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Introduction

dventures in Arkham Country is the sixth book in
the Lovecraft Country series that also includes Ark-
ham Unveiled, Return to Dunwich, Kingsport, Tales
of the Miskatonic Valley, and Escape from Innsmouth. Al-
though directly linked to the series, this book stands alone
and can be used without reference to other volumes.

Five separate adventures are found inside, taking in-
vestigators the full length of the Miskatonic Valley from
Kingsport on the Atlantic coast, through bustling, busy
Arkham, past grimy, industrial Bolton, to the headwaters
of the Miskatonic in the hills surrounding the village of
Dunwich. Falcon Point in the north, a small village near
the tainted city of Innsmouth, is also on the itinerary.

A Happy Family leads the investigators to a hamlet out-
side of Bolton, north of
the river and west of
Arkham. Here they
meet an old friend who,
not quite recovered
from the shock of losing
his wife last year, has
now suffered the kid-
naping of one of his
three children. He fears
for the safety and well-
being of what remains
of his family and asks
the investigators for
their help.

The Whore of Ba-
harna takes place in both
Kingsport and the
Dreamlands. Hired by
the High Council of the
Dreamlands city of Ba- @ W N
harna, the investigators e S O S
are asked to rid the city of
a scourge known to the
populace as The Whore.
Investigations take them
to the evil woman’s cita-
del atop Mt. Ngranek
and, most unlikely, a
Catholic convent in
dreamy, seaside King-
sport. Secrets leamed in
waking help solve the

e

Arkham and the village of Falcon Point near shunned
Innsmouth. An insane ex-minister, convinced he is the
recipient of a holy vision, is trying to human children in
the company of full blooded deep ones from the ocean.
Unfortunately, Harold Snowden is not particular about
how he obtains children. The investigators have a
chance to solve the kidnaping of the son of a rich Bos-
ton businessman, possibly cementing a link between
them and a man of influence.

The Dark Wood takes place around the village of Dun-
wich. Here an amateurish archaeologist excavating what he
believes to be a Viking tomb releases a curse that plagued
the Hyperborean colonists dwelling here thousands of years
ago. By use of magic and arcane machinery the investigators
control creatures from
another dimension set
loose upon the popu-
lace by a madman.

With Malice Afore-
thought takes place in
Arkham and nearby
Salem. Called to Ark-
ham Sanitarium for
seemingly innocent rea-
sons, the investigators
are drawn into a diaboli-
cal plan engineered by a
sorcerer from the
Dreamlands. Barely es-
caping, the investigators
are wrongly charged
with mass murder. Vic-
tims of circumstance
they face possible con-
viction and a date with
the electric chair. They
will stand trial in a
Salem court while at the
same time that they—or
their friends—work to
clear their names.

Part three of this
lengthy adventure takes
place after the trial
when most mysteries
are revealed and the in-
vestigators face the
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6 Adventures In Arkham Country

EFF CAREY is a quiet, shy man. Everyone around
Mayotteville knows him, and while none have a
bad word to say about him, no one would call him
a friend, either. He lives a reclusive life in a small cottage
outside of town on the property of the old Bensten man-
sion, a place empty now for ten years. His life is joyless
and many feel rather sorry for him.

But unknown to his neighbors, Carey has a secret
joy—a wonderful and loving wife. And he has recently
become a father too. Soon there will be more children.

His wife is the former Mary Swanston, known as the
prettiest girl in the town. Carey has always loved her, and
always longed to protect her from the leering youths and
scheming young men who paid court to her. When, a few
years ago, she married another man he was heartbroken.
Her new husband was Jonathan Whitelock, a cunning
businessman from Boston, or New York, or somewhere.
The couple settled near Mayotteville, building their
house close to Carey’s own home. Seeing this as a delib-
erate mockery of his love, Carey became convinced that
Whitelock was guilty of all manner of crimes against
Mary. She would have to be rescued from him.

Now Mary is with Jeff, and he cares for her and pro-
tects her, gives her flowers and lets her do none of the

Investigator Introduction

OU SLEPT BADLY last night, unwelcome night-

mare images from your past stalking your
dreams. Around dawn two fighting tomcats started
screeching in the street, and you've been awake since.
By the time the mail arrives you've had breakfast—
twice—and already reread yesterday’'s newspaper.
Only one envelope—one of Jon Whitelock’s occa-
sional letters, which have grown longer and more fre-
quent since the death of his wife almost a year ago. A
vague friend since school days, Jon’s bereavement
has brought the two of you closer, though you haven't
been able to visit him since Mary’'s memorial service
last year. He took her death badly; it would have
helped if the body had been recovered from the river.
At least he could have said a proper goodbye at the
grave side. The envelope feels thinner than usual,
perhaps containing only a single sheet of paper. ”

work in the house. She is safe and he is happy. Of course,
he regrets that she’s dead—but he’s sure she understands
why he had to kill her, and that she loves him for saving
her from Whitelock. And now he has rescued one of her
sons, James, and Carey’s happy family is growing. Two
other children are still in the clutches of the scoundrel
Whitelock, but Carey knows that their place is with their
mother and he expects them to join his family soon. After
all, it has all been so easy since he found those old books
in the Bensten house. They told him exactly what to do,
and now everything will be all right.

Keeper’'s Information.

Jeff Carey is the caretaker of the old, deserted Bensten
mansion. All but mad before he discovered the strange
occult books in the mansion, reading these tomes—and
experimenting with summoning a byakhee—has left him
quite unhinged.

The scenario begins when the investigators are con-
tacted by an old friend, Jon Whitelock. Not quite a year
since the tragic death of his young wife, Mary, this poor
man has recently lost one of his three children—a victim
of kidnaping it seems.

The recent kidnaping is, of course, linked to Mary
Whitelock’s death, and a series of burglaries and attacks
on the two remaining children will convince investigators
that something malevolent is afoot. They will be required
to investigate these crimes, uncover Carey’s plot, and
protect the remaining children, all at the same time.

Investigators’ Information

Choose one of the investigators, whichever seems most
appropriate, and read the Investigator Introduction to his
player, then give him The Family Papers #1.

JONATHAN WHITELOCK

Jon Whitelock moved to the Mayotteville area nearly fif-
teen years ago, working as an agent for a company selling
livestock feed and other agricultural supplies. Eight years
ago he set up his own business, first selling feeds and
fertilizers, later diversifying into shovels, plows, wheel-
barrows, and anything else he could find a market for. He
prospered and married the beautiful Mary Swanston, but
otherwise led an unremarkable life. His first son, James,



was born ten months after the mar-
riage. Two other children, Adam
and Jessie, now aged four and two,
were also bom to the couple.
Whitelock is yet to recover
from the loss of his wife and fre-
quently stares into space, fixing his
eyes on doorways, weeping Si-
lently. He has not been eating prop-
erly (though he has not-neglected
the children) and his broad frame
has become rather scrawny, his
face and hands thin and drawn.
The recent disappearance of his
son has left him nervous and fidg-
ety, given to pacing around the
house, rushing to the front door
every time he thinks he hears a
noise outside. Investigators may
find his moods understandable, but
nonetheless disconcerting.

Last Year's
Death of Mary
Whitelock

Mary Whitelock was a slim, attrac-
tive woman in her early thirties. Al-
though slightly vain, not overly-in-
telligent, and rather superficial, she
was popular and well known
around the community. She had no
enemies and was admired as a
beautiful woman and dutiful wife.
On March 28th, last year, while
driving home from town, her car
left the narrow road and plunged
into the ravine where the river was
swollen by the spring thaw. The
gnarled wreckage was dragged
from the water a few miles down-
stream, but her body was never re-

A Happy Family

THE FAMILY PAPERS #1 — a letter from Jon Whitelock

Mayotteville
- March 3rd.

My dear friend,

I am sorry if this letter seems a little abrupt. 1 am at my
wits' ends—not merely upset or depressed again, but truly
desperate. James, my oldest boy (you will remember his
crooked teeth if nothing else), did not return from school last
night. I was frantic and drove into town. I learned that he had
not attended school that day, but I know that he left as usual
with his lunch and his books, quite as happy as he has been
all this year. The police and some local men began a search
this morning, and found his books and other things a few
yards from the road, hurled into a bush. But the Seyward
boys said there were no tracks and the dogs found no scent.
At dusk they gave up, having combed the hillsides and found
nothing. They say they will not resume the search tomorrow;
the deputy says that my James has probably just run away.
I know that he wouldn’t, believe me, but I could not make the
man understand. What can I do?

I have inferred from your letters that you, or some of your
friends, have some experience investigating crimes which the
police overlock. Can you help me? I cannot afford to pay a
private investigator—I am not even sure that I can cover your
travel expenses. You know that my grieving has damaged my
business. I still spend hours just staring at the door, as if Mary
would walk in at any minute, wasting much of the time I
should be out chasing sales. But can you help me?

Perhaps there is some simple explanation that I have
overlooked. Perhaps when I regain my composure I will see it
and curse myself for having troubled you with these rantings.
But for the present I am quite at a loss. Could you or your
friends help me? The house is quite big enough for a number
of guests, built when I had more energy and more income. 1
will have no difficulty accommeodating you. Please come—or
at least reply—as soon as you can. I am sorry to trouble you
with this, especially after you have been so understanding.

Yours sincerely,

Jon

i/

covered. No one ever questioned that it was more than an
accident.

In truth, Mary was killed by a byakhee which, on the
orders of the insane Jeff Carey, tore her from the vehicle.
The auto careened off the road while the byakhee litted
Mary’s lifeless body into the air and carried it to a room
in the Bensten mansion which Carey had prepared.

The Recent Disappearance

of James Whitelock

James, aged nine, was the Whitelocks” oldest child. He
was of fair skin and hair, inherited from his mother—a

good-looking boy whose features were broken only by
his uneven teeth. A vivacious child before the death of his
mother, he has been solemn ever since. Still, at school he
was hard working, and at home obedient to his father. It 1s
inconceivable that he would have run away.

Again, it was Carey’s byakhee that took him, snatch-
ing the boy up from the road, killing him while at the
same time carrying him back to Carey. Jeff Carey has
now decided that he wants a full and happy family, and
though it saddens him that Mary cannot now bear him
children, he is content to take care of those she bore for
Whitelock.

The disappearance of James has caused a consider-
able scare in the town of Mayotteville. Some think that
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the boy ran off, but others think he may have been carried
off by wild dogs or even wolves. A few of the more

superstitious mutter about “dark things.” Parents fear for
their young sons, remembering James’ effeminate good-
looks, secretly suspecting a sexually motivated attack.

What has really confounded the investigation is that
the search turned up nothing. Twenty locals spent a full
day combing the area and found nothing other than the
boy’s schoolbooks. Dogs picked up no scent. The boy’s
trail seemed to simply vanish at the spot in the road where
his bag was found.

-

Mayotteville

AYOTTEVILLE is a small town of about 2,000
people, a place of commerce for the small farm-
ers and few aging trappers who live in the sur-
rounding hills. It is connected to nearby Bolton by a nar-
row road. The town boasts a general store, a grocer, an
agricultural implements outlet, a small bank, one doctor,
and a tiny lending library in the town hall. In the well-
kept cemetery are found the graves of the parents of Mary
Whitelock and Jeff Carey, as well as the grave of Samuel

Bensten.

The Whitelock Home

Jon Whitelock lives west of Mayotteville, along a road
out of town that leads across a rickety bridge over a pre-

[ B

ﬁ.ﬁr% "'"?f I.- . __:_‘_; =
Wy

) Ii”l": De 1 ‘ o ':j'i’." i I : ol |

James and Mary Whitelock

carious ravine and through rugged woods. The only im-
mediate neighbors are the old trapper Ed Norris, a small
farming family named Seyward, and, of course, Jeff
Carey, caretaker of the Bensten mansion. Although only a
short distance from town the area is sometimes cut off;
roads are often washed out by raimns or blocked by fallen
trees.

Whitelock greets the investigators as friends, but is
visibly upset—neither jovial nor talkative. The house is a
well-furnished seven-bedroom structure, built ten years
ago and equipped with electric lighting. A large o1l-bum-
ing stove in the kitchen provides hot water. A bulky radio
sits in the corner of the sitting room. There is no tele-
phone.

The downstairs rooms are high-ceilinged with large
windows, providing a feeling of space and light. Upstairs,
however, the rooms are smaller, with lower ceilings, nar-
rower windows, and heavy furnishings. A single electric
light by the doorway of each room provides dim illumi-
nation, and bulky beds and wardrobes cast dark shadows
into the corners of the rooms. (Note that the switches to
the bedroom lights are positioned next to the doorways.
Characters wishing to turn on a light in the middle of the
night must grope their way across unfamiliar territory to
find the switch.) The building is surrounded by thin
woods, green and pleasant during spring and summer
days, but dark and foreboding at night.

Two guest rooms offer a double bed and a pair of
singles. If necessary, Whitelock puts additional visitors
either in the unused servant’s room by the kitchen, his
own room, or even the bedroom of the missing James
(though this upsets him). If he vacates his own room he
sleeps on the sofa in the sitting room. Only as a last resort



does he allow investigators to sleep in the master bed-
room, which has remained unused and untouched since
the death of his wife not quite a year ago. He unnecessar-
ily apologizes for any mess, explaining that he had to let
go his housekeeper, Miss Anna Kelly, a short time ago.
She lives in Mayotteville.

With his guests settled in Whitelock answers their
questions as best he can before excusing himself to pre-
pare dinner. Dinner is at 7:30—a nervous, awkward meal
with Whitelock eating slowly and distractedly, staring at
the window or door, lost in thought. Investigators may
suspect that he has something to hide. He goes to bed late,

A Happy Family 9

having spent the evening staring blankly at yesterday’s
newspaper.

FALSE ALARMS

During the night, around 2 AM, one of the investigators
wakes to the sound of scratching against the outside wall
of his room. A slight breeze rustles the trees outside, and
upon investigation it seems that the noise is probably just
a branch scraping against the clapboards. However, the
investigators may get themselves rather worked up be-
fore they discover this, and even then cannot be sure that
the branch was solely to blame for the noise.

Key to Whitelock’s House

16 Jessie’s room. A small, cramped room, containing a small
child’s bed, a chest of drawers and a heavy wardrobe. Clean and tidy.

i Entrance Hall. One monk-seat and two light chairs. No other
furniture.

17 James’s room. Clean but rather messy. Contains a huge
chest of drawers, a wardrobe, bed, and small desk.

2 Cloakroom. A walk-in cupboard for the storage of coats, boots,
etc. Some of Mary’s winter clothes still hang here.

3 Study. Jonathan Whitelock’s office, with a large desk, one
armchair, and several cabinets for the storage of his business
records and agricultural periodicals. A photograph of Mary is
displayed prominently on the desk.

The
Whitelock

4 Sitting Room. One sofa, four armchairs, a coffee table, a
liquor cabinet (empty) and a radio. In need of dusting, but com-
fortable.

5 Dining room. Alight oval table and eight dining chairs, plus
a sideboard, all covered in a thin layer of dust.

& Pantry. Well stocked, but badly organized.

7 Servant’s Room. Has not been cleaned since it was
vacated several months ago by housekeeper Anna Kelly.

8 Kitchen. Contains a large wood-burning stove, a table, and
many shelves and cupboards. Slightly dirty but physically well
maintained and well stocked. A supply of firewood is piled up
outside the kitchen door.

9 Bathroom.

10 Master bedroom. This double bedroom is kept locked;
it has not been used since Mary died. The key is in the desk in the
é"tudy. Inside, the room is clean and tidy. Nothing has been
changed in eleven months.

I —
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11 Balcony. Apparently sturdy wooden balcony above the
downstairs veranda.

12 Adam’s Room. Atidy toddler's room, toys stowed neatly [ —
into drawers by his father. The room is clean but rather cramped
with heavy furniture.

13 Jonathan Whitelock’s room. An untidy but pleas-
ant bedroom, slept in by Jonathan since the death of Mary. 4

14 Main guest room. Aired and cleaned for the investiga-
tors. Contains a double bed and typically heavy furniture (a ward- Y
robe, chest-of-drawers and two bedside tables). 7l

15 Guest room. As 14, but containing two single beds
instead of one double.
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An hour or so later, a different investigator, rising in
the night to answer nature’s call, hears a movement on the
ground outside his window—a cracking twig, like some-
thing brushing up against a bush. Shining a torch or lan-
tern toward the area reveals a large racoon scrabbling
about. If the investigator hesitates, the racoon leaves the
scene. Only in the moming, with a successful Track roll,
do the investigators find the animal’s footprints and de-
duce that the noises were quite-natural.

If investigators overreact to these perfectly normal
sounds—staying up all night, patrolling the woods, etc.—
the keeper should penalize them suitably on skill rolls
made the following day. Being short of sleep hinders Spot
Hidden, Listen and Idea rolls, as well as activities such as
driving cars, etc.

Investigations

HITELOCK rises at 7:30 in the moming and
begins making breakfast. Though willing to
prepare food for the investigators, he appreci-
ates help. If none is offered, he mentions it to the friend
whom he initially contacted. He certainly expects female
investigators to help him, even implying that they should
cook for him. The rest of the day is free for the investiga-
tors to do as they please: talking to the Seywards, Jeff
Carey, the trapper old Ed Norris, or perhaps some of the
people in town.

Clever investigators may actually solve this mystery
in a single day, particularly if they are quick to break into
Carey’s house or the Bensten mansion. The keeper is
encouraged to stall or disrupt their inquiries, bureaucratic
policies providing a standard but perfectly acceptable
method of detaining investigators for a couple hours.

The day is dark and overcast, drizzling sporadically
toward the evening. Investigators traveling about should
be encouraged to stick to roads or well-used paths. Trav-
eling cross-country is extremely difficult. The hillsides
are steep and strewn with loose rocks and impassable
thickets. Those who are unfamiliar with the area can eas-
ily get lost.

Whitelock suggests that the investigators start by
speaking to neighbor Ed Norris. A gruff old trapper in his
sixties, Norris knows the area better than anyone else. If
Norris cannot provide any information, Whitelock sug-
gests they speak with the Seywards, a local farming fam-
ily. The older boys were involved in the search for James.

Old Ed Norris

Norris’s home 1s reached by a rocky but well-used path
that winds through the hills. The difficult walk takes
nearly half an hour. A scruffy man with a thick gray-

streaked beard, Norris is quite illiterate but knows the
mountains well—though he has little time for “city folk.”
He is likely to be unfriendly toward investigators: rude to
the men and patronizing to the women.

Investigators approaching his home find a one-room
log cabin with a crooked roof and rickety door. A rocking
chair on the porch creaks back and forth in the breeze and
lightweight shutters flap at the windows. An outhouse
and a shed containing a small still stand behind the shack.
In the open front door lies a large mongrel dog, snoring.

Unless the investigators make Sneak rolls when ap-
proaching the house, the dog wakes and immediately
starts barking ferociously, straining at its rope and baring
its teeth. The old man emerges, glaring suspiciously and
pointing an ancient shotgun at the intruders. The dog
calms down, but continues to growl. Ed answers ques-
tions curtly and does not let investigators into his cabin
(though he actually has nothing to hide). The hut is his
home, and investigators have no right to go snooping
about. He will shoot them in the legs before he lets them
in. Patience, humility, and bribery are all likely to soften
his temper—although he prefers bribes of whiskey or gin
to money. If suitably placated he is more talkative,
though never really friendly, nor does he ever agree to let
the investigators enter his cabin.

The old trapper is sorry about the child’s disappear-
ance, but does not seem overly concerned. He claims that
bears inhabit the hills, as well as packs of wild dogs
interbred with indigenous coyotes. If reminded that the
tracking dogs found no animal scents he merely shrugs. It
certainly is strange, but really none of his business. He
knows nothing about the child’s disappearance and
doesn’t see why these strangers are bothering him. In
fact, Ed has no real information for the investigators—
except to reassure them that there have been no unusual
activities in the mountains. However, investigators may
be disconcerted by his abrupt and unhelpful manner, sus-
pecting that he is somehow involved in whatever is hap-
pening.

Ed makes daily forays into the woods to check his
illegal traps and during this time the investigators may try
to enter his cabin. However, the dog sleeps in the door-
way and although tethered, the rope is long enough that
he can reach most parts of the cabin. A Sneak roll is
required to approach the cabin without waking the hound,
and another must be made to clamber quietly through one
of the windows. Investigators wishing to enter through
the door, stepping over the dog must make a DEX x5 roll
in addition to Sneak rolls. A failure indicates that they
have tripped over the mutt. Once awake the dog attacks.
If the investigators kill the dog, Ed Norris follows their
tracks and demands considerable compensation.

Inside the cabin is an old bed with filthy blankets, a
primitive table, a chair, and some shelves. Above the
wood stove stand empty whisky bottles, lining the mantel
like trophies. Around the room other bric-a-brac sits in
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piles: a mound of animal pelts, tins of food, a stack of old
newspapers, pieces of firewood, a spare shirt, pans,
bowls, snares, traps, shotgun shells, etc. There are no
clues anywhere.

The Seywards’ Farm

Less than a mile from the Whitelock house lies the Sey-
ward farm comprising a three-room house, barn, and sev-
eral outbuildings. Ruddy Matt Seyward is the autocratic
master of the house, weather-worn and slightly over-
weight. His two teen-age sons call him “sir” and his prim
wife Lorna is obedient to the point of martyrdom. The
farm includes a dozen cows but produces mainly wheat
and other crops. A small chicken coop keeps the family i
fresh eggs, and two tracking hounds are usually around
the house somewhere. Seyward’s prized possession is his
tractor, five years old and as noisy as a tank. There 1s no
electricity or telephone on the farm and water is drawn
from a well by a small diesel pump in the yard. Between
8 AM and 4 PM Seyward and his sons work out in the
fields, leaving Lorna alone at the house. After four all are
found in or around the farmhouse. Seyward speaks to the
investigators in a courteous but suspicious tone, defend-
ing his family against anything that sounds even vaguely

like an accusation. He provides guarded, but honest, an-
swers to their questions.

On the morming of James’s disappearance Matt and
his sons were working hard, dredging a drainage ditch,
and Lorna was busy darning blankets. None of them
know anything about the actual disappearance, though
the three men were all involved scouring the woods and
fields the following day. Seyward can confirm that noth-
ing was found besides the boy’s school bag, and that the
dogs simply lost the scent and could not pick it up again.
He can also fill them in on the history of the Bensten
House, or refer them to old Ed Norris as a possible sus-
pect. The Seywards, for unknown reasons having nothing
to do with James Whitelock’s disappearance, do not trust
the old trapper.

Investigators approaching the two sons, Ben and
Luke, get similar information—though the two know less
about the Bensten House. Lorna is loathe to speak with
strangers, directing them to her husband. She has nothing
to hide, but knows that Matt is master of the house and
would be angry is she spoke to investigators alone. A
successful Fast Talk roll is required to engage her in con-
versation. She is nervous talking to investigators, feeling
guilty and vulnerable, but she may imply that she fears
James’s disappearance was the work of a “pervert.”
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Other notable equipment on the farm includes a selec-
tion of scythes, wood axes, pitch forks, a .22 rifle in the
farm house, two large drums of diesel fuel in the garage,
and supplies of rope, twine, wire, firewood, etc.

In Mayotteville

Investigators may visit Mayotteville seeking information
about the disappearance of James Whitelock, the death of
Mary Whitelock, the history of the Bensten house, or
with other questions.

THE SCHOOL

Arthur Manning was James’s teacher, a short, thin man
with thick, round glasses. A tough disciplinarian and ar-
dent Baptist, he sees his job as an opportunity to instill
discipline and dogma into his pupils. He much liked
James Whitelock whom he describes as an obedient and
studious child. He finds it hard to accept that James
would run away, but has no guess as to what may have
happened to the boy. He asks sympathetic investigators to
pray for the child.

TOWN CONSTABLE

David Gleason is the town Constable. A pudgy man in his
thirties, he seems demoralized and tired by the events of
the last few days. He is prepared to share information
with investigators, but it’s unlikely that he tells them any-
thing they do not already know. He doesn’t obstruct the
investigators’ inquiries but should a disagreement arise
between an investigator and a local, Gleason’s first in-
stinct is to back the local. He carries a .38 revolver and
keeps a .30 lever-action carbine locked in a cabinet in his
office.

FIRST BAPTIST CHURCH

Henry Sullivan is the tall, lean hellfire preacher at the
local Baptist Church. He likes to preach how the Lord
punishes individuals for the sins of the community, se-
cretly believing that James’s disappearance is divine ret-
ribution for the community’s sins of jealousy, feuding,
fornication, etc.

ANNA KELLY, THE HOUSEKEEPER

Anna Kelly is a plump, severe widow in her late fifties.
She worked as the Whitelocks’ housekeeper for six years,
but was recently dismissed by Jonathan, whose business
was not making enough to keep her on. She understands
his predicament and sympathizes, but still feels slightly
bitter and betrayed about the firing. She is clearly upset
about James’s disappearance, betraying her fondness for
her old family. Anna practically worshiped Mary
Whitelock and is prone to eulogize her beauty, kindness,
wittiness, good taste, etc. Kelly is of no real help to the
investigators.

THE TOWN LIBRARY

The town hall in Mayotteville contains a one-room refer-

ence library, barely catalogued, and a store room full of
old newspapers, mostly from nearby Bolton. The follow-
ing pieces of information may be found, eéach requiring a
successful Library Use roll.

Samuel Bensten: A ten-year-old obituary announces the
death of Samuel Bensten, a retired businessman and resi-
dent of Mayotteville who died in a fall from a hotel bal-
cony in New York. The obituary describes a successtul
local businessman dedicated to the traditional values of
hard work and enterprise. Apparently without family, the
obituary mentions that Bensten had a laudable interest in
the history of “native American savages.” Later news ar-
ticles state that no Bensten heir could be found. Other
news articles mark Bensten’s retirement or mention his
attendance at local civic gatherings.

Jonathan and Mary Whitelock: Newspapers carry a no-
tice of the Whitelock marriage, and short accounts of

Mary’s tragic automobile accident. There is nothing else.

Suspicious Disappearances: There are no stories that
seem linked to James’s disappearance or Mary’s death.

Jeff Carey

grounds of the old Bensten Mansion. Appointed

the caretaker of the estate ten years ago by Ben-
sten’s out-of-state executor, he holds the keys to the
house and its locked interior rooms. Those wishing to
explore the house legally have to gain Carey’s permis-
sion. Carey is responsible for the property’s upkeep and
security and is quite justified in refusing permission to
snoopy strangers. A Fast Talk roll convinces him to show
them around the hallways, perhaps even showing them a
couple of significant rooms such as the drawing reom or
other, but nothing persuades him to unlock the four main
bedrooms. These have been especially prepared for his
‘family.’ The keys to the house are always kept in Carey’s
pocket.

Carey seems quiet and secure in all circumstances,
showing no emotion even when his schemes are exposed.
His speech is measured, reasonable, and at all times po-
lite; his slowness makes him seem simple. His wild and
tormented mind 1s only partially masked by a calm exte-
rior and an investigator conversing with him and making
a Psychoanalysis roll realizes that Carey suppresses some
violent passion or emotion. Investigators find that prob-
ing personal questions are met by a stony silence.

Under no circumstances does Carey offer any active
resistance to the characters. Although he will clutch

CAREY LIVES in a three-room guest house on the



tightly the mansion’s keys to prevent a character
taking them he does not fight to retain them. If
captured he cooperates quietly, allowing himself
to be tied up, or behaving as directed. However,
he divulges no information, even under torture,
and tries to escape at the first opportunity.

CAREY’S DAY

Jeff Carey rises at seven every morning and eats
breakfast. He then crosses the grounds of the
Bensten house, enters the kitchen and makes two
more meals of toast, eggs, and coffee. He then
takes the meals and places them before the
corpses of Mary and James Whitelock. After pa-
trolling the house checking for damage or intru-
sion, he returns to the bedrooms and spends the
rest of the morning chatting with the corpses,
asking if they slept well, enjoyed breakfast, etc.
He then removes the untouched meals and
throws the food out the kitchen door before
washing the dishes. He then locks the house up
and either scavenges firewood in the surround-
ing woods or else walks into town to do his shop-
ping and buy a newspaper.

He returns by one o’clock, prepares himself a
light lunch and settles down to read the paper or
a cheap book. Around four he goes back to the
mansion where he carries James’s body into the
sitting room, propping him up on an uncovered
sofa and handing the corpse a newspaper. He
then carries Mary to the bedroom where he
whiles away the afternoon in conversation with
Mary’s skeleton. Discussing local gossip, the
news, and his plans, he fondly strokes her bony
cheek proclaiming his undying love.

At six Carey moves James’s body into the
kitchen, propping him up at the table so that the
two can engage in a father-to-son talk while
Carey prepares dinner. Carey reminds James of
the responsibility he has for looking after Mary
during the day, reprimands him for having failed
to make her lunch, and then moves on to discuss
the contents of the newspaper.

“You should take more interest, James.
You’ll have the vote when you’re older, and it’s
a man’s responsibility to keep up with the world.
And you don’t expf'ess your opinions very force-
fully, do you?”

Jeff Carey is the archetypal loving father—
except that he is talking to the corpse of a boy
that was murdered at his orders.

Carey eats his dinner in the dining room with
James’s corpse opposite him (“You should eat
more, a growing boy like you””...) and then
takes a plate up to Mary’s room. Later he lov-
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THE FAMILY PAPERS #2—an excerpt from Carey’s diary dated

eleven months ago

I am the happiest man alive.The wedding was
perfect, mother, if only youcould have been there,
youwould have cried. Mary’s wedding dress is

hope youhear me whenl write fo you.I hope you
hedr me now because I am the happiest man alive
thought that she would never be mine butI was
andis sorry that she hurt me,She has fold me about
horrible, mother. Horrible mother, youhear me, he
was I know.But she is mine now andl willnever hurt

her like father never did to you, andl willnever hurt
her so no one willbe herrible mother. No one knows

tellthemI amso happy!Happiest in all my life and it
feels that this honeymoon willgo on for ever and
perhaps it will, For ever mother.

beautiful, mother, beautiful, mother.I know that you
are dead, mother, butl do not feelfarther from you
at this minute than from my wife who lies beside me.I

and this is the happiest moment of my life andl hope
youcan hear me now.I have always loved Mary and
wrong.She is mine now andshe wants To stay with me
her first marriage (andI don’t mind at all) andshe has
told me that I was right and that he was horrible to her

her.I will keep her safe and safe and bring flowers to

where we have gone for our honeymoon andl willnot

neither electricity nor a telephone.
Kerosene lanterns hung from the ceiling
beams provide the only i1llumination at
night.

The bedroom contains a lumpy dou-
ble bed, a large wardrobe and a bedside
table. The wardrobe is found to contain
not only Carey’s clothes, but the clothes
of a woman as well. The female cloth-
ing is all in the current fashion and ap-
parently unworn. A Know roll reveals
that much of the woman’s clothing is
expensive, beyond the means of a care-
taker like Carey. There is no way for
investigators to tell that Carey has been
stealing and selling ornaments and fit-
tings from the mansion.

The bedside table contains Carey’s
diary. If an investigator has the time to
read it, or leafs through it specifically
looking for salient dates, he finds the
diary was started less than a year ago,
about the date of Mary’s disappearance
and is current up until a day or so ago
(see The Family Papers #2 and #3).

CAREY’S SECRET HOLDINGS

Finally, an investigator searching the
room and making a Spot Hidden roll
discovers a loose floorboard concealing
a wooden cavity ‘set into the ground.

ingly sees his family safely to bed, kisses them good-

nig

ht, then retires to the guest house.
If the byakhee successfully gains the bodies of

Whitelock’s other children, Carey simply adds them to

his

psychotic fantasy world, treating them the same way

he treats James.

Carey’'s House

Surreptitiously entering the house is easy since Carey is
often absent, collecting firewood or doing chores inside

the
tor

mansion. A successful Luck roll allows an investiga-
to find an open window. Failing this, the front door’s

lock can be picked with a Locksmith roll. Unsubtle inves-
tigators can easily smash a window pane or shoulder in

the

flimsy front door (STR 9).
Carey’s living room holds several hard chairs and an

old dining table. The kitchen is equipped with a large
wood-burning stove and primitive, but functional uten-
sils. The toilet is a pit in a shed round back, next to the
well from which Carey draws his water. The house has

This recess contains two old books and
a leather pouch.

One of the old books is an unre-
markable text printed in the 1870s by a
Catholic missionary foundation. Titled Errors of the Hea-
then, it contains descriptions of “pagan rites” practiced
by various South American Indians presented as an argu-
ment for continuing missionary activity in the area. The
book’s author did not seem interested in identifying the
actual tribes, but an unknown hand (actually Samuel
Bensten) has underlined certain passages in blue ink.
These sections are all concemed with the rites of worship
of an unknown god and most include some form of ani-
mal or human sacrifice. Others imply cannibalism and
torture.

A successtul Cthulhu Mythos roll suggests that these
rites relate to the worship of Hastur. Any investigator
learning this may add one point to his Cthulhu Mythos
score.

The second book is more disturbing. It smells of mold
and the pages feel damp and slightly slimy. Anyone leaf-
ing through it finds that the scent of decay transfers to
their fingers where it lingers for the next 2D3 hours. The
book contains some seventy handwritten pages detailing
the rituals required to summon and bind a byakhee, re-




ferred to in the text as a Winged Stalker of the
Void. Unfortunately the binding part of the
spell is incorrect in several minor, but vital de-
tails. These defects are only apparent if some-
one makes a successful Occult roll. Carey is
unaware of this flaw. The byakhee has to date
‘obeyed’ all Carey’s commands, but for reasons
of its own.

Learning the flawed spell requires a week’s
time and a roll on INT x3 or less.

The leather pouch contains a finely en-
graved bone whistle, five inches long, neces-
sary to cast the spell found in the book. It is
enchanted, adding a bonus of 30% to any at-
tempts to summon a byakhee. The relevance of
this object is made clear in the spell’s descrip-
tion, but no instructions are given for creating a
replacement.

The Winged
Stalker

house is a rough altar used by Carey to

summon the byakhee. Although because of
the flawed binding spell the byakhee is under
no cc}mpuisinn to serve Carey, it has so far ful-
filled the human’s requests, but only out of
choice. The demented human offers pleasing
sacrifices to Hastur (Mary and James, and soon
Adam and Jessie) and the monster revels in the
taste of their blood. But when Jessie and Adam
are «dead, it will turn on Carey and suck his
body dry.

Because it is not bound to obey Carey’s or-
ders the byakhee may deviate from them
slightly in order to satisfy its thirst for blood.
Happening upon a lone investigator the crea-
ture is sure to attack and feed. Note also that the
creature is concerned with its own survival. It
will not expose itself to obvious danger simply
to kill an investigator. Indeed, because it is not
bound to fulfil Carey’s instructions the creature
is able to make its own safety its primary con-
cern. It flees if seriously threatened.

The creature regenerates all damage during
the day, beginning each evening with a full
complement of hit points.

IN THE CLEARING behind the Bensten

THE FAMILY PAPERS #3—excerpis from Carey’s diary

A Happy Family

dated within the last ten days

r

So happy so happy I shouldsmoke acigar or
something bec ause that’s what fathers are
supposedto do abeautifulboy so that you
wouldbe a grandmother mother, with a
grandson blonde and beautifull couldsing
I’'m so happy it did not hurt my Mary as births
often do andI must have hurt youmother and
I do not even think that my baby cried when
he came but he is fine.Boys don*t cry andl
didn’t cry whatever youand father didto me
and now I have ason andI will keep him safe
and never do anything to him to hurt him byt
maybe hit him a bit like you hit me o make
sure he won’f cry and he won't mother.The
stork under a bush but actually into the
clearngl made Il made it mother not youor
father or a doctoer but me andI did it without
you.So happy happy we will allbe a happy
family.

A happy family happy family like the game but
there are only three of us and in Happy
Families games there are four andI do not
have a daughter, But the stork willbring a
daughter and then anotherson but then there
willbe five not four like in the game but it will
not matter becauwse we willbe a happy family.
And mother cannot get at me or s and we
are happy and you and father willnot hurt us.
Mary does not hurt me mother she is not
horrible motherI stilllove her love her love
her.And today I willtalk fo the stork or maybe
tomorrow but definitely sometime soon
becduse Mary has three children andtwo are
with their horrible father poor poor children
And then there willbe four and then five
better than in the game and we will allsit at
the table as I did with my son foday and we
will Talk about the news and other things that
parents should talk to their children about and
we will talk and talk but he does not say much
yel he shouldsay more it is goodbecause we
shouldsay what we thinkbecause we are
free from horrible fathers and we should not
be not be horrible mother.

15
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Key to the Bentson House

1 The Entrance Hall. Dark, fake marble floor, lacking furni-
ture. A chandelier hangs above. Overlooked by the landing above.

2 Sturjy.

3 Library. Reference works, a little fiction, and miscellaneous
volumes. The north wall contains Bensten’s occult and historical
collection, titles ranging from Cortez and El Dorado to Missionary
Failures in Mexico to The Bear Cult in the Appalachian.

4 Main Sitting Room. Comfortable furniture is hidden under
the dust sheets, with some signs of recent use.

5 Conservatory. Long-dead plants hang withered in their pots,
wicker furniture protrudes skeletally from beneath dust covers.

13 Landing. This balcony circles the entrance hall, the great
chandelier hanging at eye level.

14 Servants’ rooms. Bare, utilitarian furniture covered care-
lessly with dirty, dusty sheets.

15 Spare bedrooms. Untouched in ten years but well fur-
nished.

16 Bathrooms.

17 Bedroom. This chamber has been meticulously cleaned and
the dust sheets removed. If Adam has been taken by the byakhee
his body is laid out on the bed as though the youngster were
asleep on his back. Witnesses lose 1/1D3 points of Sanity.

‘The Bensten

Mansion |

6 Dining room. A vast oak table, chandeliers, etc. Signs of
recent use.

7 Servants’ Corridor.

8 Kitchen. There is food in the cupboards and the stove is
possibly warm. Utensils are kept clean and the room is free of
dust. Qutside the back door is a festering pile of uneaten food.

-—

9 Pantry. Bare shelves.

10 Empty Rooms. Originally used by the servants to perform
domestic duties such as ironing, etc.

11 Morning Room. A smaller sitting room designed to catch the
morning sun.

12 Billiard Room. The covered gaming table dominates the
room.
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18 Bedroom. Similar to above but prepared for young Jessie. If
the girl has been taken Carey buys a china doll to put on the
bedside table next to her teddy-bear (if the byakhee has retrieved
it). Lose 1/1D3 points of Sanity.

19 James’s room. James's corpse is laid out casually in the
bed, two war stories and some old newspapers carefully placed
nearby. The room has been spotlessly cleaned. Lose 1/1D2 points

of Sanity.

20 Master Bedroom. Mary Whitelock's body lies in the neatly
made bed, skeletal and partially mummified. Her yellow bones
and shreds of brown flesh are a macabre contrast to the pure
white wedding dress which Carey has put her into. A large vase of
fresh flowers stands on the table. Seeing the disturbing image
of a desiccated corpse in a bridal gown causes a loss of 1/1D4
Sanity points.



The Kidnaping of Jessie

The kidnapmg takes place the second or third night of the
investigators’ visit. The household is awakened by the
loud smashing of glass and the terrified scream of a child.
The sounds come from Jessie’s room. Any investigator
standing guard in the child’s room is stunned by the byak-
hee as it crashes through the window. Inside, the byak-
hee’s first move is to barricade the door against intruders,
tipping the large (Siz 30) wardrobe against the door. A
character awake and standing nearby outside the room is
allowed a chance to fling open the door before the ward-
robe crashes down, a DEX x5 roll required to succeed.
Then, those outside the room hear the girl’s screams
choked off abruptly as the creature seizes and kills her. It
takes the byakhee 2 single round to drain Jessie’s blood,
but only after dispatching anyone else that may be in the
room. Escaping, it grasps the child’s body in its claws and
leaps out the window to fly off in the direction of the
Bensten mansion. Investigators who see it may attempt to
follow it. Those who did not see the byakhee find only an
empty room spattered with a few drops of the child’s
blood. Whitelock, and his remaining child, Adam, are
distraught and terrified. The elder Whitelock looks as
though near a nervous breakdown.

If the investigators remain at the house, around 3 AM
a blackbird flies up to each of the house’s upstairs win-
dows, beating its wings on the glass as it attempts to see
through the cracks between the curtains. A spy for the
byakhee, any sleeping investigator awakes to the noise
with a successful Listen roll. If disturbed or frightened
the bird leaves immediately.

At 4 AM the byakhee returns. Told by Carey to re-
trieve the dead girl’s teddy-bear, if there 1S any resistance
from the investigators—or if the byakhee senses a trap—
it immediately retreats. If it decides it is safe it attempts to
reenter the room through the same window as before,
grab the teddy-bear and leave. Careless, it knocks a china
doll from the chest of drawers, making enough noise to
alert any investigators in the house. By this time it is too
late to intercept the creature before it flies back out the
window.

Whitelock sobs away the rest of the night, holding
Adam who sleeps fitfully. In the morning he is of little
use to the investigators, answering questions in broken
half-sentences and frequently falling into fits of sobbing.

The Morning After

Whitelock is in no shape to do anything and it will be up
to the investigators to contact the authorities. If they de-
lay in this the police will be suspicious, possibly even
suspecting the investigators. Constable Gleason visits the
house as soon as he is contacted, searches the room and
the grounds outside, and thoroughly questions the inves-
tigators. He picks up on any crass inconsistencies in their
story and may even arrest particularly inept liars. He is
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deeply concerned and quite confused. Unable to con-
struct any reasonable hypothesis, he leaves feeling agi-
tated and guilty. Any attempt to tell him about the winged
creature angers him and he warns the investigators not to
make fun of a tragic situation.

Jett Carey visits town this morning, buying a china
doll from the general store (a present for Jessie). This
strikes the store’s owner as rather strange; everyone
knows Carey is a lifelong bachelor. If investigators are in
need of a hint the keeper may see to it that they learn of
this.

The Bensten
House

in 1848. Leaving town at the age of nineteen to

seek his fortune, he profited from numerous ven-
tures in mining and transport companies. He retired in
1909, returning to the area to spend his last few years
near his hometown. He had a large house built outside of
town and here began a study of the occult, collecting
many volumes regarding the customs and beliefs of
North and South American Indians. The man’s curiosity
soon led to his death. On a visit to New York to meet a
bookseller, Bensten fell to his death from a 10th floor
hotel balcony. Although witnesses reported seeing two
men leaving his room immediately following the acci-
dent, they were never identified and the death was ruled
an accident.

Bensten left no will, and no known heir. Carey is
employed by the estate’s executor. The place has been
empty ever since. Inside, the furniture and ornaments re-
main palled under white dust covers, and no one enters
except for the caretaker. All interior doors are kept
locked.

A paved drive, cracked and infested with scrawny
dark weeds, leads from the caretaker’s house to the man-
sion, crossing the grounds now overgrown with tall
grasses and unpruned shrubs. Drawing closer the investi-
gators see the house’s dirty white paint peeling badly, the
exposed wood grained and warping. The windows are all
shuttered, a single piece of wood nailed across each pair
in order to keep them shut. The doors are all locked.
Breaking in through a window is not difficult, though the
evidence may be hard to disguise. Investigators not wish-
ing to force an entry must persuade Carey to let them in
or somehow obtain his keys.

Inside the house is dark, furnishings covered with
white dust-sheets. The shuttered windows keep out most
light and there is no electricity. Keys turn stiffly in locks,

SAMUEL BENSTEN was born near Mayotteville
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and doors creak painfully when opened or closed—ex-
cept for those rooms regularly used by Carey. These he
keeps well oiled so as not to disturb his precious family.

Bookcases are filled with volumes on Indian customs
and lore. Anyone spending a year reading this collection
may add fifteen points each to both their Occult and An-
thropology skills. A Spot Hidden and an Idea roll reveals
that this collection has been handled in the last couple
years or so. The dust is disturbed and not nearly so thick
as found on other objects in the house. Other rooms show
evidence of recent use including the sitting room and
dining room where dust-sheets over tables and chairs
have been removed. Moreover, it is clear that someone 18
using the kitchen: fresh foods line the shelves and the
usually musty smell of the house is obscured by recent
cooking odors. Outside the door is a heap of rotting food,
apparently tossed here from the doorway.

THE ALTAR

Behind the mansion, nearly hidden by tall grasses and
overgrown shrubs, stands Carey’s altar. No more than a
wooden table hauled down from the mansion’s attic, its
surface is stained with what appears to be blood. Spot
Hidden rolls reveal that hidden by the tall grass are the
remains of more than forty decapitated birds. No animals
seem to have disturbed these corpses, not even insects or
maggots.

In front of the altar a ten-foot wide circle of grass has
been trodden down and branches lain randomly across it.
Any investigator who has read or skimmed through the
book found in Carey’s house and makes an Idea roll re-
members the bird sacrifice detailed in Errors of the Hea-
then that was used to summon the Winged Stalker of the
Void.

The Climax

mulate enough evidence to suspect Carey. How-

ever, nothing they do—save moving Whitelock
and any remaining children out of the area—will stop the
final attack of the byakhee.

T HE INVESTIGATORS may well manage to accu-

INTERROGATING CAREY

Attempts to interrogate Carey prove fruitless. His speech
remains slow and reserved and he refuses to talk about
his childhood or his parents, or his new ‘family.” Threats,
or. even torture, leave him unfazed; only if he believes
that he faces certain death does his attitude change and he
agree to answer questions.

Clues to Carey’s insanity are found in the diary en-
tries. The keys to his delusions are found in his love-hate

relationship with his mother, his obsession with Mary
Whitelock, the mental scars he bears from years of child-
hood abuse, and his desire to create an idealized family
unit. He views Mary both as a way to make up to his
mother for his imagined failings while at the same time
replacing and defeating her.

KILLING CAREY

If Carey is killed the attacks on Whitelock’s family con-
tinue regardless. Only by slaying the byakhee are the
Whitelocks rendered safe from future attacks.

The Final Attack

Dinner is even more awkward than previously. Halfway
through the meal Whitelock breaks down and has to leave
the table. Nothing more of note occurs until just after
midnight. The night is dark, a warm, heavy breeze blow-
ing from the southwest.

The stillness is broken by a rattling sound as a shower
of wooden shingles falls from the roof, clattering on the
ground below. More follow. The byakhee is making a
hole in the roof, attempting to enter the house through the
attic. The entrance quickly made, it crawls inside the
house and clambers toward the area above Adam’s room,
In two rounds it smashes out the room’s ceiling and drops
down into Adam’s room, seizing the boy then fleeing
through the window. If the investigators present serious
opposition, the creature flees without its quarry.

A little later, around 2:30 AM, the byakhee retumns,
either to again attempt the kidnaping of Adam, or to
eliminate any witnesses still lingering about. The byak-
hee at first cautiously circles the house, throwing stones
at the windows, trying to break them. There are no sounds
from the surrounding woods, all animal life being re-
pulsed by the creature’s presence. Once enough windows
are broken the byakhee has its choice of easy entrances to
the house.

This portion of the adventure should run like a lethal
game of hide-and-seek as investigators and byakhee stalk
each other quietly through the house. A number of sug-
gestions are offered below. :

Claws at the Window: The byakhee hangs from the eaves
above an upstairs window, then taps on the glass with a
stick. When a character comes to investigate, the creature
smashes its claw through the pane and tries to grab him
(35% chance). If successful the byakhee tries to haul the
unfortunate victim out through the window and drop him
to the ground nearly twenty feet below. An investigator
must pit his own STR against the byakhee’s in order to
pull himself free, suffering 1D6 points of damage in the
process. If the attack is unsuccessful the creature flies
over the house and through a downstairs window, launch-
ing a surprise attack on any investigators in the area.

Fatal Furniture: After luring all the investigators down
to the ground floor the byakhee enters an upstairs room.
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Finding a large piece of furniture such as a

wardrobe or dressing table, it carries it to the S fl:;' / 2

top of the stairs. Here the creature shuffles or
scratches the wall loudly, and waits. The first
investigator to appear at the turn in the stairs
has the furniture hurled at him. A Dodge roll
1s needed to duck safely back out of the way,
or suffer 1D8 points of damage. In any case
the stairs are now blocked.

Watch Your Step: When all the investigators
are upstairs, the byakhee enters the house at
ground level and hides beneath the corridor
which runs along outside the bedrooms.
Hearing a footfall on the floor above it, it
punches through the boards and tries to grab
the investigator’s leg. It only has a 35%
chance of success, and investigators are al-
lowed Dodge rolls to leap out of the way. But
if the creature grasps a leg, it viciously pulis
the investigator down, causing 1D4 points of
damage and then sinks its fangs into the leg
(95% chance to hit in this instance) and be-
gins to drain the victim’s blood. An investiga-
tor can break free with a successtul STR vs.
STR struggle.

Broken Bannister: If anyone goes onto the
balcony outside the master bedroom the
byakhee rips away the supporting wooden
pillars causing a collapse. Anyone standing
on the balcony is allowed a Dodge roll to
escape a nasty fall.

Arson: In an attempt to drive the investiga-
tors out the byakhee goes to the kitchen and,
scooping out burning logs from the stove,
builds a bonfire of furniture on the floor. If
the investigators are stubbomly defending
one of the other rooms of the house this may
force them to make a move.

ESCAPE

Investigators who flee the house are still not
out of danger. The track to the Seyward farm
is blocked by a fallen tree, barring autos from
traveling westward. Investigators may expect
the bridge to be out, but as they approach
they are relieved to see it still intact. But the
byakhee attacks before they can reach it,
swooping down to land noisily on the hood,
face to face with the driver. There is time for
each investigator to perform one action be-
fore the monster smashes through the wind-
shield and grabs hold of the steering wheel.
Investigators may then take one more ac-
tion—perhaps leaping from the car—before
the byakhee yanks the wheel and turns the
car off the side of the bridge. Anyone trying
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to leap free must make a Jump roll. If successtul they take
1D3+1 points of damage; failure results in a loss of
1D6+1 points. A driver who can win a STR vs. STR strug-
gle against the byakhee can regain control of the car be-
fore it plunges over the edge. Anyone who falls with the
car plunges into the river and takes 4D6 damage. A lucky
survivor must make two successful Swim rolls to get out
of the water.

The safest method of escape is on foot in an armed
group. The byakhee will attack unarmed groups, or
armed individuals, but not armed groups. The investiga-
tors are safe once they reach the Seyward farm, the town,
or even Ed Norris’s cabin. The byakhee has no wish to
reveal its existence to any other humans.

If the Investigators
Succeed

If successful, the investigators may wish to tie up some
loose ends. This may involve arranging proper funerals
for Mary, James, and any other victims of Carey’s byak-
hee. In fact Carey has no next-of-kin and investigators
may find themselves dealing with his affairs also. Carey’s
funeral is a pathetic affair without mourners or flowers, a
hasty blessing in the rain and a plain casket in a pauper’s
grave. He is a victim too. Jon Whitelock, if he survives,
may be left temporarily deranged and incapable of taking
care of his children. If he has died there may be orphans
to consider. A warmhearted investigator might wish to
consider adoption.

IF THE BYAKHEE SUCCEEDS

If Jessie and Adam are killed, and the attack on
Whitelock’s house is successful, Carey has no interest in
further bloodshed, hoping to settle down with his family.
The byakhee, however, loses interest in cooperating with
Carey and, seizing the astonished man, drags him
screaming to his own altar where the creature drains his
blood then disembowels him. Scraps of flesh and pools of
blood remain behind after the creature carries the corpse
into the house and lays it on the bed next to Mary, twining
Carey’s arms around her shoulders. Pleased with its
handiwork, and amused by its mockery of Carey’s love,
the creature flies off and leaves Mayotteville in peace at
last.

Rewards

Investigators receive the maximum reward for killing or
otherwise foiling the byakhee. If they are somehow in-
volved in healing the pain caused by Carey’s schemes
they recover another 1D6+2 Sanity points each. Exam-
ples include seeing that Mary and James are properly
buried, that Jon Whitelock recovers from his grieving, or
that his children are properly cared for. Simply attending
funerals is not enough.

Statistics

JONATHAN WHITELOCK, 37, businessman

STR 10 CON 8 SIZ 13 INT 15 POW 11
DEX10 APP11E DU16 SAN 45 HP 11
Weapons: All at base chance. .

Skills: Accounting 65%, Bargain 55%, Dodge 30%, Drive Auto
30%, Fast Talk 40%, Law 35%, Persuade 40%, Swim 40%.

EDWARD NORRIS, 61, trapper

STR 12 CON15 SiIZ12
DEX 12 APP 8 EDU 6
Damage Bonus: +1D4

Weapons: 12-Gauge Double-Barrel Shotgun 65%,
4D6/2D6/1D6; Knife 55%, 1D4+2+db.

Skills: Bargain 30%, Listen 35%, Sneak 65%, Spot Hidden
35%, Swim 40%, Track 80%.

DOG, 12, Ed Norris’s dog

INT 12 POW 15
SAN 75 HP 14

STR 11 CON15 SIZ7 POW 6

DEX 12 HP 11 Move 12

Weapon: Bite 40%, 1D6.

Skills: Listen 75%, Scent 90%.

MATT SEYWARD, 44, farmer

STR 15 CON14 SiZ14 INT 13 POW 10
DEX 10 APP 12 EDU 10 SAN 50 HP 14

Damage Bonus: +1D4
Weapons: .22 Rifle 45%, 1D6+2. Wood Axe 35%, 1D8+2+db.
Skills: Drive Auto 25%, Mechanical Repair 45%, Swim 40%.

LORNA SEYWARD, 38, farmer’s wife
STR 8 CON12  SIZ 11 INT 12 POW 14
DEX 11 APP 12 EDU9 SAN 70 HP 12

Weapons: All at base chances.
Skills: English 45%.

BEN SEYWARD, 18, farmer’s son

STR 11 CON12 SIZ13 INT 10 POW 13
DEX 9 APP 12 EDU 10 SAN 65 HP 13
Damage Bonus: +1D4

Weapons: Wood Axe 25%, 1D8+2+db.

Skills: Drive Auto 25%, Mechanical Repair 30%, Swim 35%.

LUKE SEYWARD, 15, farmer’s son

STR 10 CON 11 SIZ 10 INT 14 POW 7
DEX 12 APP 9 EDU 10 SAN 35 HP 11.
Weapons: Sickle 20%, damage 1d6+1.

Skills: Mechanical Repair 45%, Swim 30%.

JEFF CAREY, 33, caretaker

STR 8 CON10 SIZ10 INT 14 POW 14
DEX9 APP 8 EDU 11 SAN O HP 10

Weapons: All at base chances.
Skills: Conceal 35%, Hide 25%, Mechanical Repair 35%.

THE WINGED STALKER OF THE VOID, byakhee

STR 24 CON 16 SIZ 20 INT 10
POW14 DEX13 HP 18 Move 5/20 flying

Armor: 2 points

Weapons: Claw 35%, 3D6. Bite 35%, 3D6 plus blood drain of
1D6 STR per round.

Skills: Hide 40%, Listen 50%, Spot Hidden 50%.
Spells: Call Hastur, Speak to Birds.
Sanity Loss: 1/1D6 &



ND UPON HER FOREHEAD was a name written,
Mystery, Babylon the Great, Mother of Harlots and
Abominations of the Earth.”

Revelations 17:5

Keeper's Information

A series of horrific murders is currently taking place in
the misty and fantastic Dreamlands. The investigators,
either experienced dreamers or novices, are contacted by
a Captain Hanna who requests their aid.

The heinous acts are being committed by a mad
woman known to the inhabitants of Baharna as the Har-
lot, or the Hag. She lives in a gigantic stone edifice on the
side of Mt. Ngranek overlooking the city of Baharna on
the island of Oriab. The Harlot and the Hag are actually

Special Rules for Dreamers

ALTHOUGH THE KEEPEr might wish to incorporate additional rules
from Chaosium's H.P. Lovecraft’s Dreamlands, the following rules

will suffice for running this scenario.

INJURY AND DEATH: Physical injuries suffered in the Dreamlands do
not carry over to the waking world. Some stiffness of joints, or even
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the dream-forms of an aged nun, the sweet Sister Evan-
geline of Kingsport. In the nun’s dreams the Harlot lures
the young men of the city to her shadowy, empty convent
where, in the form of the Hag, she slays them and then
removes parts of their bodies to help her construct her
hideous Golem of Desire.

In the waking world this woman is kindly and gentle,
known for her garden and the care she takes feeding the
songbirds that live there. But in the Dreamlands she is a
vile and cunning murderess. Through prayer and blasphe-
mous rites devoted to the Dark Mother, Shub-Niggurath,
the Harlot hopes to breathe life into her perverse Golem
of Desire, meanwhile using the threat of disease and pes-
tilence to keep the citizens of Baharna at bay. The people
of Baharna pray for the day when a savior will come to
wipe this blight from their island.

The leaders of Baharna, through their
agent, Captain Hanna, offer whatever it
takes to interest the investigators in their
plight. Rewards of wealth, property, and
prestige are offered—and it is within the
High Congress’s ability to grant these fa-
vors. Of course these rewards pertain only
to an investigator’s dream existence, not to
his life in the waking world.

bruises may appear, but no hit points are lost. Upon returning to the
Dreamlands all injuries are healed and hit points are at maximum.

Getting ‘killed” in the Dreamlands results in the immediate awaken-
ing of the dreamer and a subsequent loss of 1D8 Sanity points from
shock and terror. Death during a dream does not necessarily preclude
the investigator from returning to the Dreamlands.

The Three Faces
of Sister Evangeline

Sister Evangeline in the waking world 1s an
aged Italian nun. In the Dreamlands she has
two distinct forms: the voluptuous Harlot
and the hideous Hag. In the real world she 1s
a kindly old sister, but in the Dreamlands

she alternates between the two evil forms.

SISTER EVANGELINE

This gentle, kindly woman is nearly seventy
years old and has spent the last thirty years
of her life in the small convent in Kingsport.
She spends most of her time in prayer, tend-
ing her small garden, and feeding the birds
that gather on the roof of the convent. She
rarely ventures beyond the convent property
and has had little contact with the outside

SANITY: Most Sanity point losses suffered in the Dreamlands do not
carry over to the waking world. Those who suffer what would normally
be Temporary Insanity are, in the Dreamlands, usually victimized by
Nightmare Effects. These effects are generally surrealistic, unguessed
at, and can include such things as: friends that become monsters; mon-
sters that become friends; objects that turn into creatures; furniture that
bites: sudden transportation to another part of the Dreamlands, or any
effect the keeper deems appropriate. Dreamers are sometimes ‘killed’
by these nightmare effects, awakening with a Sanity loss of 1D8 points.

Those who suffer what would amount to Indefinite Insanity in the
waking world instead are forced awaked, lose 1D6 Sanity points, and are
subconsciously blocked from reentering this particular dream-adventure
until cured by Psychoanalysis.

Anyone reduced to 0 Sanity points is immediately driven from the
Dreamlands and awakes Permanently Insane.
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world. Her English is minimal and she speaks mostly in
Italian.

Although aware of her frequent ““bad dreams” she is
unaware of the effects her dreams have on the people of
the Dreamlands. She has spoken of her dreams to her
confessor, Father Alighiero of St. Francis Catholic
Church in Kingsport. Once a week the nun confesses,
telling the priest about her latest dreams—sometimes in
great detail. He routinely absolves her of the guilt, giving
her small, perfunctory penances to perform.

If the investigators discover her identity and question
her, they find her memory faulty and her English lacking.
She admits to nothing, though a successful Psychology
roll shows that she is covering something up. Although
she attaches no reality to her dreams and nightmares, she
feels guilty about them and fears for her salvation. Em-
barrassed, she admits nothing to investigators, pretending
she does not understand their questions. If pushed too
hard she breaks down and begins to cry. When next en-
countered in the Dreamlands the investigators find the
Hag and Harlot determined to destroy them.

Sister Evangeline’s haunted sleep is the product of a
heart broken when she was still a young girl living in
Italy. Deeply in love with a young fisherman named Vit-
torio, the two had planned to wed—plans cut short when
Vittorio tragically died at sea. Deeply bereaved, young
Evangeline entered a nearby convent—still a virgin.

Sister Evangeline

Around the turn of the century she moved to America,
settling in the small Italian convent in Kingsport, Massa-
chusetts. Although long haunted by dreams of her lost
love, the especially oneiric atmosphere of Kingsport
brought to her dreams a new vividness and reality. For
thirty years she has been plagued by terrible dreams—
dreams that have created a separate, awful, reality.

THE HARLOT

The Harlot is a voluptuous young woman with long legs
and a curvaceous figure—a creature of unworldly beauty
and sensuality. The Harlot clothes herself in skimpy robes
of lusty crimson and purple that accentuate her every
curve. :

The lovely Harlot periodically visits Baharna in
search of fresh young men, descending from her home on
Mt. Ngranek on the back of a black ass and sailing a boat
across the Lake of Yath to reach the city. The crew of her
vessel is a host of men and women garbed in the robes of
the church. These slaves are near-automatons that only
follow the orders given them by their mistress.

In Baharna the Harlot snares her victims using her
great beauty and a spell called Serviceable Villein, a
Dreamlands magic that reduces her victims to a mindless,
semi-hypnotized state before she leads them back to the
Dream Convent. Here she lustfully entertains them until
she grows bored and turns them over to the Hag.



THE HAG

The Hag is a hunchbacked obese woman with festering
ulcers, oozing sores, and rotting tecth. A swollen left eye
bulges from the socket, dead and staring. This hideous
woman stinks of uncleanliness; a cloud of grossly-
bloated flies buzzes about her, laying eggs in her fester-
ing sores. Wriggling maggots occasionally drop from
these sores. The Hag dresses in black, her loathsome face
partially hidden by a dark veil.

The Hag is the more dreadful of Sister Evangeline’s
dream-forms. She does not hesitate to use spells, axe, or
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SLUMBER DISTURBED

The investigators are home asleep in their beds, probably
in various parts of whatever city they live in. All are
simultaneously awakened by a rapping at their windows
or doors. Staggering drowsily out of bed they find their
caller to be an old sea captain, gray-haired and smiling,
dressed in silk robes and with a fabulously-colored bird
perched on his shoulder. The captain stands on the rock-
ing deck of a wooden sailing ship that is somehow
moored outside the investigator’s window or bedroom
door. The ship is surrounded by a swirling gray fog.

whip to achieve her ends. Seldom seen out-
side her dark convent on Mt. Ngranek, she
spends her time tending her camivorous
garden, feeding the flock of squawking
Byakhee on the roof, and torturing the
young men brought here by the Harlot.

THE BITCH 1S BACK!

If the dreamers manage to kill the Hag or
the Harlot they are shocked when 1D3 days
later the insidious Harlot again appears in
Baharna, apparently none the worse for
wear. She brings down a terrible plague
upon the city and thousands suffer before
she banishes the disease a day or two later.

The Oneiro-Dismissal spell can ettec-
tively banish the whore from the Dream-
lands but only if it is cast twice: once for
each of Evangeline’s dream forms. This
double casting must be done simultane-
ously by two spell casters if it is to have the
desired effect. Since each of her dream-
selves has a POW of 25 the cost for dismiss-
ing her is fifty magic points. If this spell is
cast only once the sinister sister returns in
1D3 days, exacting revenge upon the city.

If the dreamers’ attempt to banish or de-
stroy the whore fails, her vengeance upon
the city of Baharna costs the dreamers
1D10 points of Sanity. She is a powerful
foe and her dream-selves are very resil-
ient—it will be difficult to forcefully defeat
her in the Dreamlands.

Investigators’
Information

If the investigators are experienced dream-
ers they can meet Captain Hanna during
the course of a normal visit to the Dream-
lands. If the investigators are new to the
Dreamlands, the initial encounter occurs as
described below.

New Spells

BRING PESTILENCE
This foul spell infests its victims with dreadful diseases. Once cast, the

spell takes effect immediately, the first symptoms of the disease showing
up within 1D10 rounds. The exact type of iliness varies but its effects on
the dreamer are always the same: a loss of 1D3 points of CON everyday
until the victim is either cured or dies. Victims also suffer a daily cumula-
tive five point loss on all skills. The sick dreamer may be cured with a
successful Medicine roll. Cured dreamers regenerate all lost CON points
in 2D6 hours.

Should an infected dreamer wake before perishing, he is saved. On
his next visit to the Dreamlands he shows no sign of the sickness. There
is a 10% chance per day that anyone accompanying an infected
dreamer will also contract the iliness.

Casting the spell costs ten magic points and 1D10 Sanity points. The
target must be touched by the caster and the target can resist the spell
by matching his POW against the caster's POW. Abit of decayed human
flesh is required as a material component.

SUMMON PLAGUE
This spell causes disease-infested rats and insects to swarm over an

area, biting and stinging livestock and humans, spreading a terrible
plague. Bitten or stung, a victim automatically contracts the plague, its
first symptoms appearing in 1D3 days. The first day of illness sees the
loss of 1D6 CON, followed by further losses of 1D4 CON every day until
the victim either dies or is cured. All skills suffer a cumulative loss of ten
points per day.

An infected dreamer may be cured with a successful Medicine roll,
regenerating all lost CON overnight. Although surviving the plague
makes one immune to further infections of the same disease, the spell
oroduces a different disease with every use, rendering immunity to this
magic unlikely.

The first disease-carrying rats and insects appear in 2D10 minutes,
followed by additional hordes over the next 2D10 hours. The first day the
effected area has a diameter of one mile, this area increasing every day
by an additional mile until the plague is somehow banished. Summened
plagues are not contagious; the disease can only be transmitted by the
bite of an insect or other animal. If an infected dreamer wakes before
dying he is cured and shows no symptoms of the disease on his next
visit to the Dreamlands. )

This summoned plague may be banished by successfully casting the
spell in reverse. However, anyone infected must still be cured with
Medicine or face a lingering death. Casting the spell costs twenty magic
points and 2D10 Sanity points. A bit of rotting mammal flesh and human
feces are required for successful casting.
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He introduces himself as Captain Hanna from the city
of Baharna on the island of Oriab. He tells the investiga-
tor that he is on an errand of great urgency; he is search-
ing for heroes that will free his city from the oppression
and horror that face them, promising that the High Con-
gress of Bahama will reward such heroes well. He can
tell them nothing more until they agree to come aboard
his ship.

As the investigators each step through their door or
window onto the ship they see the others of the party
stepping aboard as well. Somehow Captain Hanna was
able to deal with them all simultaneously. The dreamers
find themselves dressed in silk robes not unlike those
worn by the Captain.

Hanna welcomes them aboard, shaking their hands
and slapping the men on the back. “Thank you,” he says.
“I hoped dearly that I would find someone willing to help
us.”

As the ship pulls away through the swirling fog and
mist Hanna explains that Baharna is presently under the
yoke of a vile criminal who has paralyzed the populace
with her inhumane acts of violence and threats of terror.

Called the Harlot, this beautiful and deadly woman is
luring away the young men of the city, taking them to her
dark fortress on Mt. Ngranek from which they never re-
turn. The bodies of some have been found, mutilated and
disfigured; others are never seen again. Rumors are whis-
pered about their gruesome fates but no one truly knows
for sure. None who have entered her lair have lived to tell
about it.

During the telling of this tale the wondrously colored
bird unexpectedly breaks into song, trilling a haunting
melody. It then swoops from the man’s shoulder to
pounce on a mouse standing frozen in the middle of the
deck. If their Dream Lore fails them Hanna tells the in-
vestigators that the creature is one of the fabled Magah
birds from the lower slopes of Mt. Ngranek. These birds
hunt by paralyzing their prey with hypnotic song. Hanna
says the fabulous bird goes everywhere with him, rarely
leaving his shoulder.

Hanna offers the investigators coin of the realm in
case they need to purchase supplies in Baharna. He prom-
ises them much more when the task is accomplished.
“The High Congress will give you whatever your hearts

|||||
g d

The Isle
of Oriab

e DESERT |



Rumors

F THE DREAMERS manage to ask about the Harlot without offending
the cutthroats they learn the following rumors. The keeper may wish
to impart additional rumors to the dreamers, either true and false.
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Brave lava collectors gather volcanic
stone from Mt. Ngranek, used to create
the intricate carvings Baharna is known
for. Oriab’s inner groves are a source of
valuable resin while fish gathered from
the sea help support the island’s econ-

M The Harlot is not a resident of the Dreamlands but is a visitor from omy.

the waking world (true).

B The Harlot is a vampire and feeds on the vitality and strength of

young men (false).

B The Harlot is using parts of her victims to create some sort of mon-

ster (true).

B The Harlot has the ability to change into a black, tentacled and

hoofed monster (false).

B The Harlot will return from the dead if killed (true).

B Ahorde of monsters guard the Harlots’s dark domain on Mt. Ngranek
(true).

B The Harlot is actually an avatar of mighty Nyarlathotep (false).

desire! ” He then cautions them that their affiliation with
the High Congress must remain a secret. Part of the curse
Bahama suffers under is that no person of Baharna shall
lift a finger against the Harlot, or the city shall suffer the
consequences. The investigators are not citizens of the
city and may interfere without invoking the curse. How-
ever, if it becomes generally known that the investigators
are employed by the city, the curse might become effec-
tive.

“ A minor point,” Hanna says. “But an important one.
Curses are like that, you know.”

The fog surrounding the ship begins to clear. Ahead of
them, across the sea, rises the island of Oriab and the port
of Bahama.

Oriab Island

HE FABULOUS ISLE of Oriab lies in the South-
emn Sea of Dreamlands. Dominated by volcanic
Mt. Ngranek, its only city is Baharna, a thriving
seaport from which Oriab’s fine pottery and carved vol-
canic stone are exported throughout the civilized Dream-
lands. The city itself is built of stone and the wharves of
porphyry; the harbor is flanked by twin lighthouses
named Thon and Thal. The island is governed by a coun-
cil of retired sea captains and traders known as the High

Congress.

The great bottomless Lake of Yath
dominates the center of the island, con-
nected to the sea by a canal and locks that
pass directly through Baharna. Ancient
ruins stand on the far side of the lake,
said to be inhabited by monsters of all
types. A desert and the Accursed Valley
lie at the foot of mighty Mt. Ngranek and,
like the ruins, are avoided by the people
of the island. The Accursed Valley is a
place where reality bends, a land of
nameless nightmares:

Baharna

The city is a mighty sea port rising in

great stone terraces above the wharves.
Bridges connect the buildings and arches stretch above
the stepped streets. The great canal flows through the
heart of Baharna, secured by mighty gates of granite. The
city is a pleasant, if somewhat raucous place, filled with
quaint taverns, fish markets, import shops, and trades-
men. Tall tales abound and dreamers new to Baharna are
generally made to feel welcome with a tankard of heady
ale and a song of the sea. Stalls selling exotic fish, spices,
and various wares from Oriab and other lands dot both
the harbor front and extensive marketarea.

Baharna’s High Congress determines the laws of
the land as well as punishment of criminals. Crime is
certainly not unheard of in Baharna and the city has its
share of cutthroats, thieves, and even pirates. However,
these unsavory types tend to keep to the dark and shad-
owy alleys of the waterfront district,

The Scarlet Witch

This dingy waterfront pub is a hangout for local
thieves and pirates. The rotting public house 1s known
for the roughness of its clientele as well as a source of
information, a place to purchase special supplies, or
hire a ship with no questions asked. The Harlot has
been known to visit the Scarlet Witch when visiting the
city. The dreamers may stumble onto this place, or be
directed here by Hanna or some other helptul charac-
ter.

The interior of the Witch is dirty, the air thick with
the smoke of exotic-smelling tobaccos. Candlelight
dimly illuminates the deviant denizens while from
some distant corner comes haunting music played by a
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Killer Plants

THESE PLANTS are vicious carnivores that attack
with tough vines, thorned branches, poisonous
flowers, creeping roots, and sharp leaves. They are
solidly rooted in the ground but can reach out for
dreamers. Once ensnared a victim is slowly and pain-
fully drained of his blood and body fluids, his flesh
dissolved by powerful acids.

After making a successful attack a killer plant
holds on, automatically inflicting damage on sub-
sequent rounds until the dreamer either manages to
break free, is killed, or succeeds in killing the plant.
Breaking free of a plant requires a successful STR vs.
the plant’s STR on the Resistance Table. None of the
plants have any armor. Sanity loss for suffering a plant
attack is 1/1D6 points. Keepers may create additional
plants as desired.

A MOTTLED VINE

STR 8 CON14 SIZ11
POW 3 DEX 8 HP 13
Weapon: Strangling Vines 50%, 1D6.

BLACK ROSES

STR 19 CON 14 SIZ 26
POW 5 DEX 8 HP 20
Weapon: Vicious Thorns 35%, 1D6+2.

GREEN LOTUS

STR 14 CON12 SIZs8

POW 8 DEX 5 HP 11

Weapon: Poisonous Blooms 60%, poison POT 10.

CARNIVOROUS CREEPER

STR 13 CON19 SIZ15
POW 5 DEX 2 HP 17
Weapon: Deadly Creepers 75%, 1D6+1D4.

SAW-TOOTH SHRUB

STR15 CON9  SIZ31
POW 6 DEX 3 HP 20
Weapon: Razor-Sharp Leaves 35%, 1D6+2D6.

shadowy group in long, hooded robes. Large, almost hu-
man bouncers stand by to put a quick stop to the violent
brawls that occasionally break out between drunken pa-
trons. People have been known to get killed in this place.
Those of high moral standards do not patronize the
Witch.

The place falls silent when the dreamers first enter
but as soon as the crowd has checked them out the
place returns to normal. On this particular evening the
Harlot i1s not present but there is a 10% chance of her
showing up any other night the dreamers choose to
visit.

If the dreamers ask about the Harlot they find the
customers and help reluctant to speak of her. Their fear
is obvious. There is a 40% chance that the questioning
oftends some patrons leading to a hostile response. If
the dreamers don’t ask about the Harlot there is a 20%
chance that some group of 1D10 drunken sods will, for
no apparent reason, attack them.

THIEVES, PIRATES, AND CUT-THROATS

1 2 3 & 5 6 7 8 9 10
S TH 11 9 18 15 9 g A2 i1 10 18
CON 12 14 10 18 10 13 11 12 9 14
SiZ i0 12 14 10 12 14 = 8 12 17
INT D B 12 15 12 9 15 12 13 13
POW 10 12 156 9 8 4 16 13 1 6
DEX 9 17 10 1 13 10 13 12 12 6
APP 4 8 6 12 8 g 18 6 1 8
SAN 50 60 75 45 40 20 80 65 55 30
HP 11 13 12 14 1 i3 10 10 10 15
DB — —+D4+1D4 — — — — — +1DB
Weapaons: Fist/Punch 50%, 1D3+db; #1, 2, 3, 5 and 9, Knife
25%, 1D4+2+db; #6 and 8, Boathook 50%, 1D6+2+db: #4,
Whip 75%, 1D3; #7, Sickle 45%, 1D6+1+db; #10, Club 50%,
1D8+db.

Mt. Ngranek

HE LOOMING EDIFICE that is the Harlot’s

Dark Convent perches precariously high on the

steep slopes of mighty Mt. Ngranek. Black and
brooding, within its cavernous halls and foul chambers
the Harlot and the Hag practice their unclean acts of lust
and worship.

Nearing the foot of the mountain successful Spot Hid-
den rolls spy a flock of large, winged creatures circling
vulture-like above the dark convent. The creatures are too
far away to be positively identified but it is a flock of
hungry byakhee that the dream nun feeds from atop the
roof of her abysmal lair. These creatures pay no attention
to the dreamers below.

The rocky face of Mt. Ngranek is very steep. Pack
animals can travel only part way, dreamers finding they
soon have to abandon them and continue on foot. Climb-
ing is fairly easy, however, and with a single successful
Climb roll (a failure results in a short fall and 1D6 points
of damage) the dreamers reach a small, unstable rock
shelf about forty feet below the convent. Here the Harlot
has rigged a crude elevator to carry her the last few yards

to her dark abode.

The elevator 1S no more than a platform lifted by a
hand-cranked winch. The problem is that the winch is
located at the top of the elevator and dreamers wishing to
use this device have to send one person up the rigging to



the winch (the Harlot calls a byakhee to perform the
task). Failing a Climb roll results in a fall causing 2D6
points of damage. A fumbled roll (91-00) results in the
dreamer plunging off the side of the mountain and falling
to his (dream) death. This investigator wakes up on the
floor of his bedroom, having fallen out of bed and suf-
fered 1D3 points of damage. The winch requires a STR of
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at least 12 to operate and the platform can carry no more
than a combined weight equal to SIZ 64.

Monsters of the Mountain

Foul and hideous creatures roam the slopes of Ngranek
and there is a 50% chance that the dreamers will encoun-
ter such fiends on each and every trip. The keeper may

Mt. Ngranek Encounters

ROLL D4

1 1 Manticore

2 1D6+4 Goblins

3 1D3 Nightgaunts
4 1 Phoenix

MANTICORE
STR21 CON11 SIZ27  INT8
POW10 DEX12 HP19 Move 11

Armor: 4 points.

Weapons: Bite 30%, 1D10+2D6; Claw 50%, 1D6+2D6;
Sting 40%, 3D3+poison (POT 11).

Skills: Climb 90%, Smell Food 80%.
Sanity Loss: 0/1D6

GOBLINS

1 2 3 4 5 6 7 8 9 10
STR 1 5 20 2 4 10 18 2 16 17
CON 12 9 5 12 1 8 11 20 14 10
Siz 7 5 6 4 7 3 4 1 4 4

INT 7 1 19 11 10 19 13 & 15 13
POW 10 13 9 17 16 & 19 2 3 2

DEX 18 16 27 18 22 14 27 30 21 21
APP 1 4 4 1 5 5 6 4 2 5
HP 4 7 5 B 4 & 4 W 9 7
Move: B

Armor: None.

Weapons: #1-4 Club 25%, 1D10; #5-6 Fork 25%, 2D3; #7
Hammer 25%, 1D6+2; #8-10 Ball & Chain 25%, 1D10+1.

Skills: Hide 90%, Sneak 70%.

Spells: Each goblin knows one spell, as chosen by the
keeper. |

Sanity Loss: ﬂf'1 D6

The goblins work for the mad nun and attempt to capture
any dreamers they encounter. Captured dreamers are put in
chains and taken away to the dungeons of the dark convent
where the Hag later tortures them. Especially attractive male
dreamers may become the Harlot’s lovers until she tires of
them and gives them to the Hag.

NIGHTGAUNTS

1 2 3
STR 15 11 13
CON 10 9 11
Siz 10 14 20
INT 2 2 3
POW 11 10 5
DEX 12 14 8
HP 10 11 15

Move: 6/12 flying.

Armor: 2 points.

Weapons: Grapple 30%, immobilized; Tickle 30%, special.
Sanity Loss: 0/1D6

PHOENIX
dice average
>TH 4D6 14

CON 6D6+1 22
SiZ 4D6+1 15

INT 3D6+6 16-17
POW 4D6+6 20
DEX 4D6+1 15
HP —  28-29

Move: 6/30 flying.
Armor: 3 points, plus regenerate 5 points per round.
These creatures are immune to magic.

Weapons: Beak 40%, 1D4+1D6+1D6 fire damage; Talons
50%, 1D6+1D6+1D6 fire damage.

Spells: All phoenixes know 1D10 spells.
Sanity Loss: O/1D2

The phoenix is an enormous bird with brilliant plumage of
red, gold, and orange, all shrouded in magical flames. They
inhabit the arid territories of the Dreamlands although they
are occasionally encountered elsewhere. Upon death the
creature’s body is consumed by flames leaving only smol-
dering ashes. Within 1D3 hours a new Phoenix arises from
these ashes, alive and completely regenerated.

Phoenixes occasionally serve as messengers of the
gods. They are not normally hostile unless provoked. Aside
from normal damage any successful attack by a.Phoenix
causes additional burn damage. When killed, a phoenix
bursts into a ball of flame that inflicts 2D10 points of burn
damage upon any within 30 yards of the creature.

phoenixes are immune to all magical attacks and the
effects of all spells.
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roll randomly from the following table, or simply choose
encounters as he wishes.

- The Dream
Convent

brooding stone edifice, the dreamers see a place
constructed of crumbling black bricks webbed by
rotting vines. There are no windows, only a set of gigan-
tic double doors some fourteen feet high. A sign over the
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door is written in what appears to be Italian. A successtul
Italian roll allows a dreamer to read the words: “Convent
of St. Francis—Kingsport, Massachusetts.” It the roll is
failed, the sign is unintelligible and upon awakening the
investigators are unable to recall the words.

The doors are unlocked and groan slowly open at a
moderate touch, admitting visitors to the cloying dark-
ness beyond. Sounds echo from deep within the building:
whispers, shuffling feet, moans of pleasure and pain,
dripping water, and occasional distant shouts or screams.
None of the sounds are real, but merely echoes of past
events still dwelling within the convent. Evil festers here,
tangibly touching the dreamers.

Dreamers exploring the convent may encounter the
Hag or the Harlot, or one or both of the encounters of-
fered below. It is totally up to the keeper which encoun-
ters are made, and where and when. It is suggested that
the Hag and Harlot be saved for later visits to the con-
vent, but this depends on the course of the adventure.
Encounters need not be hostile. Dreamers may see the
Hag or Harlot striding through the darkened halls, either
not noticing the dreamers, or even ignoring them.

THE FOYER

This area is silent and lifeless. Dust lays heavy on the
floor, disturbed by many footprints criss-crossing the
room.

THE POOL ROOM

This chamber is no more that a pool of warm, bubbling
water. Gigantic lily-pads, deathly pale, float and bob on
the surface, their large white blossoms filling the air with
a sickly-sweet perfume. No source for the constant bub-
bling can be found; the water, if checked, seems normal.
Schools of blind, albino fish gather near the surface of the
water, attracted by any sound in the room. These odd
creatures, close to a foot long, have shiny scales, tattered
fins, and sucker-like mouths. Ugly creatures, they are
harmless to humans but their gasping, sucking mouths
breaking the surface of the water make unnerving sounds.

The keeper may hint at some submerged monster
within the pool, trying to keep the dreamers on edge, but
there is no monster and this area offers little in the way of
danger. This is one of the Harlot’s frolicking areas where
she cavorts with her male victims before doing away with
them.

A successful halved Spot Hidden allows a dreamer to
see something lying on the bottom of the pool. This turns
out be no more than a bundle of clothes, identified as
such if someone can retrieve it with a successful Swim
roll.

THE LIBRARY

Here are stored row upon row of religious tomes from all
the known religions of the world—and many unknown.
Attempting to read any of them the dreamers are sur-



prised when pages begin flipping by themselves, the ink
turns into blood and runs off the page to drizzle down the
dreamer’s hands and arms. Lose 1/1D4 Sanity points.
There is a Mythos tome hidden here requiring a Spot
Hidden roll to find. It is a Dreamlands version of Name-
less Cults (in English) bound in red leather trimmed with
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THE KITCHEN

though no source can be discovered.

gold leaf. It contains the spells Call Shub-Niggurath and

Summon/Bind Dark Young of Shub-Niggu-
rath (and possibly others, as the keeper de-
sires). The book proves impossible to read,
and the spells impossible to learn (unless
the keeper decides otherwise).

Anyone attempting to read this copy of
Nameless Culis finds themselves attacked,
either by black ropy tentacles that spring
from the pages, or by the book itself which
bites down, amputating the reader’s hands
at the wrists. Although painless, the
dreamer has to do without the use of hands
until he awakes from this particular dream.
Upon subsequent trips to the Dreamlands
the once-missing appendages are returned.
Losing a hand, or witnessing the event,
costs 1/1D4 Sanity points.

THE SUPPLY ROOM

The supplies kept in this room include bar-
rels of ale, bundles of dried fungus, stacks
of yellowed linen and moth-eaten pillows,
boxes of candles, and other mundane
things. The dreamers may find a use for
some of these items.

THE DINING ROOM

This large, cold chamber contains a
wooden table dozens of feet long supported
by trestles and surrounded by thirteen
wooden chairs. Large candelabra stand
atop the table, five feet apart and festooned
with spider webs. Dozens of black, hairy
arachnids scuttle through these webs, and
over the thirteen place settings spaced
around the table.

As the dreamers leave this room the one
with the strongest religious faith (or simply
a randomly chosen dreamer) must make a
pOW x5 roll. If the roll is failed the dreamer
spots furtive movement out of the comer of
his eye. Looking back the dreamer sees
thirteen men in robes gathered around the
table, eating from the dusty, grimy plates.
The scene 1s familiar, stmilar to da Vinct's
Last Supper. The vision quickly fades and
never occurs again.

Convent Encounters

XPLORING THE DREAM CONVENT the investigators may en-
counter others than the Hag and the Harlot. The following enigmatic
figures may be met anywhere, anytime, at the discretion of the keeper.

THE CARETAKER

Wandering about the Dream Convent the investigaiors encounter a
withered old man. Dressed all in black—save for a crisp white clerical
collar around his throat—a string of ebony rosary beads hangs from his
belt. This old fellow has odd puncture wounds in the paims of his hands
which constantly drip blood, although there are no blood stains any-
where on his body or ciothing. The drops seem to evaporate on contact.
The man goes simply by the title of “the Caretaker.”

The Caretaker is not surprised to see the dreamers and knows each
by name. The dreamers find him quite friendly, though a little bit creepy.

Although the Caretaker seems willing to help the dreamers, his
answers are enigmatic and subject to various interpretations. He only
speaks with the dreamers for a few moments before wandering off down
a hall, around a corner, or into a room. If the dreamers follow they find
no trace of the man, although he may be encountered later either in the
convent or on the slopes of Mt. Ngranek.

The Caretaker knows everything about the Whore of Baharna and
the keeper may use him to supply the dreamers an important clue or two,
remembering that his answers are always vague and subject to interpre-
tation. Force or threats do no good. Even if killed the Caretaker appears
in the next dream episode,

If the dreamers harm the old man he attacks by grabbing one of them
and draining away their POW at a rate of 1D10 points per round, leaving
behind a dry and shriveled husk. After this display the old man merely
smiles and wanders off. When next encountered the Caretaker seems
not to remember the episode.

THE SHEPHERD
This is a younger man, not nearly so ancient as the Caretaker. He

dresses in a long white robe and carries a shepherd’s crook. He ignores
the dreamers, treating them as if they were not here. If the dreamers
have met Father Alighiero of Kingsport's St. Francis Church they recog-
nize this man as identical to the waking-world priest. Approaching closer,
dreamers are shocked to find the man’s mouth sewn shut with crude
stitches. The Shepherd points to his mouth making muffled noises.

If the investigators attempt to cut the stitches that seal the man’s
mouth the shepherd does not resist, although his unintelligible mumbling
increases. Breaking the stitches the man’'s mouth opens as though to
scream, but what comes forth is far worse: a black river of pitch,.shouted
curses with eyes and ears, tangible sins with furry legs and wicked claws,
dark wishes and perverse desires rolling out of the man to enguif the
unfortunate dreamers in a tangible torrent of foulness and degradation.
Sanity loss is 1/1D10 points. When the vile cloud finally dissipates they
find nothing left of the old man but his empty skin. He does not return to
the investigators’ dreams.
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This filthy room is still and silent, the huge wood-burning
stoves along the wall are cold and sooty. Several jagged,
rusty knives are plunged deep into a block of foully
stained wood. The room is filled with the stench of rot,
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THE COURTYARD

This overgrown area is open to the clouded sky above.
Archways lead from the courtyard to the foyer, the li-
brary, and the Shub-Niggurath shrine. A set of massive
stone steps leads up to the roof.

The courtyard is tangled with diseased vines creeping
across the ground and up the walls. Twisted, stunted trees
dot the area while sickly flowers, grasses, and weeds
compete for the little space left. In the center of the court-
yard stands a large marble birdbath, cracked and dry, its
sides coated with the accumulated bird lime of centuries.
The dense carpet of plants covering the ground restricts
the dreamers’ movement, slowing them to a movement
rate of 6.

Crossing the courtyard the dreamers discover a pile of
bleached bones entangled in the creepers. A close inspec-
tion shows the bones to be human. At the same moment
the dreamers are suddenly attacked by the plants of the
courtyard. A successful Dodge results in a dreamer safely
fleeing the yard while a failure indicates the dreamer is

caught.

THE SHRINE TO SHUB-NIGGURATH

This cavernous chamber is cold and damp, the air thick
with the stench of decay. At the far end of the room stands
the towering figure of some black beast composed of
countless slime-dripping maws, curling tentacles, and
shiny hooves. The statue is some thirty feet high. Wisps
of black smoke swirl and billow around its base. With
great creaking sounds the tentacles of the monster wave
slowly about in the air, driven by a complicated collec-
tion of pulleys, rods, and pistons. A huge pit, some forty
feet in diameter, gapes before the hideous statue.

Seeing this animated stone statue costs dreamers
1/1D4 points of Sanity. If a successful Cthulhu Mythos
roll identifies the entity represented as Shub-Niggurath,
the Dark Mother, the dreamers lose an additional 1/1D4
Sanity points.

From the bottomless pit comes the stench of death and
rot. Falling into this pit results in an indefmite loss of the
investigator’s dream-self, although his waking form con-
tinues to exist. The dream-form has fallen to some terri-
ble place in the Underworld and must be found and res-
cued if this character is ever to return to active adventur-
ing in the Dreamlands. Details of this dilemma are out-
side the scope of this adventure and will have to be pro-
vided by the keeper.

A blood-soaked stone stands near the rim of the pit,
used as a sacrificial altar by mad Sister Evangeline. Dark
Young are summoned here after appropriate sacrifices are
made.

There is an aura of alien evil that permeates this rocm,
unsettling any who enter save the evil and the insane. All
must make a POW x5 roll, success indicating that they are
not adversely affected by the evil aura. A failed roll re-

sults in a dreamer suddenly overcome by feelings of ter-
ror resulting in flight from the chamber at top speed.

If the dreamers defile this area, particularly the altar
or the statue, they gain 1D4 Sanity points. But there is a
20% chance that one of the Dark Young of Shub-Niggu-
rath slops up out of the pit and attempts to destroy the
foolish mortals.

DARK YOUNG OF SHUB-NIGGURATH

STR 47 CON21 ~SlZd46 INT 17
POW 11 DEX 18 HP 33 Move 8

Armor: None, but all firearms do minimum damage. Dark
Young are impervious to damage from explosions, heat,
electricity, corrosives, or poison.

Weapon: Tentacle 80%, 4D6+STR drain
Skills: Hide in Woods 80%, Sneak 60%.
Sanity Loss: 1D3/1D20

THE BEDROOM

This chamber is the only room in the convent showing
signs of extensive and frequent use; the buildup of dust,
cobwebs and grime is measurably less. Hundreds of pil-
lows are scattered about a tapestry-covered floor while
silken drapes cover the walls. A few candles offer dim
illumination, casting weird shadows that flit about as the
dreamers steal through the room. Against the far wall is a
giant bed, its silk sheets stained and dirty.

This is the most likely place the dreamers might en-
counter the Hag or the Harlot. If here, she is in the com-
pany of one of her victims, the couple discovered in the
throes of passion. Also present are several of her ‘ser-
vants’—mindless, speechless zombies dressed as nuns,
priests, bishops, and cardinals of the Roman Catholic
Church. They perform tasks such as fanning the impas-
sioned lovers with huge, feather fans, pouring wine, and
cutting fruit. The servants take no action against the
dreamers—even if provoked—nor do they sound the
alarm should they spot the intruders. Automatons, these
servants exist only to serve the nun.

THE PARTS ROOM

Entering this room the dreamers are assaulted by the dis-
gusting reek of decay. This is where the Hag stores extra
body parts removed from her unfortunate victims. Butch-
ered limbs hang from hooks, torsos are stacked against
walls, and a pile of bloody human heads stands in a cor-
ner. Male genitalia are displayed in jars of formaldehyde,
stored in countless wooden drawers, or pressed in large,
heavy books. Sanity loss is 1/1D6 points.

THE GOLEM CHAMBER

This room is where the Hag is creating her dream-lover,
the Golem of Desire. In the center of the room, atop a slab
of stone, rests the bloated, decaying corpse of a man.
Closer examination shows the corpse is actually an amal-
gamation of various parts, limbs, and organs crudely
stitched together to make a human male with numerous
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mouths, hands, and other appendages. A cloud of
bloated flies buzzes above the body and rents in the
golem’s rotten flesh writhe with fat, blind maggots.
Seeing the body of the hideous but unliving golem costs
1/1D6 Sanity points.

When the golem is finally finished, it will be
dragged down to the Shub-Niggurath shrine where ab-
horrent rites will be performed and life breathed into the
corpse by the spirit of Shub-Niggurath. The animated
golem will then serve as the dream nun’s permanent
companion, perpetually fulfilling her obscene lust.

It is up to the keeper to decide when the Hag and
Harlot complete the golem and bring it to life. When
attacking, this camal creature uses its many hands to
maul a victim while at the same time biting at him with
as many as six mouths. Successful bites lock down on a
victim, holding him fast and allowing the monster to
automatically hit with its maul attack.

THE GUEST CHAMBER

This is where certain ‘special’ guests stay when they
come to call. Such guests might include ghouls or any
other creatures the keeper wishes to have visit the con-
vent. At present the chamber is empty save for a weird, L AR
lingering odor. "Z\‘i“*‘“‘l —
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THE ROOF

From the roof of the convent one looks down on the
island of Oriab, past the Lake of Yath to Baharna and
the sea beyond. Overhead the flock of squawking, hide-
ous byakhees wheels and dips, looking for the scraps of
flesh and bone which the Hag feeds them. A large
bucket stands nearby, filled with bits of flesh floating in
clotted blood. The byakhees attack anyone but the Hag
or Harlot. The dreamers may escape these horrible
beasts with successful Dodge rolls.

T
RRABERAY,
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BYAKHEE ’ﬁﬁ}f
1 2 3 4 5 & .

STR 17 22 11 18 17 10 :

CON 12 8 8 10 16 10

Y74 21 13 15 17 20 13

INT 12 8 15 1 11 8

POW 15 15 15 13 12 10

DEX 14 15 12 14 13 12

HP 16 10 11 13 18 11

Move: 5/20 flying
Armor: 2 points.

Weapons: Claw 35%, 1D6+1D6; Bite 35%, 1D6+1D6 plus
blood drain.

Skills: Listen 50%, Spot Hidden 50%.

Sanity Loss: 1/1D6

.
THE BASEMENT 20 0 i
The twenty cells in this dank and clammy chamber are ) BN
used by the Hag to house the young hostages after the , N '.;-;’?-:f"aﬁfzkl'#kif-'
Harlot has tired of them. Some of these unfortunates are | R /,,(/ﬁf,!ﬂf
still intact but most have suffered badly at the hands of ‘5jaf///¥/////;;,

The shrine to Shub-Niggurath
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the Hag. Amputees abound, most having
lost two or more limbs as well as their
sanity. A few cells contain no more than
semi-sentient lumps of quivering flesh re-
sembling small shoggoths—the last pitiful
remains of young men lured away from
Baharna by the Harlot. Seeing these sickly
sacks of pulsing flesh costs dreamers
1/1D6 Sanity points. If the dreamers go
near one of these cells, the fleshy thing
sadly rolls over to the barred door and
stretches out feebly, whimpering and
moaning. If one of these fleshy things
manages to grab hold of a dreamer he can
only escape by making a successful STR
vs. STR roll on the Resistance Table.
Fleshy things have STRs of 3D6.

The cell doors are locked and the keys
nowhere to be found. The dreamers may
open the doors one at a time by making
successful Locksmith or halved Mechani-
cal Repair rolls. There are 1D10+3 prison-
ers here, including at least a few of the
weird quivering masses of flesh. If freed,
the prisoners attempt escape, although the
mutilated ones cannot climb the stairs. In-
stead, these roll around the damp floor,
moaning and screaming insanely, possibly
drawing unwanted attention to the area.

Hanging on the walls are many instru-
ments of torture invented by the Hag, used
to extract bits of flesh, bone and assorted
organs from her victims. Some of these
devices are standard items of torture while
others are totally alien in nature.

THE CATACOMBS

This maze of twisting, winding passages
sprawls for endless miles under the
ground and may reach to all comers of
Oriab. Thousands of skeleton-filled
niches line the walls of the vaulted tun-
nels, most of the bones showing traces of
ghoul-gnawing. The catacombs are fabu-
lously complicated and any dreamer who
enters beyond sight of the entrance is in
danger of becoming lost. A successful
Track roll allows them to find their way
back out. Otherwise the dreamer has to
stumble about the tunnels making a
halved Luck roll every hour or so in order
to escape the maze. Every failed Luck roll
: results in the loss of 1D2 Sanity points.
e , 0\ AV Should the keeper desire, the lost dream-
M= L 1 SN g 0\ LN  ers may happen upon a group of 1D6
M/j/jﬂ//ﬂ Ji LAl L b LR ot NS ghouls gﬂraging for food.

The Golem of Desire



Defeating
the Whore

dreamers that brute force is not the way to solve this

problem—although it may take a disastrous encoun-
ter or two with the Hag or Harlot before this dawns on
them. Another solution must be found.

IT SHOULD sooner or later become apparent to the

THE TWISTED SISTER GOES HOME

If the dreamers infiltrate the dark convent and wait pa-
tiently in the shadows, they eventually see the Hag (or the
Harlot) heading for the cellars. The woman yawns widely
as she descends the stairs, looking so sleepy that she
seems barely able to keep her eyes open. So tired is the
nun’s dream-form that she does not bother to attack
dreamers who try to follow her. Only if they attack her
does she stop and fight.

After several minutes of winding through the cata-
combs the woman comes to a small chamber made of
common, waking-world stone and mortar. Following the
woman up a nearby set of stairs the dreamers come out on
the ground floor of a building very unlike the Dream
Convent. Smaller, brighter, and more modern, the place is
lined with windows and populated by nuns dressed in
traditional habits. The nuns take no notice of either the
Hag or the dreamers and in fact the dreamers find that
both they and the Hag are insubstantial, capable of pass-
ing right through other people. The dreamers cannot com-
municate with the nuns or affect them in anyway.

Following the Hag down a long hall they see her enter
the cell of a sleeping nun, an obese, elderly woman who
sleeps on her back, snoring loudly. The Hag approaches
the bed and then lies down in the bed, merging her form
with the sleeping woman who does little but turn and
snuffle in her sleep. If they wait for the old woman to
awake, she shows no signs of anything suspicious as she
goes about her moming routines and rituals. Examining
papers and personal objects on her table, the dreamers
learn her name is Sister Evangeline.

The dreamers may explore this convent to their
heart’s content, even leaving the building if they want.
They find they are in Kingsport, at the convent behind St.
Francis Church on Ward Street. Still in the world of
dreams, the dreamers can affect nothing in their present
state. They must either return to the Dream Convent or
find some way to force themselves awake.

The Kingsport Convent

The convent 1s part of the St. Francis Catholic church in
Kingsport and houses over a dozen holy sisters. Head of
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the facility is Sister Donna Macelli, a woman in her early
sixties. Investigators who come here looking to meet with
Sister Evangeline will have to first deal with Sister
Macelli. Although the sister agrees to arrange a short in-
terview with Sister Evangeline she is unlikely to go out of
her way to help investigators unless they make a Per-
suade roll; good Catholics may add twenty points to their
rolls. Without successful Persuade Sister Macelli does
not comply with investigators’ requests to visit Sister
Evangeline’s cell nor does she reveal anything of Evan-
geline’s history—although she knows well the old story
of lost Vittorio. Sister Macelli suggests the investigators
speak with Father Alighiero of the church next door.

SECRETS IN A CELL

If the investigators somehow gain access to Sister Evan-
geline’s cubicle they find in her simple dresser an old
photograph tied to a bundle of letters. The cracked and
faded portrait is of a handsome young man with thick
black hair, and a beautiful young girl, neither of them
more than twenty years old. The letters are dated almost
fifty years ago. Written in Italian, the letters are all signed
“Love, Vittorio.” If the investigators can read these letters
(or have someone do it for them) they discover they are
love letters written to a young Evangeline decades ago.
The last one is dated April 17, 1878. A brittle newspaper
clipping, in Italian, is included among the letters. It is an
obituary for Vittorio Pescarra, lost at sea while fishing,
dated May 4, 1878. The contents of the letters make it
obvious that the two had planned to marry.

Most importantly, Vittorio mentions several times in
his letters his recurrent dream of a fabulous city built of
diamonds and alabaster with streets of water: “a place
where it is always sunset,” he says. He says that if he
could ever find this place he would take Evangeline away
with him, the two of them dwelling in this place forever.
If the investigators have ever been to the Dreamlands city
of Zais they instantly recognize Vittorio’s description.
Otherwise a successful Dream Lore roll identifies the
city, or they can learn about it from Captain Hanna.

FATHER ALIGHIERO

Father Dario Alighiero is the priest of St. Francis Church
and Sister Evangeline’s confessor. He has heard over and
over her sinful dreams, but in light of her age and her
otherwise blameless life, he feels that her dream-fantasies
are of little consequence.

Father Alighiero is friendly to investigators and tells
them about Sister Evangeline’s pure and quiet life. He
tells them of her lost love, and how she joined the church
shortly after, retiring from the sorrows of the outside
world. She follows the tenets of her religion faithfully,
confessing at least once a week, every Friday afternoon.

Under no circumstances does the priest reveal the se-
crets told him by Evangeline during her confessions. This
1S a sacred trust and priests are forbidden to reveal what is
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confessed to them except under the most pressing of cir-
cumstances.

Although unlikely, it is possible that investigators
might somehow replace Father Alighiero in the confes-
sional and in this way leamn the secrets that Sister Evan-
geline confesses. However, this can hardly be done with-
out breaking at least a few laws. Investigators might be
arrested for this ploy—although there’s nothing stopping
them from continuing their dream-adventure from inside
their jail cells.

Solving the
Dilemma

E EASIEST WAY to save Baharna from the

I Whore’s deprivations is to murder the old nun,

putting a quick end to her dreams. However, this 1s

perhaps not the best solution, resulting in a Sanity loss of

1D10 points and almost certain arrest and conviction.

“Nun Killers to Burn in Chair!” is not the kind of head-
line investigators wish to see themselves in.

If the investigators are unable to figure a solution to
Baharna’s problem allow Psychology, Psychoanalysis, or
even Idea rolls to supply necessary clues. Any successtul
roll reveals that Sister Evangeline suffers from a chronic
broken heart, her fantasy in the Dreamlands a distorted
reflection of the frustration she suffered losing Vittorio so
many years ago. The best solution is to find some way to
reunite the two lovers.

Searching for Lost Vittorio

A clue in Vittorio’s letters may lead the dreamers to visit
the city of Zais. However, this may have been missed.
They may ask around Bahama, even Captain Hanna, but
none recognize Vittorio’s name. Only if the dreamers tell
the story of the lost fishermen do they gain information of
use. In the city of Zais, the dreamers are told, lives a man
called Ghaston, the Weeping Fisherman. Little 1s known
about the man except that he was originally from the
waking world but now dwells permanently in the Dream-
lands. A tragic figure, he apparently remembers nothing
of his past or why he is here. ’

If the dreamers wish to travel to far-off Zais they will
have to either book a journey with a ship in the harbor or
request the aid of Captain Hanna. Hanna is more than
willing to undertake the many days’ journey west to Zais
at the far end of the Cerenarian Sea. He knows the way to
Zais and his ship is ready to sail.

The City of Zais

THE SEAPORT CITY of Zais is a beautiful place
built of alabaster and diamonds. The streets are
flowing rivers and streams, crossed by bridges
carved with fairies and demons. The city exists always in
sunset—there is no true day or night. Folks here are fair-
skinned and dark-haired, ruled by a king whose daughter,
Nathicana, is said to be the most beautiful woman in
existence. A small but watchful navy protects the fabu-
lous city from pirates and thieves. Crime is nearly un-
heard of in Zais.

Visitors find the city warm and friendly, and feast
upon wonderful meals of fabulous shellfish and strange
fruits from the sea (one of the city’s major exports). They
may wander the markets, enjoying the fragrant spices and
incense, the soft silks, and the intricately cut gems sold
from the clean and tidy stalls.

If dreamers ask about Vittorio they are greeted with
confused looks, but asking after Ghaston evokes immedi-
ate response. The dreamers are directed to a small inn

called the Sky Pirate.

The Sky Pirate

Anchored just offshore, the Sky Pirate is actually an old
sailing ship converted to an inn and tavern. The ship was
once part of the mighty Serranian navy, which still sails
through the skies of the Dreamlands. The inn-ship is a
beautiful white vessel with mighty masts rigged with
sails of silk decorated by golden solar discs.

Sashona, the beautiful proprietress of the Sky Pirate,
can be of assistance to the dreamers. She tells them she
knows of the Weeping Fisherman, Ghaston, and that he
visits the Sky Pirate frequently. He comes in at least once
a week for a tankard of Lhoskian grog and a meal of
shellfish and sea fruits stir-fried in the aromatic spices of
Gak. She knows little about him except that he is very
quiet and always alone. He is cordial and polite when
spoken to but does not initiate conversation. It is rumored
that he suffers from a broken heart.

Sashona does not know when Ghaston will next visit
the Sky Pirate. However, if the dreamers wish to wait,
they may check into rooms. The chance of Ghaston re-
turning to the Sky Pirate is a cumulative 10% per day.

GHASTON

When Ghaston shows up at the Sky Pirate the dreamers
instantly recognize him as the man in the photograph. He
does not appear much older except for some silver in his
thick black hair. Ghaston disbelieves dreamers who try to
explain to him the plight of Baharna, refusing to entertain
the idea that his beloved Evangeline could ever do such
things. If, however, they can repeat any of what was writ-



ten in Vittorio’s old love letters (INT x3 to successtully
remember) Ghaston believes them. He agrees to accom-
pany them back to the Island of Oriab. Alternatively, he
can be taken by force.

The Reunion

The dreamers, accompanied by Ghaston, have to return to
the dark convent and here wait for the woman'’s return.
Evangeline’s dream form does not show up for 1D6 days
and each day spent waiting in this desolate and horrible
place calls for a loss of 1/1D3 Sanity points. If they know
the convent well, they can easily avoid the dangers that
haunt this place.

Evangeline returns in the form of the hideous Hag—
or possibly the Harlot—in the company of her now-living
Golem of Desire. If she does not see Ghaston, she attacks
the dreamers with spells and weapons. When she finally
does see Ghaston, she stops, frozen in her tracks and
stares for a moment at the familiar face. She then shrieks
and begins beating her breast. The building starts to shake
and rumble as the byakhee fly off, the Shub-Niggurath
shrine topples into the black pit, and the killer plants
blacken and die. The evil that has so long sustained the
convent now topples in upon itself as the Hag’s form
wavers and splits, dividing itself into three.

Before their eyes stand three people: the Hag, the
Harlot, and the aged and bewildered Sister Evangeline.
The Hag and the Harlot reach out for Ghaston then fade
away leaving only Sister Evangeline, now transformed
into the young girl she once was. She embraces Vittorio,
weeping, as the two are finally reunited. The scene fades
from view as the dreamers awake.

The Fruits of Their Labor

If the dreamers solve the problem of the Whore of Baharna
by reuniting Evangeline and Vittorio award them each
1D10+2 Sanity points, plus whatever rewards promises
were promised to them by the High Congress of Baharna. It
the dreamers did not reunite the lovers but otherwise man-
aged to permanently banish the Hag and the Harlot from the
Dreamlands, award them each 1D6 Sanity points.

If the lovers were united, upon the dreamers’ return to
waking they learn of the death of the aged Sister Evangeline
who passed away peacefully in her sleep the night before.
The investigators may attend the funeral if they wish.

Statistics

SISTER EVANGELINE, 71, kindly nun

STR 6 CON 6 SIZ 15 INT 17 POW 11
DEX 3 APP 9 EDU 10  SAN 55 HP 11
Skills: English 25%, Garden 75%, Italian 75%, Sing 80%.
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THE HARLOT, voluptuous vixen

STR 11 CON13 SIZ13 INT 17 POW 25
DEX 15 APP 18 EDU 10 SAN O HP 13
Weapons: Finger Nails 60%"*, 1D2; Knife 45%, 1D4+2.

*On an impale she has gouged out her victim’s eyes. On the
next trip to the Dreamlands his eyes are miraculously restored.

Skills: Cthulhu Mythos 10%, Dodge 35%, Dreaming 85%,
Dream Lore 80%, Fast Talk 70%; Listen 30%; Psychology 55%;
Seduce 75%, Spot Hidden 60%.

Spells: Passing Unseen, Serviceable Villein, Stupefying Blast.

THE HAG, terrible torturess

STR 13 CON12 SIZ16
DEX 9 APP 3 EDU 10
Damage Bonus: +1D4
Weapons: Wood Axe 40%, 1D8+2+db; Bullwhip 50%, 1D3

Skills: Cthulhu Mythos 10%, Dreaming 85%, Dream Lore 50%,
Hide 45%, Listen 30%, Psychology 40%, Spot Hidden 30%.

Spelis: Bring Pestilence, Call Shub-Niggurath, Cascades of
Florin, Eviscerator, Halt of Eanora, The Ravening Madness,
Summon/Bind Dark Young of Shub-Niggurath, Summon
Plague, The Viridian Wind.

Sanity Loss: 0/1

CAPTAIN HANNA, salty sea-dog

STRH 15 CON10 SIZ 15 INT 11 POW 12
DEX 12 APP 12 EDU7 SAN 60 HP 12
Damage Bonus: +1D4

Weapons: Fist/Punch 75%, 1D3+db; Boathook 60%,
1D6+2+db.

Skills: Bargain 45%, Boating 75%, Climb 45%, Fast Talk 50%,
Listen 35%, Navigate 75%, Sailing 95%, Shiphandling 80%,
Spot Hidden 40%, Swim 60%.

Spells: Contact Lobon.

INT 17 POW 25
SAN O HP 14

MAGAH BIRD, captain’s companion
STR 2 CON B SIZ 1
POW 9 DEX 21 HP 3
Armor: None.

Weapon: Peck 40%*, 1D3.
*Peck automatically hits a hypnotized target.
Sanity Loss: None.

THE CARETAKER, an enigma

STR5 CON20 SIZ8 INT 16 POW 22
DEX 6 APP 10 EDU19  SAN 66 HP 14
Weapons: Grab (automatic), 1D10 POW drain.

Skills: Cthulhu Mythos 33%, Dream Lore 33%, History 90%, Listen
50%%, Persuade 50%, Psychology 75%, Spot Hidden 50%.

Spells: Any desired.

GHASTON (VITTORIO PESCARRA),
the weeping fisherman
STR 16 CON12 SlZ14
DEX 14 APP 17 EDU 7
Damage Bonus: +1D4
Weapons: Fist/Punch 50%, 1D3+db; Knife 40%, 1D4+2+db.
Skills: Boating 75%, First Aid 40%, Dream Lore 45%, Listen 45%,
Sailing 45%, Shiphandling 50%, Spot Hidden 40%, Swim 45%.

THE GOLEM OF DESIRE, perverse playmate

Move 10 flying

INT 13 POW 7
SAN 45 HP 13

STR 18 CON 20 SIZ 19 INT S POW 6
DEX 6 APP 3 EDUNA SAND HP 19
Move: 6

Armor: 3 points of dead, decaying flesh.

Damage Bonus: +1D6

Weapons: Maul 35%, 2D8+1D6; 1D6 Bites 45%, 1D3.
Skills: Listen 30%, Sex 90%, Spot Hidden 30%.

Sanity Loss: 1/1D8 =
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HIS ADVENTURE involves the kidnaping of one

or more Arkham children. It begins in Arkham,

later moving northeast to Falcon Point, a small
fishing village near shunned Innsmouth. The scenario as-
sumes that at least some of the investigators are residents
of Arkham and familiar with recent events. Investigating
teams composed solely of nonresidents may have to
spend extra time researching current affairs.

Investigator characters could conceivably be law en-
forcement officers or, more likely, private detectives
hired by the distraught parents. Otherwise they might be
cast as past acquaintances or business associates of mil-
lionaire Charles Anderson, father of one of the kidnaped
children, or of Anderson’s Arkham host, local financier
Robert Beckworth. Investigators might otherwise be
drawn to the case out of a sense of curiosity, concern for

the fate of the kidnaped children, or lured by the promise
of a large reward offered by the millionaire.

Papers throughout the country carry news of the
crime. The investigators begin with a player aid, the Chil-
dren Papers #1.

Investigators’ Information

Locally-based investigators know most of the following
information. Others learn by asking around or leafing
through the city’s two daily newspapers.

Charles Anderson, a wealthy New York industrialist,
is in town to consider locating a planned manufacturing
center in Arkham. He seeks tax concessions and zoning
changes, promising in retumn a stronger tax base and a
source of employment for both skilled and unskilled la-
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bor. Details of his plans are found in recent editions of the
Advertiser and Gazette (see The Children Papers #2).
During his stay Anderson has been working out of an
office provided by Robert Beckworth, located in the
Tower Building. Anderson’s wife, June, has meanwhile
been making the rounds of various social gatherings. The

THE CHILDREN PAPERS #1—article from
today’s Arkham Advertiser or Gazetie

Child of Millionaire
Industrialist
Disappears from
Arkham Streets

Infant Son of Charles
Anderson Reported
Missing—Foul Play

Suspected

ARKHAM — Carter Anderson, the 14-month-old
son of Boston industrialist Charles Anderson, was
reported missing yesterday afternoon. Police were
contacted by his parents after the child and his
nanny, Miss Emily Langford, failed to return from
church. The two were last seen leaving the Hotel
Miskatonic Sunday morning on their way to serv-
ices at the First Presbyterian Church on Saltonstall
Street near Boundary, just a few blocks away. Nei-
ther was reported being seen at the services and 1t
is believed that they disappeared before reaching
their destination.

The young Carter is the son of Charles Ander-
son, the well-known New York industrialist cur-
rently in Arkham on an extended visit. Anderson,
along with his wife and two children, has been
staying at the Hotel Miskatonic, guests of our own
Robert Beckworth. Mr. Anderson is in Arkham to
meet with local investors who hope to entice An-
derson to locate his newest industrial development
in the Arkham arca.

The missing Carter Anderson is described as
fourteen months old with blonde hair and blue eyes.
He was wearing a blue and white sailor’s outfit
when last seen. Miss Emily Langford, the nanny, is
forty-three years old, 5 feet, 3 inches tall, and
weighs approximately 140 pounds. She has brown
hair, brown eyes, and was wearing a navy blue
dress and white sweater. The child’s baby carriage
was of black canvas and featured a foldout cover.

No ransom demand has been received. When
asked, police declined to rule out Miss Langford as
a possible suspect. “Everyone is a suspect,” Chief
Asa Nichols was reported as saying.

Anyone with knowledge of the case is urged to
contact Chief of Detectives Luther Harden at the
Arkham Police Station.

-
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couple have been well received by the upper crust of
Arkham society and ofttimes Anderson can be found at
the posh Miskatonic Club, again as a guest of Robert
Beckworth. Although the kidnaping has put a halt to the
Andersons’ socializing, Mr. Anderson still occasionally
attends important business conferences.

Keeper’'s Information

Young Carter Anderson was kidnaped at the orders of
Harold Snowden, a former Baptist minister now an in-
sane ally of the deep ones. Once the pastor of Arkham’s
First Baptist Church, he now resides in Innsmouth, liv-
ing amongst the hybrids and horrors of the town.

THE CHILDREN PAPERS #2—excerpt from
Arkham Gazeiie or Advertiser, dated ten
days ago. ;

_

| Arkham Announced

| as Possible
Manufacturing Site

Anderson Electronics Looks
to New England

Charles Anderson, president of Anderson Indus-
tries, has hinted that he now considers Arkham
possibly the best place to locate his new electronic
parts manufacturing plant. The proposed facility
will produce vacuum tubes and other radio parts to
supply the new and burgeoning industry. The plant
would employ as many as 120 people upon open-
ing, expanding to 200 over the next two years.
Anderson hopes to secure government contracts
supplying parts for military wireless equipment.
The factory would be located along the south bank
of the Miskatonic River, just east of the city.

Local financier Mr. Robert Beckworth has
been negotiating with Mr. Anderson over the last
few months, promoting Arkham as the best site
available. Other locations that have been consid-
ered include Houston, Texas, and Charleston,

|  South Carolina.

Mr. Anderson is a graduate of the Harvard
School of Business, class of 1912. He served in the
U.S. Army during the World War at the rank of
captain. Along with smaller investments Anderson
Industries presently controls a textile factory in
New York City, an aircraft plant in Connecticut, and
substantial oil interests in west Texas.

The Andersons will be visiting Arkham next
week as guests of Mr. Beckworth, The couple cur- |
rently resides in New York City with their two
children, 4-year-old daughter Margaret, and one-
year-old son Carter.
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Innsmouth Options

AROLD SNOWDEN, although fully human, is a

friend and ally of the deep ones. As written, the
scenario assumes that Snowden still maintains his
residence there—along with his records—uvisiting the
Falcon Point farm daily and frequently spending his
nights there. The exact location of his home in
Innsmouth is not given and may be decided upon by

the keeper. If the keeper wishes, he may move
Snowden’s residence and records to the Falcon
Point farm, either because the keeper does not own
Escape from Innsmouth, or because the town has
already been raided by the Federal Government and
the keeper judges that Snowden could not still main-
tain a home there. In these latter cases Snowden
lives at the farm full time, keeping all his records in
boxes in the cave below the beach house.

Once respected and well liked, Snowden fell under
a cloud of suspicion when rumors began circulating
that he had possibly taken advantage of one of the
young children attending his Sunday school classes.
This boy, Danny Ames, was believed to have accused
Snowden of molestation, although in truth the culprit
had been the boy’s uncle, his mother’s brother. It was
Danny’s mother who, covering for her brother, first
spread the story of Snowden’s impropriety. Although
he vigorously denied the rumors, and his supporters
many, the weight of public opinion was against him.
He soon resigned his position, ‘““for the good of my
Church.”” Snowden disappeared less than a week later,
loading up his few belongings into his Ford. The car
was found abandoned a few days later along the coast
north of Gloucester. A suicide note was found, signed by
Snowden. His body was never recovered.

In despair, Snowden had sought to end his life. Hurl-
ing himself into the sea from the high rocky shore he was
swallowed by the cold waves, drawn down into the dark-
ness and peace—only to find himself suddenly carried
back up to the surface and fresh air. Pushed to shore and
dragged up on the rocks the gasping minister rolled over
on his back to look upon the face of his rescuer.

Snowden’s already fragile mind snapped when he saw
the face: green, scaled, flabby-lipped, with bulging glassy
eyes—a creature the likes of which were unknown to
Snowden. The deep one was a youngster, an Innsmouth
hybrid whose transformation had taken place early. A
lonely youth among the mostly adult colony of Y’ha-
nthlei, the creature spent much of its time swimming up
and down the coast, exploring forgotten caves and hidden
salt marshes. Chancing upon the drowning Snowden the
creature, recognizing the man’s plight, idly, almost dis-
passionately, pushed him back to shore, saving his life.
Snowden chose to view this as an act of God.

The ex-minister soon moved to Innsmouth, finding
for himself a home away from Arkham and the people
who had accused him of terrible crimes. He joined the
Esoteric Order of Dagon and took part in the regular
services, even introducing some Christian elements back
into the worship.

But he didn’t forget about the boy Danny Ames, and
the plight the youngster was in. Moving boldly, he one
day sneaked back into Arkham and kidnaped Danny and
took him back to Innsmouth. At the first the boy seemed
frightened, not so much by Snowden whom Danny knew
well and liked, but by the creatures and strange people of
Innsmouth. Gradually the fear wore off though, Danny
discovering that even the most grotesque of the fishy-
smelling visitors meant him no harm. '

Snowden was impressed by how Danny adjusted to
the presence of his friends, the deep ones, and how the
deep ones themselves seemed to grow used to outsider
humans like himself and Danny. Snowden soon realized
why God has chosen to spare his life. He would teach the
two species, man and deep one, to not fear one another, to
live as brothers and share the world they held in common.
He would obtain other children and, like Danny, they
would be raised to view the deep ones not as monsters
and enemies, but as equals. Upon reaching adulthood
these enlightened humans would move back out into the
world to carry the message of love and brotherhood.

Although Danny Ames eventually went mad and ran
away, and another child, slightly younger, was drowned
in a swimming accident, Snowden experienced much
success with his other charges. He presently has four chil-
dren, aged three to ten, all of whom show much promise.
They seem well adjusted and happy whether with deep
ones or humans. The recently kidnaped Carter Anderson
is slated to become the latest addition to Snowden’s
household, along with another child to be kidnaped soon.
Carter Anderson will be Snowden’s first human with real

Key to Arkham Map

Police Station

Hotel Miskatonic

Arkham Advertiser

Arkham Gazette

Miskatonic University Library
Tower Professional Bldg.

First Presbyterian Church
Arkham Farms Dairy
Arkham Trolley Office

10 Arkham Cab Co.

11 Miskatonic Club

12 Location of corpse
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influence. Re-emerging to the world in a few years,
Snowden is confident that he will eventually be proven
the legal Anderson heir and move into a position of
power. The kidnaped Donna Segreto will be prepared for
the role of Carter Anderson’s wife.

Carter Anderson was kidnaped by a pair of Boston
thugs, Nick Castle and a Spaniard named Chalo Talamen-
tes, hired by Snowden for the purpose. The pair currently
hides out in a derelict house in Arkham laying plans for
the second kidnaping. The infant Carter is kept safely
hidden away in the basement while the two thugs prowl
the streets looking for a likely victim. When they have
acquired a second child they will contact Snowden who
will then drive down from Falcon Point to pick up his
charges. The children, along with the two thugs, will be
taken back to a farm outside Falcon Point where Snow-
den has been conducting his long-running experiment.

With no ransom demand the police consider the missing
nanny a prime suspect, concentrating their efforts in that
direction. They have yet to find the body of Miss Langford,
brutally murdered by the kidnapers. Until then the police
show little inclination to listen to other theories.

THE KIDNAPING

Miss Langford was a regular church-goer who often took
the Anderson children to Sunday services. This Sunday
young Margaret had the sniffles and it was decided she
stay home. But the sun was bright and after bundling the
infant up warm, Miss Langford strolled out of the hotel
pushing Carter in his expensive baby carriage. The pair
headed west then turmed south on West Street. Taking this
to Washington, they went west again to Boundary Street.
Along this lonely stretch of road waited the two kidnap-
ers who sprung from the bushes before Miss Langtord
could even shout. She struggled briefly with Talamentes
before Castle hit her over the head with a tree branch,
killing her instantly. Her body was hastily hidden under a
pile of loose brush and the boy taken back to the derelict
house. The incriminating baby carriage was dismantled,
sealed in boxes, and put out with the neighborhood trash.

A SECOND KIDNAPING

Three or four days later a second kidnaping takes place.
This time a young girl named Donna Segreto, three years
old, is taken from a vacant lot behind her parent’s house.
The only witness is a man who saw a dilapidated panel
truck leaving a nearby alley in an apparent hurry.

Arkham

OULD-BE DETECTIVES should keep 1
ijnd that when on a kidnap case mvestigators
must keep a low profile. Kidnapers are easily
panicked and may flee, either murdering their victims or

abandoning them to their fate. The keeper might subtly
remind the players of this, cautioning them to act accord-
ingly. The distraught Anderson may make a point of
keeping an eye on the investigators, making sure they
don’t do anything that might endanger little Carter.
Possibly the investigators interview the Andersons or
their host, Robert Beckworth. In either case the investigators
find that everything these people know has already been
reported to the police and published in the newspapers.

The Arkham Police

Any investigator with proper credentials, prior police af-
filiations, or who carries the blessings of Anderson and/or
Beckworth receives full cooperation from Chief Asa
Nichols. Nichols wants to find the child as quickly as
possible.

The investigators may find Chief of Detectives Hard-
en more difficult to deal with. In charge of the actual
investigation he resents “people sticking their noses into
my job.” Harden is doing his best to find Carter but lacks
a solid lead. If the investigators hope to gain his coopera-
tion they will have to gain his respect.

The police are willing to share the following leads, clues,
and theories.

O Miss Langford was last seen leaving the Hotel Miskatonic
around 8:30 Sunday moming. The service was scheduled to
begin at 10:30, the Andersons assuming that she left early to
enjoy a long walk. The most logical route would have been to
travel west on either College, Pickman, High or Saltonstall
streets. The trip should have taken no more than 20-30 min-
utes. Police searching these various routes have found no

evidence.
O No ransom request has yet been received.

[0 The ushers at the church are certain that Miss Langford was
not present that day—a stranger among the congregation
would have been noticed. Nor do any members of the church
remember seeing Miss Langford.

O Miss Langford has been employed by the Andersons for
seven months and came with excellent references. Investiga-
tors who check Miss Langford’s references find she was pre-
viously employed by a New York couple for ever nine years
and that she is highly regarded.

O Chief of Detectives Hardin 1s currently digging deeper mnto
Miss Langford’s past, attempting to find some suspicious
behavior. His efforts have so far proven fruitless.

THE LIST OF SOURCES

Hardin now plans to broaden the investigation, systemati-
cally questioning any people who might have been in the
area Sunday morning. Heading up this list are milkmen,
trolley drivers, and taxi drivers. Quick thinking investiga-
tors may be able to beat the Chief to these sources.

Arkham Dairy: Offices of the local dairy are west out
River Street between West and Boundary. No milk deliv-
eries are made on Sundays and this tumms out a dead end.
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The Trolley Company: The trolley offices.
are on the south side of the Common. The
few drivers working that morning saw noth-
ing suspicious, nor do any remember seeing
a woman with a baby carriage.

Arkham Cab Company: Dispatcher Gre- .
gory Dahlberg has a log containing the names
of the drivers on duty that moming. Although
he willingly shows it to police, private parties
have to pay a ‘service fee’ of $4 which goes
directly into Dahlberg’s pocket.

Four drivers were working that moming:
Brian Canfield, Paul Wyatt, Leon Ott, and
Donny O’Shea. Canfield, Wyatt and Ott
know nothing but O’Shea remembers seeing
a woman matching Miss Langford’s descrip-
tion walking west on Washington between
Garrison and West Streets around 9:20 that
morning. She was pushing a baby carriage TR _

-.w._.

similar to the one described by the Andersons. i ﬁﬂr : .¢, st
If they do not think of it, a successful Idea s ;.kﬁ e A
roll suggests that the investigators duplicate 2 '%' ?uﬁ ¢ w g*
her walk and look for evidence. This requires ;'«_’1 S fhﬂ;ﬁkil ! B, % :
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may have taken on her way to the First Pres- y Wl
byterian Church that moming. IR T ,
f s ﬁ“%i“l A 2=
A GRISLY DISCOVERY IIHTTE R nw,

Miss Langford’s body is hidden in a
wooded stretch of ground on the west side | s |
of Boundary Street between Washington J}," (7)1 s 'K{
and Miskatonic streets. If investigators A \ ;I, i
passing this spot fail Spot Hidden rolls, \ i L Ny
their noses alert them anyway. The body H | /
has been here now for a day or more and ) Ll J,;/ 7
decay has already begun; maggots crawl ‘
over the corpse in heaving masses. Discov-
erers lose 1/1D4 Sanity points. (Note that if
the investigators fail to find the corpse it is
discovered by two little boys searching for
a lost ball. The find is reported to police and
the investigators learn of it through the
newspapers or their own police contacts.)

The corpse’s head is covered in blood
and the ground around it shows signs of a
struggle. A cursory examination reveals a
single massive wound to the back of the
head (later confirmed as the cause of death
by Arkham Medical Examiner Ephraim
Sprague). There is apparently nothing miss-
ing from the woman’s clothing and her
purse is untouched, still containing $12.
Robbery was obviously not the motive.

A Spot Hidden roll spies a glint of gold
in the corpse’s tightly-clenched right hand.

Robert Beckworth and Charles Anderson
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Prying open the stiff fingers, investigators find a blood-
stained gold earring. Large and heavy, it seems a mascu-
line design; neither of Miss Langford’s ears is pierced.

Searching further through the woods, a baby’s blue bon-
net is found, monogrammed CDA. This is later identified as
belonging to the missing youngster, Carter Anderson.

If the investigators discover the corpse they should be
reminded that it is their legal duty to report it to the po-

The Trail Grows Cold?

S POTENTIAL LEADS dry up, the investigators
may feel frustrated. The following clues may be
introduced at the keeper’s discretion.

THE STORY OF DANNY AMES
Sometime during the investigation the subject of kid-

naping prompts a policeman, reporter, or other to
mention the ‘Danny Ames story.’ Unfamiliar with this
tale, investigators should be interested in listening.
Three years ago a young man, aged about fifteen,
was found wandering senselessly through the woods
northeast of Arkham. At first no one recognized him
but after a time he was identified as Danny Ames, a
youngster who had been missing for over ten years.
He was returned to his parents’ home but never
recovered his senses. For the most part he was docile
but subject to fits of bestial rage. Nothing was ever
learned of where he had been those ten years.
When his mother died a year later the boy was
sent to the Massachusetts State Hospital for the In-
sane near Danvers. Although the official report says
the woman died of an accident it has always been
rumored that she was killed by her insane son. The
boy’s father reputedly moved out of the area following
the death of his wife and the institutionalization of his
son.
If the investigators want further information it is
suggested they contact the state hospital.

HIRAM THE JUNKMAN
This clue points directly to the kidnapers’ hideout and

should not be introduced until after the Segreto child
is kidnaped.

One day on the street the investigators spy in the
distance the horse-drawn wagon of Hiram the junk-
man. Amongst the other items piled in his wagon are
the dismantled remains of a baby carriage. A closer
examination proves the carriage identical to the one
which disappeared with Carter Anderson.

Hiram is a friendly sort, fond of Peach brandy,
whose slow manner of talking disguises a quicker
mind. If the investigators show an interest in the car-
riage he offers to sell it to them for $2.50. He is cagey
about answering questions but if informed that it may
have something to do with the missing children, Hiram
offers to do whatever he can to help. The boxes, he
tells them, were piled on a communal trash dump in a
vacant lot on Hill Street between High and Saltonstall.
He has no idea which house the carriage may have
actually come from.

lice. Disturbing the body in any way is against the law.
Withholding evidence—such as keeping the earring
found in the corpse’s hand—is a felony. Discovering the
body is an excellent way to get on Harden’s good side,
though investigators should try to be gracious. Publicly
showing up the police force will work against them.

The Second Kidnaping

A few days later the. daughter of Joseph Segreto is taken
from a vacant lot behind her house. Donna, thirteen
months old, was playing with her five-year-old sister,
Maria. Maria went back to the house leaving Donna in
the sand box. Returning, she found Donna gone. Maria
thinks she heard a car in the alley, driving away fast.

Later the papers report that a citizen witness has
stepped forward. Art Smith reports to police that he saw a
worn-out black Ford panel truck leaving the area at a
good clip just about the time of the kidnaping.

If the investigators track down Art (through the City
Directory) and make a Persuade roll, he tells them the rest
of what he told police—the information not released. Art
tells them that the reason he took notice was that the
driver was “an Italian or somethin’. He was holding a
bloody handkerchief or bandage to his ear while he was
driving.” Art says the truck went west on High Street.

THE KIDNAPERS HOLE UP

After their second successful kidnaping Talamentes and
Castle hole up in the house on Hill Street. They hide their
worn-out black Ford panel truck in the garage, covering it
with a tarp. The two thugs now contact Snowden in Fal-
con Point and settle down to wait for him to come pick
them up. Snowden finally arrives—accompanied by an
Innsmouth hybrid named Oscar Wentorf—rpossibly a day
or more after the call and probably just an hour or two
before investigators close in on the scene. Snowden just
barely escapes the investigators’ grasp.

In the meantime the children are kept in a basement
room where passers by will not hear their pitiful cries.
Both thugs share in caring for the youngsters, including
feedings and diaper changes. One or the othermakes oc-
casional trips to the local store for fresh milk.

The Kidnapers’
House

QUICK PERUSAL of this neighborhood shows
one highly suspicious location: a derelict house,
ecluded from the rest of the neighborhood and
nearly hidden by surrounding trees. A quick look reveals
fairly recent auto tracks in the dirt driveway.




' The Kidnapers'
'Hideout

KITCHEW

If the investigators seem too aggressive remind them
that the kidnapers have already killed once and that they are
probably holding two young hostages. Walking boldly up to
the front door could endanger the children’s lives.

If the investigators research this abandoned house in
the city records they find that it previously belonged to a
man named Kenneth Ross. Ross was a free lance writer
of hunting stories for outdoorsman magazines. Ross was
killed six years ago during a bear hunting expedition in
the Canadian Rockies. The house has been untenanted
since. Arkham Edison has never been out to shut off the
power—part of the reason the kidnapers chose this place.

THE SITUATION

Depending on the investigators’ performance—and the
keeper’s whim—the investigators may have just
missed the kidnapers by hours, or arrive just as Snow-
den is leaving with his young charges. In either event
Snowden and Wentorf must escape with the children,
making a clean getaway to Falcon Point. Whether or
not Castle and Talamentes also escape, or are left be-
hind, depends on the circumstances. The two thugs
curse their boss for abandoning them but, with murder
and kidnaping charges looming over their heads,
choose to fight rather than surrender. They retreat to
the garage if possible, crashing their panel truck out
the front doors at full speed attempting to get away. If
trapped in the house they make a last stand, pinning
down the investigators with gunfire while Snowden in-
cidentally gets away.

If the gun battle continues, police will soon show up
and one way or another finish the job themselves. Even if
the battle is a short one, police arrive soon after, possibly
interfering with the investigators’ plans.

It 1s also possible that Snowden and Wentorf have
already picked up the two thugs and two children and
returned to Falcon Point. This option keeps the police
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from coming into direct contact with the criminals, possi-
bly allowing the investigators freedom of movement—
particularly when searching the house for clues.

The House

The house is a humble, single story affair with a small
basement. A one-car garage is attached to the right side.
The yard is overgrown with weeds. The name of former
owner Kenneth Ross is still discernible on the rusty mail-
box. All doors are kept locked and windows latched.

Inside, conditions are found to be only slightly better.
Although dusty and dirty, signs of recent human habita-
tion are everywhere evident.

Living Room: The only piece of fumiture is a battered,
moth-eaten sofa. A Franklin stove in the center of the far
wall provides heat, the stove pipe running through the
ceiling. |

Kitchen: This room contains a battered dining table and
four chairs. Kitchen cabinets are stocked with a supply of
dried and canned foods. The ancient stove is a wood-
burner and a dilapidated icebox outside the back door
contains a halt-empty bottle of milk, still fresh. A set of
stairs leads to the basement. The sink is full of dirty
dishes and trash is piled in corners.

The Bedroom: This room contains two narrow single
beds and two four-drawer dressers. The top two drawers
in each contain a few pieces of dirty, rumpled men’s
clothing, obviously lately worn.

A careful search of one dresser turns up a letter sent to
Castle and Talamentes by Harold Snowden. It is post-
marked “Innsmouth” (see The Children Papers #3). The
other dresser may contain a set of keys for the panel truck
and the locked basement door—but only if Castle and
Talamentes failed to escape town.

THE CHILDREN PAPERS #3—a handwritien
letter of recent date

¢ Yad € hear $ou fave beex faaam@‘aﬁ" wilh
COA Z#} Lo obiark a second one — ag we
discassed — withiy the week,

Mz—,ﬂ‘aﬁf and .40;& L0 be abte Lo visit soon, Mf/
fave Lo stop at Faleon Forxt Co check the others,

. Sowden

PS Make sare .arﬂdéf;l;& M i Lhe way,
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Bathroom: The plumbing in this room no longer works,
apparent when opening the door for the first time.

The Basement: The stairs in the kitchen descend to a
small locked door. Past the door the basement is found,
the cleanest room in the house. Talamentes has arranged
a tidy little bedroom for the two kids; each has their own
bed along with a small dresser for clothing purloined by
Castle from various neighbors’ clotheslines. The front
end of the room has a curtain closing off one corner,
concealing a makeshift toilet consisting of a bucket. The
rear of the basement is lined with shelves holding a few
old cans of vegetables.

The Backyard: The yard is choked with long grass and
weeds, shadowed by overgrown trees. Several bushes
grow next to the house, obscuring the outside cellar en-
trance beneath the back kitchen window. It is securely
bolted from the inside.

The Garage: This building is large enough to hold one
vehicle with enough room for a person to squeeze by on
one side. If the kidnapers have left town there is a crum-
pled tarp tossed on the floor, formerly used to conceal
their truck. The walls are hung with old garden tools and
there is a workbench in the rear covered with various
rusty old tools. Under the workbench, wrapped in oiled
cloth, is a double-barrel hunting rifle, an H&H 500/.600
Nitro Express—an elephant gun. There is no ammunition
around and a Mechanical Repair roll reveals the
weapon’s action is broken. It might be repaired (by an
expert) and sold for as much as $800. In its current condi-
tion it would command no more that $300. Use the statis-
tics given for an elephant gun.

CATCHING UP WITH THE CROOKS

If the keeper decides the investigators have performed
well enough to have caught up with the kidnapers, the
following information is pertinent.

Talamentes handles most of the child care and is often
found in the basement. Castle tends to keep an eye on
things upstairs, spending most of his time reading maga-
zines. One or the other is always at home to look after the
children. Once the Segreto child has been snatched the
two lay low, rarely venturing out except for occasional
trips to the store. They do not want to be seen around this
neighborhood too often.

Snowden and his companion Wentorf are not willing
to die over these two children. They know that if they
don’t get these kids to the farm there will still be others.
Neither participates in gun play unless directly threat-
ened, letting Talamentes and Castle do the fighting for
them. If under assault, Talamentes and Castle cover
Snowden’s escape, shooting from windows or fighting
hand-to-hand inside the house. Snowden and Wentorf
take the opportunity to jump into their car and drive off.
If necessary they use the two children as human shields.

Snowden speeds south on Hill Street then turns east
on Washington to Peabody Avenue before turning north

and heading out of town toward Falcon Point. Snowden
shakes any tails before he gets out of the city. The keeper
should allow his escape while still keeping the chase as
dramatic and exciting as possible.

Concluding in Arkham

With the adventure as yet incomplete success is hard to
define. But the death of the child, Carter Anderson,
deems the Arkham portion of the scenario a failure.

A bitter Charles Anderson makes a public state-
ment, denouncing the Arkham police department, and
perhaps the investigators themselves. He pulls out of
the proposed manufacturing development and he and
his family return to New York. The Segretos have also
suffered but their complaints go relatively unnoticed.
Depending upon their roles in the deaths of either of
the children, the investigators may face legal
charges—up to and including manslaughter. Investiga-
tor reputations and Credit Ratings may suffer from the
adverse publicity.

If the two thugs are killed or captured, the Ford panel
truck can be identified as the same vehicle stolen from
Jack Wilson of Falcon Point two months ago. The police
meanwhile seal off the house and go over it with a fine
tooth comb, looking for clues. What happens next is de-
termined by whether or not the investigators found the
letter, and if so, do they show it to the police?

The State
Hospital

THE MASSACHUSETTS STATE HOSPITAL for

the Insane is the largest of its kind in New Eng-

land, caring for more than two thousand patients.
Understaffed, individual treatment is spotty if not nonex-
istent. Patients are housed in various dormitories con-
tained in huge brick buildings three stories-high. The
most violent are kept in restraints.

Upon arriving the investigators are introduced to
Danny Ames’ attending physician, Dr. Anson Best. Dr.
Best is a competent doctor in an untenable position. He
knows the patients need better care but doubts there will
ever be the funds to provide it.

Best tells them what little he knows about the Danny
Ames case: where and when the boy was found, the se-
quence of events leading to his current confinement, and
the minimal therapy he’s since received.

Danny Ames has been a patient here for two and one-
half years. He was found staggering through the woods
northeast of Arkham a couple miles from Ipswich. Even-
tually reunited with his parents the boy was kept at home
for six months until the accidental death of his mother, at



which time his father had him placed in the hospital and
declared a ward of the state. Since then Danny’s father
has dropped out of sight, supposed to have moved out of
the New England area.

Diagnosed as a paranoid schizophrenic, Danny is
kept in isolation twenty-four hours a day and treated
with opiates to control his violent outbursts. Best feels
the case is hopeless. Although Dr. Best is fairly open,
he does not allow anyone to read the case file unless
they have a legal right, are respectable physicians, or
are here at the behest of some influential person. If the
investigators gain access to the file, give them the
Children Papers #4. The first three excerpted entries
are dated three years ago and were made at the Arkham

THE CHILDREN PAPERS #4
—axcerpis from Danny Ames’ case file
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Sanitarium. Later entries were made at the State Hospital
and date from two and a half years ago to the present.

VISITING DANNY AMES

Danny’s condition is partly the result of the sexual abuse
he suffered as a child coupled with the realization years
later that he would never make the transition from human
to deep one—a shock to his emotions after having spent
years in their company believing himself one of them.
Many of his symptoms might be interpreted as symptoms
of deep one taint, but they are all psychosomatic. He is
permanently insane and without hope of cure.

Danny is kept in a cement-walled cell with no furnish-
ings other than a dirty mattress on the floor. Separated by
a barred door, his cell reeks of human wastes—and a

First entry, dated ithree years

to be cared for at home

He attaches a certain, al-

ago:

Apparent age fourteen or
fifteen years. When discov-
ered in the woods east of
Ipswich the subject was
found digging for grubs
under a rotting log.
Clothes consisted of worn
blue jeans, flannel shirt,
and no shoes. Identity un-
known. Left in care of
Arkham Sanitarium.

Two days later:

Patient John Doe remains
unidentified. Exhibits radi-
cal mood swings ranging
from childlike humor to
beast-like violence. Pa-
tient remains amnesiac
with no recollection of
who he is or where he is
from.

Two weeks later:

Subject has been identi-
fied as Daniel Ames, son
of Peter and Cynthisa
Axmes of Arkham. Danny
has been missing for ten
years and at the time of
his disappearance was
thought to have been a
victim of kidnaping, He is

by his parents. This
should allow the best
chance for memory recov-

ery.

Danvers Slate Hospital:
Danny Armes admitted as
ward of the state and
placed in isolation ward
for observation. Capable
of outbursts of extreme
violence, Prior to admit-
tance patient was found
in his home, squatting on
top of his mother’s body
and emitting loud croa.k-
ing sounds. Although be-
lieved to have been re-
sponsible for the mother’s
death, authorities judged
him unfit to stand trial.
His father has formally
committed him to the
state’s care.

Two months later:
After several weeks of ob-
servation, patient shows
recurring efforts to voice

words, and sometimes sen-

tence fragments. He
seems to talk of a cave
where he played with
someone he calls “them.”

most mystical significance
to those he calls “them,”
and someone he calls
“Snowden.”

Violent episodes are
still frequent but opiates
show signs of controlling
them.

One year later:

I spoke with the patient
about his parents, hoping
to jog his memory. He
seemed to remember
them but later said: “Mzr
Ames really wasn’t my
daddy anymore.”’ His men-
tal development seems to
have stabilized around
the level of a seven-year-
old.

Remaining entries:

These continue in much
the same vein. The pe-
tient shows little more in
the way of improvement
and the violent outbursts
seemed to be controlled
only by continually
stronger doses of depres-
sants. A decline in his
physical health is noted.

=
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slight smell of fish. When investigators arrive, Danny,
dressed only in a pair of pants, is crawling across the
floor, chasing after something.

With a lunge he snatches up a large cockroach, peers
at it for a second and then pops it into his mouth, crunch-
ing it between his teeth with obvious relish. Investigators
lose 0/1 Sanity point.

Danny looks unhealthy, pale and somewhat emaci-
ated. His hair is white and thinning, his chest scarred
as well as his arms and neck, the result of Danny’s
chronic clawing at himself. Any investigator making a
Medicine roll can tell that Danny is slowly starving to
death. Investigators are allowed to speak through the
bars but may not enter the cell.

Danny is occasionally lucid and capable of carrying
on what passes for conversation. He talks about the
sea, often referring to a cave in which he says he once
lived with “them.” He also talks a lot about “Snow-
den” and possibly Falcon Point (a small village near
Innsmouth). The doctors speculate that he may indeed
have spent time living in a cave along some uninhab-
ited stretch of coast.

At some point during the visit the investigators no-
tice Danny’s personality takes on a distinct change. His
eyes narrow before he suddenly scurries/capers across
his cell to leap at the narrow window, grabbing at the
bars while bellowing at the top of his lungs. Danny

Danny Ames

crashes back to the floor but in one motion is back on his
feet and racing toward the barred door. He hits it full
force, injuring hisface butspringing open the improperly
latched cell door. Danny is free.

His first victim is any attendant or staff member
accompanying the party. This character is knocked
down by the force of Danny’s attack and suffers a fero-
cious bite to the face. Witnesses lose 1/1D4 Sanity
points as the pinioned victim shrieks helplessly.

Danny can be safely subdued by three or four
strong individuals jumping him at once. If he man-
ages to elude them he bolts down the hallway, croak-
ing as loud as he can. Although it is likely that other
attendants trap and subdue him the keeper may wish
to let Danny make good his escape, jump the outside
fence, and disappear into the nearby woods. The in-
vestigators may become involved in a manhunt that
brings in the local police, area volunteers, and oth-
ers. How long Danny remains free is up to the
keeper. Danny will head back toward Falcon Point.
Investigators might be able to follow him or trace his
movements.

The Newspaper Stories

Investigators searching the files of either the Arkham Ad-
vertiser or the Arkham Gazette for stories about Danny



THE CHILDREN PAPERS #5—a story from
the Advertiser or Gazeiie dated approxi-
mately ten years ago.

Abandoned
Automobile

Identified as
Missing Pastor’s

Minister Harold Snowden
Missing and Presumed Dead

GLOUCESTER — A Ford Model A found aban-
doned near the shore north of Gloucester vesterday
has been positively identified as that of Mr. Harold
Snowden, formerly minister of the Arkham First
Baptist Church. Mr. Snowden had been head of the
church for almost seven years when he retired sud-
denly last summer following allegations of miscon-
duct lodged against him by some members of the
congregation.

Police have verified reports that a suicide note
written by Snowden was found in the vehicle. Al-
though the actual contents of the note have not been
released, inside sources say that the man foreswore
all charges made against him, but could no longer
suffer himself to live with the community believing
such things about him. Snowden left no family or
known heirs.

Ames find (with successful Library Use) articles dated
three years ago conceming the discovery of an unknown
young man found wandering in the woods, and his sub-
sequent identification as Danny Ames, missing for over
seven years. The date of Danny’s abduction ten years
before is given and leads to a newspaper story about the
kidnaping. No suspects were 1dentified and the crime re-
mains unsolved.

If the characters research the name Snowden they
may come across the following article.

First Baptist Church

Investigators wishing to follow up on the Harold Snow-
den story may visit the Baptist Church and speak with the
pastor, Reverend Charles Noyes. Noyes was assistant un-
der the Harold Snowden and knew the man well. If con-
vinced of the investigators’ sincerity he tells them how
Snowden, a good man, was wrongfully accused of mo-
lesting one of the congregation’s children, a boy named
Danny Ames. Noyes believes that Snowden was innocent
and that Danny may have been victimized instead by a
member of his own family. But the charges were hard to
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refute and Snowden soon after resigned from the church.
Two weeks later he moved of the boarding house where
he had lived and left town. A day or two later his car was
discovered abandoned on the coast. Noyes views Snow-
den’s tale as a tragic miscarriage of justice.

Falcon Point

E ONLY CLUES pointing investigators in this
direction is the letter from Snowden found in the
house on Hill Street, and Danny Ames’ wandering

references. The keeper may need to provide another way
of introducing the information. If the police search the
Hill Street house they find the letter, the information
coming back to the investigators via their station house
contacts or through Anderson and Beckworth. If all else
fails, Danny Ames may talk about Falcon Point during
the investigators’ visit to the state hospital.

The Village

Falcon Point is a small fishing village of no more than
forty or fifty residents located a short way down the coast
from dreaded Innsmouth. Although within Innsmouth
township, and governed by the nearby town itself, the
people of Falcon Point maintain a strict and separate ex-
istence from their hybrid neighbors. Falcon Point is ap-
proximately ten miles from Arkham.

The people of Falcon Point fear and loathe the hybrids
of Innsmouth. Although reluctant to talk with strangers,
bribes of cash or liquor are likely to loosen most tongues.

Asking around town brings little information. Ques-
tions about the suspects get nothing. Questions about
strangers or unusual events are answered with “Ask
Abby.” Abby i1s Abigail Harding, the local postmaster.
The mail truck going from Gloucester to Ipswich drops a
mail bag in front of her home every morning after which
she sorts, then delivers the letiers and packages to the
proper residences. Afterwards she drives out of the vil-
lage, delivering mail to various farms in the area.

BAIT & TACKLE SHOP

Falcon Point’s sole commercial outlet 1s Delmar van de
Ford’s Bait & Tackle shop. Van de Ford stocks mostly
fishing necessities, gasoline, and other essentials such as
coffee, tobacco, canned goods, etc. He knows nothing of
a man named Snowden but if the investigators provide
descriptions of Talamentes and Castle he recalls seeing
them.

“Sure, I remember that Spaniard. Him and that other
fella got gas. Stopped in... umm, had to be a month and a
half, two months ago. Headed south. I recall there were
two other fellas in the car. They paid for it with this.”
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Falcon Point

Van de Ford reaches into the cash register and pulls
out a gold coin dated 1813. He has kept the coin all these
weeks as a curiosity.

If the investigators persist in questioning him, Delmar
suggests they “talk to Abby.”

JACK WILSON

The investigators may or may not know ot Jack Wilson,
the owner of the black panel truck stolen by Talamentes
and Castle. He lives in the village.

Regarding the stolen vehicle Wilson says that one
night, two months ago, the truck was stolen from in front
of his house. He reported it to police and, if it has been
returned, he is grateful to the investigators for any assis-
tance they lent recovering his vehicle.

Asked about a place to stay Wilson offers an empty
room in the house, and another over his garage.

He knows nothing about a man named Snowden but
suggests they check “with Abby.”

ABIGAIL HARDING

Abigail has been the local postmaster since the death of
her husband nearly twenty years ago. She is loyal to her
oath (and the memory of her husband) refusing to discuss
postal matters without just cause. To get her to talk the
investigators need to explain their reasons. The more of-
ficial or important-seeming these reasons, the more likely
Abby opens up to them. For example, telling her Snow-

.

den has inherited a large fortune would impress her more
than saying that he is an old college buddy. Abigail is
always looking for another juicy bit of gossip.

Abigail can tell them that she has been receiving let-
ters addressed to an H. Snowden, mailed c/o Mike Kelso
at the Kelso farm. They seemed quite ordinary letters,
postmarked in Arkham. The last one was delivered five or
six days ago. To get directions to the Kelso farm investi-
gators only have to ask.

The Kelso Farm

The Kelso farm lies southeast of Falcon Point along a
gravel road across a small canal. Located at the end of the
road is a driveway leading up and over a hill, identified as
the entrance to the Kelso farm by an old mailbox
mounted atop a fence post. The farm cannot be seen from
the road, save for the roof of a barn peeking over the
intervening hilltop.

Cresting the hill the investigators see below them a
farmyard and pastures surrounded by low stone walls. A
prim farmhouse stands near a large bam, a moss-covered
well house, and a leaning chicken coop. A large vegetable
garden is planted behind the house.

The barn houses the Kelsos’ car and a horse-drawn
wagon along with seven milk cows, two horses, and an
old mule. The coop holds several dozen chickens, a
rooster and four geese. (Keep in mind that geese are often
better guards than dogs.)



Less than a half-mile to the north, but impossible to
see because of the woods and hills, stands a small beach
house, connected to the Kelso farm by an overgrown two-
track road.

MIKE KELSO

Stopped by a closed gate leading to the farm they see a
tall lanky man in coveralls step off the front porch and
head out to meet them. He waves, greeting them pleas-
antly. He asks if he can be of any assistance and invites
the investigators in for coffee or a cool drink. If they
accept, he opens the gate, asking that they be careful not
to let out any of his chickens. He tells them to park the car
up by the house while he shuts the gate.

As the investigators get out of the car Mike Kelso
introduces himself to each one of them with a friendly
handshake. He leads everyone toward the house, opening
the door and shouting: “Honey! We’ve got guests!” He
leads the investigators into the parlor and invites them to
sit down. Sarah Kelso appears, bidding them hello and
asking if they’d like some refreshment. She offers coftfee,
tea, or lemonade. Their home is a stereotypical American
farm house with two upstairs bedrooms, a living room,
parlor, dining room, kitchen, and porches in front and
back.

The investigators are invited to stay for dinner, Mike
asking them questions about events outside the local area.
Sarah cooks, shooing everyone out of the kitchen. The
meal is very good,; all the items are fresh, produced right
here on the farm.

If asked about Snowden, Kelso says he’s been receiv-
ing some letters addressed to the man but doesn’t have
the faintest idea who he is. He has returned the letters to
the postmaster in Ipswich and says there haven’t been
any for several weeks now. He apologizes for not being
able to aid the investigators more.

Before they leave the house allow each investigator
an Idea roll, a halved Idea roll if their visit is short. If
successful, the investigator notices things that imply chil-
dren are living in the house: breakables kept above a
certain height, child gate on the stairs, a small person’s
tableware in the sink, and others. If confronted with this,
the Kelsos explain that Sarah’s niece and nephew, four
and seven years of age, were visiting last week. Psychol-
ogy rolls reveal the Kelsos are lying.

If the investigators push the Kelsos on this subject
they grow angry. Mike draws himself up and politely asks
them to leave. “I will not be called a liar in my own
home!”

Mike and Sarah work for Snowden and know all the
various details of the operation. They have been living
on this farm for fourteen years and Snowden makes
good use of their cover. As soon as the investigators
leave, Mike rides a horse over to the beach house to
warn Snowden.
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INVESTIGATING THE KELSOS

Should the investigators think to re-question Abigail she
tells them that she delivered a letter addressed to Snow-
den just three days ago. If asked about visiting nieces and
nephews she claims to have never seen any children
around the farm. Locals in Falcon Point and Ipswich say
the Kelsos are model citizens.

Property records are kept by the township and found
in the courthouse in Innsmouth. They show that Kelso’s
property extends all the way to the ocean. This fact may
also be learned by questioning some of the Falcon Point
old-timers.

THE NEXT MOVE

By now the investigators should have good reason to
suspect the Kelsos. Calling in the state police is a possi-
bility but given no more reason to suspect the Kelsos than
the investigators’ ‘intuition,” they prove unable to deal
with the situation effectively: they visit the Kelsos, are
charmed, and leave after finding nothing suspicious.

Exploring the immediate farm might be the investiga-
tors’ intent. There is nothing incriminating on the proper-
ties but poking around the barn at night is likely to disturb
the geese whose honking wakes the Kelsos. Mike appears
on the porch 1D4+2 rounds later armed with a salt-loaded
12-gauge shotgun (75%, 1D6 damage).

Following the track leading from the farmyard north
through the hills is the best bet. The beach house, and the
caves beneath it, is where the children are kept. Alterna-
tively, the beach house can be reached by traveling along
the coast or from the sea by boat.

The Beach House

This house has been used by Snowden for years to con-
duct his psychological experiments involving adult deep
ones and human children. The house is presently occu-
pied by six children ranging in age from one to ten years
(including Carter Anderson and Donna Segreto); two hy-
brid nannies from Innsmouth, Mellisa Hart and Sharon
Gilman; Harold Snowden and his hybrid bodyguard Os-
car Wentorf; and, if they escaped Arkham, the two thugs
Nick Castle and Chalo Talamentes.

The beach house, which has no electrical power, 1s a
one story building facing the ocean equipped with both a
front and back door. Inside are three small bedrooms: one
for the nannies, one for the two newly-acquired infants,
and one for the two middle children, Castle and Talamen-
tes—if here—sleep in the living room. Snowden, Wen-
torf, and the two oldest children spend their nights in the
sea cave below the house, reached through a trap door in
the floor of the kitchen. This cave also opens on a small
stream running near the house. Kelso brings food to the
beach house once or twice a week.

The following description is typical of daytime at the
beach house, assuming the investigators have not yet
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given Snowden reason to take extreme measures. Adjust
the situation accordingly.

] The recently kidnaped Carter and Donna are in the house, or
outside with at least one of the nannies.

O Three-year-old Sally and five-year-old Billy play outside,
watched by one of the nannies, or are in the cave beneath the
house.

] Peter, nine years old, and Ruth, ten, are either in the cave
with Snowden or playing outside.

[0 The nannies, Melissa and Sharon, are either in the cave
teaching older children, or watching children at play outside
the house.

[0 Talamentes and Castle (if present) are either in the immediate
vicinity or inside the house. They never enter the caves.

[0 Snowden and Wentorf are in the caves below, working with
whatever children are down there.

OUTSIDE THE HOUSE

A car is parked near the house. If the investigators en-
countered Snowden in Arkham, they recognize the vehi-
cle as his. Describe the apparent number of kids (six) but,
at a distance from the house safe enough to avoid detec-
tion, positive identification is impossible without the aid
of binoculars. If the investigators watch long enough they
see Mike Kelso delivering a wagon-load of food.

The observers see several children playing on the
sand or in the water, often in the company of deep ones.
Seeing the human children playing with deep ones costs
1/1D6+1 points of Sanity. The observers may also see
two human males on the beach looking out to sea. Sud-
denly, several deep ones rise out of the water to converse
with the two humans. They then submerge as abruptly as
they appeared. The two men walk south to the stream
entrance and disappear around the bank.

The stream runs through the woods behind the house
and on through Kelso’s pasture. It is narrow and choked

with brambles and large rocks. The mouth is overhung
with bushes and vines. With a little work a small boat
could be rowed up the sluggish stream. The banks are
impossible to climb and the trees block most of the sun-
light. Exploring the stream, the investigators find two
small boats tied to trees. A Spot Hidden roll reveals a dark
opening in the bank, obscured by overhanging brambles.
Entering immediately alerts whoever or whatever waits
inside. *

THE CAVE
This cave is dimly illuminated by candles. The fumish-

ings consist of a table, a few chairs and a couple of cup-
boards. There are several antechambers, which contain
the sleeping spots for Snowden, Wentorf, and the two
older kids.

Toward the far end the cave widens, filling with sta-
lactites and stalagmites. One side has had the tloor
cleared, leaving an open area now occupied by 1D6 deep
ones. The end cave is lit by daylight shining in the
stream-side entrance.

Rescuing the Children

The best possible course is to sneak into the house at
night and surprise the occupants. It is unlikely that Snow-
den has posted guards. Again, adjust for previous investi-
gator actions. Place the people in the house as you wish.
Remember that the two older children sleep in the cave.
Have the occupants react according to the current situ-
ation. If Talamentes and Castle are there, they use their
guns.

The two women fight tooth and nail but given a
chance one bolts for the basement door to warn the occu-
pants of the cave. The cave is deep enough that noises in
the house do not alert the underground occupants. If the
investigators can subdue the aboveground tenants
quickly enough they may still be able to surprise those
underground. Should one of the women make it to the
tunnel, she alerts Snowden and Wentorf. They set an am-
bush at the bend in the tunnel backing themselves up with
two deep ones.

If things go badly for Snowden, he and his followers
fall back and attempt escape in the boats moored in the
stream, taking as many of the children with them as pos-
sible. The deep ones in the cave may cover their retreat,
but will not mindlessly die for Snowden. If things go
badly they attempt to escape as well.

If Snowden manages to make it out to sea he meets
with more deep ones who help him make good his es-
cape. Any insane or unconscious investigators that fall
into Snowden’s hands are killed and their bodies tossed tc

~ the sharks.

Snowden’s records may be stored in this cave: a half-
dozen spiral notebooks filled with his scrawl. If carefully



studied investigators learn the full story behind his ac-
tions and behavior, perhaps even discovering that some
of his early successes have already been turned back
loose into the world. Reading the complete notes costs an
investigator 1D4 Sanity points and increases their
Cthulhu Mythos score by one point.

FOR THE BLOODTHIRSTY KEEPER

An additional wrinkle may be added to the climax if de-
sired. As Snowden (or a deep one) flees the cave he cries
out in a strange piping voice: “Tekeli-li! Tekeli-li!” The
water in the stream begins to bubble and froth as a large,
black, fetid shoggoth emerges from the stream bed.

THE RESCUED CHILDREN

The recently kidnaped Carter and Donna are newcomers
to the environment of the beach house but the four older
children have long been subjected to Snowden’s psycho-
logical training. Although the middle two are fairly trac-
table—spending most of their time crying—the older two
mistrust the strange humans and fight the investigators in
any way possible. All four talk in a strange mixture of
English and guttural grunting and barking. Investigators
encountering them lose 1/1D2 Sanity points.

Psychologically, the older two are deep one hybrids—
although they lack the genes that cause physical change.
These two will have to be institutionalized for the rest of
their lives. The middle two might be cured after lengthy
psychotherapy but, regardless, grow up disturbed and
neurotic.

Returning these four children to their parents proves
difficult. They have no memory of their past lives and
there are no clues to be found. Snowden may have some
hints in his personal papers at his house in Innsmouth or
at the beach house.

Rewards and Penalties

Rescuing and returning either or both Carter Anderson
and Donna Segreto results in public acclaim and com-
mensurate Credit Rating increases of 2D 10+5 points. Re-
rurning the Anderson heir safely to his parents results in
zenerous rewards limited only by the keeper’s decision. A
generous monetary reward of $25,000 or more would not
be out of the question. Salaried positions in one of his
companies might be possible as well. Charles Anderson
may prove a future source of funding or credit. Local
financier Robert Beckworth will be equally grateful. The
investigators have done well.

Sanity awards for slaying deep ones are as described
in the rules. 1D3 points are awarded for each child safely
returned to human society. If Snowden is either killed or
captured and his experiments put to a stop, the investiga-
tors gain a further 1D10 points.
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Statistics

CHALO TALAMENTES, 29, kidnaper

STR 12 CON 11 SiZ 11 INT 12 POW 10
DEX 12 APP 14 EDU 8 SAN 24 HP 11
Weapons: Butcher Knife 60%, 1D6; .38 revolver 70%, 1D10.
Skills: Dodge 45%, Drive Automobile 40%, English 35%, Hide
55%, Listen 60%, Sneak 45%, Spot Hidden 60%.

NICK CASTLE, 24, kidnaper

STR 16 CON13 SIZ 17
DEX 10 APP 8 EDU 9
Damage Bonus: +1D6

Weapons: Fist/Punch 55%, 1D3+db; Grapple 65%; Club 60%,
1D8+db; 12-Gauge Double-Barrel Shotgun 75%, 4D6/2D6/1D6.

Skills: Dodge 40%, Drive Automobile 40%, Hide 45%, Listen
60%, Mechanical Repair 70%, Sneak 45%, Spot Hidden 60%.

REVEREND HAROLD SNOWDEN, 48, defrocked man
of god

STR 11 CON 11 SIZ 10 INT 14 POW 15

DEX 12 APP 12 EDU 13 SAN O HP 11
Weapons: .45 Automatic 75%, 1D10+2.

Skills: Cthulhu Mythos 14%, Dodge 55%, Drive Auto 50%, Fast
Talk 65%, Persuade 45%, Spot Hidden 50%.

OSCAR WENTORF, 26, hybrid deep one

STR 12 CON13 SIZ9 INT 11 POW 10
DEX 9 APP 7 EDU 8 SAN O HP 12
Weapons: Fist/Punch 55%, 1D3; .45 Revolver 70%, 1D10+2
Skills: Dodge 45%, Drive Auto 45%, Spot Hidden 60%.

DANNY AMES, 18, insane experiment

STR9/18 CONS SIZ 11 INT 8 POW 3
DEX12 APP7 EDU 6 SANO HP 11
Damage Bonus: None/+1D4 during fit.

Weapons (during fits): Claws (x2) 30%, damage 1D3+db; Bite
30%, damage 1D3+db.

Skills: Base chances for all physical skills (Climb, Jump, etc.),
otherwise no skill.

MICHAEL KELSQ, 42, farmer

STR14 CON12 SIZ13 INT 15 POW 10
DEX13 APPY EDU 11 SAN 20 HP 13

Weapons: .30 Rifle 55%, 2D6; 20-Gauge Double-Barrel
Shotgun 65%, 2D6/1D6/1D3.

Skills: Drive Auto 35%, Electrical Repair 40%, First Aid 45%,
Mechanical Repair 60%, Natural History 20%, Operate Heavy
Farm Machinery 75%, Ride Horse 55%, Track 25%.

SARAH KELSO, 33, farmer’s wife
STR 10 CON12 SIZ9 INT 10 POW 11
DEX 14 APP 15 EDU 14 SAN 40 HP 11

Weapons: Butcher Knife, 35%, 1D6.

Skills: Drive Auto 30%, Electrical Repair 20%, First Aid 65%,
Mechanical Repair 10%, Natural History 40%, Operate Heavy
Farm Machinery 45%, Ride Horse 65%, Track 15%.

MELISSA AND SHARON, 28 and 29, hybrid nannies
STR 10 CON 11 SIZ9 INT 11 POW 8
DEX 14 APP7 EDU 13 SAN O HP 10

Weapons: Butcher Knife, 30%, damage 1D®6.
Skills: All at base chances. 5l

INT 10 POW 11
SAN 35 HP 15
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north central Massachusetts, near the small vil-

lage of Dunwich. The investigators are drawn mnto
a conflict between a reckless young archaeologist, Orem
Hilbredge, and a half-Indian named John Courage.

Hilbredge, an archaeology student aspiring to fame
and fortune, is currently excavating what he believes to
be an ancient Viking burial site in a remote part of the
township. He and his wife, Rebecca, reside in an old
house just outside the village rented from Squire
Whateley. Orem also rents wagons and work animals
from one of the villagers and has hired a local man, an
Indian named Sam Johnson, to help with the excavation.
Rebecca has managed to make friends with some of the
villagers, in particular local school mistress Marie
Bishop. Rebecca studied Library Science while in college
and Marie has recently given her a collection of old docu-
ments pertaining to the Dunwich McCutcheon family to
sift through and organize.

John Courage is convinced that Hilbredge 1s excavat-
ing on sacred Indian land and has sworn to put a stop 1o
the sacrilege at any cost. John Courage is half-Indian,
half-white. Tall and straight, he wears his long, dark hair
in a single braid down his back. His eyes are light-col-
ored, almost golden.

Courage carries in his blood an ancient Hyperborean
gene strain, reawakened by various crises he has faced
his life. It is this ancestral memory that drives him to stop
Hilbredge who, unbeknownst, has uncovered not a Vi-
king crypt, but an ancient Hyperborean laboratory. Cour-
age is summoning grisly helpers from a hidden dimen-
sion to thwart the archaeologist’s efforts. If left un-
checked he eventually attempts to use the innocent Re-
becca as a gateway through which to summon even more
terrible creatures.

THIS SCENARIO takes place in the wild hills of

Investigators’ Information

It is assumed that one or more of the investigators knows
Rebecca Hilbredge (formerly Whitney) from college
days. The group is drawn into the adventure when one of
them receives a letter from Rebecca requesting their aid.
Rebecca is now the wife of Orem Hilbredge, an aspiring
archaeologist and also a fellow-student the investigator
remembers vaguely. She writes that she and her husband

o

are temporarily living in an old house in Dunwich Town-
ship where her husband is excavating and studying an-
cient artifacts. Rebecca is spending her time organizing
the papers of an old Dunwich family.

Rebecca’s letter sounds fearful. She claims to have
seen someone watching the house during the day when
her husband is gone. She catches only glimpses of this
person and knows only that he is a tall man with long
dark hair. Her husband tells her not to worry but Rebecca
cannot overcome her fear. Could the investigators please
come to Dunwich?

Dunwich lies approximately forty miles west-north-
west of Arkham, a few miles off the Aylesbury Pike. Re-
becca says that if she knows when the investigators in-
tend to arrive she will see to it that Orem meets them at
the Dunwich fork and shows them the way to the house.

The investigator contacted by Rebecca remembers
that Orem Hilbredge was pursuing a general degree and
at the time seemed to express no particular interest in
archaeology. There is a lingering impression that Orem
was nowhere near as sharp as Rebecca.

Keeper’'s Information

As noted, the site being excavated by Hilbredge is not
Viking but, in fact, far older. Formerly a Hyperborean
laboratory, it was converted to a ‘life-crypt’ in which a
Hyperborean scientist and his followers placed them-
selves in a state of suspended animation. Opened centu-
ries later by Indians, the Hyperboreans revived and, join-
ing the tribe, intermingled their bloodline with those who
had rescued them. It is this bloodline that has somehow
reawakened in John Courage.

The man Rebecca has seen lurking about the area is,
of course, John Courage, keeping an eye on the home of
his enemy. Courage has long suffered from identity prob-
lems. A half-breed who tried to adapt to a white man’s
world, he found himself unaccepted by white society
while at the same time felt estranged from his Indian
heritage. He suffers also from intense claustrophobia,
possibly as a result of the long entombment his Hyperbo-
rean ancestors suffered. This fear of enclosed places is so
great that Courage is unable to enter even the largest and
most spacious of buildings. This puts him at a disadvan-
tage; he is unable to enter the crypt that Hilbredge is



excavating and must therefore work his deeds
through creatures summoned from another di-
mension, the desh.

About the time the investigators arrive in
Dunwich, Courage attempts to summon a greater
desh, an extra-dimensional creature, intending to
use Orem Hilbredge as the ‘host gate’ for the
calling. Unfortunately for Courage, Hilbredge
was gone from the site, on his way to meet the
investigators at the Dunwich fork. Assuming
Hilbredge inside the excavation Courage’s spell
settled instead on the innocent Sam Johnson
working inside. The summoning was a success,
bringing forth one of the greater desh, but leav-
ing Sam Johnson dead with a hole blown out of
his skull. Courage blames this accidental death
on Hilbredge.

THE HYPERBOREANS

Thousands of years ago ancient Hyperboreans
came from across the sea to establish a colony on
this continent. Drawn here by emanations from
the ground suggesting the presence of a great
sower or deity, the colonists built a city in what
is now Dunwich Valley, worshiping an Outer
God they called Abhoth that dwelled beneath the
surface of the land. Encouraged by their prayers
and sacrifices Abhoth slowly extended his being
further into this world, growing in size and par-
tally filling the caves and tunnels riddling the
vailey floor. From the god the Hyperboreans
irew vast amounts of raw energy to run their
machinery and power their sciences. But some
eared the rapid growth of the god, despite the
-=assurances of the chief scientist-priest of the
-olony, Att’k Uthuul. Uthuul argued that his ma-
-hines could safely channel and control the
sower of the god and in an effort to prove the
value of the power Att’k devised a dramatic plan.
He and several assistants, using the mysterious
Abhoth power, would place themselves in a state
~f suspended animation. The people of the col-
ony were to awaken them at the end of ten years,
Att’k sure that when they saw what could be
accomplished that they would agree with the
wisdom of his ways.

With the aid of his assistants Uthuul con-
verted his private workshop into a life-preserv-
ng crypt that shunted Abhoth’s energy into the
-oom. Heré he and his followers entombed them-
selves. Pictographs detailing the terms of
Uthuul’s plan were carved upon the door.

But while Uthuul and his followers slept, a
disaster destroyed most of the colony. Forgotten,
Uthuul and his followers slept for thousands of
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years, their preserved bodies bathed in the glow of Ab-
hoth’s unhealthy energy.

When the crypt was finally unsealed by curious Indi-
ans Att’k and his followers awoke and revived, but had
been warped and changed by the strange energies of Ab-
hoth. Although weak and misshapen, the Hyperboreans
soon dominated the Indians, using their knowledge of
science to cow and frighten them. They interbred with the
tribe, and for a time were it’s leaders.

The true Hyperboreans soon died out but their blood-
line still occasionally emerges dominant in rare individu-
als. Tell-tale signs are pale, almost golden eyes and
prominent upper canines. Most Hyperborean throwbacks
possess a fierce intelligence, often manifesting itself in
adult years as a contempt for human society. Many suffer
from flashes of long-buried ancestral memories, usually
seen in dreams but occasionally experienced during wak-
Ing moments.

Dunwich

THE INVESTIGATORS should have no trouble
finding the Dunwich fork off Aylesbury Pike just
past Dean’s Corners. Although the sign pointing
the way has been purposely taken down, Orem Hilbredge
is waiting for them at the intersection. A fastidiously
dressed man in a bowler hat, Hilbredge sits in a buck-
board wagon drawn by a mismatched team of pony and
mule.

Perfunctory introductions are made then Hilbredge
explains that the road leading to Dunwich village is in a
bad state and presently impassable to automobiles. Only
the wagon can clear the mud and potholes. He suggests
the investigators make arrangements to leave their auto-
mobile in Dean’s Corners, introducing them to Ethel
Meacham, the owner of Dean’s General Store. She agrees
to house the car in the old carriage house out back for a
nominal fee.

While speaking with Mrs. Meacham the investigators
might hear about “rumors of strange doin’s at the Postal
Station in Dunwich.” Mrs. Meacham knows few details,
only that someone broke into Osborn’s General Store and
that a large quantity of mail was either stolen, lost, or
destroyed. Investigators wanting to know more are told to
inquire in the village.

THE RIDE TO DUNWICH

Once the investigators’ bags have been loaded on the
wagon Hilbredge tumns the rig around and begins the
nearly hour-long ride through glens and over ridges to the
village.

Orem proves talkative, waxing enthusiastic about his
find, convinced that he has found proof of Viking explor-
ers in early America. Orem describes what he believes 1s

a burial vault of unusual design, but undoubtedly of Vi-
king origin. Investigators making either Psychology or
Archaeology rolls get the feeling that Hilbredge is full of
hot air. His knowledge of archaeology and local history
seems scanty at best. He seems far more interested in
publicity and fame than in accurately identifying the site
he’s discovered.

He offers no news of Rebecca. If asked about her he
responds simply: “Oh, she’s fine, you’ll get to talk to her
soon enough,” then continues with whatever he was say-
ing.

If the investigators ask about recent events at Os-
born’s General Store Orem tells them that one night last
week all the mail in the station was somehow destroyed.
Orem did not bother looking into it but mentions that the
investigators were lucky that Rebecca had gone into town
that day and picked up their letter—otherwise the couple
might not have known the investigators were on the way.
Unfortunately, he says, some of the research materials he
had sent for were destroyed, leaving him temporarily un-
able to research some of his discoveries.

Orem complains offhandedly about his hired help, a
local Indian named Sam Johnson. Orem does not seem to
have much faith in Sam.

Finally reaching the long covered bridge over the
Miskatonic River Orem drives the team across and into
the village on the other side. They pass Osbom’s General
Store, housed in the old broken-steeple Congregational
Church, and the scraggly village Common. Turning up
Mill Road Orem heads out of the village, finally stopping
in front of a rundown two-story house. He helps unload
the bags then climbs back up on the wagon, explaining
that he needs to return it to the owner. Meanwhile, Re-
becca appears on the front porch. Smiling, she waves to
the investigators.

REBECCA HILBREDGE

Rebecca greets the investigators warmly, a tall, attractive
woman in her late twenties. A yellow pencil is tucked
behind her right ear, partially covered by a few stray
locks of her otherwise carefully arranged auburn hair.
Inside the house, after pleasantries are exchanged,
Rebecca tells them of the man she has seen lingering
around outside the house. She admits that she has not

Key to Dunwich Country Map

1 The Dunwich Fork

2 Osborn’s General Store

3 The Hillbredge House

4 The Dig Site

5 Henry Saddiemaker’s Shack
6 John Courage’s Tree House
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seen him in the last week, although for some reason she’s
sure he hasn’t left the area. She can offer no explanation
for her seemingly irrational fear. If the investigators ask
about recent events at Osborn’s store she professes to
know nothing other than what she has heard—that some-
one broke in and destroyed all the mail.

When Orem finally returns to the house, he 1s angry,
complaining that Johnson hasn’t yet returned the excava-
tion’s work mule to the stable. “That damned Indian. Idon’t
know why I keep him on.” Rebecca makes no comment.

She also pointedly refrains from talking about her
fears while Orem is around. Taking one of the investiga-
tors aside she explains that Orem doesn’t take her seri-
ously, claiming that she’s just seeing things. She assures
the investigator this 1s not true.

Throughout the evening Orem continues to discuss
his find and invites the investigators to come out for a
visit the next morning. If the investigators express con-
cern about leaving Rebecca after coming here to investi-
gate her troubles, Orem shoots a sharp glance at his wife.
Rebecca hurriedly suggests that it is all right for the
group to go with Orem. Her problem is not that pressing.

“And I’m sure there’s really nothing to it,” he adds.

The Hilbredge House

Rebecca and Orem rent this house from Squire Whateley.
The house had not been occupied for at least five years
before the Hilbredges moved in and seems to have been
only minimally maintained. In need of some caulking
around doors and windows, drafts blow through the
house day and night. There is no telephone or electricity,
and water is drawn from an outside well. Cooking 1s per-
formed on a wood-burning stove in the kitchen.

A dozen or so large stones are piled in a corner of the
front room, their surfaces carved with badly-worn
glyphs. “You see,” Orem says, pointing to them proudly,
“Viking runes! The Norse were here before anyone!™
Anyone making an Archaeology or Anthropology roll
notes that the carvings only superficially resemble Scan-
dinavian runes. A Cthulhu Mythos roll suggests that they
may be Hyperborean, although they are too badly worn to
positively identify.

A room in the back of the house contains Orem’s
study. Several art nouveau prints hang on the walls while
a small bookcase holds a selection of popular novels.
Only a few books on archaeology can be found, all of
them written for undergrads. Orem’s desk is cluttered
with pages of typed manuscript, sketches of the dig, and
a fairly new Remington portable typewriter.

Any investigator looking over the desk and making a
Spot Hidden roll notices a crudely lettered note half-con-
cealed by manuscripts. It is written in pencil on lined
paper apparently torn from a bound notebook. It reads:

“Do not disturb the rooting place of my ancestors. IF YOU DO NOT
LEAVE YOU WILL DIE!"

It is not signed.

If asked about the note Orem says he found it hanging
on a stick outside the excavation this morning. He tries to
make light of the matter, crumpling the note up and
throwing it away—but his distress is obvious. He has not
told Rebecca about it and asks the investigators to keep it
quiet. “Rebecca already worries too much,” he explains.

UPSTAIRS

Upstairs are the master bedroom, two spare rooms the
investigators may use for lodging, and a small room that
Rebecca has set up as an office. Here, spread upon a
broad wooden table, are the family papers of the
McCutcheons of Dunwich. Given to Rebecca by Dun-
wich schoolmistress Marie Bishop, she is attempting to
decipher and collate the collection.

The documents are the residue of the late Enos
McCutcheon of Connecticut. Upon Enos’s death they
were shipped to Dunwich intended for his cousin, Jubal.
Unknown to McCutcheon his cousin Jubal was already
dead and the shipment of otherwise undeliverable docu-
ments eventually found its way to the schoolhouse. Marie
Bishop has decided that her new friend, Rebecca, is the
one to organize the records, which contain some of the
recent history of Dunwich.

The papers cover a 35-year period beginning around
1890 and tell the story of a certain branch of the
McCutcheon family: their early years in Dunwich, and
their later move to Connecticut. In a small diary once
belonging to Enos’s daughter, Charlene, are references to
a boy named John Courage. Separate English rolls are
required to decipher both of the two important entries. If
the investigators fail to find and read this book Rebecca
discovers and conveys the pertinent information to them
at a time and place chosen by the keeper (see The Woods
Papers #1 and #2).

The Next Day

ALTHOUGH OREM has invited the investigators

to visit the dig he sleeps in late. If the investiga-

tors rise early they have some time on their
hands—time that might be spent walking into the village
to inquire at Osborn’s General Store about the lost mail.

Osborn’s General Store

Osborn’s is Dunwich’s only commercial outlet, a
meagerly stocked store housed in the faded and aban-
doned Congregational Church. Joe Osborn, owner and
proprietor, is one of the friendlier people in Dunwich, but
tight-lipped about village secrets. Several of the local
‘loungers’ sit near the potbelly stove, playing checkers
and arguing.



Entries in a Diary

THE WOODS PAPERS #1
—eoarly entry in Charlene McCutcheon’s diary
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and the front door was still locked.
There were no signs of forced entry.

An investigator who examines the
various windows and doors finds, with a
Spot Hidden roll, a tiny shred of translu-
cent membrane adhering to a window
frame. If pulled from the wooden frame
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it momentarily sparkles dully, then un-
ravels into an oily white mist, dissolving
in the investigator’s hand. It is a tiny
piece of the desh Courage sent to de-
stroy Orem’s research material which
had arrived by mail.

The Dig Site

Orem, after finally getting out of bed,
has a quick breakfast then announces he
is ready to take his visitors out to the
site. The investigators follow him on
foot into the village where he intends to
pick up the wagon and mismatched team
to carry them out to the dig. Ed Mayhew,
the man renting the equipment to Hil-
bredge meets them on the front porch of
his house.

THE WOODS PAPERS #2—a later entry in Charlene’s diary

“You seen Sam?”’ Mayhew asks.
“He never showed up last night. I ain’t
seen my mule.” Orem expresses dis-
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pleasure, and apologizes. He tells May-
hew that Sam is probably holed up
somewhere drunk and promises to pay
Mayhew extra for his worry.

The wagon is hitched to the mule
and pony team and the investigators are
invited to climb up and find a comfort-
able spot.

THE JOURNEY UPSTREAM

Orem heads the wagon north out of the
village eventually turning onto North

If the investigators openly ask about the destroyed
mail the store suddenly turns quiet as everyone turns to
look at the outsiders. Joe studies the investigators a mo-
ment then answers in a noncommittal way. It takes a suc-
cessful Persuade roll to convince Joe that the investiga-
tors aren’t looking to cause trouble.

He can tell them that the night before the incident
occurred he locked up as usual. When he returned the
next morning all the mail he’d sorted the night before was
destroyed—torn into tiny pieces none larger than a quar-
ter-inch across. Nothing else in the store was disturbed

Fork Road. The investigators see the
oddly-domed hills of Dunwich, nearby
Wilson’s Mountain and Wizard’s Hill
crowned by rings of standing stone.
Asked about these, Orem replies that he believes they
were erected by Indians, and of no real significance or
interest. His attitude is that if they were of any real aca-
demic value then someone would have studied them by
now. He is far more interested in his ‘Viking tomb.’ If
pressed on the subject, and asked to compare the standing
stones of Dunwich to similar sites in Britain and Nor-
mandy, Orem simply shrugs his shoulders. He says he
never really gave it much thought. He seems unimpressed
by their theory.
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ARRIVING AT THE SITE

After thirty minutes the party finally reaches the site of
the excavation. On a steep hillside along North Creek an
opening can be seen about 25 feet above the creck and the
narrow road running alongside it. A large pile of refuse—
excavated rock and soil—is piled up below the road, par-
tially blocking the natural bed of the creek. With a system
of ropes and pulleys Orem uses a rented mule walking
along the road to drag sledge-loads of rubble from inside
the excavation to the opening where it is dumped down
the hillside and into the creek.

As the party approaches they see the missing mule
lying below them in the rocky stream bed. Its throat is
torn open, its eyes wide and staring. The animal is dead.

Natural History rolls show that whatever killed the
mule was no known local predator. A thorough search of
the area (and Spot Hidden) turns up a few odd tracks in
the mud: slim, long-toed footprints, none of them closer
together than ten or fifteen yards. A successful Cthulhu
Mythos roll identifies these as possibly the spoor of a
desh, an extra-dimensional race of creatures known to the
Hyperboreans and hinted at in some Mythos tomes.

OTHER DISCOVERIES

Although Hilbredge and the investigators may choose to
immediately enter the crypt seeking to find out what hap-
pened to Sam Johnson there are a couple other items
around the site that warrant description.

Lying in the water directly below the hillside opening,
partly covered by the mound of rubble, are several large
slabs of carved stone. Orem can explain that these are the
remains of a huge door, some eight by ten feet, that sealed
the crypt. Unfortunately, while attempting to remove it, it
slipped and fell down the bank, breaking into four main
pieces before plunging into the stream. It lies where it
fell, partially protruding from the water. Orem says it was
decorated with Viking runes similar to those found else-
where on the site.

Examining the shattered door requires hauling the
pieces up out of the stream bed and piecing them to-
gether. The four main chunks are Siz 17, 18, 19, and 21,
each requiring a STR vs. SIZ struggle to recover. Up to
three investigators can attempt to move each slab.
Cthulhu Mythos identifies the writing as Hyperborean. If
someone can possibly decipher it they leamn of the plan of
Att’k Uthuul, his suspended animation, and the pact he’d
made with the city to wake him.

A careful examination of the ground coupled with
either an Archaeology or a halved Spot Hidden roll dis-
covers an irregularity in the bank next to the opening. A
small depression in the earth marks the location of an
ancient wooden post that once protruded above the sur-
face. Excavation requires 2D10 hours and tumns up the
remains of a carved wooden post surmounted by some
sort of bird of prey. An Archaeology or Anthropology roll
identifies this as a ‘chamel post’ of Indian manufacture.

- ® COLLAPSED
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The Dust Machine
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HIS DEVICE is made from a human

skull fitted with jewels and metal. The
ower jaw is bolted in place with tiny, brassy
nuts. Ringing the cranium, mounted in metal
sockets affixed to the bone are sixteen trans-
scent gems, eight red and eight green. The
sye sockets, nose openings, and other ori-
ices are sealed with a porous foam spun
‘rom the by-now familiar brassy metal. The
“ssures of the skull's cranium are similarly
sealed. Attached to the rear are two shiny
metal plates, each hinged down the middle.
Pressing the hinges causes the plates to fold
nward, revealing two electrical sockets of
zlien configuration. Each is marked with a
symbol identifying the positive and negative
sonnections. This machine can be used to
open a doorway into another dimension.

The hinged plates on the back give ac-
z=ss to the machine’s power inputs. Correct
solarity must be observed during connection
or the device will not function. The machine
-equires at least 35-40 Volts DC, available by
#iring together six or seven 6-volt car batter-
2s in series. The baiteries will power the
machine for approximately five minutes be-
‘ore draining themselves dead.

OPERATION
The device operates in three modes. The

first is the default mode to which the ma-
chine automatically sets itself. In this mode

a ‘window’ is opened between our dimen-
sion and that of the desh. Nothing can pass
through the window but investigators can
clearly see this other world. Alien life forms
crowd against the flat plane of the viewing
window, pressing their hideously pliant fea-
tures against the unyielding barrier. Seeing
the lesser desh in these circumstances
costs 1/1D4 Sanity points.

The other two modes may be selected
by pressing either all the green gems, or all
the red. There are eight gems of each color
on each side of the skull. Depressing all
sixteen gemrequires at least two people.

If the green gems are depressed the
machine creates a reverse vortex, a ragged
tear in the time/space fabric that sucks into
it any desh within 50 yards.

Setting the red gems causes the ma-
chine to act as a summoning device. All
humans within twenty feet of the machine
become potential gateways for the desh.
There is a 90% chance that these charac-
ters suffer only the emergence of lesser
desh; otherwise a greater desh springs
through. Characters can resist the effects
with a roll of POW x3 or less, thus avoiding
becoming a gateway.

Activated, the machine vibrates and
blurs for about five seconds then the crown
of the skull folds open along the brassy
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cranial fissures. Segmented arms telescope
upward from inside, weaving about while
streams of bluish plasma crackie between
them. Seeing the machine in operation for
the first time costs 0/1 Sanity points.

If the machine is set for ‘'window' the
investigators may view the other dimension;
if set for ‘reverse’ it sucks back desh as
described above. If set for ‘gateway’ people
are in danger. Anyone failing the POW x3
roll becomes vulnerable, the synapses of
their brain offering an entrance to our world
to any desh that wishes to take advantage
of it. A character rolling 90% or less suffers
2D4 lesser desh emerging through the syn-
apses of their brain to appear hovering
about their head. This causes great pain
and permanently lowers a character’s INT
one point for every three desh that emerged
(dropping all fractions).

Greater desh plow through the charac-
ters’ heads, snatching up nerve fiber as the
raw material of their existence, bursting
from the skull through a six-armed, star-
shaped hole and killing their gate host.

After five minutes of operation the ma-
chine has exhausted the batteries. They are
too hot to touch for the next fifteen to twenty
minutes. Having suffered a deep discharge
they are left chemically inert and cannot be
recharged.
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Probably less than 150 years old, these kinds of posts
were sometimes used to wamn the living away from those
places thought sacred to the dead. This one was appar-
ently buried by a hill slide.

Inside the Crypt

Clambering up the steep hill to the opening of the crypt
they find<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>