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Introduction 
"The Prophecy" 

Qlld it was dreamed again of the priest Nophru-Ka 
and of the Il.-'Ords he spake at his death, how the son 
would rise to claim the title, and the SOli would ntle the 
world in the name of the falflcr, and the son would 
revenge the falher's murder, and the SOl! wOl/ld calf the 
Beast that is worshipped, alld the sallds would drink rhe 
blood of rhe seed of the Pharaoh, alld after this manner 
did Norllru-Ka prophew " 

from Ki(ab al-A zif 

This is the prophecy of a dying priest in the year 1733 
B,C .-a prophecy now on the verge of fulfillment. Can the 
investigalOrs halt the machinations of the malignant 
Brotherhood or will they fail, leaving a hopless world in 
the grip of IT madman'! 

Using leads provided by a well-known east coast spiri­
tualist, the investigators will visit four continents, and pos­
sibly even another planet in an attempt to stimy the vil­
lainous Brotherhood of the Beast , and their catspaw cor­
poration, New World Incorporated. 

The Fungi from YlIggorh is a complete Call ofCthulhu 
campaign in eight chaplers. Individual chllptcrs may. with 
a minimum o f innovation, be used as complete lIdventures 
in themselves, and thus be adapted to any campaign . 

TIME 

In most of the chllpters (V I and VII arc exceptions), there 
is no set order of events nor any need for strict time-keep­
ing. Investigators' actions and dramatic effect will help the 
keeper determine what should happcn next. 

If the keeper wishes, he may start the campllign in mid­
[928 , planning to fin ish it about a year later. This will 
1I1l0w him to bIll me the stock m:Hkct crash of '29 on 
either the collapse of the Brotherhood's world empire , or 
as a result of a $uccessfultakeover by them. 

This campaign is peculiarly modcrn in content, and 
would prove particularly e:lsy to transfer from the usullI 
1920s rormal to the 1980s. The Sons of Terror and their 
anarchist lind nihilist bands can easily become part of the 
many terrorist organizalions of our own time. World· 
spanning corporations. simibr to NWI, are even more 
common in the 1980s than the 19205. It would be some· 
what more difficult to transfer it to a campaign set in an 
earlier time period, but this could also be done, with some 
effort on the part of lin inventive keeper. 

APPENDICES 

The plot of 17te Fungi from Yuggatll is quite lengthy and 
very intricate. Additionally, the use of the optional scenes 
will depend p<lrtly upon the actions of the investigators 
and partly upon decisions made by the keeper. A plot 
synopsis follows , but a moment should be spent in ex­
plaining the appendices as they provide a detailed history 
of the situation that faces the investiglltors. 

Appendix A tells the story of the rise to power and the 
death of an Egyptian priest known as Nophru·Ka. Murder· 
ed on the orders of the Pharaoh, the priest, with his dyillg 
breaths, uttered the prophecy that later found its wlly 
JIlIO the Kitab ul-Azif. Appendix B tells of the discovery 
of this prophecy by two men who eventually formed the 
"Brotherhood of the Beast." a secret organization that 
plots to rule the world through a descendant of the long­
de:ld Egyptian. 

The proper descend'lIlt is finally born in the laIC nine­
teenth century and is nllmed Edward Chandler (appendix 
C), son of a successful small business man from Chicago. 
The machinlltions of the Brotherhood (including the ruth· 
less murder o f Chandler's parents) eventually bring him to 
a position of influence :lnd power as the chairman of the 
board of the international corporation New World Incor· 
porated (appendix D). 

Appendices E and F contain background information 
on two organizations developed over the yea rs by the 
Brotherhood lind NW I as part of their plan for world con· 
quest. Appendix G is a time-line of events thai \Viii aid the 
keeper in ordering past occurrences and answering ques· 
tions posed by the invest igators. 

These appendices should be read lind understood by 
(he keeper before beginning play. 

EXPANDING THE A DVENTURE 

While The Fungi from Yuggoth is a complete adventure in 
itself. keepers may wish to expand the piece, particularly 
in the second half of the campaign. Possibilities include 
adventures dealing with an individual gang of the Sons of 
Terror , or a t rip to India to discover the source of the 
"wisdom" being disseminated to the Rhon'P:lku temples. 

5 



Plot Synopsis 
"The Brotherhood of the Beast" 

Chapter I 

This section offers the opportunity for the investigators to 
solve the mysterious disappearance of Paul leMond , a 
famolls "spiri t medium" Jiving in New York City. TIle in­
vestigators are hired by Paul's distraught mother and have 
the chance to earn a good sum of money if they success­
fully unravel leMond's disappearance. Investigators will 
discover nothing about the Brotherhood in this chapter; il 
serves to introduce the investigators to Paul leMond, a 
man with mysterious, psychic powers. Paul leMond is 
destined to survive this adventure no matter how badly it 
may be hungled by the group ami he will serve as a source 
of dues and information throughout the campaign. 

Chapter II 

By the beginning o f this chapter, lhe investigators should 
have become aware of the importance of the bizarre 
ure:Jlns of Paul LeMond, and when he te!!s them that a 
series of child murders in Boston is somehow connected 
with his dreams of the future enslavement of mankind, 
they should be wi!!ing to follow up. 

The investigators may trace the murders to a terrible 
child.thing that lives in an old well. Most importantly, 
Lhey will find clues to the existence of a centuries·old 
organization known as the Brotherhood of the Beast , with 
headquarters in Romania. 

Chapter III 

The clues found earlier take the investigators to a crum­
bling castle perched on the side of a mountain in Transyl· 
vania . Here the head of the Brotherhood dwells and di· 
rects his nefarious plans . This man, Baron Hauptman , is 
preparing to leave the area as the centuries-old plan begins 
to move toward frUition. The investigators mayor may 
not meet him, but it is likely that they will eventually gain 
entrance to the castle and, in add ition to the lurking hor­
rors in the crypts and catacombs below , will find informa· 
tion that will partially explain the aims and purposes of 
the Brotherhood and supply them with maps and other 
clues that will lead them to the secret tomb of the long­
buried priest, Nophru-Ka. 

Chapter IV 

An archaeological team from the Miskatonic University is 
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currently searching for the lost tomb of Nophru-Ka. Thejr 
information, however, is faulty and the investigators have 
the true clues that will enable the team to reach the 
proper site. Reaching the tomb , located almost a hund red 
miles west of Cairo , deep in the desert , will necessitate a 
long camel ride that will end with an attack upon the 
group by a band of Arab bandits and a subsequent trip 
through a secret cavern where they may witness the shade 
of Nophru-Ka in worship to his dark god. 

Once joined with the archaeological team, the investi­
gators will help discover the tomb of the pr iest and gai n 
entrance on ly to find that the tomb has been recently vio· 
lated. Clues abound in the losl tomb, but a trusted mem­
ber of the team is part of the Brotherhood and will be 
secretly working against the plans of the investigators 
from the time of their arrivaJ in Cairo. 

Chapter V 

There is room for a short intermission at this point as 
there are no clues to be discovered in chapter IV to lead 
the investigators on. They wi!! be at an apparent dead end 
unlil introduced to chap ter V, again by the strange dreams 
of Paul LeMond, when they trave! to Peru in an attempt 
to discover the source of a series of violent earthquakes 
that have shaken the area in the last year. 

The area in question is located high in the Andes 
Mountains but the investigators may discover that they 
can make a base camp at the nearby New World Incor­
porated experimental mining facility. Upon exploring the 
earthquake-ravaged area near the camp, they will discover 
evidence for the direct involvement of the Fungi from 
Yuggoth. Later evidence may point to a connection with 
the Mi-Go and the NWI mining camp . 

Before this chap ter is concluded , the investigators 
should al least suspect a link between the Brotherhood 
and certain employees of NWI. Most assuredly, the investi­
gators will be led to San Francisco. 

Chapter VI 
This chapter will give the investigators a chance to dis­
cover the actual plans of the Brotherhood and NWI. The 
strange mineral Blue John, mined by the Fungi and 
shipped from Peru to San Francisco by NWI is eventually 
finding its way to a secret laboratory beneath the city 
where it is being processed, with the proper enchant· 



menU, into an incense that will be burned in the temples 
of Rhon·Paku on the Day of the Beast. This special in· 
cense is the material component of a spell that will be 
used to call down the monstrous Dholes from their far­
fl ung plane ts and turn them loose upon some of the great 
ci ties of the world . The members and leaders of the tem­
ple are unaware of their role in the plo t of the Brother· 
hood and are innocent accomplices. 

This operation is being handled by a man known as 
Lang-Fu, an ancient Ch inese who once led a cult of Deep 
Ones on the sou th China coast. The investigators may wit­
ness him conducting rites of Cthulhu and Hydra on a 
deserted beach north of San Francisco. 

Chapter VII 

Before leaving San FranCisco, the investigators will find 
themselves suddenly assa ulted by a foul creature while 
asleep in their hotel rooms. Clues in the next morning's 
papers will lead them to believe that the NWI Electronics 
Resea rch Station, located across the bay in Oakland, may 
be behind the attacks. 

Taking advantage of the public guided tours offered at 
the station, the investigators will have the opportunity to 
learn of the start ling new scientific advances being made 
by NW I. While some may take advantage of the tour to 
learn something new, an investigator or two may try to 
slip away into a restricted area of the lab and find more 
clues regarding the planned take·over by l\'W1 and the 
Brotherhood. 

The head of the lab, Dr. Dieter, is a mad genius and the 
perpe trator of the attack upon the investigators. Working 
for NWI, he has been implanting small , electronic devices 
into the brains of chosen victims and then using them to 
infiltrate various terrorist organi7..3tions around the world. 
These electronic zombies have insinuated themselves into 
leadership positions within their respective organizations 
anti will lead the attacks against the seats of governmena 
and chosen military installations in an attempt to create 
havoc around the globe on the Day of the Beast. Clues 
contained in the lab will allow the investigators to notify 
their gove rnment and possibly o thers of the imminent 
danger. This warning cou ld provide time for the in volved 
governments to lay pl3ns to thwart the attacks. 

Chapter V III 
This is the climax of the adven ture and the investigators 
will find themselves once again in Egyp t ; this time at the 
Necropolis of Giza, si te of the pyramids and the Greal 
Sphinx. Here they will most likely meet up again with 
Baron Hauptman and Lang-Fu, this time in the company 
of Edward Chandler and a number of vicious, Arab body· 

guards. The evil trio will aHempt to call a horror in the 
form of a face less sphinx known as the Beast. The calling 
of the Beast at dawn will signal the beginning of the Day 
of the Beast and will coincide with the world-wide attacks 
by the Sons of Terror and the cha nting down of the 
Dholes by the numerous Rhon-Paku temples. 

This shou ld prove the most difficult chapter for the in· 
vestigators as they will be forced to decide upon the best 
method to stop Chand ler and the Brotherhood. The most 
guaran teed methods arc probably equally suicidal. TIle 
two optional scenes offered in this adven tu re may serve as 
a means of aiding the investigators overcome th is vexing 
situation. 

Optional Scene 1 

The Great Library of Celaeno is loca ted in a dis tant slar· 
system and will prove an arduous trip. The most valuable 
itclll here is the spell Crcate Harrier of Naach·Tith. This 
powerfu l magic is one of the few sorceries that could 
prove successful :lg:linst the Beast, but it is costly 10 use 
and the trip \0 Celaeno and back could well cost the life 
of the investigator. 

It is unlikely that the investigators will be prep:Jrcd 10 

make such ajourneY i it requires powerful spell s and magic 
items. In chapter III. the investigators will have the oppor· 
tunity to discover these and other items used by the 
Ba ron on his many trips to the library. 

Optional Scene 2 

This scene describes what may happen to Paul LeMond 
should he and Ihe group allempt 10 contact the spirit of 
Nophru·Ka. It is hinted 10 the investigators that the longer 
dead the person to be con tacted has been, the more inti· 
mate an objec t Paul will require 10 be in contac t with in 
order to call forth the spirit of the dead one. Chapter VI 
gives an example of Lallg-Fu using the mummified liver of 
Nophru.Ka in jusl such a way. This will be witnessed by 
the investigators if they watch the terrible ceremonies 
laking P\:ICC a1 thc descrted Pearl Beach . This dried organ 
will be ab.mdoned by the Chinese wizard and may be re· 
trieved by lhe invesligator~. The keeper may wish to lead 
them on a bit if they do not immediately realize the 
potential of this discovery. Other of Nophru-Ka's organs 
from the lomb tn3y also be used. 111is scene is designed to 
allow the investigators to question the spirit of Nophru-Ka 
and possibly obtain necessary informatioo that may have 
been missed in earlier chapters. 

Additional inforlllatioll regarding the individual chapters 
and scenes can be obtained by reading the introductory 
and concluding material fo r each section. 0 

NWI 
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New York 

I. 
The Dreamer 

Tit!' if!vj'sligator,~ are reqIJ(>MI'd to fuok illto I.h f' mystf·rious disapp('(tmllce 
uJ famolls New ) ork spiritualist /Jaull..eAlond. 

INVESTIGATORS INFORMATION 

Paul LeMond . famous New York spi ritualist and medium , 
has disappeared under mysterious circumstances. If the in­
yestiga tors are nOI already aware of th is event , it will be 
brought to thei r atten tion by a newspaper advertisement 
appearing two weeks after LeMond 's disappearance. This 
ad, run by [rene LeMond , Paul's distraught mother, offers 
a $2.000 reward for information leading to the safe re Wrn 
of Paul leMond. A post office box and telephone number 
in Buffalo. New York. are listed at the bottom of the ad. 

Alternatively , the invest igators may be directly can· 
tacted by Mrs. leMond. or they may be acquaintances 
of LeMond 

KEEPER'S INFORMATION 
After a series of vivid nightmares, Paul LeMond suffered a 
nervous breakdown some weeks ago. His manager, Herb 
Whitefield . wan ted to have Paul committed for treatment. 
but not at the eKpense of Paul's reputation or lucrative 
career as a medium. In an effort to avoid publicity regard­
ing Paul 's condition Wh itefield arranged to have him kid­
naped and later committed under an assumed name 10 a 
private sanatorium in upstate New York for treatment. 

HISTORY 
Paul leMond grew up a seem ingly normal child in a rural 
area near Bu ffa lo New York His father died when he was 
very young and Paul was raised by his mother , Irene , on 
what little money was left to them by Paul's father. 

At the age of seventeen. Paul suffered a series of nigh t­
mares that left him hospitalized with partial am nesia. Our· 
ing his hospital stay Paul underwen t a personality change 
while becoming close fri ends wi lh a fe llow patient named 
Clarence Rodgers. After his discharge. Paul, accompanied 
by the mysterious Rodgers. began a series of long trips. 
After eight years of such journeys , Paul returned home 
alone and once ag:!in took up residence with his mother. 
Soon afler . Paul suffered anOlher attack of amnesia that 
again left him hospilal i7.ed . !-Ie quickly recovered, but the 
eight years since his first attack was a complete blank in 
his memory . Other than lhis, Paul seemed healthy and his 
mother thought him more like his old self. He returned 
home again . bothered only by occasional inexplicable 
nightmares 
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During the eight years that Paul spent traveling in the 
company of Clarence Rodgers , his body had been inhabit­
ed by a member of lhe Great Race of Yith. Rodgers is a 
member of a very small cull devoted to aiding the Great 
Race. Simultaneously, Paul's mind dwelt in the body of 
the Yithian in prehistoric Australia . AI the end of the 
eight years, the Yithians blanked Paul's memories of 
them and then sent his mind back to its proper home 
whil e returning their explorer to the past. Paul's memories 
of his sojourn cause his occasional nightmares. 

The strains imposed by Ihe time·traveling awakened a 
psychic talent By holding a prized possession or photo· 
graph of a deceased person , Paul can cause what appears 
to be the spirit of the dead person to inhabit his body and 
communicate with the living world . 

Herb Whitefield , then a small·time New York talent 
promoter , contacted the leMonds and asked for a demon· 
stration. Whitefield immediately signed the young man to 
a long.term management agreement and took him to New 
York. It was not long befo re Paul became well-known , 
and Wh itefield 's promotional abilities brought them a long 
list of innuential people and monied celebrities. 

For nea rly two years, the two men did quite well , earn· 
ing substantial amounts of money , when suddenly trouble 
began. Paul began to ex perience a series of particularly 
horrifying d reams of a new subject. Central to these 
dreams was the vision of a great , fo ur-footed beast that 
ravaged an ancient city. So strikingly real were these 
dreams that Paul's nervous condition left him unable to 
work . At this point , Whitefield had Paul kidnaped and 
hospitalized . 

The sudden occurrence of strange nightmares is yet an· 
other side-effect of h is time-travel. While in the past, Paul 
had learned of an impending disaster in the ncar future. 
Paul's subconscious is trying to wam him. The Yithians do 
not want Paul to interfere . They also fear that more of 
Paul's memories will su rface in dreams and have instructed 
th eir agent, Clarence Rodgers, to .eliminate Paul and any 
others who Illay know the cont ents of his dreams. 

GENERAL INFORMATION 
If the investigators do a li ttle looking around in the recent 
newspapers, they will find a number of stories dea ling 
with Paul's disappearance. They all tell how Pa ul suddenly 
vanished frolll the streets of New York while walking a 



half·mile from his girlfriend's apartment to his own. Police 
have found no evidence of foul play and believe that Paul, 
who is an odd fellow anyway , ran off or jumped in the 
river. The stories name leMond's manager, Herb White· 
field. and his girlfriend. Velma Peters. 

SCENES: 

Irene LeMond 's House 

This small , one·~tory . frame structure is located in a rural 
arCll nCllr Buffllio. While thc extcrior of the building is un­
impressive in design and size. the interior of the home is 
crowded with expensive furniture. knick·knacks. and gad­
gets. Although all the items are of quality, there is a de· 
cided lack of refined taste in the combinlltions chosen. 

Mrs. leMond. overdressed , heavily rouged, and wearing 
too much jewelry. wi!! welcome the investigators cordial­
ly , offering them lea and excellent home-made cookies. 
She is extremely anxious about Paul and will let her true 
feelings be known to the investigators. She will tell them 
about Paul's childhood, his dreams. and his sudden amne· 
sia at seventeen. She will aha tell them that Paul 
"changed-- and began associating with a Mr. Rodgers. To· 
gether they undertook a number of long . unexplained 
trips. the destinations of which were never revealed to the 
curious Mrs. leMond. After Paul's second attack. the tall. 

swarthy Rodgers dropped out of sight. After Ihat , he was 
more himself, but then began to show his strange power 
of communion with the spirits thaI has since carried him 
to fame. 

Mrs. leMond will tell the investigators that Paul has 
been very busy with his career the last two years and has 
managed only three short Visits home in that time. The 
last visit was several months ago and Paul was then accom · 
panied by his girlfriend , Velma Peters. She mistrusts both 
Velma and Herb Whitefield , and will indicate to the inves· 
tigators that she believes they may be involved in a COIl­
spiracy to eliminate Paul and collect on his insu rance. 

IREN E LeMON D 
Paul's mother i~ a dutiful wom~n whose only fault has been to be 
overprotective of her son. She misses him deeply and in her loneli · 
ness spends much of the mon",y he sends her on expensive items 
for her sm~H home , She has always been poor. and has 1;\1le ide~ 
of wh~t could be done with 50 much money . Nonetheless, she has 
managed to sa~e quite a sum. 

STR 6 
DEX10 

CON 13 
CHA 15 

SIZ 6 
SAN 48 

SKillS: Bake Great Cookies 95%. 

INT 10 
EDU 8 

POW9 
HP 10 

Before the investigators leave . Mrs. LeMond will give them 
the addresses of Paul's apartment and Whitefield's office 
in New York City. along with a recenl photo. She will also 
give the investigators Paul 's diary. written from the time 
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he was thirteen up until he was hospitalized with his first 
attack of amnesia. Mrs. LeMond will tell the investigators 
that she has never read it, considering that to be an inva­
sion of Paul's privacy . If the investigators should read the 
diary, il merely tells the rather dull story of a young boy 
growing up in rural New York. The last few entries, how­
ever , arc concerned with the strange dreams that preceded 
his first altack of amnesia. In these dreams, Paul describes 
a gigantic , strange city, set in a tropical jungle . As he 
moves about the city he feels as though he is no longer 
Paul LeMond , but a thing of alien proportions. 

Herbert Whitefield 's Office 

Located on the seventh floor of a downtown office build­
ing, the sign on the door reads: "Herbert Whiteficld­
Professional Management Services." Inside is a cramped 
office wilh just enough room for Herb's desk , his secre­
tary's desk, and an old couch for clients. In the corner 
stands a battered filing cabinet. 

Herb spends a lot of his time out of the office these 
days. but the investigators will catch him therc on their 
first visit. Unlcss proof of their employment by Mrs. le­
Mond can be shown , Whitefield will become very hostile 
as thc mention of Paul's name , ordering thc investigators 
out of his office. If the investigators were smart enough to 
obtain a notarized letter from Mrs. leMond , Whitefield 
will still be reluctant to answer questions, telling them 
that all he knows is what the police have told him, and 
that he was at a party at the time of Paul's dissappearance. 
"The police have already verified my story ," Herb will 
answer. A successful Psychology roll wil! show Whitefield 
to be a very nervous individual, but will not reveal the rea­
som behind it. 

H ERBERT WHIT EF IELD 
Whitefield is a small man with greasy black hair Always ~ small · 
time promoter. his discovery of PalJl LeMond has brought him his 
fir~t real SlJccess in the blJsiness . AltholJgh loyal to PalJl. Whitefield 
has been presslJred lately regarding bad debts reslJ lting from gam· 
bling losses and this has caused him to act in the manner he has . 
Whitefield will go to great lengths to prevent people from discover ­
ing the truth about Paul LeMond. He expects that Paul will be 
cured soon, and then he can fabricate a story to explain his disap­
pearance . Whitefield realizes that his own future is tied 10 Paul's 
and is willing to do almost anything that he th inks will protect 
Paul's career . 

After first meeting with Whitefield in his office. he will not be 
encountered again until someone d iscovers him in h is apartment . 

STAg CONIO SIl8 INTI3 POWI2 
DEX 10 CHA 14 SAN 55 EDU 12 HP 9 

SKILLS : P$I(chology 45%; Bargain 65%: Credit Rating 50%; Fast 
Ta lk 65%; Oratorv 30%. 

I·Us secretary , Betty Avery, is not able to speak freely in 
the office , but if the investigators contact her later, when 
she is alone , a successful Oratory or Debate rol! will get 
her to reveal al! she knows. She wi\! say that Paul was a 
sensitive young man who, without the help of Mr . White­
field, could never have become the success that he is to­
day. She fears that Paul may have taken his own lifc. She 
is now concerned about Mr. Whitefield's welfare as he has 
evidently acquired some rather heavy business debts and is 
being pressured to pay them. Two men, representing a Mr. 
Wexler, have visited the office twice recently looking for 
Whitefield. They are well-dressed, but tough-looking, and 
claimed to be collecting on a debt owed their boss. A suc­
cessful Knowledge roll will remind an investigator of Bug· 
sy Wexler, a local gangster. Today , the office was visited 
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by a tall gentleman named Mr. Rodgers. When told thaI 
Whitefield was out, the man left an address and requested 
that Whitefield meet him therc at I pm . She showed the 
card to Whitefield when he returned, but not recognizing 
the name, he threw it away . Th e card is now in the waste­
paper basket by her desk. 

Clues: 
If the investigators search thc office "after hours," they 
will find the following : 

Secretary's trashcan : A careful search of the trash will 
turn up a card bearing the name Clarence Rodgers. On the 
back of the card, hand-written , is the address of his apart­
ment and the words "One o'clock." 
Whitefield 's desk: Locked , inside its drawers, among gen· 
eral business items, is a key with a tag that reads: "Paul's 
apart." along wilh an unlabeled key (a spare for White­
field's apartment). Also in the desk is a very explicit , 
threatening letter addressed to Whitefield and signed B. 
Wexler. The letter is in regards to "services rendered" two 
weeks earlier, and orders Whitefield to meet with Wexler 
at a certain address. If they cannol figure it out for them­
selves , an Idca roll will tell the investigators that the date 
given in the letter is the same as Paul's disappearance. The 
address given is located in a run-down warehouse district. 
The fil ing cabinet: Also locked, and in a stale of disarray , 
successful Library Use rolls arc needed on each drawer to 
make any sense out of the contents . The top drawer con· 
tains bills and receipts. A successful Accounting roll will 
tell the investigators that Whitefield is heavily in debt and 
lale in all his payments. The second drawer will turn up 
Whitefield's contract with Paul. It runs for ten years and 
gives Whitefield a 50% commission on all Paul's earnings. 
The investigators may think this harsh , but a Law roll will 
show that the terms are not unusual for the timcs. The 
third drawer contains several life insurance policies on 
Paul, all naming Herbert Whitefield as the beneficiary . 

Meeting Clarence Rodgers 

Soon after the investigators leave Whitefield's office , they 
will be approached by a tall, bearded man with blonde 
hair. He will introduce himself as John Dervin, an investi· 
gator for Klein Mutual Life Insurance Co ., which holds a 
policy on Paul leMond . He will explain that the company 
routinely investigates cases like this for evidence of fraud 
or foul play. He elaims that Whitefield is named as the 
policy's beneficiary and it is thought that he may have 
something to do wi th Paul's disappearance. 

This is actually Clarence Rodgers in disguise - the Klein 
company is fic titious. Rodgers has been staking out White­
field's office for some time in an attempt to learn of 
Paul's whereabouts, and will take this opportunity to 
pump the investigators for informatio)l and possibly at­
tempt to enlist their aid. He will Iry to supply himself 
with information while sidc·tracking the investigators with 
false leads . 

Rodgers is expertly disguised with a false beard and has 
bleached his hair out. If an investigato"r feels something is 
amiss and succeeds in a Spot Hidden roll , he will notice 
either a patch of hair that was missed or a portion of the 
false beard that has worked loose. 

After accosting the group , Rodgers will return to his 
apartment five blocks away. Any investigator attempting 
to follow the wary Rodgers will have to makc two eonsee· 



utive Hide rolls to stay concealed in the New York 
crowds. If a Hide roll fails, Rodgers spots the tail and slips 
down the first deserted alley to wait in ambush . 
CLARENCE RODGERS 
Thi. man is tall and dark and capoble of disguising himself. He is a 
member of a society dedicated to aiding those of the Great Race 
who travel through spoce. and time to this point in Earth's history. 
He is ru thless and has been ordered 10 kill Paul LeMond. Rodgers 
will at all t imes try 10 preserve his own life, and if the going gets 
too tough may fail his masters Hnd flee. 

All through this adventure . Rodgers should harass the investiga' 
IOrs and make at least one attempt on their lives . He should be 
foiled in any attempt he makes against Paul . 

STA 13 
DEX 14 

CON 13 
CHA 13 

SIZ 14 
SAN 0 

tNT 15 
EDU 16 

POW 14 
HP 14 

SKILLS : Anthropology 50%; Archaeologv 55%; Ast ronomy 10%; 
Cthulhu Mythos 25%; History 70%; Lillrary Use 80%; Occult 50%; 
Listen 60%; Psychology 55%; Hide 65%; Move Quiet ly 60%; Fast 
Talk 70%; 22 Revolver 65%; Disguise 100%. 

Clarence Rodgers' Apartment 
Rodgers' apartment is located in a run-down section of 
town and the door is double·bolted. The door has a STR 
of 25 and req uires two successful lock-picking attempts to 
unlock it. DUring the day, Rodgers is usually out, but will 
be home if tile investigators come at night. If Rodgers 
happens to be out when the investigators arrive, there is a 
25% chance that he will suddenly return and catch them 
snooping around, usually just as they have discovered 
something really good. 
CLARENCE RODGERS 
For his stats see "'Herbert Whitefield'~ Office : Meeting Clarence 
Rodgers" earlier this chapter . 

TIle apartment itself consists of only two rooms. The 
front is used as Rodgers' living space and contains a bed 
and a chest-of·drawers containing his meager wardrobe. 
On top of the chest are some theatrical make-up suppl ies, 
among theTll , pieces of a false beard and a bollle of half 
lightener. The sTllall back room contains a sagging book­
case and a table eluttered with more books and writing 
supplies. The table and the bookcase are botll located a1 
one end of the room. The other end is conspkuOllsly bare. 

The bookcase contains volumes pertaining to history , 
archaeology . and antlnopology. The library books heaped 
on the table are all on tile samc topics. Also on the table is 
a locked metal box, some pencilled manuscripts , and a 
curious me tal book, about l5"x20" in siz.c . The thin, 
metallic covers of the book protect a hundred or so pages 
of a tough cellulose material covered with strange , brush­
drawn figures . This book lays open. A look at the pencil­
led manuscripts will show them to bc a translation of the 
writings con tained in the mysterious book, and a success­
ful Cthulhu Mythos roll will tell thc investigator that they 
are similar to those found in the Pnakotic Manuscripts. 

The iron box holds an odd. somehow electrical·looking 
device in two pieces. It will require a Mechanical Repair 
roll to properly assemble it , and an Electrical Repair roll 
to gain some insight to its function or to simply turn it on. 

Once switched on , the device will softly hum for a few 
moments , and then a bright shaft of light will spring from 
a red jewel located at the apex of the machine and focus 
into the bare part of the room. This beam of lighl will 
project a three·dimensional image of a Yithian. This image 
is very convincing and the investigators are required to 
make a successful SAN roil or lose 106 points. In any 

Pnakotic Manuscripts 

This book is from an ancient hidden library. The Yithians 
directed this porticular volume to Rodgers who has been 
translating it for some time. and has only recently finished. 

SAN LOSS: 106. 
CTHULHU MYTHOS KNOWLEDGE: +6%. 

SPELL MULTIPIER: 2. 

SPELLS: Call Cthugha, Create Yilhian Communicator (re­
q l.lires 3ssistam:e 0 1 a Yith ian, who will become the commu· 
nicator's contactee!. 

event , investigators witnessing the Yithian (attempting to 
communicate by its clicking claws) wi!! lose I point. After 
SAN rolls arc made, an Idea roll wi!! give the investigator a 
chance to recognize it as merely an image . This Yithian is 
Clarence Rodgers' contact. The Yithian will soon realize 
that something has gone very wrong and break contact 
with the jewel , vanishing from sight, though the beam of 
light will continue to play . 

Undcrneath the machine , in the hottom of the box, is a 
journal that has been kept by Rodgers. A successful Read 
English will allow the investigators to peruse Ihis odd 
diary and the costs and benefits arc: I D6 SAN loss and 
+3% to Cthulhu Mythos Knowledge. Con tained in this 
book is an explanation of Rodgers' doings with the Yith· 
ians , an explanation of the device he uses to contact them , 
and the orders to kill Paul leMond and any others who 
may have been warned by his dreams. 

Paul LeMond's Apartment 

This is a three-room apartment with its own bath, located 
in a nicer section of town. The apartment has been per­
functorily searched by police. A small notebook is on a 
table. In this notebook is a letter that Paul had begun 
writing to his mother (see Play Aid 1). 

Velma Peters' Apartment 
Velma is playing this situation for all its worth. Although 

Yithian Communicator 
These devices are sometimes supplied to humans that aid 
the Yithians in their travels through time. Made of bronze 
and covered with intrieate carvings, they stand neariv a foot 
tall when assembled and are surmounted by a red jewel. 
Each jewel is attl.lned to a specific Yithian, and will seek 
out only Ihat individual when the machine is activated. 

When the two pieces. top and bottom, are assembled 
and the power switched on, a low. humming noise will be 
heard while a soft, white glow begins to emanate from the 
power SOl.lrce located in the bottom portion of the device. 
This will continue lor a few moments while the machine 
casts back through time in search of the alfuned being. 
When contact is established, the Yithian will be made aware 
of it at the same time that the machine puts forth a holo­
gram of the contacted Yithian . This being can see into the 
time and space occupied bv the machine and will be able to 
cmmunicate with those who hav!! contacted it. 

At any tIme, t he Yith,an can voluntarily break the men · 
tal link with the machine·powered je""",1. Once this link is 
broken, it can only be restored by t he Yithian, who must 
forge a psychit link with another iewel existing in its own 
space and time . 
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PLAY AID 1: Chapter I 

Letter fmm foul Le,\lond (0 his mother, found ill Paul's apartmelll. 

Dear Mom, 

Sorry to have been so long to write, hut I've been very busy with all the bookings that 
Herb has gotten for me lately. The sessions really take a lot OUt afme and I haven't been 
sleeping all that well. I'm afraid that I'm beginning to experience those same dreams again; 
the ones I suffered just before my attack of amnesia. It seems to be affecting my 
personality, I just don't seem to be able to get along with people like I might, and Velma 
and I have been fighting a lot. J know you don't care much for Velma, Mom, but she really 
is a wonderful girl and I know she loves me. 

Later, 

Just returned from Velma's apartment. I'm afraid we've had another fight. She said she 
doesn't want to see me again. I told Herb about it and he wants me to check into a hospital. 
He thinks I need a rest. I don't want to. I must sec Velma but I don't know if I can make it 
, . , the huge ferns wave in the wind outside my window. Beyond those arc spired buiJdings, 
... I don't remember the way. I'm afraid I'll get lost. I must see Velma, but the Beast waits 
out there ... 

she 11:1(.1 broken up with Paul somet ime before his disap. 
pearance. this is not generally known. and when the press 
showed up, Velma. an aspiring, if untalented. young ac, 
tress. wenl for the publicilY . She knows nothing of his dis, 
appearance other than thai it happened on the way home 
from her aparlment (afler he had tried unsuccessfully to 
make up with her) and she will feign great concern over 
Paul's welfare. She is nOI overly fond of Herb Whitefield 
and may voice vague suspicions about him. 

Herbert Whitefield's Apartment 
Th is is a nicely furnished luxury apartment, or at least it 
was. If the investigators arrive any time after their first 
day in lown, it will be in a shambles, furniture overturned, 
and broken objeclS on Ihe noor. A soft moaning sound 
will lead the investigalors to a badly beaten Herb White· 
field laying on the noor . He is unconscious. but alive , and 
a few days in the hospital will bring him oul of the coma 
and in condition 10 talk. In Ihe meantime, all he can do is 
mumble "Bugsy .. _ Bugsy." Herb has been beaten up over 
the debt owed to Bugsy Wexler, who arrangcd for the kid, 
naping of Paul leMond. 
HERBERT WHITEFIELD 
For his Slats, see '"Herbert Whitefield's Office" earlier this chapter. 

A quick search of Herb's desk will reveal a series of bills 
from the Woods Estate Rest lIome in upstate New York; 
charges for the treatment of a pa tient named Paulie 
Meldon. The address is on the bills. 

Bugsy Wexler's Headquarters 

This is a warehouse in the waterfront district of New 
York. Anyone brave enough 10 attempt to see Bugsy at 
this place will be seized by two thugs with guns upon 
knocking at the smal side-door. These two will pull the 
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visitors inside where he will be friskcd and relicved of any 
weapons before being taken to see "da Boss." 

Bugsy is a lOugh customer, and if he docs not take a 
liking to the investigalOr (who needs a Fast Talk or, if fe­
male , a successful APP x4% roll) he win order three of his 
boys to give him a beating. If Bugsy does take a liking to 
the investigator. he will tell them that Whitefield is (was) 
in trouble over some money . If lhe invesligalor presses for 
more informal ion , Bugsy will say he admires the investiga· 
tor's " naive" and will tell the whole story of how Whil e· 
field asked Bugsy to arrange to have Paul leM ond kid· 
naped and held for several days. l...:Jtcr . Whitefield picked 
up Paul and took him "somcwheres." Bugsy will lell Ihe 
investigator that Paul was incoherent the whole time. 

BUGSY WEXLE.R 
A notorious ganguer Bugsy is rewonslble for engineering the kid­
naping 01 Paul LeMond He is adverse to strangers, e~cePT the oc· 
caslonal fau ta lker or a "'good·look'n' dame." 
STRI5 CON 15 SIZIS INTI3 POW 8 
DEX 13 CHA 8 SAN 40 E.DU 6 HP IS 

SKILLS. Drive Automobile 5O'!6; Hide 75%; Move Quietlv 75": 
Pick Pocket 50%; Oratory 50%; .45 Automatic 85%: Fist 85%: 
Head BUll 65%; Kick 85%. 

BUGSY'S THUGS 
Assume the five thugs are identical. 

STR 15 
OEX 13 

CON 13 
CHA6 

SIZ 16 
SAN 40 

INT 10 
EOU 5 

pows 
HP 15 

SKILLS: Drill'!! Automobile 40%; Hide 35%; Moll'!! Ouietly 30'110; 
Pick Pockel 25%; Pistol 40%; F,n 60"; Head Bun 40%; Kick 50'110. 

Woods Estate Rest Home 
This beautiful sanatorium in upstate New York calers to 
the ultra·rich and the celebrated. Security is very tight and 
the placc has a quiet reputation for being discrete. 

Paul LeMond is indeed here, committed by Whitefield 
undcr the false naTl1C of Paulie Meldon. The staff of thc 



hospital is unaware of his true identity. and will nOl allow 
the investigators to sec him. [ f the investigators can pre­
sent hard evidence along with a successful Debate or Law 
roll to the head of the facility , they may be allowed access 
to Paul's room. In any case, the investig;lIOTs should have 
enough information to give to the local police and let 
them handle it. 
PAUL LeMON D 
Pau l i~ a voung man of ~ sensitive, art istic nature . An only child. 
raised by his mother. he was plagued by ill·health and spent lillie 
time in ~chool He is currently e~periencing occasional severe 
nightmares; glimpses of the near future rising from his subcon· 
scious 

STR 8 
DEX 12 

CON 8 
CHA14 

SIZ 9 
SAN 46 

SPELLS ; Spirit Summoning 

CONCLUSION 

INT 15 
EDU 10 

POW 17 
HPO 

When Paul leMond is found, his mother will take him 
home to live with her , where she will hire the best psychi­
atrist in Buffalo to nurse him back to health . She will be 
deeply grateful to the investigators for their aid and will 
reward them as promised. She will also purchase a wire re­
corder with which she will record Paul's dreams and send 
anything that she thinks will interest the investigators to 
them through the mail. These recordings will provide clues 
to the investigators throughout the course of this adven­
ture. Some of the leads arc given as introductions to chap­
ters; indiyidual keepers may wish to supply others to baf­
fle investigators. 

Clarence Rodgers is a character that should be adapted 
to the actions of the investigators. He is dedicated to his 
purpose , but if the inyestigalOrs offer too mllch resistance, 
he wi!] back off before losing his life. If he survives his en­
counters with the inveslig;lIors, he may show up in later 
chapter, determined to halt their actions. [ Ie is a man of 
limited funds , howeyer , and may not be able to do mllch 
traveling. He is a master of disguise: in one play testing. the 

Paul LeMond 's Spirit Summoning 
To accomplish a summoning. Paul must be in phYSIcal con· 
tact WIth ~omethin9 that was close to the person In life. 
This could be the favorite toy of a child or a memento from 
a particularly enjoyable vacation . Sometimes Paul is able to 
summon a spirit merely by silling in a favorite chair or 
room. In general. the longer dead the person. the more inti· 
mate the object needs 10 be. 

Once In possession 01 such an object. Paul must e~pend 
15 Magic Points and slides into a deep trance. his head 
hanging down upon his chest. If the summoning is success­
ful, he will usually look up within a minute or twO, his ex­
pression and altitude that of the deceased person . Once the 
summoned spirit is in PaUl's body, il will need a moment or 
to to adjust to Its new home. It will lirst allemptto control 
the muscles and senses, then gradually remembers how 
to speak. 

Others present at the summoning may take part in the 
seance. As Paul sits to one side. all others in the room must 
ioin hands in a circle lusually seated around a table) and 
each e~pend 1 MOllie Point to create a psvchic aura condu­
cive to summoning the spirit. If at any time this circle is 
broken. the spirit will be free 10 depart . 

In habit!ng the stran!ll! body is uncomfortable lor the 
spirit, and it will usually ask to be released before long . A 
hoslile spirit can be coen:ed into answering Questions by 
using spells that attack Its INT or POW . Physical damage 
will nOt harm the spirit. on ly Paul. The spirit cannot depart 
until the seanoo circle is broken. or it overcomes the Magic 
Points 01 all those in the circle with its own in an ellon 
of will. 

investigators talked their 'way into Paul leMond's sanalO­
rium room only to find Rodgers strangling him . He had 
managed 10 gain entrance to Ihe hospital dressed up as 
an orderly. 0 
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Boston 
II. 

The Thing in theWel1 
I n filius/wi dnVlII1 oy /)ulll L""1orrd sel/ds till' i,wpstigators 10 IJustuli 

/0 itlllcsl igalt· flip city's rc,' cllf child-murders. 

INVESTIGATORS INFORMATION 
Mrs . leMond sends the investigators a recenl recording of 
Paul's latest dream sessions. Although lI1os1 of the tape is 
filled wilh incoherent mumblings, portions are under­
standable. Aside from the lIsual dreams about the grcal 
beast. he also says "The children will die ... the children 
will die ... it's the trail of lhe beast ... Boston." 

The following week, true 10 Paul's predictions. three 
young children arc horribly murdered on the streets of 
Boslon. All were from the slums and on the streets la ic at 
night when the atrocities occurred. The murders were 
committed separately, one every other day over the space 
of a week. Police have urged parents to keep their !,:hildren 
in al night as they continue their investigation. 

KEEPER 'S INFORMATION 

The murders are being committed by a horrible ch ild· 
thing that lives in a stone-choked well on the grounds of a 
crumbling mansion once occupied by the physician, Or. 
Ambrose Cornwallis. 

HISTORY 

Dr. Cornwallis was a member of the Brotherhood of the 
Beast. and it was he who first discovered the birth of Ed· 
w:lrd Chandler and alerted Baron Hauptman in Transylva· 
nia. Dr. Cornwallis also brought young Edward to live 
with him for a short time before delivering him to 
Hauptman . 

When Hauptman came to America, he brought a gift 
for the Doctor; a pair of spectacles fitted with odd, pris' 
matic lenses that allowed the we3rer to view other dimen· 
sions. One night, while Dr. Cornwallis was oul , Mrs. Corn· 
w:lllis curiously donned the spectacles, Dr. Cornwallis reo 
HIrncd bter that evening to find his wife huddled in a cor· 
ncr, half mad with fright. Later he discovered that she had 
been impregnated by a Thing frolll the other side. 

After giving birth 10 the child cleven months later, Mrs. 
CornW"Jllis went completely insane and was locked away 
in an upstairs bedroolll while the Doctor and his sister, 
Sarah, tried to rear the thing in a tub in the basemcnt. 
Onc night, Mrs. Cornwallis managed to cscape her prison 
and, before anyone in the house had noticed , slipped to 
the basement. carried the child upstairs, threw him down 
thc unused well. and began hurling large flags tones down 
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upon h im Dr. Cornwallis, alerted by the noise in the frol1t 
yard, discovered his wife as she piled the last of the rocks 
in. A chase ensued. Finally cornering her in the kitchen , 
Dr. Cornwall is was fatally stabbed with a butcher knife. 
Sarah Cornwallis, alerted by the shouts in the house, shot 
Mrs. Cornwallis with the Doctor's pistol and placed it in 
the dead man's hand before calling the police. 

Sarah was hospitalized for nerves, and in the two weeks 
she was gone, several ehild·murders took place. When the 
somewhat unbalanced Sar::ah returned home to the empty 
mansion, she discovered thaI J eremy. the child·thing, was 
slill alive and residing in the bo ttom of th e well where he 
enjoyed the cool d::amp. Sarah began leaving raw chickens 
on the edge of the well at night and has continued this 
pmctice through the years. As long as Jeremy is kept fed , 
he presents no problem to anyone. 

Sarah has growlI increasingly senile as of late and has 
missed several feedings. This accounts for Jeremy's late· 
night prowlings. 

GENERAL INFORMATION 

Newspaper fil es: A successful Library Use will turn up a 
copy of the Bostoll Globe, dated late September, 1891. 
An article contained in this issue tells of a series of grisly 
child·murders that took place over a period of two weeks. 
The police have no lc::ads in the cases, and have warned 
pa rents to keep their children ill at night. The article notes 
that all the murders took place near the Cornwallis man· 
sion, si te of a tragic double·murder earlier this month , in· 
volving the noted physician Dr . Ambrose Cornwallis and 
his wife, Emily Halsted Cornwallis. Police do not believe 
the crimes to be connected in any way. 

Boston Police Station : The investigators will be able to in· 
terview the detective in cJwrgc of the investigation, but it 
will reqUire a successful Law or Oratory to get him to re· 
veal any information lIot al ready released to the public. If 
persuaded to speak openly about the case, the detective 
will reveal that the bodies were found in a terrible condi· 
tion that is yet to be explained. The bodies contained evi· 
dence of numerous wounds apparen tly caused by sOJlle 
sorl of sucking action . The bodies we re coatcd with mu· 
cus which dried quickly in the morning sunlight. 

The detect ive has made no connection between the 
murders and the Cornwallis mansion, hut if this is men· 
tioned by the inve~tigators, he will show that the murders 



have taken place within a mile of the old estate. 
The offi ces of Ihe Bosloll Globe: The reporter covering 
the story, Larry Holmes, can be approached, bUI it will re­
quire a successful Fast Talk, Oratory, or Debate ron to get 
him to tell whal he knows. The only information he has, 
aside frolll what has appeared in his stories, is Ihat the 
bodies. when first discovered, were covered wit h sticky 
mUCllS. He can also tell them tha t the person who discov· 
ered the second victim claimed thai this slime led orf in a 
trllil through Ihe stree ts and alleys to the foot of the high 
stone wall surrounding the Cornwallis mansion. Police 
chose to disbelieve this testimony. 

ADDITIONAL INFORMATION 
Once the investigators become aware of the Cornwallis 
name. they may discover the following information in Ihe 
newpaper files. Each item below reqUires a separate Li· 
brary Usc roll. 
1. This is ItIl obituary dated Jul y 4, 1891. The deceased is 
an infant boy named Jeremy Cornwallis, still·born to Dr . 
and Mrs. Ambrosc Cornwallis. It states that the body will 
be in terred in the Cornwallis family crypt in All Heart's 
Cemetery in Boston. 
2. This article is a repor t on the double murder at the 
Cornwallis mansion and is daled Sept. 15, 189 1. Details 
are sketchy. but the story spec ul ates that the still-birth of 
their first child some months earlier may ha ve led to the 
tr~gedy. The article says that the couple wil! be interred in 
the fnmily crypt at All Hea rt's Cemclary. Dr. Cornwallis is 
survivcd by his sister, Sarah . 

3. An article dated Nov. 16, 1891. states that a grave­
robber was arrested by police at the All Heart"s Cemetery 
while attempting 10 break into a cryp t owned by the 
Cornwa llis family. Police speculate Ihal robbery was the 
motive despite the claims of the cul prit. He staled that he 
believed Ihe recently deceased Dr. Ambrose Cornwallis 
to be 3 warlock. and had intended to turn his body 
fnee-down. 

SCEN ES: 

The Cornwallis Mansion 

This crumbling esta te has been reduced over the decades 
to a small yard surrounded by an eight ·foot high stone 
wall. The only entrance to the grounds is through the old 
wooden carriage gates found at the end of a narrow st reet 
that winds uphill through the slums that now comprise 
the neighborhood. 

As the gates to the mansion arc approached, they will 
creak slowly open,and a young boy of about 13, with red 
hair and freckles. will emerge. H questioned, hc will int ra· 
duce himself as Ted Ryder who works as a delivery boy 
for the grocer down the stree\. If questioned further, he 
will grow suspic ious and it will require a Fast Talk or Ora· 
tory roll to get him to reveal anything else. If the group 
docs gai n his con fidcnce. he will tell them that he makes a 
weekly delivery to Miss Cornwallis that consists of bread. 
milk, and other staples along with 3 standard order for 
~even stewing chickens. If the matter of the chickens is 
pursued, Ted will remember that the last delivery boy told 
him that he had made the samc weekly delivery for years. 
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If asked , he will tell the investigators Ihal Miss Cornwallis 
seems a bit daffy, but is real nice and always tips him welL 

Once inside the gates, the party will see a decaying 
house surrounded by a weed-choked yard. The mansion is 
commanded by a third·story tower located at one end of 
the structure, and its diamond shaped windows look out 
over the city. Traces of the drive that served the home can 
be seen to circle the disused well in the center of the yard, 
and extends to the old carriage house , long collapsed, at 
the far corner of the property. 

If the investigators look around the property, they will 
find that the well has been plugged with large stones, 
probably done years ago to avoid accidents. A successful 
SpOI Hidden Objects roll while exam ining the well will 
turn up a broken clticken bone lodged beneath one of the 
rocks . If the investigators explore the si te of the carriage 
house, it will be apparent that the building fell down 
many years ago. If they move some of the debriS, they 
will find a wooden trap door concealing a narrow night of 
stone stairs leading down. At the foot of the stairs is a 
lO'xlO' room fil led with glass and ceramic jars on wooden 
shelves. The containers are filled with dried plants and un­
recogni7-able lumps of matter. This room Obviously has re­
mained unused for years and may seem quite mysterious 
unless an investigator makes a successful Botany roll 
which will reveal that the plants in the jars are merely 
standard herbs and spices, and thi s room was probably 
a pantry. 

Cornwallis Mansion Interior 
TIle investigators will be greeted at the front door by old 
Sarah Cornwallis, who will invite them in and clea r a spot 
for her visitors to si t. She is unused to company and may 
appear somewhllt nervous as she goes about preparing tea 
for her unexpected guests. 

As the investigators wait for their hostess to return, 
they will see that the en ti re first noor of the mansion 
seems to be dusty and dirty , piles of rags and boxes of old 
magazines litter the floor and tables . The only except ions 
lIrC the kitchen and dining room , bOlh of which are heap· 
ed with dirty dishes. 

When Sarah Corn wallis returns from the kitchen , the 
group will find her to be very friendly and willing to dis­
cuss many topiCS. If asked about her brother, the Doctor, 
she will remember him with pride, telling the investigators 
that he was qui te a respected man in and around Boston. 
If the inves tigators attempt to talk of the murder-suicide, 
S~rah wiU grow quiet and decline comment. 

If an invesllgator should make a Psychology roll while 
talking with S:arah, he will become aware of the woman's 
mental imbalance. Sarah has been unstable ever since the 
death of her brother, and it will not require much to push 
her over the brink. The trigger word for Sarah is "Jer· 
emy." If an investigator should mention the name to her , 
her eyes will grow as large as saucers, and as the last ves­
tiges of sanity leave her, she will babble incoherently 
about feeding the "poor lillIe baby." From this point on, 
Sarah will be permanently insane , and require hospitaliza­
tion for her own protection. 
SARAH CORNWALLIS 
Sarah is the spinner sister of Dr. Ambrose Cornwatlis and has lived 
in the mansion ever since she came to help her brother care lor his 
in:;ane wife. She has lived in virtual seclusion ever since her broth· 
er's death and is nearly insane hersell . In her delusions she has al· 
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mOST forgotten what JeremV really IS, and has cared lor him all 
these years by leaving raw chickens on the lip 01 the weillOf him 
to feed on. She is rapidly growing senile. and more and more often 
forgets to feed the thing that lives in the well. causing Jeremy, in 
his lonelincs~ and hunger. to roam the StreClS at night. 

Sarah is very guarded about the truth of what happened the 
night of the murders because she still fears that she will be arrested 
lor he.- parT in it. and then there would be no one 10 feed poor lit­
tle Jeremy . 

STR5 CON7 SIZ6 INT8 PDW9 
DEX 6 CHA 12 SAN 3 EDU 12 HP 7 

If and when the investigators search the first floor, they 
will notice nothing of interest with the exception of an 
extremely bad odor that seems to emanate from the kitch­
en. In the kitchen, the investigators will find Sarah's latest 
bag of groceries which she has forgotten to put away, and 
underneath the table, lasl week's bag of groceries contain­
ing several rotting chicken carcasses. Also in this room is a 
small pantry with a narrow door that opens on the base­
ment stai rs. TIle basement is filled with boxes and barrels 
of junk of no use to the investigators. At the far end is a 
locked door with STR of 18. Behind the door is a small 
room containing nothing but a large porcela in tub lined 
with brown, crusty deposits. A successful Botany roll will 
show these deposits to be dried algae, and that the tub 
was probably filled with water at one time. 

The second noor of the mansion is as messy as the rest 
with the exception of Sarah's room which is a lillie bit 
neater, and decorated with photographs of movie stars 
that Sarah has clipped and pasted to the walls. The room 
where Dr. Can wallis kept his mad wife locked away is 
conspicuously empty. and if the investigators take a look 
around they will find a small metal pan with the very old 
remains of dried food. Portions of the wallpaper are torn 
down , and if an investigator makes an Idea ro11, he will bc 
able to tell that the wallpaper was liter~l1y clawed off the 
plaster. It has not been entered since the tragic double 
murder. 

The master bedroom and the guest room arc both fu r· 
nished nicely, but coated with dust and filled with the 
ubiquitous boxes of junk. 

At the end of the haUway is a locked door. The key has 
been lost for years but the door is fairly light and has a 
STR of only 7. If the investiga tors knock this door down , 
they will see a narrow stairway, coated with dust , leading 
up to the tower that served as Cornwallis's laboratory_ 
This area was neyer entered by anyone but the Doctor, 
and has been locked si nce his death_ 

At lhe top of the stairs, the investigators will see a 
strange laboratory filled with ~trangcr apparatus. TIle 
room is lit by diamond-shaped_ stained ·glass windows and 
a stuffed alligator hangs from the ceiling by wires. A suc­
cessful Occult roll will tell the investigators that they are 
standing in an alchemical labora tory . 

Upon the desk is a journal, written in Latin , and a 
small box containing some leiters and a pair of spect acles 
willI odd , prismatic lenses. 

If successful Read latin rolls arc made while studying 
the journal, the following clues will be found: 
1. Dr. Cornwallis was a member of a secret " Brother­
hood" that dates back to ancient times. 
2_ This Brotherhood awaits the birth of one referred to 
only as "the Child." 

3. This Brotherhood is headed by a Baron Hauptman, who 
" resides somewhere in Transy lvania. . 



4. Dr. Cornwallis discovered the birth of "the Child" in 
1880, and immediately notified Hauptman in Europe. 
5. In 1890. "young Master Edward" came 10 live with 
Cornwallis for sev.eral months before Hauptman arrived in 
America. When he returned to Europe. he lOok "young 
Master Edward" with him, and lefl a special gift for 
Cornwallis. 
6. An entry dated Oct. 23, 1890. tells of a mysterious ac­
cident involving his wife and the spectacles, 
7. Cornwallis tells of the birth of Jeremy, July 3.1891, 
though it does not describe him , 3nd his attempts to keep 
him alive in 3 tub in the basement. 

The two lellers are written in German , and if the inves­
tigators 3re 3ble to read them, they will discover the infor· 
Ilution contained in Play Aid 2. These letters are slipped 
into theiT envelopes- envelopes containing the postm<lrk 
of Klausenburg, Romania. 

All Heart's Cemetery 
Written 3round the door frame of the Cornwallis family 
crypt. in latin , is the following motto: ;'to son, to father, 
to son, to father, to son, etc." Anyone with Read latin at 
10% or more can read it. 

If the investiga tors enter the mausoleum. they will find 
the walls lined with twenty coffins . e3ch bearing a memo 
ber of the Cornwallis family. If the coffin marked "Dr. 

PLAY AID 2: Chapter II 

A series of letters from Baron Hauptman to Dr, Carl/wallis, 

Dear Dr. Cornwallis, 

Congratulations on your d iscovery. All you have told me indicates that this child is the 
one . Praise Shub.Niggurath ! The prophecy will be fulftIled! 

I am enclosing copies of the lineage you requested. This shou ld verify beyond a doubt 
that the boy is the O ne. He bears the mark, and the stars arc right. 

Dear Dr. Cornwallis, 

Hail Yog-Sothoth. 
Hau p tman 

Every th ing is moving accord ing to pl an. I shou ld be arrivi ng in America May 27th to take 

charge of young Master Edward. I hope you have properly prepared the boy for the journey. 
We must not lose ou r chances th is time . T he sta.rs do not promise another birth for over a 

century and the Brotherhood grows impatient! 

1 have in contact with the parents and they understand our interest and purpose. I expect 

no interference frolll that quarter. He is the typical, short-sighted "man of business" and his 
company is already benefitting from h is decision. T hey will be quite coment, I think. 

I w ill bring with me a presem: a gift from the Brotherhood for your invaluab le services. It 
is a pair of spectacles that I have constructed . I will instruct you in t heir proper usc when I 
arflve. 

Hail Yog-Soehath, 
Baron Hauptman 
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Hauptman 's Spectacles 
These strange glasses 'Mlre II gift 10 Dr Cornwallis from the 
Baron and the Brotherhood, a reward for locating "the 
Child" It was the"c spectacles that Mrs , Cornwallis tried on 
out of curiousity 

The lenses arc odd prisms, When worn, they reveal a 
strange world of shifting forms in dark blues and purples, 
cont3ming impossible angles and bizarre perspectives. The 
view is so unsettling t hat an investigntor missing his SAN 
roll will lose 106 points. Additionally, anyone donning the 
glasses will add 1% to his Cthulhu Mythos Knowledge. 

Ambrose Cornwallis" is pulled out and opened , they will 
find the hody of the doctor face·down. If Jeremy's coffin 
is opened. it will be found to bc rnled with rocks. 

CONCLUSION 

If Sarah Cornwallis is hospitalized during the course of 
this adventure. Jeremy will grow hungry and begin roam­
ing the streets. causing morc murders . Each new murder 
will cost the investigators I SA N point because of their di­
reel concern in the case . If the investigators discover Jer­
emy's exislence, they will find destroying him tricky due 
to his reluctance to leave the well if he thinks anyone is 
going to hurt him. Despite his constant hunger. Jeremy 
can live a long time without food. He will st<lY at the bot· 
tom of the well until he is sure that it is safe to come up. 
J EREMY CO R NWALLIS 
Jeremy is the half ·breed oftspring of Mrs . Ambrose Cornwallis and 
a horror from another dimension. Mrs. Cornwallis discovered the 
monster ~and it discovered her) when she donned the spectacles 
given 10 her husband by the grateful Baron Hauptman. 

Eleven months later she gave birth to Jeremy Cornwallis, the 
sight of whiCh drove her mad. Dr. Cornwallis tried to raise him in a 
tub in the basement, but after t he doctor's death. Jeremy lived in 
the botTom of a damp, stone ·chok~d well in the front yard. 

Jeremy is a whi t e, glistening bloh about four feet in diameter , 
Moving in amoeha ·like fashion, Jeremy constantly hurls out sma ll 
pseudopods that end in toothless human mouths, complete with 
lips With these, little Jeremv tires to suck and feed . A child's head 
that cries and whimpers pitifullv crowns the mass . Jeremy prefers 
dark, moist places and never comes OUI in Ihe daylight. 

Jeremy is nOt host ile 10 humans or any Olhen, but his means 
of satiating his hunger can cause great damage in Ihe form of suck· 
ing bites. Jeremy will be dismaved by any phYSIcal attacks and wil l 
immediately retreat to his well, o07.ing down between Ihc rocks to 
hide on the bottom , Jeremy leaves a glistf'ning Ifail of mucus that 
quickly evaporates in the air. 

STR 11 
OEX 8 

18 

CON 12 SIZ 16 
Move 6 

INT6 PDW 10 
HP 1 1 

Dimensional Being 
While viewinq the dark landscape revea led Ihrough Ihe glass· 
es. a sud den burSI o f r~e-colored ligh tning will i!luminate a 
ghas tl v, spide ry form scutt li ng bel'Mlen spiky crysta ls to· 
ward Ihe viewer. This thing is approximately seven·feet ta ll 
and lean to the point of emaciation. lIS da rk face ;s mask· 
like and il moves wi th the aid long a rms, slipping up and 
d own wi t h ease . 

This being will immediately attack Ihe viewer if Ihe in­
vestigator is incapable of, or nOI wise enough, to remove 
the glasse'S. The investigator will be unable to physically al· 
tack the mons ter with either hands or \M!apons . Magic may 
work, o r the invesT iga tor may atte mpt to Dodge the at· 
lacks . but o nly one Dodge a uempt per round will be allow· 
cd. If the investigator's OEX ;5 lower than that of the crea· 
ture·s. Ihe monster can attack once before the viewer can 
snalch off Ihe glasses. Removing Ihe glasses will break con­
tact with th is other dimension. 

STR 18 CON 16 SIZ 19 INT 7 POW 10 OEX 16 
Move 10 HPI8 

Weapons A ttack Damage 
Claw 12 polr roundJ 65% 108+106 

SAN LOSS: ID8 if the SAN roll is missed, 1 point if not 
missed . 

Those Witnessing the a!lack will see the victim's clothing 
suddenly torn to PIeceS. great gashes appear in his flesh, and 
at the wor$t. entrails spilling out upon the floor, causing 
SAN losses of 1 D6 to tho"c IhaT fall their SAN roll. 

This ;s nOl the same being that Mrs . Cornwallis encoun­
tered. Every time the glasses are donned hereafter, the 
Wflarer gains ,% C'hulhu Mvthos. and has a 40% chance 01 
encountering some horrible en t ity - its e xact nature being 
up to the keeper. 

Weapon 
Pseudopod suckers (1 D6 per roundl 

Anack 
30% 

Damage 
104 

ARMOR : Jf!femy's blobby texture caus~s firearms 10 cause mini · 
mum damage. He cannot be impaled. 

SAN ITY LOSS: Jeremv ;s an awful sight. and if a SAN roll is miss · 
ed it will cost the investigator 2D6 SAN points . A successful roll 
will mean the ;nve$t;ga(o, still loses 1 D3 points. 

The most importall\ thing that the investigators should 
have discovered in Ihis ch<lpter is the existen{'e of a 
strange Brotherhood with headquarters in Romania. If the 
invcstigators missed this cluc, the keeper may hc forced to 
provide it by different means. possibly Paul LeMond. 

The keeper should encourage Ihe investig:ltors \0 go to 
Romania and invcstiga tc this Hauptman. or :II [east his 
descendants. if any. 0 



Transylvania, Romania 
III. 

CaslleDark 
/I series of aY{l/if' lettl'rs wriUrf/ ill German leads the i,lli/'sligalars 

to Uomania ill s('an: ', oj Ihe myslaiull.~ Baron /laupimall. 

INVESTIGATORS INFORMATION 
The investigators should now be led \0 Klauscnburg, 
Romania , in search of a Baron Hauptman, thought to be 
tile leader of a mystic Brotherhood. Either through re­
search conducted before leaving America, or by simply 
asking around in Klausenburg, the investigators wi!! dis­
cover the existence of a Castle Hauptman, located high in 
the mountains. ncar Klausenburg. The crumbling edifice is 
perched on the northeast face of Montelui Ma re, overlook­
ing a pass some 6000 fect above sea level. Guarding the 
tiny village of Drovosna, the castle is still occupied by a 
descendant of the original Baron Hauptman who built the 
castle in the 13th century. 

KEEPER'S INFORMATION 
The above is true in all details except one: the man named 
Hauptman now dwelling in the castle is the same man that 
constructed il nearly 700 years ago. For cent uries he has 
lived in the castle, directing the secret activities of the 
Brotherhood and maintaining complex genealogical rec­
ords necessary to keep track of the sacred blood line . 

Hauptman and the Brotherhood feel that the prophecy 
of Nophru-Ka (see Play Aid 4) is soon to be fulfilled and 
arc not preparing to vacate the casde in preparation for 
the final phases of the master plan. 

HISTORY 

This castle has stood since the middle of the 13th centu ry, 
when the area was cleared by the original Hauptm an . The 
Baron commissioned the castle to be built upon a certain 
tract of land that was supposed to be the site of ancient , 
unholy rites. TIl e Hau ptman family has dwelt in the cas­
tle. ruling the nearby village of Drovosna and surrounding 
lands, continually since that time. 

Unknown to anyone. this succession of Barons has all 
been one and the same man, the original l-la uptman who 
first came to the area in 1242. 1·le has sustained his long 
life by means of a spell that allows him to transfer his 
mind and spirit to a new body when the one he is in be­
gins to age . Hauptman is a scholar who. besides grinding 
the strange lenses of Dr. Cornwallis, has traveled around 
the world and farther in his search for arcane knowledge , 
With the aid o f a Star Vampire. he has journeyed many 
times to the great library on Cclaeno. Hauptman rewards 

the monster by allowing it to feed among the villagers, giv­
ing rise to vampire stories. 

Only once in the history of the castle has the Baron 
been defeated ; by a fervent priest who turned to the black 
arts himself in an effor t to destroy the Baron, Hauptman 
fled the castle, but returned decades later , claiming to be 
an innocent descendant of the evil Baron. 

BEGINNING PLAY 

Despite the fact that World War I and the Russian Revolu· 
tion have been fought near this area recently , the castle 
and iTS environs seem untouched by the modern world. 
The predominant language of the country is Romanian. 
with heavy pockets of Germans in the north and south. 
The central plateau area is inhabited by Magyars . 

Keeper 's nole: Tile atmosphere and mood of this chap­
ter is Ineallt 10 resemble an old Bela Lugosi movie. The 
present day name of Klausenburg is Clu;' 

GENERAL IN FORMATION 

If the investigators take the time to research the area be­
fore leaving America, they can find the location of Castle 
Haupt man along with the following inform:ltion . These 
clues can all be located in the history section of the public 
library, and a successful Library Use roll is required for 
each one . 

J. In 1242, the first Baron Hauptman built the castle after 
driving off the Mongols in the area. It was later discovered 
t.hat this Hauptman was a descendant of a Hauptman ex· 
pelled from the Knights of the Teutonic Order for heresy. 
2. In 1348, Louis the Great of Hungary sent a patrol 10 in­
vestigate irregularities in t.he Barony . The patrol was lost 
and thought to have been the victim of bandits. 
3 . In 1389, Castle lJauptman was besieged by a Turkish 
army. On the fourth morning of the siege , the commander 
of the army and his scribe were found mutilated and 
drained of blood. The army broke camp. abandoning the 
siege, and went on to conquer Wallachia. 

4. In 1628, the villagers. led by a lotal monk. stormed the 
castle. The Baron was evidently killed, and the building 
stood unoccupied until 1792 when the ilrea was reCOli· 
que red rrom the Turks by Austria. A "descendant" of the 
Baron then returned to claim the family'S lands and title. 
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SCENES : 

The Vill age of Drovosna 

Located high on the slopes of Montelui Mare, 35 miles 
from Klausenburg, this dreary little village stands beneath 
the shadow of the decaying Castle Hauptman, perched on 
the mountain above. This mountain pass is little used 
these days, and the road leading from KJausenburg is rude 
and primitive. It is impassable to automobiles, and the in­
vestigators will find that it is necessary to hire a carriage. 

Besides the humble dwellings of the local peasants. the 
investigators will also find in the village a small inn and 
stable along with an old stone church and an ill-kept 
churchyard. The villagers are very superstitious and if ask­
ed about the Baron will back away quickly, making the 
sign of the cross and glancing fearfully at the castle. 

The Village Inn 

The innkeep's name is Drobne, and he will graciously wel­
come visitors. He speaks Romanian at 60%, Gennan at 
45%, and English at 20%. His poor English may cause an 
occasional problem in communicating, perhaps leading to 
misu nde rstandings or mislead ing information. Drobne is 
willing to speak on any subject but the castle or the 
Baron , crossing himself as he declines comment. 

Drobne will mention that there is another guest at the 
inn this summer; a young Hungarian student, who is 
making a historical study of the area. His name is John 
Kopeche, and he spends most of the daylight hours roam· 
ing the hills, returning to the inn for dinner when the sun 
begins to set. Drobne will warn the investigators to keep a 
close eye on their belongings; there is a wagon-load of 
gypsies camped just outside the village near the woods. 

JOH N KOPEC HE 
This man's real name i5 Sergei Rosal~vich and he is ~n agent on a 
miss ion for the Soviet government. While posing as a Hungarian 
student research ing ~ paper, he has actually been out in the WQods 
searching for a secret entrance to the castle. hinted at in a docu · 
ment discovered in St . Petersburg alter the revolution. He carries 
this document, along with papers identi fying his mission. on his 
person. These papers are all written in Russian. He is t rying to 
trace the movements of a certa in Wh ite Russian Army unit that 
passed through this area some ten years ago. This unit lied the 
country bearing documents embarrassing to the new government 
and Sergei has traced them as far as the castle, where they seemed 
to disappear. 

Rosalavich is ~ fervent revolutionary, and his attitude and ac· 
tions toward western capi talists could vary widely depending upon 
what the investigators say and do. He will no disclose his mission 
unless doing so would be the only way to achieve success. 

STR 14 CON 15 SIZ 12 INT 14 POW t 3 
OEX t 2 CHA t5 SAN 65 EDU 12 HP 14 

SKillS : Read/Write English 20%: Speak English 45%; Speak 
Romanian 55%: Speak Hungarian 65%: First Aid 50%; History 
55%; law 40%: librarV Use 70%: Camouflage 45%: Hide 65%: De· 
bate 40%: Oratory 55%: Throw 70%; .38 Pistol 55%. 

Hauptman 's Henchmen 

At some point during the conversation, the front door of 
the inn will bang open and in will walk three men. They 
are all dark and stocky, and the oldest, obviously the lead· 
er, sports a gold too th and earring. Casting suspicious 
glances at the party , the trio will scat themselves at a CO T­

ner table and call for drinks in Romanian . An investigator 
making a successful Anthropology roll will know them to 
be Magyars. Drobne will grow re ticent when the men ap­
pear. and decline to converse further. 
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The men will linger over their mugs for about twenty 
minutes before exiting the inn and riding off in a wagon. 
If asked about the men after they have left , Drobne will 
say that the leader's name is Lado and tha t they are all 
servants for the Baron . They also ae! as spies for Haupt. 
man and the villagers give them a wide berth whenever 
they are in the Village. Once a week, the three men travel 
to Klauscnburg fo r supplies . Here they stay the night and 
return on the following day . If an investigator goes to the 
window, he will see the horse-drawn wagon, loaded with 
goods, slowly cl imbing the road up to the castle. 

Lazlo will of course report immediately to the Baron , 
and tel l him of the presence of st rangers in the village. 
LAZLO 
lazlo has been working for the Baron for almost twenty yearS, 
and will be fait hful to the death . The Baro n's taste for torture and 
pain suit Lazlo well, but he is not aware 01 the da rker activities of 
Hauptman . He is a shor t. power/ul man with a thin. black mous' 
tache: rarely seen without his shot gun at his side . Lazlo is a vicious 
killer a nd only waits for the Baron to point out the nex t victim. 

STR t5 
DEX 12 

CON t 6 
CHA 7 

SIZ II 
SAN 20 

INT9 
EDU 6 

POW8 
HP r~ t 

SKILLS: Speak English 15%: Occult 25%; Track 50%; Hide 80%; 
Move Quietly 70%: Pick Pocket 50%: Knife 60%; Throwing Knife 
70%; .38 Pistol 45%; Double·barreled 12-gauge shOtgun 60%. 

LAZlO 'S HelPERS 
These two younger men work directly under lallo. helping with 
the maintenance of the castle and spying on {he villagers. These 
two are not willing to die fo r the Baron or Lallo. Thev do not 
(:ar rv guns. 

J~y 

STR t 2 
DE X 13 

CON t3 
CHA 9 

S IZ 11 
SAN 30 

INTB 
EDU 5 

PDW6 
HP t 2 

SK ILLS: Speak English 10%; Occult t 5%: Track 25%; Hide 40%: 
Move Quietly 35%: Pick Pocket 25%: Knifp. 30%: Throw,ng 
Knife 35%. 

Yurek 
STR t 4 
DEX 10 

CQN I t 
CHA8 

S IZ 9 
SAN 50 

INT to 
EDU 6 

POW to 
HP 10 

SKilLS : Speak Engl ish 5%: OCcult 10%; Track 25%; Hide 40%: 
Move Quietlv 35%: Pick Pocket 25%; Knife 30%: Throwing 
Knife 35%. 

The Village Church 

l llis is a Romanian Orthodox Church an d is over four ­
hundred years old. It s stones are weathered-brown, and 
behind the structure, nearly lost in the rampant weeds , 
the remains of decaying tombstones can be seen. The 
front door is closed and bolted. 

If the investigators knock on the heavy. wooden door , 
they will be greeted by a wizened old man dressed in the 
priestly robes. Afte r his first disappointmcnt th:lI they are 
not worshippers, he will invite them in as guests and en ­
gage them in conversation. The priest is educated and wel· 
comes the opportunity to talk with someone from the 
outside world. He has tended the nock here for nearly for­
ty years and can tell the investigators many amusing folk 
stories and local legends. If asked about the castle or vam· 
pi res, he will change his mood and begin to speak in a 
softer voice. He will tell the group that indeed the area has 
been subject to periodic attacks by a .vampire over the 
years; the victims are always found mangled and drained 
of every drop of blood . The worst outbreak took place 32 
years ago. when a large number of locals were killed over a 
period of weeks. 

If asked about the B:lTon , he will say that many ofthc 
villagers believe l'lauptman to be a vampire, bu t he. the 
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priest, docs not believe this . He says Ihal although the 
Baron is rarely glimpsed by the villagers, sometimes re­
maining unseen for years at a time, he himself has secn the 
Baron walking about in full sunlight. He will describe the 
Baron as shon, dark-haired, and very muscular. 

If the investigators should ask the old priest abo ut visi-

Ar\O 

BU L GARIA 
SC ALE OF MILES 
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ton to the castle , he will teU them that the Baron rarely 
entertains guest, the last being a young Englishman that 
the Baron hired as a secretary last summer. He stayed sev­
eral weeks before leaving suddenly in the middle of the 
night. (If the investigators ask around , they will discover 
that no one un the village actually saw him leave.) If he is 

21 



asked what the man looked like, the priest will tell them 
that he was six feet in height. blonde, and walked with a 
slight limp. 

The priest will also tell the investigators of another visi­
tor; a young boy who came to live with the Baron around 
1890. The boy was always referred to as "young Master 
Edward" and stayed with the Baron for several years. 
Hauptman explained that the boy was a distant cousin 
whose parents had been killed in a tragic boating accident 
(this , of course, had not happen'!d yet ;just another exam­
ple of the Baron's perverted sense of humor) , When the 
boy was seventeen. he and the Baron left on a trip from 
which only the Baron returned a year later. 

If asked about the gypsies camped nearby. the priest 
will describe them as a harmless old fortune-teller and her 
demented son. The priest will not believe Drobne's allega­
tions that they are thieves. 

Clues: 

Below the church building are damp catacombs where the 
records for the parish are kept, dating back several hun­
dred years. The priest will allow the party to peruse the 
old books and scrolls if assured of the investigator's schol­
arly interests. but will insist that Ihey not be removed 
from their underground storage . He fears thn! the sudden 
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PLAY AIO 3: Chapter \\I 

The Testament of Jan Savechik 

I,Jan Saverhik, humble priest of the vi1Jage of Drovosna, 
in the year of our Lord, 1632, do WTite thi$ testament in 
regards to lhe events surrounding the act ions taken by 
the people of Drovosna against the Baron Hauptman . 
This testimony differs from the version gi\'en to the 
legates of the Church who wert: sent to investigate the 
actions of the villagers, and is the one tru.e version, I am 
writing this in private, and when finished will seal the 
document with wax bearing a pagan symbol to guard it 
against those who would use it to their own purposes, or 
to signal another who would stand against these forces. 

In the year of our Lord, 1627, a book belonging lO 
the Baron Hauptman came into my possession. It was a 
large volume, WTilten in Creck. Its title shall not be 
repeated here. Blasphemous things were hinted at in the 
ramblings of a heathen poet who was supposed to have 
written the original, and protection against devils and 
demons were al$o offered to th e reader, 

When, in 1628, a young girl of the village was taken 
hy the Baron and later killed and her body thrown from 
the castle walls, her father, in rage, assailed the door of 
the castle with his hands and screamed his hate for the 
Baron. It was t.hen, in full sight of the villagc, the Baron 
appeared upon the ramparts above the castle gate and 
with his evil gaze alone, killed the poor peasant, His 
body lay at the: foot of the castle for two days hefore 
anyone dared approach to carry it away, 

It was then, thou,o:h I realized I impcrilcd my soul, I 
read that accursed volume. What was spoken within 
those pages shook me to the very heart of my faith. and 
I still feel as though a cold, dark hand grips my heart. 

change in temperature and humidity might damage the 
old documents. 

IT will take an investigator with a Read Romanion abil· 
ily days to thoroughly go over all the material contained 
in the catacombs. There are six clues contained in these 
records, and the investigator may attempt his Read 
Romaninn ability twice per day in an effort to locate 
them. (Note to keeper: it should IIO! be difficult to make 
an investigator fear that there might be something awful 
creeping around in the catacombs, even though there 
is lIot.) 
I. In 1545, the local church requested a formal investiga­
tion of the Baron on charges of unjust imprisonment 
and torture. 

2. In 1546, Unroll Hauptman VII is excommunicated by 
the Eastern Church. 

3. 1546-1552: A report on an outbreak ofvampirisrn that 
took place during this period. No conclusions are drawn. 

4. 1628: This report claims that the Baron Hauptman ab­
ducted a peasant girl from the 'Image and held her captive 
in the castle. Several days later, her mangled body W:lS 

thrown from the walls or the cnslle. 

5. This is the manuscript or Jan Savechick, priest of the 
village of Drovosna. When the investigator pulls this scroll 

The book told me of monstrous beings who live in 
another place from us and from the notes WTitten in the 
margins in the Baron's hand, 1 knew that he wonhippcd 
these as gods, in particular, one who dwelt below the 
castle in a stinking pit. The book also laId how to make 
a sign that these gods would not tolerate and would nee 
from. Arming the villagers with crucifixes from the 
church, I tcd thcm against the evil Baron. 

We broke down the doors and ran through the castle, 
searching for the Baron. A small group of men found 
entrance to the catacombs below and bravely entered 
the dark tunnels. I followed at a distance and heard their 
cries ahead. I hurried on bearing the pagan symbol and 
the blasphemous book and rounding the corner, saw a 
devil, a demon that should not be, I screamed as ( 
watched it devour the villagers, crucifixes still clenched 
in thc.ir hands. With gunshots and torches, we forced it 
hack into its stinking hole, and I hammered the pagan 
symbot onto a great stone, which we used to seal the 
hole. We did not find the Baron, though his hated 
servants were stain, <lnd after pulling down one of the 
great towers, we left the castle to its abandonment, 

I never spoke of the things that I saw below the castle 
and it was supposed that the lost men had .o;olllehow 
stumbled into the stinking pit found deep below the 
castle. None of the men dared approadl the aby~s . r fear 
lhat I have risked eternal damnation for Ill.y actions, but 
must write them down to at least cleanse my mind if not 
my soul. 

.I an Savcchik 



off the shelf, he will discover that it is sealed with wax 
bearing a strange symbol. A successful Cthulhu Mythos 
roll , or knowl edge of the proper spell will allow the inves­
tigator to recognize the Elder Sign. For details of the man­
uscript , sec Play Aid 3. 
6. 1886: A report on the mysterious disappearance of 
Count Spanglais of Hungary, while on an extended visit [0 
the Baron. A pa rty made up of fri ends and relat ives of the 
COUnt traveled to Drovosna searching for him, but were 
unable to int erview the Baron . The Count is described as 
short, dark-haired , and very muscular. 

The Gypsy Camp 

The gypsy cam p is loca ted about a quarter-mile from [he 
village in a clea ring ncar the edge of a great forest. When 
the group approaches, they will sec a si ngle wagon, paint· 
ed bright red and strung wi th bells and chimes. An old 
broken-down horse is tethered nearby , and standing ncar 
the anirn~! ~re two people; one a small, wrinkled old 
woman in a long colorful dress, and the other a middle­
aged man under five and a half feet tall ~nd punily built . 
This is [he old fortune·teller, Sarena, and her mut e, near­
idiot son, Veeh. 

Sarena is nearly 85 years old and has seen and heard 
many things in her travels about the cou ntryside. in­
el uding [he tales told about the mysterious Baron Haupt­
man. She will say that many thi nk him to be a vampire, 
one of the undead, but Sarena will tell them that she per­
sonally has seen three different Barons come and go, 
though she cannot remember any specific dates. Usually 
the villagers are not even aware that the old Baron has 
died until a new Baron shows up to claim the ti tle. Sarena 
does not remem ber a Baroness ever residing in the cast le, 
the Barons always seeming to prefer bachelorhood, pass­
ing the tit le on to a cousi n or a nephew. On the othcr 
hand , Sarena docs believe, whole.heartedly, in thc ex is­
tence of vampires and wcrewolves; she has seen many 
strange things in her time. 

Sarena ha~ ~ome natural divining powers, and if asked 
for a reading, will invite the pl:!yers in to her wagon wh ile 
sending Vech off int o the woods with an axe to chop 
wood for the fire. Once inside, Sarena wil1 produce a well­
worn pack of Tarot ca rds from a wooden cabinet. and be­
gin to lay them face down upon the table in a complex 
pattern. With the ringing of Vech's axe in their ears. 
Sarena will al1emp t a reading, But it is a fa ilure. Black and 
sinister cards-Death. Swords. the Devil, anti the Tower 
con tinually crop up . Sarena attempts to reshuffle the 
cards again and again, but the Grim Reaper persists in ap· 
pearing as one of the fi rst three cards drawn. Finally, 
aghast , she looks up and says, her voice quivering. that she 
can dare no more readings today. 
SAR ENA 
This old 9VJl'$V WQman looks every day a. hcr 85 vears. Hcr hus· 
band died long ago. and since that time has lived only in the com­
panv of her puny son. Vech. Sarena possesses some natura l psy. 
chic ability that allows her 10 see dimly into the future with the 
1l1d of TarOI cards. but she does not rcally understand her abi[ity 
nor is she always able to in terpret c[ear[y what she sees. 

I! Veeh is killed. Sarena will fee l as though she has los t everv­
th ing and may consent to aId the investiga tors. Thl! acwal use of 
her prescient abilities will have to be at the Keeper's discretion. 
but at mou should only provide olYscure clues or hints . 

STR8 CONI2 SIZ6 INTI 4 POWI6 
OEX11 CHA8 SAN 80 EOU IO HP9 

SKILLS : Speak Romanian 10%; Speak German 20%; Speak Eng­
[ish 15%; Fi ru Aid 60%; Historv \local) 45%; Occult 55%: UlIen 
65%: PsychologV 40%; Spot Hidden Object 35%; Hide 75%: Move 
Quie t[y 60'11.; PiCk Pockel 65'11.: Bargain 50%; Fas t Ta'k 60%. 

Ve CH 
He is Sarena's midd[e-eged son . He is deaf. near mute. and not too 
bright. but he always minds his mother . 

STR 7 CON 8 S'Z 8 INT 4 POW5 
OEX 7 CHA 5 SAN 25 eou 3 HP 8 

SK ILLS, Axe 85%. 

Towards the end of the card reading, the ringing of the 
axe will suddenly stop, to be followed by a mu rned grunt 
and somet hing resembling a choked ~ream. Hearing this, 
Sarena will leap from the table shouting for Vech, and, 
pushing her way past the investigators, spring frOI11 the 
wagon , funning into the woods in the direction of the 
sc ream. 

When the investiga tors reach the clearing (assuming 
they followed) , they will sec Vech sllspended above the 
ground apparently struggling with some unseen foe. As 
the investigal0rs hesitate, trying to decide what to do, 
th ey will sec Vech inexorably bent backwards until his 
spine sn~ps with a sickening, crunching sound . Al1 witness· 
ing this must make!l SAN rol1 or lose l D3 points. 

If the investigators continue to watch, they will see the 
outline of a Star V!llll pire slowly appear as Ihe monster 
fills itself with Vech's blood. Seeing the monster take 
form will require another successful SAN roll or lose 
1010 points, It will take approximately three rou nds for 
the Star Vampi re to completely drain Vech of his blood, 
and when finished, or if the invest igators attack , it will 
suddenly rocket sky ward and out of sigh t. 

$arena will not be able to iden tify the creat ure, and 
will be totally heart-broken over the loss of her son. 

Castle Hauptman 
An ancient structu re of rotting stone. the surrounding 
walls are half in ruin as is one of the great towers. The reo 
maining tower overlooks the village below, and at niglH , 
light s ca n often be seen through the small windows . Gar­
goy les leer from every corner and battlement while huge 
blocks of stOlle, half·hidden by tall weeks, lie on the 
ground where they fell centuries ago. The huge iron 
knocker 011 the front ga te is cast in the shape of an in­
human Skllll , surmounted by a pair of devil's horns. Once 
within, the investigators will see that the inside court is 
comple lely tiled in stone. Before them lies the residence 
of the Ba ron, to the right, the old stable. and on the left, 
the tower, scaled by a heavy, iron door. 

Hauptman's Residence : Main Floor 

Entry Hall : This room, like the rest of the castle. is of 
naked stone. An iron chandelier, sct with candles, hangs 
by a chai n from above and provides the only illumination 
in this room. Oil lamps SCt in wrought-iron holde rs give 
off light fo r one side of the building, while the other side 
is kept in darkness. 
Parlor : This serves as a waiting llrea for Hauptman's infrc­
quent glLests. If the Baron is aware that he may soon re­
ce ive visito rs, there will bc a fire in the fireplace, adding a 
little comfort to the room . The fireplace is nan ked by 
shelves of books of a historical nature. written in Greek, 
L.1tin. and eas tern Europe;1I1 languages. While unremark· 
able in con tent, many of the volumes are quite old and 
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possibly of value 10 :I collector. The chairs provided 3re 
stmight·backed. and visitors usually find il more comfor· 
table \0 s\3ud. 
Dining Room : This room contains a long. woode n table 
surrounded by chairs of the design found in the parlor. 
ROiling tapestries depicting hunting scenes are hung about 
the walls. 

Kitchen: There arc the usual cooking utensils and food 
items here. 
Vacant Rooms: There are three cold and unused rooms. 
ROlling furniture is covered by equa lly rotting sheets. A 
successful Spot Hidden roll while eXamining the fireplace 
in one of the rooms will reveal an unusual seam running 
through the masonry Ihat forllls the back of the fireplace. 
Pulling down on the iron sconce to the left of the fire· 
place will cause the back wall of the fireplace to swing in· 
ward with the SOfl grinding of stone on stone. Looking in. 
the invest igators will see one nlsht of stairs that leads to 
the apartment above , and another night that goes down 
beneath the castle. 

Hauptman 's Residence: Second Fl oor 

Cuest Rooms: There arc four guest rooms and all similarly 
contain~ canopy beds. chests, fireplao,;cs. and shuttered 
windows overl ooking the courtyard. The only exception is 
Ihal one of Ihe rOO1l1~ has a secret fireplace entrance simi· 
lar to (he one found in one of the vacant rooms on the 
ground floor. It functions in a similar manner. This side of 
the castle, like the ground floor. is kept cold and dark. 
Storage: Th is room is lilled with boxes and crates; furni· 
ture and other items that the Baron never got around to 
unpacking when he returned to the castle in 1792. 
Hauptman 's Study: There is a huge window made o( lat· 
ticed crystal panes that overlooks the courtyard :l11d the 
wall to the great ravine on th:lt si de of the castle. This 
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window is fifteen feet long. and runs from floo r to ceiling. 
a height of over twe lve feet. At one end of the room sits a 
large. oaken desk. :lnd behind il a booko,;ase. This book· 
case contains nearly 100 volumes of the Baron's personal 
journals spanning nearly 700 years. The older volumes will 
diSintegrate if removed from the shelves, but the later 
books contain much of the personal history of the Baron 
and many cryptic references to the Brotherhood. The 
final volume is the most interesting. and speaks of a 
"young Master Edward:' and or his special destiny. These 
journals are writteo in Latin. and will take two weeks for 
an investiga tor to skim through them. They will cost the 
investigator I D6 SAN points, and increase his Cthu lhu 
Mythos by 5%. The personal history of the Baron should 
be ad·Jibbed by the keeper based on previous information . 

On top of the desk is a large book. bound in leather 
and closed with a locking hasp. The tille is in Latin and 
translates to The Bro'herllood 0/ 'he Beast. If the book is 
opened , it will be found to contain a small amount of 
text. a sketchy map. and the bulk of it filled with a com· 
plex set of family trees dating back to :lncient Egypt. The 
most recent entries are dated in the 19th century and con· 
tain hundreds of family names. There is also a sheet of vel· 
lunt , fo lded and slipped between two pages. 

If an investigator can read Latin, it will only take an 
hour or two to read this book. It will cost the investigator 
I D3 SAN points. and raise his Cthulhu Mythos score 2~'. 
By reading it. the iovestigator will gain background infor· 
mal ion regarding the Brotherhood (to be chosen at the 
keeper's disc retion rrom inrormation conlained in Appen. 
dix B). He will also find Ih:lI Ihe Illap accurately describes 
the locat ion of the secret tomb of a long·dead Egyptian 
priest named Nophru·Ka. Any investigator making a 
Knowledge roll. or any investigator wi th an Archaeology 
sk ill above 10%, will know \htlt at this very moment. a 



much-pllblicized archaeological team funded by Miskato· 
nk University and led by Dr . Ronald Galloway is search­
ing the deserts west of Cairo for the same tomb. 

Th{" sheet of vellum is also written in Latin , but will re­
quire a separate roll 10 read successfully. This is a copy of 
the spell Call/Dismiss Beast and can be learned by making 
INTxS%. (Keeper's 1I0re: No in[ormafi(J/l about the spell 
is con rained ill the scroll. The illvestigator should 110r 

know where or how if is to be used.) 

Insi de the desk ur<1wer, the investigators will find an 
iron ring, with four keys, and an inlaid. wooden box of 
oriental design and measuring IO"xI 6"x2". The three 
larger keys on the ring arc capable of opening any door in 
the castle, while the smaller one will unlock the book 
found 011 top of the desk . The wooden box is SOrl of a 
puzzk consisting of sliding panels that must be manipu· 
lated in a certain order to gain <1ccess to the contents of 
the box . Ii will require a roll of INTx 2% 10 successfuHy 
open it. Each investig<llor will be <Il1owed only one at· 
tempt. If one grows impatient and tries to force open the 
box, the fragile contents are ruined. Inside is a sheet of 
crumbling parchment. The writing is medieval Arabic. It is 
a page from the al-A:i! containing the prophecy of 
Nophru-Ka (sec Play Aid 4). 

If the investig<110rs should think to poke around in the 
fireplaces of this room, they will find the ashes to contain 
scorched fmgments of envelopes and letters , indicating 
that somebody has been sy~tematically destroying some 
kind of cvidence (this is truc. Hauptman is prep<lring 
to leave) . 

PLAY AID 4: Chapter III 

Prophecy from the Kitab al-Azif. 

. and it was dreamed again of the pric~t 
Nophru.Ka and of the words he spoke at his death, 
how the son would rise to claim the ti tle, and the 
son would rule the world in his father's name, and 
the son would revenge the father's murder, and th e 
son would call the Beast that is worshipped. and the 
sands would drink the blood of the children of the 
Pharaoh, and this Nophru-Ka spoke," 

from the Kilab aJ-Azif 

Hauptman's Bedroom: Th is room is dominated by a huge 
canopied bed. Decorations include tapestries and crossed 
rapiers on the walls . On a small table ncar the bed rests a 
large book, <1nd the bed itself contains some unsettling 
lumps , vaguely suggesting a human form beneath the C{lV' 

ers. If someone dares to tUTil back the covers. they will 
find the mu tilated body of a woman, several weeks dead. 
Anyone seeing this must make a SAN roll or lose 106 
points. The limbs arc crushed and broken. The large book 
nearby contains old woodcuts depicting almost every sort 
of torture imaginable, while the instruments that Hau pt· 
man used are under Ihe bed. 
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Basement and Catacombs 

Hauptman Family Crypt: Fi fteen coffins lie on slabs, each 
bearing the Hauptman crest and a pair of dates. The oldest 
coffins, found near the back of the room. are covered 
with mold and so badly disintegratcd as to make the dates 
impossible to read. but coffi ns dating from the 14th cen­
tury can be identified. Investigators may notice an inter­
esting gap in the progression beginning in the early 17th 
cent ury and extending to the latc 18th century. There are 
no other family members present; all coffins bear the 
name "Baron Hauptman," If the latest coffin. dated 1886· 
1927. is opened. it will be found \0 contain the body of a 
ShOfl, dark-haired. very muscular Illan. He is well-pre­
served and only a few days dead. 
Workshop : This is where Hauptman designs and grinrJs 
precision mirrors and lenses. A successful Knowledge roll 
while examining the shop will reveal that the work being 
carried on here differs radically from conventional optics. 
If the heavy workbench is pulled away from the wall. a 
small tunnel is revealed that opens at the foot of thc cliff 
on the southwest side of the castle. 
Torture Chamber: Medicval, complete with racks , irons, 
smoldering braziers, etc., the walls arc lined with small. 
barred cells unlocked by the key that hangs on a hook 
ncar the entrance. The cells arc all empty. but excrement 
of long-gone tenants can be seen. 
Lair of Nyogtha : Th is room was constructed long before 
the castle by peoples of an earlier time. and is the reason 
Hauptman chose this site_ Tbe differeno:;e in the stoncwork 
should be obvious to any investigator making an Idea or 
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Geology roll. A dark hole, ten feet in diameter, is sur· 
rounded by 3 tile cop ing containing phrases written in 
Latin. Nauseating vapors drift slowly up from the abyss. 

Any investigator making a successful Read Latin roll 
will be able to rcad the spell Call/Dismiss Nyogtha in­
scribed in the tile coping . It will require a half-hour's lime 
and a successful INT x5% roll to learn tillS spcll. 

Alchemical Laboratory : Many flasks, scales , and unmark· 
ed jars stand on tables and line the shelves. In 0 rack arc 
three large test tubes con taining a sticky. yellowish sub­
stance. A successful Pharmacy or Chemistry roll will allow 
an investigator to identify it as a sleep.inducing drug. On 
the table nearby is a piece of papcr containing a German 
version of the spell Brew Spacc Mead. To learn this spell 
will require study time and a successfullNTx4% roll. 

Chamber: Th is is scaled ofr from the hallway by stone­
work of a different type then the rest of the structure and 
is obviously a hasty , amateurish job. This wall could be 
knocked down by sledge hammers. but there is another 
emrance to this chamber. Sometime last spring, water 
seeping into the escape tunnel caused a collapse of the 
rear wall. allowing easy access to this room. 

Inside , the investigators will discover a pla toon of long· 
dead soldiers. The skeletollS of over two dozen men. dress­
ed in the rotting fragments of their uniforms, will be 
found Sitting against walls and floating in the pools of 
stagnant water left by the spring flooding . Investigators 
must make SAN roll or lose 1 D8 points. If the skeletal 
bodies and their possessions arc examined, an Idea roll 
wil! tell the investigators that the bodies are nearly ten 



years o ld , their weapons rusted and useless. A small craie, 
half·submerged, contains a dozen hand grenades, one or 
two of which may be salvageable. A successfu l Knowledge 
roll at half percentage will identify the men as sol diers of 
Ihe White Russian army . 

A body in the remains of an officer's unifonn is bear­
ing a leather bag containing several documents and a small 
black book. The papers have been destroyed by the water, 
but portions of the book arc still readable. [t is hand­
writt en in Russian. It is the diary of Raspu tin , the mad 
monk, and will cost ID3 SAN points to the investigutor, 
while increasi ng his Cthulhu Mythos Knowledge by 2%. In 
one part of the book, Rasputin seems to refer to the greal 
explosion that took place in Siberia in 1907. On the nexi 
page is the spel l Call/Dismiss Azathoth , lea rnable in 2D6 
weeks'time with a successfu l I Txl% roll. 

The platoon carne to this place in 1919, neeing Russia 
and the revolution, bearing with them important docu­
ments pertaining to the assassination of the Czar, along 
with a small book thought to be the diary of Raspu tin. 
The unit allempted 10 escape Russia usi ng the high pass 
through Montelui Marc , Here they requested food and 
quarters from the Baron, who was more than happy to 
oblige. After billeting the men in the downstairs chamber 
" where they would be safe," 1·lauptman fed them a meal 
laced with a drug that rendered the unfort una te soldiers 
unconscious. When they awoke, they discovered Ihal the 
Baron had scaled the room with masonry, leaving them 
imprisoned. By the means of a small opening left in the 
wall, the Ba ron was able to watch the men, their weapons 
useless against the thick wails, slowly go from starvation 
and ca nn ihalism to madness and death . Th e Baron laler 
sealed this opening when a bad odor began to issue 
from within . 
Tunnel : Reinforced with stone and constructed at the 
same lime as the caslle, it was built for emergency escape 
and served th e Baron well in 1628. [I exi ts at the foo l of 
the cliff. a hundred fee t below the castle. Any investigator 
exploring the foot of the cliff and making both a luck 
and Spot Hidden roU will blunder in to this well·concealed 
opening. The end of the tunnel opening into th e castl e 
basement is blocked by the heavy workbench. The work­
bench has a resistance STR of 15 from the tunnel side, 
and there is room for only investigator to push againsl 
the object. 

The Stable 

This building is probabl y as old as the castle and has been 
partially converted for human occupa tion. The front por· 
lion, nearesl the main gate, houses the two horses owned 
by the Baron, while the rest has been closed in and sports 
a smoking chimney . 

This is the dwelling place of Lazlo and his two helpers. 
It will always be occupied by one of the three men unless 
it is lime for their trip to Klausenburg, or the investigators 
manage to create some kind of diversion. If searched by 
the investigators. they will find lillie of value; a few extra 
clothes, spare ammunition for Lazlo's shotgun, and empty 
wine and liquor bottles . 

The Tower 

This tower is nearly 100 feel high, and is accessible 
through a stoUt, irOJl door loca ted at the base within the 
w::llls of the castle. The iron door is always kep t locked 

and has a resis tance STR of 40 . Inside, Ihe investigators 
will find the interior o f the tower to be hollow. A stone 
stai rw::lY, sans railing, spi raling up 10 the dark reaches 
above. Set in the floor is an unlocked, woodcn Trapdoor 
which opens to reveal a set of stairs. These stairs lead to 
the catacombs below the castle, while the st::l irease leading 
up ends at a locked trapdoor with a ST R or 10, On the 
other side of the trapdoor is Haupt man 's observatory. 
Entrance : This is th e trapdoor entrance !o the lower. 
From here, the investigators can see the various objec ts 
within the room. The room has three shuttered windows 
and several sconces on the walls, designed to hold candles. 
Observatory Area: Thi s pari of the room is dominated by 
::l l::lrge reflector tele scope. Chains dcscending frolll the 
ceiling allows Hauptman to roll bac k a portion of the 
tower roof ror a clear view of the heavens. On a nearby 
table arc a number of astronomy and astrology books, 
along with some hand-wrill en notes and charts. 

A successful Knowledge roll while checking the tele· 
scope will tell an investiga tor that the combination or mir­
rors and prisms contained within it is unknown to any sci­
ence. A successful Astronomy roll while examining thc 
cha rts will show that someone has been observing the 
movements of a star called Xoth fo r centuries. A success­
ful Cthulhu Mythos roll wiJItell the investigator tha t Xoth 
is supposed to be an earlier home of Greal Cthul hu. 
Iron Rungs : A sc i attached to the wall of the tower pro· 
vides access to the trapdoor above and the roof of the 
tower beyond that. 
Podium: On an old . wooden podium rests a la rge, open 
boo k. Th is is an original edition. Latin vcrsion of de Vcr­
miis Alystcriis by Ludwig Prinn . It is opcncd to the page 
con Taining the spell Summon Star Vampire_ the margin of 
which is marked with strange runes and symbols (this par­
ticular volume ha s been enchanted with 9 POW point s to 
aid in th e summoning). A successful Spot Hidden roll 
while eXamining the podium will reveal a small catch that 
releases a concealed panel on the front of the podium. In­
side the podium arc two bottles of crystal. fi lled with a 
thick, golden nuid, a small stone, and a rolled parclllllCnl. 
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PLAY A ID 5: Chapter III 

Baron Hauplmall 's translalioll from (11f! R'lyell Text 

. .. and the Great Hall is guarded by his servants 

and man must bear with him the sign of the Elde r 

ones. A wise man would not look abo\'e to these 

servants or they may s teal a ffi,IIl'S mind. A man 

should also not b ear with him knowledge when he 

leaves, or the Sleeper will awake to take that 

knowledge from the man, and the man. 

Writings of Ihe Beast are fo und in the second 

gallery right, these galleries unguarde d by the 

servants, but the wary traveler would d o well to 

avoid oth ers he might meet. 

Translated from the on"girwl R'lyeh Tex.t 
by Baron lIauplman, 1238 A.D. 

The bottles contain Space Meau that Hauptman keeps 
prepared in advance. They arc seuled with wax bearing a 
magical sign that will maintain the po tcncy of tIle Space 
Mead indefinitely. Once these sea ls arc broken , the en· 
chantment is lost and thc Mead will begin to deteriorate at 
a normal rale. The small stone found next to the bottles 
bears the Elder Sign. It will lake three successful Cthulhu 
Mythos rolls to recognize the Space Mead , the seals on the 
bottles. and the Eluer Sign, if investigators are not already 
familiar with these things. 

The scroll is written in Chinese and will require a like 
roll to read it. The last couple of lines are written in La ti n , 
however, and it translates to "translated from Ihe o riginal 
R1 yeh Text by Baron Hau ptman: J 238 A.D." If the in· 
vestigators somehow translate the rest of the scroll , Ihey 
will find the informa tion contained in Play Aid 5. 

BARDN HAUPTMAN 
Hauptman Is centuries Old. He has monoocd to preserve his c Kis ' 
tence through the years by transferring his mind and memories to 
ano ther body . When Ha uptman's body beqins 10 age. he seeks out 
a suitable young viclim and, when the lime ;s right, uses a pOwcr· 
ful spell to switch bodies with him. He then murders his victim Un 
his former bodyl and buries him as the deceased Saron . Later. he 
appears in his new body wi th aU necessary d()(:uments, as the new 
heir to the title. Due to his isolat£!rl location, the Baron has man· 
aged to pull thi s switCh many t imes without raising undue suspi · 
cion among (he peasants. 

Hauptman is p resen tly occupying the body 0 1 a young English 
secre tary. Lionel Newman. who was hired by the Baron last sum· 
mer . Newman was chosen becaure he W,15 an orphan withOut fami · 
Iy a nd would be less likely 10 be missed Hauptm,m will appear ,n 
his mid·twenties; tall. blond, and sligh tly lame . 

Where and when Hauptman was born in unknown. but pOr· 
tions o f his journals indica te that he accompanied the Crusades to 
the Holy Lands. From thera he traveled east into India where he 
studied magic with an aged holy man. 

II was later, in Damascus, that Hauptma n met Lang·Fu, a 
strange, batrachian Orienta l. and together the IWO men formed the 
Brotherhood of the Beast . 

After rescuing the descendants of Nophru-Ka from G'harne. 
Ha uptman returned to Europe and with the aid o f two German 
merchants. helped to fo rm the Knights o f the Teutonic Order in 
11 90. Haupt man had planned to use this o rgan iza t ion as a front 
lor the ac ti vities of the Brotherhood . but i t appears Ihat he was 
not secretive enough . He was eKpelied from tM order in 1212 by 
Hermann von &l lza for unspHcilied heresies. 

Hauptman dropped out 01 sight to r a lew years and {hen resur· 
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f~ced (In a new body I in 1240. leading a small army. While the 
Teutonic Kn ighlS were being routed by the Mongols at Liegnitz, 
Hauptman managHd to defeat a contingent of the fi erce horsemen 
10 the south. Hauptman built a cas tl e high on a mountain ca lled 
Montelui Marc, laid claim to the area, and continued to defend it 
ag<oinu the uiding Monyols . It was only later discovered thai this 
Baron claimed to be descended from the H~uptman eKpeUed from 
the Knights. The Ha uptman '"famIly'" has occu pied the cast le al· 
most continu8Uy since that lime . 

In 1542, Hauptman was inst rumental in smuggling OUlthe ori ­
ginal edi tion 01 deVermiis Mysreriis, by Ludvig Prinn. Prinn was 
imprisoned by the Roman tnqui$ition in 1542 and late, eKeculed. 

In 1586. Hauptman was visi ted brie fl y by Drs . Edward Kelly 
and John Dee. Dr . Dee translated the dread Necronomicon Irom 
Hauptman's Greek COpy. Dee had reservations and omitted pOr· 
t ions he felt were 100 blasphemous. In 1627 there is an entry in 
the iournals that indicate that th is book was stolen. 

Hauptman, while extremely intelligent and crafty. is addicted 
10 the sight of human suff ering_ This love o f cruelty nearly COst 
him his life in 1628 when the peasanu mobbed the cau1e. Haup t· 
man rec01Jni~es his weaknen and has eKercised more caution in re· 
cent yea". 

STR 15 
DEX 13 

CON 15 
CHA 16 

SIZ 14 
SAN 0 

IN T 18 
EOU 35 

POW 32 
HP 15 I ) 

SK ILLS : ReadfWrite or Speak nearly all languages 90%+; Anthro· 
pOlogy 75%; Archaeology 85%; Astronomy 95%; Botany 65%; 
Chemistry 80%; Cthulhu My lhos 99%; Firs t Aid 95%; Geology 
85%; HiSlorv 95%; Law 75%; Libra ry Use 100%; l inguist 95%; Dc· 
cult 95%; Pharmacy 90%; Trea t Disease 75%; Treat Poi5Qn 65%; 
Zoology 70%; Listen 75%; Psychology 85%; Spot Hidden 80%; 
Drive Automobile 55%; Hide 85%; Move Quietly 35% (due to bad 
leg' ; Debate 80%; Oratory 50%; Climb 30%; Jump 30%; Ride 90%; 
.38 AUlomatic 85%; Rilles 60%: Rapier l00%fParry 100%: Knives 
65%. 
SPELLS ' All included in 0.11 o f Crhulhu fu lebook; Mindblau: 
CallfOismiss Beast ; Mind Transfer . 

CONCLUSION 
It should be remembered that Hauptman is preparing to 
nee the castle to await the coming of the Day of the 
Beast. While always willing to punish those that would 
seek to fo il h im , he will not risk his life in a stand against 

Mind Transfer 
This spell was originally learned by Hauptman on a visit to 
SOUlhern India. By means o f thIS spell. the caster is able to 
trade minds wi th a chosen victim, forcing the vict im's mind 
into the body 0 1 the caster 

The spell requ,res 10 Magic Po,nts to cast. The C8$ttlr 
must then ,nllOlve himself in a Mag,c Poin! \'S. Mag'c Point 
struggle with the victim. If t he caster wons the struggle. he 
enters the body o f the victim while the vic tim IS lorced to 
occupy the empty shell 01 the caSler. If the v;ctim success· 
fully resists the caster's mind, he will relain his righllul 
body whole the mond of th \! unfortunate caster. unable to 
return to hIS body, dissipates into space. If the spell is sue · 
cessfully completed, ;t will COSt the caster 1010 SAN 
poinl$, itnd the victim 1020. 

This is it ve-ry risky spell, and the wise caster will search 
for a vict,m with vOry low Magic Poonts . 

Mind Blast 
This spe ll matches the casler's Magic Points againU the tar· 
get·s . If the target successfully resisU the caster's Mag'c 
Points. he w,1I not be affected by the spell . If the caster 
overcomes the target's Magic Poin ts. then the target loses 
104 SAN pOints and goes insane as though he had sullered 
a terrible sh()(:k". This spell costs the caster 103 SAN pO,nts 
and 10 Magic Points. The target will be affected for 20 
minus INT hours and then rp. COllllr . 



the investigators. At the slightest indication that they may 
be <lblc to harm him, he wi!! nee the area with the aid of 
his Star V<lmpire. If he has time, he will unle:lsh Nyogth:l 
on the investig<llors Jnd the unfortunate viUage. If this 
should occur. the surviving investigators, in anguish over 
the deaths of the innocent villagers may suffer a SAN loss. 
1020 will not be unfair, considering that Ihe deaths were 
:I direct result of the investigators' actions. 

Hauptman will be informed of the investig:ltor's pres· 
ence when Latin arrives al the castle and will keep <l close 
w<ltch on the group, sending his men to openly spy on 
their activities . The investigators will become aware that 
they are being w<ltched . 

If the Baron grows bored waiting for the investigators 
10 make a move, he will send L.tzlo to the village to invite 
the investigators to dinner. Should they accept the invita­
tion , they will be <Isked to wai t in the parlor upon their ar­
rival. The Baron will nOI appear until after sunset, making 
the excuse that he prefers to work at night and sleep dur­
ing the day (this is to confuse the players with the 
thought Ihat he may be <l vampire). 

At dinner, the l3aron will feed them a sumptuous meal 
laced with a narcotic drug that induces a deep sleep. This 
drug has a potency of 12 and takes affect in about twenty 
minu tes. Using th e pOison rules in the Call of Cthulhu 
rulebook, those failing to resist the drug will fall into a 

deep sleep lasting 4 · 5 hours. Investigators resisti ng suc­
cessfully are still <Iffccted and all skills will he at half of 
normal for the next few hours. 

H:lUptman and his henchmen will then atlempt to sub­
due any investigators who remain aWilke , and lock them 
all away in the dungeon below. Here he will systematicJlIy 
lorture the investigators one by one, in full view of their 
companion, :lnd then toss their bodies down the hole in 
the next roOIll. Viewing the slow deaths of their friends 
will call for a SAN roll or lose 108 points. 

Sergei , Ihe Soviet spy. is a wild card character who may 
or may not enter into the scenario as the keeper wishes. 
He may ally himself with the investigJ10rS in an altempt 
to get them to unknowningly aid him, or he may try to 
throw them orf the track with false information. He may 
show up in the village after discovering the secret entrance 
to the cilstle. out of his mind and babbling about pits 
"and strange things that crawl and slide." His most impor­
tant function, however, is to wander in :lnd releilse a 
group of investigators who are hopelessly trapped in the 
dungeon. In any case, Sergei should not show up until one 
or two investigators have met with a terrible fate. 

The most importan t le:ld in this scenario is the map 
showing the location of the secret tomb of Nophru·Ka. 
This clue is essential in introducing the next chapter. 0 

29 



Egy~t 

IV. 
Sands Of Time 

TIlt! jm;(! sliga lors go tu ,-,It),II( i" Selin:''' uf 
ti,e losl lomb of \(JjJhrll~K(l. 

INVESTIGATORS INFORMATION 
The investigators, either through discoveries made in the 
previous chapler. or (if necessary) from recordings sent to 
them by Irene leMond , will have in formation leading to 
the lost tomb of Noph ru-Ka. They should also be aware 
thilt ::In archaeological team from Miska tonic University 
has been sea rching for the tomb site for the past eigillcen 
months. Th is learn is headed by the well-known Egyptolo­
gist, Dr . ROTlald Galloway, but so far has proven unsuc­
cessful in iocating the tomb, ca using the University 10 
consider discontinuing funds fo r the project. 

The investigators should be encouraged to carry the 
lomb's location to Dr. Galloway themselves. If they 
should choose 10 contact Miskalonic befo rehand, they 
will speak with a Mr. Stafford Evans, a mem ber of the 
Board of Regents. Evans is leading the fight to recall the 
expedition and will try to discourage the investigators 
from contac ting Dr. Galloway. Evans is only trying to save 
the University money. bUI the investigators may grow sus· 
picious of his motives. They should eventually decide to 
carry the in forma tion to Egypt themselves. 

KEEPER'S INFORMATION 
Dr. Galloway'S team is locat ed about 100 miles west of 
Cairo and consists of fortY diggers. thei r Arab foreman 
::and two st udents from the University. They have been 
searching an area known as the Valley of the Winds for 
the p::ast year ::and ::a half. following sca nty clues in an at· 
tempi to locate the lomb of Nophru·Ka , forbidden priest 
of the t: haotic 14th dynasty. The evidence they have is 
minimal and they are presently searching about ten miles 
100 far soulh . 

Unknown to Galloway, his trusted Arab forcma n, Abd 
Kati f, is an agent of Hauptman and uses the trust placed 
in him to lead the archaeologist away from his goal. If. by 
chancc, the tomb should be located. Kalif is under orders 
to steal or destroy certain items in the tomb. 

BEGINNING PLAY 

Dr. Galloway is located in an inaccessible spot . so the in· 
vestiga tors shoul d be encouraged to wire ahead. informing 
the archaeologist of their int entions. The (;amp re(;ejves 
mail nnd supplies Iwice a week by airplane drop. r ake·offs 
and landings in the area arc p;lTticularly dangerous due lu 
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the soft sand, llnd the pilot will only risk landing if the 
cam p ~ignnh an emergency. Anything leaving the camp 
must travel by camel. Therc is a daily water caravan that 
travels every day to an oasis eight miles away. 

If contac ted . Galloway will make arrangements for Iwo 
of his workers to meet the investigators in Cairo and lead 
them to the site. 

SCE NES : 

Cairo 
Here, the investigators will be met by two young Arabs 
wh o will introduce themselves as employees of Dr. Gallo· 
way . The investigators will be allowed to spend a couple 
days in Cairo while the guides help outfit them with cloth · 
ing and equipment fo r the trip and teach the investigators 
the basics of camel riding. Invest igators graduating from 
this training will gain a basic riding ability of 20% if they 
make an Idea roll . or 10% if they fai l. The investigat ors 
may make use of this lime to do a bit of exploring aro und 
Cairo if they wish. 

Desert Trek 
The investigators will begin their four·day journey across 
the dese rt early in the morning. After crossing the Nil e by 
bridge. they will ride through the suburb of GiLa , passing 
through the shadow of the pyram ids. and near the enigma· 
tic Sphinx. This area is do tted with numerous archaeologi· 
cal sites operated by differe nt governments and universi· 
tics. At one of the larger sites. the investigators will nOlice 
workmen erecting a tall. metal tower. If asked.lhe guides 
will know nothing of thi s. but upon returning to Cairo in 
Ihe ncar future, Ihe investigators will be able 10 ask 
around and find OU I that th e si te is operated by the Chan· 
d ler Foundation , a name th ey will recoginize as a charita· 
ble organ ization. similar to the Ford Foundation. The in · 
vest igators will havc to ask at the site itself to find out 
th:1I the slender tower is intended to be a mooring point 
for dirigibles. 

Once out into the desert itsclf, the investigators will 
have to resign themselves to a hot. boring trip . punctuated 
only by occasional mishaps involving the ornery camels. 
Every day. each investigator will experie nce some difficul· 
ty with his moun!. If the invcstigator fails hi$ Camel 
Riding foil. he will be thrown to the ground and forced to 
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retrieve his camel. A failed Luck roll when thrown will 
mean Ih31 the investigator lakes I D3 points of damage. 

The Desert Bandi ts 

Towards Ihc end of the third day of the trip, Ihe party 
will spot a group of riders coming towards them over the 
dunes. The guides will instantly (perhaps, a little 100 in­
stantly) identify this group as desert handits, followers of 
Kcmal, a bandit leader who roams this area preying upon 
caravans. They will immediately dismount and beg the 
party 10 surrender, claiming that if they do, Kernal will 
only rob them. If Ihey show resistance, the guides claim. 
they will all be sl<l ill. 

Any investigator making an Idea roll will remembe r 
hearing of the in famous KClllal while in Cairo. Quite a 
rogue, Kemal has a reputation for robbing only Arab trav­
elers. OIpparently fearing that to interfere with Europe~m 
would bring too much grief down upon him from the gov­
ernment. Attacking the party of invest iga tors goes against 
anything the invest iga tors may have heard about Kernal. 
In truth, the gUides are under orders from KOItif to surren­
der to Kemal. who has been bribed by K~tiL They have 
been told that they will be allowed to live if they obey 
orders. 

Kemal is accompanic;d by ten of his best men, and they 
arc all crack riOe shots either on foot, or from camel bOlck. 

ST 
AFRICA. 

.--------'<$> 

If any of the investigators should be foolish enough to at· 
tempt 10 nee o r draw a gun, the keeper should feel free 10 
shoot off his hat or kill the camel. Alternatively , you can 
let them find out the hard way. Investigators will find that 
shooting frolll the back of a camel reduces ch:ances to hit 
to the investigator's Ride chance (or his normal chance to 
hit. whichever is less). 

Kemal will cap ture the investigators and remove all val· 
uables from them. Kem:a] will keep any weapons or items 
of value that he may find , while he is 10 turn over any 
books or papers fo und on the investigators 10 KatiL !-Ie is 
then 10 bind ,!flU blindfold the party OInd murder the two 
gUides before marching the investigators out. Kemal will 
follow all orders to the letter except those regarding the 
young Arab gu ides; they will be freed to escape back to 
The camp of Dr. Galloway_ 

Once tied up, the investigators will be marched across 
the hot sand for an hour or two before they will be forced 
10 damber over some broken rocks and crawl. single. file, 
Ihrough a low opening. Through this opening the air be­
comes noticeably cooler and the echoes of the bandi t 's 
voices should tell the investigOllors that they are inside 
something_ 

After a shorl walk, the bandits will pull the group to a 
tlOllt and remove the blindfolds. They will find themselves 
standing in n dark cavern, ~ yawning, circular chasm at 
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their feet. One by one, the investigators will be dragged 
forward, and while one bandit cuts the rope tying their 
hands, two others will push the screaming investigators 
headlong into the pit. As each investigator falls into the 
darkness, he mUSI make a SAN roll or lose I D4 points. 
KEMAL 
This desert oondit leads a group of about twen t". men who ra id the 
C-ar.lvans that pass through the area. Kemal does nOI interfere wi th 
foreigne rs. feallng the wrath of Ihe Eg".p t ian government. Kemal 's 
reputation is o ne of a rogue who rarel". ki ll s his vict ims. preferr in-g 
to release them in the hope that they will PilSS his way again . 

Kemal fears Katif. and '5 not happy that he has been forced in· 
10 associa tion with him, but for the meantime, cooperates . Katil. 
unable to keep from boasting. has spaken . on occasion. with 
Kemal o f his associa t ion wi th the Baron and Others. II soml!"One 
can approach Kemal and make a successful Orator". (in Arabic) 
roll, they will be able to convince the bandit to ",rn against Ka til . 

STR 16 
DEX 16 

CON 15 
CHA 17 

SIZ 12 
SAN 75 

INT 15 
EDU 11 

POW 15 
HP 14 

SK I LLS : Speak English 25%; Occult 25%; Listen BO%; Psvcholog". 
65%; SPOt Hidden 75%; TraCk 75%; Hide 80%; Move Quieti". 80%; 
Pick Poc ket 45%; Orator". 80%; Climb 80%; Dodge 75%; Jump 
80%; Camel Riding 95%; .45 Revolver 50%; Rifle BQ%; Knife 80%. 

DESERT BANDITS 
This gang of thieve-s is fana t iean". lo".al to Kemal and are willing 10 

la". down their lives for him . A$SulTle they all have the 53me $tatS . 
STR 11 
OEX 9 

CON 10 
CHA 8 

SIZ 11 
SAN 15 

INT IS 
EOU 1 

SKIL LS : Rille 85%: Knife 65%; Camel Riding 90%. 

The Well of Nophru-Ka 

POW 10 
HP 10 

The invest igalOrs will fa ll approximately thirty fee t into a 
pile of soft sand. Anyone fail ing a Jump roll will suffer 
I D6 points of damage. 

The group will be able \0 sec, by the dim light trickling 
in from above. a roughly circular cavern, aboul forty feel 
in diameter aud shaped like an inverted funnel. A stone 

stairway once circled the walls, allowi ng people to climb 
in and out , but this has long since collapsed, leaving large 
slOne blocks strewn about the chamber. The walls lean in­
ward , past vertica l, as the chamber narrows upwards , 
making climbing withoul equipment impossible. The in · 
vestigators will soon reali;.:e thai the only way out is by 
mea ns of the da rk passageway that slopes downward as it 
exits the chamber. This passageway runs for about two 
miles through total darkness unti l il even lUally opens 
upon the diml y lit Well of Nophru.Ka, ancient worship­
ing place of the evil priest and his insane followers. When 
the investigators see the light ahead in the tunnel, II suc­
cessful Listen roll wiJ[ reveal Ihe sound of strange, mono­
tonous piping. 

If the invest igators continue forward, the IUnnel will 
open in to a large , circular chamber li t by torches th rust in­
to small holes in the walls. To the invest iga tors' immediate 
right lies another, si milar tunnel that will evenlUally lea d 
Ollt of the Wel l. Across the chamber, nearly one hundred 
feel away, a Illan dressed in the style of ancient Egypt 
kneels in supplication before another. The standing figure 
is ta ll and of skin so dark as to be aimosl black , but the 
l1ickering torchligh t hides his fealUres as well as the fea· 
tures of the two men that stand behind him, arms fo lded 
across thei r chests. The mon otonous piping seems to corne 
from a balcony, carved of stone and situal ed directl y 
above the mysteriOUS group. 

The two figures converge in Ihe form of a chant, voiced 
in an odd tongue (a successful Linguistic roll will indicate 
that th is may be the forgotten language of ancient Egypt, 
but will not allow any invest iga tor to understand it) . Wit· 
nessing this scene for more than a minute will cause an· 
cient ge netic memories. locked within the cells of the in ­
vestigators to awaken, cau sing a loss of 106 SAN points 
and an identical increase in the investigator's Cthulhu 
Mythos score. These effects arc unavoidable and allow no 
SAN roll . 

At the climax of th is scene, the two figures in shadow, 
though nOI the tall dark figure. will step into the light. In­
vestigators will be required to make a SAN roll or lose 
I D6 points at the sight of men with the head of croco· 
diles . At th is pOinl the torches will suddenly ex tinguish 
themselves as the vision mel IS away and the chamber is 
plunged in to darkness_ 

If Ihe investigators attempt to disrupt this scene, the 
torches will go out and the vision ends immediately. 

After a few seconds , the invest igators' eyes will adjust 
to the darkness and they will be llble to see quit e well, aid­
ed by a phosphorescent blue glow emanating fr om tr<lces 
of cryslal fou nd in the walls of the cavern. This glow is 
somehow activa ted by the light from the '·immateria l" 
torches, and will last about th irty minutes before grad ual­
ly fad ing away. 

The investigators cannot discover any trace of the ce re­
mony just witnessed, but with a successful Climb roll , an 
investigator ca n scale the rough Slone wall up to the bal­
cony . Here is a small chamber containing a black stone 
statue of a faceless Sphinx some six feet lon g. The statue 
is carved with Egyptian hieroglyphs. 

A successful Cthuhlu MYlhos roll willlell the invest iga· 
tors tha t Ih is is one of the many forms of Nyarlalhotep 
and a Read Egyptian will reveal thaI the heiroglyphs con­
tain the spell Call/Dismiss Beas t, learnable with an Idea 
Toll if the investigator can Ren d Egyptia n. The whole 



scene witnessed is due to a psychic residue left by the 
many worshipers who came here in honor of their dark 
gods. 

It was Abd KatiL alerted by Hau ptman , who decided 
to dispose of the investigators in this manner, believing 
that they would be driven mad and eventually starve. un­
able 10 leave the Well. What Katif did not realize is that af­
ter so many centuries, mOSI Europeans would share 3t 
least a fe w genes with the long·dead priest and because of 
thiS, experience a cellular awakening similar to, but not 
nearly so intense as that suffered by Edward Chandler . 
Katif did not plan on a recen t sandstorm that has uncovcr­
ed the long·buried exit from the Wel l. If the investigators 
travel about three hundred yards along the other tunnel. 
they will find a narrow, sand-choked open ing on the side 
of the dune. After exiting the Well. a sudden storm will 
blow up. covering the opening in the dune and ensuring 
that the investigators arc qui Ie lost. 

Fortunately for the investigators. the exit is but a fcw 
miles from Galloway's camp and they may be able to find 
it with a tittle luck. The first day will always be spent in 
fruitless search. Bcginning on the second day, and every 
day after that , the luckiest investigator in the group 
should attempt a POWx l% roll. If successful , they will 
discover the camp. If unsuccessful, each investigator must 
succeed in rolling CONx 5% or take 106 damage. A single 
point of damage is taken anyW'dy. 

Keeper's note: If an investigator cali show reason to 
possess some type of desert survival skills, the keeper may 
wish to adjust the situatioll slightly. /f things begin to 
look too grim for the group. the keeper can have them res· 
cued by nile of the search parties tllat Galloway has a/­
most certainly sent out. Lost hit poims will be regained at 
a rate of I pOint per day of full rest. 

Galloway 's Camp 
If the investigators come upon the camp on their own. 
they will be first aware of some thing when an odd wailing 
sound drifts toward them from the other si de of a large 
dune . A successful Anthropology roll williell an investiga­
tor that whal he hcars is a Moslem prayer , distorted by 
the wind. Without this information, investigators will have 
to gather their courage and peek over the dune. 

Looking down into a narrow valley. the group will see 
a crowd of 30-40 Arabs kneeling in prayer to the east. A 
short distance away. ncar a small cluster of lents. a group 
of three mcn in khaki are convcrsing with a tall, bearded 
Arab . This is Dr. Galloway and his students, in discussion 
with Kati L The immediate area is studded with a half­
dozen small exploratory digs. but the men have found 
nothing. Near the mcn is a half·track vehicle with "Miska· 
tonic University" printed on the side. On the other side of 
the valley are the tents, safely upwind from the tethered 
camels. 

Everyone will be surprised to the investigators, as the 
guides had told them that the entire group had been kid­
naped by Kema!. Katif will be the most surprised. and a 
successful Psychology roll will note th is reaction. The 
group will be shown to the tents prepared for them ; food 
and first aid will be offered. 

If the investigators show Dr. Galloway the map or in· 
formation they possess, he will be interested, but disagree 
with them as to the possible location of the lomb. He has 
his own evidence, gathered over the years and feels that he 

is presen tly searching the righ t area. He is backed up in 
this opinion by Abd KaliL a man that Galloway has work­
ed with before and one who has shown to have a deep 
knowledge of the Egyptians . The investigators' evidence 
indicates a location ten miles to the north. One investiga· 
tor in the group will have to Debate with Dr. Galloway. If 
this investigator wins the Debate. he will have convinced 
Galloway and the doctor will begin laying plans to move 
the entire operation north. Even if the Doctor wins the 
Debate, he will dlaritably admit that the investigators 
may be on to something, and suggest Ihat Ihey take one 
of the students and a half·do"l.en diggers to the area they 
wish to search. 

OR . RONALD GALLOWAY 
Or. Galloway is a WQ.ld ... enowed Egyptologist . He is in his mid· 
fift ies and strong and well·tanned from his years in the fIeld . He is 
a logicaf sort of person and not likely to be swaved by use of Ora· 
tory. Neither will he entertain talk of monsters or secret societies; 
at least not untit alter his experiences in the tomb of Nophru· Ka. 

If Or. Galloway survives this scenario, he may be abl\! to pro· 
vide valuable assistance in the luture. He has an impeccable ',-,puta· 
tion for level-headed honesty and has dewloped many contacts 
with go...ernment officials and universities all o..e< the world . Any · 
thing the Investigators fT\3V try to present will be more readity ac · 
cepted by these people if use can be made of Or . Gallowav's influ· 
ence . AI the conclusion of this scenario, GalloW3V will probably 
return to the Miskatonic to study his finds . 

STR 12 CON 15 SIZ I I INT 16 POW 15 
OEX12 CHA I 5 SAN 75 EOU26 HP13 

SKILLS : ReadfWrite EgVPtian 90%; Read/Write Ar8bic 35%; 
Read/Write Latin 55%; Speak Arabic 65%; AnthropologV 35%; Ar· 
chaeologv 95%; First Aid 75%; Gcology 20%; History 55%; Li · 
brary Use 80%; Make Maps 40%: SPC1 Hidden 55%: Oeba1e 80%; 
.38 Revolver (8lways earned In hoisted 45%; Rifles 30%. 

Camp Features: 
Half·track : This is a gas·powered vehicle capable of trav· 
ersing most terrain and can cover ground at twice the 
speed of a camel. Unfortunately , it broke down some time 
ago and has nOI ye t been made serviceable. A couple of 
hours' time and three successful Mechanical Repair rolls 
will ge t il run ning. It can scat eight people and there are 
adequate gasoline supplies and spare parts in the tent 
nearby. 
Supply Tent : [n addition to gas and parts for Ihe half­
track, it contains food. digging supplies. and a case of dy­
namite with 24 sticks along with blasting caps. 

Or. Galloway 's Tent : Contains , besides his books and 
papers, two .30-06 rines under his cot , along with ammu­
nition. Galloway brought these with him in case of trou­
ble. So far, they have proven unnecessary. 
Abd Katif's Tent : On the other side of the valley , located 
ncar the tents of Ihe differs, stands the larger tenl of Abd 
Katif. If the investigators should get the opportunity 10 
search the tent, they will discover any books or papers 
stolen by Kemal the bandit. They will also discover :t !et­
ter , written in Arabic, and bearing the postmark of Kl:lU­
senburg, Romania. If translated . the investigators will re· 
ceive the information contained in Play Aid 6. With this 
letter are also two scrolls, both written ill Arabic . One of 
them contains the spell Call/Dismiss Beast , while the other 
describes some type of warding sign- a magical pass made 
with the hand. No expbnalion ;s given with either of the 
items, and both can be learned with a successful Idea roll. 

The Camp contains other supply tcnts. the students' tent. 
etc., all of little interest. 
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PLAY A ID 6: Chapter IV 

Letter {rom Hauptman to Kalif 

Katif, 

A matter o f urgency. Several foreigners recen tly appeared in Drovosna, possibly bearing 
information regarding our plans. They suspect my involvement. I have reason to believe that 
they have come across information that will lead them to the site of the tomb. They should 
be deal t with severely if they try to intervene. I will leave the handling o f the matter up to 
you, but at all costs yo u must steal or destroy the scrolls found in tlH: tomb should they 
be discovered. 

Hail Yog-Sothoth 
Hauptman 

GALLOWAY'S ASSISTANTS 
Both thll'Se young men Ore students at Miskatonic eager for the op­
portunllY to work with Or. Galloway , 
Lawrence Daniel, 
He is an undergraduate in his fourth year al the University. 
STR 10 CON 9 SIll0 INT 15 POW 12 
DEX 14 CHA 10 SAN 60 EDU 15 HP 10 

SKILLS; Read /Wri te Egyptian 25%; Anthropology 25%; Archaeol­
ogy 45%; Library U5e 55'11>_ 

Richard Mc:F.ufand 
He i$ a graduate Uudenl and a personal favorite of the doctor's . He 
is a large, burly Characler a nd tough in a fight. He keeps a .45 II'! 
his lent, but docs nOt wear il around camp . 

STR 16 CON 15 SIZ 16 INT 15 POW 13 
OEX 11 CHA 10 SAN6S EOU 17 HP16 

SKILLS; Read/Write Egyptial'! 40%; Read/Write Arabic 20%; 
Speak Arabic 55%; Anthropology 30%; Archaeology 60%; Firs! 
Aid 75%; Occult 20%; Pilot Airplane 40%; .45 Revolver 65%; Ri­
fill'S 60%; Fist 75%; Kick 50%. 

ARAB DIGGERS 
This crew 01 men was hired by Katif lind while none are truly 
aware 01 Katil's intentions, they know that he is a man to be lear· 
ed and lew will be willing to speak 01 him to the investigators, II 
an investigator should make a successful Oratory roll in Arabic, 
the in~tigators will be tOld that Katil hilS been seen having late· 
night meetings with a strange man !Kemal l . AnOther Oratory. with 
a difle.-ent digger. may reveal the suspected hideout 01 Kemat, 
about five miles west 01 the oasis used by the camp. 

Nophru-Ka's Tomb Site 
This site is located about ten miles north of the present 
camp . The ground is fairly uneven, and the journey will 
take four hours by camel , or two hours by half-track. 

Once camped in the area. the group will have to search 
the area for evidence of the locat ion of the tomb. Each 
person spending OTIC full day in search will succeed if he 
makes both a Spot Hidden and an Archaeology roll (the 
diggers arc each 25% in both). Once the lomb is located, 
the student wil! immed iately leave to notify Dr. Galloway, 
taking two of the diggers with him, Upon hearing of the 
fi nd , Galloway wi ll leave for the new sight with some dig­
gers and Ka tif, wh ile leaving the students to oversee the 
breaking of camp and the move north. 

Attack of the Bat-Horrors 

Every night that the small party camps at the si te of the 

34 

tomb. they will be attacked by I D6 Byakhec tha t have 
been contacted by Katif. They will attack in a cautious. 
hit-and-run fashion, at tempti ng to slay those caught alone 
or ripping through the tents at night to maul sleepi ng vic­
tims; after which Ihey melt into the darkness. These at­
tacks will cease upon th e arrival of Galloway and KatiL 
The investigators may have some difficulty keeping the 
diggers with them in the face of lhese assau lts. 

BYAKHEE 
Assume aU have same SHIIS. 

STR 16 CON 7 S IZ 17 
OEX 11 Move 5/9 

Damage 
106+106 

tNT 12 

Weapon 
Claw 
Bite 

Attack 
35% 
35% 1 D6~ 1 06 plus blood drain 

ARMOR ; 2-point fur. 

POWS 
HP 16 

SAN LOSS ; Upon seeing a 8yakhee if the SAN roll is miSsed Ihe 
victim loses 106 points. If the roll is successful. victim still loses 
1 point . 

Nophru-Ka's Tomb 

Once Galloway has joined the group, digging will com­
mence in earnest. Within 24 hOll rs. steps leading down will 
have been cleared and large stone doors will stand ready 
to be pulled open. The soil blocking the entrance is wei rd­
ly loose. (Actually, Hauptman and his com rades laid a dy­
namite cha rge above the tomb after they left, and the 
landslide caused by the explosion now blocks the en· 
trance . A Geology roll will indicate something odd to the 
investigators,) There will be disappoi ntment expressed by 
members of the team when they discover that the clay 
seal on the door has been broken; a sure sign of tomb­
robbers. 

Once the door is opened, and the stagnant air allowed 
to denr a little, the group will step onto a small landing 
above anothe r short flight of stone steps leading down, 
These stairs arc heavily carpeted with dust and there is evi­
dence of recent footprints on the treads, A successful 
Trac king roll will see that , while there arc four sets of 
prints leading down, there are only three comi ng back 
oul. The investiga tor will be able to tell that whoever en· 
tered the tomb wore modern boots. 

At the bottom of the stairs a short hallway runs ap· 



proximafely forty feet before ending in a set of stone 
doors. About halfway down this hall are a pair of deep al­
coves, each containing a plain, stone sarcophagus standing 
upright. These seem to be undisturbed, as they are cover­
ed with a thick layer of dust and sealed with a green, wax­
like substance. The seal on the doors has been broken, 
however, and the group will find that they swing inward 
easily. 

Opening the doors, the investigators will discover the 
final resting place of Nophru.Ka, placed here by his fol­
lowers with what little treasure they could rescue. While 
many footprints can be seen in the dust, little seems dis­
turbed al first glance. Crumpled on the floor, near the sar­
cophagus of Nophru-Ka. lies the body of a man dressed in 
modern Arab clothing. 

If the body is examined it will be found that the back 
of his head was apparently bl own off by a gunshot; dried 
tissue still adheres to the wall nearby. Coins found in the 
man's pocket bear dates as recent as 1895 . The body 
is partially mummifjed by the dry conditions within 
the lomb. 

The walls arc l:overed in hastily ch iseled hierogJyphs. A 
successful Read Egyptian will allow someone to discover 
that [h ese writings contain the story of Nophru-Ka (Ap· 
pendix A). It will require two weeks [0 successfully [rans· 
late all that is written on [h e walls. 

A quick examination of the tomb's contents by mem­
bers of the archaeological team will reveal thai little was 
disturbed by the tomb·robbers. The only missing item is 
the canopied jar cont aining the liver of the priest. and pos­
sibly some SClOI 15 from a table. 

These scrolls contain missing portions of the Book of 
Eibon - in p<lrticular the spell, Dismiss Dhole. The scroll 
containing this spell is the objeci of Katif's mission; it is 
to be kept OUI of the hands of Ih e investigators. The miss· 
ing canopic jar was taken by Lang-Fu to aid him in sum· 
miming the spirit of l\;ophru-K;J. 

The Hybrid Mummies 

If the party opens the door [0 the inner chamber without 
first making the special Warding Sign ncar the guardian 
mummies. the undead sentries will be alerted to the pres· 
ence of intruders and b(!gin to awaken from [he millenial 
sleep. Th e first indication of Ihis will be the echoing crash 
of the stOlle coffin lids shattering against the noor of the 
lomb. The mummies will then step OUI ofthcir sarcopha· 
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guses and sh;Jmble towards the group througJl the swirling 
dust. The investigators will be able to sec the withered hu­
man bodics topped by ung3inly heads of crocodiles , affix­
ed with crude stitches al the nec k. 

CROCODIL E MUMMIES 
[n Ihe viSIon in the Well, Ihen beIngs appear as supremely muscled 
humans. Iheir necks gradually blending into crocodile heads lined 
W;lh razor-sharp teeth . 

In mummy form theV will be found inJerred with the body of 
Nophru·Ka; placed there to protect the remains of Ihe slain priest . 
These mummies are nOt wrapped, but merely preserved, their IIcsh 
dried to a tough, leathery texture and smelli ng binerlv of strange 
spices and death. The mummies arc aClually decapilaled humans 
w'th Ihe heads of crocodiles sewn crudely onlO Ihe neck . 

These crealures are magIcally animated !luardians and have 
idenrical $Iats. 

STR 21 CON 16 SlZ 15 INT 8 POw t5 
OEX 7 Move 6 HP 16 

We.wOlt Attack. 
_.go 

Hand 80% '06~106 
Bite 60% 206+106 

Thesfl creatures may attack once per round. using either hand 
or bite. 

ARMOR: 2-polnt skin . ButtelS are useless . 

SK ILLS' Move Quiet ly 50%. 
SANITY LOSS: Anyone viewing thew monsters wil l have to roll 
their SAN or losl! 103 points. A successful SAN rott will 51;11 COSt 
Ihe viewer 1 point 

After the necessary SAN rolls are made and the grou p be­
gins to cngage the monsters, Katif will usc the confusion 
to try to steal the scroll and hide it in his robes. He will 
need a Pick Pockct roll to accomplish [his without being 
seen. Katif will then attempt to flee the tomb, using the 

The Warding Sigo 

This is a special hand gcslUre ,hal is 10 be petlormed within 
the tomb before opening the dOOts 10 Ihe inner chamber. If 
rhe signal is made properly. Ihe guardians will nOI be 
awakened from Iheir slumber. II the guardians are alet"led 
10 intruders, they will emerge from their coffins and slay 
them. At this time the Sign can stIli be used 10 PBss Ihe 
guardians, bUI they will nOI .elUrn 10 their sarcophaguses 
until the doors 10 Ihe inner chamber are shut and ,he prop· 
er sign given to them . AI thIS time they will return Ihem· 
selves 10 their coffins and aWilit Ihe neXI visitors 10 the 
lomb. Allcmpling 10 cast the Warding Sign costs t Magic 
Point whether successful or not. 
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Warding Sign to get by the mummies unharmed. Any in· 
vestigator witnessing this complex gesture will have a 
chance equal 10 his INTxl % to successfully duplicate the 
Sign if he should attempt to fo llow K:llif out. 

Once outside the tomb, Katif will be mel by two 
hcnchmcn with camels waiting to carry them 10 Kcmal's 
hiding place. If capturCQ by the investigators, Katif will 
attempt to destroy the scroll before letting it fall into 
their hands. 

ABO KATt F 
Kill ' ! Is toll and sl.mder; h,s black, almost btue. beard lends his h.lce 
<I mel'lacing look. He has been an agent of Baron Hauptman lor 
several years , but this is the mon important task entruSied to him 
yet. Hauptman would have preferred using another for an opera· 
tion ItS (lelocate as this, but Kati! was the only man available . The 
Baron's fears are proven by the way thaI Katif bungles the murder 
of the party . Still, he is It dedicated member of the Brotherhood 
and if he survives this scenario will turn up w, th Hauptman in 
chapter V III. 

Kutil claims to be a Copt and does nottak!! J.>art in the Moslem 
ceremonies attended by the re$! of Ihe diggors. He has been Gallo· 
way's foreman on this dig since ilS inception and has worked with 
the doctor before. Gallowav considers Katil an odd fellow, but has 
come to respect K<lti'·s knowll!dge of the past and his sometimes 
uncanny abil itY to loc,lte obscure, archaeological siles. Galloway 
!rusts Katil completely and will nOI IUrn aga,nst him unless shown 
undeniable evidence. The diggers fear Kalil. They do not know 
what he is up to. 

tf Katif is found out. hI! wi ll flee to Kemal's lair with his two 
henchmen and wait for the party to d iS(:over the tomb. then at · 
tempt to carry out his mission . 

STR 14 
OEX t5 
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CON 14 
CHA9 

SIZ 13 
SAN 0 

INT 10 
EOU 7 

POW 12 
HP 14 

SKILLS Speak English 40%; Archaeology 20%; Clhulhu MVlhos 
40%; O«ul t 50%; Track 20%; Hide 80%; Move Quil!tlv 80%; Pick 
Pockel 75%; OralOry 65%; Climb 60%; Dodge 75%; Camel Riding 
85%; Large Knife 75%; .32 Pistol (hi(kll!n ,n robes l 35%. 

SPELLS: Dread Cune of Alathoth ; Summon Bvakhee. CallfOis· 
min BeD$!; Warding Sign (for use against mummies). 

KAT IF·S HENCHME N 
These two Arab dig.gers work directly for K<ltjf, al though Ihis fact 
is unknown 10 anyone in Ihe camp. Thov are ruthless k ; lIer~ who 
will obey Kalil right up until they leel their lives are threatened. 
At this point Ihl!y will desert their maSTer and run . They are not 
aware of Kalif·s involvement With the Other Gods. 

SeHm 
STA 14 
DEX t7 

CON 12 
CHA8 

StZ 10 
SAN 40 

INT 7 
EOU 6 

SKILLS: large Knile 75%; Camel Aiding 80%. 

Abdu l 
STA 13 
DEX t4 

CON 15 
CHA to 

SIZ t5 
SAN 30 

tNT9 
EDU 5 

SKI LLS : Large Knife 90%; Camel Aiding 85%. 

CONCLUSION 

POW8 
HP It 

POW6 
HP15 

This chapler provides many clues to the activities of the 
Brotherhood. but leaves the investigators at an apparent 
dead·end. If the Well is returned to, its psychic "show'· 
will actiYate only at the keeper's option . 

At this point there is room for an intermission that will 
give the investigators an opportunity to explore other 
adventures, or the group cou ld move directly into the 
next chapter. 



Peru 

V. 
Mountains of the Moon 

Allo/ltcr drf'(lTl/ by /'(111.1 Lf'JlorI{J S(,lId.~ till' hwcsl.iga/ors to /,hr mUl/flll/illS 

of P{'ru to irw/>st igal.f' tlu' (('(,I'll/ IIIHlStwf ('(Irt/H/llul,es IJII'n', 

INVESTIGATORS INFORMATION 
The investigators will receive another recording of Paul's 
dreams from Irene LeMond. Like the others. it is most ly 
incoherent. but be tween the moans and shouts of the tor· 
lUred sleeper. investiga tors will hear Paul mumbling about 
earthquakes :lnd Peru. Somehow these quakes foreshadow 
the coming of the Beast. 

KEEPER'S INFORMATION 
The earthquakes in Peru were caused by a group of Mi-Go. 
The earthquakes were caused in an alternpt to lift certain 
strata above the surface where the Mi-Go could rccover 
and process a material known as Blue John. This is an in­
gredient use d in making the incense required to cast the 
spell Summon/Bind Dhole. Aft er processing. the line 
powder is shipped out of the country by the New World 
Inc. experimen tal mining station located in the area. 

NWI established the mining operaliol) a couple of yea rs 
ago and it was publicly touted as an attempt to economi­
cally mine the trace amountS of gold. silver, platinum, and 
other precious metals that arc contained in the soil of this 
moutainous country. The true purpose of the mine-and 
this is known to only a very few-is to provide a COver for 
the extrac tion and shipping of the Blue John. The only 
person working at the mine site that is aware of th is J on,,­
than Harris. Chief Engineer. 

NWI has also taken advantage of their silUa tion 10 sup­
ply local guerillas with rifles as part of the BrOlherhood's 
plan to foster poli tical chaos in the world. These guns arc 
delivered to the rebel leader. an ex-bandit named Goyo. 
by Melvin Peale. head of security at the NWI mine. Peale 
is unawa re of the mine's connection with the Mi-Go. 

Peale has supplied a large number of weapons and am­
munition to the rebels over the past six months. The mine 
has been able to justify the large munit ions shipments by 
suggesting they arc being used to help control a large band 
of militanl. primitive Indians who have harassed the 
mining operation since its beginuing. Lately. Ihese Indians 
have managed to sica I several rines and a small amount of 
ammunition from the guerillas. The Peruvian governmen t. 
glad for the participation of NWI in the country's econo­
my, have given the mine security fo rce permission to deal 
with Ihe Indian problem as they see fit. The Indians have 
been sniping at Ihe mine camp and Peale has led several 

forays into the mount ains in an attempt to rout th e In· 
dians from the area. He has also enlisted Goyo's aid in 
controll ing theln . 

Word has come from Edward Chandler at NW I to J ona­
than Harris that they have received almost all of the Blue 
John thaI will be required , and that Harris is 10 begin dis­
mantling the operation soon . When Ihis is complete. NWI 
will publicly ,mnounce a phasing out of its mining opera­
tion in Peru claiming that it has shown to be unprolltable 
(true, but they knew Ihis from the beginning). 

HISTORY 

The Fungi operations in the Andes began thousands or 
ye:us ago, and survived until finally driven out by Indians 
over 1100 years ago. These Indians, known as the HU:lri, 
pre-date the Incas and were worshippers of Vig, whose aid 
was called upon to vanquish the Fungi. Most Hua ri were 
wiped out by unknown invaders about 800 A.D., but a 
sl11all tribe has managed 10 survive isolated high in the 
mou ntains. T he coming of the NWI mining facility to the 
area has caused these Indians to believe that a tribal 
legend is about to be fullllled. The prophecy goes some­
thing like this: "When the pale men come 10 the moun­
tain, Ihey will release evil spiri ts within. The fai th ful of 
Vig must resist these evil spirits but they will not be deliv­
ered until the coming of 'The Ghost thai Walks: These 
even ts will mark the beginning or the age of the Beast." 
This prophecy may be encountered in this chap ter in 
Illany different forms, as it has been Circulating in the area 
ever sincc the coming of NWI , but the only complete and 
accurate version is known by " The Ghosl that Walks." 

GENERAL INFORMATION 

If the investigators do a litt le searchi ng around of Ihe 
newspapers and scientific journals, they will diseover Ihat 
there has indeed been a series of intense , localized tremors 
recorded over lhe past yeM ce nt ered higll in Ihe moun­
tains tlfty miles northwest of Peru. The area has a high in­
cidence of earthquakes and even considering lhe odd pat­
tern of the shoc ks. would not have drawn as much notice 
if they had nOI occurred so dose 10 the American-oper­
ated f'I,'Wl mining fac ility. Although the epicenter of the 
quakes was very ncar the station. a spokesman for the 
mine said Ihal only minor tremors were felt and that there 
were no c:lsuallies. 
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The investigators will recognize the name of NWI and 
be reasonably familiar with the giant corporation on a 
Knowledge roll (Appendix D: Public Image). Any investi­
gator possessing Geology score above 50'% will have heard 
of the experimental mining slalion and be at least a little 
familinr with the purpose of the project; the recovery of 
precious metals by a new technique. They may also know 
that NW I, in true publi,;.conscious style, has established a 
policy of providing food and lodging to visiting dignitaries 
and scientists. At times, scientific teams have used the 
NWI site as a base while making field studies of the area. 

BEGINNING PLAY 
The country of Peru is presently run by the presidency of 
Augusto Lcguia. a former min ister of the treasury closely 
identified with business groups. Passports arc easily ob· 
tained, and passage to Lima by ship will take approxi· 
mately six days from New York. Once in Lima. the inves· 
tigawrs will have to hire a C:lr or truck to take thcm the 
fifty miles to the small vilbgc of Il uancucho. located half· 
way up the mountains at Ihe end of the road. A fifty-mile 
ride on thc b3ck of a truck hauling vegetables or livestock 
could prove uncomfortablc, and clever investigators may 
attempt to m3ke 3rrangements to tra\'eI by jeep with the 
army patrols that regularly travel the road. From Huancu· 
cho, the investigators will have 10 travel a winding moun· 
lain lrail high to tht' si te of the mine. Guides can be ob· 
tained in Huancucho. 

The national language of Peru is Spanish. but the inves· 
tigators should have liltlr trouble in a city the size of 
Lim:!: many people here speak :II least a linle English. 
Once outside of Lima. investig310rs will find that most 
people spenk only Spanish, and the fan her up into the 
mountains they travel the 1I10re people use Quechua, an 
Indian language spoken by the Incas. 

This adventure takes place at extremely high altitudes 
3nd any invest igator activity involving endurance or vigor. 
ous actions should t:lke into account the scarcity of oxy, 
gen. The native IndiallS actually h3ve a different physiol· 
ogy that allows them to take advant:lge of the rarified at· 
mosphere . A lowlander will have trouble running even a 
short distam;e and the hike lip the side of the mountain 
will be aJlthe average investigator can bear . 

SCENES: 

Huancucho and the Trading Post 

Huancucho is a small. sleepy vil lage containing about 250 
souls. The population is mostly Indian and very poor. 
Most live in glorified huts, blLt a few more substantial 
buildings exist. A few dogs can be seen on the streets. 

The largest building by far is the trading pos\. Original . 
ly established to serve the loc31 lndian fnrmcrs, it Ims been 
used as a jumping·off point for supplies coming in for the 
NWI mine. This, along with the miners who have no other 
place to spend money, has caused the business to greatly 
expand, Once inside, the investigators will see that the 
slOre carries tools. canned goods, and other items. One 
end of the building has been made over into a small bar or 
tavern . Seated at one of the tables sits a lI1ustach iocd man 
in rumpled peasant's clothing, a holstered A5 strapped to 
his leg. When the investigators sec him, he will turn slowly 
so that he is facing away from tilelll. An Indian woman 
with a bored look on her face stands behind the bar, lean· 
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ing forward on her elbows. 
Just after the invesligalOrs enter the building, a gray· 

haired mall. about 55. will emerge from a back room. He 
will be a bit surprised to see the group of st rangers. but af· 
ter acknowledging the m3n sea ted at the table. will we]· 
cOllle the group heartily: firs t in French. and then in Eng, 
lish. He will introduce himself as Victor , proprietor of the 
trading post and will be genuinely pleased 10 see someone 
from "a civilized part of the world ." 

Keeper's /lote: It is recommended /lwt as the investiga· 
tors ill(roduce rhemsdl'('S, Vicror recognize one of them 
as someOl/e he knows. Victor will be al/ old friend of rhis 
inl'('sligator s farher and will tell cO/wincing slOries of how 
he used to boullce fhis lilvcstigator 011 his brees when he 
was a ellild. The illvesrigaror was quire young ar Ihe rime, 
bur will certainly remember "UI/ele Victor" who visited 
the illvesrigQlOr's home wlienlie wQsyoung. The exact cir­
CUlI/stQl/ces behind Victors re/utiollShip wirh the [ather is 
ullkllowlI, hut the il/veslI:r:a10r will remember ' lim as a 
lI'arlll, good·nQtured mall; eV('1I Ihough Mom did /lot seem 
10 like him. 

Victor will invite the group back 10 his private room 
for a drink of the "good slUff." Here he will tell a talc of 
how he came to Ihis part of the world and how he came 
to fun the trading post. Victor knows nothing about the 
l\l\VI scheme involving the ML·GO, but does serve as the 
link between Peale and the rebels. using the trading post 
as a transfer point for the rines. He will not revea! this in· 
rormation unless faced with de:lth. If caugh t by the Peru· 
vian government, he will most ccr tainly face a firing 
squad. He can tell the investigalors a little bit aboul the 
legend of the GhOSI, but his version is very in3ccurate. He 
can recommend Sancho. a local and the brother of his 
wife, as a reliable guide 10 the mine site. 

Gunsh ots 

This conversation will be suddenly interrupted by the 
sound or gu nshots and breaking glass from the other 
room. Running to the door , the investiga tors will sec three 
Peruvi~n soldiers gest icul:lting and speaking in rapid Que· 
chua. Another soldier lies on Ihe noor in ~ pool of blood. 
The Indian woman , Victor's wife, has ducked behind the 
bar and the Lllan with il moust<lche is gonc, the broken 
window ncar the table marking his exit. The soldiers will 
quickly gather up the fallen soldier and. exiting the trad· 
ing post. speed off in Ihe direction of headquarters in 
Lima . They will report that Ihcy have just seen Goyo. 

Victor will be visibly upset by the incident. and a sue· 
eessful Psychology roll will reveal Ihat his fear seems to 
run deeper than just a mere response to what took place. 
Victor will profess to know nOlhing of lhe incident. but if 
3tl Orat ory roll is made, he will tell them that he believes 
the rll<lll the soldiers were shooting :11 to be Goyo , leader 
of th e rebel guerillas. 

Victor will offer the group accomodations for the night 
~nd can sell them. al less Ihan the uSll3l inflated price. any 
supplies they may carry. 
VICTOR MONTAtN 
01 French nallonalilV. ViCIOf has been in Soul h Ameflca for near · 
IV 18 vears, the Last tcn as the owner 01 the trading post in Huan· 
eucha. Victor wa~ arrested In France in 1909 on charges of coun· 
terfeiting and forger'll, and sentenced 10 Devil's Island . ThecLewr 
Victor Jumped Ihe prison ship and spent sewral vears in Brali! 
running a small cargo boat on the Amazo" before making h,~ wav 
10 Peru . Finding himself in Huancl,lcho, ViCIOr married and b",1t 
the trading pOst thaI has suppOrted him since. Up unlil LateLv, Vic· 
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lor has lelt secure tha t the Pcruv<an government has no interest in 
h '$ c"minal rCl:ord. 

Until he began aidi ng Melvin Peale in $urm1ving the local rebels 
with guns. Peale offered him substantIal amoun ts of cash in return 
lor his aid, but w hat pro mpted Vict Or 10 cooperate was The veiled 
threat 01 e~pOsure 10 the Peruvian governmen1. V'Clor has latelv 
grown aWlire thaI the government may suspect the tradong POSI 
as a possible rebel meetmg place and he groW$ more ne,IIOUS 
each day. 

ViCIor can fill the group In on loeal delails and color, but will 
nOI reveal his conneCtIOn wllh the rebels . He knows nothing 01 the 
aCllvi\'fI$ 01 HIt,.is and the Fungi olher ,han an maccurate \fe'sion 
of the "Ghos'" legend. which he does not believe. 

If Victor is introduced 10 Ihe invenlg.ators a5 an old family 
lriend, hB will likely feel a responsibility 10 them and do his best 
to warn them of the dangers of the area without implicating him­
sel f , II Ihe InveSligators are '" seriouS danger and Victor f ~e l , he 
can aid II'em, he may ch oose 10 risk il all in the name of tr i~nd · 

ship , ViCIOr has always chosen 10 slay away from Violence, prefer­
ring 10 bilk the rich with hiS charm and personality. In other 
words, he is basically a nice guy 

Bes,de his normal supplies , Viclor al$O trades in shrunken 
heads and Olher artifacts imported from Ihe Ama~on region to sell 
10 bored miners . Tucked away WIth Ihese ot(!ms is a "treasure 
map" Iha\ V,ctor brought 10 Huancucho years ago . Th,s map, pur · 
chased from a trader on the Amazon , tells 01 a great treasure 
found h,gh in the mountains of Peru. a great idol, carved out of 
solid gold and ornament ed with gems Convinced that he WilS soon 
10 make his fortune, Victor found Ihe ,dol, only 10 discover Ihal it 
was made of Slone and had no jeWl!ls set into it. Di~pPOinted, 
V,ctor settled in Huancu cho to live Out the remainder o f his years 

WIth his WIle . This idol is the Alter of Yig and has almost b • .'t!n for · 
gOllen by Victor, who mayor may '101 mention it to the group 
voluntar ily , 

Victor is in h is late fifties, gray and ba lding, and overWl!ight , 
He IS usually dressed In a rumpled, slight ly soiled, wh,IQ suit 
and hat . 

STR 10 
DEX B 

CON 14 
CHA13 

SI2 15 
SAN 40 

INT 15 
EDU 15 

POW 12 
HP 15 

SKILLS Aead/Wrile French 100%; Read/Write English 75%; 
Speak English 75%; Speak Ouechua 60%; Bar9<',n 90%; C.ed" 
Rating 70%; Oratory SO%. 

V ICTO R 'S WIF E 
Victor's wife is a full ·blooded Indian, born and rJ'sed in Huancu· 
cho , She does most 01 the work oround the trading post while Vic· 
to. orders her around in Ouechua . She speaks no English, but II 
the porly mnnages to communicate, she will be able to provide the 
moU accurate vcrsion of the "GhOst" legend to be found . 

STR13 CON1 4 SI28 INT9 POW10 
DEX 11 CHA 9 SAN 50 EDU 4 HP 11 

SKILLS Speak Spanish 20%; Speak French 20%: Occult (local 
only) 60%. 

PE RU VIAN ARMY 
TWice a week, a group 01 sold,ers patrOl Ihe road to Huancucho , 
Th,s group consists of Three men and a sergeant in a jeep Or small 
truck. The gOllf'rnmem i~ aware of Ihe Goyo's local aCI,vihes . and 
how lately begun to smpect Victor 's trad,ng post. They ale as yet 
unoware of NWl's involvement. If the investigators should ap· 
proach the gove rnmem Wilh locts oncriminJtin!,l NWI, Ihe army 
Will move on quick ly to investigAte , Unfortunately, many 01 the 
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soldiers patrolling th,s erea have been bribed by Peale. II the lnws· 
t'gillors app<oach one of the patrols wllh the,r ,n'ormation. there 
's an excellent chance (50%1 that this group is on the take. If so, 
they '0'1,11 imrmld,a!ely report the inV1!stlgator's ectivitie~ to Peale 
who wtlltake step~ to eliminate them. 

The Trail to t he Mine 

Steep and rocky. the trail to the mine sile is so vague 31 
limes Ihal travcrsing wilhout the aid or 3 guide is almost 
impossible. Once the investigators have used the trail, they 
will have no trouble finding it again. It is only twelve 
Illiles to the mine, but the steepness of the trail, t.he scar· 
city of oxygen. and the balky llamas the investigators will 
need if they bring supplies. will 311lcad to 3 !:lte arrival at 
.he camp. 

If the investiga tors arc smart. they will have hired Vic­
tor's brother-in·law Sancho to guide them. Sancho's fam­
ily is pure Indian , and this, along with his insati3ble curi­
osity. makes him a gold mine of inrormation. Sec charac· 
ter stats ror details of this knowl edge. 
SANCHO 
This is the vounger brother of Victor's WI le and the most modern. 
ized native '" the v,lIage. His gool is 10 !<lve up a Slake and then 
head out for lima 10 make his lortune. To this end Sancho will do 
practically anything to make money. and IS a hard bargainer . He 
probably knows more about what is going on in the village end the 
surrounding countryside than anyone. and WIll part with this in· 
formation for a price, He will want $10 10 hire llamas ~nd guide 
the party to the mine . MO$t tidbits 01 informatIon go for $5 each, 
but he C.:ln be Bargained down 

Besides occasionally workong lor Victor in the t radlOg POSt or 
helping with supplies to the mone. Sancho also acts as Goyo's Spy 
on the VIllage. reporting back immediately any information that 
would interen the rebel teader. Sancho ,s nOI politically oriented, 
but he fears Govo. Sancho ,$ aware tha t the rebel's guns are com· 
ing from NWI, but has totd no on ... Sancho knows Ihe location of 
the rebel hideout. 

If the inV£'stigators ask Sancho if he would guide them deeper 
into the mountains, he will refuse, <aymg thaI the primitive In· 
dians that live near the peaks despise lowlanders, and caplure and 
tOrture intrude". The only place that Sancho is willing 10 guide 
them is the Altar of Vlg. He does not know ilS location, but lithe 
investigators have Victor's map. he will lead them there. When 
Sancho was a boy, V,Ctor would tell the story 01 hIS treasure map 
and how he discovered a golden idol dripping wi th ieW<)ls high in 
the mountains. This nor'll stuck wilh the young boy. To this day 
he believes Ihe treasure exists. He may suggest that the inve$tig.o. 
tors purchase the map Irom V,ctor (he wants $100 lor it) and to· 
gether they dIscover the idol and split the IIeasure lound there . 
V,etOr may den'll the treasure exisls. but Sancho IS convinced that 
Vicior IS IVing to keep 'lIar himself . 

STA 12 
DEX t4 

CON 12 
CHA 15 

SIZ 9 
SAN 55 

INT 14 
EDU 8 

POWII 
HP 11 

SK ILLS : Speak Oueehua 85%; Sp<'ak Spanish 55%; Speak FrenCh 
20%: Speak Engli~h 25%; Bargain 55%; Climb 90%; Jump 80%; 
R,de 85%. 

Anytime the investigators are un this trail, the keeper may 
provide encoullters as he sees fit. These would include reb· 
cIs. mili tant Indi3ns. unfriendly wildlire. or a large pit 
viper. Sancho will st3 te that such Sl13kes arc annoyingly 
common in these regiOns. 

The Mine Camp 

Surrounded by a high, barbed-wire fence and continually 
patrolled by a pair of armed guards. thc camp is com­
prised or several wooden buildings perched on a small pia· 
te;1U on the side of the mountain. The guards arc able to 
see anyone appr03chi ng from the trail, 3nd will have the 
gate$ open to allow the party to en ter as soon as they ar· 
rive. Once inside the compound, a guard will introduce 
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himself and then escon the group to the administration 
building to Illeet t-.lr. Harris. head of the mine. As the in­
vestig3tors walk across the compound they will see, ra r· 
ther up the mountain, tiny figures operating gleaming 
mac hinery at the actual mining site. Bin oculars will show 
that these men are also guarded by uniformed rillemen . 

The administration building, like all the others in the 
compound. is 3n unpainted, wooden structure showing 
signs of modular construc tion. Other build ings include 
two large barracks for the miners along with a smaller 
building intended ror visitors, a kitchcn and mess h311, and 
scveral bui ldings used for the storage or equipment and 
supplies . A small shed con tains a generator used \0 supply 
eleclTicity 10 the camp. At night. thc compound is bright· 
ly lit by noodlights powered by this generator. The group 
will be shown illlo the administration building and will 
meet l ohnathan I·farris in his office. 

Assuming the inyestigators have a good coyer story ror 
their presence, Johnathan Harris will be friendly and will­
ing to accomodate the investig3tors. The visitor's barracks 
arc presently empty, However, Ha rris expects a group or 
executives rrom NWI to arrive sometime in the near ruture 
and at that time the invest igators will have to find other 
lodgings elsewhere. (This is untrue. Harris will use this ex­
cuse to evict the investigators if th eir presence should 
prove inconvenient. Short of camping in the mountains, 
there is no o ther place to stay.) Harris is used to visiting 
scientific groups and should have no pa rticular reason to 
suspect the investigators. He may try to ge l morc informa· 
lion on thclll. but communications are slow, 3nd gelting 
the message to the sta tes via Li ma will take several days. 

Harris will caution the group abou t traveling alone in 
the upper slopes or the mountain; the local Indians are ex· 
tremely hostile and lately have managed to obtain some rio 
fles. They will shoot a wh ile man 011 sight. There arc also 
rebels in the hills. though he docs not reel that they posc 
as great a thrca!. 

If asked about the actual NW I mini ng operation. Harris 
will orrer them a guided tour or the site. loc31ed a h3lf· 
mile up the mountain. If they accept. Harris will show 
them how the experimental equipment, developed by an· 
othcr branch or NWI, ca reful ly removes the surf3ce soil, 
ext racts the precious metals rou nd in ii, and then repl3ccs 
the soil, 311 in one operat ion. ,'brris is wcll·versed in COI11· 

pany policy 3nd publ ic relations. 

JOH NATHAN HARRtS 
Harris is a tall, 90ocHooking man In his la te thirties, tanned and 
hardened by his years as a mine engineer . Aecently hired by NWI 
to head up th is opera tion, he is highly qualified but his past offilla· 
t ion with the FungI was the maior reason for choosing him 

Harris fir51 came in contact wllh the FungI several vears ago 
whi le on vacation in Vermont . He con$Cnted to act as their agent 
and o~rated until contacted by Hauptman and hired bv NWI. 
Harris is not a true member 01 the Brotherhood and is conSIdered 
expendable. He hes nOf been told 01 the Day o f the Beast. 

Harris is always slightly suspicious of strangers. but he is so 
busy, and communica tion with the rest 01 the WQrld so dIffiCUlt. 
that he will probably not question tho arriva l o f the invIlsti[liltofS 
unless they tip their hand . 

About twice a week. WIth the aid of Peale and the guards, Hor · 
ris slips out of camp at night to \tavelto SCCtO<' A·48 ano oversees 
the operalion 01 the Fungi. " Harris should dIscover what the 
group is up to, he will n01 hesitate to elimInate them, engineerong 
it to look a$ though they were killed by Indians. He alwavs straps 
on his .45 revolver before leaving his offIce. 

STA 14 
DEXI2 

CON 16 
CHA t3 

SIZ 15 
SAN 0 

INT t6 
EOUl8 

POW 11 
HP16 



PLAY A ID 7 : Chilpler V 

Leller from Johnalhall llarris to Edward Chandler. 

Dear Sir: 

Please be adv ised that the operation in sector A- 48 is ahead of schedu le and nearing 
completion. Disman tling o f the o peration will begin soon and a reduc tion of activity a t the 
NWI site will also begin soon. Our allies from Y. appear to be happ y wi th the futu re 
arrangemen ts made for them in your plans. ( believe that all will go well. 

la Shub-N iggurath , 

J. Harris 

SKILLS : Speak SpanIsh 25%: Chemistrv 25%; Clhulhu MVlhos 
50%: Geologv 95%: .45 Revo lver 50%. 
SPELLS ' Conlilc l Fungi . 

The administration building is a treasure·t rove of inrorma· 
tion. but unfortunately. is usually occupied during the 
day and kept locked at night. The outside door has a resis· 
tance STR of 24, and should the investigators attempt 10 
break it down. the noise will alert the patroll ing guards. 
Once inside. the investigators will find that Harris's office 
and Peale's of lice arc always loc ked when they arc ou t , 
while the door to the doctor's office is always unlocked. 
These doors are of lighter construction than the eXlerior 
door and have a STR of 8. 

(iarris's office contains a desk and a locked filing cabi· 
net. An e-xamina tion of the contents of the desk will re o 
veal a set of geological survey maps made over twO years 
ago. The maps indicate that a number or dirrerent sites 
were tested he fore the present location was decided upon. 
One- of the ;Heas shown on the map, sc(;tor A·48, is mark· 
ed with a Slar. Also in the desk is a first draft of a letter 
written by Harris. Sec Play Aid 7. 

Ir the filing cabinet is opened, it will be round to con· 
tain the business records ror the mine. A successful Ac, 
counting roll will tell the investigators that although the 
operation is now producing at maximum efficiency. it is 
still lOSing a phenomenal amount of money every day. In 
another drawer, the investigators will find a stack of ship. 
ping bills of lading bound with a rubber ba nd. These bills 
all penain to a material called Blue John, small quantities 
or which have been shipped to an address in San Francisco 
over the pasl year. This address is proceeded by two 
Chinese charac tcrs. A Read Chinese roll will translate the 
ch:Hacters as Lang·Fu, while a Geology roll will reveal on · 
ly Ihat Blue John is :m ex tremely rare mineral. Only one 
site in England - is previously known of. 

In the security office. Ihe investigators will find anoth· 
er desk and filillg cabinet similar co Harris's along with a 
locked gun case containing ten rifles, six .45 revolvers, 
and ample ammunition. The filing cabinet is unlocked and 
contains duty rosters and other military·styled paperwork. 
In the desk, the investigators will find :1 se t of keys 10 the 
gun cabinet as well as 1110st of the locks found at the mine 
site. The on ly exception is Harris's filing cabinet. Along 
with the keys. the investigators will :llso discover a brief 
nOle. It reads: "V,M.: C. is to rev. 2 rifles.- M.P."(This 
note is intended ror Victor and indicates how many Tines 

from the next shipment can be sarely diverted to Goyo 
and the rebels.) 

The doc tor's office consists or IWO rooll1s. One is for 
records and such, while thc ol her serves as a well·stocked 
emergency hospital. A careful search of the patient rec· 
ords (Library Usc) will reveal thaI two miners have recent· 
ly died from snake bite. The incidents occurred over the 
space of a week, but both men were appa rently bitten 
dozens of limes and died quickly. It seems that bOlh men 
had chosen to take a wa lk outside of the wmpollnd in the 
evening and never returned, Their bodies were found the 
nex t morning by the guards, Ihe nesh swollen and black· 
ened. Only the doc tor, Harris, Peale . and the four guards 
who made the grim discoveries arc aware or the truth. The 
company is suppressing the details, telling the miners that 
their comrades were shot by Indians while at the same 
time trying to min imize any publicity stemming rrom the 
event. A successrul O ratory with any of the workers will 
elicit the rumor that the men were not ki ll ed by Indians. 
Nothing else is known, and the source or the rulllor can· 
not be traced. The others are sworn to secrecy and only 
the doctor, subjec t to a successfu l Debale roll, can be per· 
suaded 10 discuss the incidents, 

T he heat and distance involved made shipping the 
bodies home impractical and they were buried in a rar cor· 
ner of the compound. marked with small head stones. If 
the bodies arc exhumed, it will be obvious that they died 
or something other than gunshot wou nds. Anyone ve rsed 
in L.oology or medici ne will be able to know the cause of 
death or after a quick examina tion. 

MIN ERS 
The~1) men havt! signed conlracts with NWt obligatIng Ihem to a 
Vear's work al which lime II lTI<I y be renewed. Mosl of Ihe men 
POneu some engineering skill, as mosl of the work involves the 
operilling of special equipment. Unle Iradllionat mIning ;s done 
The men ilre well .paid bUI Ihe confinemenl and boredom l(lads 10 
occasional cOnlrOnlalions . 

Left uneasy by Ihe myuerious dealhs of !h~ir IWO co·workers. 
Ihere ;5 a fearful air about the workers . If an Oratory is rolled 
while speaking wilh one of Ihe men. he mav reveal his lea.s and 
menlion Ihal Harris conlinues with h.s lale nighl walks even 
Ihough the men are restricted to the camp aile. sunset . 

Dead Indians 

The first morning in camp. the investiga tors will awake to 
find everyone at Ihe mine noticeably subdued in their 
manner. It will not take long for the investigators to find 
OUI thaI one of the miners is missing. At this very 1110' 
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ment, Peale and rour or his guards :Ire sea rch ing the sur­
rounding countryside ror some sign or the man. All work 
has been suspended and everyone is presently confined to 
the compou nd. 

About 10 am. Pcale and the guards will return bearing 
the bodies or two Indians. killed by the guards. Everyon e 
in camp will crowd about the bodie~, ;mxious ror a look, 
and in th e resulting conrusion. no one will not ice one or 
the guards carrying a blanket-wrapped object into the ad­
ministration building. Ir an investigator should make a 
Spot Hidden roll . he will notice the guard and sec, where 
the blanke t has fallen away, that he is carrying two rines. 
presumably those taken rrom the Indians. If the investiga­
tor asks, he will recognize the weapons as identical to the 
arms carried by the guards, (These are some rines stolen 
by the Indians rrom the rebels. Peale does not want these 
rines to be connected with NWI.) 

MELVIN PEALE 
Pea le is the head of securiw for the mine and was cho~en for thi~ 
position because of his loyalty . He agree~ with the politirul tam · 
pering conducted by NWI in this area IIOd ha~ done all he can 10 

help the cause . Peale would nOt allow himself to be employed m a 
capacitY that did not agree with hi, politics. however . He is totally 
unawilfe 01 NWI's connections with beings of the Mythos or 0 1 
their plans for global domination. <lnd WOuld be reVOlted by either. 

TOld only tha t he would be responsible lor 5C(:urity of the 
mine in addition to supplying the rebels. Peale .. gned an oath 01 
loyahy to NWI, He greatly admires Ed ward Chandler. The Broth· 
erhood considers Peale ex~ndable . 

Peale assembled hi, security lorce of 16 men from mercenary 
soldiers and other professionals. Tt1ey ore well·paid and have a 
great amount of re,pf!ct for Peale's intelligence and ability. Pea le 
rl,lnS the force as a military unit; the guards. as we ll as himself. 
must Wilar uniforms whenever on dl.lty, and mus t obey str iCt mili· 
tary discipline. Inspections are common . 

It is possible that Peale could be convinced bv the invest igators 
that Harris up to no good, but he is so stubborn that to do so will 
require both a Debate roll followed by an Oratory roll, as welt as 
incontrovert ib le hard evidence. to gel him to aCI against NWI. Fail · 
ing e,ther roll Of lacklOg evidence will cause Peale to ser iously con· 
sider action agains t the investigalOfS. Remember. Peale h<ls sworn 
loyalty to NWI, 

STR I 5 CON 16 SiZtO INTI5 POWI2 
DEX t6 CHA 9 SAN 25 EDU 14 HP 13 

SKILLS : Listen 60%; Psychology 25%; Spot Hidden Object 75%; 
Track 60%; Hide 75%; Move Ouiet ly 80%; Oratory 65%: Pistol 
65%; Rifle 80%; Debate 30%. 

SECURITY GUARDS 
All lop·fllght men and dedicated to their commandl!f, MelvlO 
Peale. they a,e will ing to engage In convorsalion wi th any invC$tI· 
gatOl'. but WIll reveal nothing of Importance and will report any­
thing the inveuigatOf may have saId to Peale . The only thing that 
could affcct the loyalty of these guards is a direct confrontation 
with a CthulhOld event. 

The sixteen men are prllscn tly on an eight·hours..::.n . eight· 
hours-off duty schedule. Two guards are IIlways assigned to duty 
patrOlling inside the lence of the compound, while lour men stand 
guard at the actual mining site to preven t sabotage by Indians. The 
sitB is lit at night by floodlight s powtlrcd by the generator in camp. 
The rematnlng two men are assigned to Peale and accompany him 
on lorays or trips to Huancucho . 

Assume all guards have same stats. 

STR 15 
DEX 15 

CON 16 
CHA9 

SIZ 14 
SAN 35 

tNT 10 
EDU 8 

POW 10 
HP 15 

SKI LLS ; Track 75%; Spot Hidden 65%; Camoullage 50%; Move 
Ouietly 65%; KOl le 60%; Pistol 75%; R,lle 85%. 

A successful Anthropology roll whi le Yiewing the bodies 
or the Indians will reveal them 10 he of the 1·luari culture. 
One or the men is adorned with a subs tan ti al amount of 
primitive jewelry and his head is quite misshapen. A suc­
cessful Anthropology roll wi ll tell th e investigator that 
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this is not an uncom mon pract ice among the Indians of 
the area. Howeyer, a successrul Cthulhu ~'I yth os roll will 
show that he bears the taint or Yig. 

A wooden table t, taken rrom arou nd the neck of one 
Indian will be shown to the inyestigators. It is covered 
with pictographs used by the Huaris and the bottom por· 
tion is missing, sho t away by the same bullet that killed 
the Indian. A successful Anthropology roll , combined 
with a Linguistics roll, will translate the table\. 

If no inyestigator expresses 3n interest in the tablet , it 
will be given to Lawrence Richards, the camp doc tor and 
an amateur archaeologist and an thropologist , who will cr· 
feet a successrul translation . The tablet contains an invo­
cat ion to Vig. 
OR . LAWRENCE RtCHAROS 
The camp physician is a young man in his ear ly thirties . He is inno­
cent of any knowtedge 01 wrong·doing on the part of NWt or its 
employees. His only suspicions revo lve around the mysterious 
snake·bite deaths o f the twO miners. He has agreed to remain quiet 
about the deaths until the company reaches a decision. 

Richards orig inally applied for this job both because it paid 
~II, and because its location would allow him to indulge his ama­
teur interests. archaeology and anthropology . It is this knowledge 
Ihat makC$ him suspect the primitive Indians are invol..ed in the 
deathS o f the men. Gi..en the chance. RiChards can accurately 
1ra nsla te the pictographs lound on the wooden tablet. 

A succC$sful Oratory will get Richards to talk about the miner 
deaths, and the invest iglltOrS could enlist h im as an ally if the truth 
of the situation is revealed to him. 

STR 10 
DEX12 

CON 11 
CHA14 

SIZ 10 
SAN 70 

INT 17 
EDU 21 

POW 14 
HP II 

SKILLS: Read/Write La ti n 45%; Anthropology 25%; Archaeology 
25%; Chamistry 20%; Pharmacy 20%; First Aid 95%; Trea t Disease 
95%; Treat POison 80%; Diagnose Disease 95%. 

TH E MILITANT tNDIANS 
The Huari are primitive worshippers of Yig and have lived in these 
mountains since before the Incas. The speak their own I<lnguage 
and the tribe has avoided con tac t wi th outside groups lor cen­
tur ies. They have recently been aroused by the fu lfillmen t of an 
ancient legend, and because ot this have harassed against the 
min ing camp . T he Indians havlt avoided the Fungi out of fear. be · 
lieving the "The Ghos! that Walks" wi lt come soon to destroy the 
spirits of the mountain . 

No Indians appear in this scenariO e xcept lor the two slain by 
the securi ty guards. One was responsible for Summoning the 
Children 01 Yig that killed the twO miners . The keeper may wish 
to supply an encounter with the Indians when the inve~tigators are 
in the field. 

Sector A-48 

This area has been devastated by the earthquakes of the 
past yea r and huge portions of the Earth's crust have been 
lirted up. nearly verticle , to expose the underlyi ng strata. 

In the daytime, all will be quiet, maybe a lillie too 
quie\. A Zoology roll will indicate an unnatural scarcity o r 
wildlife. A Geology roll will the investigators that there is 
something unnatural about the wa y secti ons or the e:Hth 
have been thrown up ; in the way they have been toss­
ed about. 

A second Spot Hidden directed at the exposed rock 
will show traces or carerul min ing activity seemingly cen· 
tered around a thin , blue strip of strata. A Geology roll 
will indica te that this strip is approx imately 70 million 
years ol d . Ir samples or lhis $trip arc obtained and tested 
(the re are ample r3cilities at the mine c3mp), they will be 
found to contain traces or a heretofore unknown COI11-

pound Bl ue John. A Spot Hidden di rected at the ground 
will reveal traces or odd rootprints. A Cthulhu Mythos 
roll or previous experience with the Fungi from Yuggoth 



will reveal that these prints belong to the Fungi . A Tra,k 
roll will allow the invest iga tors to follo w the strange foot­
prin ts tl quarter of a mile up the mountain to the hidden 
' ave of the Mi·Go. 

If the investigators approtlch the area at night, they will 
hetlT the whir of the st range mtlchinery [hey are operating. 
The o"asionai sound of a human voke can also be heard. 
Approaching cautiously, the first inve st igator will step 
th rough a small dip and as he comes up the other side wil! 
find himself suddenly atop a small rise about fifty fee t 
from the Mi·Go. lie should realil.e that his is outlined 
agai nst the sky in full vicw of those below. and if the in­
vestigator makes a Dodge or Hide roll. he will be able to 
throw himself to the ground wi thout been seen-i f he does 
not go insane at the sigh t. 

From a prone position, the invesilagor will be able 10 

see eighl Fungi operating I wo unusual pieces of machincry 
under Ihe direction of Johnath:m Harris. If Ihe investiga· 
tor goes insane or fails his Dodge or Hide roll, he will be 
spotted by Harris and the Mi ·Go. Two of these Mi·Go are 
armed with small weapons of their own design wh ile Har· 
ris has a .45 revolver in his holster. 

TH E FUNG I 
These creatu. e$ are ext.emely careful about being $oon. and if they 
become aware that their existence is known 10 the investigators. 
thev will bend everV effort to capture them. This wilt be done in a 
manner to avoid witnesses and witt mon likely OCCur while the 
group ;$ In the fiel d . The Fungi will a!lempt 10 capture the group 
alive. transport them to the Moon and remove their brains for 
shipment (0 Yuggoth. If the investiga tors' r e$;~tanec is 100 strong, 
the.,. wilt If.,. to kill Them and dispose of !hl! bodie~. leaving Harris 
to eXllla in their di.appea.ance as best he ca n. 

Mi -Go Cave 

Il iddcll high in the mountains is the secrct cave of the 
Mi-Go. The mouth of the cave is quite large. and if the in­
vcst igators make a Spot Hidden roll while near the en­
trance, they will notice marks a!llong some Fungi tracks 
that look as if they were made by funner; as though some· 
thing heavy had been dragged in or out of the cave. 

This cave penetrat es one hundred feet and if an investi· 
gator makes a Geology roll while inside, he will realize 
that it has been made by artificial means. The cave ends 
abruptly in a flat. smooth wall covered with odd patte rns. 
Anyone knowing the spells Crea te Gate will recognil.e 
them as in tegral to that spell . Parked nearby are two dull 
Oletn.! machines mounted on runners. The machines are of 
an odd design. but if an investigator makes a Geology roll, 
he will be able to determ ine that they could be used fo r 
the ext raction or processing of minerals. 

Th e back wall of th e C:lVe is a Gale created by the Fun-

Mi·Go Weapon 
An ock:I-shaped piece of gray metal. it looks like a cluster of 
metal bubbles and g'lI5s spinC$ . It shoots an intense yisible 
beam of cold that causes 208 points of damage at a basic 
range of twenty yards. The beam is slow and a successful 
Dodge roll will allow an inves tigator to avoid it if he does 
nOthing else that round . 

This is a small weapon designed for sentnes and holds 
only twelve charges. An untrained human will have a basic 
ehonce of Only 10'K. . 

43 



gi to allow them quick travel between the ancient mines in 
the Andes and a small colony living in trunnels below the 
surface of the moon. Passing through this Gate will cost 
an investigator 5 Magic Points. 

The Moon Colony 

If the investigators go through the Gate, they will be un· 
prepared for the sudden change of gravity as they step 
through, causing them 10 bounce uncontrollably and 
stumble when they come through to thc othcr side. 
Each round, thc investigators may try to make a roll of 
OEX xl% to bring themselves under control. Once under 
control. thc investigators will not need to make further 
OEX checks. but many physical actions may impaired and 
insane investigators may still not bc ablc to control thci r 
actions undcr thcse circumstances. 

As the invest igators stcp through the Gate. they will be 
met by an unarmed Mi·Go. This creature is not a guard, 
but just happens to be in the area. It will take advantage 
of the investigators' unfamiliarity with the low gravity \0 
try to either destroy a small party or nee a large one, 
scuttling out the corridor and in the direction of the 
Mi·Go Surgery. 

Once the Fungi has been di spatched , or ned the scene, 
the investigators will be able to examine their surround· 
ings more carefully. The small chamber they are in is 
carved from solid rock. showing the evidence of glazing 
from intense heat. The noor is covered with smooth. 
white ceramic tiles. The small corridor leading from the 
room is also tiled, and pentagonal in cross·sec tion. A 
quick Geology check will show the composition of this 
rock to be radically different from thaI found in Peru. 
The small, dim passageway travels about I SO yards before 
intersec ting a broader, well·lil corridor al a right angle to 
the smaller. Looking to the left , the investigators will see 
this broad corridor travel fifty yards before turning 10 the 
righl where the floor rises in a gradual incline. From Ihis 
direction the party can hear a deep, throbbing sound , like 
the rhythm of machinery. 

If the investigators turn left, they will find tha t after 
the hall turns, it ends suddenly in a pair of doors filled 
with small windows and glows phosphorescently with ;) 
strange pat tern of ligh ts (the Mi.co symbol for "Sur· 
gery"). If a Listen roll is made at the door, the investiga· 
tor will hear the Mi·Go inside, hard at work. The doors 
wi1\ screen any noise made by the investigators. and if an 
investigator can make a Hide roll, he can peek into one of 
the small , crystal windows without being seen. 

Inside this room is a group of four Mi·Go working in a 
room about forty·feet square. If the investigator remains 
sane, he will see that the opposite wall contains a set of 
doors identical to those that he stands at, while along the 
left wall is a row of shiny metal cylinders hung with tags. 
Another of these odd containers stands on a table near the 
center of the room and is connected to an electrical device 
by means of several wires. Near this is a plastic slab on a 
pedestal, and on the slab rests the missing miner, the lOp 
of his head neatly sliced off revealing an empty skull, de· 
void of brain. The investigator will be reqUired to make 
another SAN roll or lose 104 points. 

If the investiga tors shoul d manage to gain entry to Ihis 
room, they will find that the tags on five of the cylinders 
are marked while three are blank. (A marked tag indicates 
that the cylinder conta ins a prepared brain and identifies 
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it. The unmarked tags denote empty cylinders.) A Mech· 
anical Repa ir roll is needed 10 open one of the containers. 
If the tag on the chosen cylinder is blank, the investigator 
will find a dry, empty cylinder. If he chooses a marked 
tag, however, he will find the cylinder to contain a living 
human brain. floating in a thick liquid lind attached to the 
container with several small wires. The investigator must 
succeed in a SAN roll or lose 103 points. 

If the nearby machine is examined while making an 
Electrical Repllir roll, the investigator will know how to 
turo it on . If the investigators turn the machine on , they 
can converse with the brain of the missi ng miner, now 
contained in the nearby cylinder. The ordeal has left the 
man insane. Between the shrieks and incoherent cries, he 
will tell the investigators how he became suspicious of 
Ha rris and followed him one night to sector A·48. Here he 
discovered Ha rris to be in league with horrible creatures 
that issued from the mouth of a cave in the mountain. He 
was discovered and captured by the Mi·Go. When he 
awoke he found himself in the dark and without soun d, 
not even his own voice . He cannot move and does not 
understand what has happend 10 him ; he will plead with 
the investigators to help him escape his prison. Rescue is 
impossible and anyone listening to the pathetic wailings of 
the man will have to roll their SAN or lose 103 points just 
out of empathy. The best they can do for him is to put 
him out of his misery. 

The double doors on the other side of the room open 
into a network of corridors and any investigator choosing 
to explore this part of the colony will lind more and more 
Mi·Go the farther they Iravel. 

Ir the investigators walk toward the throbbing sound 
coming from the right, they will walk approximately 
two·hundred yards up the inclined floor until it opens 
ahead on a vast, circular chamber of natural rock , lit from 
above by a soft, blue·green light. From the investigators' 
vantage point, aboul fifty feet from the open ing, they arc 
unable to see down to the floor of the chamber, but look· 
ing across will see thaI the half·mile wide chamber is ope n 
to the sky; a pitch·black sky. sprinkled with thousands of 
Slars. The far edge of the chamber is rimmed by a curving 
wall of jagged rock, and rising above Ihis wall, the investi· 
gators will see suspended in the sky a large blue·green 
planet , the source of the light. A closer look and the inves· 
tigators will be able to recognize the oceans and conti· 
nents of the planet Earth . If they have nOI figured it out 
earlier. the investigators will now realize that Ihey lire on 
the Moon, and the passage they are in is leading to the lip 
of a lunar crater on the surface. The realization will reo 
qUire a SAN Ihrow or loss of 108 points. 

The humming, throbbing sound is coming from the 
noor of the crater. A successful Clhulhu Mythos roll will 
reveallhat it is an attempt to Call some type of being. The 
investigators may wish to approach for a closer view, and 
this can be eaSily accomplished due to the fact that the 
upward sloping noor effectivcly hidcs them from the sight 
of the creatures far below on the bOllom of the cra ter. 
Overhead. the investigators will be unable to determine 
what maintains the atmosphere within tho cra ter field or 
transparent dome , but they will notice that the walls of 
the crater are dOlled with cave mouths sim ilar to the one 
they are in. As the investigators watch, an occasional pink 
form will emerge from one of the distant caves and either 
glide or scramble down the winding trails that lead to the 



crater floor. Carefully looking over the edge to the bot· 
tom of the crater, the investigators will be repelled by the 
sight of over a thousand Fungi and at [cast a hundred hu· 
mans hopping and wriggling over one another in front of a 
giant, plastic altar. Viewing this scene will call for a suc· 
cessful SAN roll or a loss of 6 points. A successful roll will 
still cause a loss of 1 D6 points. A daring investigator may 
continue to watch the ceremony taking place before him. 
If he dues, he will find his nose suddenly assaulted by the 
smell of a freshly·opened grave and before his eyes will see 
the sprawl ing, black, ropy form of Shub·Niggurath, the 
Goat with a Thousand Young. Any loud screams or gun· 
fire will attract the attention of those below who will im· 
mediately come to investigatc. 

The Rebel Hideout 

Thc most likely way to discover the location of this place 
is through Sancho. and that will be tough. How the inves· 
tigators get this from him will be left to the keeper. If the 
investigators should approach the area, they will find it to 
consist of a network of small caves located beneath an 
overhang of rock . There are two rebels on guard at all 
times. They are armed with NW I rifles and very suspicious 
of any strangers. They will shoot first and ask questions 
later. Any investigator cap tu red in the area will be sum· 
marily executed as tresp<lssers <lnd/or spies. 
GOVO 
A former bandit. this man is now inflamed with the dream of relfO· 
lution. He is totally dedicated to his c;)use and will let nothing 
stand in the way . He will nOt purposely harm the inves t iga tors, but 
If Sancho tells him that the investigators are hauling explosive5 or 
a quantity of weapOns up the tra il , he will certain Iv ambush and 
rob them. If the investi9(ltors surrender the goods, he wi ll remain 
fairly polite and friendly, but he has a Quick temper and if insu it· 
ed, may shoot off an invest igator's finger or worse. 

Goyo. always suspicious. has trailed Harris to sector A ·48 and 
witnessed the man's dealings with the Fungi. He is terrified by 
what hI! saw, but is undecided as to what to do as he fears disrupt · 
ing his supply of weapons trom NWI. Goyo may be persuaded 10 

act against Harris. but only if he can be made to understand the 
terrible magnitude of the situation. He also knows of the Altar 
of Yig . 

STR15 CONI7 SIZ16 INT15 POW14 
DEX16 CHA16 SAN 55 EDU10 HP17 

SKILLS : Speak English 50%: Speak Spanish 75%; Speak Quechua 
65%: First Aid 75%: Make Map 60%; Listen 65%; Psychology 75%: 
Hide 75%; Move Quiet ly 75%: Pick Pocket 75%; Debate 45%: Ora· 
torv 80%: Knife 90%; Pistol 85%; Ri f le 90% . 

THE REBELS 
There are 25 o f these men , varving in loyaltv to their leader . A 
lew share the revolutionary fervor of Goyo, while most consider 
themselves no more than bandits. 

Assume they all have same stats: 

STR 15 CON 14 SIZ 14 
DEX 14 CHA 10 SAN 45 

INT 10 
EOU 3 

POW 10 
HP 14 

SK ILLS: Hide 55%; Move Quiet ly 65%; Pick Pocket 55%; Knife 
75%; PIStol 80%; Rif le 70%. 

If the C:.lves are entered and searched, papers will confirm 
Peale and NWI as the suppliers of the rebel's weapons. The 
Peruvian government would be very in terested in this evi· 
dence to say the least. 

The Altar of Yig 

Hidden among the rocky crags Winds an ancient, slOne 
edifice ne:.lrly twelve feet h igh. It is carved from a single 
hlock of Slone and decorated with entwined serpents. The 
center of the altar is comman ded by a huge head, half· 

man, half·serpent, with silt ted eyes and a gaping mouth 
baring curved fangs and a forked tongue. Below the head, 
carved into the rock , arc strange pictographs, similar 10 
the ones found on the wooden tablet that was taken from 
the body of the Indian. Viewing this hideous object will 
require a SAN roll or loss of I point. 

A Spot Hidden roll will reveal fairly recent footp rints 
made by Indians around the altar. A successful Archaeol· 
ogy or Anthropology roll will allow the invesligator to tell 
th<l! this al t<l r was built by the HU<lris, an Indian tribe that 
pre·dates the [neas. A successful Cthulhu Myth os will reo 
veal that the altar is devoted to the snake·god Yig. Thi~ 
monument has the ability \0 enhance certain spells cast 
within its presence. A Summon Child of Yig spell cast at 
the altar will cause lOx I DI 0 Children of Yig to suddenly 
erupt from the mouth of the stone head , forming a carpet 
of living serpents about the feet of the caster and his com· 
panions, and causing a loss of lDIO points toall who f<lil 
their SAN roll. The Children will harm no one that docs 
not harm them, except at the behest of a priest of Yig or 
under the influence of some spell. 

A contact Yig spell cast <It the site will bring the same 
carpet of snakes along with Yig himself. 
VIG 
The Father of Serpenl~ has held sway in this area for centuries and 
resents the intrusion of outsiders. He has told his Huari worship· 
ers to defend their land IIgainst the outsiders, and it ;s Yig who is 
the source of the legend 01 "The Ghost that Walks:· 

If the investigators dare to Contact Yig, the Great Old One will 
enlist th~ investigators to aid in the destruction of the NWf facil · 
ity and the Fungi . The terms will run something like this: II the in. 
vestigators do exaCtly as he says. he wi ll no t have them im mediate· 
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Summon Child of Vig 
This spell acts as a normal Summons and may only be can 
in an area where Yig's worship i$ found, or hus been strong 
within the Ian few hundred years. The Child suddenly coils 
about the casle,'s leg w,thout warning, IiInd causes a loss o f 
104 SAN poinl$ " the casler misses his SAN roll. 

Bind Child of ViS 
This spell confOl'"ms with the Bind'ng spells described in the 
Call of Crhulhu rulebook. If this Binding spell is not Pl"oper· 
Iy cast upon a Summoned Child. II may suddenly coil up 
the caster'S leg and bhe. 

Iy killed by hundreds of wnomous snakes. 
Investigators kneeling with face po'nted to the ground when 

Contacting Yig will not have to see him and will only be required 
to roll SAN for the accompanying carpet of snakes. Any failure on 
the part of an inve$1igalor to do as instructed will resu!t in his be· 
ing visited by a Child of Yig. He will try to teach each investigator 
the spells Summon Ch,ld 01 Vig and Bind Child of Vig Ian Idea 
roll on the part 01 the recipients will allOW Ihem 10 actually tearn 
lhe spells). 

' 'THE GHOST THAT WALKS" 
This man's name is N9(lnsa and he is a Montagnais Indian from the 
sub-arctic Canada . He has iourneyed, on foot, to South America 
because he has been made psychically aware of the presence of thl! 
Fungi . He has dealt w,th these creatures before in northern Ve. · 
mom where he encountered Johnathan Harris in league with the 
Fungi. Ngan$il's forefathers were a tso deuined 10 C(lniront these 
beings and he bears with him an ancient staff. used many tilTlll$ 
against the F ungL 

This Indian is owr l OO·years old and look, it_though he is stili 
healthy. He has painted h is body with a sticky. white paste that 
gives him a ghost·like appearance, and if he should surpri$l! an in· 
vesti!Jlltor by suddenly stepping out from behind something I<ls he 
usually docs), the inll(!Ui!Jlltor will have to roll SAN or 10SB 
1D2 poinh. 

This mystical sh<lman may enlist the aid 01 the investig.otors it 
he leels they can help him . but he will no t toll!f"ate any interfer. 
ence with his goal, destrOYing any who stand in his way. His inten­
tion is 10 Call Clhugha, using the monsll!f" to dest~oy the Mi·Go 
caw and the Gate that it contains. After this, he will turn Cthugha 
agoinS! the NWI mine, burning it to the ground. 

Ngansa has no connection with Vig, though the Great Old Onll 
was able 10 predict hi$ coming. 

STR 14 
DEX 18 

CON 18 
CHA16 

SIZ 12 
SAN 69 

INT l B 
EDU 20 

pow 20 
HP15 

SKILLS: Speak French 25%; Speak English 15%;Cthulhu MY lhos 
20%; Listen 90%; Spot Hidden Object 80%; Track 95%; Hide 
100%; Move Quietly TOO%. 
ARMOR: The pa$\e that Ngan$il has $llIeared on himself is 8 spe· 
cial mi "ture thaI he has prepared himself . It serves to repel Fungi. 
who are altllrgic to ;1. The material is to"ic to the Mi·Go's allen 
biology and induces an extremely pain tul burning sensation on 
contact. The paste will also provide $ome protection from the in. 
tenSl! heat generated bv Clhugha. 

SPELLS: Can Cthugha. Call Ithagua . 
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Staff of N9IInsa 
This piece of Cllrved oak, live·feet long and covered with 
symbols, i5 centuries old and hili been possessed by N9(ln· 
sa 's family lor generations. If properly done, the 51aft will 
increase chances of succen to 95% lor the spelts Call 
Cthugha and Call Ithaqua. It doubl~ chances lor success in 
Dismissing thOse deities. 

If Ngansa should be mortally wounded ,n Ihis adven. 
ture. he will a!lempl to pan the Slaff to one of the investi· 
gators. probably the investigator he perceives 10 be mon 
honest . Ngansa would normally pIns this possession on to a 
son or grandson, but has no surviving family. Acceptance of 
this gift by the individual will cause him 10 develop II psy. 
chiC bond with Ihe staff. When the naff is "willed" 10 I 
new owner, the owne~ will immediately become aware of 
the powers 01 Ihe staff along with a knowledge of the spells 
needed to power it . The invesugawr will al$O retelve the 
same psych,c awareness of thll Mi·Go that brought Ngan$il 
to this plaCl!. The investigator may find h'mself a "slave" to 
II shiff that continually drives him 10 $I!l!k out the Fungi 
and destroy them. 

Keepers nott!: No arrival rime is set for Ngansa; i t will be up to 
the individulJl keeper to decide upon his role in this scenario. He 
may serve to help or hinder the investigators. or even save II doom· 
ed one. However, the keeper should nOt feel obligared to use him 
at all if he does not wish (Q do so. 

CONCLUSION 

This scenario has a variety of possible conclusions, but the 
most importan t information is the shipping bills for the 
Blue John found in Harris's Filing cabinet. These con tain 
an address that the investigators will need to move on to 
the next chapter. If they have missed this clue in Iheir in­
vestigalions, the keeper will have to sec Ihal il comes into 
their possession by another means. A surviyor of the 
mine's destruct ion will find it, or it could be provided by 
Dr. Richards, or even a suspicious Peale. If this proves un­
feasib le, the keeper can always resort to Paul LeMond to 
put Ihe investigators back on track. 

Another important clue is the letter in Harris's desk . 
This is the first solid evidence linking Edward Chandler to 
the Brotherhood. Up until this time, the group should 
have only come across the name Edward in connec tion 
with the Brotherhood. Th e investigators can easily find 
that the name of the corporation's head man is Edward 
Chandler. Another investigator may remember the name 
of Chandler in the Brotherhood's book. 

The last clue at the minesite is con tained in the sign 
mounted over the front gate to the mine. Ii announces 
that this il an NWI company and contains the company 
logo. It is the silhouette ofa rampant, leonine beast. 0 



The following two chapters differ slightly from the rest in 
that they each contain a series of events that will take 
place regardless of investiga tor actions. Both these chap· 
ters move fa irly quickly and will give the investigators an 
opportunity 10 discover some of the sinister plots of the 
Brotherhood, along with a chance to try to foil them . 

Additionally . pan II , which begins with a direct attack 
on the investigators by an agent of the Brotherhood , can 

San Francisco 

be ove rlapped with part I any time beginning with the sec· 
ond night Ihe investigat ors arc San Francisco. This can 
prove very confusing \0 the investigators as clues sta rt to 
lead in two seemingly different directions. and this ap­
proach should only be used by an experienced keeper. If 
run separately, parI II should begin immediately with con­
clusion of part I. 

VI. 
By The Bay: Part I 

T" f' in VI's! ¥t(1 tors fo lio /I' I" (' III )'lil ('(iUI/ Ii $" iPIII I' "t s oj HlIIL' J 0" 1/ 

from I'f,nt 10 S(lfI f((lllci.~('o. 

INVESTIGATORS INFORMATION 

The investigators should be in possession of the shipping 
address found o f the bills of lad ing in Johnathan Ha rris's 
filing cabi net in chaplcr V. These bills contai n Chinese 
cha racters. which can be read as " Lang.Fu," as part of 
the add ress. 

KEEPER 'S INFORMATION 

The shipping address is Ihal of a water-front warehouse in 
S:m Francisco. Hired men wor ki ng for Lang-Fu pic k the 
Blue John up and deliver it to a secret location in the ci ty 
where Lang-Fu oversees the manufacture of the special in­
cense that is being shipped all over the world. Lang·Fu is 
the leader of an ancient cu lt of Deep Ones thaI originated 
in China. He has nearly completed the processi ng of the 
Bl ue John and is now ma king preparat ions to travel to 
Egypi in ant icipation of the Day of the Beast. 

Th is chap ter differs from previous ones in Ihat it con· 
tains a series of set events that will happen on a day·to· 
day basis and will occur regardless of investiga tor ac tions. 
though it is possible that the investigators migh t interfe re 
to the extent that the keeper m:l)' have \0 modify the 
series of events. They are as follows: 

Day 1: Investigators arrive in San FranciSCO. not far be­
hind the last shipment of Blue Joh n from Peru. 
Day 2: Blue John picked up by Lang· Fu ·s men and deli\'­
ered to secre t laboratory below temple. 
Day 3: Processing of final shipment of Bl ue John is com· 
pleted and the malerial is delivered to the Rhon-Paku tem ­
ple in Mexico City, Mexico. The laboratory is closed 
down, equipment removed. :md all ('!) evidence destroyed. 
Day 4: Lang-Fu and his cult perform ceremonies at Pearl 
Beach. Lang-Fu depans for Egypt. 

GENERAL INFORMATION 

If the investigators should choose to research Lang.Fu , 
they will find the following information in the library. if 
thcir Library Usc rolls arc successful: 

1. Under History, the investigator will find me ntion of the 
name in connection wit h an evil ruler of a southern prov­
ince of China in the 12th and 13th cen turies. This Lang­
Fu was said to be a magician and held conversations with 
a great c reature from the sea. lie was killed. and his fol· 
lowers wiped Ollt by Kublai Khan in 1264. 
2. In the Occult section, invest iga tors will discove r the 
name Lang-Fu in connection with the Thion·(O·Hwir 
(Heaven and Earth League). a mystical brotherhood of 
Chinese intellectuals that is thought to have died out 
in 1674. 

If the investigators ask around on thc stree ts of China· 
town, they will be able to elicit one piece of information 
per day if successful Speak Chinese and Oratory rolls arc 
made (kceper's choice as to which piece of information 
they rece ive). 
I . La ng-Fu is the leader of a strange sect of Buddhists. 
2. Lang· Fu is occasionally seen around town in a big, 
black limousine. 
3. Lang·Fu is linked to organized crime . 
4 . Th e address of the mysterious temple Icd by Lang·Fu . 
S. Lang-Fu sometimes conducts outdoor ceremonies at a 
deserted beach li p the coast. 
6. Lang·Fu is a physician who uses ancient medicines to 
heal his patients. 

SC ENES: 

The Wa rehouse 

This is the shipping address south of Market Street that is 
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contained on the bills of lading. The investigators will find 
it to be an old waterfront warehouse with loading docks 
on the street side. Inside, they will find a bored·looking 
warehouseman leading on a coun ter behind a screened·in 
area. There is a cold cigar butt stuck in his mouth. 

The warehouseman is vague with information unti l the 
investigator!> bribe him. He will ask fo r S IO, bUI a success· 
ful Bargain roll will bring him down to $5. He can tell the 
investigators thai "can 0' that slUff's been cumin' in one, 
two atta lime for most nearly a year now. Gets pic ked up 
reg'lar by some Chinamen ." He will tell Ihem that there 
are a couple of Cans in the back right now , blil under no 
circumstances can he allow unallthorized personnel into 
the area; he could lose his job. 

If a couple of investigators should choose to stakeout 
lhe warehouse. they will see on the second day, a battered 
truck with two Chinese men drive up to the loading dock. 
One of the men will get Ollt and walk with a sligh t lurch 
into the building. I\. few minutes later, he will reappear on 
the doc k, rolling two metal cans into the back of the 
truck. He will then sign the warehouseman's receipt and 
drive off with his companion . 

If the investigators attempt to follow the truck, they 
will have to be careful not to arouse suspic ion. This will 
require a successful Drive Automobile roll . 

If the roll fails, the men in the truck will become aware 
of the tail and will do everythi ng they C~11 to lose Ihe in· 
vestigators. Their driver's skill is 35%. [f they cannot 
shake the investigators. they will most likely crash in the 
attempt. If captured by the investigators or pol ice, the 
twO men will refuse to talk. 

[f the investiga tors successfully tail the vehicle. it will 
eventually turn down a narrow alley and stop at an un· 
marked door. Here, the two men will unload the IwO 
metal cans and roll them through the door. [f the investi· 
gtltors wait them out , they will reappcar in about ten min· 
utes and drive off. If the investigators cont inue to fo llow 
them. they will find the men engaged in normal activities 
for the rest of the day. If unmolested, these two men will 
be seen again al Penrl Beach. 

THE MEN tN T H E T RUC K 
The~e TWO are work.ing lor Lang·Fu and carrv the blood of the 
Deep Oneli . They will light 10 the death if necessary, but wlllilee 
il possible. II captured, They will refuse 10 9ilft! any information . 

The Driver 

STR 11 
OEX tl 

CON 9 
CHA 3 

SI Z 9 
SAN 0 

SKI LLS: Drive Truck 35%; Knife 45%. 

Th~ Passenger 

STR 13 
OEX 9 

CON 12 
CHA 3 

SK I LLS: Knife 55%. 

The Temple 

SIZ 12 
SAN 0 

INT9 
EOU 7 

INT9 
EOU 4 

POW 10 
HPO 

POW9 
HP 12 

[ f the invest igators open the unmarked door on the alley. 
they will see a long hallway ending in ano ther door; 
framed in gilded woodwork decorated with Chinese sym· 
boIs. An Anthropology roll will show this style to be typi· 
cal of Buddh ist temples, but with some odd differencc. A 
successful Read Chinese or Lingu ist roll will tell tha t some 
of the symbols arc not Chinese at al l. 

If the investigators choose 10 open th is door. they will 
see a small, ornate room , decora ted in an oriental fashion 
and smell ing of heavy incense . Beneath the scent of the in· 
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cense is a muskier odor. The walls are decorated with in· 
tricately carved wooden panels that cover the bare plaster 
walls underneath. At the far end of the room. a small 
golden statue of the Buddha , sitting upon a wooden ped· 
estal, is nan ked by two smoldering braziers of irOIl . A 
man, dressed in long robes, stands near the statue. watch· 
ing the investigators enter. His oriental features are barely 
discernible in tile dim light of the temple . 

This man is the head priest of the temple (under Lang· 
Fu) , and bears the mark of the Deep Ones. He is very sus· 
picious of outsiders and will not approach (he investiga· 
tors. If spoken to, he will pretend to understand no Eng· 
lish other than to tell them that no outside rs are allowed 
in the temple. If forced to walk towards (he investigators 
for any reason , he will move with a dist inct hopping. shuf· 
ning movemen t , and as he steps in to better light , the hide· 
ous, frog.l ike distort ion of his face will become apparent. 
Investigators unexpectedly seeing the priest's face must 
make their SAN roll or lose [D3 points. 

At the firs t sign of trouble, the priest will attack with a 
long, wic kedly<urved kn ife that he keeps hidden beneath 
his robes. The priest will draw the kn ife and slash once be· 
fore screaming for help. If he screams, or a gun !ired, the 
group be low the temple will hear and come to the aid to 
the priest. They will suddenly emerge from the hidden 
trapdoor belnw the Buddha. causi ng it to shatter upon the 
noor. I f the investigators should subdue the priest withou t 
an excessive amount of noise. those below will be unaware 
of wha t has taken place. 

TEMPLE PR IEST 

STR It 
OEX 9 

CONI2 
CHA 5 

StZ 10 
SANO 

INT 14 
EOU I2 

POW t 5 
HP 1 1 

SK I LLS Cthulhu Mythos 65%; Hide 50%; Move Quiet l v 40%; 
K ni fe 65%. 
SPELLS : Contllct Deep One,; Contact CThulhu; Dread Curte 
of Azathoth . 

If the investigators get a chance to look around the telll' 
pIe. they will find more writing, similar to that found on 
the outside door frame. A close examination of the panels 
shows small f'igures of sea creatures mixed in with other. 
more traditional carvings. A Spot Hidden roJ[ while exalll· 
ining Ihe plaster Buddha will show tha t the plaster is 
cracked, revealing another, metal. sta tue underneath . The 
statue is very heavy, and if Ihe plaster is broken away, the 
figu re underneath will be revealed as a sta tue of a great 
Deep One , shapcd in an Asian style in gold. Invest iga tors 
seeing the hideo us statue will be required to make a SAN 
roll or lose 103 poi nts. The c<lrving is exquisite and a suc· 
cessful Archaeology or Anthropology roll can tell il was 
made about 100 B.C. I\.ny investigator making a Cthu[hu 
Mythos roll will recogn ize the figure as Hydra. greatllloth· 
er of the Deep Ones. On the bottom of the statue is an in­
script ion written in Chinese. If an investigator can read 
this, he ca n verify Ihe date that the statue was made and 
discover that it was made as a gift for someone named 
La ng· Fu. 

If the investigators move Ihe wooden pedestal upon 
which the Buddha rests, they will discover that it conceals 
a tr<lpdoor in the noor. Opening the door. the investlga· 
tors will be aSS:l.iled by <l heavy, fishy odor. The air is 
moist and a successful Listen roll will detect the distalll 
sound of lapping waves . A night of wooden steps leads 
down to where 3 ligh t can be seen burning. 
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Beneath the Temple 

Proceeding down the stairs, the investigators will come to 
a bnding and another sct of sta irs going down to the left. 
At this point. the fishy odor will be much stronger and 

sound of waves will be easily heard. A Listen roll will re­
veal two human voices, spc:lking in Chinese, coming from 
below. All investigators proceeding down the second night 
of stairs ,.vill have to make Sneak rolls or alert those below 
(u their cOllIing. 
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At the bollom of the stairs, the investigators will see 
that the light is coming from a small , low.(;cilinged room 
to their left. To their right is a tunnel of carth and rock 
that seems to be the source of the fishy odor and watery 
sounds. A moist brccl.C blows from this direction. Within 
the room to the left are two Chinese, one operating some 
kind of small, mechanical press, while the other bends 
over a table, his back to the investigators (if, however , allY 
of the investigators have failed their Sncak rolls, these 
men will be waiting for the intruders as will the Deep 
Ones in the tunnel). These two men bear the marks of 
Deep One blood and will fight to th e death. The Dcep 
Ones themselves, however, will nee to the water if the in· 
vestigators prove too much for them. 

MEN BENEATH THE TEMPL E 
These tWO men are follower$ 01 Lang·Fu. One 01 them is trained in 
the magical sciences, They are boTh of Deep One blood and will 
dill fighling rather than surrcndcr . 

Man at table 
STRI! CONI2 SIZ8 
DEX 12 CHA 8 SAN 0 

INT 15 
EOUI3 

POW 15 
HP 10 

SK I LLS : Speak English 20%; Clhulhu Mythos 70%; Occult 25%; 
Knife 50%. 
SPELLS: COntaCI Deep Onll$ : Conlacl Clhu lhu: Mind Blast; En· 
chant Incense. 
Man l)per. ting press 

STR 16 
DEX II 

CON IS 
CHA 6 

SIZ 15 
SAN 0 

INT7 
EDU 6 

POW8 
HP 15 

SKI LLS: Speak English 10%; Cthulhu MYlhos 35%; Knife 85%. 

If any of the investigators exam ine the equipment being 
Ilsed by the men and makes a Knowledge roll, he can tell 
that it is bcing used to manufacture blocks of incense. The 
twO metal cans containing Blue John are nearby , as is a 
con tainer of resin used to bind the ingredients into blocks. 

On the table. the investigators will find a number of in· 
tcrest ing items. On a sheet of paper, written in Chinese. 
arc portions (notes) of a spell called Enchant I.ncensc. 
Next to it are a number of incense blocks. Nearby is an 
odd rubber box about the sizc of a small suitcase and of 
modern manufacture. It has clasps that open easily. It is 
half-filled with incense blocks and a carefully folded sheet 
of vcllum. The vellum is written in Spanish, and if an in­
vestigator can read it , will find that it contains two spells: 
Summon/Bind Ohale_ If the box is emptied out, the inves· 
tigators will find the following molded into the bottom of 
the case : "Manu fac tured by Pendleton Rubber Co., Peas· 
Ice, Ohio: A Division of NWL" An Idea roll by any inves­
tigator will allow him to remember seeing this product ad­
vertised recently in a magazine. The cases arc available in a 
variety of shapes and sizcs. They can be used for the star· 
ing and shippi ng of various items and, among other things, 
arc guaranteed water and moisture.proof. They are avnil­
able at better stores everywhere. 

Pinned to the wall behind the table is some kind of list 
written in Chinese_ All but the last is crossed off. [f an in· 
vestigator can read this. he will find it to cOlllain address· 
es, each one located in a major city somewhere in the 
world. The one item on the list not crossed off is an ad· 
dress in Mexico City _ One of the addresses is right here in 
San Francisco. and if chec ked Otlt will be found to be the 
local Rhon-Paku temple (sec appendix F) . If invesitgators 
somehow chec k the rest of the addresscs fou nd on the list, 
they will find them all to be Rhon-Paku temples. If inves­
tiga tors get an opportunity to seanll the men. one of 
them will have a scrap of paper with the words 'Pearl 
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Beach' written in Chinese. This is followed by a date that 
will correspond to day 4. 

The tunnel to the righ t opens into a small, under­
ground chamber. The noor of the chambe r is slimy mud 
and the room is half-filled with the sea that reaches here 
frolll the Bay through an underground passage. 106 Deep 
Ones wait here for the package being prepared for them in 
the next room. If the investigators get involved in a fight 
while standing on the slippery floor , they will have to 
make a roll of DEXx 5% each round to avoid falling. The 
Deep Ones, rather than stand and fight, will attempt to 
grapple investigators and carry them into the water. Two 
Deep Ones will usually grapple at once and will match 
their combined STR against the ST R of the investigator. 
If they arc successful, they will leap into the water with 
their victim and begin swimming out to sea with the un· 
fortunate investigat or. Each round, the investigator will be 
able to attempt to break free by matching his STR against 
the Deep Ones , while at the same time applying the 
drowning rules fr0111 the Call of CtlJullJu rulebook. If the 
investigator should break free, the Deep Ones will aban­
don him and he may attempl to Swim back, requiring two 
rounds of swimming back for cvery one round he was car· 
ried out towards the sea by the monsters ( they swim fast · 
er then men). Attempti ng to swim in the direction that 
the investigator was carried will result in certain death 
by drowning. 

Keeper's lIote: If the investigators SllOuld arrive at fhe 
temple after day 3, they will find the place deserted 
and empty. The keeper II/ay choose to allow a piece 
of evidence to h(IlJe been over-looked and found by 
the investigators. 

GENERAL INFORMATION 

It should be relatively easy to discover that Pearl Beach is 
located twenty miles up the coast from San Francisco. in 
a deserted area. 

If the investigators check the newspaper files in the 
library, they will find articles thai pertain to Pearl Beach 
written in July, 1910. Th e story concerns the accidental 
deaths of Alexander Chandler. a Chicago-area business­
m:m. and his wife, Pauline, both apparently lost at sea 
when their small sailboat was caught in a sudden squall 
while in the Pea rl Beach area. The two, on a vacation to 
San Francisco, failed to return to the dock that even ing 
and the Coast Guard was alerted . The next day, pieces of 
the small craft were found washed ashore, just nort h of 
Pearl Beach. by Peter Baird. described as a self-styled her­
mit who lives in a nearby cabin. The story goes on to des· 
eribe Chandler Enterprises :lI1d names their son, Edward 
Chandler, as the sole heir 10 his father's fortune. 

Peter Baird's Cabin 

Th is small , rustic cabin is built enti rely of stone and is lo­
cated about two miles north of Pearl Beach on high 
ground and abou t a half mile back from the water's edge. 
As the investigators approach , they will notice an odd ob· 
ject about two feel in diameter and seem ingly made of 
driftwood or ant lers abovc the door. Before the investiga· 
tors can examine it. they will be halted in their steps by 3 

well.placed warning shot from 3 ri ne . Peter Baird wants to 
stay a hermit and will demand that any trespassers leave 
his land immediately. [t will require a successful Orat ory 
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Newspaper article on Pearl Beach. 

SAN FRANCISCO-Pieces of wreckage, believed to 
belong to the boal piloted by Chicago industrialist 
Ncxander Chandler were found today near a descrt­
ed beach about 20 miles north of San Francisco. 
Th is discovery confirms lhe belief held by authori­
ties that Chandler and his wife Pauline are lost 
at sea . 

Chandler and his wife were vacationing in the 
San Francisco area this week and were apparently 
surprised by a sudden storm that blew up out of the 
northwest. TIley were reported missing last night 
when their boat failed to return to Ihe dock. 

The wreckage was discovered by Peter Baird, des­
cribed as a hermit who lives in lhe area of Pearl 
Beach. 

The death of Alexander Chandler leaves only a 
son, Edward , as sole heir to the growing Chandler 
Enterprises. Memorial arrangements arc still pend­
ing. 

or Fast Talk roll to persuade him 10 listen to the group, 
and if convinced, will invite the investigator who made the 
roll to come up and enter his cabin. 

Once inside. the investigator will be told to sil down 
while Baird cont inues to sit ncar the window , riOe across 
his lap. If asked about Pearl Beach, Baird will only say 
Ihat strange Ihings take place there at nighl, and that he 
never goes near there after sunset. "The Chinamen go 
there some time, but it's no place for white folks." 1-11' will 
te ll no more (he docs not know much more). If asked 
about the strangc objeel over his door, he willlelllhc in­
vestigators that it was given to him by his grandfather , a 
sea capta in out of Sun Francisco, His grandfather got it 
some where in the South Pacific and it is some sort of 
good luc k charm . If Ihe investigators ask him about the 
broken boat he found years ago, he will grow more quiet 
and begi n to glance OUI the window more often, as if 
slTain ing to see something . " I don't know nuthin' but 
what I tol' the lrolice, And tha t's that it weren't no rocks 
Ihal busted up (hut little boa!. That boat was bit in ha!f! " 

If the investiga tor talking to B3ird ma kes a successful 
Oratory roll , he may be able to convince the old hermit to 
help them at Pearl Beach. 

If the in vestigators gct the opportunity 10 look at the 
strange symbol over the cabin door , an An thropology roll 
will tell them that it was made in Pol ynesia, a Zoology roll 
will reveal il to be made from whalebone, and a Cthulhu 
Mythos roll will tell the investigators that it i.~ a form of 
the Elder Sign. 

PETER BA IRD 
tn his mid-sil< t ics. the grizzled old hermit has lived in this secluded 
location for over thirty years . His grandfather, a sea captain told 
young Peter many Slodes about the odd Things he had seen on 
hiS voyages to the South Paci fic. Peter has a smal l Cthulhu Mvthot 
tCOre. 

STR 14 
DEX 8 

CON 12 
CHA 10 

SIZ 9 
SAN 40 

INT 12 
EOU 8 

POW 10 
HP 11 

SKILLS: Botany 40%: First Aid 65%: ZoologV 50%; Clhulhu 
Mvthos 15%; .30·06 Rifle 80%. 

Pearl Beach 

If the inve~tigators arrive here duri ng the day to scout 
around, they will find the <lrea deserted with only the re· 
mains of several old bonfires, A successful Tracking roll 
while exploring the sandy beach will reveal the presence 
of webbed footpri nts. A successful Cthulhu Mythos roll 
will identify them as belonging to a minor monster. A sue· 
cessful Spot Hidden while scanning the horizon will allow 
an investigator to detect a thin cur! of smoke coming 
about two miles up the coas t (this is Peter Baird's cabin). 

AboUI an hour before sunset, two ba ttered trucks (one 
of them the same as the olle at the warehouse) loaded 
with about two dozen Chinese will arrive. Most of the pas­
sengers walk with a limping or shufning motion that the 
investigators may have seen before, Th is group is made up 
of Lang·Fu·s cultists. While some begin building large bon­
fires, the rest will play the small drums, gongs, and nUles 
that they have brought with th em, 

Just before dark, a long. black limousine will pull up 
near the beach and from it emerges an aged Chinese man 
dressed in 3 green silk coa t decorated wi th golden symbols 
(an Occult roB wUl identify this as a 'Coat of Life: usually 
a gift from children to parents 10 help ensure a long life). 
Under aile arm is a large ceramic jar, while under the oth, 
er is an odd rubber box that the investigators m:ty or may 
not recognize. Two larger men. botll swathed in black silk, 
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will also get out of the car. These two will escort the old 
man down to the beach before returning 10 the car. (If the 
investigators make a Spot Hidden roll while looking at the 
jar. they will notice that it is of Egyptian design . A subse­
quent Archaeology roll wiH identify it as a canopic jar, 
used to hold the mummified organs of dead Egyptians. A 
successful Idea roll will remind them that one of the can· 
opicjars in Nophru·Ka's tomb was missing.) 

Back at the car , the two men will open the trunk and 
pull a struggling form wrapped in blanket from it. (A Spot 
Hidden roll examining these two men will reveal that their 
left little fingers are missing_ An Anthropology roll will 
tell the group that this is the Illark of an obscure band of 
Chinese assassins, long thought dispersed and forgotten.) 
They will carry their burden down to the beach and de­
posit it on Ihe sand between the shoreline and the largest 
of the three fires. then return to take a watchful position 
between the cultists and the vehicles. 

At this point. the cultists will begin to chant 10 the 
rhythm of the music while Lang.Fu casts small stones inlO 
the water and reads from a large book taken from the rub· 
ber box. A successful Speak Chinese along with a Cthulhu 
Mythos roll will tell the investigators that the man is at· 
tempting to Contact the Deep Ones. 

After less than five minutes of this, four Deep Ones 
will emerge from the waves onto the beach as the chanting 
and music come to a halt (a successful Spot Hidden will 
reveal other dark forms bobbing among the waves). Arter 
SAN rolls, the investigators will sec the monsters rip the 
blankets from the form on the beach revealing it to a 
young Chinese girl. The Deep Ones will snatch her up and 
plunge back into the sea . At this point, one of the cultists 
will throw off his robes, revealing a grotesquely deformed 
body , and shufne down to the water's edge to throw him· 
self into the sea behind his "brothers." 

The cultists will next join hands in a circle about Lang­
Fu as he renches into the ceramic jar and draws forth a 
small dark object. He wi!] hold it as if in meditation, and 
if any investigator seeing this can make an Idea roll. he 
will realize that the group is performing a ceremony simi' 
lar to Paul LeMond's Spirit Summoning ability . Whether 
they realize what spirit is being summoned is up to them. 

The sUlTlmoning will be successful, and the ancient Chi· 
nese will begin to chant in a rough. deep voice dissimilar 
to his own . The language is unrecognizable, but a success· 
ful Linguist roll will lead an investigator to believe that it 
may be the forgotten tongue of ancient Egypl. The words 
arc indecipherable. 

Al the culmination of the chant, the man will scream 
the single world "Hydra." at which time the sea about one 
hundred feet offsllOre wiH begin to boil and then explode 
in froth as a colossal, bloated horror emerges from the 
depths and wades toward shore. If the investigators do not 
fail their SAN rolls. they will be able to watch Hydra and 
the spirit·possessed Lang·Fu converse for several minutes 
in the same strllnge language . The spirit within Lang-Fu 
will then depart. L.1ng·Fu will 111en place the book back in 
the rubber box and climb upon the bnck of Hydra and be 
borne out to sed . The jar will be crushed into the sand by 
the giant paw of Hydra. The cultists will return to their 
vehicles dnd drive back to San Francisco. 

[t is not unlikely that the investigators will attempt to 
all:1Ck this group in the middle of their activities. If at· 
tacked. Lang-Fu williry to escape to the sea, aided by Hy-
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dra and the Deep Ones. He may take time to cast a spell 
or two but it must be remembered thai he has already cast 
some spells and his Magic Points will be [ower. The cultists 
will attack insanely with small knives and clubs or flaming 
brands from the bonfire, but none of these will continue 
to fight if wounded. The Deep Ones will only remain to 
fight as long as it takes to get Lang-Fu in the water, when 
they will retreat. The two assassins will move to place 
themselves between Lang·Fu and his attackers, laying 
down their lives if necessary. 

It is unlikely that the investigators will be able to either 
save the unfortunate young girl or stop the evil Lang-Fu 
from leaving for Egypt. However, a sudden attack against 
the group will cause Lang·Fu to abandon all he carries­
the jar and the rubber box with its contents. If retrieved 
by the investigators, it will be found to contain an original 
edition R']yeh Text that Lang-Fu has possessed for cen· 
turies. It is. of course. written in Chinese. Upon opening 
the book , the investigators will find that it also contains 
two folded pieces of parchment. One contains the spell 
Call/Dismiss Beast in Chinese , while the other is a hand· 
wri tten letter dated July 29, 1910. 11 is signed by Edward 
Chandler and written in English . The investigators will 
find it to be a note from Edward Chandler to Lang·Fu 
thanking him for the efficient murder of his parents . 

LANG-FU 
Thi~ ffiiln is ovm two-thousand years old. For most 01 the time he 
has been i.wolved with a cult of Deep Ones. first on the southern 
coast 01 Ch i n~ and then. wi th the opening of the New World. on 
the west coast of North AmeriC<l. Lang-Fu first di~covered the 
prophecv of Nophru ·Ka and. with Baron Hauptman. lormed the 
Brotherhood of the Beast. 

Lang·Fu first concerned himself with plots designed to keep 
China and other parIS of Asia in a state of political instability. His 
greatest success was the sudden alteration of the Huang Ho (Yel · 
low) River in 1 194 whiCh caused the deaths of hundreds 01 thou· 
sands of people. More recently he has helped engineer the ship· 
ment of NWI produced armed to various warlords in China. util · 
izing Deep Ones to transport these items _ He is also directly res· 
ponsible for the dea t hs 01 Edward Chand ler's parents. who were 
savagely murdered bV Oeep Ones under Lang·Fu·s instructions. 

Lang·Fu has been entrusted with the design and development 
01 the Rhon-Paku temples, and his agents administer to the " holy 
man" in India . He has spent most of the IMt year preparin~ the 
special incense and sPells to be used to call down the Dholes on 
the Day of the Beast. 

Lang·Fu has connections with the Tongs of San Francisco, and 
has been involved with smuggling opium and illega l immigrants 
from China. The immigrants form a major supply of sacrifices 
given to the Dep-p Ones. and both opera t ions provide a healthy 
profit lor the Brotherhood. Lang · Fu'~ many connections ill San 
Francisco mean that he will probably be aware of the invest iga · 
tors' presence . Because he is so occupied with the lina l phases 01 
the plan. he will be unable to take much action ag~inst them. He 
will certainly notify Dr . Diete, (next chapter). and he mav send an 
assassin or some cult members after the investigators. 

Lal1g·Fu is not of Deep One olood himself , and uses his "Coat 
of Life" to extend his life. 

STR 8 CON 12 SIZ 7 INT 20 POW 40 
DEX15 CHA15 SANO EDU32 HP10 

SKI LLS Lang· Fu is able to Speak Or Read/Write most languages; 
AnthropolOgY 75%; ArchaeolOgy 65%; Astronomy 70%; Botany 
55%; Chemistrv 50%; Cthulhu Mythos 99%; First Aid 95%; Geol· 
ogy 35%; Historv 50%; Library Use 95%: Unguist 55%; Occult 
70% ; PhJrmacy 65%; Treat Disease 45%; Trea~ Poison 65%; Zool· 
ogy 65%; Listen 85%; Psychology 75%; Hide 75%; Move Quietly 
85%; Debate 85%; Oratory 85%. 

SPELLS : All spells found in the Call of Crhufhu ru lebook and 
Shadows of Yog-Sorhorh; Enchant Incense; Contact Hvdra ; Sum­
mon/Bind Dhole; Ca ll/Dismiss the Beast. Spirit Summol1il1g Abil · 
ity : Wither Limb. 



Coat of Life 

This is an ancient magical device that Lang,Fu has worn for 
centuries, It is made of green silk and is embloidered with 
magical symbols in gold thread, It is a personal item and 
will function only for Lang-Fu, 1\5 powers are as fol lows: 

1, It protects Lang..-F u fromallatlacks using kinetic energy, 
reducing all to minimum damage , Imp<lling ~apon5 will 
nOI impale, The Coot p rovides no protection against firll, 
electricity, etc. 

2. It store5 and supplies him with up to 20 3dditional 
Magic PoinTs. 

3. II is also the secret of Lang'Fu's long life. If it is e\IV' re­
moved for more than a few minutes, Lang,Fu's body will 
begin an irreversible aging process that will cause him to 
rapidly die. Witnesses to this wi1l have to make their SAN 
rolls or lose 103 points. 

TH E ASSASSINS 
These men are members of an ancient sec t though t to have died 
out long ago . They can be identified by the missing little finger of 
the lef l hand. which is burned all when Ihe member ioins the sect . 
These men dress in black 5il k and are trained in lhe use of the 
knives and poisons. They are fanatiCIIlly loyal 10 Lang,Fu and will 
lay down their li~es without hesitation . 

Assassin 1 

STR 15 
OEX 17 

CON 14 
CHA9 

S IZ 12 
SAN 0 

INT 12 
EOU12 

POW 13 
HP 13 

SKI LLS Hide 95%; Move Quietly 95%; Pick Pocket 90%; Dodfle 
95%; Throw;ng Knlle ' 75%: Fighting Knife ! 80%. 

Assassin 2 

STR 16 
OEX 15 

CON 16 
CHA 9 

--= 

S IZ 15 
SAN 0 

INT 11 
EDU12 

POW 12 
HP16 

--

Summon/ Bind Dhole 

This incantation is thought to ha...e been origina lly contain' 
ed in the Book of Eibon of which only a portion exists to' 
day. In the days of ancient EgYPt, the magic of Eibon. a 
great wizard of lost Hyperborea, was brought to the land of 
the Nile by traveters from Atlantis. 

The Summon spell must be chanted en masse by a large 
group of people who each automatically contribute 1 Magic 
POint to the Summoning. The chanl learler's Magic Paints 
are automatically matcherl V$. the POW of the fe5.stlng 
Dhole, while the reM effect the actual Summoning and Cllil 
down a Dhole of exactly that siTe. Therefore, the Sile 
o f thll group will dirllctly affect the S IZ of the Dhale 
thai is summoned. 

Wither Limb 

A personal favori te of Lang,Fu's. it costs the caster 5 Magic 
Points and 106 SAN points to use. It takes one round to 
Cilst, and if the caster overcomes his victim in a POW vs . 
POW STruggle, he may cause whaTever arm or leg he points 
to TO permanently wither and shrivel uP. causing 108 
points of damage and a permanent loss of 3 CON POints. 
Additionally. the victim and any others witnCssing this will 
be required to make their SAN roll or lose 103 point • . 

SKILLS : Hide 90%; Move Quietly 85%; PiCk Pockflt 75%: Dodge 
85%: ThrowinO) Knife' 80%; Fighting Knllet 95%. 

'The Throwing knife is a small. double ' bladp-d weapon cau~;ng 
onl~ 104 points of damage. Its normal range is five yards . 

IThe fighting knife has wicked curve to Ihe blade nnd in the hands 
of a trained individual causes 106·12 paints of damage . The assas ' 
sin can use the blade 10 al1ack and parry in moc round. It is capa' 
ble of impa ling, 
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If the investigators come 10 Pear! Beach after day 4, they 
will find thc area deserted with only the remains of the 
bonfires and a beach littered with tracks. TIlese tracks in· 
c1ude both human and Deep One (Cthulhu Mythos to 
identify). It will be impossible to miss the huge tracks left 
by Hydra, and while exam ining these tracks, an investiga­
tor will notice shards of pottery in one of the large foot­
prints. Investigation will reveal that il is the remains of a 
ceramic jar that was broken and crushed into the sand by 
the huge paw. Archaeology and Knowledge rolls may 
identiry it (as described abovc) as the missing canopicjar 
from the tomb of Nophru-Ka. Digging for pieces of pot· 
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tery, the investigators will also come across the small dark 
object tha t it contained. This is a small piece of leathery, 
dried nesh. If the jar was identified by an Archaeology 
roll. the investigators will also know that this is the jar 
that contained Nophru-Ka's mummified liver. A successful 
Zoology roll will also identify the organ. 

Key to Pearl Beach 

The vicinity of Pearl Beach is nat and sandy. with clumps 
of wiry grass and small outcroppings of rocks. 
I. A singLe·laned track that leads back 11,6 miles to the 
main road. There is only width for olle vehicle, but cars 
can pull over to pass. If a driver should go for more than a 
few feet off the track, however, he will have to make a 
Drive Automobile roll to avoid gelling slUck. Once stuck, 
differen t drivers may allempt to drive the car out. 
2. This is the area where the trucks of the cultists and the 
limo will be parked. A successful Track roll wi ll disclose 
old tire tracks in this spot. 
3. Sile of the bonfires . 
4 and 5. These arc both small , rocky cl iffs that serve to 
fonn the cove in which the beach is located. They rise 
from the level of the beach to a height of no more than 
10·12 feel , dropping off to the sea. From these vantage 
poims , investigators m3Y be able to I'fjde while watching 
the ceremonies below. These are the only places Ihat an 
automobile might be kept out of sight. but it will take a 
successful Camounage roll to do so. 

CONCLUSION 
Lang·Fu is intended to escape this scenario and the keeper 
should bend all his efforts to Ihis end. At this paint, the 
investigators may wish to follow up on leads to the RllOn­
Paku temple in San Francisco, or even try to trace its 
roOIS in India. The keeper can use the information con· 
tained in appendix F to supply them with information. 0 



San Francisco/Oakland 
VII. 

By The Bay: Part II 
;I /I alllldl' oj 011(' oj (I/{' illv(!$ti~atur.~ by a my.~t"ri()u:s I . ./f'ill.g 

If'(/d.~ lIl1'm to the \1/1'1 resmrd, [Ill'ifily in 0(11:.11111(/. 

INVESTIGATORS INFORMATION 

The Attack 

While sleeping in hi~ hotel room in San Francisco, one of 
the investigators will be awakened by a sudden nash of 
bright light in the room followed by a quiet, sucking. 
slurping noise coming from .I dark corner ncaf the ceiling 
(if there is <lnother investigator sleeping in the room, he 
will awake if he makes a Luck roll). If the investigator 
switches on the light ncar the bed he will sec a terrible , 
yellow , dripping thing adhering to a corner of the ceiling. 
A SAN roll must succeed or 108 points are lost. At the 
light , the thing wi!1 open one great saucer-like red eye and 
launch itself toward the investigator, half-nying, half-fall­
ing through the air, The investigator may attempt a Dodge 
to scramble from the bed as the thing hurtles toward 
his pillow, 
THE THI NG F ROM BETWEEN T HE PLANES 
This being will appe~r as a dripping yellowish mass ahout twO feet 
in diameter , It moves stowly across flm surl~ces with a squishing, 
sucking sound, dripping a sticky fluid thaI feaves a brown stain on 
whatever it touches , II sees by me~ns of a single, large, red eyeball 
hidden in Ihe center-of the mass, 

CONt6 SIZ 4 INT2 STR 8 
DEX 12 Move 4, plus ability to glide 

Weapon Attack Damage 
Jump and grasp 75% lD3" 

POW 5 
HP10 

"This damage is caused on Ihe first round and for every round that 
the creature remains allached to its victim's face, It;s C3used by 
tiny, grasping ellia which secret!! a burning acid. Additionally , the 
creature will form tendrils th~t wil l force their way into Ihe vic ­
tim's nose, ears, and throa!. On the Sllcond consecutive round of a 
successful attack. these tendrils will reach the brain and begin to 
destroy 1 pOint of INT per round . This simulates brain damage 
caused by the creature . At the keeper's OPtion, the investigator 
could also begin to lose 1 point of APP per round due to perma­
nent scarring from the acid. 

ARMOR : All kinm ic weapons will do minimum damage due to the 
soft form of the thing . 

SANITY LOSS : If the investigator fails his SAN roll 108 points 
are lost , none if the roll is successful . Additionally, a victim of a 
successful attacK must make a SAN roll ellery round that the being 
is attached to his face or lose 103 pOints and be unable to take 
any rational action for the remainder of that round. A person see­
ing anoth!!r human being und!!r attack by the thing (as opposed to 
simply seeing the thing itse lf) will have a minimum loss of 102 
SAN pOints evun if a SAN ro ll is successful. 

After five rounds. whether the thing is <llive or dead, thrre 
will be anuthrr nash of light and the thing will quickly 

evaporate , leaving only some ugly hrown stains un the 
walls and rugs (the hotel will probably insist that Ihe in­
vestig<ltors pay for damages). 

The next morning, the investigators will find a small ar­
ticle in the newspaper abollt sightings of a strange bolt of 
lightning over the Bay early this morning. The sightings 
were made about I :20 am (same time as the attack on the 
investigators) and described a singularly straight shaft of 
light that shot across the Bay between the City and Oak­
land, [t seems that there were two nashes , about a minute 
apart. A professor from the local university is quoted 
as saying that it was most likely an odd form of ball 
lightning. 

On the page directly directJy across from the article, 
the investigators will sec large advertisement announcing 
the opening of the NW[ research facility in Oakland for 
public tours, "See the Marvels of the Electronics Age." 
Tours are offered every hour from 9 to S. A map of the 
facility's location is provided. 

KEEPE R'S INFORMATI ON 
The attack originated from the NW[ research station and 
was prompted hy a message from Lang·Fu to Dr. Dieter. 
head of research at the modern. new facility. Fortunately. 
the equipment used to beam in the creature suffered a fai­
lure after only a minute of operation, and the creature 
was returned to its own plane of existence , If the investi­
gators do not discover the secret of Ihe lab. the attacks 
will begin again soon. 

SC EN ES 

The Resea rch Stati on 

This single building is located in the hills of Oakland , and 
is constructed cntirely of concrete and stee\. The architec­
ture is modern and the one·story structure quit e pleasant 
10 look at. Due to the large amount of publicity the sta· 
lion has received. there is quite a number of people wait­
ing fo r their tour and the investigators may have !O wait 
several hours before being allowed into the building. NW[ 
has erected an open-air tourist pnvilion 3 few hundred 
yards away where visitors can sit comfortably and pur­
chase refreshments from college students that NW[ hired 
as host s and hostesses for the tours. 
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The Guided Tour 

After the invest iga tors' names are called from the wai ting 
list, they will be grouped toge ther with about 25 other 
people and ushered to the main gate of the fence sur· 
rounding the sta tio l1 . Here they will be met by their gu ide, 
a young college s tudent named Brad Thompson who 
works part·time for NWI. He will explain to the tou r 
group that the en ti re place is guarded by an electrical sur­
veillance system that elim inat es any need fo r human 
gua rds. Th is sysIem requires all vis itors to wea r a small 
lapel pin at all times (these pins arc numbered and will be 
carefully retrieved at the end of the tour)_ 

The lour lasts fifty minutes and begins with a walk up 
the gravel drive and through the main door on the left. 
From th is point , the guide will stroll slowly through the 
U-shapcd hallway expla in ing different points of interest 
and answering questions. Visitors may either keep pace 
with the guide, or can choose to lag behind while viewing 
"The Wonders o f th e Scientific Age ." 

Investigators taking the tour will get an opportunity to 
witness actual laboratory research being conducted by 
l\'W1 along with displays and models demonstrating the 
many fa ce ts of this in ternat ional corporation _ 

The exhibils arc as fo llows: 

I . Looking through a thick pane of glass, the investigators 
wi ll bc able to see down into a laboralOry located, as are 
a ll of the labs, one story below ground . Here they will see 
vegetables and other plants gro wing with out soi l. T hey arc 
suspended above Illetal tanks containing some colored 
solution, the roOlS extending down into the nuid . 

This is a hydroponics lab. as any investigator with an 
existing Botany score ca n tell. 

2. This is a large wind·tunnel display demon stra ting the re­
actions of different types of aircraft to changi ng atmos· 
pheric condi tions. Ind uded in the display is a model of an 
experimental ::autogyro bcing developed by NWI. 

3. This is a lighted. mech anical display describing some­
thing similDr to transistor theory in a graphic, semi­
ani ma ted fas hion. 

4 . In this gklss-p ro!ected dispkly is a large, lighted , moving 
model of the heavens. 

An investigator making his Astronomy roll will notc 
that thcrc is somethi ng wrong with the model. It seems to 
contain somc major stars in locations wh ere there should 
be Ilonc. 

5. This large L-shaped lab is s tained with oil and othcr lu­
bricants but is still dust-frce. I·Jerc seve ral technicians arc 
working with various aspccts of industrial robotics. The 
work is con fined to simple mechanical arms and such , but 
the movelllents appear quitc soph isticated . 

6 . Th is is a lighted display that describes the format ion or 
pe trolcum deposits and demonstra tes new methods being 
developed by t-.'W I to recover them. 

7. This is another large L·shaped lab and is filled with 
aquariums and small cages containing animals. It is tended 
by two female tcchnicians. 

Here NWI is carryi ng out primit ive don ing experiments 
on sala ma nders and other lower life forms. 

8. This lightcd display describes new methods bcing dc­
vcloped 10 aid in the prese rvation of archaeological arti­
facts, along wilh new methods of dating them. 

9 . Thi s brger display CDse is unlit and boarded over. If an 
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investiga tor peeks between the bODrds and makes his Spot 
Hidden roll, he will see a partially disassembled diorama 
depicting thc NW I experimental minesite in Peru. 

10. TIlis small lab has two technic ians experimenting with 
sume kind of camera foc used o n a Felix the Cat loy. An 
image of the toy, in black and white , appears on a small , 
round , glass screen located ten feet away. 

I nside the Research Station 
Wh ile engaged in the tour, the investigators will probably 
nOle two doors tha i lead off the main hallway. These 
doors give aCcess to the lab areas and are clearly marked 
"No Admill ance. Employees Only:' As the investigators 
pass by the first door, one of the techniciDns will emerge 
from the doorway and the investiga tors will get an oppor­
tunit y to glimpse down the hallway revealed. The investi­
gators will see a secon d door marked "Restricted Area. 
Authorize d Personnel Only." 

At this pOiTtt the keeper may encourage the investiga­
tors to do some unauthorized touring if they want to. 
Point out that the guide's attention is continually being 
distracted by questions frum the visitors and that after the 
first twCnty minutes o f the tour he will have worked his 
way around the fi rst corner of th e hallway and will be out 
of sight of anyone lingeri ng around the first exhibi ts. 

If investiga tors sho uld elec t 10 explore the area, thcy 
will find tha t most of the hallways lead to the labs or em­
ployec Dreas. Entering any of these will result in meet ing 
up with some em ployees who will politely escort tltem 
back to the tour group. 

If the investigators choose to enter the " Restricted 
Area," they will find it unoccupied: DI. Dieter and his 
assistant ( the only two people cleared for this area) are 
presently taking a break in the cafeteria . At the end of the 
hallway arc two doors. Looking through the left-hand 
doors, the investigato rs will sec a mechanicalfhydraulic lab 
dominated by a large industrial robot mounted on treads, 
while D glance through the doors on the right will reveal a 
large, electroni c device si tting on th e noor ne;lr a black­
board covered with I11Dth elllatical symbols and formulae. 

If the inves tiga tors explore the mechfhyd lab, 3 Spot 
Hidden whil e inspecting th e robot wi11 reveal concea led 
ports in Ihe rront some type of weapon with a solid crys­
tal ba rrel. On a nearby workbench is a small, black box 
with sevcfDI unmarked swi tches on it. An exam inat ion of 
the wiring schematic found next to it. combined with a 

Planes Device 

This machine was iowented bY Dr. Dieter by incorporating 
lenses produced lor h im bv Baron HauP\rnan. This machine 
is capable 01 generating a field that opens a space between 
the planes allowing a being. Or beings, to eJtis t in this uni­
verse. Once the fietd is collapSed, the OOlO"gls1 is pulled back 
into its 0 ,1gil\8l dImension. 

Dietel has also added a proiectioll,.device built with the 
speciat tenses and prisms that allow him 10 locus this field 
up to twenty miles awaV. Additionat lenses mav increase 
this range In the future. 

Whlln the proiector is turned up, and 'again when it is 
shut off. 0 brief flash of light will travet from the projector 
to the target area . 

The dOllice is highly experimental and has a record of 
oller.heating and failing whlln used . 



successful Electrical Repair roll will allow the investigator 
to understand the proper use of the box. Without this in­
formation, anyone attempting to operate the robot will 
cause it to act in a dangerous, berserk manner. 

In the electronics lab to the right, an investigator 
making IHl EDUxl% roll while studying the blackboard 
will discover mathematical proof of the ex istence of di­
mensions oilIer than the few perceived by humans. An ex­
amination of the blueprints found on a nearby table along 
with an Electrical Repair roll will tell an investiga tor that 
the machine on the noor is used for generating some type 
of electro-magnetic field and then projecting il over a 
great distance. An examination of the machine itself will 
reveal that a portion of the circuits have heen burnt out. 
Th ese sections have heen removed and placed on a work­
bench for repair. Completion of the repairs is ncar and an 
investigator making an Electrical Repair roll will be able 
to finish the job if he desires. 

Near the damaged sections of the machine is a logbook 
written in German. If an investigator successfully reads 
the book, he will discover that it is a record of experi­
ments involving the machine on the noor. It will be obvi­
ous to the investigator that this is the source of the thing 
that appeared in their hotel roorn. The last experiment is 
on that date, explicitly describes both the time and its 
purpose , and marked:1t 1 :20 am. 
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The door leading from the electronics lab is lo(;ked. If 
the investigators manage to open it, they will find a short 
hall that leads to Dr. Dieter's quarters and beyond to his 
secret surgery. 

TIle doctor's quarters are sparsely furnished with only 
a bed, chest. and a cluttered desk. The chest contains only 
the doctor's clothing but on the desk the investigators will 
find the following: a !ah analysis of a mineral called Blue 
John ; a letter (in English) from Lmg-Fu to Deiter inform­
ing him of the presence of meddlers in town and giving 
the address and number of the investigator's hotel rOom; 

and another letter (again in English) from Dr. Dieter to 
Edward Chandler (play Aid 9). In one of the desk draw­
ers. the investigators will find a large schematic titled 
"NWI Ship-to-Ship Navigationnl System_" If an investiga­
tor studies this complex wiring diagram for a day and a 
night and then makes a su(;cessful Electrical Repair roll , 
he will be able to determine that this describes not a navi­
gating system, but some type of extraordinary weapon. (If 
the investigators are or become familiar with the weapon 
on the robot. they will recognize the similarities between 

PLAY AtD 9: Chapter VII 
Leller from Dr_ Dieter to f,award Chandler. 

Dear Mr. Chandler, 

Once again I am pleased that you have chosen to ask my advice on political matters 
involving NWI, and am only too happy to respond, 

I would first say that continued fueling of bloodshed in China will continue to create a 
political turmoil much like the one that gripped Russia after the revolution, I would also 
consider colltinued funding of anti-British militants in India, but refrain from helping young 
Congressman Nehru. I do nor believe his philosophies mesh well with ours. 

I cannot again emphasize how important r feel it is for NWI to continue to suppOrt the 
National Socialist Party in Germany. Their leader's strong beliefs in hered itary superiority 
indicate a common link with the Brotherhood, and r believe that it the party is informed of 
the goal~ of the Brotherhood, it will bend all efforts to see them to fruition. 

Respectfully yours , 
Dr . Dieter 
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the two. The ones being planned for the ships are much 
larger however.) 

In the back room , investigators will find a combination 
electronics lab and surgery complete with operating table. 
In one corner of the room is a large round tank set into 
the floor and scaled with an easily removable cover. Ncar· 
by arc a number of small eages hung with cloth 10 keep 
them covered. From within come soft scratchings and 
scrabbling sounds. There is also a large filing cabinet in 
Ihe room. 

If the covered vat is investigated, it will be discovered 
to contain an extremely powerful acid (this is used to dis· 
pose failed experimen ts). If someone should lift the cur· 
tains to see the inhabitants of the cages, they will be horri· 
fied by the sigh t of what were once normal laboratory 
rats. The investigators must make their SAN roll or lose 
103 points at the sight of these disgusting pink rodents. 
Most are hairless and misshapen. Some have three eyes, 
some have six legs. A few are totally legless and squirm 
about the cages like fat , pink sausages. If an investigator 
should handle one of these animals (they are not danger· 
ous, just ugly) and makes a Spot Hidden roll . he will 
notice Ihat each has a small, neat scar on the lOp of Iheir 
heads. If the cages arc moved. il will be discovered that 
each conceals a small device set into the floor. Flipping 
back a red cover will expose all ominous·looking throw 
switch that the investigators will not be able to discover 
anything about. 

Investigating the filing cabinet will turn up Dr. Dieter 's 
notes (written in German), a wiring schema tic, and a bun· 
die of photographs. Examining the pictures will require a 
successful SAN roll or loss 104 points will result from 
viewing photos of animals and humans with various par· 
tions of their anatomy removed and replaced by mechani· 
cal devices. In an investigator examines the schematic 
while making an Electrical or Mechanical Repair roll, he 
will find that il describes the construction of some sort of 
simple remote control swi tching device. No clue is given 
to its purpose. 

The doctor's notes arc very extensive and it will take a 
day and a night along with a Read German roU to discover 
all they contain. However, ifan investigator makes his roll 
in the lab while skimming through them, the keeper may 
wish to provide a few hints as to their contents. Reading 
them in their entirety will cost the invest igator I D4 SAN 
points when he discovers what Dieter has been up 10. His 
earlier notes describe the implanting of electrical devices 
in the brains of animals to alter their behavior. Later he 
describes applying these same techniques to humans. Re· 
cently he has been using these implants to induce organic 
changes in animals. growing extra limbs or organs, etc. At· 
tempts on humans have so far proven failures. but DiCier 
has confidence in the technique. One portion of the notes 
describes the successes he has had with a group of elec· 
tronically controlled people he refers to as the "Sons of 
Terror." The text describes how these "Sons" have suc· 
cessfully influenced unnamed political groups around the 
world, allowing NWI 10 turn them to its own purposes . It 
also describes the fail·safe device bu ilt into everyone of 
the ''Sons:' 

Attached to the device that controls the actions of the 
"Sons" is a smaU explosive. If anything should go wrong 
with a Son, a remote control switching device can trigger 
this liny bomb, shattering the SOil'S head. The device is 
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good up to fifty yards away and can be easily built using 
the schematic found in the filing cabinet. 

Dieter Returns 

At some point during the investigators' investigations, a 
door will open and in will walk a small. white·haired man 
in a lab coal. If the invest igators are still in one of the 
front labs, he will be accompanied by his assistant Phillip 
Jurgens. However, if the investigators have managed to get 
into the secret surgery or his quarters, Dr. Dieter will be 
alone , as no one else is allowed past this point. 

Dr. Dieter will be distressed to find strangers in the res· 
tricted area, and doubly so if they arc in his quarters or se· 
cre t surgery. l'lowever, he is a distracted sort of individual 
and a successful Fast Talk will confusl him to the point 
where he will accept any story the investigators give him. 
If this fails, the doctor will begin questioning the investi· 
gators' motives in a loud voice until interrupted by his 
assistant. Jurgens will intercede in the investigators' behalf 
and convince Dieter that they arc merely victims of cir· 
cumstance and offer (0 escorl the investigators baek to 
the tour. On the walk back, Jurgens will introduce himself 
in an attempt 10 obtain the investigators' names and other 
information. 

DR . DIETER 
This man is an utterly brilliant but utterly mad scienlisl.lmprison· 
cd in Germany lor mass murder, he escaped with the aid of Haupt· 
man and Ihe Brotherhood, and was brought 10 America where. un· 
der an assumed name, he went 10 wOlk 10. NWI. He i, aWilre 01, 
and fullv agrees with the plots of Chandler and the BrOtherhood. 
He has developed the new weapOns 10 be used on Ihe ships coming 
out of the vards owned by NWI and has aided ffi1Iny of Ihe Broth. 
erhood prOjeclS, legitiffi1lle and illttgitimate . 

His greatest contribution is the Sons of Terror, humans whose 
minds arc conlrolled by electronic implanTS designed and placed 
by Dieter . These have infiltrated manV groups without fl aw and 
have performed perfectly. 

The doctol is about 65·yealS old, and alwavs wears a oondage 
wrapped about his left hand. 

Dieter is eKlremelv paranoid and almost never lea\/l!s the reo 
search station lor lear of bein.g recognized . He resents Ihe facility 
being opened to the public and has complained to Chandle<- on 
several occasions. 

STA 6 
DEX 8 

CON 7 
CHA 6 

SIZ 7 
SAN 0 

tNT 22 
EOU 28 

POW6 
HP7 

SKILLS ; Read/Wrile English 75%: Speak English 55%; Anthro· 
POlogy 25%; Archaeology 20%; Astronomy 35%; Botany 85%: 
Chemistrv 90%; Cthulhu Mythos 15%; Geology 85%; History 20%; 
Library Use 95%; Pharmacy 85%; Treat Disease 85%; Treat POIson 
75%; Zoology 90%; Diagnose DIsease 85%; Electrical Repair 100%; 
Mechanical Repair 100%; Debatc 85%, 

PHILLI P JURGENS 
Jurgens appears in two states in th is scenario. The first is his nor· 
mal self ; the other. a controlled "lQmbic" subject to the com· 
mands of the device implanted in hi, bfaln bV Dieter. 60th of 
these forms will be described below . 

1. Formerly 8 U.S. Treasury agent, Jurgens has spent the last Ihroo 
years in a profession very new to the world, that of an industrial 
sPY. Working for NWI. he has managed to become the auislant of 
Dr . Dieter . Having managed to 51eal enough from NWI to re tire for 
the ren of his life, he was about 10 make his hreak when he stum· 
bled across the documents naming NWI 8"$ n co-conspirator in ille· 
gal activities . Forsa king his personal plans, he has attempted 10 get 
enough evidence to allow the government \0 stop NWI. UnforlU' 
nately. his plan$ were discovered by Dicter and between the phone 
calls received by Ihe investigators, Jurgens was turned inlo one of 
Dieter 's Sonl of Terror . 

2. This is the "zombie"' form of Jurgens. It the in\/l!s tiQ310TS 
should remo ... e his hat, they will sue a sha\/l!n palch on Jurgens's 
head, and a raw, six·inch scar . Dicter did not have time to com· 
pletely program the new "~ombie" but left a simple self·destruct 



program in him. If the investIgators should expose jurg~ns, thc 
mechanism inside his head will shorr..:ircui t itself . As Jurgens's 
body does spastic flip·flops about the ground or floor. the side of 
hls head will begin !a smoke and melt from the heil! nenerated in · 
side his skull . This will. of course, kill him. and any investigator 
failing a SAN rol l will lose 1 D6 points. I f Jurgens should remain 
unexposed. he will self-destruct as soon as the rooot at D,eter 
comes on the sCene . 

STR 15 
DEX 16 

CON 15 
CHA 13 

SIZ 14 
SAN 60 

INT 14 
EDUl6 

POW 12 
HP 15 

SKILLS : Botany 55%: Chemistry 75%: FirSI Aid 95%: Geology 
55%: Library Use 55%; Zoology 70%: Listen 80%; Psychology 
50%; Spot Hidden 75%; Track 40%: Drive Automobil~ 75%: Hide 
75%; Move Quietly 75%: Climb 80%: Dodge 85%. 

Investigator's Information 

At the end of the tour (assuming some orthe investigators 
have met Dr. Dieter and transmitted this information to 
the rest of the investigators) any investigator making a 
Knowledge roll will recall a simihlr name in connection 
with a bizarre murder trial in Germany around 1920. Sue· 
cessful Library Usc rolls while checking the local library's 
newspaper files will !Urn up the following two items: 
I. August 23, 1920: Germany. A Dr. Dieter Heinmann 
was sentenced to a special. high·security prison to await 
execution after being convicted of multiple murders in 
conneClion with bizarre surgical experiments. Details of 
these experiments were withheld from the public. 
2. September 14. 1920: Germany. This article states thai 
Dr. Dieter somehow escaped from his locked prison cell in 
the middle of the night. Except for strange chalk marks 
on the wall. police have no leads. (This break was engi· 

nee red by Hauptman, who gated 
created a return Gate by which 
Once back in Transylvania. 
the Gates.) 

Blowing the Whistle 

into the (;ell and then 
the two men escaped. 
I-Iauptman deslroyed 

Soon after the investigators make the tour at the research 
station (probably that evening), they will be contacted by 
phone by Phillip Jurgens who will wish to speak to what· 
ever invesligator(s) he has met carlier that day . If Jurgens 
did not meel any of the investigators, he will have recog· 
nized one of them when Ihe tour group passed by. At 
least one of the investigators can be identified by Jurgens 
from some past exploit. Jurgens will request a meeting at 
a local restaurant with one (or two , if an OralOry roll is 
made) of the investigators. 

Ouce al the restaurant. J urgens will confide !O the in· 
vestigators the truth (or most of it) of his past and present 
activities. He will explain that while searching for indus· 
trial secrets that he could possibly sell. he came across cer· 
tain documents indicting Dr. Dictcr and NWI in a conspir· 
acy involving world·wide anarchist <!(;tiyity. It appears that 
somehow the groups arc to be coordinated into attacking 
different locations on a specific date referred to only as 
"The Day of the Beast .'. 

Jurgens will supply the investigators with a copy of this 
inrormation along with a phone number in Washington 
DC. He will instruct the investigators to make the call and 
give a certain password that will put them through !O a 
Mr. Albertson. 

Jurgens thinks that Dieter may be beginlling to suspect 
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his intentions. but he wallis to see if he cannot gCt somc 
morc infonn:llion before blowing his cover. He will leave 
the restaurant quickly, promi$ing to call thc invcstigators 
again in 3·4 days. 

Late the next day. the investigators will receive another 
call from Ju rgens. He will tell the investigators that he sus· 
peclS that Dieter knows the truth abolLt him and that he 
needs the investigator's help. He has managed to obtain a 
number of la pel pins that negate the security systems. and 
that if the investigators will meet him near the station af­
ter dark, they can enter the bbs and confiscatc whatever 
evidence they find. He may need their help to subdue Die· 
ter if he proves to be :I problem. 

If the investigator who speaks with J urgens on the 
phone has ever had occasion to speak 10 him before, a suc­
cessful Psychology roll will tell him that there is some­
thing odd about the man's manner. 

If the investigators choose \0 meet Jurgens, he will be 
found wcaring a suit and hat. If Ihc investigators question 
this, he will explain that as soon as they arc finished hcrc, 
he will be boarding a train for W3shington. 

The investigalors will easily enter the building. but 
oncc inside, they will lind themselves the victim of:l trap. 
Dieter, hiding around a corridor corner, will direct the 
giant robot against the invesligators as Ihe unfortun:lte 
Jurgens. who was trapped by Dietcr and implanted with a 
mind-controlling dcvice, as well as a bomb. begins 10 self­
destruct beforc the investigators' eyes. Dieter will only ex­
pose as much of himself as necessary 10 direct the robot: 
anyone shooling at him has only a !4. lIorm:ll chance for 
success. If desired, an investigator lIlay aim at the robOI 
control box. If the box is wrecked, Dieter will mn back to 
his secret surgery. The control box wil! be as hard to hit as 
Dietcr himsclf. 
ROBOT 
Ostensibly designed as a prototype worker robot for ,ndustrv, this 
model leawn.os some panlcularly destruCtlW options. It IS radIO ' 
controlled. and can be operated up TO 1000 leet awav . Solid walls 
will block Tn'lnsm,uion, however. 

The oontrol bo~ is a small. p;:!lm-Slzed devIce with a looped an· 
tenna. There are abou t a do~cn unmarked SWITchcs on the lace of 
the instrument. 

The roboT itself is a seven·fOOI tall metal cylinder. It moves 
fairly Quickly on lewl ground with motorized treads. II Ciln turn 
on a dime. It has four telescoping arms with grasping claws and a 
small dealh raV mounled s~retlv in;15 chcst . 

STR 40 SIZ 25 (Wry heavy) DEX (~ operato,',) 

Move: 5 HP, 100 
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WeiIPons 
Claws (4) 
Oealh ray 

Auack 
25% 
20% 

D/tmage 
106' 
1010 

'Once held, the investigator will con tinue to take damage every 
round. 

ARMOR ; This machine is made of tough metal, and all weapans 
will cause minimum damage. An Impaling shot from a firearm will 
indicaTe thaI II parl ia llv e~posed joint or circui t has betn 1'011 reno 
dering one luncllon of the robot u$eless (keeper's chOlcel. A 
bucket of water or a wet lire e>:tlnguisher maV short-circuit the 
machine, making i\ useles~-Ihert i$ II 10% chance of thi$ per 
bucket or por round the e~ti"guisher is played ovcr i\. 

SANITY LOSS: Seeing this 5trll"go contraption rattling down Ihe 
hall with arms waving will be at least a linle unnerving. causing a 
100s of 103 painu to those who miss their SAN roll. 

If the doctor makes it back to his surgery. he will knock 
over the rat cages, freeing the animals and exposing the 
firing mechan ism in the floor below. TIlis switch is wired 
wa buried explosive powcrful enough to destroy the en· 
lire rescarch facility and Dietcr will not hesitate to throw 
it. causing the lights ill the building to flash and sirens to 
wail. The invcstigawrs will fi nd him squatti ng over the 
switch as horrible. deform ed rodents scamper about the 
room. Dieter will defend the switch. The investiga tors 
h:lve only three minutes before the explosion. If the inves­
tigators gct 10 the switch, they can try to shut the systcm 
down rcmoving the proper wircs. Th is is accomplished 
only by a successful Electrical Repa ir roll. Failu re of this 
roll denotes instant destruction. 

CONCLUSION 

If the investigators should trust Jurgens and make the con­
tact with Albertson. they will find thai all he has told 
them is true. Supplying thc information given 10 them by 
Ju rgens to Albertson and the Treasury Departmcnt will 
help the governmen l squelch thc al\:lcks when they occur. 
If the investigalors stop Dieter's attempts to destroy the 
lab. they will find (in the filing cabinet) additional infor· 
mation that will aid the U.S. government in ferreting out 
the anarchists plu~ document s that pin'point their loca· 
tions in western Europc. Withholding any of this in forma· 
tion mcans lhal the allacks will go off as schedu led, 
causing much death and destruction. 

Remember. Dr. Dieter will do everyth ing in his power 
to blow up the lab and himself. 0 



Giza, Egypt 

VIII. 
Day of the Beast 

'fIll' illvcMiglllors rdurtl/o !{gypf /,u foil til(' Brolher/wod 
(lm/lh e pru/lh('ry made milll'lI ia ago. 

INTRODUCTION 

The date for this chapter must be determined by the keep­
er who is also responsible for getting the infonnat ion to 
the investigators. This can be placed in the advenlUre in a 
number of ways, ei ther through usc of the optional scenes 
or, as a last resort, as a product of Paul leMond's strange 
dreams. It could come to the investigators through the 
material they discover regarding the Sons of Terror, or 
they could monitor the Rhon-Paku temples , waiting for 
them to begin the Holy Day. 

INVESTIGATORS INFORMATION 

Exactly how much the invest igators know will depend 
largely upon how many clues they have unearthed in past 
chapters. How much advance notice of the date they have 
is up to the keeper. However, they will know this much at 
the very least: the Brotherhood is to meet, at dawn on a 
given date, on the plateau al Giza. 

KEEPER 'S INFORMATION 
Hauptman and Lang-Fu are presently in Cairo awaiting 
the arrival of Edward Chandler. Chandler is traveling in a 
dirigible of modern design, a product of the aircraft divi· 
sia n of NWI. His announced reason fo r coming to Egypt is 
to inspect the Chandler Foundat ion digsile ncar Cairo. 
The dirigible is to be moored on the site. 

The purpose of the trio in Egypt is to Call the Beast. 
using the Creat Sphinx located on the plateau southwest 
of Cairo. Simultaneously. the Sons of Terror will launch 
their attacks while the innocent followers of Rhon-Paku 
unknowingly chant down star-spawned Dholes upon the 
major cities of the world . 

SCENES 

Cairo 

Edward Chandler will arrive near Cairo about 3 am and 
moor at the Chandler Foundation digsite. AI nighl, the in· 
vestigalOrs will sec the running lights of the ship, and duro 
ing the day. the huge, silvery sides of the ship will catch 
anyone's attention. A successful Spot Hi ddcn or the usc 
of binoculars will revcal the NW I logo on the side of 
the dir igible. 

The Plateau of Giza 

If the investigators arrive here before the Brotherhood, 
any investigator making an Idea roll will notice the ab­
sence of guards in Ihe area. The Egyptian government 
keeps this area well-protected aga insl tomb robbers and it 
may Slrike the investigators odd to see the area so desert­
ed (the guards have all becn killed by agents of the Broth­
erhood, the bodies stuffed in thc many tombs and ruined 
tcmples found on the plateau). 

J ust a few minutes before sunrise , several cars will drive 
up the road that leads to the north end of the plateau. 
Taking a route around the cast side of the Greal Pyramid, 
the cars will pull up within a hundred yards o f the fore­
paws of the Sphinx and stop. Four Arabs, armed with 
tommy·guns, will step out of thc cars and while IWO of 
them busy themselves with chasing any sleeping Arabs out 
of the area, we other IWO will scout around for possible 
trouble_ 

ARAB GUAR DS 
These henchmen were trained by Katil and will jay down their 
lives for Edward Chandler. 

Guard 1 

STR 14 
DEX 15 

CON 15 
CHA 9 

SIZ 14 
SAN 0 

INT II 
EDU 5 

SKilLS: Fighting Kni fe 65%; Tommv..gun 55%. 

Guard 2 

STR 16 
DEX 12 

CON 12 
CHA 7 

SIZ t5 
SANO 

INT 10 
EDU 6 

SK I LLS: Fighting Knife 75%; Tommv..gun 45%. 

Guard 3 

STR II 
DEX 14 

CON 13 
CHA 8 

SIZ 10 
SAN 0 

INT 12 
EOU 6 

POW10 
HP 15 

POW8 
HP 14 

POW 11 
HPI 2 

SKI L LS: Fighting Knife 45%; TommYi!un 50%; .45 Revolver 85%. 

Guard 4 

STR 16 
DEX 13 

CON 15 
CHA 7 

SIZ 14 
SAN 0 

INT 10 
EDU 5 

SK I LLS' Fighting Knife 65%; Tommy..gun 65%. 

POW 12 
HPI5 

Upon a signal from one of the guards, the doors of the 
cars will open. and out will step Hauptman, Lang-Fu , and 
six Arabs dressed completcly in black robes_ These Arabs 
are here to provide extra Magic Points for the spell and 
Chandler has made an effort to disguisc himself as one . 
The only possibility the investigators havc to recogniLc 
Chandler is if an investigator makes a Spot Hidden roll 
while checking ou I the Arabs. This will reveal thai one of 
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Gila, Egypt 
NECROPOLIS 
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them looks ex traordinarily Western in appearance. It will 
be up to the investigators [0 realize thai this is Chandler. 

The group will approach the Sphinx and immediately 
begin in toning the chant thaI will Call the Beast. The Call­
ing will be successful. and as soon as the Sphinx shows 
signs of life, the grou p will run to the cars and drive off. 
trusting the destruction caused by the Beast to cover their 
presence here. The Irio will soon separate, and Chandier 
will relurn to his di rigible to ny (0 America and begin his 
plan of world conquest. 

THE BEAST 
The aeall can only assume eanhly form when Called by a panicu· 
lor spell <;aSI in the lIicinilY of 1M Great Sphinl< on the plateau of 
Gila. Archaeologists claIm that the Sphin)( was carved Irom an 
outcropping of limenon!! that was left over bv Ihe builders 01 the 
Grea l Pyramid. but legend holds that" has lain in the sand Since 
before the COming 01 man . The Arab name for it is Abu Hoi. 
nFather of Terror:' 

When the spell is svccenfully cast, the ground about the 
Sphinl< will qWlke slightly. signifying that the Beast's essen.;e has 
e!1tered the stOnc. The body will flex and the limos begin to move 
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Call the Beast 
Th is is a special spelt given 10 Nophru-t<:a long ago by Nyar. 
lathotep. It resembles CalI/DismISS deity spells. 

Chandler, Haupm13n, and Lang·Fu olt know the spell 
belween them, they can el<pend 199 Magic Points, and Call 
the Beast in only one mil"lute wuh a 95% chance 01 success, 

DismIssing the Beast is as described in the Call of Cthu/· 
hu rulebook, but is difficull due to Ihe hi!)h POW of 
the Beau. 
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with the sound 01 grinding stone as the face, p'aced there in later 
years by Ihe Pharaoh Khalre, craCks and lalls away. revealing a 
black, ollal lIoid in which can be seen whi r li ng suns and galaxie$, 

This monster is near ly mindless and will immediately begin 10 

destroy all nearby, trampling men and buildings bo'!neath its great 
paws. II wi ll railage Cairo before turning south \0 LUKor, si le o f 
ancien t Thebes. Alter ..... eaking halloc there, the Beasl will Pfoceed 
to Jerusalem, and from there will con tinue around the MCditerra ' 
nean, wrecking cities as il goes. 

STA 200 
OEX 20 

Weapon 
Paws t21 

CON 100 

A rtack 
50% 

SIZ 500 
MOlle 12 

DtJmage 
12D6 

ARMOR : 2Q'poinl 1\one,like hIde. 

INT 1 POW 50 
HP 300 

SAN ITY LOSS: '020 il Ihe SAN foil IS missed. 106 if i, is suc­
cessful 

Key to the Necropolis at Giza 

I . The- pyramid of Khufu ((hcops), or the Great Pyramid . 
Nearly 450 feet high. it measures over 750 feet ~t lhe 
b"se, East o f the pyramid arc the three queen's pyramids, 
and at the northeast corner a mortuary temple , of which 
only the basalt pavement remains. 

2. The pyram id of Khafre- (Chcphrcn), TIlis is almost the 
size of the Great ilyram id , To the cast of the pyramid is 
thc rnoTluary temple, now reduced to its fou ndations. 

3. The smaller pyramid of Menkaure (Myeerinus), This 
measures 354 feel at the base, and Slaods over 216 feel 
tall. The three queen's pyramids to the south were left un· 
finished. and ,he mortuary temple east of the pyramid 
shows eYidence of hasty and incomplete execution. The 
ca useway tha t runs cast from the Illortuary temple is near­
ly ruined. 



4. The Eastern Ccmctary. These tombs are arranged in 
row upon row and provide a good place for investigators 
to hide . 
5. The Western Cemetary. This is similar to the Eastern. 
6. Causeway . This TUns from tile mortuary temple of 
Khafrc to the valley temple near the Sphinx. The cause· 
way is in fair shape , and the investigators may find a place 
to hide. 
7. The valley temple. This is one of thc better preserved 
buildings to be found on the plateau and provides an ex­
cellent hiding place ncar the Sphinx. 
8. The Sphinx . It is 240 feet long and made of limestone. 
Between the monster's legs is a small altar and votive stela . 
This is where Edward Chandler will stand to Call the 
Beast. 

CONCLUSION 

This scenario will require the most individual input from 
the keeper. Du ring play test, the investigators were al lowed 
only a few hours between the time of their arrival in Cairo 
and the time of the Calling of the Beast, though keepers 
may allow the investigators more. Also, the relative fire· 
power of the guards compared 10 the investigators must 
be carefully considered. It is intended that the investiga­
tors defeat lhis menace on their own wit h the use of 

magic. It should he obvious to the keeper at some point 
what the plans of the investigators are. He should respond 
by making this climax difficult, but not completely 
im possible. 

If the investigators should choose to attack with guns 
while the group approaches, the guards will immediately 
open fire on the investigators while the members of the 
Brotherhood retreat to Chandler's bulle t-p roof lim o. Here, 
they will wait until the investiga tors arc wiped out by the 
Arab guards, or failing that, help the guards by attacking 
the investigators with spells_ Chandler deeply wants to re­
lease the Beast , hut if the investigators make it impossible, 
he will nee the plateau , and the investigators may have to 
come up with something new to stop him. 

Magically, the investigators could attempt to Dismiss 
the Beast , but this requires a lot of Magic Points and is not 
a guaran tced approach. The most effectivc method, 
though costly in terms of permanent POW , is to erect the 
Barrier of Naach·Tith (to be found on Celaeno) to contain 
the Beast. If done immediately, they will also tfap the 
members of the Brotherhood within the walls of the bar· 
rier where they will probably be crushed to death by the 
mindless Beast. If the trio escapes the barrier, the investi­
gators may have to pursue them. The Beast will attempt 
to batter down the barrier in a STR 'Is. STR con test, but 
if it fails, wil! voluntarily take leave of the Sphinx , causing 
it to turn back to stone . 0 
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Optional Scene I 
Halls Of Celaeno 
TIle jll,'estigfltors Ira lief six IfillitHl milc.~ to (I Library ill s(.'(/rch of 

a scroll containing (I villlUy importani spell. 

INVESTIGATORS INFORMATION 

Everything required for a voyage to Celacno can be found 
in chap ter II I. If the investigators miss some of the items, 
the keeper may have to locate alterna tive items or infor­
mation at some other point in the adventure. For incen­
tive, the investigators can learn, either through an encoun­
ter with Nophru-Ka or by way of Paul's dreams, the exis­
tence of the spell Create Barrier of Naach-Tith, which 
might be used to contain the Beast. 

They should have learned that Cclacno is a star found 
in the Plcaides in the constellation Taurus. It is lo(;ated be­
tween the stars AJcyonc and Electra on one side, and Mala 
and Taygeta on the other, over 1400 light·years from 
Earth. II requires an expenditure of 13 permanent POW 
points to create a Gate to span such a distance, so it is 
most likely that investiga tors will have to uavel by Sum­
moned monster. Space Mead will be required. including 
enough for the return trip. The Summoned monster(s) 
may be Bound to wait for and return their passengers to 
Earth. Traveling this distance under the effects of the 
Mead will cost 3 Magic Points, and 2 SAN points. 

KEEPER'S INFORMATION 
The library is located on the mist·shrouded, fourth planct 
of the star. Untold millenia ago, 'Hc Who is Not to bc 
Named' placed his servant 8yakhec to guard lhe Great 
Hall from int ruders. They still wait hungrily ncar the dark 
ceiling. The books are also protected by one called 'The 
Sleeper in the Lake.' 

SCENES; 

The Voyage 

In the dream·l ike state induccd by the Mead the investiga· 
tors will be unaffected by the cold depths of outer space 
and will be beyond the 'realities' of space and time. As 
they approach the mysterious planet and descend through 
the th ick of mist, the effects of the Mead will begin to 
wear off and the investigators will notice that the atmos· 
phere has a dist inctly biller, metallic tastc. The difference 
in pressure will make the investigator's head feel stuffy as 
well as affect his hearing, causing normal noises to sound 
tinny and far distant. Continuing to descend, the mists 
will clear allowing a view of a vast lake, or ocean, below. 
The water stretches for miles ill all directions. No waves 
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mark the cold , gray, steel·like surface. Arrival on the 
planet requires a SAN roll or I D6 points are lost. 

Shortly, a monstrous, black bUilding wiU loom up on 
the horizon: at first sight of the library, the investigators 
will need to ma"ke a SAN roll or lose I point. The forbid­
ding atmosphere of the place will continue to exert a sinis· 
ter influence on the investigators; they will be required to 
make further SAN rolls every hour they spend in the 
vicinity of the building. 

The Library 

The beasts will deposit their burdens upon stone wharves 
in front of the library and either fly off or remain here to 
await their passengers. Under no circumstances will the 
monsters enter the actual library. As Ihe investigators 
touch down, they will see small. black things scullic down 
the stone piers to disappear beneath Ihe metallic water 
surface. 

The library itself is constructed of titanic blocks of 
stone, black and dense, and shot with veins of gold and 
green. Huge pillars. over 400 feet tall, grace the front of 
the building and flank the entrance to the Great Hall. 

The investigators should have brought a light source, 
but if they did not, there will be enough gray light spilling 
through the great rents in thc roof to allow them to sec 
dimly while inside. 

The Great Hall 
As the investigators slep inlo Ihe Great Hall. they will feel 
dwarfed by the immense scale of the building. Tier after 
tier of balconies climb the walls on all sides, their shelves 
filled with strange tomes written in forgotten languages. 
Huge stairways connect the balconies; the size of the 
treads indicate that the place was designed for beings of 
colossal size. 

The investigators will notice the decayed condition of 
the struct ure ; portions of Slone arch that have fallen from 
above make travel difricult. The floor is coa ted by a 
thickly·deposited layer of some lime·like substance. A 
Clhulhu Mythos roll will identify this as the accumulated 
droppings of some minor Mythos being. As the investiga· 
tors make this discovery, rust lings and soft whispers will 
be heard coming frolll the dark reaches above. At these 
sounds, investigators will have to make a SAN roll or lose 
103 points as a chill runs down their spines . 
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Great Hall 

,,~ 

o o o 

If the investigators obtained the copied page from the 
R'lych Text found in chapler III , it is hoped they will re­
member the admonishment abou t looking above. If an in­
vestigator should look up, he will see the upper tiers and 
the arches above teeming with gaunt Byakhccs. If the in­
vestigator makes a SAN roll he will lose 1 point, but if he 
fails, he will lost 6 points III oncc. If an investigator should 
go insane for any reason while within the library, the reo 
suits arc as follows: The investigator will suddenly develop 
a morbid fCar of the building and, dropping any Elder 
Sign , will bolt for the front ent rance. The Byakhec , seeing 
that the investigator seems confused and vulnerable, will 
swoop down in a flock and rend him to bils before re turn­
ing 10 thcir pcrches above. Anyonc seeing this will be reo 
quired to makc thcir SAN roll or lose I D4 in add ition to 
SAN lost for secing thc Byakhce. Investigators entcring 
the library without either bearing Elder Signs or successful 
Hide or Sneak rolls will be dealt with in the same manner 
as soon as they enler. 
A. Here a portion of the roof has fallen, plunging through 
tiers of balconies and dcstroying thousands of volumes. 
8 . Any investigator cntering this area will hear a st range, 
muttered chant ing com ing from gallcry 6. 

The Galleries 

There are six of these smallcr halls entercd from the Greal 
Hall by way of a dark :Hchway. The roofs of these sec­
tions are imact and admit no light so investigators will be 
reqUired to provide illumination, The ccilings are also 
lower, allowing space for only fifteen tiers of balconies 

o o o 

compa red to the two dozen o r morc levels in the Gre:t! 
Hall , These gallcrics arc not guarded by Byakhee . 

I . Due to a gradual erosion of thc shoreline, the rear sec· 
tion of this gallery has been cntercd by the lake, If invcsti ­
gators make a Listcn roll while standing ncar the entrance 
to this hall, they will hear soft. scuttling noises com ing 
from the far end , An Idea roll will tell the invcstiglltors 
that these noises may be ca used by the same small crea· 
tures that they saw on the wharves . 
2,3. and 4. These hallways arc d:trk and silent. 
5. This is the gallery indicated in the R'lyeh Text as con· 
taining information on the Beast. The investigat ors arc in· 
structed to climb to the sixth balcony and somewhere on 
this level they are told they will find articles lert by those 
who have come before. Searching this tier, they will even· 
tually discover a high, stone table covered with a number 
of items. One is a scroll of papyrus, covered with Egypti:1n 
hieroglyphs. This is a copy of the spell, Call the Beast 
mude centuries ago by Nophru-Ka . If an investigator can 
successfu lly read it. he will notice the signature of the 
translator. This is a very good copy of the spell and an in· 
vestigator ca n learn it in about a day with a roll of INTx 
5%, and a Read Hieroglyphs. 

Next to this is a piece of paper. It is a copy of the spell , 
Create Barrier of Naach-Tith written in English and signed 
by Edward Chandl er in 1896. This is also a good copy and 
can be learned in a day's time with 01 roll of INTx5%, 
Nearby is the pen and ink used by Chandler and a smail 
crystal bottle containing Spacc Mead , left by Hau ptman in 
case of emergency . It is protected with the samc sea l 
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found in chapter Ill. 
6. From this gallery comes the strange muttered chanting 
that can be heard in parts of the Great Hall. If a curious 
investigator should look down this way, he will see a 
group of four human·sized figures, dressed in nowing 
black robes chanting to a large, glowing object noa ting 
about four feet off the ground. The investigators must 
make their SAN rolls or lose 103 points. Any disturbance 
will cause the magicians to turn towards the investigator, 
stopping the chant and allowing the object to crash to the 
Ooor with a resounding eelw. They will then fade from 
view. Any investigator that disturbs the magicians this 
way will hereon be troubled by nightmares about the ~or' 
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Create Barrier of Naach·Tith 

Only hin ted at in t h e Cthaa! Aquadingen, the One known 
e~is t ing version of this spel l is contained in the Celaeno 
Library. T he barrier is cost ly 'lO ereCI but provides a physi· 
cal and magical defense. It also affords some protect iofl 
from inSilnity by blurring the view of whatever is kept con· 
tained within (or wi thout I the barrier. 

This spell can be cast at varying strengths and sizes . and 
can be placed up to a quarter ·m ile away. It costs 1 POW 
point to erect a barrier wilh 1 D5 STR. larger e~penditures 
of POW will create barriers of greater strength. The spell 
takes one minute to caSI and will last several hours. As 
many people who haw learned the spell are able to cast it, 
each contributing 8$ much POW ". they wish. 

Anvthing trapped within the barrier can attempt to 
phy~ically break it down in a STR vs. STR struggle. 

cerors, and will lose I D3 points of SAN every week until 
cured by a successful POWxl% roll which may be at· 
tempted once per week. 

The Sleeper in the Lake 

Thcrc is another guardian of his library; one thaI will not 
heed the Elder Sign. This is the Sleeper in the L.1ke and it 
is expressly noted In the R'lyeh Tex t that no knowledge is 
to be carried from the library for "he who sleeps will 
know," and the Sleeper will awake. 

If any investigator should attempt to take with him a 
book from the library or even a piece of paper with some· 
thing copied from the library, the Sleeper will know . The 
first indication of trouble the investigations will have is 
the sight of a large bubble that will form rapidly on the 
surface of the lake as they fly over. This bubble will sud­
denl y pop aJld up win shoot a gigantic. scaly limb en ding 
in three talons . This suckered organ will grab the offend­
ing investigator and, along wi th whatever carries him, pull 
him below the surface. There is no way to avoid this. 

The Sleepe r will only take one victim. and if a compa· 
nion is also carrying something from the library r he may 
_~ 0 



optional Scene 2 
Voice Out of Time 

TIIP invf!stignl,ors requcst {/ seance wilh Paul LeMond 
to contact the spiril oj Nophru-Ka. 

INTRODUCTION 
While it is possible that a clever group of investigators 
could hit upon this idea earlier, it is not until ncar the 
conduding moments of chapter VI that the investigators 
will be presented with a situation that clearly demon­
strates how Paul leMond could be used to contact the 
spirit of Nophru-Ka. This scene is written presuming that 
the investigators will attempt it sometime after chapter 
VI. If played earlier, the keeper may have to change 
some details. 

SCENE: 

The Summoning 
This scene will take place at Irene LeMond's house in Buf­
falo where Paul is still recuperating. Herb Whitefield will 
be in town for a visit. 

If Paul and the investigators attempt to Summon the 
spirit of Nophru-Ka, they will conduct the ceremony as 
described in chapter I. As Paul holds the dessicated liver 
(the only portion of Nophru-Ka available) in his hand :lnd 
slips into a trance , he will begin to moan softly and rock 
his head from side to side , drooling on his shirt. He will 
begin to mumble disjointed phrascs in an unknown tongue 
(ancient Egyptian) occasionally mixed wtih a word or two 
of English_ It will take a momcnt for Nophru-Ka's spirit to 
adjust to the strange body, and another minute or two to 
seek out the memories that pertain to speech_ 

After a few minutes of this, the spirit will begin to 
speak to the investigators in English , but with the voice 
and personality of Nophru-Ka; haughty and arrogant. He 
is aware of the plans of the Brotherhood and may reveal 
small lid-bits of information as he strides about the room 

berating the investigator 's feeble attempts to interfere 
with the fulfillment of his prophecy. 

At some point, Nophru-Ka may reveal crucial informa­
tion regarding the Calling of the Beast ; this may be th e lo­
cation and/or the date and tim e. The keeper must usc dis· 
cretion, but Nophru-Ka is unable to keep from boasting 
before the triumph. Nophru-Ka is unaware of the sophisti­
cated means of transportation available in the 20th cen­
tury, and it is inconceivable to him that the investigators 
could somehow travel to Egypt in the short amount of 
time left to them . 

After a while , Nophru-Ka will tire of bantering with 
the party and growing uncomfortable in the strange body, 
will demand to be released . If the investig:lIors should 
show the least hesitation in breaking the circie, Nophru­
Ka will scream "Thou shalt not defy me~" and grasping 
the stone mantic of the firep lace with both hands, pro­
ceed to smash the face of Paul LeMond against the pro­
jecting corner, breaking bone and spattering the seated in­
vestigators with blood. Investigators will need to make a 
SAN roll or lose I 06 points. 

Nophru-Ka will be able to perform this action twice 
per round . The investigators wi!! be too surprised to stop 
him the first time , but as he tries to smash Paul's face 
again. the most dextrous investigator at the table will have 
an opportunity to grapple . If successful , the investigator 
will have broken the circle and released the angry spirit. If 
the investigator fails, Nophrtl-Ka will smash Paul's head 
again and then turn to the investigators, Paul's face a mass 
of dripping gore. Each investigator will have to make their 
SAN roll or lose 104 points . At this point. anyone wish­
ing to wi!! be able to break the circle . Paul's body will 
have received 106 points of damage fo r each blow taken 
:lIld as !lIe animating spirit leaves , will slump to the floor , 
gravely injured or even dead . 0 
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Appendices 
A. rhe Dealh oj Nophru-Ka D, New World Incurporated 
B. The Brotherhood of the Beast E. The SUII.~ of Terror 
C. Edward Chul/dlpr F. The Temples of Rholl-Palw. 

C. Time-I.-inc of Events 

APPENDIX A 

The Death of Nophru·Ka 

A powerful priest and leader. Nophru.Ka was an early 
member of the separatist movements that took place in 
the delta region of the Nile and were later referred to as 
XIV Dynasty. He and his followers worshipped Nyarlatho· 
tep in secret underground temples, and it was with the aid 
of this Other God that Nophru-Ka laid designs against the 
Pharaoh. These plans called for the secret temples to 
chant down star-spawned monsters (Dholcs) and caused 
them to wreak havoc in the kingdom of the Pharaoh. 
When the Pharaoh had sent his armies to deal with the 
menace, the armed followers of the priest would attack 
the palaces and governmental buildings of the Pharaoh. In 
all this, Nophru-Ka was to be aided directly by Nyarlatho­
tep , who had promised to send a messenger. 

Learning of the plot against his life and kingdom , the 
Pharaoh, Khasekhemre Neferhotep I , sent spies and assas­
sins to the farthest points of his realms in search of the 
evil priest. Nophru-Ka was finally found hiding in a secret, 
underground temple deep in the western deserts. This 
temple was known as the Well , and was particularly sacred 
to Nophru-Ka and his followers. Finding the priest kneel­
ing in prayer , the assassins attacked and mortally wound­
ed him before being torn to pieces by his followers. With 
his dying breath, Nophru-Ka spoke the prophecy later 
dreamed of by the mad Arab, Abd al-Auad . 

By the time the Pharaoh learned of the death of 
Nophru-Ka , the followers of the evil priest had borne his 
body to a small valley where they buried their fallen lead­
er in a hastily constructed tomb. From here , the followers 
of Nophru-Ka traveled to central Africa and G'harne, the 
ruined city of the Old Ones. Here. Shudde M-el1 and his 
children took the followers of Nophru-Ka as prey, leaving 
alive only the few that carried the blood of Nophru-Ka_ 
The Royal Family was to dwell in alliance with the Ctho­
nians while they awaited the fulfillment of the prophecy. 
The year was 1733 BC. 

APPENDtX B 

The Brotherhood of the Beast 
This organization was fomled by two men , Baron Haupt­
man and Lang.Fu , in the 12th centuray AD with the 
intention of helping fulfill the prophecy of Nophru-Ka. 

Lang-Fu , the leader of ~ cult of Deep Ones in southern 
China , met Hauptman in Damascus while studying astrol­
ogy. Lang-Fu possessed a fragment of ~l-Azif which he 
claimed had been brought to him by a dark, winged being, 
from a city buried below the s~nds of Arabia . This scrap 
tells of the prophecy , and of the family that waits in 
G'harne. Together they traveled deep into Africa and 
there fOllnd the miserable remnants of the Royal Family. 
More ~nill1al than human, the descendants of the priest re­
sisted contact by the two men until Hauptman transferred 
his mind to the body of their chief. As the tribal leader, 
Hauptman led the people north to the Mediterranean 
coast where they began to inter-marry , spreading the 
bloodline east into the Moslem lands and north into 
Europe . 

While Lang-Fu returned to China, Hauptman set up 
headquarters for the Brotherhood in Europe and began to 

build a network of agents drawn from the descendants to 
aid him in tracing the families carrying tlte blood. These 
agents arc rarely aware of the full plans of the Brother­
hood, but know that they arc of a specific family of des­
tiny and benefit from the association economically , due 
to the constant machinations of Hauptman. DUring these 
same centuries, Lang-Fu has laid much of the groundwork 
for the political and spiritual considerations of the 
Brotherhood _ 

The Brotherhood originally planned on establishing a 
kingdom in eastern Europe , but their two attempts were 
thwarted; first by a political disruption in Poland, and sec­
ond when the chosen child was accidentally killed by a 
summoned being. With the coming of the 20th century , 
the radically changing world conditions have brought 
about an alteration in their plans. Using a Spirit Summon­
ing ability of Lang-FII's , similar to Paul leMond's, they 
have called the long-dead priest's spirit , and together the 
three have hatched a desperate plan that calls for the dom­
ination of the entire world; a plan very similar to the one 
that Nophru-Ka planned to use against the Pharaoh. 

On a specific day known only as the Day of the Beast , 
thc Brotherhood will launch its plan . This involves un­
leashing various independent anarchist groups, funded and 
controlled by the Brotherhood through NWI , against the 
governments of the world , while the innocent temples of 
Rhon-Paku , fostered secretly by Lang-Fu , call the Dholes 
down upon the great cities of the world while calling a 
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special chant prepared for them for a holy day. [t is hoped 
that this will create a world crisis involving the collapse of 
several major governments. 

Into this will step Edward Chandler, charismatic chair· 
man of the board of New World Incorporated (NWI) and 
already a popular world figure. He will turn all of NWI's 
considerable resources against the menaces facing the 
world and, after emerging victorious, move into a position 
of world leadership. Failing this, he will turn these same 
resources, along with the many dark forces connected 
with the Mythos, against the people in an effort to bring 
the world to its knees. 

Hauptman , Lang-Fu, and Edward Chandler will travel 
to Egypt where, on the Da y of the Beast , they will meet 
at the feet of the Sphinx on the plateau of Giza. Here 
they will cast a spell that will call Nyarlathotep down in 
Beast form and in this form he will destroy Luxor, site of 
ancient Thebes, capital of the Pharaoh, as well as travel 
around the Mediterranean, wre<lking havoc from Cairo 
to Ankara. 

APPENDIX C 

Edward Chandler 

His Public Image 

Charismatic and intelligent, Edward Chandler has devoted 
his adult life to the bettemlent of mankind while, at the 
same time , developing New World Incorporated (NWI) 
into one of the world's largest corporat ions. The Chandler 
Foundation, established in memory of Edward Chandler'~ 
parents, has brough t disaster relief to stricken areas of the 
world and granted large sums of money to projects con· 
cerned with the betterment of mankind. Chandler, in his 
role as chairman of the board , is also responsible for most 
of the fringe benefits and profit·sharing plans now enjoy­
ed by the employees of NWI. Many of these benefits arc 
extended to foreign employees where NWJ has concerns. 
This policy has made it easier for NWI to enter foreign 
economies, being welcomed by the governments 
concerned. 

All this effort has made Chandler one of the most rec­
ognizable and popular figures in the world. He has been 
approached by both political parties in recent years as a 
possible candidate for vice president, and a populist mOve­
ment during the last election year almost made him a 
major third party contender for the presidency. Chandler 
stopped the movement by publicly stating that he had 
"no interest in politics at this time." He has twice been 
nominated for the Nobel Peace Prize. 

The life of Edward Chandler has been wen documented 
by the news media. A sickly child, young Edward was sent 
to Europe at the age of ten, where he studied with private 
tutors hired by his father, owner ofa moderate ly success­
ful tool-manufacturing coneern in Chicago. Due to his 
poor health, Edward lived in virtual seclusion during these 
years , and apparently had no boyhood friends after 
leaving Chicago. At the age of 18. Edward returned to 
America, his health improved to the point where he could 
enter college. Enrolling in business school at the Univer­
sity of Illinois, Edward soon became popular with his fel­
low students. His grades were very high, and his rapidly 
improving health allowed him to join the football squad in 
his sophomore year. Upon graduation. he joined his 
father's fiml and began working his way up from the 
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mail room. 
It was in July, 1910, while Edward was vice president 

of Chandler Enterprises, that his parents were tragically 
killed in a boating accident while vacationing ncar San 
F rancisco. Ed ward soon lOok over reins of the company 
and began building it into an international corporation 
with many diversified holdings around the world. A few 
years later, Edward established the Chandler Fou ndation 
and began his rapid rise to world prominence. 

Reality 

Edward Chandler is a direct descendant of the Egyptian 
priest, Nophru-Ka , and has been groomed by the Brother­
hood to rule the world. Born at midnight on Candlemas 
(Feb. I), 1880. his parents, minor members of the Broth­
erhood, notified Dr. Ambro~e Cornwallis in Boston of a 
new member of the bloodline. Reali7.ing the significance 
of the birth date. Cornwallis contacted Hauptman with 
the information. After verifying Edward Chandler as the 
child of the prophecy, plans were laid for the education of 
the boy . At the age of ten, he was taken to Bostoll where. 
after a short stay. he traveled to Europe with Baron 
Hauptman. He re he dwelt in the ancient castle in Transyl. 
vania studying the arcane tomes found in the library of 
the Baron. 

At the age of sixteen, Edward and the Baron traveled 
several times of the forbidden libraries of Celaeno where 
they studied the arcane spells used to call the Beasl. His 
education culminated in a trip to Egypt where they met 
Lang-Fu and journied west to fi.nd the long-forgotten WeI! 
of Nophru-Ka . Here , the visions beheld by Chandler 
caused the awakening of long-dormant cellular memories, 
allowing Chandler to live a sort of dual existence with the 
long-dead priest. The personality of Nophru-Ka is by no 
means complete, but docs serve to affect Chandler's per· 
sonality to a great degree. 

Chandler has always been careful to caver his links 
with thc dark side, bu t once, as a consequence of youthful 
exuberance, committed an almost disastrous error. While 
attending a drinking party with his fratcrnity brothers, 
Edward. unused to the effects of alcohol , began hinting to 
his companions of the strange things that he had seen and 
read about. The young men did not believe Edward's wild 
stories, but after a few more drinks, Edward <lccepted 
their challenges, and bets were placed. After kidnaping a 
co-cd off the streets, the young men proceeded to a near­
by p<lrk. Police. alerted by the screams, found the frater­
nity brothers ehallling drunkenly to the sky with the poor 
girl tied up on the ground. The five men were arrested, 
but due to the innuence of their families, the story was 
kept out of the papers and the girl's family settled out of 
court. This story could be discovered by persistent in· 
vestigators. 

Edward Chandler is always in the company of several 
bodyguards these days, and if any of the invesligators 
should try to confronl him, they will probably pay 
the consequences. 

STR14 CON14 SIZ 13 INT20 POW 150 
DEX 16 CHA 20 SAN 0 EDU 22 HP 14 

SKILLS: Read/Write or Sp«ak English. German, Latin. Arabic, 
Chinese, Egyptian, Greek, French. Spanish, Rumanian 75 · 95%: 
Accounting 90%: Anthropologv 65%; Archaeology 85%; Astron · 
omy 60%; Botanv 45%; Chemistry 55%; Cthulhu Mythos 99%; 
Geology 50%; Historv 95%; Law 65%: Lihrary Use 95% ; Linguist 
25%; Occult 75%; Zoology 55%; Psvchology 95%; Pilot Aircraft 



Bullet-Proof Vest 
This Item is worn by Edward Chandler and is caPi'ble of 
$lopping any bullet fired by a pistol or rille. It covers all of 
Chandler's torso. Shots fired at Chandler have a 50% chance 
of hitting the vest. which acts 115 9.point armor . 

75%: Bargain 95%; Credit Rating 100%: Debate 85%: Oratory 
95%; Fast Tolk 15%; Sing 15%. 
SPELLS: All spells found in Call of Crhulhu rulebook, Call Seast. 

APPENDIX 0 

New World Incorporated (NWI) 
NWI, while not the largest international corporation , cer· 
tainly has diverse holdings in some of the decade's most 
imaginative new industries. Major interests include mining, 
petroleum, and the manufacturing of aircraft. Recently , 
NW I has acquired several shipyards on the east and west 
coasts, and in England, where the const ruction of new ves­
sels is already underway. These ships arc of a new design 
and arc being fitted with special electronic navigational 
gear developed for them by another NWI company 10' 
eated in Oakland, California. This experimental electro· 
nics laboratory is one of NWl 's pet projects, and is peri· 
odically opened for public tours. NWI has promised great 
boons to mankind froOl this facility in the future. Lesser 
known interests include vast holdirlgs of stocks and bonds, 
interests in international banking, and a controlling inter­
est in a little-known munitions firm in Mexico. 

In Chicago, a skyscraper houses the administrative of­
fices of the corporation . The lOp three noors of the build· 
ing are given over 10 the private residence of Edward 
Chandler, who calls Chicago his home. His many gifts to 
the city over the years have elevated him to the rank of an 
honored citizen , and he has been allowed to erect a steel 
tower atop the Chandler Building to which his private diri­
gible is anchored. 

The secre t word in the business world is the NWI has 
stretched itself too thin as of late and that there is not 
enough capital to keep the corporation afloat should there 
be a sudden drain on finances. RUlllor also has it that the 
federal government has begun to take interest in some of 
the financial dealings of the corporation . Public trust , 
however, is at an all-time high. 

Only a very few of the corporation's highest officers 
have ::my idea of NWI's political involvements, and none 
know of Chandler's ultimate aims. 

APPENDtX E 

The Sons of Terror 
Not truly a single organization but a term used by memo 
bers of the Brotherhood to collectively refer to the groups 
infiltrated by the zombies of Dr. Dieter. These various 
groups were not chosen for political reasons, but on the 
basis of their capaci ty for violence, each one a fringe, radi­
cal element with suicidal tendencies. The infiltrators, over 
the years, have risen to positions of influence within their 
respective groups by being able to supply them with wea­
ponry (NWI-suppJied, of course) and will lead them in at­
tacks. Each group believes itself to be acting alone and in 
its own interests, unaware that sim ilar groups all over the 

world will be attacking at precisely the same time on the 
Day of the Beast. 

These groups will center their attacks on nalional cap­
itals and military installations. 

APPENDIX F 

The Temples of Rhon·Paku 
This is a sudden new religion that has sprung up around 
the world in the last decade. Its membership consists 
mostly of disillusioned young people who are attracted by 
a simple message of brotherly love with a slight, intrigu ing 
hint of the occult. 

The temples are independent ly administered and pay 
homage only to Rhon·Paku , a mysterious holy man who 
lives in a remote village in northern India. Each temple is 
headed by a local follower who receives the Revelations of 
Rhon·Paku through the mail. The only relationship shared 
by the different temples is a central financial fund into 
which excess funds are collected to be distributed to less 
fortunate temples. The temples aTe all awaiting the an· 
nouncement of a date for a spec ial Holy Day that is soon 
to come, and many have recejved the special prayer and 
incense that are to be used. 

The temples are of course backed by the Brotherhood, 
which has occasionally funneled money throUgil the 
Chandler Foundation. When the special Holy Day arrives, 
the leaders of the temples will unknowingly lead their fol­
lowers in chanting the spells that will call the monstrous 
Dholes down from their distant planet. The successful 
casting of this spell calls for the burning of incense can· 
taining the mysterious mineral Blue John. 

Absolutely no one involved with the temples is aware 
of their actual purpose. All members and leaders are total­
ly innocent of any knowledge regarding the Brotherhood 
or any other involved with the Day of the Beast. If the in­
vestigators can locate the village of Rhon·Paku, they will 
discover the holy man to be an aging hydrocephalic man 
continually tended by two sinister Chinese. The man was 
once considered mad by his fellow villagers, but since the 
coming of thc Chinese ten years ago , the village has pros· 
pered and the old man is revered. The two Chinese are, of 
course, agents of Lang-Fu and the Brotherhood. 

Temples can be found in the following locations : New 
York, San Francisco, Paris, London. Berl in , Mex ico City . 
Rio de Janeiro. Brussels, Sydney, and Hong Kong. The 
temples have been suppressed by Islamic nations and also 
in Russia. 

APPENDIX G 

Time-Line of Events 
1733 BC: Nophru.Ka is murdered by agents of the 
Pharaoh. 
1732: The Royal Family travels 10 G'harnc. Here they 
await the fulfillment of the prophecy. 
1136 AD: Baron Hauptman meets Lang-Fu in Damascus. 
The Brotherhood of the Beast is formed. 
1190: Baron Hauptman fo rms the Kn ights of the Teuto­
nic Order as a front for the Brotherhood. 
1212: Baron Hauptman is expelled from the Knights for 
heresy. 
1240: Baron Hauptman routs invaders in Transylvania and 
begins construction of the cast le that will house the rec-
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ords of the Brotherhood. 

1542 : Hauptman successfully smuggles the original de 
VermissA!y.\·tcriis Ollt of the prison ('ell of Lutlvig I'rinn. 

1546 ; Haup tman is excommunicated by the Eastern 
Church. 

1586: Hauptman is visited by the Drs. John Dee and Ed­
ward Kelly . While Dee is here , he translllles the English 
version of the Necronomicon from a copy owned by 
Hau ptman . 

1628: Hauptman is driven from his castle by angry peas­
ants led by the local priest Jan Savechik . 

1792: The castle is reoccupied by Hauptman upon his re· 
turn from America. 

1880, February I : Edward Chandler born at midnight on 
Candlemas in Chicago. Dr. Ambrose Cornwallis of BoslOn 
is nOlilled of the birth. 

1880, February 6: Cornwallis arrives in Chicago . Verifies 
birth of potential "child" and immediately wires H:lUpt· 
man in Transylvania. The Brot herhood begins 10 move. 

1880·1890: Due to the intervention of the Brotherhood, 
Chandler Enterprises begins to grow rapidly. 

1886: Hauptman occupies a new body. Count Spanglais 
of Hungary. 

1890. January 9: Cornwallis travels to Chicago; returns to 
Boston a week later in the company of young Master 
Edward . 

1890, J uly 21: lIauptman arrives in Boston from 
Transylvania. 

1890, J uly 29 : Hauptman makes a gift of special spe(;ta­
des to Dr. Cornwallis, then sails for Europe with young 
Master Edward. 

1890, October 23: Mrs. Cornwallis dons Spe(;lacies and is 
attacked by a being from anoUler dimension. 

1891, July 3; Jeremy Cornwallis is born. 
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189 I , September 14: The Cornwallis murders occur. 

1896: Hauptman and Edward Chandler make a series of 
trips to the libraries of Celaeno over the course ofa year. 
These trips coincide with a sudden outbre<lk of vampirism 
in the vkinity of the castle. 

1897 : Ilauptman and Chandler travel to Egypt where they 
meet Lang·Fu and journey deep into the desert. After ex­
posing Edward Chandler to the visions of the Well. they 
enter the tomb of Nophru·Ka. After removing specific 
items that are needed, they murder their guide and redose 
the tomb. Ba(;k in Cairo, the trio separatcs and Edward 
Chandler returns home to America. 

1898: Edward Chandler enrolls in business S(100) at the 
University of Ill inois. 

1899: A college scandal involving Edward Chandler is 
hushed up. 

1902. May: Ch[mdler graduates with honors. Immediately 
goes to work at his father's rapidly growing firm , Chandler 
Enterprises. 

1910, July: Edward Chandler's paren ts killed in sa ilingac· 
ddent engineered hy Lang-Fu and the Deep Ones. Edward 
is sole heir to the family fortune and takes over as the 
chief executive ofllcer of Chand ler Enterprises. 

1913 : Chandler Enterprises incorporates and begins to 
diversify. 

1920: Chandler Foundation formed in llOnor of Edward's 
parents . The Foundation hegins awarding grants for re­
search in sdence and medicine, and gives to charit abl e 
organizatiOns. 

1924 : NWI secretly acquires munitions firm in Mexico. 

1925 ; NWI acquires several shipyards. 

1927: Hauptl11<1l1 oC(;lJpies new body, formerly belonging 
to Lionel Newman_ a young British secretary. 0 



Character Stats: 

Arab diggers (Gafloway 's) . 
A rab guards . ..... . 
AssassinI (l.lIng- Fu 's). 
Peter Baird. 
The Beast. 
Byakhec 
Edward Chandler. 
Jeremy Cornwallis .. 
Sarah Cornwallis. 
La wrence IJanir:{s . 
Desnt bandits (Kemal's). 
Dr. Dieter . .... . 
Dr. Dieter's robot 
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.61 
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.51 
.62 
.34 
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. 18 
. 16 

.. 34 

. .32 
.58 
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/)imensional Hring. . 18 
The Fungi. . .43 
Dr. Ronald Galloway. .33 
Galloway's assistants. .34 
Galloway's arab diggers. . 34 
"The Ghost thai Wal ks"(Ngansa} . . 46 
Goyo . . .45 
Goyo's rebels . . 45 
J ohnathan flarri.\. .40 
Baron Hauptman. .28 
Indians (/luari). .42 
Phillip JurgcllS . . .58 
Abd Kati! . . . . .36 
Abd Kalil's henchml'1! .36 
Kemal. . . . . . . . . . . .32 
Kemol's desa! han(/itl . 32 
John Kopeche. . . . . . . .20 
Lang-Fu. .25 
Lang.Fu's men beneath the temple. 50 

Index 
Character slats. spells, and ilf'm.~. 

/,ang-Fu's men itl the truck . _ 48 
Ltmg-Fu 's temp'" priest . 48 
Lado . . . 2(} 
Lazlo's hdpers _ _ 20 
Ire ne LeMond . _ _ . 9 
I'aul LeAlond . . _ 13 
Richard McFarland. .34 
Men beneath the temple {Lang.Fu's}50 
Men in the truck (Lang-Fu 's). . 48 
Mi-Go _ _ 43 
Millers (NWI) . .41 
Victor Montain _ .38 
Victor Monlain 's WIfe. .39 
Mumm i.:s {crocodile}. _ 35 
Ngansa {"The Ghost that Walk s"}. _ 46 
Melvin Peale. . . . . . . . . . . . .42 
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Rebels (Go)'o 's) .45 
Dr. Lawrence Richards . _ 42 
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Clarence R odgen. . II 
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Sarena . . 23 
Security guards (Pcall! 's) _ . . 42 
Temple priest. .48 
Th e Thing from Between the Planes 55 
IInh . .23 
Bugs), lVI'xler ..... . 
Bugs)' Wexler's thugs 
Herbert II'hit,>ficld . 
l'ig. . ...... . 

12 
. 12 
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Spells: 

Billd Child oj Yig . . . . . . . . . 46 
Call the Beall . . 62 
Create Barrier of Naach -Tilh . . 68 
Mind Blast. . .28 
Mind Transfer . .............. 28 
Spiril Summuning (Paull.eMulId 's). 13 
Summon/Bind Dhole. .53 
Summon Child of Yig. .46 
Wardi"g Sign . 35 
lVither Limb. .53 

Items: 

Bullet-proofvest (Cha1!dlcr's) 
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READ THIS SIDE ONLY 
PLAY AID 1: Ch.pter I 

Leller from Paul Le'\!ond to his mother, found in Ptnd's aparlment. 

Dear Mom, 

Sorry to have been so long to wri te, but I 've been very busy with al l the bookings that 
Herb has gotten for me lately. The sessions rcally take a 1m OUt of me and I haven't been 
sleeping all that well. I'm afraid that I'm beginning to experience those same dreams again: 
the ones I suffered just before my attack of amnesia. It seems to be affecting my 
personality, I JUSt don't seem to be able to get along with people like [ might, and Velma 
and I have been fighting a lot. r know you don't care much for Velma, Mom, but she really 
is a wonderful girl and I know she loves me. 

Later, 

Just returned from Velma's apartment. I'm afraid we've had another fight. She said she 
doesn't want to sec me again. r told Herb about it and he wallts me to check into a hospital. 
He thinks r need a rest. I don 't want to . I must see Velma but I don't know if I can make it 
.. . the huge ferns wave in the wind outside my window. Beyond those are spired buildings, 
... I don't remember the way. I'm afraid I'll get lost. I must sec Velma, but the Beast waits 
out there ... 



READ THI S SlOE ONl Y 
~LAY AID 2; Chapler II 

A series of letters from Boron Hauptman to Dr. COn/wallis. 

Dear Dr. Cornwallis, 

Congratulations all your discovery. All you have told me indicates that this child is the 
one. Praise Shub-Niggurath! The prophecy wiJl be fulfilled! 

I am enclosing copies of the lineage you re'luested. This should verify beyond a doubt 
that the boy is the One. He bears the mark, and the stars are rif;llt. 

Dear Dr. Cornwallis. 

Hail Yog-Sothoth, 
Hauptman 

Everything is moving according to plan. I shou ld be arriving in America May 27th to take 
charge of young Master Edward. I hope you have properly prepared the boy for the journey. 
We must not lose our chances this time. The stars do not promise another birth for over a 
century and the Brotherhood grows impatient! 

I have in contact with the parents and they understand our interest and purpose. I ex pect 
no interference from that quarter. He is the typical, short-sighted "man of business" and his 
company is already benefitting from his decision. They will be 'luite content, I think. 

I will bring wi th me a present: a gi ft from the Brotherhood for your invaluable services. It 
is a pair of spectacles that I have constructed. I will instruct you in their proper use when I 
arrIVe. 

Hail Yog-Sothoch, 
Baron Hauptman 



PLAY AI D 3: Ch~tllr I II 

The Testamem of Jan Savechik. 

I,Jan Savcchik, humble priest of the village of Drovosna, 
in the year of our Lord, 1632, do write this testament in 
n:gards to the events surrounding the actions taken by 
Ihe people of Drovosna againSI the Baron ilauptman. 
This testimony differs from th e version given to the 
legales of the Church who were sen t to inve~ tiga t e the 
actions of th e villagers, and is th e one true version. I am 
writing this in private, and when finished will seal the 
document with wax bearing a pagan symbol to guard it 
aga inst those who would use it to their OWll purposes, or 
to signal another who would stand againSI these fo rces. 

I n the year of our Lord, 1627, a book helonging to 
the Baron Hauptman came into my possession. It was a 
large volume, written in Greek. Its tide shall nOt be 
repeated here. Blasphemous things were hinted at in the 
ramblings of a heathen poet who was supposed \0 have 
writlen the original, and protection against devils and 
d(~mons were also offered to th e reader. 

When, in 1628, a young girl of the village was taken 
by the Baron and la te r killed and her body thrown from 
the castle walls. her father, in rage, assailed the door of 
the cast le with his hands and screamed his hate for the 
Baron . It was then, in full sight of the village, the Baron 
appe,tred upon the ramparts above the castle ga tc and 
with his evil gaze alone, killed the poor peasan t. His 
body lay a t the foot of lhe cas tle for two days before 
anyone dared approach to carry it away. 

It was then, though 1 realized 1 imperiled my soul, I 
read that accursed volume . What was spoken within 
those pages shook me to th e very heart of Illy faith, and 
I s till feel as though a col d, dark hand grips my heart. 
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The book told me of monstrous beings who live in 
another place from us and from the notes written in Ihe 
margins in the Baron's hand , I knew that he worshipped 
these as gods, in panicular, onc who dwelt below lhe 
l;astle in a st ink ing pit. The: book also told how to make 
a sign that th ese gods would not tolerate and would nee 
from. Arming the villagers wilh crucifixes from the 
church, lied them agaillst the ev il Baron. 

We broke down the doors and ran through the cas tle, 
searching fo r the Baron. A small group of men fou nd 
entrance to the catacombs below and bravely elltered 
the dark tunnels. I followed al a distance and heard thcir 
( r ics ahead. I hurried on bearing the pagan symbol and 
the blasphemous book and rounding the corller. saw a 
devil , a demon that should not be. I screamed as I 
watched it devour lhe vi llagers, c rucifixes sti ll clenched 
in their hands. With gunshots and torches, we forced it 
back into its stinking hole. and I hammered the pagan 
sy mbol onto a great stone, which we used 10 seal the 
hole. We did nOI find th e Baron. though his hated 
servan ts were slain, and after pulling down one of the 
great towers, we left the castle to its abandonment. 

I never spoke of the thin gs that I saw beluw the castle 
and it was supposed that th e lost men had somehow 
s tumbled in to the stinking pit found deep below the 
cas tle. None of the men dared approach the abyss. I fea r 
that I have risked eternal damnation for my anions. but 
must wrile them down to at least cleanse my mind if nol 
my soul. 

Jan Savechik 



PLAY AID 4 : Chapt.r III 

Prophecy from (he Kilab al·Azif. 

" ... and it was dreamed again of the vriest 
Nophru. Ka and of the words he spoke at his death, 
how the son would rise to claim thl: t itle , and the 
son would rule the world in his father's name, and 
the son would revenge the father's murder, and the 
son would call the Beast that is worshippl:d, and the 
sands would drink the blood of the ch ildren of the 
Pharaoh, and this Nophru·Ka spo ke." 

from the Kitah al·/\ zif 
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PLAY AID 5: Chapter I .. 

Boron lIauptman S Iranslation from the R 'lye" Text . 

. . . and the Creat Hal! is guarded by his servants 
and man musl bear with him the sign of the Elder 
ones. A wise man would not look above to these 
servants or they may steal a man's mind. A man 
should also not bear with him knowledge when he 
leaves, or the Sleeper will awake to take that 
knowledge from the man, and the man. 

Wri lings of the Beast arc found in the second 
gallery right, these galleries un!,'Uarded by the 
$ervan ts, bu t the wary traveler would do well 10 
avoid olhers he migh t meet. 

Trails/a/cd from the original R '/yeiz Text 
by Bar()n f1auptm(HI, 1238 A.D. 



PLAY AID 6 : Ch. pler IV 

Letter from Hauptman to Kali! 

Katif, 

A matter of urgency. Several foreigners recently appeared in Drovosna, possibly bearing 
information regarding our plans. They suspect my involvement. I have reason to be li eve that 
they have come across information that will lead them to the site of the tomb. They should 
be dea lt wit h severely if they try to intervene. I will leave the hand ling of the matter up to 

yo u, but at al l costs you must steal or destroy the scroll s found in rhe tomb shou ld they 
be discove red. 

Hail Yog-Sothoth 
Hauptm an 



PLAY AID 7 : Chapta r V 
Lefl er f rom l o/wathan lIarris to Edward Chandler. 

Dear Sir: 

Please be adv ised tha t the opera tion in sector A-4S' is ahead of schedule and nearing 
completion, Dismantling of the operation will begin soon and a reduct ion of activity at the 
NW I site wi ll :Jso begin soon. Our allies from Y. appea r to be happy with the future 
arrangemeTHs made fo r them in your plans, I bel ieve that all wi ll go well. 

la Shub-N iggurath, 
J . Harris 
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PLAY AID 8: Chapter VI 

Newsf){JfJer article on Pearl Beach. 

SAN FRANCISCO-- Picccs of wreckage. believcd to 
bclong to thc boat pilotcd by Chicago industrialis t 
Alex:lI1dcr Chandler were found today ncar a desert­
ed bcach abollt 20 miles north of S:Hl Frllncisco . 
This discovery confirms the belief held by authori­
ties that Cll;Indlcr and his wife Pallline are lost 
at sea. 

Chandler and his wife were vacation ing in the 
San Fr:mcisco area this week and were apparently 
surprised by a sudden storm that blew up ou t of the 
northwcst. They were reported missing last night 
whcn Iheir boat failed to return to the dock. 

The wreckage was discovered by Peter Baird , des­
cribed as a hermit who lives in the area of Pearl 
Beach. 

Th e death of Alexander Chandler leaves only a 
son. Edw:lrd, 35 sole heir to the growing Cllllndlcr 
Enterprises. Memorial arrangements are still pend­
ing. 
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PLAY AID 9: Chapter VII 

Letter from Dr. Dieter to Edward Chandler. 

Dear Mr. Chandler, 

Once again I am pleased that you have chosen to ask my advice on political matters 
involving NW1, and am only too happy to re spond. 

[ would first say that continued fueling of bloodshed in China will cOTltinue to create a 
political turmoil much like the one that gripped Russia after the revolution. [ would also 
conside r continued fu nd ing of anti-British militants in India, but refrain from helping young 
Congressman Nehru. I do not believe his ph ilosophies mesh well with ou rs. 

I cannot again emphasize how important I feel it is for NWI to continue to suppOrt the 
National SociaJist Party in Germany. Their leader's strong beliefs in hereditary superiority 
indicate a common link with the Brotherhood, and I believe that if the party is informed of 
the goals of [he Brotherhood, it will bend aJl efforts to sec them to fruition. 

Respectfully yOLlrs, 
Dr. Dieter 




