Armor/Hit Pis 3/14

Nile Crocodile Six {12 feet long}
§TR30 POWI12 DEX 1t

Bite 0%, 1D10+3D6 damage
Tail Lash 753%, 3D6 damage

Armor{Hit Pts 8/25

"



GHOULS: There are a number of ghouls inhabiting
various parts of the catacombs. The area marked ‘Ghouls’
ot the map fo the right is the region where they are most
numerous is also where they have their lairs, They wander
sbout everywhers in the catacombs, however, They will
usually obey the commands of high-ranking cultists, and
are sometimes used as guards by the cultists. The accursed
will be alle to recognize a ghoul as resembling the statue
he saw in vision 6 or the guard he saw in vision 8. The
Keepar can have the ghouls appear at intervals. One way
to randomly determine when ghouls sre eacountered is
for the Keeper to roll a D6 each turn, If 2 1 is yolled,
ghouils are encountered, On the upperlevel, a single ghoul
will appear the first time the result is obtained. The
second time, two ghouls will show up, and so forth. On
the lower level, the ghouls will start out with 1D6 ghouls,
then 206, then 3D6, and so on.

The ghouls may not attack into strong light, or if they
are-oulnumbered by the investigators, If Thoth's Dagger is
displaved, the ghouls will be cowed, and refrain from
attacking.  Meeting ghouls in the dim light of the cata-
combs will, naturslly enough, cause investigators to sk
Sanity. Make a normal 8AN check every time ghouls are
met. A fafture causes 5 loss of 1D6 points of SAN, and a
successful roll loses no SAN. However, the most Sanity
that can be lost through seeing ghouls in a single night s &
points, Alter 6 points have been lost, no more Sanity can
be lost through ghouls alone thal night. H the investi-
gators gre hardy snough to penetrate the caverns 2 second
might, they can again lose Sanity, fKeeper’s Note: Using
Fhoth's Dagger Is anideal way for the vestigators to foil
Khalid's plan 3o entrap them. When Khalid calls the
ghouls to vapture the investigators, the Investipators
showld  brandish the dapper, und force. the ghouls 1o flee,
The westigetors can then grab Khalid themselves. Of
course, if the investigators are too dow 1o think of this,
o0 bad for them. )

Ghouls ean attack three times per round, once with
Bite and twice with claws. Firsarms do only half damage
o a ghoul,

Ghoul One
STR 19 POW 12 DEX12
SKILLS: Hide 65%, Sneak 90%

Bite 35%, 1D6+1134 damage
Claw (x2} 35%, 1D6+1D4 damage

Hit Pts 13

Ghoul Twe
STR 20 POW B DEX 11
SKIL1S: Hide 55%, Sneak 50%

Bite 40%, 2D4 damagse
Claw €x2) 35%, 2D6 damage

Hit Pis 12

Ghond Three
STR16 POW¢Q DEX 11
SKILLS: Hide 65%, Sneak 70%

Bite 25%; 1D4+1 D4 damage
Claw (x2) 25%, 1D6+1D4 damage

Hit Pis 12

5

Ghoul Four
BTR14 POWI3 DEXI2
SKILLS: Hide 60%, Sneak 30%

Bite 45%, 1D6+1D4 damuge
Claw (%2} 55%, 1D6+1D4 damage

Hit Prs 14

Ghoul Five
STRI8 POWI3S DEX1i5
SKILLS: Hide 50%, Bneak B0%

Bite 35%, 2D6 damage
Claw {x2) 35%, ZD6 darmage

Hit Pis 14

Ghonl Six
STR 1S POWI3X DEX16
SKILLE: Hide 60%, Sneak 80%

Bite 30%, 106 damage
Claw (x2} 45%, 1D6 damage

Hit Pis 13

Ghoul Seven {Master)
STR24 POWI8 DEX1is
SKILLS: Hide 95%, Sncak 95%

Bite 95%, 3D6 damage
Claw 95%, 3D6 damage

Hit Prs 18



FINAL NOTES: The walk through the catacombs should
not turn into a monster-fighting free-for-all, but should
rather be a matter of seeing grofesque figures and scuttling
Things in: the shadows, and the fear of lurking terrors
beyond the next corridor. Occasionally these fears might
break into awful reality ~grisly deformities lurching from
the dark fo attack—but most of the time is spent building
up tension and dread.

Nvyariathotep's Temple

The temple itself is a fably simple affair. At the time the
investigators arrive there are no ceremonies going on ang
the temple will be deserted (cerernonies are held but once
mantlily, at the full moon.} At the far end of the temple
iz the altar and statue of the Crawling Chaos, in the form
of 4 back sphinx with a smooth, featureless oval Instead
of g face. This sphinx is carved with vardous unappealing
figures, and the faceless form seems to-walch the investi-
gators at all times; The hvestigators must lose 113 points
of Sanity for seeing the altar and statue the first time. On
subsequent visits, they need Jose no Sanity,

If Nyarlathotep has not yet mep the investigators, he
will appear to them when they arrive in his temple. He
will show up in human form {and will be recognizable 1o
any investigator who saw his statue in the Cairo National
Museum), He will thank the investigators {in Oxford
English) for coming so far to return kis property, and re-
quest the dagger. He smoothly promises safe conduct out
of the temple for the investigators. If the Investigators are
50 craven 4310 glve the dagger back, they will, indeed be
allowed 1o go in peace, all byt the acoursed. For the soul
of the accursed “is already mine.™

If Abba Shanuda is present, he will cringe in fear when
he first sess Nyarlathotep. However, he will then iry to
take the dagger from whomever is carrying it and attack
Nyarlathotep with i, Assoon g he is assaulied, assuming
he i3 not struck, Nyarathotep will begin o balloon
outward, his hands will turn intechorrible jointed clawlike
structures, and his head will swell and distort, His final
form will stand over twelve Feet high, a skeletal horror
with a wildly malformed head like the toothless ghull of 1
human embrye, and o filthy ragged robe, Sesing this
transformation will cost. 1D20 Sanity to anyone failing
a Sanity roll {1D3 otherwise}. If ithe investigators rermain
for longer than three rounds, Nyarlathotep will finish his
transformation, and the investigators will have to muke
another Sanity roll or lose 1DI00 Sanity. Bven 3 sue-
cessful roll will cost 1010 Sanity. If Shanuda can hit the
deity with the Dagger of Thoth, Nyarlathotep will begin
to steam, shrink, and wither until nothing is left but a
stench so foul all the investizators must make CONx3 rolls
on D100 or collapse in 4 swoon. They will not he able to
awaken for at least 2D6 hours, Nyarlathotep will now not
be able to return to this world satil the sext full moon, It
i possible for an investigator te fry to defeat Nvar-
lathotep with the dapger himself, Whoever strikes {and
thus manages to dispell} Nyarlathotep with the dagger
will gain 310 Sanity through this partiad defeat of the
deity. Anyone watchlng this victory will gain 1D10 S8AN,

Nyaslathotep will, of course, defend himsell. Each
round, he may do one of three things to slaughter the

B

player-charseters. First, he could attack physically, He
will only do this once he has fully transformed: 1o mion-
strous forma I he his, his massive claw or spinedike
appendages will do 3D8 points of damage. He will attack
twice per roumd, and each attack has a 85% chance of
hitting. Since Nyarlathotep will not be fully transform-
ed into monstrous form for thiree melee rounds, Be can-
not attack physically Tor the first few rounds. His other
aitack consists of web-like strands of energy, Glaring eves
and open grinning mouths are visible within the blast,
which is sickly green. These webs spin rapidly out of
Nyarlathotep’s form and into the chosen target, who takes
damage equal 10 the magic poinds Nyarlathotep espends.
In this case, Nywlathotep will spend 20 wiagic poinis per
atfack. He has 100 points of POW, 5o he will only use this
method of attack 4 tmes. Nywlathotep’s final combat
tactic in this underground chamber will be 1o expend
several magic’ points and summon Servitors of the Duter
Gods: These servitors will seemn to roll inthrough eracks in
the air. They will fight for Nyarlathotep and will remain
after Nyadaihotep has bess dispelied. Hitting them with
Thoth's Dagger will dispel them as well. The Keeper
should use whatever tactic is best for Nyarlathotep and
seerns best suited for Reeping him safe from being struck
by the Dagger.

If Nyarlathotep is finally dispelled, the investigators
can attempt to dispel the curse of Thoth's Dagger. To do
s¢ will reguire a complex ritual chant and march, which
will include the permanent loss of a point of POW from
the accursed, and from at least 2 other members of the
party. A working Elder Sign must be carved on the altar
{which requires both knowledge of this sign and 2 polnts
of permanent Power from the engraver), and the dagger
must be plunged into the center of the sign. The dagger it-
self will then fuse into the rock, The Elder Sign both per-
mits the fusion, and blocks off ity mystic powers. Once
this is accomplished, not only will the curse’s effects end,
but the dagger™s efficacy will be destroyed and the altar to



Nyarlthotep defiled to the point that his minions will
either have to abandon the tenple or go through difficult,
involved, and dangerous rites of cleansing,

The investigators must now return through the perils of
the catacombs to the outside world. This trip back through
the catacombs may be more dangerous than the original
trip, now that the cultists have probably been alerted 10
the presence of the investigators by the noise of Nyar
lathotep’s battle, and also now-that the investizators no
tonger will have the dagger in their possession,

Is they finglly escape, Shanuda, if still with ihe group,
will offer to take the investigators to the monastery at

5t. Pakomios, where they can retreat into meditation and
comtemplation. Each month spent at St. Pakomios will
increase each guest’s SAN by a single point (up to the
maximum aliowed).

Kheft-ek eriaw en set
Sebau Kher
FThine enenyy is given to the fire;
The Fvil One hath fallon.”
The Egyptian Book of the Dead
Ch.13,11,9-10

introduction

Ini the Blazing deserts of the lifeless Empty Quarter of the
Arahizn peninsula, almost: entirely buried by ¢ndlessly
moving waves of sand, les an ancient city of dark terror.
Time has benevolently erzsed its name from the memory
of 21} living men-it is the **City Without 3 Name”—and
anly echoes of its foulness have crept down through the
centuries in arcane snd wormeaten parchments written by
shaking hands with insane words in forgotten blasphemous
seripts, Yet, when Man forgets a horror, that horror does
not necessarily die—indeed, forgotten horrors may be the
most horrible of sll. Dread socrets lie buried in the sands,
requiring only 4 blowing wind to be exposed once more to
the unsuspecting world.

This scenario i5 a continuation of Thoth’s Dagger. At
the end of that scenario, the investigators found them-
selves In Ashmunayn {sssuming they did not end their
existence in the clutches of Nyaslathofep’s disgusting
minions), 4 city on the Nile in central Egypt. Unfess he
had the misfortune o be killed (or worse}, Abba Shanuds,
the Abbot of the monastery of 51, Pakomios and member
of a league of Coptic priests fighting against Egyptian cult-
ists of the Elder Gods, would be with the investigators.

T

by

Contining the adventure begun inn Thothr's Dagger, an investigator receives a vision of
rabbdlistic significance feading wrimately to the lost city of lrar in the deépths of Arabig,

Williarn Hamblin

However, it is also possible to play this scenario inde-
pendently, If this iv desired, the keeper should skip part
1, “The Monastery of 8. Pekomios.” In this case the
keeper should devise some other regson for the investigs.
tors 1o go to Jerusalem, A journalist could be assigned to
cover an important story there about some political or
religious event, Investigators on vacation dould go there as
tourists or pilgdms 1o see the marvels of the Holy Land, If
one of the characters & Jewish, he could g0 to meet with
a famous rabbi (such as'the one mentioned in part 2 be.
fowy. H the charscters have not already met, theycan do
s on board ship during fravel {o Jerusalem. Whatever the
mutivation, undess the investigarors have previously plaved
put the scenasio, “Thoth’s Degger,” they should be
swiftly moved to Jerasaleny and part 2,

Part 1, The Monastery of 8t. Pakomios

The investipators are brought by Abba Shanudz to the
monastery of St. Pakomios, an ancient building complex
in the eastern deserts of Eaypt near the shore of the Red
Bea. If Abba Shanuds is dead; they can make their way
there anyway, remembering that Abba Shanods had prom-
ised them that if they needed aid, the monastery would
always be open to them. The monks there will welcome
the investigators as herces for their efforts in helping



stymie the evil Myarlathotep cult which had so long
oppressed them. The investigators are welcome to stay at
the monastery as long as they desire, where they will be
given free room and board, Furthermore, Abba Shanuda
tells them that they always have a place to stay, study, or
retreat from the world whenever they are in the area,

For each month the investigators stay in the monastery
studying and meditating with the Coptic Christian monks,
they may each increase their SAN one point. Further
more, whils there they may study Arabic, Greek, Coptic,
or Egyptian Hieroglyphics and increase their skills in those
languages, If the keeper desires, there may be 2 couple of
Cthuthu Mythos books found in the monastery library
which the investigators may read (though not borrow),

When the investipators decide to leave, Abba Shanuda
will give them a packet of important documents which he
says he can not trust to the mails, and asks the investiga-
tors to deliver thern 1o 2 Rabbi Eleazer ban Zakai in Jeru-
salemn, With this packet, which the investigators are asked
not to open or read, they should now make their way to
Teragalain,

Part 2. Rabbi Eleazar ben Zaksi

If this scenario is used a5 ¢ continuativn for “Thath's
Diapger,” the investigators will enter Jerusalem with speci-
fic instructions from Abby Shanuda to deliver some im-
portant manuscripts to Rabbi Hleazar ben Zakai, They
will therefore have his address and be able to find his vesi
dence easily. They may feel somewhat nervous about
sarrying the important documents from Abba Shanuda
with them, and will hurry 16 find the tabbi and deliver
their parcel. After presenting their letter of introduction
and handing over the papers, they will soon find them-
selves drinking tea with one of the most brifliant Hebrew
scholars in Jerosalem,

I this is being played as an independent scenario, the
keeper pmust devise some way for the investipators fo he
introduced to Rabbi Eleszar. This is best sccomplished if
one of the fnvestizators is.a Jewish student who had heard
of Rabbi Bleazar In America snd has letters from other
rabbis in America to deliver, or who wishes 19 meet the
great scholar. A journallst could have an sssignment
to interview the rabbi for z religious article in a news-
paper or journal, If ail else fails, the keeper can have the
investigators rescue the rabbd From an asssult by mugges,
after which they will be invited to his epartment for tea.

Thus, to matter what, soon-aftér their arrival in Jeru-
salem the investigators should find themselves drinking a
cup of potent Middle Eastern tea (the unstrained kind
with Sogzy black tea leaves and sterns-and Allak only
knows what else—settled in the bottom of the cup}, with
the picus Rabbi Eleazar,

Rabbi Elearar ben Zakai s a tall, lean, though wizened
figure in hisseventies, with long white hair and beard, and
bearing the curly locks of a Hasid, He is dressed in the
traditional long bluck frock of the Orthodox Jewish Ha-
sidim, and always wears a4 black broad-rimmed hat out-
side, und a black silk skullcap indoors. His English is good,
but not idiomatic, sad his deep brown eyes have at once a
sharp penetrating powsr and an otherworldly gaze. His
characteristics are notl important, bui he is extremely ine
telfigent and learned, with deep knowledge in Jewish oc-
cultism and mysticism,

The room in which the investigators sit resembies noth-
ing so much as 3 rare book room in an aneient library.
Every wall and nook in the chamber is crammed with
ancient leather-bound tonies and crumbling manuscripts.
Most of the books are in Hebrow, with a smattering of
German, French, Halian, Arabic, English, and other
varions and sundry volumes. A large table occupies most
of the room, and is covered with stacks of open volumes
and piles of papers and manuscripis. The investigators sit
on rickety chairs chatting as the rabbi vigorously slurps his
tes in the traditional Mid-East fashion.

“B0,” the rabbi says, "Aze any of you Jewish?”

If ane or more of the investigators are, indeed, Jewish,
the rabbi will respond with notable defight, questioning
them on the conditions of the Jewish communities in
Aumerica, ete, On the other hand, he will not be upset if
none of the investigators are Jewish,

*1 assume vou have read the Torh (Old Testament)?”
he will say no matter what the response to his first ques-
tion. “It is my greatest joy to meditate night and day on
the Words of the Holy One of Israel, Blessed be He.

“Which of you knows who was the prophet wha be-
held the magnificent Merkaba of the Almighty-how do
you say in English—ves, the Chariot of God?™ The keeper
should make the players answer for thelr investigators
from thelr own memories and if, Heaven forbid, none
knows the answer {it is Ezekiel}, they will receive a lengthy
iscture from the rabbi op the bmportance of studying
2 passage from the Torah every day. [Keeper's Note: The
rabbi is referring fo one of the most Imporignt incidents
in the (Hd Tesrpment from the Kabbalistic point of view,
thar ¥, Ezekiel’s vision of God as described in Feekict
chapters I and 10, Any investigator succeeding own an
Deeult skill roll will recognize that the rabbi s doubtless
a Kabbalist |




Eventually, the rabbi will continue. “Bzekiel was ong
of the greatest of the prophets, and his vision is a pattern
for us all if weé 100 desire to commune with the Lord, the
God of Isragl, as is explained in the great and mystic writ-
ings of the Kabbala. But now, if you will excuse me fora
moment, { must make my prayers. You may all pray with
mé tow, even you Christians.” The rabbi passes out skull-
caps for sach investigator (and veils for any women pres-
ent} and, after arranging his praver shawls, begins slowly
rocking back and forth, murmuring Hebraiv pravess. And
now the Horror beging.,

Keeper's Note: as the rabbi prayvs, one of the vesti-
gators experiences flashes of a vision, The character with
the highest knowledge of Read Hebrew will receive it
If no one knows any Hebrew, or there & a te Jor highest
skill, then the character with the highest Occult has the
viston. IF there is another tie, then the charocter with the
highest Power has the vision,

There is nothing inherently shocking in the vision, but
the kecper should take care to reveal the full implications
af what is seenr only. bit by bit, The keeper can vead or
puraphrase the following pussage 1o the lnvestipator having
the vision,

*“You see nothing. Pure blacknesy surrounds you. Have
you suddently gone blind? Now you begin to see stiange
symbeols in your mind, growing in brightness until they
seem to be flaming. [Keeper's Noter These symbols are
Hebrew letters—found in the adjacent box—which should
be shown 10 the investigator having the vision, If the investi-
gator hasa 5% knowledge of Rewd Hebrew or maore, he
wifl recapnize the letrers ) These symbols blaze in vour
mind until they are indelibly burned in your memory, and
now slowly fade, and again you see only pure blackness,
Now the blackness dissipates like a tnist. There beging to
appear fo you the outlines of a magnificent city coming
into view. It seems archalc, built of hewn stone, bul &
splendid and in good repair, though no inhabitants or
vegstation are evidént. The most noticeable thing about the
city 1s the numerous columng which are an integral part of
all the buildings, There is 3 strange unearthliness about the
¢ify, as if it were buill on some slightly warped geometric
principle. The vision of the city will remain for & moment,
then above the city, in black letters, will appear more
strange symbols, fKesper’s Note: Found in the adjscent
box.] The letters and. the city slowly fade from view,
and your normal vision finally reterns”

The entire vision lasts only a few moments, during
which the Investipator cannot move or speak: 1D3 BAN &
fost for having the vision unless a SAN roll succeeds. It so
happens (snd not coincidentally) that the vision ends at
the precise moment Rabbi Eleszar stops praying. The
investigator involved will probably gasp, stagger, or cob
fapse from the effects of the vision which, although not
stresious, are ceriainly disconcerting, When asked what is
the matier, the investigator should proceed to tell the
group of his vision.

i the investigator has any knowledge of Read Hebrew,
he can write out the letters he saw. If not, Rabbi Eleazar
will ‘ask hint to copy the signs from memory, which the
investigator will sasily be able to do.
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Whan these letiers have been presented (o the rabbi, he
witl study them for a few moments, then say, “The
second phrase iy straightforward-enough, The letters spell
out in Hebrew Lo Shem, which means no name, name-
less, ur without a name. 1 presume this phrase has refer-
enice o the ¢ity of the vision, weaning that it is & gty
without 3 pame,

“The first phrase s more difficult, however, If you are
unlearned, T must explain that the ancient writing system
for Hebrew had no symbols for short vowels, and as the
firet word In-the vigion is no standard Hebrew word, Fam
at # loss 98 to how comectly to pronounce it The letters
are C-D-W-L-H, perhaps best pronounced for now a5
CaDaWalaHa, bot one can never be sure in these matiers.

“Be that as it may, T believe that the key 1o this mys-
tery les in the Gemurig—the hidden Kabbalistic meaning
of the first - word of the vigion. Let me meditate on this
matter for & few momenis, and perhaps the Redeemer of
Israel will enlighien us further.”

Rabbi Elearar then sits down and says nothing {or a
few moments while staring at the paper. As he sits and
ponders the Kabblistic message of the word, his face
grows: grim, and he muttery, "No, there Is o mistake ..
This is not possibie.” His face turns ashen, his eves widen
with horror, he gasps, lurches to his feat, and, halfcollap-
sing, prips the arm of the investigator nearest, grosning,
“Shayvkh Abdurrshman ., 8an’s .. He falls to his knees,
clutching his chest, and whispers in a croaking voice,
“Sherma Yisrazel, Adonai Eloheena., Adonsi . and he
slumps forward onto the floor, A quick examination will
reveal that Rabbi Eleazar ben Zaksi is dead.

Keeper's Notes: The keeper should keep the favestige-
tors inftplly i the durk about most of the following
information, revegling it slowly only giter extensive res
search on the Investigators’ paris, with approprinte skill
roifls andd using the methods outlined below.

The investigators may be somewhat fearful of this
vision, especially if they have played “Thoth’s Dagger”
Not to worry. In this case the vision was caused by Divine
Powers, or, at lesst, beneficent forces, Babbi Eleazar™s



pious prayvers summoned blessings on the investigators
which took the Torm of the Kabbalistic vision, the pur
pose of which is to give two basic clues to the investiga-
tors which can guide them to the City Without a Name,

However, there are numerous mysteries 1eft open to
the investigators at this point.

First, why did Rabbi Eleazar die~natural or magical
causes? The keeper should keep them in the dark. A
miedical exam will reveal hewrt failure as the officid cause
of death, but s we all know, there are many ways the
heart may fail. As for Rablbi Eleazar’s death, the rabbi was
one of the grestest Kabbalists in the world and his exten-
sive kmowledge of that ocoult science enabled him to
quickly grasp the full myystical significunce of the first
word in the vision, C-D-W-L-H. When its true meaning
becwme clesr 1o him, the shock of the revelation was too
miuch for his sged heart, and he suffered a fatal coronary,

Second, what iz the significance of his dying words,
“Shayvkh Abdurrahman ... Ban’z .7 As he was stricken,
the rabbi tried to give a message to the jnvestigators lo
help lead {hem to a solution of the mystery, He has given
them the namie of a member of the League of Light,
Shaykh Abdurrahman ibn Muhammad, 2 scholar Hving in
the city of San’a, the capital city of Yemen in the south
erny Arabian perinsula: Rabbi Bleazar felt that this learned
man would be best able to help the investigators, If any
investigator has o 10% or better knowledge of Asabic, he
will easily recognize "Shaykh” {often mispronounced in
Enplish as “aheik™) as & title of cospect, meaning Hiterally
“slder.” Abdurrahruan ig & common Arabic mame. 17 the
investigators succeed in either an EDUx] or a History rell,
they will know that San'a is the capital of Yemen, What
they will not know v whether the name and place given
by the rabbi was 2 warning against potential evil from Ab-
durrabman, or advice to seek him out,

Thirdly, the significance of the rabbi’s very lagt words
may mystify the investipalors—“Shema Yisra'eel .7 eto.
These words are simply the beginning of the traditionsl
Jewish confession of faith, the Shema, and mean “Hear
(O Tsrael! The Lord is our God! The Lord .7 I the keeper
wishes 1o send the investigators on a wild poose chase, he
can let them pursse that for 3 while, However, i any
investigator has even a 15% knowledge of Hebrew, he will
recognize the phrase, as it is one of the phrases most com-
monly used by religious Jews,

Fourth, what is the strange city seen in the vision, and
what is the significance of Lo Shem—Nameless? The city
try the vision is, of course, the Nameless City, which isto
be found somewhere in the desert wastes of the Rub
ab-Khali {Empty Quarter) of Arsbia. More sbout the ity
and its history is found below, in Part 3. Us name in
Hebrew, L7 8hM, or Lo Bhem, though it has no particelar
Kabbalistic significance, has # hidden meaning, If the
order of the Hebrew letters are reversed, becoming,
MSh "L, the letters now spell out the Hebrew words
Me-She'ol, meaning “From Hell” The Nameless City &y
the city from Hell,

Lastly, the investigators are still in the dark a3 1o the
significance of the mystic word C-DW.L-H. As 2 prelimin-
ary to understanding the meaning, the keeper should read
the scenario’s appendix, “The Kabbalistic Science of
Gematria,” which contains a full discussion of the subject.
This knowledge can prove useful in future scenarios de-

signed by the keeper, as Kabbalism was a famous and
much-used occuit science in the middle ages. Once this
article I¥ understood, the keeper should examine the
following Kabbalistic interpretations of C-D-W-L-H. None
of this information should be revealed to the investigators
except under conditions to be described later,

First, the proper pronunciation of CD-W-LH is
CaDulHu, It is perhaps becorping cléar by now that it is
ong Hebraie form of the English Cthulhu,

The true significance of the word can only be under-
stood through Gematda, There are five major methods of
using  gematris, and the gematrise value of the word
CD-W-L-H will be examined sccording to each of these
five methods.

Merthod One: According 1o this basic method, Cthulhu
has g gemairiac value of 33, which 5 C=8+ D=4 + W=6 +
L=30 + H=5,

o Method Two: According to the “Small Numbes™
method, Cthuthu has a value of 26:C=8 + D=4 + W= 3
123 4 H=5,

Method Three: Adding the square of the value of each
letter. For Cthulhu, this k C=8x8=64 + D=dud=16 +
W=6x6=36 + L=30x30=900 + H=5x8=25 ol of which
aquals 1041,

Method Four: The Series method of adding up the
vaiue of all preceding lotters yields C=1424344+546474
=36 + D=1424344=10 + W=2453440546=21 + L1035
ftrust me) + H=142+43+4445=1 5, gving o totat of 187 for
Great Cihulhu,

Method Five: Filling gives Cthullin g value derived a3
follows: Ol spelled C-Y T=8+10+400=418; D is spelled
DL P=44304400=434; W has three different speliings (see
discussion) of which W-Y-W=8+1046=27 is used here; Lis
spelied L-M-D=30+4044 = 74; Halso has variant spellings,
and the one uséd here is HH=5345=10. Adding il of thése
together gives 3 total of 958, The Speciad Rule is now in-
voked, whereby the number of letters in the word can be
atided to the total value. Shnce ©-0-W-L-H has five letters,
5 is added 1o 958, giving 963 33 the Filled value for Great
Cthulhy,

According to. these five methods, then, there sre five
gematriac values for Cthulhe in Hebrew. In sscending
orifor, they arel 26, 53, 187, 963, and 1041

If we exanine the occult significance of the first aum-
ber, 26, we see that it Is not an intrinsically evil number,
Indeed, it iy the same 23 the Hebrew Name of God,
Jehovaly, or more correctly pronounced Yahweh, of which
the consonants for gematria are Y-H-W.H = 10454645 =
26. Thus, the valge of Cthuthy arrived af by method 2§
equal to the value of Yahwel from method 1. This could
be 1 good sign; meaning that Cthulhe is a part of, or an
alternative name for God. On the other hand, it could be
something which & trying to replace God, and as we shall
see, this latter is clearly the correct interpretation.

H we examine the occult significance of 33, we find
that it is one higher than the gematriae value of Y-H-W-H
arrived at from method 3. Thus it is clear from this ren-
dering that C-D-W-L-H is something that i tryving to re-
place God, in that its value is 26 to Yahweh's 26, and fur-
thér trying to dominate God, s its value is 53, one more
than Yahweh's 52, Nots also that 26426 salso equal to §.

T



Likewise 187, ihe number derived for Cthuthu from
method 4 is one more than the value of Yahweh derived
from method 3, which &s 186, Here again Cthulhu is z
wuirnber irying to surpass and replace Yahweh’s number,

In zddition, there are in Hebrew three other names for
God based on the root L {meaning “strong.or mighty™}.
Thus we have “~L-H-IM, pronounced Elohim, *-L pro-
nounced Bl and “L-WH pronounced Elosh, If we take
the gematriac value for the last of these, Elosh, or “LWH
according to method 3, Squaring, we arrive at ix1=1 +
30x30=900 + 6x6=36 + 3x5=25 all of which add up to
962, This again &s one Jess than Cthulhe's value of 963,

Thus, gematria greatly emphasizes that Cthulbu is a
being attempting to replace or overcome God, in that
Cthulhus 26 equals Yahweh's 26, Cthullin’s 33 is one
more than Yahweh's 32, Cthulhu’s 187 is one more than
Yahrwells 186, and Chulhu's 963 is one more than Bloah’s
962. When Rabbi Eleazar had finished these gematrisc
calealations he began to realize that the name Cthulhn
wag reprasenited bo zemaing by one of the mostevil com-
binations of numeric values possible.

However, it was Cthulhu’s fast value, 1041, which
caused Rabbi Eleazar the final shovk which took his life,
In the Bible, the powers of Darkpess are occaslonally rep-
resented by 2 monstrous beast called in English “Levia-
thae” (mentioned four thmes, see Job 4111, Paalros 74114
and 104:26, and Isaigh 27:1). According to these passages
Levisthan s a monster that dwells in the seg that opposes
god and has Been engnared, The Hebrew gpelling of
Levigthan iy LW.Y-T-N, which has a hasic value sccording
1o gematria method 1 of 3036+104400+700=1 146. Using
the Special Rule mentioned in the sppendix, ¥ ean be
added 1o the value of Leviathan, giving 1147 g5 the final
sematrise value, As mentioned in the precoding paragraph,
one of the names of God i L, which gecording to
method 5 gives g value of 1+105=106. Now, if the value
of God i subiracted from the value of Leviathan, the
result is 1147106 = 1041, which is exuctly the value of
C-DW-LAH socording to methiod 3. The Decult interpretas
tion of this relationship, which when realized caused the
death of Rabbi Eleazar, is as follows: in the Torah, Levia-
than Is defested by God Who thereby saves mankind from
Leviathan™s evil powers. However, if the power of God is
taken away from Leviathan, which in the gematria is rep-
resented by subtracting the gematriac value of God, 106,
from Leviathun's value of 1147, the result is the gematriac
value of Cthulhu, Cthuothu, then, is the monster Levigthan
when God's controlling power is removed, 11 is the power
of Darkness unleashed —Leviathan Unboond!

Part 3, Jerusalem

The investigators now find themselves in a room filled
with books, a dead rabbi, and 3 mystery. If the investiga
tors decide to search the room they can find the following
ftems of interest (with appropriate Spot Hidden or Luck
rolly, at the option of the keeper):

1} The address of a certain Shaykh Abdurrahman ibn
Muohammad in Ban’a, Yemen. This might give the investi-
gators an ides of where to go Tor further knowledge.

23 Numerous letters and references to 2 Rabbi Solomen
ben Yusuf who lives in Jerusalem, He is evidently a geod
friend of Rabbi Eleazar's, and the investigators nyight con-

tact fdm for help. Perhaps the investigators might even
realize that Rabbi Solomon might by able to help them
discover the secret meaning of C-D-W-L-H,

3} A general book in English on Kabbalism, giving 2
+1% to Ocoull knowledge, and a +03% 1o Gematria know-
ledge {a sub-branch of the Occult which will be discussed
more below), if read thoroughly. It takes several days to
study thoroughly,

43 If any investigators can read German, there is shook
by F. Dornseifl, Das Alphabet in Mystik und Magie, which
will discuss the science of gematrin, IF this book is read it
will add +2% to Occult and +10% to Gematria skill. Tt
takes at least 5 week to read thoroughly,

53 If any investigator can read Latin, he can find 2 vopy
of Christian Knorr von Rosenroth’s Kabbale Denudara,
printed in the 16803, which will add +6% to Qccult and
+15% fo Geraatria, It takes at least two months to stady
thoroughly and completely, Reading this book also costs
1D3 SAN,

&) I any investigator can read Hebrew, there s avery
useful book on Kabbalism, Sefer Ae-Zohgr, compiled In
13thcentury Spain. Reading this completely will add
+8%. 10 Deoudt and +20% to Gematria, 1t fakes a1 Jeast 4
maonths 1o peruse, Readers lose 114 8AN,

I the mnvestigators contact the police, they will swiftly
be cleared of any possible charges in Rabbi Eleazw's
death,

There are several lines of action open to the investigators.

Research: With & little #ffort the investigators can
beght. research in any number of libraries in Jerusulem.
They can study Gematrds and Kabbalinm and try o de-
code the arcane meanings of the words and vision. There
mny be any pumber of things that the investigators may
wish 1o learn; including the mesning of Rabbi Eleazar’s
last: words, and discovering who, what, whers, etc. is
Shavkh Abdurrahipuan gnd San’a. The muain thing Tor them
16 learn is the hidden meéanings of the words of the
visions, To do this they must either talk to an experienced
Kabbalist (like Rabbi Solomon ben Yusuf) or learn it
themselves by study. For every 5 points of Oceult, an ine
vestigator is considered to already have 3 1% knowledge of
Gematria, or Kebbalism. To lears sdditional Gematric
knowledge, they may subtract 3D6 from their INT. The
result is the number of percentage points of Gematria
they can leara in s week of hard study. Roll the 306 apain
every week. If an instructor (g rabbi learned i Gematris)
is present; ondy 2D6 s subrracted from the characters’
INTs 1o determine how much is learned, Unce the Gema-
tria skill &8 learned, learning additional Oceult knowledge
will not add to Gematria. Nor will learning Gernatria add
tothe Oceult skill score, though use of Gematria may well
aid inthe solution of many oceult problams,

If the investigator learns Gematria, he may well try to
figure out the meaning and hidden nmumbers of the word
C-DW-L-H. There are eight secrets in this learning; the
five numeric values mentioned above, the proper pronun-
ciation of the word (CaDuLHu}, Cthulhu’s relationship o
the names of God, and Cthulhw’s relationship to Levia
than, this last including his status as Leviathan Unbound.
To lesmn these eight secrets, the character must suceeed in
eight consecutive Gematria skill rolls. The meanings are
discovered In the following order: Method 1 {value 53},
Method 2 {value 263, correct pronunciation of CaDulHu,



Method 3 (value 10417, Method 4 (187), Method § {963},
Cthulhu’s domineering relationship to the names of God,
and finally, Cthuiha®s status as Leviathan Unbound. I one
of the rolls & failed, the character cannot attempt any
more skill rolls, and fails to discover all successive mean-
ings of the Kabbala, In addition to the Gernateia skill use,
the character must have at least a1 10% Cthulho Mythos
knowledge in order to learn the correct pronunciation of
CaDulMu, and he must have ot least o 25% Cthulbu
Mythos knowledge to comprehend Cthulhu's status and
relationship with Leviathan. A student may stiempt to
make the skill rolls to figure cut the full meanings every
month of study.

Finding Rabbi Solomon ben Yusuf: I the investigators
try 10 corrtact Rabbi Solomon, he will prove gasy to find.
He is an EFastern European Jew, short, muscular, and
blond, with slavie fegtures, He s in his mid-forties; and
though religions, does not slways wear the orthodox
Hasidic dress,

Rabbi Selomen ben Yumf

8TR 14 CON113 81213 INT18 POWY
DEX 12 APP7 EDU1I7  SANT78 HitFn i3

SKILLS: Archaeology 20%, Cthulhu Mythos 20%, Gemat-
rig 65%, History 40%, Library Use 70%, Ocoult 30%,
Oratory 40050,

LANGUAGES: English 60%, German 70%, Hebrew 100%,
Polish 80%, Yiddish 100%

Ag is apparent, meeting Rabbi Sclomon would wery
much speed up the research into the Gematriae values of
CD-WLH, I the invesiigators don’l seek him o, the
keeper could arange £ have him meat then in the library
where he can offer his help in whatever research problem
the investigators are obviously engaged in, us they chase
about the Kabbals section of the fibrary. Rabbi Solomon
can tell the investigators most of what they want to know,
but facks sufficient Cthulhu Mythos knowledge to uncovs
er the seeret of the Leviathan connection,

The Traitor

in this scenario, there are five impottant non-player<char
geters whom the investipators can encounter: Rabbi
Solomon, mentioned above; Major Wilfred Cattingham in
Part 4; Shaykh Abdurmabman and Professor von Klappen-
burg in Part 57 and Umar in Part 8, As a general rule, each
of these individuals has an Important part 1o play iy help-
ing the investigators arrive gt the Namsless City, However,
one of them should be a secret traltor—in reality u Cihul-
B coltist alming st preventing the Investigators from dis:
covering the secrets of the Nameless City and destroying
them. Which character s the tralier can vary from see
nario to scenario. The keeper should carefully evaluate his
players and decide which character is best as the villain for
his purpcses. If he can come fo no conclusion, he can
decide randunly.

Whichever individual is the Cthulbu-worshipping traitor
will have normal chwracteristios and skills, with the excep-
tian that his SAN is 4, his Cihulbhy Mythos knowledge &5
0%, his POW iz 17, and he knows the {ollowing spells:
Summon Star Vampire, Bind Star Vampire, Contact
Cthordan, Contact Hound of Tindslos, Contact Sand
Pweiler, Contact Shudde Mell, Dread Curse of Azathoth,
and Elder Sign,

When the traitor joins up with the investigators (each
individusl listed above joins at different points in the ad-
venfure), he will immediately begin to attempt 1o hinder
the advance of the party. He will do any or all of the fol-
fowing things:

He may attempt to steal the most valuable magical
books or items of the investigators, This theft will parural-
Iy be blamed on focal burglars.

He will cerfainly attempl 1o misguide the investigators
with false infonmstion.

1f he feels he is suspected by the investigators, e may
summeon Star Vampires {or Sand-Dwellers, if the group is
currently ing desert arka} to attack the fnvestipators,

Me could provide additional hindrance. However, he
should not overtly sttempt 1o kill all of the investigators
for he wamts them to arrive af the Namweless City, where
they can be used as sacrifices (see Part 8}, Thus, he will
give {he minimum gmount &F information and help re
guired to aid the investigators, but will try to keep them
from learning too much,

The iraitor should occasionally leave soms tell-tale clue
that will help-the investigutors suspect him, Footprints,
special cigarette butts, ete, could be evidence which the
investigntons could uncover using Track or Spot Hidden
skills. If 4 book was stolen, perhaps his hands would be
stained with the moldering leather of the book™s cover.
H fulse information s provided, the investipators might
later learn the truth and thereby suspect the traftor.

‘The keeper should make every attempl to have each of
the important nonglayercharacters join the investipators
on their journey {oven if by Bat). IF, despite all efforts, he
cannot force ail the characters on the party, the traitor
should definitely wind up being one of those that does
zo-with the group,

Generally speaking, no more than 2 single characier
should turh oul to be 8 traitor, but if the party s quite
experienced, more than one might be so. In no tase
should all the non-plaver<hgracters be Cthulhu eultists,

Traveling o Yemen in segreht of Shaykh Abdurrdhinars:
If the Investigators unwisely decide 1o travel dirgctly w
Yemen without doing any research in Jerusalem, they
cun either ke the tain from Jerusalemy, or bost from
Agaba to Jidda. Hither way, the keeper can trv to have
them meet Rabbi Solomon on thelr voyage, which is de-
seribed fully in Part 4,

Part 4. The Journey 1o Yemen

I desired, the journey fo Yemen can pass quite gquickly.
In game time, it will lust two 1o four weeks, depending on
travel connections and local conditions. It should be un-
eventful. There are two possible routes,

Ronre 1. Firsty the travelers po from Jerusalem 1o
Auaba by hired car or caravan; then from Agaba o lidda
by boat, From Jidda, they must take 2 bost to Al-Huday-
da, and thence to San’a by cither caravan or hired car.
This route has g number of advantages. The trip from
Jerusalem to Agaba is olt-truveled, and a car can be easily
hired for the trip: From Aqaba to Jidda and then to
Al-Hudayda are frequent boats, though there is also some
trouble from Arab phrates, Al-Budayds to San'a is o trip
up Into faifdy mountainous country. There is no regalarly
schedoled transportation, but g cor amd driver can be



hired for the right price, and one can slways tag along
with a local caravan,

Rowre 2. Ouv this route, the investigators take 2 hired
car or caravan frors Jerusalem to Amman, Then, they go
fromy Araman fo Meding by train, on the Great Pillgrimage
Railway, traveling with pious Mohsmmedans. From
Meding, 3 car or caravan 18 taken to Jidda, from whence a
boat is taken to AlHudavda. Lastly, a ear or curavan i
taken to San’s. The route from Jerusalem to Amman isin
British-occupied land and is frequently traveled by Euro-
peans. The Gregt Pilgrimage Railway goes repulardy to
Meding, but has the disadvantage of passing through
Bedouin-held territory in which it is possible that the gail
{fnes could be cut or attacks made on the train, In Medina
great care should be taken not to-offend Muslim sensibil-
ities. Though non-Muslims are permitted in the city out-
skirts, none <an enter the sacred precincts of the Mosgue
of the Prophet Mubammad. The trip from Meding io
Hdda is a well-traveled trade route, but subject 1o danger-
ous brizand atiacks, From Jidds to San’s the route is
identical to Route 1.

The keeper can simply allow. the investigators to arrive
safely at San'a, taking two to four weeks, If this isdong,
the keeper should skip the following sections, going dir-
gctly to the “Special Events™ wible below. Those keepers
wishing to prolong the scenario’s énjoyment and have a
Bit more excitement can bave the Investigators make the
journey in detail using the charts sod descriptions below,
The first thing to do is for the investigators o pick the
route they wish to take. The keeper should give the play-
ers only the information given above about the two
routes. Specific information as te prices, exact travel
times, e, can only be obtained when the investigators
arrive at the next stage of their journey. Thus, the cur-
rent cost of taking a car from Medina to Jidda is unknown
in Aswman or Jerusalen, The following 1able gives an vut-
lne of the travel time, expenses, and possible svents of
the joursey.

W&i EW & TABLE (all times gwea m éays}
_ Route One
Chance of
‘ Bm&owm Cmt in$
0% $50/day
none $1fday/person
W% $25/person
‘ . 20% §15/person
1 3w - §75/day s
1D343  none ﬁ$i ﬁ%fi!gms{mfday .
. Route I@a
Stage of | Chanceof : .
Journey Breakdowns . o Costin%
- 35!3%1%:1? ﬁmmaﬁ-"’ - 10% . §2.50/person
« . none $liversonjday
- Mmﬁﬁi@k&;ﬁa - W% ﬁﬁg’pﬁs@ﬁfday
'.‘Me;{im:;’iﬁicﬁzis | 30% $750day
. ‘ none 51 %fpemmfﬁmﬁ .,
» I:déa{&i Hﬁﬁﬂyd& ‘
Aﬁiﬁa, dg yé‘{ﬁma
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Explanation of the Random Events Table

MODE OF TRANSPORTATION: This refers to the type
of fransport used. Carg refers either 1o motor-cars which
can carry Tour people and their luggese, ortolarger buses or
trucks, which corry eight people and luggage. Trucks cost
halfiagain as much ag cars. One of the passengers nvust
be the. driver, and vehicles carmot be.rented without a
driver, soa car carries only three investigators, and 3 truck
only seven. Cirvan means that you have purchased a ride
on & vamel snd a place in a caraven-along with many local
people, This type of tramsportation s slow, dirty, and tire-
stne, but cheap, Ship is traveling by craft which are def-
initely not classed as luxury lners. Eoropeans are given
their own, more expensive berths, while locals trave! on
the decks. Frafn-again, Buropeansend natives are segre-
gated, many natives traveling on the train roof.

DELAY TIME: This will tell how many days the tvesti-
gators will have to wait in the area before the type of
transporfation desired can leave, The range is established
by mliing the appropriate dice. By paying fwice as much,
a car's owner can be persnaded to leave a day carlier.

TRAVEL TIME: This is how many days it will take to
get to the desired destination, barring breakdown,

CHANCE OF BREAKDOWNS: This is the percentage
chance of having a mechanical breakdown while traveling.
If # breskdown occurs, a traln or ship will be stalled and
delaved Tor 1D3 days. A car must be repaired using Me-
chanical Repair. Byven if the Mechanival Repair skill roll suc-
ceeds, the car will not be ready to go again fora day, Each
suceessive failed Mechanical Repair roll delays the car for
one more day. The car’s driver is considered to have 1D6
x 10% Mechanical Repair. I o 9600 s rolled while
attempting to fix & broken gar, it is seripusly disabled, and
cannot be repatred without parts from the nearest city.
The characters gre stranded and must spend 1D6 davs
returning to their starting point, thers procuring either




another car or taking a caravan. If the investigators are
forced to walk back, a second roll is made to check for
brigands, and chances of them appearing is doubled.
BRIGANDS OR PIRATES: This i the percentage chance
that the travelers are attacked by bedouins, if on land, or
by pirates, if on sea, There are four possible results:

By Car. U the travelers gre in 2 car, they can aftempt
to flee. It they do so, the driver {if it is the native diiver,
he #s considered to have a skill of 1D442 x 10% in driv-
ingy must sttempt a Drive Automobile roll. If he succeeds,
he puttaces the bedouins. If he fails, the car has a break-
down (flat tire, tip over, high center, ete.} on the rough
ground, and are caught, There will be 2D6 attacking
bedouins. I the investigators wish, they may hire an
armed native guard to ride withthem {but of course, such
a guard will take a seat in the car, for which the investi-
gators must payd at $10 2 day for nommal guards and up to
$25a day for skilled guards,

Typicel Guard .
Hit Pis 13 DEX 11 Od Rifle 30%, 206 damage
Skilled Guurd

Hit Pre 18 DEX 13 Old Rifle 60%, 2D6 damage

By Coravan. Tn this case; the bedouins are likeliest 1o
attack the caravan camp just before dawn. There will be
1D4-x 10 bedouins, 2D6 caravan guards {as per “nonmal
goard™ ghovel, and 1D6 x 10 travelers, of whom some
miay be armed, ¥ the bedouins are outnumbersd by more
than two to one by the caravan, they will just fire 9 fow
shots and then be easily driven off. Otherwise, they will
attack fiercely. The trvelers, except for the armed guards
and the Investipators, will fight ineffectually, spending
most of thebr thne screaming, running, and trying to get
away on camel-back, Thus, the investigators will have to
fight alongside the caravan guards, against as many as 40
fierze bedouin bandits. The bandits will preferably shoot
at the guards, vather than the Buropeans, hoping 1o ob-
tain a healthy ransom from Buropean captives. They will
kill Buropean opponends only i forced to do so.

By Trgin, I bandits attack 3 train, there will bs 3
“Cowbovs and Indians” type assault {or should we sy
“Bedouing and Eaglishraen™), The bedouins will ride
alongside the train on horses and camels while attacking
and trving to lump abosrd the truis, They may cut the
tracks shead of the train, forcing ¥t 1o stop (there 83 30%
chance of this), The goal of the bandits {s to pillage any-
thing of value from the train and posgbly fo wmake off
with a few women {female investigators bewsre!), They
will probably not hang arovnd long enough 1o steal any:
thing but objects of obvious value, Thus, watches, boots,
or pursés will be taken, but hidden wallets might not be.
There will be 2D4 x 10 bedouins attacking the train.
On the train will be 1D3 x 10 native soldiers, 1D8 British
soldiers manning a machine-gun on one of the cars, There
are also 1D6 % 10 passengers; but they will not fight,
Rather than fight out such & mass battle, simply add up
the total mumbers on esach side. If the bedouins do not
outsumber the frain’s forces by more than two to one
{counting each British soldier as 5 men), the bedouins will
be beaten off, unless it suits the keeper’s purposes to.do
otherwise. If there are more than twice as many bedouins
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as defenders aboard the train, then there will be o hot bat-
tle, which the bedouins may well win, The investigators
may wish fo participate in the battle instead of crouching
down behind their seats safely. If an investigator fights,
have him attempt a Luck roll every combat round, If he
fails his Luck roll, that round 2 bedouin raider will shoot
at him, possibly hitting or killing hiw. He can shoot every
rouad, if he wishies. The fight will rage for 216 rounds
of active combat before one side or the other is vie-
torious. If the bedouins win, they will climb abosrd,
steal everyihing in sight; and carrying off women who
fail # Camouflzge skill roll (hiding ingide a closet or
bundle of trunks). If the bedouins lose, they will ride
away howling, and the train’s passengers will give out g
hearty cheer.

Whether atiacked while in 2 car, on a frain, or in &
caravan, the type of attackers will be the same: raiders.
About 60% of the raiders should be mediocre, as given
below, About 30% should be veterans. And no miore than
10% should be leaderquality. However, even the smallest
band witl have 2 lsader.

Medivere Bedouin Bawdii

Hit Pts 1 DEX 10
Dagger 35%, 10442 damage

Old Rifle 25%, 2D6 damage

Vereran Bedouin Bandir

Hit Pts 13 DEX 12 Old Rifle 530%, 2D6 damage
Dagger 70%, 1D4+7 + 114 damage

Leader Bedouin Bondit

Hit Pts 15 DEX 14 Good Rifle 75%, 20643 damage
Dagger 95%, 1D442+41D4 durnage

By Ship. I on ship, the investigators® large vessel will
be gssaulted by 1D3+1 smaller craft with 1D3+1 x 10
pirates (20 to 40} per craft. Roll 1DM0, ¥f a score of
I-4 is oblained, none of the pirate ¢raft have any cane
non, I a score of 3-8 is obtained, one of the ships has
a cannon; and if a scoreof 9 or 1035 rolled, two of the
pirate ships have cannon, The investigators” craft will have
! cannon, 3D6 native soldiers, and 1D4 British marines,
plus 106 x 10 mostly tnarmed passengers. Sounds hope-
less, doesn’t 1?7 The keeper carm either hust decide that
the pirates are driven off, or that the investigators’ ship
is captured. The piratés Have a 10% chance o hit with
theie cannons (if any), and the investigators® ship has a
20% chance to hit with Us cannon. Bach round, all can-
nops fire. The pirate ships have 6 rounds before they can
get close enough 1o board the ship. If half or more of
their ships are hit by cannon fire before boarding, the
pirates will give up the assault and sail away, bailing fran-
tically. If not, they will reach the ship, board; and take it
over. There are so many pirates and so fow effective
defenders that the outcome will not really be in doubt if
they are allowed to board. If the pirares manage to hit the
investipators” ship as thev close, then it will be holed and
start to sink. Whether or not the pirates are driven off be.
fore boarding, the ship will be swamped in 1010 hours. If
the pirates board, they will take only obviously richly-
dressed eaptives, otherwise stealing as do the train-robbers
described sbove, There are enough lifeboats in the ship for
about 20% of the passengers, and Dghting will be bound



to oocur o secure 2 place in them. The investigators are
probably the only Europeans sboard, except for the
marines, and the marines will certainly try to help the
investigators get a boat for themselves, If the marines were
killed in the fight, or overwhelmed while holding off the
natives trying to get to the investigators’ febost, then an
investigator or three might have to try o swim to shore.
This will take 1D20 sucecessful Swim rolls, with a chanee
of getting picked up by pirates equal o the numbeér of
Swim rolls attempted.

Caprure, Y an investigatofr is captured, whether by

brigands or plrates, be will be ransomed back at the fol
lowing prives: young men under the age of 30 at the
price of $10 per point of STR and 5IZ; young women
under 30, $100 per point of APP, women aver 30, §75
per point of APP; men from 30 to 50 $100; men over
30, $50. Svccessful bargaining with the brigand’s repre-
sentative may reduce these prices by up to 30%. The
bripands fepresentative bus o Bargain skill of 80%. People
of obvious wealth {finelyclothed, having quantities of
money or jewelry—which will aof be returned—on them,
ete.) will be held for at least $3000. Clerics of any religion
will be freed without ransom. The ransoming procedure
takes 3D6 days to complete, Brigands will treat captives
without unnecessary roughness, as thelr entire purpose is
to get money. They may even befriend their prisoners,
though this won™ affect the ransom price, Business is
business. Women will not be sexually mistreated, as this
definitely lowers the ramsom value 1o the bedouin mind.
I the ransom is not received within 30 days, all prisoners
will be sold 1o various tribes ag dlaves, voung women being
sold as concublipes. I all the investigators are captured at
once (which is likely if, for instance, they are sttacked
when in 2 gar), then 3 ransorn prics will be determnined,
and ene or two prisoners will be freed fo po and collect
the wmoney 1o buy the freedom of all. 16 is posaible that
knowledpable investigntorn might try to hire z different;
friendly, bedouin clan fo raid the rogues and free their
prisoners. These fellows will be the same quality as the
sedouin bandits given sbove, and will cost $20 for 2
mediocre warrior, 350 for a veleran, and $100 for an
experienced leader: It can be assumed that if at least half-
again a8 miany hived bedouing attack as therg are raidersin
total, the hirelings win and free the captives,
COST IN %: This refers to the prices to hire the indicated
transportation, Prices are given in US. dollars, but refer
only to gold or silver money. If paper money is used, it
must be traded for local gold and silver coinsge at 2 10 to
20% loss in value, depending on the investigator™s skill at
bargaining, Except for the train ride and the car ride from
Jerusalem to Amman, all prices are plus or minus 20% de-
pending on Fast Talk, Oratory, INT, or other skills orat-
tributes the Keeper deems most fit for bargaining.

Special Events

In addition to the sbove events, the keeper should intro-
duce some of the following special events, at his conven-
ience or whenever least opportune for the investigators.

Robbery: A thiel is Hkely to stiompt to rob the oves-
tigators, especially i they leave any valuables ungoarded
in an unlocked room. Every time this happens, there
should be g 20% chance that the valuables are stolen. Bach
time valuables are left unguarded in 2 locked room, there
is 2 10% chance that something will be stolen,

iy 20

Pickpockets: A pickpocket may strike anytime that the
investigators are in a crowded situation. The pickpocket’s
skill will be equal to 1D8+2 x 10%. If he fails his skill rodl,
the victimized investipator can try 1o sense his attempt by
succeeding at his own Spot Hidden or Pickpocket skill
roli, whichever is higher.

Hlness: Bach week of travel, sl investigators wust ate
tempt to roll their CONxS or less on 1DI00. Hthe roll s
fatled, the victim will come down with 2 minor ilness:
This will effectively decrease all his statistics (except
for 81Z, BDU, and SAN) by three points Hll cured, also
reduging his Hit Points {through loss of CON), Luck, and
Kdea rolls, and also Magic Poiats. Each day that the victim
is sick, he may attempt to roll his CONxI. When he sue-
ceads, then he iy eured.

If the initial CONS roll is failed by rolling 96-00, then
the individual becomes seriously #1, and incapable of trav-
el He may attempt 2 COMNx1 roll every week, and success
indicates that he'is recovered, If he must travel or engage
it activity other than bed rest, he will take 103 polats of
darnage each day of such activity, Medical attention, in
cluding successful Treat Disease, Diagnose Disease, and
Pharmacy skill rolls will double the chances for recovery.

Major Wilfred Cuttingham

When the investigators arrive ab Jidds, they will meet
Major Wilfred Cuttingham, His Royal Majesty’s Vice-
Consul of lidda, He is tall, blond, with a long mustache,
and definitely aristocratic ways, whose major passion s
the hunt,

He is an outdoorsman and great hunter. When he hoars
of the proposed expedition to Yamen, he will desire very
much to go dlong 1o do some hunting there, as well as to
possibly travel info the Empty Quarter. Like sl old hands
here, he has heard of the Nameless City, and would be
proud o belong to the expedition finding it. He would be
quite useful in accompanying the investigators, not only
for hiz own quite adeguate skills, but also because he can
cut through much paperwork and red tape by virtue of his
position as vice<consul,

Major Wilfred Cuttingham, Vice Consul of Jidde

$TR 16 CONI3 SIZ15 INT 13 POW 14
DEX 15 APPIZ EDUI4  BSAN7S HuPisils

SKILLS: Camouflage 40%, Climb 75%, Drive Automobile
75%, First Ald 75%, Geology 30%, Mechanical Repair
40%, Ride 75%, Spot Hidden 75%, Track 75%, Treat Poi-
son 30%, Zoology 50%

LANGUAGES: Arabic 50%, English 100%

WEAPONS: Enfield Rifle 90%, 2D6+3 damape

.38 Wehley revolver 90%, 1D10 damags
Sword (thin cavalry sabre) 75%, 1DB+1+1D4 damage

Part 5. Yemen

Golng to Yemen in the early 20th century was soméwhat
like entering the Middle Ages. The oity of San’a sits in the
high mountaing amidst fairly lush vegetation—the moun-
tains here get more rainfall than any other part of Arabia,
The city s surrounded by high fortress walls, the buildings
are all mudbrick or cut stone, and all the buildings are
several stories high and whitewsshed or decorated with



lively coloes, The people, though not overtly antagonistic,
are suspicious of all strangers, especially a Euwropean
Faranfi, Though reticent, 4 proper donation {called bak-
sheeshy will loosen the tongue of ail but the most tight-
mouthed, As the Yemenese assume that all Evropeans
are vich, they will attempt to chamge exorbitant prices
far everything,

The investigators have most likely come fo San’a to
seek Shavkh Abdurcphman tbhn Muhammad, They may
aot be sure whether he is to be trusted or not, but they
should bave ihe idea (possibly inculeated through hints of
the keeper} that the key to the mystery lies with Shaykh
Abdurrahiman. He s well-known to the oty officials, and
with # litfle bakgheesh the investigators will be told that
he cap aways be found teaching in the city’s main
mosgue. H the investipators ask about his character, they
will be told that he is a pidus, though somewhat eccentric
scholar,

Shaykh Abdurrahman ibn Muhammad

When the investigators go to the town mosque (1o
enter, they must remove thelr shoes), they will see s
glender, middle-aged, bearded scholar, whose raven black
Balr iy just beginning to streak with gray, stting cross
tegged, back against g pillar in the shade of 4 colonnade on
the side of the mosque, lecturing a group of young stu-
dents with: o dynamic voice. Shavkh Abdurrahman jhn
Mubammad s, by universal accord, the most brilliant
scholar of Ban’a, and he never lacks an auvdience when he
lectures 2t the mosque.

Shaykl Abdurmshman speaks no English, so the inves-
tigators must falk 1o him through one of the investigatas
who {hopelully) speaks Arabic, If none do, then Major
Cuttingham van translate, or'a native can be hired.

Shavkd Abdurrahman by Muhammaod

STR7 CON & BIZ 13 INT18 POW1is
DEX 9 APPI5S  EDULI7  SAN7S  HitPis il

SKILLS: Astronomy 40%, Cthulhu Mythos 25%, Disg-
nose Disease 530%, Debate 70%, History 80%, Oceult 80%,
Cratory 90%, Psychology 50%, Treat Discase 60%

LANGUAGE: Arabic 100%

SPELLS: Elder Sign, Summon Fire-Vampire, Bind Fire-
Vampire, Contact Tsathopgua

If the investigators tell Shaykh Abdurrahynan their
story, he will react with shock and sorrow at the news of
Rabbd Eleazar’s desth, and then converse with the inves-
figators, dismissing his class,

If he is told of the arcane Hebrew name C-DWW.L-H, he
will instantly recognize it as the parallel of an Arabic
rame, and say, “These letters in Hebrew spell out in Ara-
bic a dreadful name of horror: Khadhulo!™ [Keepers
Nate: if the nvestipators haven't yet vealized that C-D-W-
L-H Is the Hebrew spelling of Cthulhs, they should get the
ideg now.f “The name Khadhule was rovesled by Allah
Himself 1o the Prophet Mubammad, may the prayers and
peace of Allah be dpon him, in the Holy Koran, the best
of all books, when He stated: For Mankind Satan is
Khadhulu,” (Koran 25:29). Now, my friends, most com-
mentators have interpreted the word Khadbuly® to be an

T

adjective, meaning “the forsaker,” so that the verse would
mean *Satan is a forsaker of Mankind.” But it is clear from
my studies in-the arcane and forgotten lore of the Arabs
in the Days of lgnorance before the coming of the Blessed
Prophet, that Khadhulu is no adjective, but a proper name
for one of the checene devils worshipped by the depraved
pagans before the revelation of the True Light by Allsh
the Maost High and Almighty, Your vision then has some-
thing to do with evil Khadhulu who, according 1o legends,
bag not been destroyed, but Hes dormant, doubtless to be
destroved by Allah the Merciful i the Last Day of
Judgment,”

I he s told of the vision of the City Without a Name,
he will say, “The legends of the City without a Name may
be unknown to the Jews, but s story is well known
among the Arabs, It is known as Iram {ov Irem), dhat
al-frmad, meaning *lram of the Pillars. The tales are told that
the tribe of Ad, an sncient agd now extingt race of mighty
men who lived in forgotien ages when the Jinn (Genies})
still ruled the earth, who, under thetrruler Shaddad son of
Ad, attempted to build 2 magnificent city in imitation of
the splendors of Paradise. Jinn were enlisted to aid him by
the strength of Bhaddad’s sorcerous powess, and he sent
them out to collect gold and jewels, precious stones, and
marble of every color, with which he constructed a magni-
ficent city, the like of which has never since been built by
human hands. But Allah the Omnisclent, seeing the pride
and iniquity of Shaddad, sent 2 vast sandstorm, unlike any
before or since, which buried the city. So great was this
sandstorm that its remains are today the Rub al-Khali, the
Empty Quarter; wherein Alleh has decreed that no plant
life may grow and no animal life may survive. It is my
belief that this vision is a warning that something dreadful



is otcurring in the buried ity of lram of the Pillars, and
that we must find this lost city and prevent its evil from
spreading.” [Keeper's Note: the numie Shudidad is refated
to Shudde M ell, who was anciently connected to the mys
rerivus oreators of the Nomeless City whose Tepend hay
beest preserved By the Arabs in the tale above. |

If the investigators decide to seek Iram of the Pillurs,
and ask Shaykh Abdurralunan how to go about it, he will
respond, “In the My Jam d-Buldan {Callection of Coun-
tries) by the great medioval geograpber Yagut, and in the
Muryf al-Dhabad (Fields of Gald) of Mauda, where the
stary of Lram of the Pillars is told, the tale s also told of 2
Yemenese bedouin named Abdallah ign Kilaba who lved
1200 years ago, o native of San’a, who once lost two
camels. He tracked them into the Rub al-Khali, and even-
tually came ppon the ruing of a vast city nearly buried in
the sands. Abdullah searched this city and returned with
3 pouch full of pearls, which he brought before the Caliph
Mu'awlya in Damascus, to whom he told the story. How-
ever, when the Caliph touched the pearks, they turned to
dust, I other hooks T have read, including the unspeak-
able Kiruh ab-Azif, the Book of Howlings, the true story of
Abdullah ibis Kilaba iz told, He indeed followed bis lost
camels into the Empty Quarter; and Tound Tram of the
Pilars thercin, bul he stayed there for roany vears and,
overcome with endless vislans of ultimpte evil; he went
mad. He was taought nagvieless and forgotien soripts from
demon futors, and set sbout learning the blasphemous
seorets of the hidden evils of Iram of the Pillars, some of
witich he franscribed inio his Kith al-Azif, When he re-
turned to civilizetion he changed his name to Abd al
Azrad [Keeper's Note: this iy the man known to Western
civilization. as Abdul Alacred], the worshiper of the
Great Devourer, snd went forth insane, and became
known a5 g poet of gregd bul evil genius, His poetry
preached. the powers of the entities he had vnearthed in
fram of the Pillars and ranged throughout the world. &
seems vertain that something exists in the frackless sands
of the Rub al-Khali seeking information, and'trust 1o the
merey of Allah that He will guide us to Tram of the Pillars.”

Keepers Note: oll the legends given abowe, excepting
the equation of Abdullah fbn Kilabi with Abd ab-dzred,
are found in medieval dvab manuscripes and legends. The
Cilnehie Myihos basis here' Is that in encient times, when
the chihonians cared nipre about opersting on the surface
world, Shudde M ell's minfons either built or had built
citv in what 15 mow the Rub gl Kholi, then g hish and for-
tile region, The activities of the inhabitanis of this city
brought ahout its fingd destruction, possibly gt the “hands”
of Shudde Mell; iy ollies, and his mindons | loaving the
entire region the most infertile place on Earth. The reason
Jor this despuction will probably never be known, but
porhaps the semi-human inhubitants of the ciiy warred on
the chthonians or other powerful entities, There still exist
riiins of the city; and it containg additional horeors which
will e described below.

The investigators are likely now to resolve to attempt
to discover the location of Iram of the Pillars, the Name-
less City, Not only ¢ there ostensibly some great evil
growing there, a threatening cancer that-could destroy the
workd, but i it is discovered, snnouncement of the dis-
covery. would be a great archaeological coup. Also, if even
a tenth of the isles of Tram’s riches are true, then all that
travel there will returs independently wealthy.

T

Umar ibn Hassan al-Kilabi

in order to explore the Rub al-Khall, the investivators
will need (o hire g tralned suide, buy comels and supplies,
and hire assistanis. They will be uniformly informed that
the best guide for travel in that region Is Umar ibn Hassan
al-Kiabi, He s a slender, durk, and leathery rascal, shout
45 yoars old, with his face hard and weatherbeaten,

Eimar by Hassan al-Kilohi

STRI3 CONi7  8I413 INT'14  POWY
DEX 11 APPIO EDUA4 SANGE  HitPrs1s
SKILLE: Astronomy 25%, Bamgaln 70%, Botny 40%,
Camouflage 60%, First Ald 30%. Geology 20%, Hide BO%,
Hide 90%, Spot Hidden 75%, Track 90%, Trest Discase
208, Treat Poison 20%, Zoology 40%

LANGUAGES: Arabic 100%, English 25%, German 25%
WEAPONS: Antique musket 70%, 1D1042 damage

Sword 60%, 1D8+1+ 104 damage

Dagger (jamblya) 80%, 1D4+241 D4 darmage

I he s approached, he will geree to take the investiga-
tors and will organize all provisions and equipmens peces
sary. His price will be 32500 in gold {plus or minus 2z
much 45 206 for good bargining) for one month of ser-
vice Tor which he will provide as many cuinls as needed
plus equipment {ihis will mean one camel per person 1o
ride, one camel for each two travelors to carry equipment,
and oneand-shaid camels for each two travilers 1o vy
watery: the services of Umar plus 4 camel drivery; tents Tor
the entire party s food for 4 weeks; lots of water bags,and
all necessary Gravellng equipment. He will provide no
weapons; which must be supplied by the investigators
thomselves. Two of 1he camel drivers have old muskets
ltke Umair's own {though they have only 40% skill with i1}
and 4l the camel drivers have daggers and swords, with
which they are at 35% and 20% proficiency respectively.
The investigators may pirchase wespons for Umiar and the
zaprel drivers i they so desire, Quality Furopean weapons
cost about 4 times their Buropean prices (given in the Calf
af Crimidhu rulesbook). The céravan can be ready to go
in five days,

Doctor Karl von Klappenburg

fuck at the only hotel in town, the investigators will
encountsr Doctor Karl von Klappenburg, who, lacking
European company, invites them 1o his table.

Boctor Karf von Klappenburg

STR 10 CONS9 SiZ 14 INT 17 POW 10
DEX 12 APPIS EDUIE  SANG0  HuPws 12

SKILLS: Astronomy 90%, Archasology 70%, History 70%

LANGUAGES: English 70%, Freach 70%, German 100%,
Azabie 30%

As the investipators dine with him, be will relate the
foltowing tale:

“In Germany, my fatherdand. | had for many vears
studied the history of sncient Astronomy. 1 have read all
available texts of the anclents and have been largely able
to construct what they thought about the heavens, Then,



a number of years ago, a colleague of mine sent word that
1 most wonderful inscription, which wag possibly a star
map, bad been discovered in Yemen. I made my way here,
seeking to see and decipher this supposed map of the
heavens, [ have been searching all oveér southern Arabia for
many vears, finding many marvelous sites, though not the
one I sought, However, just a few weeks ago, I found the
gxact site of this marvelous ruin, ¥ am now preparing to
Journey there 1o copy and study this great inseription.”™

The Doctor is a friendly fellow, and will help the in-
vestigators in any way he can concerning how to get along
in San'a. He has heard that the investigators are planning
to make a caravan trip into the region of the Rub al-Khali,
which is the region where he wants to go. He suggests that
they join forces, both to lower the costs of hiring the cara-
van, and for protection. He offers fo pay $1500 gold to-
wards the cost of the expedition,

Keeper’s Note: the inscription sought by Karl von
Klapperburg Is in reality a Star map made by encient
worshippers of Cthullae, On it s the key to discovering
the exact site of the Nawicless City, The keeper should
attempt to convince the imvestigators to toke Dr. yon
Klappenburg along, as hiy services will prove highly useful
onee the star map is found.

I five days, the expedition will be ready 1o move out
into the Rub al-Khali in search of the Nameless City. The
keeper should have the plavers miake a list of exactly what
they want to take along, and all of these things will be
procured by Umar, Special Buropeandype equipment
such as sextants, dynamite, and so forth cost 5 times the

Euwpaaﬁiﬂmmicaﬁ prices, Ongce on the trip, i an item &3
not on the list, then the investipatoss can’t have it!

Part 6. The Rub al-Khali (Empty Quarter)

The Rub al-Khali is a vast desert waste land forming 2
rough rectangle in the lower part of the Arsbian penin-
sula, measoring ghout 500 miles from west to east and
250 miles from north to south. It is probably the most un-
inhabited, infertile place on the globe, excepting only the
polar ice caps, sud for good reasons. The average fempers.
ture here from May to September is over 110 degrees Fah-
resheit. In February, March, and Aprdd iz the “rainy” sen-
son, when there is about & S0% chance that for one day in
a month there niight be a brief cloudburyg of less than a
% inch of rain. The rest of the vear there Is no ruin at ol
The keeper should determine what time of the vear the
investipators are going {(either randomly or by game calen.
dar, if the carmpaign o date bas kept wack), Umar will de-
mand 30% extra money if the investigators want to go
any time between May and September (inclusive), Within
the Rub al-Khali itsell is no water, save for a very few
water holes around the fringes.

Diesert traveling is an art Hitle understood by Western-
ers; The key 1o successful travel is the camel. Stvong eam-
els can travel 25435 miles per day for a number of weeks,
though for & few days they can go a8 Tast 25 50 miles 2
day. Thus, to cross the Rub alKhali on the short side
would take from 5 to 10 days, and on the long side from
10 to 20 days: A camel requires about 10-20 gallons of
water a day, depending on i3 work load and températurs.
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Howsver, if a camel has heen well-watered, it can last four
days without any water at all (after which it will require a
days rest, drinking up over 25 gallons of water). On the
fifth day without water, camels will begin to die, and on
the sixth day sams water, they will all be dead. Each
camel can carry shout 400 Ibs on an extended march.
A gallon of water weighs about 8 Ibs. Thus, one camel
can carry 5O gallons of water, enough. for three to five
davs for the camel itself. Thus, the only way to travel
across. completely waterless deserts is first to have the
camels drink all the water they can before setting out.
Sscond, have an extra camel currying water for every
camiel for every camel carrying equiproent or a man, The
caravan can o four days, with the equipment camels
drinking the water carried by the water camels, but giving
a6 water to the water camels. At the end of this period,
the water camiels will die, and the equipment camels will
go another two to four days before they too die of thirst.
Thus, the most that & party can travel with no water other
than that carried ds six to eight days. Trying more than
thiy increases geometrically the number of camels needed.
Added to-this, however, is the problem of food—10 to 20
pounds of food aday per camel, Thus, it worksout that it is
suicidal o try to travel more than § to 6 days without
being able to get additional water or food. Bt becomes
clear why the Asabs themselves seldom traveled in the
Rub al-Khali, and why it was not crossed by a Buropean
antil the 1930s.

Initially the investigntors will be headed for the city of
Zamakh, the site of Dr. von Klappenburg’s inscription,
and Umar will pick the trail for them. Points of intevest
include wells, villages, and towns, Wells are usually inhab.
ited by a bedoudn clan who will usually greet the explos-
ers hospitably, though they may have no food or water to
spare. Areas described as villages hold from 100 to 500
people, are not walled, and usually have water freely
available, but food will be very expensive. Towns have
from 300 to 1000 people and are surrounded by low mud
walls. There &g usually both food and water here.

Investigators must attempt 2 CONxS roll on this uip, If
s fuiled, the investipator falls i untdl he can roll CONx]
or less pu 1D100, and while #l all his statistics except for
EDU, SAN, and 81Z are lowered by 3,

Sen’e fo Ma'rib (Town): From San's the party will
cross over the mountains and descend down the desolate
east side through the Wadi Raghwan until they reach the
small town of Ma'rib. This is the site of the famed anclent
Dam of Ma'rib, which served a5 a water supply for irriga-
tion during the grest pedoed of the Sabean kingdoms of
southern Arabiz. The dam burst in the 6th century AD
and was never rebuilt. The distance from San’s to Ma'rib
is 80 miles and will tske 3 days. There is 3 10% chance
fhat the expedition will be attacked by 2D10 brigands, I
the brigands are ouwtnumbersd by the party, they are
urlikely to attack {though this is not certain). Plenty of
foed and water is available both in Marib and on the
journey to get there,

Mua'rib to Wagr Maryama {Well}): This takes the investi-
gators across the outer edges of the Rub al-Khali, It takes
70 miles of travel and 2 days. There is a 5% change
for 2D10 bedouin bandits to attack. Here at the Wagr
Marvama s plenty of water, but no food. On the trip
to get to Wagr Maryama is a little food, mostly desert
andmals, but nothing plentiful,

—TFG

Wagr Marvama to Mushayniga {Well): This trail skirts
the edge of the vast dunes of Rub gl-Khali, but is stilf not
directly in it. The trip takes 60 miles and two days. No
brigands roam these sreas at afl. Along the trip a Hitle
food and camel Todder ix available, but not very much.
There is no water at all, though once Mushayniga is
reached, there will be water (but no food}.

Mushavniqn to Husn 41 Abr Bagun {Town): The region
is desolate steppes but not the dunes of the Rub al-Khali,
Husn Al Abr Baqun is a small town centered around an
ancient castle which i3 still inhabited by the local amir.
The town will welcome the visitors, expecting them to
pay extravagant amounts for supplies. It is advisable to
rest one day here, and Umar will tell the investigators so,
It fakes 9 miles and 3 days to get from Mushayniga to
this town. The irip i over completely barren country
Where, while there are no bandits; there is also no food
or waler.

Husn Al Abr Bogun to Zamakh { Village): This journey
fs along the escarpment of a mountaln, where g little vepe-
tation grows, and so some camel fodder and food is avail-
ahle, though no water. The journey to Zamakh takes 33
miles and 1 day, There iy 2 10% chance that 2D10 brig-
ands will attack the group.

Zamakh is the site where Dr, von Klappenburg’s cen.
turies-old star map is located; engraved on the sheer wall
of the escarpment. Dr. von Klappenburg will wish to stop
here for at Jeast three days to study and copy the star
map. The map is & massive affair, 20 vards across and
intricately detailed, though worn almost to the point of
obliteration.

Ag he studies it, it will bacome spparent that the map,
though extremely old, was engraved by stimeone with a
very accuralé knowledge of the universe. The stars are all
geenrately-marked, and are superimposed overun gecurate
map of southern Arabia In fact, @ coordinate grid is
etched wver the map itself. The names of the stars and
place fames 4re given in South Arsbian hieroglyphs, with
which Dr. Klappenburg is familiar, As be studies, he will
note that on the map exists a city in the midsis of the
Rub ol-Khali, bui for which there i given no name in the
hieroglyphs, Furthermore, on part of the coordinate grid
names have been purposefully chiseled out by someone,
quite-receatly from the looks of it. Since the stars appear
in different parts of the heavens during different parts of
the vear, without knowledge of the exact season during
which the map was chiseled, it is impossible to make
comparative coordinates in modern longitude or latitode
of the Nameless City's location. Dr. voi Klappenburg will
sagerly burble vut all this information to his comrades,

Anyone studying the map may atiempt both an idea
and an Astronomy roll. If someone succeeds, he will real-
ize that the coordinates on the edge of the map are direct-
iy related to the cycles of solsr and lunar eclipses shown
on the map’s edge, and that the sgason in which the map
was drawn {and hence, an sccurate iden of where the
Numeless City is located) can be détermined by 2 compar-
ative study of when in history there was the correct align-
ment of the soler and lunar eclipses shown on the map.
When Dr. von Klappenburg realizes this fact (he is sure to
do so eventually himsell i one of the investipators does
not upstage him}, he will be able to figure the position of
the Nameless Cily precisely in moders terms. This will



work out to be ppproximately 49 degrees East fongitude
by 20 degrees Novth latitude. Alrer this v all discovered,
the investipator with the highest Gematria skill will realize
that the location of the Nameless City on the star mapis
right where the map’s 26 coordinate line from the top
crosses the 33 coordinate line from right to left. Twenty
gix and 53 are, of conme, the first two numbery derived
from the Gematrig of the pame C.D.W.L-H. This obser-
vation can only be made, of course, if the investigators
have discovered those Gemuatriac values of the word. If
another dnvestigator makes hiy Idea roll, he will notice
that in the star Usts written in South Arsbian bieroglyphs
on the left side of the map {ranslated by Dr. von Klap-
penburg}, the 187th star on the map is Fomalhaut which
is another of the Gematriae numbers of Cthulbu. In addi-
tion, I any of the vestigators sicteeds oo 4 Cthulbu
Mythos knowledge roll, he will recall that Fomalhaut is
the original home of the Fire Vamphes.

CGn the night before the lnvestipators plan to leave,
they heara terrible shrick coming from the oliff where the
star map is located, Then there is a great rumbling. the
garth sways and shakes, and an varthquake knocks the
invgstigators (o the ground. I lasts but a few wioments,
but in that peried the Tace of the mountain just over the
star map has shattered, obliterating the nup forever, A
quick search will veveal that Dr. von Klappenburg is no-
where to be found. A camel driver claims ta have seen the
Doctor going to the star map, and though his body i
never found, it is presumed that he was killed in the eurth-
quake. I is, of course, peculisr that the cry was heard a
few minutes hefore the tremors were feft,

Keeper’s Nore: the trdtor, whoever he iy, had previous-
Iy cfdseled out e ntomes on the pgp which he feltwould
reveal the site of the Nameless City, not realizing the im-
plications of the eclipse date. He therefisre determined 1o
destroy the map so that no one would ever again be able
to discover the focation of the Nameless City through i1,
He sammoned the powers of the Barrowers Benegth, Hiwe
chthonians, fo cause an earthyunke o déstroy the map.
Dr. vore Kleppenburg stumbled upon the praitor at his
work and shricked in terror upon seeing the chthonians,
and was then killed by them, afier which the varthguake
aceurred. If by charice Dr. von Klgppenburg is himself
the wrattor, another charaeter can be substinited for Jtim
as the ong kiled |

Zamakh 1o Mimwakh {Village): This trail travels novth
down the Wadi Aywat al-Sayar diréctly toward the Rub
al-Khali, Minwakh is 2 small village, and the last site where
the investigators can get food. The trip is 40 miles and will
take 2 long day. There I8 a 10% chance that 2DA0 despor-
ate desert raiders will be cncountered. Along the trail,
there is o little food and water i the journey is between
February and April, Otherwise, 1t i completely barren.

Minwakh to al-Latibhive (Well]l: The travelers leave
Minwakh, go north down the Wadi Aywat al-Say’ar for
z day, then out across a barren platean 40 miles to the
singll well of al-Latikhiva. This is the last place water will
be available, and Umar decides that the group must rest
here two days before setting oul into the Rub ab-Khali,
The total trip takes 70 wiles and two days. There is g
5% chanee that 2D10 brigands will appear to harass the
expedition, If the 1#ip ¥ taken between February and
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April there is a little food and water in the Wadl Aywal
al-Say’ar. Otherwise, there is none,

The Final Stage-al-Latikhiva fo fram of the Pillurs:
The well of al-Latikhiya lies almost exactly on 49 degrees
east longitude, Thus, the travelers must head almost exact-
Iy due north 1o find the Nameless City. When the group is
réady to start, Umar will sumimon them together and
make the following specch:

“The distance, according to the eakulations of poor
D1, von Klappenburg, is approximately. 150 miles, Theee is
absolutely no food and no water avallable beyond that
which we carry, The journey o Iram of the Pillars will
take 4 duys if all goes well. If all doss not go well, we are
desd men. Furthermore, # must be realized that unless
water is found at Tram of the Pillars, the nearest waterhole
after that is the Well of AbKufla which is 2 hundred miles,
abuut g three-day journey, directly north of Iram of the
Pillars, Thus, if no water is found at Tram of the Pillars, we
will be forced to leave the place on the same day wo ur-
rive, for if we stay peen one dey there we will not have
sufficlent water to reach the Well of AlKufla, All fravel-
ing will be done sfter dark 1o preserve the strength of the
camels. Anyone caught stealing water will be left in the
desert on foot without water fo die. On this part of the
trig I am the absolute authority and demand absolute
obedience, Disobedience means death for us all,”

With these cheery words, the investigaiors set out.

During the trip, each duy each chavacter must attenmypt
3 CONS roll on (D100, IT it is fuiled, be takes g point of
danage from deliydration and heat prostration.

As thHe nvestipators nesr the Nameless City, on the
fourih day, the traitor will summen Sand-Dwellers o gt~
tack the party and; if possible, totake the mvestigators
and their companions prisoner. Eight Sand-Dwellers will
crawl oul of the night and assdull the travelers s they
fourney (remember, the expedition travels at aighth. W #t
seems that the investigators will be victorious in the
struggle, the traitor will atlempt to stash as many of the
water bags of the {nvestigators as possible, after which he
will run into the desert on f{oot accompanied by the re-
maining Sand-Dwellers, His purpose is to leave the vesti-
gators will just enough water to keep them alive for 4
short while, but not enpugh to réturn to civilization. He
wants to capture them to use them as food for chithonian
larvae which have recently hatched. which are 1o repopus
Yate the Nameless Clty. As ne bedouin is Toolidy encugh to
g0 1o Tram, there is a definite dearth of potential nuirition
for the chthonian hatchlings.

The traitor will be sneaky about cutting the water bags.
Whest the Sand-Dwellers arrive, he will pretend to be as
shocked as the rest and will rush to the camels with a
knife but, 1o “defend” the pack animals. Oncg there, he
will quickly begin slashing the bags, one after the other, If
he s noticed, he will shash more bags, and then, when the
other characters 1ry 1o stop him, he will race off into the
night. If he succeeds in cutting some of the water bags,
the keeper will have to determine how much water is left,
Each bag originally held 12 gallons, but after four days
joumey only 7 gallous are left in each bag. There are 4
water bags hung on each waier camel, as well as poe bag
on each camel carrving a man, There is one water camel
per squipment camel and man-carrying camel. There is
one camel carrying equipment for every two men. Thus,

there are 5 camel drivers plus the number of explorers as
the total number of travelers, each with a camel to ride.
This number is divided by two to get the total number of
equipment camels. Water-bearing camels are equal 1o the
total mumber of travelers” camels plus the total number of
gquipment camels,

Thus, if there were 10 explorery, plus five camel drivers
would be 15 iravelers, vach on a cumel. There would be ane
other sight camels to carry equipment, and 23 camels with
water bags. Bach camel carrying four water bags would yield
92 water bags. By the fourth day, each bag hag sevén gallons
teft, Thus, the traitor hus lis work cut out for him {rving
to cut 92 bags, All water from cut bags Is considered Jost
Each teaveler also has 2 personal water bag on his mount
which will have sbout eight gallons lefti—enough to last
about six days, Each camel will need 15 gallons of water 2
day {iwo bags each). If deprived, the camels will begin to
die on the third day without watzr, A fourth (25%) of the
camels will die éach day, beginning oo the fourth day,
until all the camels are dead, on the sixth day. The nvesti-
gators can {igure it oul Tor themselves. Bach human needs
a gallon o day if riding or resting, and two gallons if he s
walking ‘or performing strenuous activities. If the investi-
gators wenther the Sand-Dwellers' sttack, they will be able
to prass on 1o Iram of the Pillars, o which they will arrive
i & few hours, If they are captured, they wilt be carrled
there by the Sand-Dwellers. Either way, they will soon
find themselves a1 the goal of thelr long journey.

Statistics for seven Sand-Dwellers are given below. |
costs 106 10 ser 3 Sand-Dweller anless a SAN roll suc-
ceads. All have the skills of Hide af 60%, Sneak at
0%, and Spot Hidden at 50%. Al can attack fwice 2
round, uging both claws at once,

Sund-Dhwelter One

DEX 12 POW Y Ammor/HicPig 315
Chaw 30%, 1D6+1D4 dammge

Sand-Theeller Tweo

DEX13 POWe Armoc/Fat Pist 3712
Claw 35%, 1D6+1D4 damage

Sand-Lhweller Three
DEX 12 POW 1?2 Amor/Hit P 3720
Claw 407%, 206 damage

Sand-Dweller Four

DEX 18 POW9 ArmorfHit Ptz 3716

Claw 25%,1D6+1D4 damage

Kand-Dweller Five
DEX10 POW 14
Claw 50%, 1D6 damage
SPELLS: Shrivelling, Dread Curse of Azathoth

ArmorftHt Py 3712

Sand-Dweller 8ix

DEX 15 POWIO  AmorfHit Pis 3/13
Claw 80%, 1Dp+1D4 damage

Sand-Dweller Seven

DEX 13 POW IS  AmorfHitPis 3/14

Claw 30%, 1D&+1D4 damage
SPELL: Dread Curse of Azathoth
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Part 7, The City Without a Name

All that survives of the City Without a Name is a field of
columns and crumbling fragmenis of walls whose tops
crop out of the desert sunds like tombstones in an ancient
decaying cemetary. The investigators, if not taken there
by the Sand-Dwellers, must decide whether to search for
water or to search the ruins. For sach hour spent search
the ruins, each investigator may attempt a Spot Hidden
roll at helf his nomsal chances for success. Soccess indi-
cates the entrance to the lower levels of the Nameless
City. If they search. for water, they will find none, If they
have driven off the Sand-Uwellers in the fight the previous
aight, they will not be bothered again while on the surface,

If they find the entrance to the lower levels they can
descend and begin to explore (see map). The tunnels and
passages of the Mameless City are clogged with sand, but
passable, if sometines on hands and knees, For extra hor-
rific effects, the keeper can gquote appropriste passages
from H. P. Lovecraft's story, “The Nameless City,” which
is highly recommended,

I the investigators are prisoners of the Saud-Dwellers
when they arrive, they will immediately be taken to the
Chthonlan. Spawning Ground, i which the events de-
scribed in that section will transpire.

The following horrors ean bemet in the Nameless City:

Hidden Esvemies: I the traitor was not killed, he wall
be hiding in this part of ram with'a halfdozen Sand:
Dwellers. His purpose is not 1o kill or harm the investi-
gators, but to attempt to drive them toward ‘the Chthoni.
an Spawning Ground. Wherever the nvestigators go In
these ruing, they will be shadowed by the tralior and the
Sund-Dwellers,

The Hall of Mureds: described by H. P. Lovecraft as fol-
Tfows: “This hall was no relic of crudity like the templesin
the city above, but 2 monument of the most magnificent
and exotic art, Rich, vivid, and daringly fantastic design
and pictures formed a2 continuous scheme of mural paint
ing whose lines and colours weré bevond descrption ...
To convey any idea of [the monstrosities depicted] is im-
possible. They were of the reptile kind, with body lines
sugpesting sometimes the crocodile, sometimes the seal ...
in size they approgimated a emall man.”

These murals tell the history of the building of Iram by
these reptile things, its Hfe and eventual destruction, and
kow the inhabitants fled underground bnan attempt to es
cape the blasting sandstorms, A close examination {one to
two hours) of the murals will add 1D3 to the Cthulhe My-
thos knowiedge of the investigator, but it will siso cost
a point of SAN {no SAN roll needed),

The Chmnbers of Mummies: In these halls are rank
upon rank of mummified previous inhabitants of Iram,
including dried, spiced Ssnd-Dwellers, Chihoniang, and
things once human, or nearly so. H. P. Lovecraft des-
cribed the roony: “The cases were apparently ranged along
each side of the passage at regular Intervals, and were ob-
long and horizontal, hideously like coffins in shape and
size”

Discovering this area forces all investigators to attempl
3 SAN roll or lose 106 SAN. If the investigators get Jost in
thig area for over an hour, they will begin to hear strange
rustlings among the corpses, and must attempt another
SAN roll or lose 1134 SAN. If they investigators tarry tog
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iong I this region, they may be aitacked by the ghosts of
the former inhabitants. These ghosts will look like 2 trans-
lucent, misty form of the origingl being, possibly narred
or partically decayed, and the SAN cost for seeing the
ghost is the same as the original monstrosity, +1D4, I a
SBAN roll succeeds, 1D3 points are still lost. These ghosts
attack by matching their magic points vs. the target’s
CON on the resistance table. If the target’s CON i over-
come, he takes 1D3 hit points of damage. The ghosts are
immune fo physical attacks, even from magical weapons,
Mothing harming hit points can hurt the ghosts, whe
consists only of INT and POW, When 3 ghost attacks, if
the victim struggles back and exerts force of wili, he can
sttempt to overcome the ghosts magic points with hig
own each round. If he succeeds, the ghost’s magic poluts
will drop 1D3 points. If a ghost’s magie points ever reach
zera, it will fade into nothingness, wnd will not remanifest
antil it has recovered its magie points {tzking & day of soh.
The ghosts have the INT and POW of their former selves.
The vumber of ghosts appearing is up to the keeper, but
approximately | ghost for every couple of characters
is about right.

The Chithonign Spawning Ground: Marked on the map
v a full adult chthonlan of great age who Yes hidden,
huried beneath the sands which are ubiquitous in Iram of
the Pillars, awaiting the advance of the investigators.

Monsrer Chithonion
STR73 ©ON4az  S1IZ277 INT 18 POW 16
DEX 4 Armor/Hit Points: 5/60

WEAPONS: Tentacles {x1D8) 80%, 416 damage
Crush (attacks an area 8 yards across) 80%, 806 damage

H one of the investigators suceeeds on a Track roll, he
will notice something strange about the lay of the sand
where the chthonian has hidden itself. They can investi-
gate if they wish. Otherwise, the chithonian will allow the
investigators to pass unmolested, Being centuries old he'ls
patient, He will lurk here untll they try 1o return. The
chthonian has many special abilities, such as regenerstion,
mental attacks, and so forth, which should be studied by
the keeper before he attempis to use this particular speci-
men in combat,

The smaller chambers in this gres are prison cells in
which the investigators will be placed if captured, This is
also where the investigators will be taken if they were pro-
viously captured by the Sand:Dwellers on the surfuce.
Once imprisoned, the wretches will be fed to the hatch-
lings {described below) at the rate of one a day. I the
investigators have the misfortune of being imprisoned
here, they shobld certainly try o escape. There are no
guards around sxcept gt feading time. One way fo escape
would be through 2 magic spell. For instance, if an investi-
gator could create a fire, he could easily burn the extrame-
Iy ancient and dry wood of the prison door. Another
possibility would be 10 attempt to force the doors with
hrute strength. The doors are composed of old and rotting
wood. Bach door has 4 STR of 22, A prisaner can fry (o
overcome its STR with his own once per day, Once out,
he can easily open the other prison doors from the oub-
side. Another escape route would be to trick the traitor,
who serves as their goard. Once a day, he arrives with 1D4
Sand-Dwellers to- feed an investigator to the hatchlings.
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An investigator could try fo overpower the traitor and his
Sand-Dwellers when taken out to be fed to the hatchlings.
Or he could simply try to break away and let some friends
out, then face the traitor and his angry monsters fogether.
Figglly, in the cell marked with an X, there s & gaping
hole in the masonry buried under the sand in g comer, If
the investigator digs through the sand he will find the hole
amdd be able to widen it by tfesring out the crumbling
masonry and thereby escape into the adjoining cell {which
should be laft enipty and open). He cin then go around
and free the other prisoners.

The targe chamber is s massive breeding room, in which
thousands of chilionian hatchlings are to be found. As the
investigators approsch this room, they will hear faint
meeping and slithering sounds, and smell the odor of
rotting mezt. If the investigators succesd oy both an Tdea
and Spot Hidden roll, they will notice that the door to
this roomy s made from new wood rather than old woiting
wood, This wood must have been tmported from far be-
yvond the Rub al-Khali, and recently, When the door s
opened, the hepless Investigators will see that the Boor,
walls, and geiling of this room s swarming with 2 mags of
wiithing wommdike creatures. Those seeing this horrid
vista must succeed in u SAN roll or lose 16 SAN. Inves
tigators possessing 3 Cthulhu Mythos skill must attempt
their skill roll. IF they succeed, they will recognize these
things a5 the larvae of the dread chthonians, and will
automaticslly lose 1D8 SAN {ro SAN roll necded}, The
instant the door is opeyn, the hatchlings will surge toward
the investigators like 2 Hood of water, for they smell food.
The investigator who opened the door must suceesd in a
Dodee roll or he is burisd in g living Nowing miass of lsech-
tike hatchlings,

The purpose of the traitor o helping the investizators
find Iram was to bring theny here go that they might serve
as food for the new hatchlings, which are on the verge of
stirving, I the investigators were previously ¢agtured on
the surface, they will be brought to this point and one of
the party {starting with 3 camel driver} will be fed 1o the
hatchlings by the trabwor. The other invesiigators get to
watch, of course. Seeing another human being ealeén by
the hatchlings, which burrow right into the skin, burying
their heads and swelling vp on bood and Muid, costs
tD& SAN unless a SAN roll succeeds.

Fhe hatchlings move at a rate of 4, so the investigators
can easily outrun them. H an investipstor should fall and
not rise. quickly envugh, howevar, he is buried in ¢ wave
of wornrlike maggots whe devour him alive, Each hatch-
ling has only & single hit point and can easily be killed by
stepping on it, Each ten hatchlings do only 2 single point
of damage when they bite, Normal clothing will protect
apainst dumage on the first round the hatchling beping to
try to penctrate flesh. The first round someone Is as-
saulted by a wave of hatehlings, he is bitten by 1D20 of
them, The next round, he will be astacked by 2D20. The
third round, he will be attacked by 4D20, and on the
fourth round 8D20, continuing to increase in s geometric
progression. When first attacked, i the investigator suc-
ceeds in a CONxS roll on 10100, he can rise up and flee
from the mass. However, those hatchlings that already
have bitten him will remain attached to his body and feeds
ing on his living flesh each round, If the investigator
fails his CON rofl, he will collapse and writhe on the
floor in agony until he is devoured alive, unless he &

dragged sway by a friend. An investigator infesied with
the hatchlings must attempt the CON roll zach round
until they are removed,

Dynamite could destroy many of the hatchlings, as
could shotgun blasis. The best way to destroy these things
would be to cave in the roof with dynamite, burying them
in debris and sand {some would certainly survive this, but
it would destroy the majority), or to use flame—the only
fuel available are the old dry wooden doors and mummy
corpses, which burn nicely.

Undoubtedly, when the investigators open the door
and see the iwitching horde that confronts them they will
1y to flee the hatchlings running back down the corridor
from whence they came (the only way ocut), As they Hee,
they will be met in the pussageway by the adalt chitbonian
who was buried here, waiting, It will rise from the sand
and by 1o prevent their escape, but not o Kill them. His
goal is to captuze them, imprison them in the cells, and
thien feed them living, one by one, to is young.

The Three Chambers: 1 the investigators approach this
régior, they must pass through & door which leads them
into o ciréular room which aeain leads to three other
doors,

The First Door, They will first come upon 2 massive
door seemingly of pold. If someone succeeds in 3 Geology
roll, he will realize that it is not gold, but some unearthly
metal, It is curved o obscene geometrie patterms which
make the door appear as ose massive optical Hlusion,
seemingly pulsating with life. Tt has no apparent hinges;
handles, or openings. As the investigators stund before the
door; each will hear & mental voice in their heads,in their
native tongue. The message s, “What is the first number
of Great Cthuthu?” The answer is, of Course, 26, the low-
est of the numbers obtained by the gematriac analysis of
the Hebrew name of Cthulbu, Wany of the investigators
gives this answer (oach hus one try), the door will open
and-allow all the investipators (o enter. When they enter
the room, the polden door will closs Behind them, They
are now i g circular room with four evendy-spaced doors,
one of which Is the door through which the investigators
entered. They may now stand before any of the doorsin
the room, and they will be asked o telepathic question,
which, il answered correctly, will cause the door o open,

The First Door of the Chreular Room: When the inves-
tigators stand before this, they will receive the wessage,
“What is the second number of Great Cthuthu?” This s
the second highest of the five, 83, If it i given, the
investigators will see before them 2 view through a 4
mensional gate. This doorway leads to the home world of
the chthonians, 2 monstrous violent world of voleanic ups
heavals and earthquakes, Agvone looking through the
doovrand failing a SAN roll loses 1D3 S8AN, Ifanyone is 30
foolish as to pass through the doorway; the door will elose
behind him, and he will enter that grivn and desolute land.
seape, but he will have no way of returning to the Circular
Room, and will be lost. As soon as the investigator who
opened the door mentaly requests the door fo cose, it
will. If an investigater continues to stare out for 2 pro-
tonged time, there is a 25% chance that s chthonian will
pass, regquiring a SAN roll.

The Second Door of the Cirenlar Room: The guestion
here s, “What s the third number of Great Cthulhu?™
The amswer, 187, This door leads into g room known as
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the Crystal Chamber of Eternal Visions, It was builf scons
sgo and is spherical in Form. When one enters, it is like
wazlking into the center of a huge multi-faceted diamond
of scintillating beauty, The Crystal Chamber of Eternal
Visions was built ag 8 room where contact can be made o
any place or dimension in the eternities, Thus, the chthon.
iang, for instance, using telepathic powers, could enter and
contact others on distant planets of planes. However,

trumans, without telepathic powers and not knowing the |

proper mental keys to operation, upon sniering the room
will be bombarded with thousands of divergent sensory
impressions, from different sources and worlds. Some will
be translated s pleasant or painfid, some grotesguely
horrible, some exquisitely beautiful.

Upon entering the chamber, each person musst attemipt
his Luck roll. 1 this fails, his consciousness is overwhelmed
and he goes into g somi-coms from which he will recover
if dragged from the room, but which costs him 11320
SAN, If a character succeeds on'hiy Luck yoll, he wust
then attempt o SAN roll. I he fuils, his mind will become
entrapped in the eternally flowing visions of the Crystul
Chamber, from which he will emerge with a 8AN of 3D6.
Peaple so entrapped must then attempt a Cibuthu Mythos
roil If it succeeds, they will become an insane worshipper
of Cthulhu and other similar entities. Among other things,
this is what happened 1200 years ago to the poor bedouin
shepherd who blundered into thig city seeking two lost
camels, who entered this charber s Abdullah ibn Kilaba,
but emerged as Abd al-Azrad, the mad Arab, Hig visions
in the Crystal Chamber formed g large part of the ravings
contained in his book of poetry and dark knowledge, the
Necronomicon. 3 the SAN roll falls, and the character
fails his Cthulhu Mythos roll, he will emerge as 2 nearly
mindless idiot. His sanity can eventually be partiaslly re-
stored with intensive therapy, but he will be totally in-
competent for the remainder of the scenario.

I an investigator entering the Crystal Chamber sue
ceeds on both his Luck and SAN rolls, then he Ioses 1020
SAN, and emerges with g permanent increase in INT by
1831 and in POW by 103, He dso can increase ol the
following skills by a percentage equal to his INT each:
Astronomy, Botany, Chemistry, Geology, Occult, and
Zovlogy. His Cihulhu Mythos knowledge automatically
irnicresses by 4 percent equal te his INTx2. if 2 person
survives the visions sene and conscious, he ¢an réscue any-
one who may be unconscious or insane in the chamber,
if hie leaves and then enters again, he must underge the
entire spguence again, except that on the sécond trip,
INT, POW, and Cthulhu Myihios skills will not iscrease.
On the third trip, skills will also no longer increase. 1fan
investigator has notable mental capacity, and knows a
great deal about the Mythes, the keeper may permit him
to eventually learn how 1o use the room fo communi
cate with other planets, and aliens from far planes.

The Third Door i the Circuler Reom: The question
is, “What is the fourth number of Great Cthulhu?” The
answer, 963, This chamber opens into a small room with
an aligr of the same polden metal as the doors. Embedded
into the top of the altar is a scepter, with a golden handle
buried halfway into the aitar’s metsl, At the top of the
scepise, clutched in three clawdike metal fingers s 2

bright gem of 2 color nol of our spectrum, Seeing this
weird color-yet-not-a-color costs 1D3 SAN the first time
it is beheld, and nothing thereafter. If an investigator
enters the room, nothing will happen. He can, if brave (o
foolish) enough, grasp the scepter and, in fact, sasily re-
move it from its position. Once he does so, again, nothing
happens. However, he is now in the possession of & mar-
vetous relic of great power, the Scepter of ram, If an
investigator succeads In a Cthulhu Mythos roll, he will
recall refersnces to this scepter, bot will still koow
nothing of its powers. [ Keeper's Note: the main power of
the scepter is to transfer people back and forward through
tme, It will require another adventure for the nvestize-
tors to learn its proper use. This adventure may either be
cregted by the keeper, or vou may prefer to wgit for a
Jorthvoming Chaostum adventure on this subject ]

The Exit Door: When an investisator stands before the
door through which they entered, he will be asked tele-
pathically, “What is the fifth rumber of Great Cthulhu?”
The angwer is the highest of the gematriac values, 1041,
I given, the door will open and allow the investigators to
leave. I pone of the investigators have discovered. ihis
nuther, the door will not opes. and cannot be opened
by any hwwan means. The investigators will be trapped
forever in the cireular chamber unless they know or can
figure out the final number. Each investigator only gets
ong try per day. I the tradtor i still loose on the outside,
he may open the door with the hope of leading the others
1o the hatchlings for dinner,

Part B, The Escape?

The investigators can leave fram of the Pilars whenever
they wish, Howewer, the Sand-Dwellers and the traitor will
sirive 1o stop them. I they leave without destroying the
chthonian hatchlings, the Httle horrors will grow and
maature, and Ivsoy of the Pillars will be on s way 10
become again & thriving ity of alien invaders preparing to
spread horror throughout the world. If the investigators
manage to get the Sceptér of Iram and escape hom the
crumbling galleries of Iram dhat ab-Imad, they will still
face the waterless wastes of the Rub al-Khali. Their best
hope s to mount thelr camels and ride due north con-
tinuoushy: and 28 swiftly as possible, giving all remaining
water 1o the camels, Soon the keéeper should cduse the
camels G any remain alter the advenfures in Tram) 1o die,
and leave the investigators stranded on foot in the burning
wastes. When 2l are about to die of thirst and exhaugtion
{perhaps gven after one or two of weaskest have, indeed,
died), the keeper should gencrously allow them to be ros-
cued by a small band of bedouins, drawn by buzzards
flving over the desd camels, and who will give them water
and take them by slow stages seross o aumber of water-
holes to the small port of Zabran in Bahrain where they
can recuperate for & while, and eventuslly catedya boat 1o
Basra, the port of Irag. There they will find both English
and American consulates, and perhaps a Buropean psy-
chalogist 1o help heal their shattered sanity. It is doubtful
that the results of the expedition were encouraging
enough for the explorers 1o suggest a return journey with
morg seientists,



BY

William Hamblin

Gematria Js cssentially the giving of mumerie values 1o
the letters in an alphabet, from which Iy derived numes
eric valuss for eative words, which are then symboli
cally or mysteally z;smma?mi with othier words with
related vumerical values. Many ancient alphabetic

Aenguages dida't have special written characters for

numbers, but used the reguiar letiers of the alphabet
to represent wuonbers inwiiting, Hebeew wae po ex-
ception, and from this camie the practice of addingup
the numeric values of each letter bl a word to geta
semeric value for the word, For examiple, in English,
KA1 B2, U=3 D=4 and =35 then the
fumeric value of the werd “bad" wonld be BrA+D or
Feled = 7 vaathermore, the word “he” would have
the numeric vilue of BYE o¢ 245 = 7. Thus the
numeric value of “Bad" and “be’ both cqual 7 and
could be wmeystically sssociated somehow, For stance,
one muighe conclude that edistence was ceil, because
“Bad” and “be” had the same values 1n Boglish,

In Judaism, an entire mysi:mai yelimons seadition
developed around such interrelstionships between the
letters of the Hebew alphiabiet s Tound m the Old
Testament, This mystieal tradition of gematria be
came embodied in the mysticlem of Babbala faso
valted: Kabbala,” Cabbala, Csbala, efe,, which in
Hebrew luevally means & Yehoin of tadition which is
handed  down'). Though gematrie {5 sometbues
krnown simply 35 Kabbabinn ks echinically only one
part of a pach broader Kabbalistic tadition,

Before Kubhalistic gematrin san be understood;
ane must become familiar with the Hebrew writing
systesn. The Hebeew piphabet consists of 22 Jettory

{see figure 1}, all mmima;itﬁ» The ancient Hebrows
had no method of writing short vowel seunds, though

later, bn the Middle Ages, 4 svstem of sl dotg and
lines above or below the 27 letters was developed 1o
indicate all vowel sounds. In this article, the letiers of
the Hebrow alishakiet will Be referred to by & capisal
Engligh Yetter roughly corresponding to the sound of

the Hebrew legter: Spcctfic explanations Tor the et

ters and their numeric walues can be found dn the
table below.

The Kabbalistic Sci

Only the pumerical values of the 22 consonants
are included in the calculations. In addition, Hebrew

has special forms of Tive of the letters to indicate
when they end a word. These five are 11, M, N, P and

Tz, which represent the numbers 500, 6{}6 700, gi}ﬁ
and. 900 respectively  {see figure 1} In different

systems of gematriy, these last five letters are not

counted, or they are m&fzmtﬁ differently, it 14 por:
tant. o recognize that in Hebrew, which belongs o
the Semitie iangnags: group, maost wm&s are hased on
what is known a5 & tiditeral {threeletter) root. In
English we also fave vestiges o8 word “ronte.” For in.
stanee the vqu;is Sun Y Span? Ypupeine Y and
“rans’ all are’ based on the roer letters Roand N
whicli coidd B sald o have he Bagle meaning of
“tnoving si&*ifﬁy,"\ Thie systern ofsord roots s misch
more extensive g Hebrew and almost always centers
arcund threeconsonunty,

JEocraditional Rabbalist mtm,, there ave at feast

72 ways in which calculations of the numeric values.

of words can be obtained, thangh ditferent schonls
tend 1o accept some methods while vejecting others,
of have special varistions on the basic methods. Fol-
fowing is an a:xpimaﬁwn af the F’w: most important
mcthods:

Methind 1< Bavic: In thiy, the m;mms: value of
each fetted iviadded and the resalt 8 the aumeric
valie o ‘the smf{i For e:xampiﬁ* in Hebrow the word
Jehovah omeaning God, is YalWell  composing the
foue comsonanta Y&LW% The value oL Y710, H5,
Web, and T4, siving 26 as the value ofthe name af
Jehiovale by this method

Method 298wl Numbir ' In this systenm, the
tens aned hundeeds of mmbers ore fanored, Thus,
th;‘mg& M s valued a5 40, but in “Seall Number”

va:fzmatm it s counted fmly as 4, In the Basic system

s worth 19 hut in "Small Number” gemattia, only
1, Thus, Y31 Wi’i in the “Small Number' systemn iz
Vel e, Wet, and =5 giving 4 totat of 18
. Meth od 3~ Souuring: Here the basic numeric valug
i gqaareé and the resulte added topcther, Thus, Tor
Y»H% “H Y 10102100, H=hx 505, Webxa=36, and
5&5‘”‘3’5 for a total of 186 according to this squar-
ing system.
Method 4~ "Series™: Thiz is adding the numeric

 value of all the preceding letters 1o the value of the

letter o Guestion, For example, the value of Wis 6,

HEBREW N :

LETTER

NAME ALEPH BETH GIMEL DALETH
ROMAN

EQUIVALENT 8 8 G D
VALUE ¢ 2 3 4

i g

HE

H

A

mu : vzﬁzm CHETH

W E € T 1 K
& 7 8 g ig 28

27

TETH YOO CaArH

LAMED

L
30

86
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According fo the “Series” method, émagh, the value
of W is 14248+4+5+6=21. In the series method for

Y-HWH, Y= z%9+3+%§~¥5+?+3+§+20 55, He=i+2+
34445515, W is 21 as fipured above; snd His 15 a5
fiered above, Therelore, V-HA-H = 55415421415,
or 108 for the total,

o Method FoFilling s To find the fumene value of
a.word In this system, one must add up the numeric
value of the Hebrew spelling of thi names of cach of
the Jettevs in' o word, Thus, in Hebrew, ¥ is spelled

UHeod” n Hebrew, YWD, The value of YWD i

¥el0, W6, and D=4, mving 20, This method also has
“ i pumber of ddditional complexities to it due to the
o faet that the Terters Hund W oan each be spelled three

ditferent ways. H can be spelied HOW, HAH, or B
wihille Wocan be zspsr:ﬁf:d WW, W ox WY Tims,
words with ¥ oor Win them can ha.w several different

nﬁmﬁm values according to wiiich speliing of Hoand

W is used, This s sepecially significant in the spelling

- aceepted by most Eabbalists, 45, 52, 63, and 72 In
Cadditional to 'this, there can be ”‘fiﬁmgs of fillings,”
* where the differeént levels of speliings and letter values
care used 1o give hidden valuss.

Apecial Rules v

numeric value oltuined by any of the methods, the
number 1 ean be used. The second rule ds that the

number of lettord in g word dan be added o the
‘mismeric valie of a word, Thus, four could Be a&ejed
‘to YHLW.IE which has Tour Tetiers,

. History

The main use of this systam bry the Jewish i{abi}ahg?m
myties wag o Aetermine the bidden allegoriosl oy
mystical meanings of obscire passages of Seripture. I

wiagleal works, Variations of the gematrisc methods
were adopted by Christian occcultists in the Ren-

" aissance, who reworked the entive system and gave it

a Uhristian interpretation, then injecting it into o
merous magieal and mystical systens,

Uses i Fantasy Rolephying

There aré two bagic methods in which the principles
of gematria can be used B Bintasy rolepleying, The

first, and probably most successful, i85 fo use the
actual histerical gematria of KabBalism and Magie, An

extensive expmple of how this can be done isfound

i this seenavio; “The City Without » Name,”

of the name of God, Y-H-W-H, which has H twice and -
W onee. There are four ditferent values for Y HWH

1 one wishes 1o use Historiesl zematria Tn this
sanner, he may wish to consult some books on the

sublect. Kubbaloh, by Gershom Scholem, {Cuad
“ rangle, The New York Thnes Book Col, 1974 s by
o dar the beat Introduction, But it Is very shoelarlyand
Ctechuical, making it rather ditficalt. Bebbalod, by

Chiagles Ponee, {Ouest Books, 1978} s 5 more geperal

dntroduction, with hundreds of wonderful Slugtras

. There are two additional rules which can be used with
“any of the aboye Bve methods The Dist is that to any

- was (ixfﬁ:tuh m m&::mret the Eah&ab@ﬁ‘

x;:mai my%ma} ar &pn’mml words, and t%zemhy éz:s
cover the sceret meaning of 2 passage of seripture by
reading nto 1 the new meaning from wonds with
eguivalent numeric values) Sventually however, hig-
der meanings began to be developed For Beripture as
a whole, and this was expanded o other selipious and

tlons, The Secrrt Gardens an Antholory in the
Kabbalah, by David Meltzer, [The Seabury Press, New

York 1976} is very useful, Tor it gives panslations of
many of the important medieval writings on: Kabbal:

iswy, Finally, The Holy Rabbaloh, ALK, Waiie, (New

York, University Books, 1975) ;:xre:‘wxies Anlureresting
approach o the Kabbalah, samining it in cedation to
a number of other mystic and secret traditions
in BEwrops.

It is possible to use gematna for & game other than
Lall of Cthullee, snd you mav wish to develop & 5ys
tem especially. for vour own campaign, In thiv case,
one can cithier use the English alphabet for gematriae

purposes, of develop his o alplisbet. Sinee cresting

a method of gomatria s very complex fﬁzfz Jewish sys-
temn took centurics to fully devsloph, 1t is easiess o
uge English. Use the system given sbove. Thus,
Glorantha according fo the Enelish svsteo would
have the value of G=7, L=30, 0280, gic,, with « final
valye of 447, which would be the ocenll numeric
value for Glorantha,
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