


Aglaranna
Digitally signed by 
Aglaranna
DN: cn=Aglaranna, 
c=GB
Date: 2003.09.13 
12:05:48 ZValidity

unknown

Howard Phillips Lovecraft
(T890./937j

•



SHADOWS OF

OG-SOTHOT
by permission of fI~~~flfT\ ~ous(.

A Global Campaign to Save Mankind

We dedicate this work to:
loseph Payne Brennan

JOHN CARNAHAN

JOHN SCOTT CLEGG

ED GORE

MARC HUTCH ISON

RANDY McCALL

SANDY PETERSEN

"------

A CHAOS.OM PUBLICATION



How to us/: this book

Introduction

HOW TO USE THIS BOOK

SJUIdows of Yog 5<llholh is divided inlO two main seclions.
The first pari is a lengthy campaign of seven scenarios, from
which the entire book takes its name. The second part is
much shorter, and is a pair of bonus scenarios; unrelated 10
the fust part, or to each other.

The first part of the book is meant to be played as a full
campaign, and those scenarios should be followed in the
order thai they are laid OUI in Ihe book. thai is to say:

(]) The Hermetic Order of the Silver Twilight
(2) Look 10 Ihe Future
(3) The Coven ofCllIfnkh
(4) Devils C/lJIYOII
(51 The Worm That Walks
(6) The hlatchen of/:,asterlsland
(7) The Rise ofR 'lyell

In the course of thcse scenarios, the players will pcnetratc
the outer layers of a sinister occult secret organization,
led by tJle evil Lords of the Silver Twilight. The Lords,
who range from living wizards to undead horrors and
alien monslers, plan 10 raise dread R'lyeh., the city of
great Cthulh.u from the sea bollom and unleash. the Elder
Ones upon a lerrified world. If the players' investigators do
well, they will prevent this horrible even I from occurring.
If they do poorly, well ....

If your particular mode of play is nol suited 10 a series
of linked adventures, such as this book consisls of, the indl'
vidual scenarios may certainly be played by themsclves.
The keeper will need to make a few minor changes III

the scenarios in order to take out references to previous
adventures, 50 it can stand alone. Of course, tJle final
two bonus scenarios, "People of tJle Monolith" and "The
Warren," stand by themselves anyway, and have no connec·
tion to the rest.

To use this book to the fullest extent. you (if you are
the keeper), should read il through, from the first to the
last scenario. Then. reread the first scenario that your char·
acters will be embarking upon, prepare any play-aids that
you like Using, and go to it!
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In Ihe center of the book, on either side of the PIC~
of the sea-monster attacking Ihe yachl. are some pages
player handouts. You are invited 10 either tear out th~
pages, or to copy them. They are meant to be handed 10
the players when their investigators have reached ceru-.
points in the adventures. They mainly consist of letters
to the investigators, but also include a crude map or twO

and some other items. The players arc mealll to use
abuse these handouts as they see fit. Copies of e\'eT)thiII(
given to Ihe players is included in the appropriate scelW'1OL
so the keeper will know everything they know, and I11(ft

If you are a player. then you should nOI be readlll!
book - it may well decrease your enjoyment of the sea-
arios to know whal dread horrors lurk ahead for loa.
invesligator!

Shadows 01 Yog Sothoth IS meanl for groups of fmly
experienced investigalOTS, with a few inexperienced oatS..
who should be no morc Ihan half the party. The players
should be preparcd to lose some of their party members.
this, even morc than most (All of Cthulhu adventures. _
deadly. If the investigators' group becomes radically reduced:
in number, then new investigators should be created
join up with the old·timers. If Ihis is nOI done, lhen b) tbr:
time the last few scenarios are reached, there will not Ix
enough investigators to have a hope of survivaL nus •
especially true for the fifth scenario. "nle Worm That
Walks," which IS intended 10 kill a few invesligaton

A copy of Ihe errala for the first edition of eoJ] -t
ClhuJhu is given in this sccnario pack for Ihe use of 1M
players and keeper alike. The most notable change In tbe'
rules IS thc new system for figuring hit points. In ongmal
Call 01 Cthulhu, hit poinls wcrc equal to the amount at
CON a charactcr had. Now, hit points are equal to the
average of SIZ and CON. For example, an investIgator \101m

a SIZ of 15 and a CON of 11 will have 15+11 di\'lded b)
2 equals 13. A monster with a SIZ of 70 and :I CO',,' of to
will have 70+10 divided by 2 equals 40 rut points (abb~
viated as "HP"). round up any fraction.

Have fun!

Sandy Petersen
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TilE HER.\IETIC ORDER 0.- THE SILVER TWILIGHT

1.
The Uermetic Order

of the Silver Twilight
Where the Investigators join a new, very exclusive lodge in Boston

and discover many horrifymg secrets.

INTRODUCTION
A new fraternal organization has com~ to Boston Called
the Hermetic Order of the Silver Twilight. its members 3re
from the cily's upper crust. Including several respected
community leaders. The Order has purchased a line old
building on the outskirts of town for its increasing member
ship. It has a growing reputation 3S a place where men can
discuss philosophy politics. and Imporlant matters in :1

congenial atmosphere of brotherhood. The Ord~r is exclu·
sive and accepts only men of high quality as members.
There is a female auxiliary, devoted to charitable efforts.

Keeper's Introduction
Encourage the players 10 have their mvesligators Jom the
Order if possible the keeper can POUlt OUI that the word
hermetic means. among other" thmgs, "relating to or char
acterized by occultism, alchemy. maglc, or whatever IS ob
scure and mysteflous." The keeper can also POInt out that
the investigators will need help in the coming scenariOS. and
thai in the Order they can meet powerful and we3lthy men
who may join them in their struggles. Actually only one
might help: Edward Cali. the wealthy physician AU the
other members 3re eilher secretly devoted servants of evil
or simply not interested in stories of monsters and a grand
conspiracy.

The investigators will learn of the evil in the Order 011

their own. If they are curious, they will prowl the t1urd
Ooor or basement of the Order's lodge after everyone else
has lef!: if they are scholarly. their research in the city b·
brary or newspaper office will bring the evil to light. If the
investigators move too slowly to suit the keeper's taste. he
can have them initiated into the higher degrees, or have Dr.
C311 inform them of his suspicions. This requires the investi
gators to be members of the Order. For example, they
should find it very difficult to break into the building, but
once they have reached the degree of Master. they should
fmd it easy to stay after everyone else has left. and then in·
vestigate the building. Also. 3ny information they find in
the library will be meaningless unless they are members and
know other members, especiaUy John Scott and Carl
Stanford.
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John Scott is the Noble Philosopher (leader) of the
lodge. and is known 3S the Chief Wizard to those initiated
into the secret degrees. He appears young. but his skill IS

coarse and pocked. He tells anyone who asks him about It

that he suffers from a rare family disease. In reality, IllS ap·
pellrance is due to the fact that he died in 1721 and was res
urrected in 1912 by Carl Stanford. The site where the lodge
bUildlOg sits was once his fann, and there he practiced the
arcane arts until his life was ended by an angry mob He
found ancient underground caverns and had the lodge built
where It is to take advantage of those caverns.

Though John SCOII appears to be the most powerful and
import3nl mall in the Order. this is not so. Carl Stanford is
his master. Carl Stanford is a leader of the international
Masters of the Silver Twilight. He recovered John Scott's re
maillS and resurrected him. He is an Immensely charismau,
man. but m3intains a low proftJe by lelting John Scott draw
attention from him. Although he seems to be in tus mid·
thirues. he IS over 300 years old: and although he seems
very kind. he actually maintains his life by sacrificing hu
mans 10 his obscene gods. Regardless of what happens to
the Order and John Scott. Carl Stanford should escape to
show up later in another scenario. Statistics and further de·
tails for both these men appear in the ChIUQClt?n sectlon of
thIS scenario.

The investigators may succeed in this scenario by de·
stroying John Scott and by stealing Carl Stanford's magical
box from the library in the caverns beneath the lodge. TillS
will gain lhe Investigators +I DB points of SAN each. At the
end of this scenario. the investigators should be aware of
the e'lstence of the Silver Twilight as an organization of
monstrous evil. dedicated to the destruction of the world
by recalhng the alien Great Old Ones. The investigators
should also know that the organization's tentacles stretch
elsewhere. Since Carl Stanford has escaped. he may well be
plotting the investigator's dealhs; self-preservation alone
should send the investigators after him.

Investigator's Information
Information which can be discovered 10 the Boston Public
Ubrary-each requires a separate successful Library Use



THE HERMETIC ORDER Qt· THE SILVER TWILlmlT Information

roll. The information will be discovered in the following
order:

Information I. There is 110 mention of a Hermetic Order of
the Silver Twiliglu on a standard list of fraternal organiza·
tions.

In/ormation 2. There is a mention of a group called
"Knights of the Silver Twilight" in an obscure and rather
weird book on demonology.

In/ormatioll 3. Stuck in an out-of-the-way place in the li
brary stacks is a slim volume with no title all the spine. It
lurns oul to be an account, written in longhand. of the raid
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on the farm of John Scott. in 1721, by an armed group of
concerned citizens. The writer, Clyde Whipple, was a memo
ber of the mob. He describes the reasons for the mob's at·
tack (weird sounds heard at night. chan IS, strange foreigners
in the area. and robbed graves) and what he saw during the
raid (which is horrifying). If the investigator can make
a roll of INTx4 or less on DIOO, he will realize that the
lodge is located where the farm is.

Using newspaper files requires some skill - each of the fol
lowing pieces of information requires a successful Li·
brary Use roll. They are all from the Boston Globe.
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.. do )"Qll dlUe ufI4gllle thlltls lit IMy con be' As, indud
the)' will be when thl! t!ilrth it (rQnsfomted lind thl! ilIusiott of
fUllit)' is eNlIJed from the mlndtof men by the IInnihi&tion of
,hOlt! m.iIIds' Do you ii~ iIt hope to let! G""1 CthuIhu tlride
the 1!tU111' Do you dretlm of 'he Throne ofAZlltllorh. ofjoin
iIrI ,III! flurists wIIo tUner Ihe" fonrn? O. purifY)"OUTJriret,
then. for thae lind peiller tllintt" ....l1il )'011 ....'"0 tEn monbt!n
ofow remblt! Order - ..

Cult Rituals

The ritual of the lodge is divided into seven degrees, only
the first three of which are known of by the public and gen
eral membership, who believe these to be the only degrees
offered. The public degrees are: Neophyte. Initiate, and
Master. These degrees are similar and share the following
features:

The candidate is first taken to the preparation room and
given a robe (black for eophyte, gray for Initiate, and
white for Master). Then he is blindfolded and given a lec
ture on the noble purpose of the Order. He is told that he
will learn great and mysterious things and that he will be
asked to bind himself with an oath, but he will not be asked
to do or commit to do anything imllloral or embarrassing.
Thc lecture diffcrs slightly in specifics for each degree. but

THE CHARACTER AND RITUALS OF
THE HERMETIC ORDER

OF THE SILVER TWILIGHT

Common Knowledge

This organization appears to be a fraternal organization
concerned wilh mailers occult and philosophical. The memo
bers mostly come from the upper classes of society. a few
are minor community lcaders. The Order has a la\ish build·
ing and the members eat and drink well at their meetings.
This view is held not just by outsiders, but also by most
members of the Order. A few members know that there are
secret degrees concerned with searching out the mysteries
of real magic, and that lhe whole outfit is a front for the
Lords of the Silver Twilight, a fellowship of powerful wiz
ards dedicated to the unleashing of malign forces upon the
world.

Information 4. The name of Carl Stanford on an announce·
ment of something called ""Look to the Future!" It IS dated
last month.

Informotion 5 In an article about a missing infant, it says
that a "Karl Sanford" was being sought for questioning.
The article is 80 years old.

Informotion 6. A fifty·year-old article on witchcraft in New
England, in listing notorious local witches, mcntions "John
Scott, a reputed warlock, whose farm was destroyed by an
angry mob:" but nothing more.

Information 7. An article mentions Ihe statding disappear·
ance of James Clark, who apparently left his home in the
middle of the night and vanished into thin air. The article
mentions in passing that he Will be missed by his brethren
at the Hermetic Order of the Silver Twilight. The article ap
peatS m the morning paper a week after the investigators
join the Order.

is essentially the same for Neophyte. Initiate, and Master.
The candidate is then led across Ihe hall to the main room.
where he is asked by the head of the lodge. the Noble Phi·
losopher, to kneel and repeat an oath. The oaths for the dif
ferent degrees are basically the same: the candidate prom·
ises to keep the secrets of the Order. to seek after knowl·
edge, and to live according to the principles of the Order_
The blindfold is then removed, and the candidate is able to
see the lodge room for the first time. It is an impressive
sight. The room is richly furnished. and the members wear
robes representing their office and standing in the lodge
The candidate is then ritually introduced to the officers and
Instructed in the principles of thc Order, which are Science
(for Ihe Neophyte degree), Philosophy (for the InitialC de·
gree), and Magic (for the Master degree). Then the candi
date is confirmed in tUs degree by lhe Noble Philosopher.
and the meeting closes. Arter the meeting the members reo
move their robes and go downstairs to the lounge and bar
Most members feel that this is the best part of the lllcetlllg.
Aftcr all. most people band together for social reasons, and
this Order is no exception. The Order has weekly dinners
for its members and does community service.

Unknown to the public and to most of its members, the
Order has higher degrees, which confer Cthulhu Mythos
knowledge. These degrees are called. in order of attainment,
Keeper of the Silver Cate, Knight of the Outer Void. Son of
Yog-Sothoth. and Wizard. Candidates for these degrees are
carefully selected from the Masters of the Order, who arc
subtly asked if they would like more knowledge and power
If they seem unreceptive. the questioner (usually the Noble
Philosopher) will make It out to have been a test, which the
member passed. If, on the other hand, the member is recep'
live. he is informed of the secret degrees and told when 10

show up to receive Ihe IirSI. lie is also told that he musl
keep the existence of the higller degrees a secret, or he will
be expellcd from the Ordcr. Actually. something worse wiU
happen. but he wtll not be told that-yet. The Knights of
the Silver Twilight will not hesitate to use their magic to Sl'

lence anyone threatcning their secrcts. These initiations are
held 31 3 a.m. TIlat way, the candidate can sneak out of his
house and go to the lodge hall unobscrved. If he should go
H1s:1ne during the ritual, he can bc scm to a cell in the cav·
ems below thc building-no one will cver know what hap'
pened 10 him.

The degree of Keeper of the Silver Cate reveals the exis·
tence of another reality to the candidate--one with insane
gods and colossal monsters who roam the vastness of time
With no regard for (or awareness of) humans and their af·
faitS. TIlis degree teaches the ultimate meaninglessness of
normal human life and activity and points to the later de·
grees which teach. they say. the true meaning and use of
life _The candidate will lose lOS potnts of SAN If a SAl\
roll is missed. and 2 points e"en if he makes it. The candi·
date must make an oath In which he promises to be faithful
to the Order. or have his mind stolen from him. As the can·
didate is pronounced a Keeper of the Silver Cate, he is
touched by the Chief Wizard's silver-headed cane, and per·
manently drained of 3 points of POW by the Power Dram
spell. He is told that this is to teach him the futility of life,
but actually it is just 10 help charge the Wizard's POW·
storing cane. If thc candidate completes the riwal without
going mad, he will be taught how to make the Elder Sign.
The Kccpers of Ihe Silver Cale do most of thc dirty work.

Sp«dl heard by Clyde Whipple,
Reoorded In his dW"y Iabo mdudes location of

Soou's rarm and some monsler descrtplions){6-AI
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THE HERMETIC ORDER OF THE SILVER TWILIGHT

TIlcre are sixty Keepers of the Silver Gate at Ihe lodge.
Scott's bodyguards and all the servants arc Keepers of the
Silver Gate.

The degree of Knight of the Outer Void leaches the can
didate morc about the gods and other Great Ones, and in
troduces him to the messengcr and soul of the gods, Nyarlath·
otep himsclf! The candidate is invited to a great meeting
of all the cultists. and Nyariathotep will appear in human
form to give the candidate his oath and pronounce him a
Knight of the Outer Void. If the candidatc should brcak his
oath. which requires him to servc the Outer Gods. hc will
be punished by having a Hunting Horror sent after him. At
the mecting the candidate will lose I D8 points of SAN.
Aftcr the meeting. the candidate will be taught Ihe spell
Contact Nyarlathotep. Knights of lhe Outer Void are lead·
ers and know much more about magic. Often they teU Ihe
Keepers of the Silver Gate what to do. and they arc allowed
to go to the seasonal meetings where Nyarlathotep eomcs.
There are 24 Knights of tile Outer Void at the Lodge.

The degree of Son of Yog-Sothoth is the lasl ritual the
investigator must complctc. In this degrce, the candidate
learns that the true purpose of life is to bring the Great
Ones (Ihe Outer Gods. Cthulhu. etc.) to their proper posi
tion on the earth since. with the Great Ones free. true reali
ty will prevail. To further this end. Ihe candidate is taught
the spell 10 Call Vog Sotholh. Also, the candidate is shown
the upstairs library and given a key. and told that the hard
er he studics, the sooner he will be able to become a Wiz
ard. The Sons of Yog·Sothoth are the cull leaders (under
the secretive Masters). They are powerful sorcerers and
know 1I10st of the Order's secrets. TIley arc devoted to Iheir
cause and most have a SAN of zero. There are five Sons of
Yog·Sothoth in the lodge.

Note Ihal in addition to the SAN rolls and losses due 10
the various rituals, the rolls and losses due to seeing the
murals (as described in the nexl section) also apply.

The degree of Wizard is held by the Masters of the Silver
Twilight. Only those Sons of Vog·Sothoth who prove them·
selves especially diligent in their studies and their service 10
the cause will be considered for elevation to Ihe last degree.
Essentially this means that their SAN will be zero. so no
investigators will ever be able to infiltrate the upper organi·
zation. The degree is called Wizard instead of Master of the
Silver Twilight to keep the true name of lhe organization
secret-even from the Sons or Yog·Sothoth. The reason for
this great caution is to protect against the possibility of
the police capturing a member or one of the advanced
degrees and exposing the parent organization. Only two
Masters are at the lodge - John Scott and Carl Stanford.

THE LODGE HALL

The lodge hall is a late Victorian structure on the outskirts
or the city in a fashionable neighborhood. 1lle building has
a pseudo-gothic style a bit out of fashion now. It has three
floors and a basement. The second and third floors lack
windows along the back and the sides. The fire escape at
the back is reached by doors from the second and third
floors and has a counterweighted ladder which will move
from its second floor position to Ihe ground when someone
steps on it. The local people consider the building hand
some and an assel to the neighborhood.

The Main Floor

Main Floor i 20 'ut i

~
."

Dining Room i:
"),~ '1.0,

~
Kitchen '--..J

x
Foyer X

Lounge
C;;C;'X-· '&0

~ ,"-.. '!l

~• Rest ~

~ Room .. ... Reception•~ '"Cl)Door @Lockabl'Door Arrow on $tllin points down

Main Floor

The Foyer is marble·floored and lit by a beautiful electric
chandelier. The walls are wood panels and the doors, like all
the doors in the lodge, arc or heavy oak.

The Coat Room isjust that-a plal.:e ror members and gueSls
to leave their hats and co;lts. A servant is here from noon to
midnight.

The two Reception areas arc where the leaders of the lodge
entertain guests and prospective members. Both arc hand
somely furnished with plush chairs and small tables. The
walls are paneled and the floors arc or polished oak with
fine carpets.

The Lou"ge is the informal meeting place of Ihe members.
The walls arc wood paneled and the floor carpeted. Scatter·
ed around the room are overstuffed chairs and small tables
bearing electric lamps, the only sources of light in the
room. Four servants arc here from noon to midnight. and
one servant at all times.

The Dining Room has w:llis painted an ivory color, with a
polished wood floor. The north wall has five large windows
with Iight-colored drapes. Two electric chandeliers hang
from the ceiling. The room is filled with round dining tao.
bles, each with four chairs.

The Bar is well-stocked. It has paneled walls, polished wood
floor, and three windows with heavy purple drapes. Two
servants are here from noon to 6 a.lll. The liquor here is, of
course, illegal. However, the wealthy lodge members are
well able to buy off local enrorcement officials. who will re
fuse to investigate the lodge for Prohibition violations.

The Rest Room has the latest in indoor plumbing.

The Kitchen has white walls, a red·tiled floor. and all the
equipment necessary to stage banquets. It is lit by two win
dows in the north wall and by electric lights hanging rrom
the ceiling. The back door is usually barred unless someone
is working. Two servanlS are here from noon 10 midnight.

The Pal/try is for rood slorage. and will be better stocked
just before a lodge banquet. TIle interior is white painted
wood and is lit by a hanging electric light.

The two Storage areas contain items associated with the
rooms to which they connect.

The Hall door leading out is usually barred al night.

7-
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The Library has a coUection of scientific. philosophical. and
occult books, No Cthulhu Mythos books. since all Ihose are
kept in the third floor library. but lOIS of more ordlllary
stuff. This library does contain copies of the rituals of initio
ation for the three public degrees (Neophyte. Initiate. and
Master), which may only be read by those who have re·
ceived the proper iniliation. One of the offices of the lodge
is librarian, whose job is to take care of this library.

The Preparotion (Ueo and its associated storage room is
where the appropriate lodge officers prepare those who arc
about 10 be initialed. The preparation includes a short lec
ture on what to expect, and dressmg Ihe candidate 111 the
proper clothing for the ritual. Ritual robes are stored here.

The Stortlge oreo leading from Ihe malO lodge is empt).

Second Floor

The second floor is mostly taken up by the main lodge
room. which is where the Order conducts its business and
carries out its basic initiations. The scats along the north
and south walls are for the members. There are three rows.
each raised sliglllly higher than the next, very much like
theater seats. The dais is a succession of slightly raised plat·
forms for lhe lodge officers. The altar is three feel square,
two-and·a-half feet tall, and is made of wood; a padded
kneeling rail extends along the bottom of the east side. The
floor is polished wood and the walls are paneled. Constella
Hons of tiny electric lights decorate the black-painted ceil·
mg. Two chandeliers also provide light. The floor-to-ceiling
drape behind the Master's dais is of deep red velvet.

The other rooms on this floor are the Library, the Prep.
aration room. and a Storage room.

Third Floor

rooms are paneled, carpeted. and the ceilings are plain,
painted wood. Light comes from electric sconces on the
walls. Chairs line the walls. The black drapes can be pulled
aside by a pulley located on the right. The altar in the first
room IS about three feet tall and is a five-pointed star in a
cross-section. When the drape in the first room is opened.
the mural and doorway are exposed, The mural is of night
on a barren. dead landscape; the door is framed III silver and
seems to be a magic portal on the barren waste. All who see
this mural find it very disturbing-it seems very real. If
someone looks for the signature of the artist on this mural,
as on any of the murals on Ihis floor. they will see thc name
Pickman. Passing through the portal mlo the second room.
a person finds it much like the first, except the altar is a
pentagon In cross-section. The mural behind the drape i!i.
also different. This shows an apparently normal landscape
(hills, valleys. trees, a small stream. etc.) with a silhouet:ed
human figure in the foreground facing away from the vie\\.
er. There is, however, somethlllg profoundly alien about the
whole thing, and looking al it causes the viewer to become
very depressed. If the viewer should fail a SAN roll. he lose~

I point of SAN.

KOTO V indicates the initiation room for the fifth degree.
Knights of the Outer Void. The room has a bare wood
Ooor. stark white walls, a black ceiling, and is lit by bare
electric bulbs in wall sconces. TIle altar is a two·and-a-half
foot high metal cylinder, Behind the white linen curtain is a
mural depicting outer space-stars. nebulae, and in the cen
ter, a single, dark planet. This mural is extremely compel
ling; it seems to draw the viewer into it. The feelings com
municated are personal insignificance and a sense of utter
desolation. The viewer must lose ID6 points of SAN if a
SAN roll IS missed.

SOYS indicates the initiation room for the s.ixth degree.
Sons of Yog-Sothoth, There is no altar. the Ooor is carp.;:l·
ed, the walls are paneled. and the drapes are scarlet. Behind
the drape all the west wall :I door leads to the library. Ik
hind the east drape is the most horrible mural 111 the build·
ing. II depicts a hill under a clear night sky wilh a full
moon: at the top of the hill is a circle of stones. and in the
center of the circle is a human figure in garish robes, danl'
ing madly. Moving into the sky from lhat point. like a
cloud of smoke. is a gigantic mass of slimy, iridescent
spheres. Covering the hill oUlside lhe circle of stones are
thousands of partly~ecayed. slill-living humanoid crea·

20fHt

Library

Secom;i Floor

Mural

Third Floor

The third floor is where the secret advanced degrees are
conferred. II can be reached only by the door behmd the
scarlet drape in the main lodge room. which gives access to
the back stairway. Even though lhe existence of the third
floor is obvious to anyone looking at the building from the
outside, higher level members of the lodge keep its purpose
secret by saymg that the third Ooor is not fmished and can·
not be reached, but that eventually, as the lodge grows. the
third floor will be finished and used.

KOTSG J and 2 are the initiation rooms for the fourth de·
gree, Keeper of the Silver Gate. In the initiation ritual. the
candidates move from the first to Ihe second room. Both

lIbrary

KOTSG

A/W·

Mural

Mural

SOYS

KOTSG

A/~r·

KOTOV

•AIr.'
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tures. If you listen, you ean almost hear them ery with
ghoulish glee. This picture is of photographic quality and
will produce in any sane person a feeling of utter horror
and desolation. A point of SAN is lost automatically or
1010 points will be lost if the viewer fails a SAN rolL

W. There is no initiation to the degree of Wizard. One is
simply accepted into their fellowship after proving his ex·
pertise and dedication to the cause. This room. is restricted
to those who are Wizards (John Seott and Carl Stanford),
and no one else is allowed in. The door bears an Elder Sign
inset in gold, which glows blue in the dark. Inside, the most
remarkable feature is the lack of sharp corners; all the cor
ners of the room are smoothed out with plaster. The noor
is bare wood bearing Ihe sllludges of many chalk signs
drawn and erased.

The Library contains books describing the rilUals of the Or
der. These books can raise Cthulhu Mythos knowledge and
also lower SAN.

800k to Cthulhu Myrhos Spell Muir'" SAN

KOTSG +3% :Ill -104
KOTOV +5% x2 ·106
SOYS +7% :Il3 ·204

Other magical books arc present: Nameless Cults (Bride
well), Rellelatiolls of Glaaki. OJlres des Goules, and Ctllul
III/ I'll the Necronomicon. The other books arc of no Cthul
hu Mythos significance.

Basement i 20 'Hr i

P.~m.m "0"" --W ~
I • • .-L;!x ~
0 \p;n.// Padlor:kedQ

.~
Door

• /~ Floor Ser:rion•

.~
• • rhln Ilfrs •

M«hlmirm for

DP6nDO~
r"iI'ng Irllp door

Basement
TIle basement has three empty room and a mechanism con
trolling a trap door leading to the caverns below. The base
ment is reached by a stairway from the back hall of the
building's main noar. The noors in the first two rooms are
bare earth. All the walls are of hcavy stone set in mOrlar.
The door leading to Ihe last room is locked. Inside, this
room is like lhe others except thai the floor is of fivc-foot
square stones set without mortar. If a character makes a
Spot Hidden roll whilc cxamining the eastern wall, hc will
find a stone which, when pushed, activates a mechanism
raising thc false noor section. This is the only way to open
the stairs. as the stones :Ire very hcavy and cannot be pried
up with a prybar.

When the noor is open, the top of a steep stairway can
be seen, which winds down several hundred feet inlO the
earth to the caverns below.
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I.evel One of the Caverns
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stairs down to cavern 2

• • •
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Caverns-Level One
TIle caverns are not natural, but arc very ancienl, far older
than the lodge building above. In fact. they were old when
John SCOII found them over two hundred years ago. Their
original purpose, and how they were carved out of the solid
rock remains unkown. There are three general areas.

The firSI area has had some recent work done on it,
mainly the interior walls that divide some of the area into
rooms.

The Guard room is empty, except for a couple wooden ta
bles and a large ring of keys hanging from the wall. If the
investigators enter the basement a second time at a later
date, two Custodes [guards I will be here.

The Stud)' has a desk, a comfortable chair, and an oil lamp.
A box of matches is in the desk drawer. and, hidden at the
back of the drawer is the key to the next rOOIlI. A success·
ful Spot Hidden roll is required to find the key. On the
desktop is a letter to Carl Stanford from Duncan MacBain
(a copy of the letter is given on the next page and there is a
copy for the players in the Player Handouts).

The Library has ::t stout oak door with a STR of 16. If the
key in the study has not been found, an investigator will
have to match his STR vs. STR of the door to break it
down. This room contains a desk and chair, along with a
large bookcase. The books in the case are mainly mathemat
ical, philosophical, and scientific works. Ifall the books are
removed from the bottom shelf. thai shelf can be lifted, re·
vealing a secret compartmenl in the base of the bookcase.
This space contains an ancient copy of the Necronomicon,
in Greek. (An investigalor should find it on his own. The
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keeper should be careful not to lead the character to it by
dropping hints or making suggestions. If a character should
find it, and remain sane after reading it. he may be sought
for by the rightful owners. the Masters of the Silver Twi
Iighl. This is too powerful and too important a treasure to
be treated lightly.) FinaUy, there is a wooden box siuing in
one corner. TItis belongs to Carl Stanford and is described
at the end of this scenario. Lying on top of it is a notebook
containing the spell to Make Box.

The final features of this area are the altar and bas·reliefon
the waU behind it (which is covered by a curtain). The altar.
which is of stone and continuous with the noor, is stained
with brownish material. TIle bas-relief depicts Great Cthul·
hu striding across the earth, crushing humans as he goes.
Above his head is something which might be mistaken for
the sun by the players, but is a depiction in stone of the
R'Iyeh disk. Any character who misses his SAN roll will
lose IOJ points of SAN.

The next area is a large open space. The roof is held up
by columns which look like great stone trees whose branch-
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es stretch up and out to form the arching ceiling. On closer
examination it is seen that the branches look more like
ropy tentacles. In the center of the room. a stone spiral
stair winds down to the next area. Someone wandering
around without a light could fall in.

Caverns-Level Two

The last and deepest area has three of its four walls lined
with cells. Many contain human remains chained to the
walls; one contains a living person. He is thin and almost
dead-his eyes have an empty look. If touched. the captive
will moan slightly. He is identified as James Clark by IllS
walle!. His mind is gone-his SAN is zero. Any characters
that go insanc during the higher rituals or who 3re caught
prowling in secret areas of the lodge are brought here and
chained in a cell. Keys to thcse cells are kept in the guard
room in the first level of the cavern.

TIlcre are many pits in the noor of this level, each about
four feet in diameter and 15·20 feet deep. The pits 3re co\'-

TEXT OF A LETTER FROM DUNCAN MacBAIN TO CARL STANFORD

Duncan MacBain
MacBain House
Cannich, Scotland
12January 1924

Dear Mr. Stanford.

Greetings and felicitations. Miss Chantraine has advised me of your recent successes and informed me of the
item you require. I fear that it will be some time before I rind It as there are two Ameril;ans digging at what I
believe to be the site of the Temple. Two of my people are working for the Americans and it may be that they
will accomplish all for me. I realh;e t!;lat you are most anxious to obtain It. but I feel caution and discretion to be

the ~t1er course of action.

My studies with the scTp(nt people progress most satisfactorily. Another year should see my studies com
pleted. They recommend that I journey to the Nameless City for further instruction. but I will remain here until
we have It. When it is possible, I want mUl;h to obtain the further instruction oHered at the Nameless City. I will.
however, be ready to carry out any further tasks our Order may have for me.

You mentioned in your last lettcr that Miss Chantraine might join me here when she has. converted the leaders
of the Thule Brudenchaft. I fear that thc Germans are overmuch upset with the French at this time for them to
listen to her. Might I suggest that you ask Helmut Grosmann to take over for hcr? I realize that he has not been to
Germany for over two hundred years, but unless you can think of someone else I feel he would be ~st for the
task.

I agree with you that the Order of the Templars of the Orient docs not contain the type of individuals we seek.
They are not ready for greater truths. You might suggest to our German colleagues that individual members of
the Order be carefully approached as potentia! followers of the truc Gods.

I am not familiar with the Hermetic Order of the Golden Dawn or the Astrum Argentinum and can give no
recommendation. I will pass the word on to our London group and have them send you word. I spoke with a Mr.
William Seabrook who said that a Mr. Aleister Crowley, who is associated with both groups or had been at one
time, may have occult powers. We should perhaps attempt to contact this man.

I understand that Mr. Scott is in charge of the project in your area. Please extend my greetings to him. I have
not seen him since before the Great War. Perhaps we can meet next year.

/lO.A [
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Most sincerely.
Duncan MacBain
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ered with perforated metal lidf> resembling manhole covers.
Several long wooden ladders lay along the walls of the cav
ern. About half of the pi IS have monstrous half-human
things living in them. At Ihe slightest sound, these things
will begin crying and gibbering (lose I point of SAN if SAN
roll is missed). A few of the pits arc uncovered (keeper's
choice), creating a hazard for anyone moving in the dark.

The first of the two connected rooms in the alcove has
wooden racks on either side full of lead bottles sealed with
metal stoppers. A sign above the rack to the left reads "Cus·
todes," and the one above the right, "Maleria:' Each bottle
contains a blUish-gray powder, the essence of a once-living
being. TIle next room has a table with an oil lamp. medieval
torture instruments along one wall, and some yellow robes
hanging from hooks along another. There is a pentagram
chiseled into the Ooor, and chiseled into the walls across
from the entrance is the Resurrection spell. Reciting the
spell forwards will bring a being back to life from lhe blu·
ish-gray "essential salles," while reciting it backwards reo
turns the being to dust.

If the investigators should try to resurrect someone from
the "Materia." the first one they pick will be a half-formed
thing like those in the pi Is outside (which means that not
all the remains were found. or perhaps lhey were processed
imperfectly). If the investigators insist on trying another
bOltle from the "Materia" section, lhe keeper should make
up some historical personage who will be utterly worthless
to the group. The best use for the Resurrection spell is to
return John SCOIt to dust. To this end. the keeper should
point out thai the skin of whatever they resurrect reminds
them of the skin of John Scott. If they do not lry the spell.
they will not make the connection. so they should be en
couraged to try il.

A percentage roll of INTx3 will allow a viewer of the wall
carvings to learn the Resurrection speU. but will nOf allow
them to know how 10 create the "essential saltes" 10 resur
rect new people. They will only be able to turn "returnees"
to dust, and to resurrect individuals from preformed salts.
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Spell to Enchant Cane

MAGIC ITEMS AND SPELLS

The Box

This is a plain wooden cubical box, 18 inches high. One side
is hinged and forms a lid which, when open reveals an emp
ly interior. The boltom appears solid. but anything touch
ing il will pass through it. The box is big enough for a per·
son to squeeze through head first. Anyone trying this will
find himself coming out of a box exactly the same as the
first, bUI in a differenl location. The two boxes are magical
ly linked. The 01 her box is currently in eastern New York
state. This particular box has a S(l of 13.

The SIZ of the box is the average of the STR and Sil of
the largest person who can squeeze through il. For exam
ple. if Clark West's STR is 12 and his SIZ is 16, he will not
be able to squeeze through a box of SIZ 13 because his
average is 14. (If he tries, he will become stuck. Do not tell
the investigators the actual capacity of the box-generalize
and give them a chance to get stuck.)

A spell relates 10 the box; it is Ihe discovery of Carl
Stanford. and he is justly proud of il.

Make Box

This spell is used to construct a magical box in the
following steps: (1) Construct the boxes of any wood
to the SIZ you want (usually your own average STR
and SIZl. The bottom is solid. {21 Perform the nec
essary ritual. This consists of putting your hands on
the box and conceiving certain images and angles in
your mind, and takes about five hours. (3) From this
point on, the box will automatically drain half of
your POW (temporary loss) every day until it has ab
sorbed POW equal to its SIZx100. When this is com
pleted, the boxes will work.

Going through a box costs the same amount of
POW and SAN as going through a normal magical
gate. (See Call of Cthulhu. page 67.J

POW-Storing Cane

A black walkillg-stick with a silver tip and a silver head.
Specific details. including the amount of poW stored. will
vary with each individual cane. POW slored in such a cane
can be used as usual. TIlese magic items are made using the
following spelL and will work only for those who make
them.

Enchant Cane

This spell is one of the Enchant hem spells described
in the Call of Crhulhu rules, and has all the elements
mentioned there. The cane can contain magic POW
for the owner's use. Touching an individual for at
least 30 consecutive seconds will cause him to lose a
point of POW permanently. and will add one point of
POW to the cane. When POW from the cane is used, it
is gone for good, and new POW must be provided.

There is no limit to the POW the cane may store.
Carl Stanford frequently has the Keepers of the Silver



Spdl to Enchant Cane

(contulutd)----------------"

Gate bring him derelicts to drain until they die. The
cane currently holds 160 points of POW. He will not
hesitate to use it in Shriving spells to protect himself.

New Spells
Mindblast and SleDI LIfe are now added to the standard list
of Other Spells (see Coil of Clhulhu, p. 66). A non-player
character may know one of these spells if the Keeper rolls
a 91..QO on 0100 when consulting the Complete Listing of
Spells (see Coli ofCthulhu, p. 69).

MindbiaSi

This spell matches the caster's POW against the tar·
get's. If the target successfully resists the caster's
POW, he will not be affected by the spell. If the cast
er overcomes the target's POW, then the target loses
104 points of SAN and goes in~ne as though he had
suffered a terrible shock (see Call of Cthulhu, p. 23).
This spell costs the caster 103 points of SAN and 10
point of temporarily lost POW. The target will be af·
fected for 2O-INT hours and then recover.

Steal Ufe

This spell is what has allowed Carl Stanford, and
some other lords of the Silver Twilight, to become
nearly immortal. The spell cltuse5 the target to begin
to age and decay while yet alive, and to transfer the
vitality innate in the victim to the caster of the spell.
The spell must be cast on a target within sight and
hearing of the caster, and the caster must overcome
the target's POW with his own POW on the resistance
table for the spell to be effective. Each melee round
after the spell is cast, the target will lose a point off
of his STR, CON. DEX, POW. and CHA. For each
point drained from the target. the caster of the spell
will become a week younger. For example. if the spell
was cast on a random drunk, who had a score of 8
in all the aforementioned characteristics, the spell
caster would become 40 weeks younger. The target of
the spell will gradually start to wither, turn gray. and
flake away. At the end of the spell. the target will be
just a horribly withered and dry husk. Seeing this
'husk' costs the viewer 106 points of SAN unless a
SAN roll is successful, in which case no points are
lost. The caster of this spell must temporarily expend
30 points of Power, and he will automatically lose
1020 points of Sanity when the spell is cast. This
spell must be cast on the night of the full moon, or
the caster of the spell will not gain the benefits of
renewed youth, though the victim will still die. If
the caster of the spell is slain before the victim dies.
then the spell will cancel itself out, and any charac·
teristics lost will go back up to normal.

CHARACTERS

Carl Stanford

Carl Sianford is one of the mOSI powerful Wizards in the
world, but the investigators will be more concerned with
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EXCERPTS FROM THE RITUAL BOOKS OF THE
ORDER

... the wailings of the mad are but the birth-cries of
the new man-the old man gone like dust in the
desert wind. Cleansed of the lies of mankind, the new
man-the man of darkness-is free to absorb the
beauty of nothingness, to glory in the stark night of
the utter void. As your useless reason dissolves. rejoice
in the knowledge that others in as diverse places as
Scotland and louisiana and the South Pacific have
walked the same path. have drunk the same blood.
have reveled in the same prospect of everlasting night,
as you ....

-Keeper of the Silver Gate

... you do not yet know the true gods. Everything
you know is a lie. The Great Old Ones-these are the
rulers of the Universe; these and others you have not
yet heard of will be the objects of your adulation,
your emulation, your love. You are the fortunate
ones-the time may come. if you give your selfless
devotion, that you will worship in the flesh in the
Temples of R'lyeh, whose glory is beyond your
comprehension.
IIZ.A / -Catechism of the Knight$ of the Outer Void

Carl's colleague. John Scali. This is the way C3.r1likes it-he
maintains a low profile and this is one of the main reasons
he has managed to live so long. He will always escape from
the first scenario to show up later-if the investigators get
him cornered, he will not hesitate to usc a Shriving spell.
Mindblast spell, or other offensive spell to escape. He has
several distinct advantages over the investigators. The first IS

his cane in which he is currently storing 160 pts of POW for
use in offenSJve spells against his enemies, and which is ac
lually a sword cane-a weapon he is extremely skilled at
using. Usually, however. he will leave any fighting 10 his
next "advantage," Max Reed. IllS chauffeur·bodyguard.
who will readily give his life to protect Carl. AllOther advan·
tage is his new discovery. the box, which he can use to es·
cape 10 almoSI anywhere he pleases. H.is grealeSI advantage
is his great intelligence and experience. Fools. e\'en maglcal.
Iy powerful ones. do not hve as long as Carl has.

CARL STANFORD

STR 14 CON 16 SIZ 12 OEX 14 CHA 18
SAN OINT III POW 40 EDU 30 HP 14

Skill.: Read/Wrile Lalin lJO'l'; Read!Wrile Greek 95"'; Read/Wrlle
ArabIC 8O'Ilt; Read/Wnle ChInese 8O'Ilt; Archlteology 15"; Anrono·
my 8O'Ilt; Clhulhu Mytho$ 100'-"; H,story 55"'; Library U. 95"'; Zo
ology lJO'l'; MOYfI QUlelly 80'-"; Credit Raling 6O!fo; Debate 90";
Fan Talk 85"; Orat~ 90%; eane-5INOrd 95"'.
Spell., All listed in (All of Crtlulhu; Make BOll; Sleal Life; M,nd·
blaSI; Enchant Cam!

John Scott
John ScOIl lived 100 years ago on a farm localed where the
lodge presently stands. Scott found the caverns, and began
the grisly work of robbing graves and reducing their con
tents to bluish.gray salts, which he could turn into the origi
nal person by means of tlte Resurrection spell. He would
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CHA 3
HP 18

oEX 12
EoUO

SIZ 18
POW 6

Custodes

The Custodes (guardians) are strong but simple·minded hu
manoids who can be resurrected to help SeOtl or Stanford
with a potentially dangerous or otherwise uncooperative
resurrectee. The Custodes are all alike, and all fanatically
loyal to their masters, Scott and Stanford. They will try to
attack anyone else who resurrects them (such as the investi
gators). They are kept in the bottles simply because it is
most convenient.

Skills: Fist/Punch 95"; Head Bun 95": Kick 95%; Fighting Knife
85"; .38 All/olver/Automatic 95": .45 Revolver/Automatic 95"4;
.30-06 Aifle 80%: 12-gauge Shotgun 75"4: Drive Automobile 75%.

Spells: Elder Sign

CUSTODES

STR 18 CON 18
SAN 0 INT8

Dr. Edward Call
Dr. Call is a weahhy physician and the only possible ally in
the Order for the investigators. He originally joined because
he felt that he would find others there who shared his eclec·
tic interests. He is beginning to suspect that there may be
something wrong with the Order, but he has no concrete
evidence. He will tend to keep his suspicions to himself,
though. and the investigators may have to approach him
he may not approach them.

DA. EDWARD CAL.L.

STA 12 CON 13 SIZ 11 oEX 14 CHA 10
SAN90 INTI8 POW 11 foU21 HP12

Skills: ReadIWrt1e L.alin 70'li11; Botany 5O'liII; Chemistry 65"4: Fim
Aid 75"4; Library U_ 60": Pn.m.cv 70'li11; Treat Disease 85"4:
Tre" Poiton 8Q'I.; Oiagn<>!ile Oi__ 85""; Psychology 55"; Drive
Automobile 55": Credit Rat,ng 8Q'I..

Skills; FistlPunch 50%.,45 Pistol 50%
CHA 10
HP 14

DEX 17
fou 10

SIZ 12
POW 10

Max Reed

Max is Carl Stanford's bodyguard. He accompanies Carl
everywhere, posmg as a chauffeur and friend. He carries a
snub·nose .38 in a shoulder holster and a seven-inch long
fighting knife that he keeps ralor·sharp. He is willing to die
to defend his boss.

MAX REED

STR 18 CON 16
SAN 0 tNT 12

torture these people to obtain information he wanted. and
when finished would return them 10 powder. If he was not
able to obtain all the remains of the person he wanted, bUl
unknowingly went through the resurrection process any
way, the result was a malfonned humanoid thing. These fail
ures are now found in the pits of the lowest cavern. $cott's
schemes were uncovered and he was visited in the night by
a mob who killed him, and destroyed his house. In 1912.
Carl Stanford was able to locate the unmarked grave where
Scott had been buried, and he resurrected Scott. Now ScOll
serves the Masters of the Silver Twilight. He carries a silver
headed cane, much like Stanford's, but his currently holds
only 80 points of pow. Scott's greatest vulnerability is the
Resurrection spell, which, recited backwards, would turn
him back into an inert. bluish-gray dust.

JOHN SCOTT

STA 12 CON 11 SIZ 14 DEX 10 CHA 13
SAN OINT 16 POW 16 EDU 18 HP 13

Skills; Read!Wr,te GIftIt 75"4; Botany 60"4; Ct>emislry 65"4; Ctnul
hu Mythos 85"4; LIbrary U. 50'1'; Occult 45"4: Spot Hidden 45";
Oratory SOlI'.

Spells: All ..mmon,1'lg plls; all bmdmg spells; .11 contact spells
lreces); Cell Authoth; Cell Yog-Sotl1oth; Contact Nyarlathotep;
Aesmecuon; Dnt..:f Cu/"lll! of Autholh; Shriving; Enchant Cant!; El
der Sign. Mindblaost

2.
Look

to the Future
The Investigators travel to New York City and find that a businessman's

organization has discovered a unique way to profit from the future
today.

Background

The Hermetic Order of the Silvcr Twilight has been broken
up. John Scott has probably been slain and Carl Stanford
has escaped. If John Scon survived. the keeper may wish to
have him resurface as a bitter foc in a latcr scenario.

The players should now be certain of the existence of a

group of evil culUsts working to return the earth into the
clutches of the Old Ones.

While players meditate on these matters. a character will
receive a letter from a banker friend of his. This is David
Lee. David Lee may be either the actual banker of one of
the characters. or he may be merely a social contact.

~J3-



A Letttr /0 the InlJesligtllors from David Lee

D<u---

LOOK TO THE t'UTURE

I feel rather silly writing for help, but I simply must have aid in this matter. It would be useless for me to go to

the politt, as I have DO proof of any criminal activity. J heard of YOUT exploiu in Boston with the SilvC'rTwilight,
and am hoping that you could <KIvise me. I would be most gratdul.

A yU! O! so ago, the organiution 'Look to the Future' came to New York City. It billed iuel£ as a cooperative
businessman's organization, and promisc:d to inspire and aid materially those who joined. I joined the organiza·
tion eight months ago, and quit last month.

The apparent head of thC' o~i:tation is a Mr. Lostalus Black. Mr. Black claims to be a girted psychologist,
and says that by subjecting the minds of intC'lligent and sophisticilted men to certain peculiar psychological condi·
tions, their creativity would be relea.scd, and they would be able to perfonn all sorts of wonden, If the business·
men met logether, paid a nominal fcc to supporl the order, and regularly aHended meetings, thC'y would be able

to share in grand discoveries.

The 'psychological aura' crealed by Mr. Black is certainly most queer. lie begins by standing al a podium,
while all of us (the aHendees) arc asked to meditate upon certaifl specific geometric shapes and designs. A sheet
containing diagrams of the aforementioned designs is handed out at the start of the meeting 10 each member.
While we meditate, Mr. Black begins by rcciting some sort of rnvocation in nonsense syllables. Mr, Black says that
these syllables have been carefully chosen to elicit the ijfoper subconscious response from us. As he chants, he
begins to gesticulate wildly, and then we arc all signaled to begin to chant a simple litany of OUT own, "Ong
D'acla Linka, Nt'blod Zin, Neblod Zin, Ong D'acta Linn, Yog-5othoth, Yog-5othoth, Ong D'acla Linn, Yarl
M'ten. Yarl M'ten" and we rq>cat this non$Cnse chant for forty·rrve minutcs to an hour. Mr. Black continues to
C'nergetically gesticulate and emit various strange noises until he seems to reach some sort of finale, when he
gesturcs for us to stop. WC' then break up fOT teil and punch. Mr. 81ack is assislcd in hiJ wack b)' sn-eral thuggish·

looking Arabs, and iI Mr, Stanford.

In addition to the monthly special mectinp (which proceed as I have outlined i1bo"e) , we have regular inspira.
tion seminars and guest speakers. One thing that brought you to mind is thilt some of the speakers would urge us
to Join a lodge to enlarge our circle of friends and to make trustworthy business acquaint~tts, He specifically
recommended the Silver Twilight lodge as an excellent choice.

I must confess that Lostalus Black's methods seem to work. Two months after I started to attend, he came in
one day with a perfectly astounding item which he allowed me to purchase for S 100. It is well worth it, let me
tell you! I wi1l show it 10 you if you come.

Now for my reasons for distrusting Mr. Black, Afler each meeting in which we do the chanting, I feel head
achey and sick, and this continues for some time, I have noticed that since I joined the group, I have lost some of
my former vitality and force, and f«l as if my health may be deteriorating. I really could not say as to whether
Ihis has any connection to 'Look to the Future' or not, but it seems suspicious to me, especially since I have
notittd acquaintances in the group surfer from the same syndrome. Another reason for my distrust of lostalus
Black is the ext.:rcmely light security and secretiveness that he keeps about himself and the organization. His Arab
soldiers speak no English, and certainly do not inspire confidence.

I would like you and your friends to come and to expose this organization for a fraud, or to prove it to be
open ~d aboveboard. If it is indeed for real, I would like to know so that I can rcjoin and continue to receive
those fabulous artifacts that it produtts.

Hopefully yours,

David Lee

{ /4-B{

Keeper's Information

The Silver Twilight is now preparing itself for the catastro·
phic end of the world. To hasten that end, they need
l1loney and power. The 'Look 10 the Future' front organiza-
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tion fulfills bolh these needs. 'Lostalus Black' is in reality
an avatar of Nyarlathotep. The Silver Twilight has been
dealing with him, and he has commanded them to carry out
this plan.



LOOK TO THE fUTURE The Sc~nlJriQ

At the monlhly meetings, Nyarlalhotep is invoked and
summoned an hour or so before the meeting begins, lIe
then walks into the room and begins the ceremony that an
observant keeper will have noticed resembles a spell. It is in
deed a magic spell, and one of astounding power. It sends a
person into the future. At the end of the chanting, each
person present (except Nyarlathotep himself) loses a point
of permanent POW, whieh is the cause for the headaches
and sickness the next day, and in the loss of energy that
somc participants feel. The character sent inlO the future is
usually one of the Arab thugs hired by the group's true
leader, Bryan Slim. Bryan keeps himself in the background.
unnoticed. He is a Knight of the Outer Void, and summons
Nyarlathotcp each month.

BRYAN SLIM

STR 14 CON 10 StZ 13 INT 18 POW 12
DEX8 CHA11 SANQ EDU15 HP12

Skills: Speak Arabi\; 90%. Ar\;haeology 60%, Cthulhu Mythos 70%,
First Aid 60%. Occult 90%, Psychology SO'lli. Drive Automobile
60%, Hide 80%. Move Quietly 60%, Pick Pocket 60%. Fast Talk
80%, Oratory SO'lli, Credit Rating 40%, .32 P'stol55%

Spells: Elder Sign, Contact Nyarlathotep. Summon/Bind Servitor
of the Outer Gods, Call Hastur

For cach point of POW expended in the spell, the Arab
travels a year into the future. After 24 hours, the spell col
lapses, and he rebounds into the past whence he came, ll1is
is dangerous. S0ll1etlll1es the Arab comes back only partial
ly, or he sometimes is catapulted into the distant past, but
Ihe Arabs arc eager to do the bidding of their master, and.
after all,their lives are cheap enough to a god,

There are usually 50-70 members prescnt at anyone
meeting, so an Arab is able to go that many years into the
future. There he burglarizes stores and universities, and
brings back smaU gewgaws for the businessmen, lending cre
dence to the fiction upon which 'Look to the Future' is
based. The gewgaws given away arc things like disposable
lighters, ballpoint pens, digital watches, antihistamines,
and even penicillin tablets. For themselves, the organiza
tion has acquired a power plant, a number of weapons, a
computer. and some cuhures of the bacteria that carry
Black Fever.

Black Fever is not from the future, but has been pro
vided for the organization by Nyarlathotep's servants. Any
one who has the fever injected into his veins will contract
the disease, which resembles other fcvers. causing nausea,
swelling, and chills ncar the end. However, Black Fever is
not of this earlh. Those infected by it will always die within
two weeks or so (the patient will linger on for a number of
days equal to his CON). 011 thc bright side, Black Fever is
completcly non-contagiolls-the only way to catch it is to
have it injectcd,

One of Nyarlathotep's servitors also provides the organi
zation's power plant - a mass of shoggoth tissuc kept con,
fined and multiplying in a large val. from where it pushes
pistons [0 generate electrical power for the entire installa
tion,

The Scenario
There is little information about the 'Look to the Future'
group anywhere but in the building itself. Mr, David Lee
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Upstairs dingram of th~ Laolt to th~ Futurt building LOOK TO THE FUTURE
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Skills: HIde 50%; SPOt Hidden 50%; Listen 50%; Rille 40%; .38
Ri!\Iolver 30%; Oll9Ql!r 9Q'lIi,

GUDrdpQsts. At each guardpost there are always two Arab
guards armed With futuristic.looking automatic rines. All
the guards have basically the same slats.

has already told the investigators everything he knows in his
letter. except for the description of his wonderful item,
which is a frying pan hned with Teflon II.

When any member of the organization begins to suspect
that somcthing wrong is going on, or to try to publiciLe the
'magical' implcments received from Lostalus Black, he is in
oculated with Black Fever, goes to a hospital, and dies in
dclirium, eliminating all threat to the organization.

ARAB GUARDS

STR 11 CON 12
DEX 13 CHA 9

SIZ 10
SAN 0

INT9
EDU 7

POW 10
HP 11

The Building

The above ground part of 'Look to the Future' resembles a
pillbox. It has but one entrance, and is entirely of poured
concrete. The entrance is a large arch, with no door barring
entrance. There are no windows. A diagram of this place is
provided. The interior benches are of wood, and indeed. !.he
interior looks like a particularly dismal lecture hall or
church. There are no seats on the stand,just!.he bare stone
podium. The door behind the stand is kept locked. The
door has a STR of 15 and could be forced by matching
one's STR against it. It is too small for more than one per
son at a time to try to open It. Bryan Slim has a key on a
key ring which would permit entrance. as do all the Arab
guards. If one of them was waylaid and mugged. !.he key
could be obtained. Bryan Lee lives in a large brick house
next door to the 'Look to the Future' fortress. with three
Arab guards. When the Arabs are not on guard duty inside
the building. they carry snub-nosed 38 revolvers in shoul·
der holsten and daggers in their boots. inside !.heir trousers.

Underground rooms are dug out behind the main build·
ing.

Thclr rifles can fire on full automatic, firing twcnty rounds
per turn, or they may fire nonnally, They are usually fired
in short bursts of three bullets per burst. but if a guard is
disturbed or angered. he will fire a whole clip in a single
round. In order (0 keep from doing this upon confronting
:Inned investigators, he mUSl make a roll of his INTx5%--ir
he fails. he will fire the elllire clip and be rorced to reload.
Each guard carries five clips of ammo.

All the guards are Keepers of the Silver Gate. and thus
subordinate (0 Bryan Slim.

If shots are heard in the corridors. then the other guards
will come running. The guards will always shoot Immediate
ly at anyone who is not one of thell comrades, including
normal members of look 10 the Future. none of whom are
allowed downstairs. One guard will always stay in each
guardpost, no matter whal sounds are heard or what else
happens. so that only a smgle guard from each post will
come to the aid of lo:ompanions.

The Computer Room is filled with blinking lights and odd·
looking consoles. An investigator making a successful Elec·
trical Repair roU will be able to turn the computer on. An
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LOOK TO THE FUTURE

investigator may then Iype in questions onto the keyboard,
watch them appear on a screen, and have them answered.
The computer is not 100 smart but is, of course. much ad
vanced over the 1920's. when there were none at all. Any
question about Bryan Slim or Lostalus Black without Ihe
proper code word keyed in first (known only to Slim and
Black) will cause the computer to sound an alarm and shut
down. A successful roll of half of an investigator's Electrical
Repair will start the computer again, and a Mechanical Re
pair will SlOp the alarm.

If asked about the Silver Twilight, the computer will
print out the following:

A passa~e from Old Cafifornia

The room is refrigerated. If an investigator swallows some
Black Fever media. he will contract the disease, which is
100% fatal, as described before.

General Notes. The entire underground portion is lit up by
electric lights. or course, as soon as Ihe shoggoth is reo
leased, all the power will go off, the computer will shut
down. and the lights will go off, leaving the investigators to
grope in the dark, with their only light source the phos
phorescent monster oozing rapidly down the corridor
towards them.

BELPHEGOR REPORTS NO SUCCESS IN

FINDING THE DISK IN SCOTLAND. HE

AND THE KNIGHTS OF THE OUTER VOID
MAY BE FORCED TO SLAY MORE IN
TRUDERS.

INFORMATION RECEIVED INDICATES
THAT ARC OF VLACTOS MAY BE FOUND

IN CALIFORNIA.

This IS all that can be gOllen from the computer room.

The PO.-.>f>r Plam has a strange organic smell to it. There is a
large steel tank filling the room. Dials and levers surround
it.

If an investigator fiddles with the levers, he must make a
Luck roll not to open the tan.k's lid and release the shog
goth matter within. for it will slop over the edge. rapidly fill
the entire room, and then expand through the entire under·
ground section. killing all it finds. and thoroughly destroy
ing equipment and records. As soon as the shoggoth is re
leased, klaxon horns will go ofr. and the blast door in front
of the stairs will slam across the corridor. This door has
over 200 hit points, and an effective armor of 20, and will
contain the shoggoth within the complex. The 'Look to the
Future' organization will be ruined. and Bryan Slim will ei
ther start all over again. or disappear. Naturally. all the
guards and investigators caught within the underground
complex will be slain by the shoggoth.

If the investigators happen to have brought along the
magic box from the first scenario. Ihey could try to cscape
in it, but the shoggoth will certainly destroy the box after
they have left. The shoggoth has 30 hit points, and can IiII
an entire corridor from wall 10 wall. If the players manage
somehow 10 kill the thing, they will still be trapped inside
the concrete rooms with no light. and no way out. They
will be left thcre for years before the place is explored
again.

The Armory has 20 extra clips of ammo for automatic
rines, which can use no contemporary ammunition. Racks
are present for other types of guns, but they have not yet
been brought in. AJlthe automatic rines are in the hands of
the guards.

Tile Block Ft'~'er roum contains racks and racks of vials con·
taining a grayish-brown liqUid-the Black Fever in culture.

f17-Bf
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Look to the Future
If the investigators attend a meeting of the 'Look to the Fu·
ture' group while Lostalus Black presides, and participate in
Ihe chant, they too will lose a point of POW permanently.
and help send an Arab to the future. If the players confrOl1l
Bryan Slim. he wiJIatlempt to distract them. and may even
invite them to dinner (where he will infect their dinners
with Black Fcver). If they actually attempt violence against
Bryan Slim, he will order his Arab guards to kill them, and.
if successful in killing one or more investigators, will then
go into hiding to escape prosecution. Even though he is
likely to be found innocent, the trial would be an extreme
inconvenience.

If they shoot or otherwise kill Bryan Slim, he wi1lmul·
ter with his dying breath something about "The podium ...
protect the podium from blasphemers.. ." If he is wounded
seriously, he may order one of his Arab guards to "run to
the podium and destroy what is there." The investigators
should be tipped off at this point that they should go back
to the building and look inside the podium for something.
What they will find there is a pair of books. If the guards
get there first, the investigators lIlay have to shoot it out
with them.

The books are: Old California, and a copy of the Cate·
chism of the Knights of the Outer Void - this laller work
was described in the first scenario. In addition, there is a
strange drawing in the podium. TIle drawing is of the R'lyeh
disk. If the investigators ever see a portion of the disk, they
will recognize il from this drawing. The most interesting
passage in Old Califomio reads;

A missionary named IVhateley uisited snd remsin
l!d with a small tribe of Indians hI/own (/s the J10tethk
from 1837 to 1843, when he disappeared. Shortly
thereafter, the Hotethk tribe itself disbanded, ils el·
ders euidently hauing uani:Shed or died. This tribe was
most interesting for its especially sauage pagan rites,
which the renegade Whateley seems to haue encour·
aged. lie either brollght to or found with the Indians
a peculiar stTucture which he called lhe Arc of Vlac
tos, and which he believed hod comlections to non
Christian sky demons. The only other known jacts
about the Hotl!thk are that they practiced the con
struction of Kachina dolls to house demons' souls,
SlId that they worshipped gods Ilot found elsewhere
in California, such as the serpent-god Yigg, and the
horned-god Shoob Niggeratt. They dwelt in Deuiis
Canyon, in the Mojave desert.
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A Let,,'r 10 jacob Hancock [rom t'nc:fe Henry

3.
The Coven
ofCannich

THE COVEN OF CANNICH

/18-0J

A Denver, Colorado, townsman hires the Investigators to travel to the
Scottish Highlands. His uncle has mysteriously disappeared after sending

three puzzling letters. Travel and living expenses are provided.

H. M. Hancock
Hancock Hou$C
Cannich, Scotland
May 12, 1924

Dear Jacob,

My greetings to you Jacob and fondest rcgarw to your father. I hope to join you this fall if They do not fmd
me bc.forc I am able 10 leave ScoLland_

I realize that neither you nor yOuT father have ever believed any of the strange legends which I have related to
you, but 1 can tum to no one dsc. If my life is of any value to you, please look inlO this matter for me.

I am in desperate need of an artifact whicb I believe may be found in a museum at Miskatonic University,
Arkham, Massachu$ClIs. The object is a small greyish green stone shaped like a five·poinled slar. I had hoped to
find one al the dig, but I fear that work there is not going fast enough and lhat They will get lheir supernatural
aid before I find the star-stone.

Please make every effort to obtain the star-Slone, bUI if word should reach you that something has happened
to me, obtain the star-stone for yourself, for They will be on your tl'ail soon.

Your Uncle,
lIenry Hancock

{Nou: jacob's lath" died ten years ago. The reference to hi1l1 is a code brtwun Henry and jocob indicating
alahf:PIUciry of the mnsage _d urgency.}

Introduction for the Keeper

The investigators have been approached by agents working
for Jacob Hancock of Denver. Colo. Jacob is convinced that
his uncle, Henry Montague Hancock, is in danger if no! al·
ready dead. He wishes to learn what is wrong with his
uncle. It will take a long time to send him aid. and he fears
that it may arrive too late. Should his uncle still be alive. he
may need help.

The agents have copies of leiters from Henry to Jacob
and will give them to the investigators. Jacob Hallcock will

- 18

COPieS of th~ obow! kiter lI"d th~ I~tttn to the right should M
Kil'e" to th~ ;n1'('szigQton by Jocob IJQ"cod ""h~" th~y on Fvn
~f1gtlfNby him,

pay the investigators' passage to Glasgow, Scotland. and
give them funds to enable them to take the train to Inver
ness where they can hire transport to Cannich. where Henry
Hancock's house is located. They will be given letters of
credit enabling them to withdraw )£ per day per investiga·
tor from the Royal Bank of Scotland. The Hancocks have
funds on deposit there and Jacob is transfering additional
monies. but that transaction will take several weeks.



TilE COVEN OF CANNICII

The investigators will encounter no difficulties until they
reach the village of Cannich. There lhey must discover what
happened to Henry Hancock. Thesc investigations will lead
them to a conspiracy involving sinister serpent people.
witches. and an artifact with which the Masters of the Silver
Twilight plan to raise the city of R'lyeh from the deplhs of
the sea.

/19-0/

A L~IIt:r to jacob Hancock from Uncf~ lfenry

The majority of the villagers will do nothing either 10 aid
or hinder the investigators. Those villagers who may inter·
act with the investigators are listed in the Characters section
of this scenario.

Thc scenario divides in three sections: (I) the Hancock
House, (2) the Hancock Dig SIIC, and (3) the MacBam

H. M Hancock
Ilancock House
Cannich, Scotland
~by 14, 1924

Dear Jacob,

I fear lhat this messase will be the last you get from me for some time. Unless I nee this arca the Sons of Y~g
SOlhoth will be ul)on me. Lome discovered that Belphegor is a leader of the group and he fears that They are
aware of our discoveries.

MargarN brought me a star-stone, bUI try to find more, for I need alii can get.

The first piece was stolcn from lhe dig site last night, but They did not get the second piece. I have it well·
hidden now ~d They will not get it from me. We do not know what lhey want the pieces for, but we think there
an: three altogether.

Adam disappean:d today. He: stoppc.d-by yesterday eve.ning, but this morning Fergus says Adam checked out
and left late last nighL Adam being afraid of the dark since the African episode lut year, would not ha~'e left at
night and I fear lhat he hU!'lm afoul of Bdphegor's pc.ople. Lome docs not know about Adam's disappearance:
yet and I fear that telling him would be too much for the old man.

All of lheS1C problems started with the arrival of the French woman. I will confront her in the moming.

Make sure that you obtain a star-Slone for yourself as soon U possible and keep il with you a1wayL

Give my greetings to your father.

Your Unde,
H~nry Hancock

119-0/
Ilenry Uancock
flancock House
Cannich, Scotland
16 May 1924

My DearestJacob,

All of my fears have proved lO be unfounded. If my Ictl~n of late have seemed to indicate troubk I hope thal
you will forgive me. I realize that my imagination had run wild. There never was any danger.

Adam and 1 are going to bead back to Africa in the moming and we will be out of touch for lOme time, but
there is no cause for alarm. We can take care of oursel~-es_ We stumbled across an amuing find, but must re.rneck
our previous work.

Give my greetings to the rest of th~ family.

With fondest regards,
Henry M. Hancock

{Notc. This lett" is not rcall)' [rom I/(:nr"j. jacob ~ COPlurn [or his Ilndc's safety is bascd on the obuiollS falseness
o[ this fetter, [or Adam was frightened by something the)' discovered in Africa and could not be persuaded to
relllrn to the contillent, fet alonc to their dig site.} ,
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House. Each location has a piece of the R'lyeh disk ltidden
there. The investigators must find all three pieces of the
disk and keep them from falling into the hands of the
Masters. If the Masters of the Silver Twilight have even one
of the pieces, they may be able to create a new disk. If the
investigators discover the use of the R'lyeh disk and keep it
from the serpent men they will receive I D6 SAN poinls
each. The keeper should not lell them too much about the
disk. It is likely that they will not recognize the significance
of the disk until later in the campaign when they flJld the
other artifacts being sought by the Masters of the Silver
Twilight.

If the characters rescue the MacRae baby, they will gain
1010 SAN points each. Killing Belphegor. MacBain, or
Chantraine will give I D4 SAN points each. Laying Henry's
ghost will gain them I D6 points of SAN each.

The investigators will not be allowed to take firearms
into Britain-all such weapons will be confiscated in Glas
gow. They will be able to purchase shotguns if they have
written permission from a farmer to hunt on his land. Such
weapons may be purchased in Inverness once the investiga·
tors have been to Cannich long enough to make friends
with a farmer to sign the papers.

This scenario is designed to confuse and misdireCI the
investigators. The Englishman, Tommy Hayes. really works
for Scotland Yard, but the majority of the villagers. in·
cluding the constable, suspect him of dealing with the
witches. The innkeeper, Fergus (secretly a witch), will at·
tempt to make friends with the investigators so that he can
give them false or misleading information. If they get too
close to the truth, he will betray them and do his best to
have them killed. The keeper should not make it easy for
the investigators 10 figure out who they can or cannot trust.

THE SITUATION IN CANNICH

Henry Montague Hancock, an American big-game hunter
and archaeologist. moved (Q the small Scottish village of
Cannieh for a rest after an interesting dig in Africa. His col
league, Adam Chisholm, went insane in Africa and needed a
safe place to recover so they chose the remotc Scali ish vil·
lage and moved in.

While in Cannich, Henry made friends with Dr. MaePar
Ian. He read the doctor's manuscript about a Roman expe
dition to Loch Mullardoch and set out 10 locate the Temple
of Aesathog mentioned in it. Henry suspected that the
Aesathog mentioned should have been translated as Aza·
thoth.

Within two months they had discovered a ruin on the
shores of the loch and had begun excavation. They sent for
Andrew Kennedy, whose specialty was the Picts and he
identified many of the items found as of Pictish origin.
They also found the remains of Roman soldiers and a num
ber of deformed people. Most importantly, they found one
of the pieces of the R1yeh disk, which Henry hid in the
secret room in his basement.

The project had become too large for them and on the
recommendation of Fergus Macinnes they hired the Mac
Quarrie brothers to dig.

About the same time, Belphegor, a Son ofYog·Sothoth
and a servant of the Silver Twilighl, arrived with orders to
find the R'lyeh disk.

THE COVEN OF CANNICH

nle Mastcrs of the Silver Twilight knew thai lhe R'lyeh
disk had been lost near Loch Mullardoch, and the time had
now come to find it.

Carl Stanford arranged for Belphegor to have the aid of a
group of witches led by Duncan MacBain. another Son of
Yog-Sothoth. Once the R'lyeh disk is found, Belphegor IS

to take it to America. Passage has already been booked for
tum and two companions on a steamship.

Henry Hancock. who realized the nature of the temple.
obtained a star·shaped stone wllh an elder sign carved on It
for protection. He also made sure thai his two elephant
guns were in good working order. The events m Africa
taught him to fear the worst. but he was the type of person
10 make preparations for a fight rather than nee.

When the second piece of the disk was found, the Witch
es became ovenealous and murdered Adam Chisholm for it.
Before Adam died he told lite MacQuarrie brothers that
Henry had another similar piece. Adam's body was hidden
at the dig site. Henry was killed and his body hidden. but
he did not tell them where the other piece was. nle Witches
tore the house apart. but failed to find the hidden room in
the basement which held the piece Then Henry's ghost reo
turned and drove them off.

When Belphegor failed to find the second piece, Alistair
MacGillivray and Anne Chantraine came to help him. Dun·
can MacB:un also enlisted the aid of some serpent people.

Anne Challlraille uses a sacrificial ritual to stay alive and
young. It will wear off within a few days of the time the in
vestigators arrive. The serpent people have kidnapped Ihe
MacRae baby and are keepmg it alive in their caverns be
hind the MacBain House until Anne needs it for the sacri
fice.

Under Annc's leadership, the witches are keeping up the
work at the dig site. They will keep an eye on anyone who
is connected with Henry Hancock, hoping Ihat they will be
led to thc missing piece of the disk. Anne has given orders
that no pains be spared to recover the disk. The witches are
afraid to enter the house for fear of Henry's ghost.

THE HANCOCK HOUSE

The Ground Floor

Room J. nlis is the entry. There is an umbrella stand near
the front door in which Henry Hancock's walking stick
stands. If the investigators talk at length with someone fa
miliar with Henry's habits, they will learn Ihat he never went
anywhere without hiS stick.

Room 2. This IS a closet, in which 3re several different
styles of coats and sweaters. All have the initials "HMH"
sewn mto the lining. TIle fronl of the hunting jacket holds,
111 handy loops, 18 shells for a large-caJibre elephant gun.
There are twenty such loops.

Room J. This is the parlor. On one wall there is a photo
graph of Henry Hancock standing next to a slain elephant
somewhere in Africa. Everything is quite ordinary.

Room 4. This is the !.iving room. There are a number of
cushioned chairs here, a small table, and a lion's head over
the fireplace. On the mantle are three small artifacts which
Henry picked up in Africa. None of the artifacts appear oul
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THE COVEN OF CANNICH Diagrams of the Hancoclc House

Room 4. An ordinary bedroom, unused for several years.
there are dust covers on the bed, a small table, and a chair.
There are no ashes in the fireplace.

Room 5. Same as room 4.
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Power Drain
This spell m8lches the caster's POW vs. the taruet's POW on the
resistel'lce table. If the cester overcomes the target's POW Ihe
target will lose 106 poil'ltl of POW which translef'$ to the
spell's CIster. This transferred POW will be regenerated by the
spell's target rtOrmally. The POW will be aveilable to the C8Sler
for a full day only. when it will dissipate. C8Sling this spell
costs lOS points of SAN. If the caster failS to overcome the
target's POW he mun eJCpend 6 points of POW. Otherwise he
will lose nothing.
Additional spells are described on page 12.

Basement
Room J. A short han. The walls are of stone.

Room Z. TIle study. This room looks like a tornado hit it.
The desk is smashed and the noor is littered with papers,
pens, and clippings. A built-in wall safe has been blown
open by explosives and is empty. Nothing left in the room
is of value for anything but starting a fire.

Room J. Henry Hancock's trophy room. The walls are lined
with the heads of nearly fifty animals. A successful Zoology
skill roll indicates that all of the animals arc native to
Africa. There is a glass display casc in the center of the

Hancock House .....
NORTH

Upper Floor

Room I. A hall. TIlere are paintings on the wood·paneled
walls. One of the panels has been pried loose and replaced
with some care. A successful Spot Hidden roll is necessary
to notice the tampering. Behind the loose panel is a crawl
space into which Henry Hancock's mangled body was dump
ed. He has been dead for some time, and was apparently
tortured to death. Henry's ghost now haunts the house at
tempting to kill his slayers. The ghost C3nnot tell one hu
man from another, though. He will attack anyone alone in
the house at nigl11. He has an INT of 13 and a POW of 16.
If a large party is in the house at night. Henry's gllOst will
wait umil one of the paTly is separated from the others be·
fore attacking. If the investigators have brought Jacob Han
cock with them, or if they can convince the ghost of Henry
that they arc not the ones who killed him alld that they
were sent by Jacob Hancock, he will leave them alone. This
persuasion will be dirl1culL If the players discover Henry's
body and have it buried. the ghost will still haunt the house
until the piece of R'lyeh disk is also removed. Merely re
moving the R'lyeh disk will not put Henry's ghost to rest.
Seeing Henry's ghost costs 108 points of SAN unless Ihe
player makes his SAN roll, in which case it costs 102 points
of SAN.

Room Z. This room is being used for storage. There arc
large boxes, bundles of old clothes and Ihe like stored here.
NOlle is of interest.

Room J. TIle master bedroom. This room has been forn
apart by scarches. TIle carpet and bed have been ripped up.
All of the furniture is knocked about. TI1cre arc two large
holes in the door (made by Henry's clephant gun, which is
broken and half·buricd in the wreckage).

of the ordinary to a trained archaeologist, but would be
strange to most people. Over the fireplace is a two-weapon
gun rack; one set of mounts holds a I:uge-caliber elephant
gun, but the other is empty.

Room 5. This is the library. There is a single large chair and
a table in the room. The walls are lined with bookshelves. A
successful Library Use roll will allow an investigator to see
that someone has rearranged many of the books without
bothering to replace them where they belong. The disturb·
ed sections are those dealing with the occult, British archae
ological sites, and witchcraft. Reading any of the occult
books will cost the reader a point of SAN, and also add 1%
to his Cthulhu Mythos. There arc five of these books.

Room 6. This is a small linen closet. No secrets here.

Room 7. This is a closet. There is an old trunk here in
which old clothes arc stored. Someone has carelessly search·
cd through it recently.

Room 8. This is an un mysterious bedroom.

Room 9. The bathroom. The tub and we look like they
were added in the last few years.

Room 10. The kitchen. The original builder intended the
owners to cook their food over an open fire in the fireplace,
but a coal-burning stove has been added recently. The cup·
boards are well-stocked with food, most of which is now
stale. TIle cupboards have the appearance of having been
searched hurriedly.
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room containing marksmanship Irophies and medals em
bossed with Henry Hancock's name. The walls of the room
are expensive oak paneling. A successful Spot Hidden roll
will reveal a secret door leadmg to room 8.

Room 4. This is a large workroom. Three large tables con
tain artifacts from Henry Hancock's digs. They are aU con·
venlional Pictish items. A work bench with tools and a
stool are the only other furnishings.

Room 5. This room is empty. The lireplace IS clean, but has
the makmgs of a coal lire laid in it.

Room 6. This room is full of old junk. tools, and several
pieces of old furniture, all covered with sheets.

Room 7. The coal cellar. This room is half·full of coal.
The three or four rats here will scurry away.

Room 8. This is a secret room. II holds a small table on
which an iron box rests. This box has two locks built 11110

it. If bOlh locks are successfully picked. a sharp knife will
easily cut the wax seal and enable Ihe box 10 be opened.
TIle box contains a piece of the R'lyeh disk. The keys 10
the box's locks are both held by the wilch coven.

THE HANCOCK DIG SITE

dig. Two wooden tables are piled high with anifacts. some
of which includes armor and equipment belonging 10
Roman legionnaires.

Sitt! B. Henry Hancock's ten I. Easily identified by personal
papen and belongings. The telll has been thoroughly
searched. but little is damaged. There is a live-pointed star
stone under the bunk. Among the papen is a copy of a page
from Nameless Cults.

"An excellent example of (evil Pictlsh groups) is
that from near Loch Mullardoch, in Scotland. These
Picts worshiped the being known elsewhere as the
Daemon Sultan, but, as in some other locations, the
Picts did not perform this worship unbidden by
beings of an older, and more malign species. Indeed,
I know for a fact that these remnants from the days
of pre·human reptiles even now walk the Earth.

Another place where such beings may lurk is in
North America, where the Great Old Ones were war·
shiped long before thl' times of Columbus. I am here
thinking specifically of those locations now held by
the Spanish (Editor's note - this was originally writ·
ten before the US. took over lNestern North Ameri·
cal in California."

The slle of the dig is on the north shore of Loch Mul1ar·
doch. The entire area is now covered with excavated rubble.
There is a camp site with one lent on the shore of the loch
A successful History sk.ill roU will identify Roman artifacts,
bUI no others.

Sir~ A_ This building was the quarters of the settlement's
leader. Henry Hancock used It as the headquanen of the

rubble

Hancock Dig Site

- Nameless OJ/rs

Sit~ C This area had two lents pitched on it. They are now
gone. (Duncan MacBaIO sank thcm in Ihe loch to give
authenticity to the laic Ihal Adam hOld packed up and gone
to Africa.)

Sit~ D. This building was a slable. Buried in the rubble in
the southwest corner is Adam Chisholm's body.

Silt! E. Temple of Nyarlatholep. This area has been thor·
oughly gone over by the MacQuarrie brothers 3nd nOlhing
of interest is left, except a large sphinx-like statue with a
blank oval for a face. A successful Clhulhu Mythos skill roll
will identify the statue as one of the forms ofNyariatholep.

Site F. TIle Temple of Azathoth. This area must be exca·
vated if anything is 10 be learned. A successful Cthulhu
Mythos or Archaeology skill roll will identify the temple
through displays over the ahars. TIle bones of several hu·
mans and IwO large reptiles (serpent men) can be found by
digging. Two of the humans can be idenlified as R0n13nS
because of their equipment. If one of Ihe p3rty knows the
Gate spell. he can see Ihat a gate once was a part of the
rOOm. but Ihere is no way 10 tell 10 where il opened.

Site G. Priests' quaners. A few old utensils and pot shards
can be found in the rubble but nothing of much inporlanee .

Sit~ 11_ The eating hall of the temple. This area has been
picked clean of artifacts.

Sitt! J. A storehouse. Buried beneath the rubble and the
skeleton of a Roman is a thIrd of the R'lyeh disk.

Site J. A barracks build109. A number of non-Roman pal·
lery shards and weapons can easily be found.

Site K. A fOrlilied tower. A large number of skeletons are
buried in the rubble 10 the north. Not all of the skeletons
are human-some arc large reptiles (they arc serpent men).
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THE COVEN or CANNICH A Lttttr from Csrl Stanford 10 Dunesn .\faeBain

THE MacBAIN HOUSE

Site L. The trail to Cozae Lodge and the road to Cannich.

A. MacGillivray (KOTOV)
I. MacLennan (KOTOV)
Margaret MacNau (KOTSGj
A. MacQuarrie (KOTOV)
Willie Wassle (KOTSG)

COVE ME~IBERS

D. MacBain (SOYS)
F. Macinnes (KOTSG)
W. MacMurdo (KOTSG)
T. f1ayes (KOTSG)
J. MacQuarrie (KOTSG)

{ZJ.O{

Cave A

A large natural cavern which has been modified 10 become
a temple. There is a single serpent man guard in the room
2S%of the time.

Poim 4. An altar covered with brown stains and carvings. It
costs 103 points of SAN to behold unless a successful SAN
roU is made. A successful Cthulhu Mythos roll reveals that
the ahar is dedicated to Nyarlathotep, the Crawling Chaos.

Poil1l 5. A night of stone steps worn down by the passage
of countless feel. They lead 10 a secret door near the stand
ing SIOIiCS on Ihe top of thc mountain. Two serpcnt men

Point 2. Duncan's bedroom. There is a battered brass bed
with dirty sheets and a down comforter. An ancient and
battered wardrobe stands against the north wall. (Behind it
is the entrance to a tunnel.) The wardrobe contains a few
items of Duncan's clothing, several candles, and a box of
matches. Beneath the bed is a small box containing junk
and a watch with the initials HM1L engraved on the back.

Point J. A small kitchen and storeroom. There is a small
wood-burning stove, a few dirty pots. pans and plates. a
dozen tins of food, and a half-empty bottle of whiskey.

reader's Occull knowledge by 25%. They do not go into
anYlhing deep enough to increase anyone's knowledge be
yond 50%, however. A seventh book is True Magick by
Theophilius Wenn (see Coli ofCtIW/}III, p. 60).

A single baltered chair is the only other item in the
room. (Fastened to the boltom of the chair is a list of all
members of the wilches' coven and a leiter from Carl Stan
ford to Duncan ~bcBain.)

P:I St.ir, down

[J] Windows

III Doon

Ihrubbl!'rV

(
~

The Cottage

Duncan Mac Rain lives in a stone.walled, Ihatch-roofed cot
tage beneath a low cliIT on the side ofCreag Dhubh. A well
kept trail leads from his house to the top of the mountain
and another fork of the trail leads to the woods ncar Cozae
Lodge.

Point I. Main room. A large wooden table takes up 1I10St of
the space. It is clultcred with papers, old books, and various
arcane implements. The papers 3re in Duncan's own code
and of little value to anyone else. There are six old books
on magic and the occult. Reading them all will raise the

Ttxl ofI1I~Un from Ctsrl Sttll'lford to Dlmesn MlleBain. Thne is no r~turn oddr~u or daU.

Dear Mr. MacBain,

This letter will introduce you 10 Belphegor, a valued member of our order. lie is being sent to you to aid you
in your seaTCh for the R'lyeh disk.

Mainlain your l\1lV!:iIIance of the Americans. The)" may stumble on the disk at any time. If they rmd iI, they
will have to be luen care of.

I e)[.pec~ that you will have found the disk soon. Vour passage and that of Belphcgor have been arranged by
our people in London. Vou must both be on that ship when il sails.

Obey Belphegor as you would obey me. Glory to the Gods. Vog Sothoth Neblod Zin.

{ZJ-OJ

With confidence in your abilities,
Carl St..1nford
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Chart of Non-Player Characters by Locatioll

NPCs BY LOCATION

Cannich

POtential Allies
Tommy Iiayes, King's Head Inn, a member of Scotland Yard

investigating BcJphegor by infiltrating the witches' coven.
Angus MacNair, a farmer whose sister joined the witches.
Sandy MacNeil, the local constable.
Rab MacRae. Elizabeth's husband, a farmer.

Infonnation
Andrew Kennedy, King's Head Inn, an archaeologist and Pict

specialist.
Tammas Maclvar, local postmaster.
Janlie MacNab, owner of the only store in town.
Dr. Lome MacParlan, the local doctor and a scholar.
f:Jaabcth MacRae, whose lxiby was kidnaped.

Coven Members
Anne Chantraine, the true leader of the witches, a Master of

the Silver Twilight.
Alistair MacGillivray (KOTOV), King's Head Inn, a teacher.
fergus Macinnes (KOTSG) owner of the King's Head Inn.
Ian MacLennan (KOTOV), the weahhiest farmer in the area.
Wully MacMurdo (KOTSG), the town buUy.
Margaret MacNair(KOTSG) barmaid at Ihe Inn.
Wille Wassle (KOTSG) a fartner but now insane.

guard the upper passage 75% of the time. If they detect in
truders they will use their death rays from the head of the
stairs until aid arrives.

Poi/lt 6. This is a narrow flight of stone sleps leading into
the bowels of the earth. TIlese steps lead to the living quar
ters of the serpent people and to a massive tunnel complex
Ihal extends for miles. Seven serpent men will be here 75%
of the time.

Poi"t 7. This room is littered with countless numbers of hu
man bones. remains of those who have been sacrificed by
the serpent people. In the southern end of the room is
wooden box lined with blankets. The box contains the
living MacRae baby. (If the investigators take more than a
few days, the keeper may wish to have them be too late, in
which case they will find the baby's body among the litter
of bones.) If the investigators do not search the room, the
baby will slart to cry so they will hear and rescue him.

Cave B

A large natural cavern obscured by many stalactites and sta·
lagmites. Normally this cavem is empty.

Poi", 8. A slime-covered tunnel leading nearly straight
down. If the serpent people discover inlruders they will call
a cthonian who will come either from this tunnel or from
the tunnel marked "9." If the investigalors attempt to de
cend into either of thesc tunnels, they will be met by the
cthonian, whether he has been called or not.

Point 9. A deep pit or tunnel wilh faint traces of slime
along the northwest edge (see point 8).

Point 10. A small chamber which contains a rack of 102
death rays. and a pile of dried me3t (it is human meat and

THt: COVEN OF CANNICH

Cozae Lodge

InfomlDtion

Sandy MacBean. a shepherd.
Ian MacDonald, a farmer.

Inverness

Iliformatiol!
Father Andrew MacBride, a CatJlolic priest

Liatre

Infom/aNon
Rabbie MacLaren, a trapper.

Coven Members
Andrew Macquarrie (KOTOV), a farmer.
Jamie Macquarrie (KOTSG), Andrew's brother, a fartner.

MacBain House

Covel! Members
Belphegor (SOYS), Jhe apparent leader of the witches.
Duncan MacBain (SOYS), the leader of the witches after

Anne Chantraine.

anyone discovering this by succeeding in :I Zoology roll _
must make his SAN roll or lose 102 points of SAN.) If
the witches have :IllY pieces of the R'lych disk, they will
have placed them here.

Keeper's Notes for the Caves
The serpenl people do not expcct an invasion of thcir cav
erns and will not be alert. However. if any member of the
investigator's party fails to make a Move Quietly roll, or
deliberately makes 31ly loud noise (such as screaming upon
failing a SAN roll), the serpenl people will be warned and
will try to ambush the party. Serpenl man seven will always
call the cthonian as soon as he suspects trouble. He will
avoid combat and attempt to cast spells. The other nine ser·
pent people will attack regardless of risk to themselves sincc
they count on serpent man seven to use the Resurrection
spell on them should they die. They arc also somewhat de
generate examples of Iheir race. and have low INT.

INFORMATION

Information I. The Daily Mail has an article on file telling
of Henry M. Hancock's arrival from Africa with the intent
to settle in the area. Adam Chisholm. Henry's colleague, is
to stay with him for a rest after suffering a breakdown in
Africa. The article is a copy of one written for the Geo·
graphical Society of London.

Informatiun 2. The Sun, a tabloid, has an article that claims
to be an interview with Adam Chisholm, African explorer.
The article relates a tale of an encounter with giant blood·
sucking worms.
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Informalio" 1. The government clerk has only two recent
land purchases listed for the area around Cannich. One is a
deed in the name of Henry M. Hancock and the other is in
the name of Linda MacArthur. Both pieces of property had
formerly belonged to the Crown. A hundred years earlier
they had belonged to a family named MacArthur. but had
been turned over to the Crown for back taxes.

I"formation 4. On the wall of the post office is a wan led
poster for a man gOing by the name of Belphegor. He is
wanted for murder and kidnaping. There is a reward of
250£ for information leading to his capture.

All of the above information is available only if the investi·
gators look in the correct places. The investigators ha\'e
access to this data only if they go 10 Inverness.

library Information
The foUowing informallon is available In the Inverness li
brary if the character makes a successful Ubrary Use roll

Informalion I. Under ·'Witchcraft." There are almost no in·
stances of witchcraft reported in the Western Highlands in
the last 400 years. In March of 1620 Anne de Chantraine
was arrested and charged with Witchcraft in the 10wn of
Inverness. She was 17 years old_lively. intelligent, and unu
sually pretty.

Anne was held in prison for a year before being tortured
three times. All three interrogations were made after she
made a full confeSSlon of her evil acts. She was held in
prison for another year and burned at the stake on October
18. 1622. The priest who was present at the execution said
that "the prisoner was stupid. and did not understand what
she said though sometimes she secmed quite right in her

The Scottish Highlands

'Omi/II

L. Monar

Chart of Non.Player Characters by Class

mind. Such an ugly wicked girl dcserved to dic. Her pre
tense of insanity did not fool me for a moment."

Information 2. In Edinburgh in 1745, Anne de Chantraine,
a young girl in her late teens, was arrested on charges of
witchcraft. She was rcleased later thai year upon order of
... ocal justice, a peer.

These two accounts are found in different volumes. The in
vestigators would have to be familiar with Miss Chantrainc's
name before they would notice this information. The Inver
ness Library is small and mostly devoted to folklore about
nearby Loch Ness; it has little else to offer.

CHARACTERS

The majority of the people who live in the area near Can·
nich are not concerned with foreigners and will have little
if anything to do with them. The recent evenu involving
Henry Hancock are known to few. Those individuals who
can either help or harm the lflvestigators are listed. The
keeper may add individuals 10 this list if necessary. Each
name will be followed by the place of residence and a brief
note on who the individual is. Morc detailed information
follows the lists.

The firsl listing of these characters is by geographical 10
cation, with sub·headings indicating whether thc characters
are in thc class of potential allics, strictly an information
source, or a coven member.

The second listing shows an alphabetized roster of non·
playcr characters by class.

The third lisl is of non·player characters by class, but
giving full stats and personality notes.

{2S·0j

KEY TO THE
SCOTTISH HIGHLANDS

a - Creag Dhubh

b - Duncan MacBain's house

c . the Hancock dig sire

d- the town of Liatre

e • Cozae Lodge

f - the MacRae house

g - the MacLennan house

h· Sandy MacBean's place

NOTES: It is Ibout 30 mill!'S to l......er.
ne" from C~lnnlCh. The railroad line
th.t le-ls out of Irwer04!'SS 10 lhe nonh
Iuds (eventu.lly) to Aberrleen a~

then to EdInburgh by a coastal rOOIe.
The .outhern railroad line from Inver·
_ also leeds to Edinbu'1lh, though
through rough terrain. The railroad line
and roed leBding off of the map's west
edge Ieee! to Loch Cwron and then
end. There we no large towns in that
directIOn.



CharactL"T Stut;siics THE COVEN Of CANNICH

Skills: Read/Write English 60%; ReadlWrite Latin 25%; Astronomv
80%; Cthulhu Mythos lClO%; HiStory 50%; Occult 75%; Listening
40% (he is hard of hearingl; Debate 70%; Oratory 80%; 20g Shotgun
'0%_
Spells: Contact Serpent People; Summon Hunling Horror 01 Nyarla·
thotep; Bind Hunting Horror; Contilet Cthonian; Summon/Bind servo
itor of Outer Gods; Summon/Bind Bvakhee; Brew Space Mead;
Voonsh Sign; Contact Ghoul.

POW 16
HP 10

POW 12
HPO

INT 17
EDU 35

INT 10
EOU12

SIl9
SAN 0

SIZ 9
SAN 0

Petrograd (St. Petersburg) was takcn by the Red Army in
1917. She hopes that the passage of time will cause them 10
forget about her so that she can reclaim her properly there.
She is 317 years old bUI appears to be 17.

ANNE CHANTRAINE

STA 10 CON 10
OEX 14 CHA 17

Duncan Mac6ain

Duncan MacBain is a Son of Yog-Sothoth and a personal
friend of Carl Stanford. TIley regularly correspond. Duncan
led the coven until Bclphegor arrived.

TIIC villagers think of MaeBain as a crazy old man. He
lives alone on Creag Dhubh in a small stone house with a
slate rooL His house opens to the serpent mens' caves.

MaeBain has made friends with the few remaining ser
pent people in the arca and can enlist their aid if necessary.

MacBain often tramps about in the forest with his shot·
gun. He seldom leaves home without it. He even takes it
with him when hc goes into Cannieh to buy supplies. He is
74 years old.

DUNCAN MaeBAIN

STR 13 CON 8
DEX 10 CHA 7

Skills' Read!Write English 50%; Read!Write French lClO%; Read/
Write German 65%; Read!Write Latin 95'Jl,; Read{Write Russian
50%; Read/Write Arabic 85'Jl,; ReadlWrite Greek 80%; Speak English
60%; Speak French lClO%; Speak German 50%; Speak Russian 70%;
Speak Lalin 90%; Speak Arabic 70%; Speak Greek 35%; Archae·
ology 95%; Astronomy 75%; Cthulhu Mythos 10Cl'l'; FiT'St Aid 90%;
History 100':16; law 75'Jl,; Library Use lClO%; Linguist 80%; Make
Maps 75'16; Move Quietly 90%; .22 Automatic 9O'l6 (106 damage
enchanted bl.llietsl; Knife 80% (rK)t normally carried!'

Spells: All SPIlUS in Call of Cthulhu; Mindblast; Power Drain; Sleal
life.

Alistair MacGillivray

Carl Stanford sent Alistair, a Knight of the Outer Void, to
Cannich. Carl felt that Duncan MacBain could use Alistair's
skills.

From Galaslliles in the south, Alistair lives at the King's
Head Inn in Cannich. He is supposed to be a schoolteacher
on an extended holiday. but since he is not a highlander,
many of the villagers suspect that he is involved in the mys
terious happenings of reccnt monlhs.

If questioned he will give no useful information. He is 40
years old.

ALISTAIR MacGILLIVRAY

STRll CON 15 SIZ12 INT15 POW 16
DEX 12 CHA 11 SAN 0 EDU 15 HP 14

Skills: Reoo!Write English 75'16; ReadlWrite Latin 45%; Read!Write
French 40%; Speak French 25%; Archaeology 15%; Cthulhu Mythos
65%; HislOry 60%; Library Use 80%; Make Maps 70%; Drive Auto·
mobile 30%; Move Quietly 50%; Bargaining 50%; Credit Rating 50%;
Swim 60%; Knife 75%.

CHARACTERS

Belphegor

Belphegor is the apparent leader of the witches' coven. He
was sent to the area to recover the R'lyeh disk. He is a Son
of Yog-Sothoth. He carries a knife in a shoulder sheath un
der his jacket at all times. Carl Stanford has promised to
teach him the spell Steal Life as soon as the R'lyeh disk is
recovered. He is 43 years old.

BELPHEGOR

STR 9 CON 11 SIZ 10 INT 14 POW 16
OEX 12 CHA 16 SAN 0 EOU 18 HP 11

Skills: Read/Wrile English 90%; AeadlWritll Latin 80%; ReadlWritl!
French 50%; ReadlWrite Italian lClO%; Speak English 70%; Speak
Latin 60%; Speak French 30%; Speak Iialian 90%; Archaeology
75%; Astronomy 70%; Cthulhu Mythos lClO%; HiSlory 50%; Occult
9Cl%; Listening 80%; Drive Automobile 35'16; Hide 45'16; Move Quiet·
Iy 75'16; Oratory 95%; Dagger 75'16; Throw Dagger 90%

Spells: Mindblast; Summon/Bind Byakhee; Conlact Cthonian; Con·
taci Serpent People; Contact Deep Ones; Call Yog Sothoth; Contilet
Nyarlathotep; Contll(:t Cthulhu; Create Gate; Dread Curse of A~a·

thoth; Shriving; Voorish Sign; Elder Si9n.

Anne Chantraine

Anne Chantraine is apparently a young Frenchwoman of
great beauty. She has replaced Bclphegor as the leader of
the witches' coven. Anne lives with Ian MacLennan in Can
nich.

Anne was born in Scotland in 1603. She was arrested for
practicing witchcraft when she was 17, but escaped with
the aid of her associates, who replaced her with a girl of
similar size and general appearance. She fled to France
where she learned the spell Steal Life. She was a founder of
the Masters of the Silver Twilight in 1657. When things be
camc too dangerous for her in France, she wcnt to London
where she mel Carl Stanford. Anne returned 10 Scotland in
1730 and was arrested for witchcraft in 1745, but was reo
Icased when she beguiled a local peer of the realm. She then
traveled to thc Americas. hoping to see John ScOIt, only to
learn that he had been killed. She had met him years before
when she had visiled 80Slon. Anne went into hiding for
several decades and sludied history and the occult hoping
to learn more.

Anne's research and that of other members of the order
revealed the location of and method for restoring the lost
city of R'lyeh. Since then the Masters of the Silver Twilight
have been devoted to doing all in their power to restore
Cthulhu and R'lyeh. When Belphegor had trouble finding
the R'lyeh disk. Carl Stanford asked her to go to Cannich.
Scotland, and take command.

Since Anne is potentially inmlOrtal, she is cautious and
never does anything to put herself in physical danger. She
aJways carries a .22 automatic concealed on her person,
even sleeping with it. She seldom carries extra ammunition
since it would be difficult to conceal. She relies on her
seeming youth and innocencc for protection.

When Carl wanted to establish the Hermelic Order of the
Silver Twilight. Anne recommended John Scott's old farm.
Carl did better than that: he resurrected John Scott and had
him build up the order.

Anne is wanted by the Soviet Union for questioning. She
killed two soldiers and escaped during the confusion when
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THE COVEN OF CANNICH DescriptiO?l of Willie \Vasile

Spells: Call Azathoth; Dread Curse of Azathoth; Mindblast.

Skills: Read/Write English 50%; Accounting 35%; Botanv 75%;
Cthulhu Mythos 1()()%; Listening 55%; Spot Hidden 30%; Drive
Automobile 50%; Credit Rating 90%; Oratory 60%; Singing 75%;
Climb 75%: Fist 65%; Knife 85%; 2()g Shotgun 70%.

Ian Maclennan

Ian is the wealtJtiest farmer in the area. He is a member of
the church choir at the local Church of Scotland and is con
sidered to be a model citizen.

Ian shelters the local madman, Willie Wassle, and is con
sidered a fine humanitarian by the community.

He is a Knight of the Outer Void.
The witches are financed by Ian and do aU they can to

protect his image of respectability.
Anne Chantraine is staying with Ian. Neither Anne nor

Ian keep anything that would link them with matters out of
the ordinary. He is 41 years old.

IAN MacLENNAN

Fergus Macinnes

Fergus is ambitious and desires power over his fellow viI·
lagers. He recently joined the witches' coven thinking that
it would aid him in his ambitions. He is the owner of the
King's Head Inn in Cannich.

Fergus will not let anything or anyone threaten his ambi
tion. He is cautious and will only attack when the odds are
in his favor and when there is little likelihood of his being
connected with the crime. He docs not want the villagers to
suspect ltim.

Fergus pretends to befriend anyone staying at the inn so
that he can keep the coven informed on their activities.

If questioned about Henry Hancock he will say that Mr.
Hancock and his friend retumed to Africa as far as he
knows. He says that any trouble in the area is caused by the
few wolves that roam this part of the highlands. He is 37
years old.

FERGUS Mec:INNES

STR 15 CON 12 SIZ 14 INT 10 pow 10
DEX10 CHA9 SANO EDU5 HP13

Skills: Read/Wrile English 25%; Aceounting 35%; Chemistrv 25%;
Cthulhu Mythos 50%; OCCU!I 75%; Ta1te Analvsis 50%; Oratory
75%; Fist 65%; Club 60%.

Jamie MacQuarrie

Jamie is Andrew MacQuarrie's younger brother. He is 27
years old and is a Keeper of the Silver Gate.

JAMIE MacQUARRIE

STR 13 CON 13 SIZ 12 INT 11 pow 12
DEX12 CHA11 SAN 0 EOU6 HP13

Skills: Read/Write English 30%; Cthulhu Mvthos 20%; Occult 25%;
ZoologV 40%; Move Quietly 90%; Archaeotogv 10%; Knife 65%;
Fisl 80%; 2()g Shotgun 50%.

Margaret MacNair

Margaret is the barmaid at the King's Head Inn. She fell in
love with Henry Hancock and provided him with a star
stone holding the Elder Sign. When he failed to reciprocate
her affections, she betrayed him to the coven. His death
made her go temporarily insane. She lost all memory of
Henry and becomes catatonic if ltis name is mentioned.

Margaret will not betray the coven consciously. Some
one with the ability to Fast Talk her might be able to trick
her into revealing something so long as Henry Hancock is
not mentioned. She is 23 years old.

MARGARET MacNAIR

STR 12 CON 12 SIZ 10 INT 11 POW 12
OEX 14 CHA 12 SAN 20 EDU 4 HP 11

Skills: Read/Write English 30%; Aceounting 25%; First Aid 60%
listening 50%; Spot Hidden 30%; Club 50%.

Spells: Elder Sign.

Andrew MacQuarrie

Andrew lives with his brother Jamie in the smaU village of
Liatrie. The brothers arc staunch members of the witches'
coven, but they tend to be a bit wild. They are personally
responsible for several murders, including Henry Hancock's.
Not all were necessary. They will protect the coven by vio
lence. Andrew is a Knight of the Outer Void, and is 30
years old.

ANDREW MacQUARRIE

STR 12 CON 14 SIZ 12 INT 12 POW 14
DEX 11 CHA 12 SAN 0 EDU 4 HP 13

Skills: Read/Write English 20%; Cthulhu Mvthos 40%; First Aid
50%; Occult 50%; Listening 55%; Tracking 40%; Knife 60%; Fist
70%; 20g Shotgun 65%.

Spells: Brew Space Mead; Create Gate.

pow 10
HP 14

INT 10
EDU 10

SIZ 13
SAN 0

CON 15
CHA 7

STR 14
DEX 11

Wully MacMurdo

Wully is the strongest of the witches and does all of the
heavy work. He lives in Cannich. He makes a dub by break
ing a piece of furniture or tearing off a tree limb whenever
he feels a fight is aboul to start. He will not go to the village
of Craskie. If anyone asks him questions about unusual hap
penings he will tell iI large number of tales about were
wolves being responsible. He cannot be tricked into betray
ing the witches. He is a Keeper of the Silver Gate, aged 28.

WULLY MIICMUROO

STR 18 CON 16 SIZ 15 INT 9 pow 8
DEX 10 CHA 6 SAN 0 EOU 3 HP 16

Skills: Read/Write English 15%; Zoology 10%; Listening 80%; Spol
Hidden 35%; Tracking 15%; Hide 35%; Move Quietlv 50%; Cthulhu
Mvthos 21%; Club 70%; Fist 80%.

Willie Wassle

Willie is crazy. He constantly babbles about Azzadod the
Great. Anyone listening to him for more than a few seconds
will be convinced that he should be locked up.

Willie Jives in a lean-to behind Ian Maclennan's barn. Ian
thinks that Willie is harmless and takes care of him.

Willie is devoted to Anne Chantraine and has promised
her that he will summon Azathoth only if something hap
pens to her. Should Anne be harmed or captured, Willie will
caU Azathoth as soon as it gets dark.

Willie keeps an enchanted dub in his lean-to. Whenever
the old man goes out at night he takes it with him. Willie is
62 years old.
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WILLIE WASSLE

STR 9 CON 8
OEX 12 CHA 5

SIZ 10
SAN 0

INT 12
EOU 6

POW 1
HPO

05%. The weapons only have 4 hil points. and so break
easily.

Skills: Read/Write English 30%; Clhulhu MYlhoslOO'Jl,; Occull 90%;
Limning 50%; Move auietly 75%; Club 60%.

SpeUs. can AZilltloth Enchanl Club. Elder Sign.

Serpent People

All have I point scales as armor. The bite attack does I DB
damage plus poison of potency equal to the CON of serpent
man.

It costs I D6 points of SAN to see a serpent man unless a
SAN roU is successful, in which case it costs no SAN.

Serpent man seven is the only one who knows spells. bUI
he knows aU of the spells listed in (All ofClhulhu. The rest
are his degenerate guards. They have contact with other
groups of serpent men and given time can bring others of
their race to Creag Dhubh.

The leader serpent man (seven) is a sleek, mottled mon
ster, with 3 long neck and head resembling that of some
great viper. and a wlup-like tail. He wears a mottled robe at
aU times, and his hands are smoothly scaled with only hints
of claws at the fmgertips. His cohorts. by contrast. are
stumpy, dwarfed things, warted and rough. They look as
though they have crossbred with humans. and have an an·
thropoid look about them. They are almosl quadrupedal
and serpent man seven towers over them.

The arcane science of the serpent men has given them a
good weapon in thclr dealh ray. All thc serpent men are
armed with death rays. The serpent man death ray is made
of bluish crystal. and gleams strangely in any light. There is
a twisted handgrip, which does not fit the human hand

SERPENT MEN

Cthonian
Serpent lIlall seven can contact this Cthonian and summon
it to his aid. Failure to make SAN roll upon seeing the crea
ture costs 1020 pomts of SAN. Success in making the SAN
roll still costs I point of SAN. It has an ability to regenerate
5 hit points per round. It has I D8 attacks per round. It has
5 pomt armor. The Cthonian is a complex monster. and II is
recommended that the keeper look up their complete
abilities and statistics in Call OfClhulhu, page 33.

CTHONtAN

STR 90 CON 41 SIZ 45 INT 26 POW 16
DEX to Move 6/1 HP 43

W.~: Tent.cle 75% 1206t-5061: Crush 80% (5061.

Henry Hancock

Henry is now a ghost. When he manifests himself. It is
always as a semi·transparent form of himself with wounds
open (from hIS torture session with the witches) and drip·
ping spectral blood. HIS legs are not visible, but the whole
lower half of his body trails off into a thin wisp of vapor.
Seeing him will cost the viewer 108 points of SAN unless
they make a SAN roll. in which case they will still lose
102 POlOts of SAN. Seeing a g110St is a stomach-wrench
ing expcflencc. When Henry attacks, he will suddenly
swoop forward and appear to be clutching and gnawing al
his victim. Each round, Henry will match his POW vs. the
POW of the victim on the resistance table. If Henry over
comes the victim's POW. then the victim will lose 103
points of POW. If the victim overcomes Henry's POW.

Serpenrm/ln number
1 2 3 4 5 6 1 8 9 10

STR " '3 a '3 11 12 11 12 ,.
11

CON 8 10 11 0 10 '3 18 '3 12 17
SIZ 5 7 • 5 5 • 11 • 7 •
INT a 0 8 7 0 7 '0 7 5 •
POW 0 0 '0 0 9 0 ,a 7 11 '3
OEX

"
,. 11 '0 11 11 ,.

'0 11 12

Hil Poinu 7 0 9 7 a 0 15 '0 10 12

Bile Alteck 35% 35% ..". 35% '5% "'" 75% 35% 35% "'"Oilmage '08 '08 108-106 ,oa 108·106 108·106 ,oa loa '08 >08
Nare rII,t ,11.",.nr men /lfso inj«t /I poison with /I potency equal to rile CON of rile Itfrpenr man when they bite.

Ray Alteck ."" 45% ..". 35% '5% 35% 95% 35% 25% ,""
well. A large blister of purple.veined blue glass surmounts
the handgrip, and six thin rods of silvery hue project for·
ward from the weapon, forming a sort of 'barrel.' Inside the
blister sloshes a silver liquid. somewhat resembling mercury.
When the death ray is flied, flashes and staccato shards of
light race OUt of it to the target. The victim takes damage
equal to 30 minus his CON. If the character has any sort of
arm"r, it will help 10 dissipate the force of the ray. By way
of example, if the death ray struck a character with a CON
of 18, it would do 30·18 = 12 points of damage to him.
The weapon can be flied twenlY times before it must be
recharged with the silver liquid. If a human wishes to try to
use one of these weapons. his basic chance to hit is only
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then Henry will lose 103 points of POw. At the same
time. each round that the ghost attacks, the victim will
take 103 points of damage, appearing magically as wounds
on his body in the spots that Henry's ectoplasmic talons
strike at him. If Henry's POW is ever reduced to 6 or less,
or if he fails to overcome his foc's POW for three turns in
a row. Henry will retire. to build his POW back up. before
attacking again. Henry has an INT of 16 and a POW of 16.

Andrew Kennedy

Andrew is an archaeologist from Edinburgh and was a
friend of Henry Hancock and Adam Chisholm. Andrew is
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staying at the King's Head Inn for a few more days. He
fears that if he stays he will disappear as did Henry and
Adam.

Andrew can tell the investigators about the work that
he. Adam, and Henry were working 011. The dig site is on
the north shore of Loch Mullardoch. The site was discover
ed by Henry and Adam, who were led to look there by a
Latin manuscript Henry found in Inverness. (Andrew has a
transcript of part of the Roman Expedition manuscript, but
will show it to the investigators with reluctance.) He will di
rect them to Ian MacDonald who will direct them to the dig
site.

Henry believed that the dig site would uncover the Tem
ple of Aesathog mentioned in the m:llluscript. They found
traces of Pictish inhabitants at the site, but did not find
anything definite until a few days before Adam and Henry
disappeared. ThaI day they unearthed two human skeletons
with bits of Roman armor and weapons. They also discover
ed a number of skeletons of large reptiles with which they
were totally unfamiliar. That night they saw a huge creature
like a slimy kraken near the shore of the loch. Henry and
Adam were troubled by tltis and Henry sent a leiter to
America and suspended work on the site. That same day he
uncrated his two elephant guns. Henry offered one to An
drew, but he preferred to move into town. A few days later
Henry and Adam disappeared.

Andrew is frightened and is leaving for Edinburgh as
soon as he finishes documenting their work. He fears that
he wijl forget things if he delays in writing it down.

Sandy MacBean

Sandy tends ltis sheep on the slopes of Creag Dhubh. He is
friendly and anx.ious to please any company he gets.

Sandy wears a five-pointed star-shaped medallion with
an arcane symbol carved on it. The medallion was given to
him by his grandfather. who had it from his father. They
told him that as long as he wore it he would be safe. So far
it has worked. Sandy's medallion contains the Elder Sign.

Sandy will teU tales of a race of serpent folk who are
great sorcerers and witches to anyone who listens. TIlese
creatures live in caves beneath the mountain. and skulk: in
the Glenncannich forest. Lately they have been more active
than usual, though their numbers have diminished. A few
days ago Sandy saw a serpent man talking to old Duncan
MacBain and a beautiful young woman.

Sandy knows the location of the Hancock dig site, but
never goes there. He can also give directions to the MacBain
House and the circle of sl3nding stones on Creag Dhubh.

Sandy has heard that some of the farmers have been
losing sheep to wolves or wild dogs. but so far his have been
spared. He thought he saw a werewolf once, but could not
be certain.

Father Andrew MacBride

Father Andrew MacBride is the Catholic priest for Cannich.
Father MacBride will allow the investigawrs to read his

copy of the Roman expedition manuscript if they ask for
it. He will not volunteer it since he has no idea that it could
possibly interest them. He will be more interested in saving
their souls than in telling them obscure folktales.

Tommos Mac/llor

Ian MacDonald

Ian owns a farm at Cozae Lodge near Loch Mullardoch. All
consider him to be an authority on his area.

Over a friendly cup, Ian will talk at length on any sub
ject his companions desire. He will give directions without
the drink.

Ian knows how to find the Hancock dig site, the ring of
standing stones on Creag Dhubh, and the MacBain House.

Ian has seen Duncan MaeDain talking with a foreign wo
man and a Sassenach near the shore of the loch. He has of
ten seen Duncan and several local men (the MacQuarrie
brothers among others) doing strange things near the stand·
ing stones.

He will tell of seeing non-human creatures near the loch
and in the forest if the investigators successfully Debate
him in a discussion over such things. These non·human crea
tures "looked like a cross 'tween a Chinaman and a great vi
per." He ned and saw no more.

Tammas Maclvar

Tammas is the local postmaster and town clerk. He and the
constable are the only government presence in Cannich.
Tammas is well-educated and not superstitious. If he is con
vinced that the investigators arc the legal representatives of
the Hancocks, he will give them the keys to the Hancock
House. He declares that Henry Hancock was a great man.
Henry planned to settle in Cannich and bought a fine
house. Tammas will give them directions for finding the
house and warn them that many villagers believe it to be
haunted and that they might prefer to stay in the King's
Head Inn.

In Tammas's office there is a wanted poster for a man
calling himself Bclphegor. Bclphegor is wanted by Scotland
Yard for questioning. TI,ere is evidence connecting him
with a secret society, the Hermetic Order of the Silver Star.
This secret society is thought to be involved in over a hun
dred kidnapings and at least ten murders.

Though there are rumors that a cult of witches is opera
ting in the area, he finds no cause for alarm. Everyone
knows that there are no such things as witches or magic.

1l,ere is a suspicious Sassenach (Englishman) in town
who calls himself Tommy Hayes. If anything funny is going
on ill the area. the Sassenach is probably the cause.

If asked about Willie Wassle or Duncan MacBain he will
admit that they arc not in their right minds, but wiJI insist
that they are harmless old fools.

A bonny lass of a French girl is staying with Ian Mac
Lennan, a fine member of the community, at the Maclen
nan farm. She is supposed to be lan's cousin, but Tammas
thinks that she is no blood relation of the MacLennans. The
young woman's name is Anne Chantraine and she has turn
ed the heads of many of the village men. She has befriended
many of the local people.

If the investigators ask about people who worked with
or know Henry Hancock, Tammas will direct them to An
drew Kennedy who is staying at the King's Head Inn and to
Dr. Lome MacParlan who was Henry's friend. He says that
the MacQuarrie brothers also worked for Mr. Hancock.
They live in Liatrie. and seldom come into Cannich.

If asked about Adam Chisholm, Tanunas will tell them
that Adam went back to Africa.
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Rabbit! MacLarf!"

Rabbie Maclaren

Rabbie is a trapper who hunts and traps throughout the
West Highlands. He is a loner and the investigators must
make a successful Oratory or Fast Talk skill roll to get him
to talk to them.

Rabbie saw Duncan MacBain, the MacQuarrie brothers,
Fergus Macinnes, and Margaret Mac air at the standing
stones. behaving in a most peculiar fashion-dancing and
carousing in the nude.

The night that Adam Chisholm supposedly left for Af·
rica, Rabbie saw him at the dig site with the MacQuarrie
brothers. They seemed to be quarreling.

Rabbie knows nothing of witches and magic, but admils
that such things might be possible. His grandmother told
him of such things.

Rabbie knows about the serpent people, but fears them
and will not willingly give any information about them. His
very fear should be a clue lhat he knows of them.

Rabbie saw the MacQuarrie brothers skulking about the
Hancock House the day before Henry was reported gone.
He suspects that they know more about Henry's disappear.
ance than they avowed at the constable's inquiry.

Jamie MacNab

Jamie owns the only store in Cannich. Anyone who will
buy him a drink can learn how he saw old Duncan MacBain,
who lives alone on Creag Dhubh, chantmg pagan rites in the
circle of standing stones on the mountam near the Mac Bam
House. Both MacBain and Willie Wassle are crazy old fools
and should be ignored as long as they harm no one.

Jamie does not believe in the supernatural and will not
help the investigators because he truly believes no organized
mischief is going on.

If asked about it, Jamie will leU his liSleners that wild
dogs have been killing the sheep. not wolves.

Dr. lorne MacParlan

Dr. MacParian is the only doctor between Cannieh and In·
verness. but he no longer practices medicine because his
eyeSight is nearly gone. He is trusted and revered by every
one.

Dr. Mac.ParJan is an authority on the local folklore and
knows all of the local legends and stories. He personally
does not believe in the supernatural. but can be a great help
to the mvestigators.

He can tell the investigators of local tales of witchcraft.
The exact amount of information the keeper wishes the in
vestigators to learn from Dr. MacParian is left to Itim.

Dr. MacParian has a copy of the Roman Expedition
manUSCript.

He also knows legends about the serpent people and a
temple they once had in the area.

There are legends that the ancient Druids once interbred
with the very serpents that they worshiped. and gave rise
to a spawn of half·human snakes who raided the area until
Sir Gawaine, of the knights of the Round Table,extermin
ated them. Once in a while some rude shepherd or way·
farer still reports to see one of these beings. Perhaps he has
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merely seen the ghost of Ihe creature, released for a penod
from Hell. Somewhere in the region, the great lemple of
these beings is supposed to be ludden. either underground,
or within a lake. This lemple is the site where they wor·
shiped the Devil, and is supposedly still guarded by a great
dragon, which Gawaine spared, so that the wicked would
not be tempted to reenact the evil rituals that created the
man·snakes.

Since Dr. MacParlan is nearly ninety years old, he cannot
help the investigators with more than his knowledge.
though he would help them if he were younger.

POTENTIAL ALLIES

Tommy Hayes
Tom Hayes works for Scotland Yard and is assigned to their
Special Branch. He is trying to learn morc of Belphegor, a
man wanted for questioning by the police of several Euro
pean countries. Hayes is trying to learn more of Belphegor's
foreign contacts and seeking to infiltrate the Masters of the
Silver Twilight. He does nOI realite his danger and will do
nothing to alter his present plan unless given very strong
proof of its futility. He will only break his cover under ex·
treme duress.

Being English and what the Scots call a "Sassenach:'
Hayes is distrusted by most of the local people. They will
eagerly attribute all manner of evils to him. but successful
Psychology roUs will tell the users that this is caused more
by the prejudices of the people than any of Hayes' own ac
tions. Hayes stayes at the King's Head Inn. He is nominally
a Keeper of the Silver Gate and is aged 32.

TOMMY HAYES

STR 14 CON 13 Sil 14 INT 14 POW 12
OEX 12 CHA 10 SAN 51 EDU 17 HP 14

Skills: ReadlWme English 85": Fim Aid 80%; Law 85%; Occult
50"; Listening 80%; Spot HidOan Ob(eet 75%: Tracking 50%; Drive
AutomobIle 50%; Hide 50%; Move Quietly 75%; Fist 50"';.38 Re·
volver 70%.

Spells; Elder Sign.

Angus MacNair

Angus knows thai his sister Margaret, who works at the
King's Head Inn, is involved in something. but does not
know any exact details. He worked for Henry Hancock for
several weeks and is trying to find Henry's murderer. Be
will join the investigators if they can pursuade hint with
Oratory or Debate.

Angus can teU the investigators tales of werewolves kill·
ing sheep. but he believes that ordinary wolves or perhaps
wild dogs are responsible.

Angus has heard rumors of strange beings in the forest.
but knows little. He will recommend that the investigators
ask Rabbie Maclaren or Ian MacDonald.

Angus lives in Cannich with his SIster Margaret. He is 26
years old.

ANGUS MxNAIR

STR 11 CON 14 SIZ 13 INT 12 POW 13
DEX 14 CHA 11 SAN 65 EOU 4 HP 14

Skills: First Aid 60%; Zoology 65%; Lisuming 80%; Spol Hidden
60%; Tracking 80%; Hide 75%; Move Quietly 80%; Climb 75%; 20g
Shotgun 45%; Fist 50%.
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Double-Barreled Elephant Gun
Shob/rd fkm"ge s-dI.- R.nge Poinb Con

2 2OSt-4/shot 10'Jf. 100 yards 10 $350

SANDY MacNEil

STA 14 CON 12 SIZ 16 INT 14 POW 11
DEX 12 CHA 12 SAN 75 EDU 14 HP 14

Skills: First Aid 80%: law 90%; SPOI Hidden 75%; Tracking 25%;
Move Ouietlv 75%: Climb 60%; Read/Write English 70%; Club 50%.

Skills, Speak English 50%, Speak Gaelic 50%, 80tanv 45%, Fil"$l
Aid 70%, History 35%, Treat Disease 25%, LiSlen 65%, SPOI Hid·
den 55%. Electrical Repair 25%. Mechanocal Repair 80%, Operate
Traclor 75%, 8argain 40%, Credit Rating 50%. Sing 60%. Climb
85%. Dodge 45%, Jump 70%, Ride 50%. SWIm 50%, Throw 60%,
20g Sho.,n 60%.

These guns must be specially ordered and so must their am·
munition. Ammunition costs SIO for a box of 20 shells.
Prices are in contemporary U.S. doUars.

R'lyeh Disk

It is a gold disk an inch or so thick and two feet in dia·
meter. The disk is an intricate latticework of a central ng·
ure. with swirls and curves carved with runes and set Wtth
tiny gems that glow even in daylight. The disk causes hu·
mans to feci dizzy and slightly nauseous. If the pattern is
studied. il will cause humans to make a SAN roll or lose
I D4 points of SAN. They will feel as though they are fall·
iog into it. Pictures of the disk do not give this effect.

TIle R'[yeh disk is a powerful magical talisman which in
dicates the position of the lost city of R'lyeh and gives in·
structions 011 the raising of the city from the depths. It will
not restore the city without other ceremonies and at least
two other magical objects. but these additional items are
not explained on the disk. They are hinted at.

The disk was broken into three pieces and is useless un·
less the three pieces are restored to their original posltions.

If the purpose and importance of the disk is realized. a
SAN roll mUSI be made or the character will lose 102
points of SAN.

Each piece of the R'lyeh disk weighs nearly 100 lb. The
keeper should not let the party carry the pieces very fllr
without some form of transportation. Belphegor used a carl
to move it.

The disk can also cause the city of R'lyeh to sink if it is
raised. The investigators should keep it with them rather
than destroy it if possible. They should of course destroy it
rather than lei it fall into the wrong hands. Once the carv·
ints have been melted away, the disk: is merely gold. with
no magical power. The gold alone will be worth around
S95.000 U.s. in London. once commission and assay
charges are paid.

POW 15
HP 12

INT 10
EDU 13

SIZ 9
SAN 68

CON \6
CHA 13

Sandy MacNeil

Constable MacNeil considers himself a practical man and
does not believe in the supernatural. He is devoted to the
law and will not willingly break the law even to catch a
criminal. If the investigators should happen 10 do anything
illegal, he will hunt them down and turn them over to the
police in Inverness.

MacNeil will not discuss anything with anyone who does
not have the legal right to know about it. He will discuss
the Hancock investigation with the investigators only if
they can prove that they are the legal representatives of
Jacob Hancock.

MacNeil will join the investigators if they can give him
proof of wrong-doing, but will not allow anyone to gUll
down witches except in selfdefense. He will suspect anyone
who carries a fIrearm other than the customary shotgun of
the local farmers. and will confiscate such arms when prac·
tical to do so.

MacNeil will gladly enlist the aid of the investigators in
the search for the MacRae baby.

Elizabeth believes that her daughter was kidnaped by witch·
es and that if the constable would only mterrogate Anne
Chantraine he would learn of her daughter's fate. She will
eagerly teU stones of witches to anyone who will listen. and
will add that she knoW'S Miss Chantraine is the leader, but
that she fears them too much to act against them. She also
claims thai Duncan MacBain is a warlock and has a sea
monster from the loch as his servant or familiar. Elizabeth
MacRae will not actively help the investigators. and is sunk
into depression and despair at the moment. However, she
will support her husband's efforts, and she will give the inves·
tigalors all the information she knows. She will try to gel
them to swear an oath that they Will do their best to nnd
her child.

Rab & Elizabeth MacRae

Rab is a prosperous farmer whose daughter has been kid·
naped. Both are very superstitious. Rab believes that "the
lillie people" look his daughter and there is no hope of
finding her. He will, anyway. aid anyone in St'aretling for
her.

RAB MacRAE

STR 12
OEX9
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Additional Player In/ormation

Additional Player Information
There are three copies of the followinK manuscript, entitled
A Summary of the Expedition to Loch Murdoch, avail
able 'to the investigators. The manuscripts describe an
attempt by the Romans to thwart the minions of the
Outer Gods. Each copy differs in the material it contains.
The keeper should determine which sections the investiga
tors fmd and are able to read. The keeper should not
volunteer any information about these manuscripts, but
instead should wait until the players ask the right questions
or look in the right places before revealing their existence.

Copy I. This is by far the longest of the manuscripts and
includes all of the data listed. It is in the possession of
Dr. Lorne MacParlan who lives in Cannich, Scotland. It is
hand-written in English.
Copy 2. This copy, held by Father MacBride, is a hand·
written letter in English to Cardinal Randal. It details the
exploits of Marcus Arturus in Scotland. It contains only the
information between markers one and two, and Father
MacBride's end·note.
Copy 3. This manuscript is a typewrilten copy of the
letter from Father MacBride to the Cardinal. It is held by
the Archaeologist Andrew Kennedy, currently staying at
the King's Head Inn in Cannich. It is ill English, but in·
c1udes only Ole information given after marker two. and the
father's end-note.

-.. A Summary of the Expedition to Loch Mullardoch
~
c-, Marcus Arturus, an engineer for four years on the great wall::c named for Emperor Hadrian, was looking forward 10 re-

turning to his family's villa in Rome when Platorius Nepos,
Governor of Britain, arrived at Ole camp.

Two weeks later. Marcus and a full century of legionaires
headed north into Pict territory. The troops were led by a
centurian named Nanlalian, a veteran of many campaigns,
who was nominally under Marcus' orders in all save battle_

Platorius Nepos had asked, not ordered, Marcus to pur
sue a man called Belphegor and return him for trial. Marcus
also was to try to fmd a golden disk with intricate carving
and strange runes and destroy it. The governor's presence
alone suggested the urgency of the quest, but sending an en
tire century into the Pictish lands north of the wall at a
time when soldiers were all too few astounded all who
heard of the mission.

They almost caught Belphegor on the banks of a small
stream, whose waters were dark with peat (possibly the area
now known as Blackburn, which means black stream). The
soldiers had separated to surround Belphegor's camp when
they in turn were attacked by a large band of painted Picts.
Half the soldiers were slain before Namatian could get them
regrouped. Marcus saved the centurian when he wen.t down
under a swarm of dagger·wielding savages. Once the soldiers
were regrouped, the Picts retreated, but Belphegor was safe
lyaway.

They pushed north on Belphegor's trail.
Marcus went alone into the camp of the Piets and, after

giving the chief gifts, explained the nature of the expedi·
tion. The Picts captured him and tied him in one of their
huts. They would have killed him except for the fortuitous
arrival of a holy man, John, whom the Picts respected and
feared. John asked the Picts to release Marcus and return
his belongings, which they reluctantly did.
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John and Marcus spoke together at length for several
hours and, when they parted. John left a sword with
Marcus.

TIle Piets gave the expedition no further trouble. TIley
even sent guides and trackers with them and senl runners
ahead to warn the other villages that these Romans were
the friends of the Deathless One and not to be harmed. Yet
Belphegor eluded them, for he had the aid of the serpent
people who were at the time strong enough to defy the
Picts.

Many months of searching and questioning Picts led the
expedition deep into the highlands, where they finally con·
fronted Belphegor on the shores of a lake. The serpent peo
ple had a temple to their Aesathog the Great, built of
stone from the nearby mountain on the shore. Around the
temple were olher bUildings of stone for the use of Belphe·
gor and for the local tribe of Picts who worshipped Asathog
also.

CD Namatian led his troops in an attack from the east
while Marcus slipped in from the west. TIley met inside
the temple where the last guards were slain, but Belphegor
had fled through a door into another world.

Marcus cut down the serpent priests with his sword and
Namatian tried to break Ole golden disk. All of his efforts
failed until Marcus lent him his sword. TIle sword cut
througll the disk and with a few wokes the disk was cut in
to three sectIOns. Namatian was building a fire to melt it
down when a great beast came from the mountain and at·
tacked the remaining soldiers. Its wounds healed themselves
as fast as they were innicted. Marcus discovered a serpent
priest who had escaped the slaughter of his companions
and, when he killed him, the beast went mad. TIle ground
began to shake and the temple collapsed killing all but Mar
cus who was pushed through the doorway into the other
world. The rest of the expedition died in the rubble.

® When Marcus found himself in a deep forest rather
than the temple his first thoughts were to return and aid
his companions, but the collapse of the temple had
destroyed the doorway and he was unable to return.

In time Marcus discovered the inhabitants of the forest
and made friends with them. He became a member of the
clan and wed the daughler of one of the clan members.
They had two sons and a daughter. Marcus taught his fam·
ily to speak his language and tried to use his engineering
skills to aid the clan, but the clan lived for the freedom of
the forest and had no use for roads and bridges. They only
built small cottages to sleep in during wet or cold weather.
Several years passed before trouble marred the harmony of
the clan.

One nigllt the serpent people calTle with silver and fire
and killed most of the clan. With them they brought mon
strous black serpent-like beings with bal-like wings that
constantly writhed and seemed to change fonn. Marcus
slew one creature with his sword but one of the serpent
people drove a dagger into his back.

As soon as Marcus fell the attackers fled. That night Mar·
cus's wife and sons died, bUI he lived for several weeks and
taught his daughter to use his sword that she might defend
the clan should another attack corne.

Here ends the account of Marcus Arturus. How it was pass
ed down is known by none.
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Appended note to the miJ111ucript

An interesting tale is it not, your Eminen~? I have verified several parts of the talc. Platonus Nepos was the
governor of Britain during the period. Hadrian's Wall wu built between 122 and 126 A.D. Beyond these faeu
little can be discovered. I hope that you have enjoyed the account, though I fear that I am not much of a story·
teller.

My prayers are ever for die continued succcu of our efforts to bring salvation 10 our fellow mc-n.

/33.D/
Signed,
Father MacBride

4.
nevil's

Canyon
A big·money. motion-picture financer hires the Investigators to explore the
set of his SOO-grand, epic disaster. Something haunts the set location, and

has killed his famous director. What happened?

The investigators receive a cryptic letter from all eccentric
millionaire, promising a tidy fee alld all all.ccpenses·paid
vacatio1l in lIo11ywood if they exorcise all ullnamed hallnt.
A nice offer. and cerrainly one that would not be made un
less something truly macabre and dangerous is afoot. What
te"or awaits the fearful investigaton in a lonely stretch
ofdesert?

Keeper's Information
Grant Willwood, the aforementioned eccentric millionaire,
is an old-timer in the film business. His most notable recent
project has been financial and production backing for the
late Erich von Varnstien, whose mms have won him inter·
national acclaim as a master of Ihe new art form caUed
cinema. Winwood pul up the money for von Varnstein's
latest and most ambitious film, an epic entitled nle Prince
of Babylon. Von Vamstein assembled a hand·picked cast of
unknowns and began filming in late 1921, doing everything
under his traditional veil of secrecy. He built an elaborate
Babylon set 3t the (for 1920) incredible cost of 5500,000,
and erected it~along with temporary quarters for cast and
crew - on a strip of rented land in a remote area of the Mo,
jave called [)evil's Canyon. This proved to be a fatal mis·
take.

The Indian tribe known as Hotethk had worshiped Vig.
Shub·Nigguralh. and other diabolic beings for centuries, led
by their mad shamans. They dwelt in an inhospitable river
valley where they could continue their foul rites without in·
terruption. They built a small, Mesa Verde-like abode town
here and lived off then sparse corn crop, with an occasional
cannibalistic feast on a wanderer from another tribe. These
Indians were found and contacted by a white missionary in

1837. This "missionary," Oliver Whateley, was actually a
Master of the Silver Twilight who came to the new world.
Whateley was guided to the Indians by one of the hideous
supernatural desert beings. and, together, he and the Ho
lethk were able to work mind-blasting magics. In 1843,
Whateley entrusted the Indians with an odd geometric dia
gram called the Arc of Vlactos, an important ingredient in a
master spell to bring about the rising of R'lyeh. Later,
Whateley disappeared on a trip to Los Angeles for supplies.
Shortly thereafter, the Hotethk tribe vanished forever, or so
it seemed.

Unfortunately, such was not the case. In order to guard
lhe Arc until another wizard came to claim it, the Hotethk
used one of Whatelcy's spells [Q transform six of their
shaman elders into immortal monsters known as spectral hun·
ters, while the rest of the tiny tribe moved away and joined
white society. These spectral hunters can become invisible
and/or immaterial at wiU, although they are vulnerable to
certain forms of radiation, including some falling within the
visible spectrum. They have stayed in the same area ever
since, killing those who venture there and giving rise to the
canyon's current name, [)evil's Canyon.

It was here that von Varnstein unwittingly moved with
his large production crew. The spectral hunters had never
before had their sacred land invaded by so many people at
the same time. They could not kill all the intruders because
of the great numbers, so the hunters decided to scare von
Varnstein and his crew to death. They invisibly mingled
with the cast and production staff, causing them to lose
SAN by their presence. The aura of chaos left by the
obscene rituals that once echoed throu¥h the canyon de·
pressed and sickened the people. Members of the cast and
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crcw resigned by the dozens. The lead actress, Monica Dor·
man, moved back to her native New York, where she died
when she fell (or jumped. or was pushed) from a window.
The male lead James Raven lost his marbles completely,
and now wanders around Hollywood in a gibbering daze.
Von Varnstien thought that some unseen entity or ghost
was causing havoc on his set, and became obsessed with
creating a lens that could render the monster visible. He
eventually developed a strange optical device that made the
Hotethk hunters visible and susceptible to physical weap·
ons, but soon after, he succumbed to insanity and shot
hinlSClf with the gun he had intended for the monsters. Pro·
duction haltcd for good.

Now all that remains of The Prince ofBaby/off is a shun·
ncd, deserted movie set slowly crumbling into dust deep in
the Mojave desert.

Winwood is still deeply troubled by the death of his
friend, the director, not to mention the loss of the money
he sank into the project. He will take the investigators into
hjs confidence, tcll them the story of von Varnsticn's death,
and pay them to investigate the vacant set which, he sin·
cerely believes, is haunted.

INVESTIGATORS' INFORMATION

Winwood

At the beginning of the scenario, one of the investigators
will get an urgent letter in the mail from Winwood. The let·
ter says that Winwood has heard of the investigator's ex
ploits in Scotland,and wishes them to investigate his haunt·
ed movie location in [)evil's Canyon. He promises free
passage to Hollywood, free room and board in the city for
two weeks for up to six people, and payment of $700 to
each. The investigators may remember that the name [)evil's
Canyon was mentioned prominently in the book found in
the second scenario, which described Whateley's visit to the
area and hints that he may have left the Arc of Vlactos
there.

Winwood is a well·known, wealthy businessman who in
herited a large railroad fortune and used it to branch into
oil, stocks, and movies. He is famous for his belief in almost
every facet of the occult, and the papers claim lhat many of
his investments are made on the basis of his daily horoscope
or from the portents of the 1 Ching. The mm Winwood
mentions, Tile Prince of BabY/Oil, was being made al great
expense by lhe noted and teclusive director Erich von Varn
sHen, who recently died in a tragic hunting accident. lliis
same information can be found in the newspaper files of
any library.

The investigators will reach Hollywood from Scotland
by luxury liner and will find a messenger from Winwood at
the dock. asking them to come to his house at 7 o'clock
thaI evcning. When the investigators arrive, they will be
shown through a large Spanish·style mansion to the million·
aire's book·fiIled office. Winwood has a huge collection of
books on magic and the paranormal, which any investigator
who makes his Occult roll can identify as consisting of
about 50% significant work and 50% trash. The significant
works include a valuable first edition of Fraser's The Go/d
eli Bough and a hand·printed Latin volume tilled Secrets of
the Adamires Revealed by H. Bosch. The latter book is a
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fake, but it would fetch a high price from an unsuspecting
book dealer.

Winwood himself is a pleasant man, although single·
minded and superstitious. He is almost immune to Debate
and Oratory, while a successful Occult roll will almost al·
ways coax information from him. He will tell the players
that von Varnstien actually commited suicide and that the
other members of the film company left because of a rna·
lign ptesence infesting [)evil's Canyon. This presence mani·
fests itself as an intangible but powerful aura of death and
foreboding that seems to linger about the set. No outre,
physical manifestations occurred, though some eqUipment
was destroyed under faitly mysterious circumstances. The
only surviving members of the production with whom
Winwood maintains contact with arc the star, James Raven,
and the head cameraman, Pierre Babtiste.

Raven is now quite insane, and lives off a pension given
him by a sympathetic studio. He can somctimes be seen
around the production offices in l-Iollywood, where he talks
to invisible friends and takes swipes at thcm with his foil
(he was once a champion fencer). Babtiste still lives in
Hollywood, where he works as a freelance photographer.
Winwood will give the investigators Babtiste's address. and
the studio's address. ALias Films Inc. Winwood insists that
the invcstigators not reveal this information to anyone, es
pecially journalists. He says that no film was actually shot at
the site.

Winwood expects lhe investigators to stay in ~Iollywood

for about a week. collecting information, preparing their
equipment, and generally living at his expense. After a week
or so. he wants thcm to go to the set and gather data for
another week. He will provide them with a week's worth of
supplies for their stay in the desert, a key to the cast's quar
ters in [)evil's Canyon, two stagehands who will drive them
to the canyon and accompany them there if they wish (the
stagehands work for Atlas, bUI were not members of the
Babylon produclion team and know very little about it),
and a set of keys and passes that will get them into Atlas
Studios and allow them to inspect lhe late ditector's office.
At the end of two weeks, Win wood wants an oral presenta
tion from the investigators on what they found in the can
yon and what they feel should be done. if anything. If Win
wood discovets that the investigators have leaked studio se
crcts to the press, all terms of the investigators' deal with
him will be abrogated.

The Studio

Atlas Films Inc. is a prosperous studio in the heart of Holly
wood's burgeoning movie production district. Investigators
arriving with passes will be given a guided tour of the studio
by security guards, during which they will see several films
in progress on the local ersatz sets and may run into some
famous 1920's flim personality (keeper's option). During
this tour, they will encounter a filthy tatterdemalion - a
man whom they will recognize as James Raven if they can
make their Know roll. Raven will stare at them luridly and
mutter something before being shooed away by the guard,
who will explain lhat he is an actor working on an upcom·
ing Atlas release. The tour takes an hour.

The only real area of interest at the studio is von Yarn·
slien's office. The investigators will be allowed into the of·
fice by the studio police, but after two hours of searching

-34~



DEVIL'S CANYON

they will be asked to leave. The office ilself is a JO x IS
foot barren room containing only a desk, a wastebasket, and
a few files in a wooden cabinet. The papers in the cabinet
and on the dest are requisition orders for sets, production
equipment and the like. An investigalor who reads these
sheets and makes an Accounting roll will discover thai The
Prince of Babylon was a well·budgeted ftIm (for all its reo
poned expense). Over 5400 was spent on a special order
of camera lenses late in the course of the production. Any·
one making a Spot Hidden roll will see a small sheaf of
papers lying under the desk. These pages. writlen In von
Varnstein's own hand,are in meandering,incoherent German.
They are a set of disconnected personal and professional
notes. An investigator will nccd to make a Read German
roll to understand them. All the investigator will be able to
deduce from reading them is Ihat Ihe director felt lhal
some strange entity was somehow affecting his film, and
that he experimenled wilh a variety of chemical and optical
techniques to define and resolve this inexplicable presence.

If the investigators bother to search the Irashcan, they
will find a charred and mehed rccl of film labeled "Out·
takes Prince of Babylon, reel 2." The film is badly burnl
and in no condition 10 be shown, but its exiSlence disproves
Winwood's statement that no film was shol.

If Winwood is confronted with the film, Winwood will
admit that a number of outtake reels were made, and in
facl he has one in his mansion. If investigators convince him
Ihal they need to see the film, wilh a successful Oratory
roll. he will reluctantly invite them to a private screening al
his house, but only after warning them that the film con·
tains cerlain scenes hideous to human eyes. which is why he
has deslroyed or suppressed every remaining copy. Should
the mvestigators see Ihe film, see the section tilled The
Film.

Pierre Babtiste
Pierre Babtiste will talk to the investigators about his ex·
perience on the set of n,e Prillce ofBabY/Oil if they happen
to visit his house. He will describe von Varnstien as a brilli·
ant, driven man, versed in every aspect of film·making. Hc
was certain that the same evil presence troubling the pro·
duction company manifested itself somehow in the com·
pleted takes of the movie He spent hundreds of hours on
the set trying differenl combinations of lenses and filters in
an effort 10 cap lure whatever strange force was invading Ihe
film. In the last few days of his life. Vamsticn seemed to
have hit upon the right system, and spenl hours wandering
through the desert night with a camera. a nashlight. and a
weird optical device. A week later. he was found dead in
the canteen lie had shot himself in the eyes.

B3btiste will hesitate to recall his own lmpressions of the
location. He will only say that something seemed to follow,
watch. and torment the cast and crew of The Prince 0/
&bylon: and that Ihis Ihing was impossible 10 perceive
through the normal senses, but was nonetheless very real If
an investigator makes a successful Oratory roll. he will con·
fess that he is still tormented by awful dreams about n,e
Prince of Babylon. During tllese drcams, B3btiste sees
nothing but the walls and rooms of the Babylon SCI, and
yet this sight fills him with unbearable fear. Afler reiating
this, 8abtiste will be visibly shaken and should be left
alone.

Local Resources

Roseanna Barlett
Sometime during their stay in Hollywood. one or more of
Ihe investigators will be approached by a fast-talking, overly
made-up woman with a New York accent and a huge ex·
pense account. This is Roseanna Barlett, gossip columnist
for the Los Angeles Chronicle. She keeps a close walch on
Granl Winwood. and has learned thai he has hired a crew of
"psychic investigators:' Roseanna wanls 10 know every·
Ihing the investigators know, and she will pay up to S800
to hear about it. However. she will only do this in small in·
crements, coaxing some information from the investigators
for a little money. then a httle more information for a little
more money, and so on. She is reluctant to spend any more
than she must. Any information the investigators give her
will appear in her column within the neXI day. Immcdiately
thereafter. the characters will be discharged by Winwood. If
she finds out that they 3re going to Devil's Canyon, she will
3sk to go along. Winwood does not want her 10 go, and if
he discovers that the investigators brought her, he will with
hold their money.

James Raven
If any of Ihe investigators investigating in or near Atlas Stu
dios find themselves alone, they will be confronted by
James Raven. the lunatic. He will sneak up on lone investi·
gators as quietly as possible, and then suddenly leap out of
the shadows and point his foil at them. yelling madly, "You
are trying to hurt my friends! They told me so!" His target
will probably be impressed by the fact that his foil has been
sharpened. making it a formidable weapon. He will use it on
the investi2alOrs with intent to kill. but he will nee if he
takes more than three poinls of damage from his foes. If
one of the investigators tells Raven that he also knows of
those "friends," Raven will cease attack, as he will in the
event of a successful Debale or Oratory roll.

Should Ihe investigators report Raven's behavior to Win
wood, the police, or studio security, they will be promised
that he will be taken care of and/or pUnished. Unless one of
Ihe investigators is seriously hurt, howevcr, nothing will be
done.

Local Resources
Thc San Bernadino County land Office has papers showing
that Devil's Canyon is being rented to Atlas by a rancher
named Dennis Smith. Mr. Smith owns thousands of acres of
desert land Ihal he is happy to loan out 10 anyone who
wants II, including oil companies. Mr. Smith is currently
vacationing in Rio.

At the city library. invesligators can find little on Devil's
Canyon. A journal written by a Spanish missionary from
the area mentions the Hotethk tribe. describing them as
". . blasphemous, unconvertable savages; hated even by
their fellow-heathens." A story in the Los Angeles Globe·
Republic(lII of June 7. 1899, says that four men were killed
in [)evil's Canyon by a "mountain lion:' A Iion-hunt en·
sued. but was abandoned after two dogs disappeared and a
man was killed in a rockslide. Both of these sources men
lion the small deserted adobe Hotelhk village hidden a
quarter of a mile from the main canyon. It takes a U·
brary Use roll 10 find this information.

A second Library Use roll will expose an anthropological
report done on the Indians of that area-induding the Ho·
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telhk-in 1919. The report is on file at the University of
California in Berkeley. It can be ordered from the Uni·
versity and will arrive in four days. TIle report is highly
technical, and takes Read English and an Anthropology roll
to understand the detail. The report states thai the Hotethk
were an outcast group of Hopis, who were disliked by other
Indians because of their worship of Vig, Falller of Serpents
and a "corn/fertility god" called "The Black Beast," They
had extensive contact with a man named Oliver Whateley,
who belonged to a missionary organization known as the
Order of the Silver Twilight. Instead of turning them from
their strange religion, Whatelcy encouraged them and pro·
vided them with artifacts from his church. The Hotethk
vanished in 1843-the author conjectures that they died of
smallpox-but their neighbors believe that they lived on in
ghostly form. and that they can be destroyed only by burn
ing their souls while saying an ancient Hopi chant. The re
port gives a short English version of the chant but does not
elaborate on how it would be used or what is meant by
"their souls." Anyone with a History or Anthropology skill
over 20% can tell that the paper's information comes from
ethnological sources-recorded conversations with living
Indians. ranchers, and lhe like. If the investigators investi
gate further, they will find that the author of this report re
cently took a trip to Central America. He has not been
heard from since.

The Film
Grant Winwood has a large wooden chest concaining the
personal effects of the late von Varnstien. which he will
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show to players if they insist. The most interesting objects
in the chest arc a reel of outtakes from 111e Prince ofBaby
lon and a set of unusual-looking camera lenses.

There are two of these lenses, each one about two feet
long and six inches in diameter. One end is clearly designed
to fit on the end of an ordinary movie camera. Ifan investi·
gator looks throUgil this end, he will see everything in a
very dark shade of blue, making most objects invisible un·
less they are well-lit. A beam of light shone through the at
taelmlent end will leave the other aperture as a cone of blue
light. which can be increased or decreased in size by the
lenses' focusing knob. Should investigators look through
the opposite end of the lens, they will see nothing but an
eye·straining swirl of incomprehensible shapes and colors. If
they open one of the lens casings, they will probably break
the delicate glasswork inside (the chance of not doing so is
equal to the investigator's INTtOEX as a percentage). An
investigator who makes a successful Physics roll will realize
that the arrangement of lenses and prisms inside von Varn·
stein's devices do not conform with established laws of
optics.

The nJm. nil! Prince of Babylon, is a desert action
romance melodrama in the style of Beau GeSle and l1,e
Four Feathers. Winwoods outtake reel lasts about 30 min
utes and consists mostly of sccnes shot over or intended to
be edited out of the four·hour finished product (which was
never made). Nothing in the film is visibly horrible or out
of the ordinary. However, some of the scenes have a sublim·
inal nature that can disturb viewers and cause them to lose
SAN.

The first dangerous scene is an unremarkable shot of sev·
eral scimitar-wielding dervishes charging across the desert at
a gang of rival warriors. While the investigators' eyes assure
them that there is nothing unusual presented in this scene,
the depths of their psyche (a "sixth sense," if you will) tells
them that awful and malign forces were present in the area
this footage was nJmed. Viewcrs must make a SAN roll or
lose I point of SAN when watching this scene for the first
time.

The second disturbing stretch of film occurs about seven
minutes later. It shows star James Ravcn in Arabian garb
standing in front of a wall on the set and mouthing lines to
someone offstage (the captions have not been spliced into
this reel). The same terrible. unseen presence discernable in
the first scene is also present here, although this time it is
even more disquieting. Investigators must make a SAN roll
or their characters will lose 103 points of SAN.

Five minutcs later. the last tcrrible scene will begin. In
this brief sequence, the female lead. Monica Dorman, is
seen in an opulent interior sct, stretched across a Roman
style couch and peeling grapes, perhaps awaiting her lovers.
If an investigator looks closely at Monica's face during this
scene and makes a Psychology roll, he will be able to tell
that she is trying hard to conceal feelings of fear and dis
gust. Anyone who deelares that he is inspecting the screen
carefully and makes a Spot Hidden roll will see faint ripples
or impressions on Monica's dress. The cause of these
moving impreSSions is not apparent. This is the final and
most disturbing of the "haunted" outtake sections, and
watching it will cost the investigators 106 points of SAN
unless they make a SAN roll.
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Most .sincerely,
Duncan MacBain

~rmiulon grMlr«l ro phorocopy the. /UI!Jft for~IU# only.

{lO-A}

Dear Mr Stanford.
Greetings and felicitatKms. MISS Chantraine has adv1Jed me of your recent SUlXltssts

and mformed me of the item you require, I fear thaI it wiD be some time before I find
It as ttlere are two Americans diUJOJ a1 what I believe to be the site of the Temple.
Two of my people are working for the Americans and i1 may be that they wiD aCcom·
plish all for mc. I realize that YOll are most anxious 10 obtain It, bLlt 1 feel caLltion and
discretion to be thc beller course of ac1ion,

My studics with the $Crpcnt people progress most satisfactorily. Another year
should see my stLldies completed They recommend that I journey to the Nameless
City for further instruction. but I will remain hcre until we have It. When it is poMible,
I want much 10 obtain the further insuuetion offered at the Nameless City. I wiD,
ho~ver, be ready 10 carry OUt any further usb our Order may have for me.

You mentioned in your last letter Iha1 Miss Chanuatne m~l Join me here when
she has converted Ihe leaders of 1he Thule: Brudeuchaf1. I fear 1hat the Germans are
o~rmuch upset with the French It lhis time for them to listen to ber, Might I SUgtst
that you IS« Helmut Gro5ffiann 10 take o~r for her' I realite Ihat he has not ~n 10
Germany for o~r two hundred years, but L1nleu you can 1hink of ",meunc: ebe I feel
he woukl be best for the task.

I agree with you that Ihe Order of 1he Tempws of the Orient docs nOI contain the
1ype of indIviduals Yo'e seek. They are nol ready for peater trulhs You might 5t.Iggl:st

10 our German colleagues that individual rnembeu of 1he Order be carefuUy IpprMch
cd as polential foUowers of the Irue Gods

I am nOI familiar with the Itcrmclie Order of the Golden Dawn or the ASUum
ArgCnlinum and can give no recommenda1ion. I will pass thc word on to our London
group and have them send you word, I spoke with a Mr. Wilham Seabrook who said
that a Mr. Aleister Crowley, who is associated with bolh groups or had been at one
time. may have occult powers. We should perhaps attempt to colltactlhis man.

I understand lhal Mr. Scott is in charge of 1he project In your area. Please extend
my peeli0J5 10 hIm I have not seen him since before the Great War Perhaps we can
meet neXI year.

TEXT OF A LElTER FROM DUNCAN MacBAI N TO CARL STANFORD
fmtly be found by 'he inrl'st;galOt'l in chapter JI

DLlncan MacBain
MacBain House
Canmch, Swtland
12 January 1924

The addlftS on the outside of the unopened envelope reads: Ctuislopher Edwin,
Genenl Delivery, Salk Harbor, Mtine,

Y'tthkapg-Nyarlathotep;

Your words are (rue. We muslseck the denrue1ion of these nleddlers who kepI the
R'lyeh Diske from us, and who may have discovered Ihe Arc of Vlactos. Their deaths
are foreordained by the Old Ones of space and time. Praise Shub-Niggurath! Yet, we,
Their Instruments, must act for Them. Your plan. to bcfrknd and then slay, is good.
You are the SUongest one of our group rcrraining in America. now lhat we musl aU go
10 Easter Island and with the Wa1ehers await thc great day of Our Lord's risinJ It
cannot be IoIl8 off now. Even withou11he ma!icaJ Diske and Ihe Are,~ have amassed
enough power and wizards to aid the release of Great CthuthLl. Cthulhu fhtagn! Only
keep the fools who seek to keep us from our destiny away from the South Pacific: it is
doublful that they wiD be able to slop our grand design. yel ...c call take no chances
On the island the Chik::an sokhcry are more: likely to aid them than us, and many of us
Irt lhe Sd~r Twiligh1 aft: yet vulnerable: 10 bullets and sleel. Do as ~ have deSl&ned
afore.

C1hu!hu fhtagn!
/46-A / Carl Stanford

Dear Sirs:

I have read of your exploits and WIsh mten11y 10 see you. 1 have some slight occult
knowledge myself, and am aware of the danger 1hal you and your comrades may be in
from the Silver Twilight. Please accept 1he enclO$Cd uain 1ickeu 10 come and mI'C1 me
Immediately in Salk Harbour. Maine. I am a rather wealthy man, lind I .....oukl only be
too glad to help others perform feats to help defend the world apinst 1he monstrous
evil of the Ekler Ones. 1 npect YOIl $hortly.

Smcerdy,
(40-Aj Christopher EdWUl

- Ctzlechism of the Knights
0/ the Oilier Void112.AI

..do you dare imagine thinp as Ihey can
be? As. indeed Ihey .....iIl be when Ihe
tanh is transformed and the illusion of
reality is erued from Ihe minds of IIK'n
by lhe anmhlbtlOn of those minds" Do
)'OLl live in hope to sec G~al CthLllhu
stride the ear1h" Do you d~am of 1he
ThroDe of A7.a1hoth. of jomifll. the Oul·
ISU who <bnce theK fo~r? O. purify
yourselves. lhen, for these and greater
thmgs await )'ou who are members of
our lerrible order

Speech hCQrd by Qyde Whipple,
recorded In his ditlry lalro includes

loct1tion ifScott s [arm (md jOin/!

16.A I mOllller dcscriptiollll.

. you do not yet know of the true
Sods. Everything )'OU know is a lie. The
Great Old OIK'S - thell: are the rukn of
the Universe: these and other you have
not yet heard or IOo'Lli be the objects of
your adulahon. your emulation, your
love. You art: yet fortunale ones' the
lime may (lOme, if you give your .self·
less dCVQtion. Ihilt )'OU will worship in
the flesh In the Temples of R'lyeh,
whOle glory is beyond your comprehen·
sion,

.. the w.llinp of the m..d are but the
birth-.cries of the ne\l. man· the old ITQn
~one like dust in lbe desrl! Wind
CJcan~d of the bes of maolund. the ne....
m:lln - the man of darkness - is (ree to
absorb the beauty of nothingness. to
Blory in the 5tark might of uller VOId. As
your u~kss rC.son dis.sol~s. rejoice
in the knowledge that others in as
diverse places as Scotland and LOUIsiana
and the Soulh Pacific have walked lhe
same path, have drunk the same blood.
have reveled in the same prospect of
everlasting night. as you ..

- KUfX' ofthe Silver Gore
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Deaf --

I feel father silly writUlg for help. but I simply muSt hne :ud in this malter. II
lI,auld be ulrleu fot me 101:010 the police. liS I have no proof of any crimin.al activit)
I heud of your c..:ploits in Boslon with the Siln:r Twil.i&ht, and am hopin, thai you
rould advise me J would be mosl &1':111:(111

A )'CU or 50 :1&0. the orgalllL.llOn 'Look to the Future' came 10 New York ell)'. It
bUJed itself as a cooperative businessm3n's olEanizauon, and proml.scd 10 in5pire and
aid IU3leriaUy those who Joined. I jomcd Ihe organizatJOn eight months ago. and qui!
last month.

The appatcnt head of the orgamZallon is a MI. LoslaluJ Dlalk Mr Blad: cl:urns 10
be II gifted psychologist, and says that by subjecting the mlllds of intelligent and 5Oph·
istlcalcd men 10 certain peculiar psychololPcal conditions, lhelr creativity would be
released. and lhey would be able to perform all sorts of wonders. If lhe businessmen
met together, paid a nominal fw to Slll)port the order, and regul:uly attended mwtings,
they would be abk: to share in grand discovt:ries.

The 'psychological aura' created by Mr Black is cenainly mosl quCt'r. Ue bc:gms by
standing at a podium. while aU of us (the allendees) are asked to meduatC upon certain
specific geometric shapes and designs. A sheel conlainin& dillgfams of the aforemen,
tioned designs is handed out al lhe SWI of the meeting to each member While we
Il1Cditau:. Mr Bbck ~ins by redlinS SOIl1C sorl of invocalion in nonsense qUables.
Mr. Bbck says thaI lhese syllables have btcn cartfuUy chosen to dicit the proper sub
con~us response from us. As ~ chants. he bq:ms to JC$liCllble: 'IIIikll). and t~n .....e:
are aU siln.11c:d to begin to chant a simple litany of our o...n, "Ons D'acta Linka. Ncb
kKI lin, Neblod Zin. Ong D'aeta Lmka, YO@·Sotholh, YOf:-Sothoth, O~ D'aCla LinkJ.
Yarl M'len, Yael M'le:n" and "'"~ repeal this non.osc chilOt for forty-five mlTlute:sto an
hour. Mr, Bbck contmue:s 10 ene!leliaUy gesticuble and emit various straTllle nOlSCS
until he Items to reach some sorl of finale, when he geSlure:s for us to stop. We then
break. up for tta and punch. Mr. Rlack. lS assisted m hlS ","ork by scveralthuggish-lookiTlll
Arabs, and a Mr Stanford.

In addition to lhe monthly spel'ial meelings (which proceed us I have uutlined
above), we have regular Inspiration !lCminurs and l!uesl speakers. One thing thaI brought
you to mind is lhat iiOlIlt' of the speukers would urge us 10 join a lodge to enlarge our
circle of friends Ind to make trustwolthy business a!XIuamtances. lie specifically re
commended the Sil.·cr T.... illght Lodge as an c:l.edlenl choke.

I must confess that Losulus Bbck's methods seem to ....ork T","o months afle:r I
started 10 Illend, he came m one day WIth a pc'rfectly asloundu\,[!. Item ",hid! he ai,
lowed me to pur~se for $100.11 is well worth II. let me leU you! (will show It to
you if you come,

Now for my reuons for distruS!iTlll !Ilr Bbdc Afle:l e:ae:h mc:cti~ in whkh we do
the dlanli~. I feet hc::ld.aehcy and sick, and Ihis conlinues for some time I have nOl'
1«<1 thai since I JOllied the youp, ( h:tve IoSI some: of my former Vltailly and force, Ind
feel as if my health may be dcle:riorallng. I ~lly could not say IS 10 whether this has
any conneClion 10 'Look to the FUlure' or not, but it IeCmssuspidous to me, especial
ly sitll:e I have noticed acquainlances in the youp suITe:r from lhe same syndlome:.
Another rcason for my distrust of LOSlalus Black is the e,\lremely tQ',ht secunt) and
sccretlveness thai he: keeps about hllll~lr lind the orpnization llis Arab soldiers speak
no English. and certainly do nOI impire confidence.

I would like you alld your friends to come and to C:l.posc this organization for a
fraud, or to prove it 10 be open and aboveboald. Jr it is indeed for leal, [ would JlJ{\:
IQ know so Ihat I can rejoin and continue to receive those fabulous artifacts lhat
it produces. PermissIon 9rMlt#1d to photocopy tllell pagtls

for perwnM UR only.

f J7.Bf

(17.BI

A nrinioruuy Milled Whllrtky ~itlled

lind rtnvnned With II Smil/l tribe of 1,1
uMms knowrr liS Ihe Hotethk from 1817
10 llUl, ....'hen he dwppttued Shorrly
therttlft", the 1I0tuhk tribe itlrll dis
btmded, tiJ ddm n'idenrly hlll-'ilfl I'GII'

ished or died. This tribe _s most in·
tUJ!Srilfl fOT its t~cVzJly SlIl--.e fXltllll
rites, which the rentKllde Whlltelty IUms
to hUI'e tllCOUnlXed. lie tither brou&hl to
or fOlmd ",'ith the Indillns II ptculillr
structure which he t:lIl/ed the: Arc of
VIlIctos, and which he be/iei'ed had colr·
Irertioll;r to non·Christian sky demo"s.
The oilly ollter know/l filets about the
Horethk lire Ihat they practi«d rhe colr·
srn,ctioll of Kachina dolls to houS#! demo
Oil'S $OUls. IIl/d thlll they worshipped
gods nOI lound elsewhere in Cilfilornill,
such liS the supenl-god Yigr, lind the
homt-d KOd Shoob NigKeratt. They dwelt
in Del'if) O"'YQI!, in theM~ delrTt,

- from Old California

BELPHEGOR REPORTS NO

SUCCESS IN FINDING THE

DISK IN SCOTLAND, HE

AND THE KNIGHTS OF THE

OUTER VOID MAYBE

FORCED TO SLAY MORE

INTRUDERS,

INFORMATION RECEIVED

INDICATES THAT ARC OF

VLACTOS MAY BE FOUND

IN CALIFORNIA,

STILL NO FULL RESULTS

FROM CHILEAN ISLAND

FINISH

HQpefully yours,
DaVId Lc:c:f 14-Bf
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PhlUUS A. Feklrd

"OUo Dostmann 's 'heory IhaL ale monolilh jj a remnant of the
hunnisll jlll)(ujon and had been erected Lo commemorate a
Lictory ofAlliia over the goths ij aj logical as assuming thai
Willifllu l/I(~ COllqlloror reared Stonehenge. ,.

- From lnaussprechlichen Kullen (Nameless Cults) [63-BI

December 21, 1899
Today I heard a slrange: chanting noUe from lhe mher side of the house. I could nOI

underSland a singk. word of the language, bUI it conlamed too many consonants for
my 1i1::ing. As the noise grew loude:l, so dKi the $Iorm ouukle When II last Ihe chanl
reached its fren:ued oonclusion,' thunderous bolt of lightning struck the house.
I rushed to lhe door and found it stuet I am SlUing now waitiTlll for rescue. II hu been
eir)ll hOUIS.

f'8.Bf

'The nethermon Cl/IV1IS tn't not for
the ftlthominX 01 eyn Ihllt 1«; for their
mIlrvels ue smlllge IlIId temfie. CIUJ61
the vound where d~d thouxhts Ii~ IIew
tllld uddl)' bodied, und ml the mind thaI
is held by /10 htf/d, Wisely dU Ibn
Schuarboo soy, thut happy is Ihe tomb
where no wizard harh lain, alld happy
the town whose wizards are all ashes.
For it is 01 old romor Ihar the SIOrllol
Ihe de~iJ,boughl haSlet IlOt lrom his
chanlill rilly, but fats in inS/Mlcts Ihe
\1:ry wonn thaI gnaws; 'ill OUI 01 fXXrur·
tion horrid life springs. and the dull
satl'ellgtn 01 t'tIlnh _x cralty to I'CJC il
and sewll monS/rous ro plape il. GrfJlll
holes fr(7f'tly UTe dCed where fJIlnh's
porn 0Ulhl suffice, and 'hints hlI~

lttrmt to _lk thaI ouzht to (7awL N

- from The FeslivaJ
{56-B} By H.P.loveeraft
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lhem. III,' became: a member of the cL.
and wed the daUlhler of one o( the clan
members. They had two sons and a
daughter. Marcus taught his family to
speak his !anlu3&C .nd tried to 1,1"" his
engineerin& s1tiUs 10 :aid the cbn. bul !be
dan IiYed for lhe freedom of the (orest
and had no use for rNds and bridges.
They only build smaU cottages to slttp
in durin& "'.... t or cold weather. Several
)'ears paned before trouble marred the
harmony of the clan.

One night Ihe serpent people came
with silver and fue and killed mOSI of
Ihe clan. With them Ihey brought mons·
Itous black serpent·like beings with bat·
like wings that constantl)' writhed and
seemed to ehange form. Marcus dew one
creature with his sword but one of lhe
serpent people drove • dagger inlo his
bo"e

As soon as Marcus feU lhe attackers
Iled. That Marcus's wife and sons died.
but he li~ (or sew:ral week.. and talllht
his cbU&hter to use his sword that she
m~ht defend the elan should another
attack come.

Here ends the account of Marcus Arluruli,
How it was paned down is known by
none.

PermiuJon '¥I,«J to photocopy rJr~".P.'
for t»rsoM/ Ule only.

I/'tH
/25.0/

pie where the lasl guards W1:re sl:tin, bul
Belphegor had fled through a door to
another world

Marcus cut down the serpent priests
with his sword and Namatian tried 10
break the ~lden dlsk. AU of his efforts
failed unlil Mucus Ienl hun hiS "",-ord.
The !WOrd CUi throUV! the disk and with
a few strokes the disk was cut into three
sections. Nlmallan was buildilll: I rue to
mel! it down when I grelt belst came
from the mountain and allacked the reo
maining soldiers. lIs wounds healed
themselves as (ast as they were lnnicled.
Manus discovered a serpent priest who
had escaped the slaughter of his com
panions and, ",hen he killed him. the
beast wenl mad. The ground began to
shake and the temple coUapsed klUII18
all but Marcus who was pushed through
the doorway into the other world. The
rest of the expedition died in the ,ubble.

®When Marcus found him,clr in • deep
forest rather lhan the temple hlS rust
Ihoughts were to return and aid his
comparuons. bul the collap5IC of the tem
ple had deslJo)'ed lhe doorway and he
was unable to return

In lime Marcus disco\'ered the inhabi·
tanls of Ihe fOlest and made friends with

Siped.
Falher MacBride

An interesting tale is it not, your Eminence? I have verified several parIs of Ihe talc.
Platorius Nepos was the gOYlJtnOr of Briton during the period. Hadrian's Wall was built
between 122 and 126 A.D. Be)'ond these faeu little can be discovered. I hope that you
have el\io)'ed Ihe account, though I fear Ihall am not much of:a sloryteUer,

My pra),ers are ever for the continued Jucce55 of our efforts to brin8 salvalion 10
our feUow men,

10ml~

L. Monw

The Scottish Highlands

They pu!hed north on Belphegor's
trail.

Mul;'lls ~nt alone into the Clmp of
the Picts and, after giving the chief
&ifts. e:<plamed the nature of the e"pedi
tion. The Picts captured him and tied
him in one of their huts. They would
have killed him e\ocpI for the fortuitous
arrival of a holy f1Un. John. whom the
Piets respected and feared. John asked
the Picts 10 rekll.'lC Marcus lind return hiS
belongings, which Ihey reluct:lntly dId

John and M:ucus s.poke leselher at
length for several hours and. when the)'
parted. John left a sword wilh Marcus.

The Picts gave Ihe expedition no
further trouble. They even sent guides
and lrackers with them and sent runnen
ahead to warn the other vil1a8es that
the.'lC Romans W1:T1: the friends of the
Deathless One and nol to be Iwmcd
Vet Belphqor eluded them, for he had
the llId of the serpent people who were
at the time Str0llA enoulth to defy the
Pieu.

Man)' months of .'lCuching and ques
tion~ Piets led the e"pedition deep
into the h.hl:mds, where. they rinaU)'
confronted Belphegor on the shores of a
lake. The serpent people had a temple to
Illeit Aesathog the Greal. built of slone
from the nearby mountain on the shore,
Around the temple were Olher buildlng~

of stone for the usc of BeJphcgol and fot
the local tribe of Picu who worshipped
Aesathog also.

CDNaJmltbn led hl5 Iroops in an allack
from lhe east while Marcus s.bpped 1ft

hom the \lo'est. They met imXle the tem-
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Your Uncle,
Henry Hancod

With fondest regards,
Hemy M. lIatlcock

1

{32.0j

- flOrn Nameless CullS{22.0j

Marcus Arturu!. an enginecr for four
years on the great wall named for I,m
perur ~Iadrian. was looking forward to
returning to his family's villa in Rome
when Platorius Nepos, Govt:rnor uf
Britain. arrived at the camp.

Two weds later, Marcus and a full
century of legionnaires headed north
into Pictish territory. The Iroops were
led by a centurian named Namatian, a
veteran of many campaigns, who was
nominally undcr Marcus' orders in aU
save bailie.

Platurius Nepos had asked, not
ordered, Marcus to pursue a man called
Bclphegor and return him for trial. Mar
cus also was 10 try to find a golden disk
witll intricate carving and strange runes
and destroy it. The guvernor's presence
alone suggcsted the urgency of the quest,
bUI sending an entire century into lhe
Pictish lands north uf the wall at a time
when soldiers wcre all 100 few astounded
all who heard of the mission.

They almost C3ughl Belphegor on the
banks of a smaU stream. whose waters
wcre dark with peat (possibly the area
now known as Blackburn, which means
black stream). The soldiers had separated
to surround Oelphcgor's camp when they
in turn were attacked by a large band of
painted Picts. Ihlf the soldiers were slain
before Namatian could get them re
grouped. Marcus saved the centurion
when he went down under a swarm of
dagger·wielding savages. Once the soldiers
were regrouped, the savages retreatL'd.
but Belphcgor was safely away.

SUMMARY OF THE EXPEDITION TO
LOCI-I MULLARDOCH

An excellent example of lel'i/ Pietith
gTOUpf! is that [rom neQf Loch Mul/or
doch. in Scot/aI/d. These Pic(f worshipped
the being known elsewhere as fhe Daemon
Sulton, bur, os ill some other locations,
the Piets did nor per[orm this worship
unbidden by beingt o[ 011 older, olld
more malign. species. Indeed. I know for
o [oct that there remllonu from the doys
of pre-hUIIIOII reptifct CW?/I I/OW wolk the
I::orth ....

...AI/other place where wch beings
mtly lurk is in North A lIIerico. where Ihe
Great Old Diles were worshipped long
before the limes o[ ColllmbllS- 1011/ here
thinkiuc specificolly of /Irore locotions
now held by Ihe Spollish !Editors note'
Ihis WIlS originolly written before the U.S.
look o~er weSlern North America! ill
OJIi[onriD.

COVEN MEMBERS
D. MacBain (SOYS)
A. MacGilliltTay (KOTOV)
F. Macinnes (KOTSG)
J. MaeLennatl (KOTOV)
W. MaeMurdo (KOTSG)
Margaret /ol.::leNair (KOTSG)
T. Hayes (KOTSG)
A. MacQuarrie (KOTOV)
J. MacQuarrie (KOTSG)
Willie Wassle (KOTSG)

Henry Hancock
Hancock Huuse
Cannich. Scotland
16 May 1924

Your Uncle_
llenry Hancock

II. M Han\.'Ock
Hancock House
Cannich. Scotland
May 14, 1924

11. M. Ibnoock
Jlanoock Ilouse
Cannich, Scotl3nd
May 12, 1924

{J9-0j

[19-D/

Dear Jacob.

I fear that this message will be lhe lasl you get from me for some time. Unless [ flee
this area the Sons of Yog 50thoth will be upon Ille, Lorne discovered that Belphcgor is
a leader of the group and he fears that They :lfe aware of our discoveries.

Margaret brought mc a st:u-stone. but try to find more, for 1 need alii can get.

The rlTst piece was stolen from the dig site last night. bUI They did not gct the
second piece. I have it well-hidden now and They will not get it from me. We do not
know what they want the pieces for. but wc think there arc three altogether.

Adam disappeared today. lie slopped·by yesterday evening. but this mornmg
Fergus says Adam checked out and left late last night. Adam being afraid of the dark
since the African episode last year, would not have left at night and I fear that he has
run afoul of Belphegor's people. Lome docs not know about Adam's disappearance
yet and I fear that telling him would be too much For the old man.

AU of these problems starled with the arrival of the French woman. I will confront
her in the murning.

Make sure that you obtain a star-stone for yourself as soon as possible and keep it
with you always.

Give my greetings to your falher.

{IS-f)/

My Dearcst Jacob.

All of my feats have proved 10 be unfounded. If my letten of laIC have seemed to
indicate lrouble I hope that you will Forgive me. r realize that my im~ination had run
wild. There never was any danger.

Adam and I arc going to head back to Africa in the morning and we will be out of
touch for some lime, but Ihere is no cause for alarm. We can take care of ourselves. We
stumbled across an amazing find. but must re-eheck our previous work.

Give my greetings to the rest of the family.

Dear Jacob.

My greetings to you Jacob and fondest regards to your father. I hope 10 join you
this faU If Ther do not find me before I am able to lca~e Scotland.

J realize Illal neither you nor your father have ever believed any of the strange
legends which I have related to yuu. but I can turn 10 no one else. If my life is of any
value to you, please look into this matter for me.

I am in desperate need of an artifact which I believe may be found in a mllseum at
Miskatonic University, Arkham. Massachusetts. The object is a small greyim green
stone shaped like a five-pointed stat. I had lioped to find one althe dig, but [ fear thai
worl: there is not going fast enough and thai They wiU gel their supernatural aid before
I find the Slar-stone.

Please make eVl'ry effort to obtain the star·slone. but if word shuuld reach yuu that
something has happened to me. obtain the star-slone for yuurself. (or They will be on
your uail soon.

INole: Jacob's fathl'r died ten years agu. The reference to him is a code between I-lemy
and Jacob indicating authenticity of the message and urgency.1
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And'lored Ships
(400 yards offshore)
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Pt!rmiuion 9r.",«1 ro phorot:OPy thtl"~s for perMntl' uu only.
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Map of Dread R'tyeh
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Cliff 01 rhe Blrd-Mefl

Players must draw their route across the island,
The keeper must then compare the player
map with his own map copy,
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CALL Of
CTHULH[J

ERRATA AND ADDITIONS

Aboul85
10
10·11
3.
12/69
6.
14
14
10·11
15·16
26
23.
J4S
100
68·90,.9.
7S1.
400

Lesser Gods
Mi·Go
Nightgaunts
Nodens
Nyarlatllotep
Nyogtha
Old Ones
Sand Dwellers
Se~nl People
servilors of Gods
Shanlaks
Shoggoths
Shub·Niggurath
Shudde M'eD
Spawn of Ctllulhu
Sla. Vampires
Tsathogghua
Y'golonac
Yig
Yog-50thOlh

Page 49: Nyogtha has a CON of 40 and a
POW of28

Puge 48: Nodens has a CON of 45.

Page 57: Yog-Sothoth has an INT of 40,

Page 54: The Spawn of Cthulhu have CONs
of 3D6 limes 5. The average CON given is
correct.

Page 41: flying Polyps have DEXs of
306+6 rathcl tllan 206+6.

Page 55; Tsalhogghua has a CON of 120 and
a Sll of 60. y'golonac has a CON of 125.

Page 53: Shub·Niggur.lth has a CON of 170
and a Sll of 120. On this S;lme page, Shudde
M'eU has a CON of 80 and a Sil of 120.

Page 45: Ithaquu has a CON of ISO and a
SIZ of 100. His attack as given is too weak.
If a charaeler isallackcd by Ithaqua's wind.
he mUSI malch his STR vs. Ithaqua's STR
on the remlance table 10 avoid being
whisked inlo the air. 1thaqua may divide his
STR up anlong several victims, If a chancter
is aI a dislance from Ithaqua, the wind at·
lack will be reduced in STR. Under Don/age,
instead of Uft and drop 1010 feel, it
should read Lift and drop IDIO x 10 feet.
Ithaqua also Ims a claw attaek he c:an use
on those that he is quile near 10. It has a
150% chance to hit, does 606 damage, and
ignores all annOl,

Page 68; Under Shril'illg, add _

For success, the eUler of the spell IlIUSt
overcome his t31get's POW with his own
POW on t1Ie Resistance Table. This spell
costs the caster SAN equal to half the num·
ber of POW points in t1Ie spell.

A I'crage lIit Poi/US
300
14
4]-51
13.
1S8
30·31
12·13
58
About 350

MOllster
AZalhoth
Byakhee
Cthonian, Adull
Cthugha
Cthulhu
Dark Young
Deep Ones
Dagon & Hydra
Dholes
Dimensional

Shamblers 18
Fire Vampires 7
Flying Polyps 38
Formless Spawn 13·22
Ghouls 12
Great Race 20
Hastur ISO
Hounds of Tindalos 24
Hunting Honors 20
lthaqua 125

Page 29: In the SIlction DEITIES, RACES
AND MONSTERS add one more sentence
to the Introduction.

When a deily (Outer God, Elder God, or
Old One) has its CON reduced 100, it is not
slain, but merely driven off for an indeter·
minant period of time (up to the Keeper).

Page 32: Just before the l£ction headed
BEINGS AND MYTHOS, insert-

With the new ehUlgc in hit points, (see
page 8), most of the monslers in this section
wiU have their hil points changed, The hit
points of the deities should all be changed
10 match those given below. For otller crea
tures the average hil points figured by using
the standard formula are given. Flame Vam
pires' hit poinls are always equal to their
CON. As non·material beings. their resis
lance to damage is not dependent upon
sheer mass,

Chancters au IOmatically recover from
temporary insanity; 'pemlanent' insanily
may be cured. Reduction of SAN to or
below zero rt'$ulls in incurable insanity.

Also in the Shock and Temporary Loss
section the third line should read -

•. .Ile must make a D6 roD...

Pages 33-54 Right aFter Armor in the man·
ster descrtptions should be an additional
category en tilled AVl"rage Ilit Points. This is
given below for all creatures, -

Page 25: Under Regaining and Increasing
SAN, the section headed SJdlls. delete the
last part of the first sentence. The ddeted
portion reads"...llIId to increase his maxi·
mum SAN by an equal amount, up 10 99."
Under the section Defeating Monslers.
delete the enlire second sentence in the rust
paragraph. This sentence starts out "He may
also increase his .....

Page /4: Table 3.B needs some corrcctions,
The damage listed after Fighting Knife
should be 104+2. In addition, the following
weapons should h:Jvc an asterisk (.) after
their name on the list -

Fencing Foil SmaUer Knife
Fighting Knife Pocketknife
Butcher Knife Rapier or Heavy Epee
At the bottom of the chart, this note must
be added:

"An asterisk means thai this weapon is
able to impale.

Page /8: Under Law, it actuaUy takes 30 
INT in weeks to learn a foreign nation's
laws, not 30 -INT in months.

Page 23: Under General. thc Last two sen·
Icnces of this section should be changed to
read -

Page 7: Inserl in fronl of Skill Categories:

Humans have a base movement of 8.
This represents moving 80 fCCI per melee
round, in a combat situalion. A Keeper may
wi.sh to set up a playing area divided into
squares 01" hcxagorl'i to determine movement.

Page 8; Immediately after the table correla·
ting 5TR and 51 Z wilh a possible damage
bonus, inscrllhc following-

Hit PoinlS New Rule: Larger med
beings should usually have more hit points
Ihan smaller ones. To ilgllre the hit poinls
of any character or monster. simply lake the
average of CON and SIZ. Round fractions
up For e;\:ample, a character with a SIZ of
12 and a CON of 15 would have (12+15J/2
or 13Y.t hh poinls, which would be rounded
up to 14. Certain attacks affect CON only.

Pages JO & /3: There are sev('ral discrep
ancies berween the character shet:t on page
10 and the skills list given on page 13 Tile
character sheet 113$ the correcl score in all
cases, e;\:ccpt for the skill of Hide. which has
a 05% base chance. The precise categories,
along with the corrections, which must be
changed on IY.lgc 13, foUow-

FiTst Aid 45% "'love Quietly 25%
Listening 45% Climb 55%
Spolilidden 25%
Also. the skill of 'Throw' should be added
to the list of Agility Skills, It has a base
chance of 45%.

Page 6: Under Chlll1lcterislic Rolls. the first
sentence should ll:ad -

&Inc Role·PltJying introduces the chane
Icrislic rolls of an idea roll based on live
time; the character's INT, a luck roll based
on five limes the characler's POW. and a
pemJllsion rolf based on five limes the cha
racter's CUA.

c.ffectil'e Oerober 1982

PermissIon granted to photocopy these P8f}eS
for person,,' use only.
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DE\'IL'S CA~VON

Some of Ihe m~'esl1gators may hit upon Ihe idea ofshow·
Ing Ihe oultake reels through one of von Varnslien's special
lenses. If they attach the lens 10 lhe projector by the screw·
on camera end they will see nothing by a Jumble of colors
and shapes. If they rig the lens to lhe projector wilh the
camera end toward the screen they will receive a psychic
shock, strengthemng Winwood's resolve if he sees the
resulls.

The film will look the same as it did before. except that
11 carries a strong bluish cast where it was normally black
and white. The three SAN-loss scenes arc different: instead
of no visible malign presence. a malign presence will be hor·
riblyobvious.

In the imtial scene, the investigators will not nOllce a
group of three or four large humanoid beings weaving and
shambling In the background. TIley are not close enough to
be identified or to disrupt SAN, but it Will be clear to thc
investigators that the dark shapes on the screen arc not hu·
man.

In the second disturbing scene, a large, ugly Cthulhuoid
monster stands in fuJI light behind James Raven. TIle crea
ture is a spectral hunter. as described in the section at the
back of this scenario. If investigators who view it make
their Cthulhu Mythos throw, they will recogniz.e the erea·
lurc as a minor rnonSler~lhe hunters are not coml11on
enough for thc investigators to easily idcntify them. Seeing
the mmed hunter will cost ID4 POlllts of SAN.

Shortly after the beginning of the last terrible scene, two
hunters are seen to climb through the wllldow of lhe set
Donnan is lying in. They will shamble toward her and begin
to rub their loathsome rubbery claws over the actress' body
in a revoltingly suggestive manner. Finally.thcy leer direct·
ly into the C:l1nera before the scene ends. Investigators will
note lhat the hunters cause almost no effect by their pres·
ence-they do not leave Visible footprints. rustle curtams, or
act on anything else in the physical universe save for the
slight impressions on Monica's dress. Seemg all this Will cost
the investigators ID3 points of SAN unless they make a
SAN roll.

Devil's Canyon

The follOWing location descriptions are keyed 10 letters on
Ihe keeper's map of [}evil's Canyon. The investigators will
be able to purchase a USGS su .....ey map that shows land
formations but not buildings.

A. Tht! Rood. This Slecp, winding dirt path connects [}evil's
Canyon with the rest of the world. It is 2S miles from the
nearest highway, which in lurn is about 40 miles from Los
Angeles. If investigators choose to travel on this road at
speeds greater than::!O mph. they will need to make a Auto
mobile Driving throw every turn they do so. If they fail.
they risk anything from being stuck for a few hours to roll·
IIlg off a steep cliff. depending on lhe immediate terrain.

B. The Stu. Von VarnsHen's TI,e Prince of BabY/OIl sel has
fallen into considerable decay in lhe four months since it
was lasl used. Most of the valuable decorations left with the
film company, leaving only .several hundred square yards of
walls and bare interior rooms. TIle largest complete struc
lure (that is. a full building ralher than false-front walls) is
the tower in which the last scene was filmed. Also in good
condition IS the cavernous banquet hall, which served as
both a set and a dining hall for the cast and crew.
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The Devil's Can)'o" Set

Near the set stand the barracks·type buildings used to
shelter the production company. Investigators will find thai
these buildings can easily house at least firty people, and
can thus provide plenty of room for their small party. in
vestigators who search the adjacent equipment storage
building will find a crate containing three of von Varn
stien's lenses, an unloaded .22 rine. and two functioning
nashlights.

c. The 1I01elhk Viflilge. The ancient village of the Hotethk
is situated in 3 narrow canyon about a quarter of a mile
from the Babylon set. It consists of a jumbled set of adobe
rooms stacked in a small cleft in the side of the wash. Inves·
tigators can easily see that the ruin could not have held
more than thirty people in its heyday. All rooms are enter
ed from the roof.

The most interesting feature in the ruin is a large central
chamber. The chamber contains a firepit, a series of picto
graphs on the walls, and a Child of Vig (a large tom rattle
snake; it has 5 hit pointS, a 40% bite attack with a poison
that always kills; add I to SAN if it is killed; all fuearms
except shotguns have * chance to hit the snake). The
pictographs show humans dancing about a flIe with with
large, black creatures resembling the spectral hunters. Any
one making an Anthropology roll can tell that the pictures
show a transfonnauon or coming-of-age ceremony. At the
bOllom of the firepit lies a small, leatherbound box. If the
box is moved any investigator making a Spot Hidden roll
will see part of a carved, stone slab buried in the ashes.

The box holds a crumbling book which Whately left be
hind for the Hotethk. It contains a spell which will trans
form a human into a spectral hunter. The spell requires 2
permanent points of POW, the blood of several animals. and
the loss of all SAN by the recipient of the spell. The stone
slab is actually the Ale of Vlactos and measures 3 x 4 feet.

Buried beneath the Arc are six ugly Kachinas (Hopi-like
magical/ceremonial figures or dolls) that correspond to
the six spectral hunters currently infesting Devil's Canyon.

DEVll..·S CANYON

If any given doll is destroyed or damaged, the appropriate
hunter will be dispelled until he can magically form a new
Kachina-takJng about a week. If someone destroys the
Kachinas while repeating the Indian chant found later m
this scenario, the hunters will die forever.

It is not lfl the interest of the hunters to have the investi
gators mucking around their ruin. If a group of humans ap
proach the area, the hunters will try to kill at least one
member of the party by causing a rockslide in the arroyo
(make a Dodge roll or take 306 damage) and then use their
appearing and disappearing footprints to scare the others
away (see below).

O. Th, Zone 0/ F~r. This zone is a one·mile radius circle
centered on Ihe Hotethk ruins. 11 is the wandering ground
of the hunters and concentrates the magical forces associ·
ated with them. It has the following properties:
(I) The Hotethk will not and cannot leave the zone.
(2) Almost no animal life is found anywhere in the area ...
even many birds flying overhead avoid it. This will be obvious
and disturbing to anyone staymg more than a day in the
zone and making his/her Zoology throw.
(3) Every eight hours, aU humans staying in the zone,
whether awake or asleep, must make a SAN roll. If they
fail, they wi.ll take I point of SAN loss. lbis will continue
as long as Ihe investigalors stay here, unless the hunters are
destroyed. SAN taken in the zone is cumulative for pur·
poses of detennining insanity. If an investigator stays in the
zone of fear long enough to lose 9 points of SAN, it counts
as if he had lost all nine al once for purposes of indefinite
SAN loss, though not temporary.

The Attack

The hunters are at once sadistic and cowardly. They know
that human weapons can kill them if they are spoiled, and
thus they will keep a healthy distance from the investiga
tors until they see a chance to steal or destroy the special

Devil's Canyon
i I
1000 (Nt

..
NORTH

-38-



DEVIL'S CANYON P~Qpl~ Statutics

SPECTRAL HUNTERS

Skills: Orive Automobile 45%; Operete Heavy MllChiraery so.:
Mechanicel R'P'ir .55%; Ell!C'tflCllI R'P'ir 40%; Fast Talk JO'I"
Stagecraft 45%.

Skills: Accounting 30%; HolIVwood MVlhos 90%; Law 50%; Li$ten
iog 85%; PwchologV 65%; Move Cuietlv 40'11'o; Bargain 6O'lf>; Credit
Rating 55%; Deb8te 60%; Fm Talk 85%: Oralory 7(J')1,: Pwchoanal
yze 20%.

STAGEHAND TWO

STR 15 CON 16 SIZ 16 INT 11 POW 12
OEX 15 CHA 12 SAN 60 EOU 10 HP 16

Skills: Pistol 50%: Fist 60'S; Orive 50%; Slegec:rafl 65%.

(2061;

POW 15
HP 10

POW9
HP 14

INT 14
EOU16

lNT 14
EOU 12

WelPOnS= Pincer 5O':ll.
Bite 30% (306J.
Armor: 1 point hide.
Speth: Contacl V'll
Mo",,: 8.

SIZ 14
SAN 45

a._r~d$tics AI't!'..
STR 306x2 22-24
CON 206+1 7·8
SIZ 306"8 19·22
INT 306"3 14·15
POW 506 17-18
DEX 306 10·11

There are SlX spectral hunters III this scenario. At the keep
er's option, more or less coule be included, depending on
the strength of the party.

SPECTRAL HUNTERS

S/HIctni Hunmr numbtN, 2 3 4 5 •
STR ,. "l2 24 ,. 24 "CON • • 8 12 T "SIZ ,. 20 " 18 23 ,.
INT 8 13

"
12 " 10

POW ,. 21 15 15 18 "OEX 13 8 • 15 12 0

Hil Poinu 12 " 11 " 15
"Pincer Ank 55% "'" 45% "'" sat< "'"Dam. 300 306 200 200 300 200

Bite Anack 35% 55% 45% 45% 45% '""Dam. '00 .00 300 300 "'0 300

People

JAMES RAVEN

STR 13 CON 12 SIZ 14 INT 13 POW 9
DEX 13 CHA 16 SAN 25 EOU 13 HP 13

Skills: Foil attack SO%/parry 85%; Speak French 35%; Lislening
60%; Track 25%; OriV1l AUlomobil, 25%; Oratory 75%; Sing 65%;
Ride 65%.

Seeing a spectral hunter will cause a loss of 106+2
points of SAN unless a saving throw is made. If made, the
unfortunate viewer will still lose I point of SAN.

A hunter can auack only once per round, with either
bite or pincer. Hunters are able to parry with their pincers
and can do this every round in addition to auacking. They
usually attack when invisible, which gives them a +20%
chance to hit.

ROSEANNA BARLETT

STR 10 CON 9 SIZ 10
DEX 8 CHA 12 SAN 75

STAGEHAND ONE

STRll CON 13
OEX 14 CHA 12

CHARACTERS AND CREATURES

lenses. They are aware that the lenses make them visible.
Their attempt to kill the investigators will be slow and sub
tle rather than all-out. The hunters will try to drive the in
vestigators Insane before they finish them ofr.

The hunters' first move will be to cut-off escape from
the canyon. As soon as the investigators leave their c3r(s)
unwatched for more than 90 minutes, such asat night. the
hunters will move m. rip out the engines, and lay them in
the cars' front seats. If the investigators attempt to leave on
foot. the hunters will separate and kill them before they
leave the one·mile zone of fear described earlier.

While the investigators stay in Devil's Canyon, the hunt
ers will try to kill one of them each day. If possible, they
will try to lead individual humans away from their feUows
and slay them secretly, though they are not adverse to kill
ing somebody in plain sight if they must. Remember that
they can become visible and Immaterial at will. The hunt
ers will often lead humans astray with banging windows,
creaking noorboards, or footprints in the sand that appear
and disappear for no obvious reason. When they do kill a
person, they will often return the body to his comrades aft
er it has been denJed or mutilated in some disgusting,
mind·blasting way. They will never miss a chance to cause
distrust or strife among the Investigators. Keep in mind that
the hunters can only be seen and heard if they want to be
seen and heard, and can watch unobserved almost every ac
lion the lOvestigators take.

If the hunters' Kachinas are in danger of destruction.
they will do everything in their power to defend them
selves.

Spectral Hunters (lesser Servitor Race)

Spectral hunters are large. hideous humanoids about 6-7
feet in height. Rubbery, jct-black skin covers their bodies.
Their eyes are large and red. and their mouth is wide and
filled with rows of shark·like teeth. A long, tapering nose
matches their general appearance-horribly thin and reedy
with the exception of a distended abdornan. Their limbs
tcrminate in gross appendages. Whilc their feet resemblc
those of a man. their hands are only huge, crab·like pincers.
Because they are slightly immaterial at all times, they often
seem to nOal or hover over the ground like big. ugly bal
loons. Spectral hunters have no known language.

The spectral hunlers are formidable foes. but are easily
destroyed by those who know how. They can become invis
ible, when they lower thclr enemy's chances to hit by their
(the hunters) POWx5%. When in immaterial form. the hunt
ers take damage only from enchanted weapons or spells.
Their major disadvantage is that cert3m fonns of light make
them yisible. Lenses such as the ones described will reveal
the hunters. assuming that they are directly in front of the
person using it. A second weakness is that they are always
tied to some kmd of artifact or ceremonial device which
holds their soul. They can never leave the one-mile area
around this object. and if the artifact is destroyed properly.
they will die.

Spectral hunters are a created race, made from the
bodies of those who knowingly volunteer to become mon
sters. They are often left behind to guard some important
SIte.
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Introductioll TIlE WORM THAT WALKS

5.
The Worm
that Walks

A fellow-occultist invites the Investigators to Moine where, he hopes,
they can compare notes. Together they may be able to rid

the world of the Silver TWilight forever.

Introduction
Now Ihat !.he investigators have managed to defeat the
liOlelhk monsters, have at least one piece of the R'lyeh
disk. and have found the Arc of Vlactos. they are ready for
this scenario. Actually. even if they have not performed any
of those feats, this scenario is all right for them to run.
However by the start of the last scenario, the investigators
will need to have both a piece of the R'lyeh disk, and at
least a drawing of the Arc of Vlactos. If they have not man
aged to obtain these in me past scenarios, the keeper will
wish to prOVide these objects for the investigators some
where in this scenario. Exactly where this is to be done is
up to his discretion.

This particular scenario is intended as a trap, to warn the
possibly over-confident investigators of the deadliness of
their enemy. and to lead them to Easter Island and thence
to R'lyeh in an attempt to fin311y succeed in destroying
their foes.

The Investigators' Information
After their stint in Dcvil's C3nyon,:l Mr. Christopher Edwin
contacts the investigators by leiter. as accompanies these
words.

When they arrive at Salk Harbour. they will see Ih31 Ihe
village numbers no more than 800 or 900 souls. mainly typ,
ical Maine fishermen. lust out of lown. loward a great hill
thai stands weSI of town, sits an imposing mansion. Anyone
in town who is asked will be able to tell the investigalors
that the manse is, indeed. the home of Christopher Edwin,
"poor fellow." If the investigators ask why he is called a
"poor fellow," the fisherman or townslady will look
askance at the investigators for showing such forwardness at
shorl notice, and move along.

At the home of Mr. Christopher, they will be greeted by
a door that appears to open 10 llself. A voice will call for
them to enter. When they do, Christopher Edwin will enter
from a side hall. He is an elderly. pale man who is confined
to a wheelchair, He will I/lVlte the Investigators to have din·
ncr. where he will explain all.

At dinner. Christopher Edwin will explain that the door
has a new electrical opening device so that he can open it
from within by merely nipping a switch, He fell sick several
lllonths ago, and lost the power to walk. If the investigators
watch him closely, they will see that he does look some,
wh:ll gaunt and pale. as if what he says is true. His rigid

Dear Sirs:

I ha"e read of your exploits and wish intently to see you. I have some slight occult knowledge myself, and am
aware of the danger that you and your comnWes may be in from the Silver Twilight. Please accept the enclosed
train tickets to come and meet me immediately in Salk Harbour. Maine. 1am a rather wealthy man, and I would
only be. too glad to help others perform feats to help defend the world against the monSUOU$ evil of the Elder
Ones, I expect you shortly,

Sincerely,
Christopher Edwin

/4IJ.A/

Enclosed in the letter are, indeed, a number of train tickets
(first-class passage, of course). TIlere is one provided for
each member of the party, and the tickets will provide pas·
sage clear to Portland, from whence the investigators must
lake 3 bus to the liny village of Salk Harbour, a trip of
about two hours.
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hands arc kept cTOssed on his blanket on his lap except
when he gestures, as he does frequently.

After dinner, he will get to the point. He displays a fair
knowledge of the Cthulhu Mythos, and will teJl the investi·
gators that he knows of the evil of the Silver Twilight. In
fact, willie investigating them. hc had jusl come to somc



THE WORM THAT WALKS

amazing discoveries when he was struck down by this suspi
cious illness. He wonders, sometimes, whether the illness
was entirely natural. He gladly shows the investigators all of
his notes about the Silver Twilight, but, sadly for them,
there is nothing new in any of the notes that they did not
already know. It will contain already·known facts, such as
that John Scoll was a returnee from the dead, that some
one named Whateley who was a Silver Twilight contact
went to California and contacted Indians there, that the SiI·
ver Twilight lodge in Boston was built over the ruins of an
old witches' farm, and that a coven of evil and sinister
witches in Seotland were tied to the Silver Twilight.

Edwin is obviously now incapable of taking an active
part in the hunt for the remaining parts of the Silver Twi·
light. but he is willing to do his part for life and sanity by
bankrolling the investigators' investigations. At this point,
he will pull out a check book and write each person in the
party (except for any obvious servants) a check for $150.
He will then tell them that they willlleed to go to Portland
to cash their checks, but there is no need to do that tomor
row. (If the party ever does cash their checks. Uley will be
found to be genuine.) In fact, Christopher Edwin has a hot
investigation ready for them to explore.

"Fifty years ago," he says, in his wet and whispery
voice, which almost hums with the mucus and phlegm that
his diseased and weakened lungs and throat produce, "there
was a man who lived north of town, called Clarence Woodie.
He had a reputation for being an evil and vengeful man,
who would kick dogs to death for biting at him. and who
would poison a neighbor's sheep if they stepped onto his
land. He never married, but adopted three boys from the
county orphanage. He raised them in his evil ways, and they
were as wicked as he, I dare say, when he suddenly died.
The boys found a whole tin of money under his bed after
his death, and claimed that they had come upon it by acci
dent. The townsfolk did not believe this storY,and neither
did the police, who arrested the lads on a charge of smoth·
ering their foster father for his money. They were all three
hanged - they were in their early twenties at the time - and
buried in unmarked graves. Then. a strange thing happened,
The person who bought the old Woodie house was found
dead with a rope burn about his throat, as if he had been
hung! Only he was found laying in his bed, with no rope
available.

"Weil, suffice it to say that several other people, includ·
ing two tramps, also died in that house from such mysteri
ous stranglings. I think, and I feel you may agree with me,
that the damned spirits of Woodie's boys were sti1llingering
about that house, and trying to kilt anyone who stayed
there too long,

"Naturally, the house fell into wreckage. and is now
avoided. Thus it remained for over forty years. But last year
a person came to town who had once belonged to the Silver
Twilight and he bought the land on which the old house
stayed. He did not sleep in the house. but the villagers whis·
pered that he performed strange aelS there, trying to invoke
or tame the foul ghosts that lived there. He gave his name as
Malcolm Smith-a pseudonym, I believe. In any case, before
I fell sick, I went and spied on him trying to converse with
the house's ghosts, and I saw the wraiths themselves speak
with him! I fainted dead away.

"I am now contacting you because I fear thaI I know
what 'Malcolm Smith' was trying to do. He realized that the

llIus/ratiun of Christopher Edwin

ghosts had a powerful psychic and magical aura, and he was
trying to tap it for some magical ac!. He was actually weak·
ening the ghosts in a black parody of exorcism-not to des·
troy them, but to steal their energy to perform black magic.
Malcolm disappeared just before I fell ill. I now think that
the weakened spectres yet managed to destroy the man
who was vampirizing their evil life. When I listened to their
conversation, this is what I heard:

" 'Ye fiends of night! Ye ghosts of the damned dead! Ye
spirits of evil and sin! Come! Come! Come and yield up
your criminal power to me! Free your weakening resolve
from this place of your crimes, and release your energy! Re·
inforce me with the magic and power of your being! I must
wax and you must wane! Strengthen me at your despair!' is
what 'Malcolm Smith' chanted. Then, the faint ghost of a
man, its head lolling at one side as though the neck was
cracked, appeared.

" 'Depart from us .. .' said the ghost. 'Leave us be
cease your tormenting of our pains and anguish ... leave us
or drop your defenses that we may feast upon your emo·
t iOIlS, as we has done on others ... sacrifice yourself to our
hunger or depart from our horror .. .'

"At this point," says Christopher Edwin, "Malcolm turn,
ed suddenly away, the ghost gave a mournful wail, and I
fainted. Would you please take up where I left off? The
ghosts are weaker now; not even the villagers at their most
superstitious feel Uley are active anymore. They still may
be able to harm you, so take care. If 'Malcolm Smith' did
indeed die in that haunted house, he may have left interest·
ing manuscripts or incriminating data about the organiza
tion he had devoted his life to-the Silver Twilight.
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"I found out about his membership in the Twilight when
I recognized a Carl Stanford, who has been mentioned as an
important principal in the Silver Twilight, speaking with
him three weeks befote Smith disappeared. I did not find
out who Carl Stanford was until a month ago.

"Will you help me? I am wealthy. and wish for my last
acts to be good ones-perhaps I can be instrumental in de
stroying the Silver Twilight and thus saving the world from
the evil that will surely descend upon it if they take over!"

The investigators should now be given their chance to ac
cept Christopher Edwin's hospitality while they stay in the
village, and they should be encouraged to explore the old
house up the road in the woods to find evidence about Mal
colm.

Keeper's Information

Christopher Edwin died five months ago from the lung dis
ease he had caught. He was inoculated with the disease
from the poison needle of a member of the Silver Twilight.
He has been replaced by a fungus from Yuggoth, who is now
masquerading as Christopher Edwin, and who is an aUy of
the lords of the Silver Twilight.

His goal is to lead the investigators. who have severely
annoyed and injured the Silver Twilight, into deathtraps.
The story about the Woodie house and Malcolm Smith is
largely fabrication. If the investigators look up infonnation
on it, they will find that a Clarence Woodie who had adopt
ed three boys did indeed die in that house fifty years ago,
and thai the boys were hanged for his murder. The villagers
once thought that the house was haunted, but no longer.
Malcolm Smith bought the land and vanished.

opening the door makes a Spot Hidden roiL he will nOlice a
human skull sitting half·hidden near a pile of antlers. When
the investigators enter the room, they are due for 3 bad sur·
prise. Isaiah has buried himself within one of the large bone
piles-the one marked "X." He is completely hidden, and
cannot be detected at all, though naturally he cannol see
the investigators. Of course, he can hear lhem, and when
they step on the squeaky board he knows so well right by
the bone pile, he will suddenly shoot up from the pile of
bones like an avenging demon, axe in hand, and try to cut
down the nearest investigator. All within the room will be
so startled that they must make a SAN roll or lose ID6
points of SAN as the wild.eyed madman lunges upwards
clutching his axe, and looking more like monster than man,
draped in rottcd bones and with matted hair and drool.

Isaiah will automatically gel the firsl blow at the closest
target, and the investigators will not be able to react or
dodge. In fact, he will get to add 20% 10 his chances to hit
because of the effect of total surprise. After Ihe first round,
all the investigators will be able to try to make an Idea roll.
Those who succeed will recover from their shock and react
by fleeing, pulling oul their weapons, or whatever. Those
failing their Idea roll must stand there dumfounded: Ihough
Isaiah no longer gets a 20% add to his attack, they still can
not dodge. On the third round, evcryone will be able to
act normally.

Isaiah will swing every round. and will hit a single oppo
nent wilhout changing targets until his chosen target falls.
when he will attack another. The room is of small size, and
Isaiah will be right in among the milling investigators. If
shots are fired, there is a chance Illey will hit a friend. If

The Woodie House
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The Woodie House

Twenty years ago, a grim family moved into the one-story
Woodie house: Jonas. the father, Zeke and Isaiah, the two
SOilS. Jonas, Zcke, and Isaiah were degenerate vagrants, who
had become homicidal and who are now completely mad.
They live by slaying animals that pass by, and by killing and
eating people as well. The Fungi from Yuggoth that some
times pass through the woods know of them, and thus the
false Christopher Edwin intends to send the investigators into
their clutches. The Fungi from Yuggoth occasionally leave
messages on the doorstep of the house, and though the can·
nibals have never seen one of the Fungi, they have long
since learned the wisdom of obeying their messages. The
Fungi sometimes lead them to where vulnerable people can
be found, so that they can kill and eal without being
caught.

Jonas, Zeke, and Isaiah have been notified of the coming
of the investigators by the false Edwin. They are armed and
ready.

The Front Room is the room that the house's front door
opens into. It is small and box-like, claustrophobic, with
four doors leading from it.

Isaiah's Bedroom is the haunt of the insane Isaiah, the
worst of the three killers. His bed is only a crude mattress
on the floor, but his room has been highly decorated. Bones
from all sorts of wild animals are piled around the room.
They are cleaned as weU as he could manage, but a rank and
foul stench still rises from the room. If the investigator
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an investigator fires a shot and misses Isaiah, he must roll
again 10 see if he has slruck a friend. There is a 5% chance
of hitting a friend for every olher person in the room_ If
there are five investigators in the room, and one shoots and
misses Isaiah, he has a cumulative 20% chance 10 hit a ran·
dom friend. If he does hit a friend, it will not bean impaling
wound - just a normal hil.

As soon as the other inhabitants of the house hear Isai
ah's warcry. unless they are currently engaged in battles of
their own, they will come to aid him. They will rush to his
door and try to gun down those investigators which Isaiah
is not currently striking at with his axe. If they miss a given
investigator, they also have a 5% chance of hitting any oth
er random person in the room, including Isaiah. If an
investigator witlun the room decides to shoot at the two at
the door, he will have no danger of hitting a comrade. Lf the
investigators try to defeat Isaiah by slugging him or by us
mg daggers or other melee weapons. they will not hit any·
one but their target.

The Dinin& Room is dominated by a great slab of wood
which serves as a tablelop, supported by two uprooted
stumps. The glowing lamp hanging above the table is especi·
ally horrible in the near-darkness of the house-it is obvi
ously formed from the stretched globular skin of a human
head. As it swings slowly around in the gust of air produced
by the door's opening. the investigators can clearly see the
stitched up eye· and mouth-holes. This sight will cost all
those watching ID4 points of SAN if they fail a SAN roll.
and a single point even if they succeed.

There are three chairs around the table. They are crudely
made. There is one door in this room.

In Ihe Kiu:hen you can probably guess what sort of homble
sights are to be found-the butcher shop of (I den of canni
bals. Anyone coming in here will need 10 make a SAN roU
Immediately. He will see a kitchen, fairly well-equipped in a
slightly archaic style, with the gruesome remnants of an ear
lier meal spread by lhe stove and on the counter-top
hands, feet, and even more grisly bits of human debris. If
the SAN roll is failed. the charatter must take ID6 points
of SAN loss, and a single point even if he succeeds. The in
vestigators should know well enough by now not to open
the icebox. If one docs open the icebox. a worse horror will
strike. Jonas, the father. has wired a sawed-off shOlgun to
the handle of the Icebox, and whoever opens II will lake a
doubl~ charge of buckshot right to the ch~st--a total of
806 poinls of damage!

Just when the character is on the verge of opening the
door. if he can make a Spot Hidden roll, he will notice a Iit
lie piece of wire coming form the inSide of the icebox and
wound around the handle. A successful Mechanical Repair
roll will unravel this wire without any untoward event. but
a failed roll will result in setting off one of the barrels of
the gun, striking the would-be disarmer. IIc will take a
tOlal of 306 points of damage, as the iccbox door will sub
Iract somcwhat from the damage. If the Mechanical Repair
roll succeeds. and the door is opened, the shotgun will be
visible. and anyone with 3n INT of 9 or beller will inslant
ly be able to see the di:lbolical trap that has been created
here. There are no human p:lrts in the icebox-after all, the
iceman does not come by these parts of the woods too of
ten. The trap was here merely for the mquisitlve. suiting the
malignant mmd of Jonas_

The Family's Tac:liC:J

Th~ BMk Room is full of chopped wood, more bones (no
human ones here) :Ind tools. There is a supply of kerosene
for the lamps, two nashlights. and two rusted shotguns with
some ammo. The shotguns are so rusty, that if fired, they
will explode in the firer's face, doing 106 points of damage,
and having a chance of blinding him. Have him roll his Luck
twice-each roll failed means that one eye has been blinded.
If both are failed. of course he is blind for life, and must reo
tire from active life as an investigator. In any case, his abili·
ty to Spot Hidden and to Read any Language drops imme·
diately to 0% (unless he takes up braille). Ifhe is blinded in
one eye only. his Spot Hidden will be cut in half with frac·
tions rounded down. II may not henceforwards increase
past a level of 60%, The people of the house know that the
guns are treacherous and keep them solely as trophies of
those they have before they found out that the guns had
corroded to the extent that they would explode, one blew
up in Zeke's face (hiS eyes were saved). Any investigator
with any rine or sholgun skill at 50% or morc, or any inves
tigator with a Mechanical Repair of 30% or more. can tell
Ihat the guns are dangerous to fire.

There is a back door here, which leads to the backyard.

In Ihe BMkyord is a pile of cut wood, a chopping block,
and a little pile of skulls in one corner of the yard. Grim
and dark trees seem to close tightly around the yard. Hiding
011 the roof of thc house is Jonas, who crouches behind the
chimney on the roof where he can't be seen from the ground.
When he hears voices in the backyard, he will roll to the
edge of the house and begin to fire at those he sees. Since
only hiS head and arms will show. those shooting at him
have a one-third normal chance of success. When firing starts,
he probably will open fire more than 20 feet from the in
vestigators, so no one will be at pomt-blank range. If Jonas
is wounded badly (more than half-damaged) or he runs out
of ammunition, he will roll behind the chimney, reloading
if his gun is empty. If seriously wounded, he will jusl lay
hidden, firing at any heads peeping over the edge of the
building.

In Ihe From Yard Zeke lies hidden in the underbrush. He
will wait and do nothing until the investigators contact his
father or brother. His face is horribly scarred (remember
the shotgun accident?) and anyone seeing him under the
tense conditions here at the house mU$l make a SAN roll or
lose ID4 points of SAN. If he hears his brother shout in his
room, he will run for Isaiah's door and help.lfhe hears his
father start 10 shoot from the roof. he will run around the
tide of the building and nre at the investigators from the
bUilding's corner.

The Family's Tactics
Isaiah will wait quietly in his pile of stinking bones until
someone comes into his room, even if he hears the sound of
shots and struggling. l-le is Ihe maddest of the three and is
quite satisfied to stay where he is. He spends hours in his
bones everyday anyway, so it is easy for him. He will never
surrender. If the investigators nee, he will chase after them.
He can outrun anyone with a lower STR and CON. As
previously described. if he attacks, Zeke will come running
from the woods. and Jonas will drop down from the roof
and come in as well.
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Tnt Family's Tactics lllE WORM THAT WALKS

Skills: A'le atud< 7S"'~ 5mli; F151 8OlIII; Hide 8O'iIli; Jump 50%.

On the Water

The investigators on the yacht will soon envy their com
rades safe in the hospital. When some distance from shore,

The Sailing Trip
Waiting for their friends in the Portland hospital to heal
may be somewhat tedious for the unwounded investigators.
The keeper has an excellent suggestion to make. Christo·
pher Edwin has a small yacht that the IIlvestigators could
take out to sea for a little jaunt. He cannot go to sea any·
more (SIgh!) but he would be glad to let the investigators do
so. Encourage the investigators to take advantage of the of·
fer. This will give the investigators a chance to relax freely.
The keeper, if he is of a diabolical turn of mind, may even
promise the players that he may restore a few poinlSofSAN
to the investigatoR if they return successfully from such a
wholesome activity as going out to sea.

The Return
After the investigators have returned from the Woodie
house. probably with some wounded. Christopher Edwin
will be quite perturbed and solicitous. He will pay for all
medical expenses_ and hire a private room for anyone
wounded (it is likely that at least one investigator was
wounded at the house). If nobody was wounded, or if all
those wounded were killed. then Christopher will treat the
survivors 10 a grand meal. Sadly. after the meal. all those
present will exhibit the signs of ptomaine poisoning, inclu
ding Christopher Edwin, who will pretend to hire a private
nurse for himself. He will, again, hire private hospital rooms
for the investigators.

thc waler around the boat Will begin to bubble and turn
black. Then, a monstrous shoggoth will shoot up from the
water. and plunge itself onto the boat. Enough warning
should be given about the water bubbling, etc .. for the In

vestlgators to get on the deck, and maybe even prepare the
small life boat for escape.

When the shoggoth hits the boat. ItS enormous weight
will rapidly sink it. The investigators may fire their guns, hit
the shoggoth with enchanled weapons. or do anything they
please. but the shoggoth's mass will sink the boat in five
rounds (dead or alive, if the IIlvestigators manage the in
credible feat of killing a shoggoth). The investigators have
that long to lauch the small boat to escape from the yacht
before it sinks. Anyone who was below decks when the
shoggoth arrives is doomed-the mass of the shoggoth will
1111 the only door and all the portholes. and they cannot es·
cape unless Ihey happen to have the magic box here from
the fiTS( scenario. If they do, naturally after they escape
through it, leaving it behind in the shoggoth's grip, they will
probably not want to go back lhrough it, and in fact will
not be able to. for the box will be destroyed by the shag·
gOlh or its masters on the sea bOllom, rendering the investi·
gator's box useless.

Every turn the investigators waste by running around,
thinking of spells, or attacking the shoggoth. brings them
that much closer to a horrible death by drowning in water
haunted by at least one shoggoth. launching the boat re
qUlJes a successful Mechanical Repair roll. and only two
people may try per turn. The successful rolls need not be
on the same. nor even on consecutive. turns. Once inves·
tigators are in the small boat, the shoggoth will not chase
them, happy to smk the large yacht and eat whatever is
there. Do not forget the SA loss entailed by seeing the
shoggoth. Since there is no likely way to defeat this particu.
lar shoggoth. there is no way to gain any SAN by 'defeating'
it, even givcn the slim chance of killing it. If the investig3·
tors escape the boat by means of the magic box, naturally it
is left behind and destroyed .If the investigators fail to launch
the boat, they arc dumped into the water. If the shoggoth
is stIll alive when the yacht sinks, any investigators treading
water will soon die, as the shoggoth grabs them one by one
from below. If the shoggoth has been somehow killed. then
the investigators can try to swim to shore. It will take a sue·
cessful Swim roll to make it. TIle investigators may try as
often as they like, bUI two consecutive failures to make
their Swim roll means drowning.

The Hospital

This is not a safe situation either Christopher Edwin has
sent a peculiarly horrible mcsscnger here-the Worm That
Walks.

The Worm That Walks is an loathesome being. looking
like a human corpse decayed into tones of green. black. and
blue, with dripping pieces of flesh hanging from it. Prodi·
gious claws or talons dangle from this apparition's fingers,
and from the undead monster's eyesockets stare lidless,
bare eyeballs. The secrets of ils origin or creation arc un·
known, but surely gods of madness and fear have to do
with it.

The Worm That Walks is able to cloak its body with the
appearance of a normal person for brief periods of lime.
This blood-lusting thing wishes to slay all it can. However,

POW7
HP 14

POW 9
HP 13

POW 10
HP t6

INT 8
EDU 3

tNT 4
EDU 1

INT1
EDU S

SIZ 12
SAN 0

SIZ 13
SAN 0

StZ 16
SANO

CON 15
CHA 7

CON 13
CHA 1

CON 16
CHA4

If Jonas starts to fire from the roof, Zeke will come to
help and hide around the edge of the house, firing away.
While partially concealed around the house's comer, the in
vestigators will havc only half their normal chance of hit
ting him, unless they come running around the house's cor
ner to get a better shot. If they 3re moving like that, they
must cut their chances to hit in half again. and naturally
Zeke will preferentially aim at anyone trying to get around
his cover.

None of this grim family will surrender. If one of them is
taken alive. he will not speak even under torture, except to
curse the investigators and swear vengeance from beyond
the grave if killed. Any such vengeance is up to the keeper.

Surviving investigators who manage to eliminate this des·
picable trio will gain IDJ points of SAN; those who did not
go to the Woodie house will not rise in SAN.

JONAS

STR 10
OEX 12

ZEKE

STR 8
OEX 11

ISAIAH

STR 14
QEX 14

Skills: 4S Revolver 5C:l%.

Skills; ,45 Revolver 50%; Hide 5O'lf..
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it must have a psychic link to the one 11 slays. The mono
strosity can gain this psychic link. and thus succeed in man·
ifesting itself fully upon this material plane, by overcoming
the POW of its target with its own POW. Until it has suc
ceeded in this, it cannot appear in its true form; it cannot
hann a victim save in that true fom1- When it does over
come its victim's POW. II will immediately drain 6 points of
POW from him to fully manifest itself. This POW can be re
covered nonnally (within eight hours or so) if the investiga
tor survives the encounter. nle Worm That Walks can visit
ItS target several nights In a row, hoping eventually to over
come the victim's POW. It will not allack unlil its victim is
alone in the hospital room_

Each night at midnight, the hospitaliz.ed investigator
(choose the most appropriate investigator for the keeper's
purpose) will be awakened by a cold and clammy hand be
ing placed on Ilis face. When lie awakes. the hand is With
drawn, and he will see tile face of one of his non-hospital
iled companion IIIvestigators grinning mirthlessly, then the
false invesllgator will turn and walk out of the room with·
out saying a word. This will continue until the monster
manages to overcome the mvestlgator's POW_ Then. upon
awakening. the invesugator will see his friend's face melt
away into the monster's true form. and it will attack.

It auacks with its great claws. and rends lIle victim to
bits. Its horrible appearance requires a SAN roll whIch must
be made or 1010 points of SAN are lost-if it is made. none
are lost. The Worm That Walks cannot be harmed by mate
rial weapons except when in ils true form. In that form.
firearms are useless-they will do no damage. though all
other types of weapons do normal damage. In the false
forms it can wear, any bullets or weapons pass through liS

immaterial manifestations.

The investigators may well plan an ambush for the mon
ster. If there is more than one person in the hospital room
of its intended victim. It will go elsewhere in the hospital
and kill someone else, The investigators will hear of this.
and will probably eventually plan to stop the monster.
However, it wilt only appear when onc of them is alone.
whcn it will materialize :tnd try to overcome its victim's
POW.

Of course. a band of prudent invcstigators may well sta
tion guards right outsidc the door of the Worm's target. and
rush in upon hearing thcir friend scream. This would give
the Worm a melee round's worth of attacks upon their help·
less friend, but he may surVive, Good luck. If lIle Wonn is
destroyed by their physical atlacks. its body will remain be
hind but will appear to be no more than the horribly de·
cayed corpse of a human being. After death. the long claws
will wither to be long fingernails-monstrously long. to be
sure, but still fingernails. Police and staff lIlay have some
trouble explallling a rotted corpse in a hospital.

The Worm will not nee or try to escape if it is attacked
after it manages to overcome its victim's POW. It will in
stead fight and slay as many as it can; only after killing all
willlin sight will It vanish. Remember that fireanns arc use·
less against it. It can all3ck with both claws in a single me·
lee round.

WORM THAT WALKS

STR 16 CON 15 SIZ 11 (NT 6 POW 8
DEX 15 Mow 8 HP 13

Skills: CI....-s 5O'l' 1106 damage) - m.v attllCk lwice per rovnd.

Victory

Christopher Edwin and Victory

By now, the investigators almost surely have lost a few of
their number. If they are intelligent. they should be sus
pecting that someuling is wrong, willi reasoning along these
lines:

(I) Christopher Edwin strongly urged us to go and visit the
Woodie house. where we expected to meet ghosts at worst,
or maybe a sorcerous Malcolm Smith. Instead. we met three
stout and hardy men evidently prepared for us. and we
were ambushed.

(2) Christopher Edwin sympathiled with us (and maybe
prepared Ihe ptomaine poisoned dinner we ate) and was
nice enough to hire a private room for each of our mcapaci
tated companions. In one such room some sort of terrifying
monster 3t1acked an injured friend.

(3) Christopher Edwin allowed us the privilege of using his
yacht to ease our mmds. and off we sailed blithely on the
sea _Then. a horror beyond Imagining rose from the deeps
and nearly killed us all.

(4) Therefore, maybe Christopher Edwin is not on our side.

If the investigators fau to figure out by this time that Chris
topher Edwin is not on the up and up. then the kttper has
two choices. He can drop some hints to the investigators.
such as:

'''Gee, (hal sure wu an odd COincidence. (hoSll.' three guyS
waitlllg III ambush for you Just like they well: expecting
you I wonder if someone could have warned (hem, Naw, of
course not Only Christopher Ed ....·in knew that you well: go
mg, and h'e couldn', ha.-,: told them."

"Chris Edwin w:u surely nice to lei you guy! take the yacht.
It's a plly Ihat lhe shoggoth Just happened to come by while
you l!U)'S were out there. I wonder what the chances .... ere of
a shoggolh chooslIlg Ihat eltact part of the sea to wander
about in? MU~1 be shm."

Or the keeper can SIgh al his IIIvcstigators' obtuseness, and
create more and similar traps for them to blunder into, The
style of such traps should be obvious from wllat has hap
pened before. Christopher Edwin should get lhe investiga
tors 10 do something apparently safe (like lie in a hospital
bed or go boating) and then. presumably when they are not
prepared, hit them with some formidable threat. Chris Ed
win has Ihe resources of the Silver Twilighl to draw upon
for his attacks, bUI Ille leaders of the Twilight are all out
of town (they have laken a boat to EaSier Island). so
only nunkies, and few of them, call come to help. He can
call upon grisly monsters galore, but only one or two at
a time, He cenallily docs not have anything else of the cali
ber of a shoggoth available to him.

Victory

If the investigators figure out that something is wrong and
go to confront Christopher Edwin. he will try to nee from
them by dropping his mask and gloves and flying out the
window as a fungus of Yuggoth. Once he has escaped. he
will not bother the investIgators agam. If they manage to
kill him before lie escapes, he will melt III a few hours. In ei
ther case, exposing him will gain each surviving investigator
1010 points of SAN. Also, among his effects, they will find
the following letter:
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The address on the OUlside of the II.nopened envdapf' reads: Christopher EdwIn. Gent!ral De/iut!rY. Salk Harbor, ,\falne.

Y'tthltapg.Nyarlathot~p; [46-" [

Cthulhu fhtagn! Carl Stanford

Your words arc tru~. W~ must sc~k th~ destruction of tht:sc rneddltts who kt:pt th~ R1yeh Di.lte from us. and
who may have discovered the Arc of VI",ctos. Their deaths arc foreordained by the Old Ones of spacc and time.
PI1lisc Shub-Nigurath! Yet. we, Th~i.r instrum~nu. mWI act for Th~m. Your plan. to bcfrie-nd and then slay, is
good. You arc the strongest one of our group rem..ming in America. now that we must all 10 10 East~r Island and
with th~ Watche-n await the great day of Our Lord's rising. It cannol be long 0(( now. Even without the magical
Diske and th~ Are, w~ have amassed enough POWe-f and wizards to aid the release of Greal Cthulhu. Cthulhu
fhlagn! Only kee-p the- fools who .Kek to keel' us from our destiny away from the South Pacific: it is doubtful
that they will be able to 5101' our grand design, yet we can take no chances. On the island the Chilean soldiery are
more likely to aid them than us, lUld many of us in the Silver Twilight arc yet vulnerable to bulle13 and steel. Do
as we have designed afore.

6.
The Watchers

of Easter Island
Some supreme, unimaginable evil lurks in the South Pacific, awaiting the

conclusion of the Silver Twilight's monstrous efforts. Easter Island
seems to hold a key 10 the organization's defeat.

Investigators' Information

Members of an archaeological group and some local people
have disappeared a week after the team made an unusual
discovery on Easter Island.

The disappearances include six members of lhe univer·
sity learn, three native islanders, two shepherds. and two
sailors from the Chilean military garrison. They disappeared
the night after the discovery of several statues and clay
vases at a structure where the inhabitants once held funeral
rites. All the finds were based on a "fish·man'· theme, a cult
unknown to Easter Island before.

Keeper's Information

An undead servant of the Old Ones has captured the miss·
ing people and is sacrificing them, one every three nights.
and placing their POW into some magical statues on the
slopes of one of the island's volcanoes.

Ancient History of Easter Island

After the stars had swung round in their orbits and reached
the point at where none of the Great Old Ones could reo
main alive on the Earth. Great CthUU1U lay in his city of
R'lyeh "dead but dreaming." And he knew that some lime
in the future he and the other Old Ones would be free again
to wander the world in glory and power. Against that day
he dreamed his dreams. which were heard by his mmions.

and told them to go to an Island and erect statues on the
slopes of the volcanoes.

Each statue was charged by a spell wruch would allow it
to watch for the rising of R'lyeh from the deeps. A shaft
was tunneled down through the heart of the mountam and
an underground sanctuary was made in which was placed a
grey stone monolith upon which sat an image ofCthulhu.

The nature of the watching statues was that when they
saw !.he rising of R'lyeh, they would cast their remaining
power down through the mountain to the statue of Cthul·
hu. so that the Mighty Messenger of the Old Ones could at
once begin to spread the word that the Time had come to
awake and to reclaim what was once Theirs.

After the building of the statues and the sanctuary, the
Deep Ones kept watch over the island and buill tunnels for
homes and storage. Millenia j)assed. leaving the Deep Ones
at peace, practicing their blasphemous rites and sacrifices.

Several thousand years ago, the first humans arrived on
the island. Most were killed. The survivors joined with the
Deep Ones in thcir worship of the Old Ones and in the task
of caring for the island.

Centuries passed, and as the number of part·and·whole
human cultists increased. the Ocep Ones and those most
like them slipped back to the ocean. until the island belong·
ed solely to full humans, and only a few Deep Ones remain·
ed in tunnels beneath the island.

The human cultists continued their task for hundreds of
years and built many statues in imitation of the stone
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watchers for Cthulhu. Then a second migration of humans
arrived on the island. They were s1locked and disgusted by
the cullists and their rituals.

Outnumbered by the cultists, one wise men among the
newcomers understood their evil. He had learned spells
which would aid them and gave his folk the Crystal of Noa.
With the aid of these. the cultists were destroyed in a great
battle.

Without the regular ceremonies and sacrifices, the power
of the statues gradually decreased. As their power ran out,
some of the slatues decayed. as rock will do under the abra·
Slon of the elements, until they appealed like the other
statues of the island.

An undead worshipper of Cthulhu, through magic and
study has divined the purpose of the statues and knows the
time is near for the Old Ones to awake. Armed wilh this in·
formation he has come 10 Easter Island in an effort to
awaken all the Watchers before R1yeh rises from Ihe sea.
He is using the missing people he captured as sacrifices to
achieve this. He is a Lord of the Silver Twilight.

Geography and Climate of Easter Island

Easter Island is a small volcanic island at about 27 degrees
South latitude by 109 degrees West longitude. It is some 45
square miles in area and is shaped like a triangle. The sides
measure 15, II, and 10 miles long.

The island is made entirely of volcanic lava, and consid·
erable magnetic variations have been noticed in the area.
Compasses have a 10% chance to give incorrect readings at
any given time.

There is no harbor on the island. No port facilities have
ever been built and all anchorages are dangerous. There is a
20% chance per day thai any ship at anchor near shore will
be swept onto a coral or lava reer. To be safe, all ships must
anchor in deep waler well off the coast of the island, lIans·
ferring personnel and equipment to shore by small boat.

TIle island's climate is temperate, with temperatures fail
ing between 40 and 60 degrees Fahrenheit in the cold, wet
months (June through November). During the rest of the
year temperatures run from 70 to 90 degrees. In the cold
months there is a 30% chance per day of rain and a 5%
chance of heavy thunderstonns which may endanger ships
al sea. Ln the summer there is a I5% chance of rain per day,
With a I%chance of heavy storm conditions.

Easter Island's nearest neighbors are the Galapagos Is·
lands 2000 miles to the northeast; the port of Valparaiso,
Chile, 2600 miles to the east; and Tahiti, 2650 miles 10 the
west.

Government and Population of Easter Island

There is only one village. Hangaroa. on the island. The local
military government is located there. The island has been a
Chilean protectorate under the control of the Chilean Navy
since late in the last century,

The island population consists of some 1100 natives (all
of whom live, by military order. in lhe village of Hangaroa),
about 100 garrisoning Chilean troops and officers, and
some 30 civilians. The civilians are mainly foreigners who
have obtained the right to raise herds of sheep on the scrub
of the island.

Am'uing lit ElISter Iswnd

The main language of the island is Spanish. Some of the
officers and all of the foreign civilians, most of whom are
from the US., speak English.

As natives in the past would sometimes acquire sheep
without permission, they are now confined to the village
and lhe nearby farms. They are not allowed outside their
homes past a 9 p.m. curfew unless they have a pass from
the military government.

EASTER ISLAND

Travel Arrangement

GClling to the island involves going to San Francisco, sailing
to Valparaiso, Chile, and taking the supply ship connecting
Valparaiso with Easter Island_ The journey to Valparaiso
takes 12 days by regular freighter or 24 days by tramp
freighter; the biweekly supply ship to Easter Island takes
slightly less than eight days. The cheapest fare is Sl16.10
per person for the entire trip-one way.

There are alternate methods of getting to Easter Island.
To get there by their own boat the players must either

buy a seaworthy vessel at a cost of between SIO,OOO to
SI5,000, or they may charter a vessel. Chartering will cost
between 5250 to S400 per wCilk or fraction thereof. but
will get them a ship which will carry all of them, plus crew
of three. each of whom will have ShiphandLing and Sailing
scores of 70%. One of the crew will Speak Spanish at 80%,
A normal vessel of this type would be about 60 feet long,
have a steel hull, an auxiliary diesel engine. and sails. Travel
time from San Francisco to Easter Island would be 14+106
days. Such a craft may also be handy in the next scenario.

A zeppelin would have no problem getting to the island,
but an airplane would only have a 30% chance per large city
of finding proper fuel between Mexico City and Valparaiso.
There is no airstrip on the island, so only seaplanes can land
there-exposing them to reefs and waves for the rest of the
adventure,

If the investigators arrive by magical transport they may
have problems explaining to the authorities how they got
there,

Arriving at Easter Island

If the investigators are using nonnal lIansportation and
come to shore at the village of Hangaroa (arriving elsewhere
will gel them arrested as smugglers), they will be met on the
beach by the leader of the university team, Professor Win
throp Methridge, and by a squad of Chilean sailors. TIlese
troops have orders from the governor to bring them to him
as soon as the investigators land. The professor will offer to
accompany them and can fill them in on what has been
happening dUring the past few weeks and can also answer
general questions about the island.

He will give them the following information: the team
arrived on the island th.ree months ago, after gaining permis
sion to conduct digs on the island. The first thing they did
was to survey the island, a large job which took about six
weeks. After that, several digs were started in likely spots,
which included an old funeral monument and an abandon
ed village.

He says, "At two locations we made our most inter-
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esting nnds. At the site of the village, east of the Katiki
volcano. we found a layer of burned material two feet un·
der the surface, evidence of a large nre there several thou·
sand years ago. noteworthy because there is lillie vegetation
on the island, and possibly elinunalmg a forest or brush nre
as a cause.

"The grealer nnd look place al the funeral structures,
about three miles north of Hangaroa. The structures are
each a ramp made of slone. with a platform al the high end
of Ihe ramp holding Ihree of Ihe slrange stone stalues for
which this island is famous. The natives call Ihe structures
Ahu-moai. The particular Ahu·moai we were working on
was in lolal 150 feet long, 130 feet wide, and 20 feet high.
Each of the individual statues of the Ahu-moai was 20 feet
tall.

"Measuring the site, one of our graduate students sturn·
blcd upon a hidden crack, which led to a hollow intcrior.
The interior of the structure is a sort of catacomb, with
aboui 16 mummined bodies standing in niches. The vascs
and statues were discovered here. A week after this discov
ery the disappearances took place."

All artifacts are now held by Captain Manuel Pereira, the
military governor of the island.

That is all the professor can tell the investigators at this
lime. If the investigators arrived at the island by magical
means. then the above scenario will not take place. Instead
they must wander through town trying to nnd someone to
guide them 10 the professor. with a chance that someone
might recognize that they should nOI be on the island and
turn them in to the authorities. If they avoid Ihe town

there is a 30% chance per day that they wiU be spotted by a
patrol, who wi1J always attempt to place them under arrest.
Resistmg arrest on lhe part of the investigators, or causing
the death or injury of one of the soldiers will result in crim·
mal charges, with the investigator in question being shipped
back to Chile for trial.

Captain Manuel Pereira-The Military Governor
The military governor of Easter Island is Captain Manuel
Pereira of the Chilean navy. He is 42 years old and has been
posted on the island for 12 years. He is slightly pompous m
his actions and makes a great show of doing things efficient
ly. A successful Psychology roll will show him to be a little
paranoid and frustrated, for he believes he should have been
promoted to a better post years ago. He is correct in think
ing this.

When the investigators are broughl to him, Captain Pere·
ira will be barely civil to them. He believes having investiga·
tors brought in from another country insults his efficiency
as an officer and his intelligence as a gentleman. If one of
the investigators speaks good Spanish, the captain will be
somewhat mollined.

In any case, While on the island he will insist the inves·
tigators follow six rules:

Rul~ J. While in town, they must abide by the 9 pm. cur·
few.

Rule 2. 0 nreanns are allowed on the Island;all such weap·
ons will be connscated and returned upon departure. Weap.
ons upon a ship may remain there, however.
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Rule 3. All members of the garrison are essential 10 lhe
national duty. No men will be available at any time to ac
company the investigators. In the interest of efficiency. no
member of the garrison will answer questions from the in·
vestig:l tors.

Rule 4. They may hire natives :IS guides or workers, but
Pereira will tell the investigators that he considers the na
tives to be liars and thieves and that they arc extremely un
trustworthy. He will tell the investigators that they will be
held responsible for any sheep stolen by hired natives while
they are outside the village.

Rille 5. Due to the continuing investigations of the disap
pearances by the military authorities, all pertinent informa
tion uncovered must be reported to him. Failure to do so is
a criminal offense.

Rule 6. They must keep the capt:lin informed as to their
whereabouts and plans. They must not attempt to make ar
rests or lake action of such nature, but leave that up to the
authorities.

If the investigators ask about the artifacts found by the uni
versity archaeology team, and can make a successful Debate
or Fast Talk roll, Pereira will allow them to examine the ar·
tifacts. The anifacts are kept in hjs office safe.

The Artifacts

The artifacts are three statues and one day pot. The statues
are identical. Each is about 12 inches high. and depicts an
anthropomorphic figure. There is webbing between the fin-

Illustration of tht WllfcherJ of EaJter Island

gers and toes, while the face and head are vaguely human.
The eyes and mouth of the figures are extremely large and
froglike in shape and the eaTS have extremely long lobes. A
successful Cthulhu Mythos roll here will reveal that the stat
ues arc distorted likenesses of Deep Ones.

The vase is decorated with the picture of a crouching
man facing a crouching figure with the same physical char
acteristics as the statues. Between them is a strange de
sign. This design is recognizable as part of the AIc of VIac
tos, found in the third scenario (Devil's Canyon).

The interior of the pot is covered by a thin. dried nJm of a
resinous substance. A successful Occult or Chemislry roll
identifies the substance as the essence of the Black Lotus
flower, a rare hallucinogen. In this concentrated foml it is
poisonous, with a poison potency of 15. Anyone who tastes
it must make a Luck roll. Success means only a small
amount was ingested, doing 5 points of damage and placing
the investigator in a comatose state for 1012 hours ten
minutes after swallowing the drug. While in the comatose
state, the hallucinations will reveal to the investigator vis·
sions of great cities of the Deep Ones far below the surface
of the sea, without adding to his Cthulhu Mythos.

If the Luck roll does not succeed. then the investigator is
exposed to the full effects of the poison, which takes effect
within 2 minutes. If he lives, he stiU has the hallucinations.

The resin can be heated until it becomes soft and sticky,
when it can be used 10 coat daggers. The resin will not evap
orate and can so penetrate a wound only once before it
must be reapplied. There is enough resin in the pot to coat
four blades.
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TIlere is a three foot wooden fence all the way around
the village area. Natives are not allowed beyond it after the
9 p.m. curfew without a pass.

Professor Methridge and the Archaeological Team
Only the professor and three other members of the onginal
team are left. All are staying With the families of the miss·
ing sheep ranchers. All are citizens of the US. Anyone of
them can tell the investigators that the disappearances took
place about a month ago. All those who are missing were
camping in tJle hills on the night in question. They vanished
without a clue. Searchers found their tents and cold fires in
the camp set up by the six ullivefSlty learn memhcrs who
were at the Ahu-moai site. The natives who disappeared
were working as bearers with them. The sheep ranchers
were tending their nocks: the sailors had been returning
from invesligaling a sheep kill.

At the camp sile the tents had been knocked down and
there was a strange odor on them. There were signs of a
struggle. but no tracks led away, although one of the offi
cers conjectured that the kidnappers might have brushed
away any sign of footprints. Since then both sailors and
sheep ranchers have reported seeing strange lights on the
slope of Rano Raraku.

If the investigators express an interest in the Islanders,
Methridge will direct them to Father Jorge Haedo. the is
land's Catholic priest, who has lived on the island for many
years and knows much about the natives and their society.

The Priest
Father Jorge Haedo has been Ihe Catholic priest for Easter
Island for 20 years. He lives alone in a small house next to
llle church.

He is SO years old. is obese, and is a devout man. He has
two hobbies. One is food-Father Haedo is somewhat of an
epicure. He will invite the investigators to a magnificent
dinner at his home once he hears of their arrival.

His other hobby is anthropology, especially South Sea is
land cultures. He both speaks and reads all major Pacific

Village of Hangaroa-Government Section
This section of the village houses some 200 Chileans and
foreigners, and their families. Most buildings belong to the
government-they are barracks for the garrison, admmistra·
tion offices, and so on. The remainder house families of lhe
officers and the civilian sheep ranchers.

Many of the ranchers are remaining within the village
area until the mystery is solved, but there are five who con
duct their business as usual. TIle5C ranchers arc normally
out of town, each carrying a .22 pistol and 12 rounds,
caring for their nocks. Each of these five ranchers has a
10% chance per day of not coming back, due to capture by
Deep Ones. A group of investigators in the hills of the is·
land have a 20% chance per day of meeting one of these
men guarding his nock.

Any sheep rancher can teU the investigators about
strange lights seen on the slopes of Rano Raraku volcano
during the last two weeks, twice a week, and always around
midnight. If the investigators contact any of the ranchers In

the hills, they willtelJ the investigators that when lhe lights
flashed on the hillsides, they could see figures standing
around the stones and could hear a group chanting. If the
investigators can make a successful Oratory roll the ranch
ers will try to repeat what they heard, which went "Ehya·
yaya N'gaiaiai vultgn mingualf Cthulhu pharmgmn." TIle
ranchers fear the volcano and will not go near it.

Besides the living quarters there are three large ware·
houses in the government sector on the east side of town.
There is also a small church and a government-run general
store, which has a 60% chance of having any common item
an investigator looks for, with the exception of firearms.
explosives. and ammunition.

Five sailors stand watch in the government section day
and night. All the sailors of the garrison are armed with
bolt-action 30·06 riOes and bayonets. Officers carry .38
caliber revolvers.

Village of Hangaroa-Native Section
About 1100 Easter Islanders live here 1Il small huts, each
with a vegetable garden in front. On lhe east side of the na·
tive section is a large farm area where these quiet people
grow lheir staple-sweet potatoes. Part of the village fronls
on the beach and the villagers have small fishing boalS-an
other important source of food.

These people live in near-poveny, with little proper cloth·
ing, though many nauves wear c10thlOg cast-off by the
government section. If the investigators hire some natives as
bearers or guides, they will flfld them jovial, kind, and help·
ful, unlike the Chilean description of them. If any of the in
vestigators talk to them about what is happening on the is
land or about Mythos things or ideas, they will become si·
lent and mumble something about Hanau-Eepe. If an inves
tigator bUllonholes an Easter Islander and can successfully
make a Debate or Oratory roll, he will explain that the Han·
au-Eepe were evil men who lived on the island lllany years
ago. There have nOI been any of these people for hundreds
of years, but the natives think that somehow they have
something to do with the disappearances.

The investigators will have no trouble hiring as many as
six islanders but the Chileans will not allow hiring more.
The islanders do not desire money for payment. but wjlJ reo
quest food, clothing, shoes and similar goods.

Hangaroa Village

•NORTH
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languages at 70%. His home is ftlled with books on these
subjects and a successful Library Use roll will allow investi
gators to find any information they are looking for on
Easter Island native culture.

If the investigators bring up the topic of the natives of
Easter 1s13nd. F31her Hacdo will give them the following in
formation if the investigators ask for it:

Information I. TIle islanders. until the coming of Ihe
Church. worshipped Make-Make, a pagan god of crealion.

Information 2. TIley also had a different cult which died
out many years ago. It involved some form of bird man,
carvings of which can be seen on rocks all over the island. It
was called the Tangata·Manu.lhe Cull of the Birdman.

Information 3. When the Tangata·Manu wished 10 elect a
ncw priest, they would have all the aspirants linc up on the
Cliff of the Birdman at the base of Rano KOla, dive into the
water at a signal and swim for the small island of Motu.Nui,
which had religious significance 10 them. The first man 10
reach the island became Ihe new pries!.

Infurmatiun 4. According to the islanders they were not thc
first people on the island, but were preceded by a people
they call the "Long Ears," the people who raised the stat·
ues covering the island.

Informatio" 5. The statues arc called "moaL" They arc sup
p05Cd to have inllerenl magical power. which is how the na
tives explain the fact that some of the statues on the island
arc worn away by the effects of the weather, while others
remain almOSI untouched. TIle most perfect statues are
those on the slopes of Rano Raraku.

Informatiol1 6. The present islanders say their fathers killed
all the Long Ears in a great battle many years ago because
of an evil done against them, but their history docs lIot say
what the evil was.

Father l'laedo is a practical man. He studies legends and his
tories because he wishes to understand the people betler.
He is not superstitious and if the investigators bring up
Cthulhu Mythos information he will listen with great inter
est. bUI will not believe it until he sees it. He will nol help
Ihe investigators explore the island.

If the investigators do bring up legends or stories con
cerning magic or the Cthulhu Mythos, Father Haedo will
cOlllment on the general superstitiousness of mankind, giv.
ing as an example the staternell1 Ihat several sailors reported
seeing strange tlying things around both Rano Raraku and
Rano Kao. He will dismiss what they saw by explaining that
all it really could have been was a low. fast moving cloud
combined with active imaginations of illiterate men. He is
confident that there is a logical. though possibly criminal.
reason for the disappearance of the people.

Garrisoned Soldiers

AI this point the investigators may wish to talk to one or
more of the Chilean sailors to gather more information. All
the sailors have an education of 206 and speak only Span
ish.

If the investigators approach a group of soldiers and ask
questions, they will get no answers and will be reported to
Pereira: each member of the group is afraid the others will
report him.
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If they can find a man alone, while on guard dUly or
otherwise alone and make a Debale roll, they will be told of
several creatures seen tlying across the night skies of the is
land especially around Rano Raraku and Rano Kao.

These things. whkh none have seen clearly, were always
spotted by a squad on night patrol. The sightings started
shortly before the disappearances took place.

The objects vary in size. Some are man-sized, others the
size of a horse and cart. All had wings. Many of the troops
have seen these things but have not reported thclIl for fear
of being laughed at by Pereira. Father Haedo has heard of
them from Ihe confessions of the troops. All the sailors be
lieve that thcse creatures are scndings of the Devil and want
nothing to do with them.

TIle sailors will also mention strangc glowing lights on
the slopes of Rano Raraku. They believe this to be the cen·
ter of Satan's workings on the island. No sailor has evcr
gone neat the lights, but will know they occur every three
nights about midnight.

Native Singsong

TI1C following information can be given to the investigators
by anyone if they arc in lown al night and make a Listen
roll. or if they inquire as to what the natives do at night or
what sari of entertainment is to be had.

Every nighl the Easter Islanders hold a singsong some·
where in their part of Hangaroa, which is supposed to be
vcry plcasant to hear The Father will recommend il if the
investigators wish to lcarn about the natives.

It always starts shortly before dark falls, and continues
until about 10 p.m. Many songs arc sung but, if any listen
ing invesligators can make a Listening roll and an Idea roll,
they will notice that the natives break off whichever song
they were singing and break into a new, very rhythmical
song just as the sky in the west becomes totally dark and all
the stars become visible. A successful Mythos or Occult roU
will lell the investigators that the song is some form of in
cantation. but Ihat its exact purpose cannot be defined.

If they ask any of the natives what the song is, they will
be told that it is customary that the song be sung just as aU
the stars come out, and has becn so done for hundreds of
years.

At the singsong, an old and revered man is presently
leading the songs. If the investigators impress him by
making an Oratory roll, and ask about disappearances on
the island. he will say he knows that a great evil is loose,
but thai he docs not know what it is. The other islanders
will also thcn befriend the investigators. They will tell them
that the last priest of the Birdman still lives and that he
dwells in a secret cave in the side of Rano Kao. If he wishes
he could help the investigators. TIle islanders will provide a
guide they may hire to take them to the Tangala-Manu (the
priest).

The Tangata-Manu

The cave of Ihe Tangata-Manu is high up the side of Rano
Kao. The cave is difficult to find and a guide will always be
needed. It is above the cliff of the Birdmen. Investigators
must make a Climb roll and a Jump roU to reach the cave.
If either is failed, the investigator must make a Luck roll or
take 306 points of damage from falling.
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Information 7. The moai are somehow alive, but thiS is not
really understood.

Informa'ion 8. TIle first Tangata-Manu prayed to the old
gods of the sky for aid and was answered by the god Noa.

Informa,'-o" 9. With the knowledge given to him and the
Crystal of Noa we destroyed the lianau·Eepe in a great war
and burned their bodies. (This corresponds 10 the area of
burned matter found by lhe archaeologists.)

He may then offer to let them use the Gifts of Noa to des
troy the evil.

He has three magiC items. The IIrst is a mask (the mask
of Moo) carved of wood which, when worn, allows the
wearer to breath Wlderwater. This costs a point of POW
each five minutes and I D6 points of SA when first used.

The second gift is a set of directions to the Crystal of
Noa. and an explanation of its use. The crystal is the size of
a man's hand and glows softly. When the words "Noa Noa
nan' ftaghn" are spoken while held. it emits a bright nash
and a thin beam of light doing I 03 poUltS of damage each
melee round to whoever it is aimed al.1t has a range of 100
yards and never misses. Each IInng of Ihe crystal costs the
user I pomt of POW. The crystal was put in a very safe
place after the defeat of the Hanau·Ecpe. The mask which
allows breathing underwater was used to dig a tunnel under
the Island of Motu-Nui. and there the crystal was placed. The
priest also has a magiC spear, bUI will not lend it unless the
investlgalors purchase enough clothing and footgear to
clothe and shoe all the natives in Hangaroa.

The magic spear is the Spear of Noa. which automatical·
ly hits for 1DJ 0 damage when thrown. It cannot be dodged.
The spear may be thrust. but a normal roll to hit must be
made - the spear automatically hus only when thrown.
This counts as a magic weapon agalllsi vanous monsters.

The Tangata·Manu will teU the investigators Ihat there i~

an entrance 10 the place of the evil god in the side of Rano
Raraku. To find it they must go to the "place of star watch·
ing" a circle of low stones. There they must find the mark
of the frog on one stone and siglll frorn il across the key
stone. Then lhey will sec the entrance to the place of evil.

To find the cave of the crystal, they must go to the Cliff
of the Birdmen and look for the sacred island. Fifty feet be·
low the surface is the cave. It was to Ihis oUlcropping of
rock the aspirants to priesthood would swim when choosing
a new priest.

At the mouth of the cave they will be mct by a very old
man. looking at least 90 (actually he is 175), who will speak
to them in English. He is 4' 10" tall and has no tccth. lie
wears a feather loincloth and cape.

He will tcU them he is the Tangata·Manu, the priest of
the BIrdmen. If they ask where he learned English he will
reply that he has learned all the languages of the world
from the bIrds of the air. who fly everywhere. l-Ie can speak
any common. living language at 60%.

The nallve guide will cxplain how the investigators know
of the cave and why they are on the island. The priest will
invite them into his cave. Before he lights a torch they will
hear scummg noises. The walls arc covered with many
strange signs. They may recognize many Elder Signs mixed
into the pallcrns.

The priest will ask what the investigators are doing 011

the island. If they give him the truth (he will know if they
3re not) and make a succcssful Oratory. he will give them
the following information:

Informalion I. The present n:Hives were not the first people
on Easter Island.

In[onnalion 1. The Hanau-Eepe. the Long Ears were here
first.

In[ormalion J. They, according to the legends, changed
from IIsh to lIIen in ten generations. 111ey were not like us.

I"/ormalio,, 4. They built the moai and the place of "star
watching" which is on this mountain.

In[ormalio" 5. They told the first of our people who carne
to the island that the island was sacred to their priest. who
lives below the water.

I,,[ormation 6. When our people first came they welcomed
us. but then they kiUed some of us most horribly. as food
for the moai.

(
eM' 0' th, Bird-m,,,

TANGATA-MANU

STR 8 CON 15
DEX 10 CHA 17

SIZ 5
SAN 52

INT 15
EOU 3

POW 15
HP 10

...
NORTH

Skills: Speak With Birds 80%.

Spells: Call Bird. Command Bird. Enchant Spear

GIANT EAGLE

STR 26 CON 11 SIZ 16 POW 15 DEX lB
Move 3120 HP 14

Skills: Claw 50% (306 <1arnqJ. Beak 75" (1010+206 damage) 
the eagle mIIy altack three 1IrTW$ 'ach melee round. twice With claws
and ona: with its beak If;t is ltttaeking by swooping down from a
height, it may not bite. but the claws will do double damage if Ihey
hit Ihe target. The eagle is able to carry a human with a SIZ of 11
or less lor short distances.
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The cave of the Tangata-Manu is a straight tunnel, with
only a sleeping pallet and the described items. There is al
ways a giant eagle acting as guard for the priest. It was this
creature which Illade t.he scuffling noise as they entered. It
will defend thc priest to the death. The priest has three
spells and a skill which he will teach if one of the investiga
tors decides to follow him and become a priest of the cult.

Orongo - The Place of Star Watching

This is simply a collection of stones and holes dug into the
side of Rano Kao. A Spot Hidden will allow investigators to
find the entrance to the evil cave, as long as they have al·
ready met the Tangata·Manu and have been told about it. If
they are simply exploring. finding the entrance will require
a successful Luck. Archacology, and Spot Hidden roll. all
by the same investigator.

Motu-Nui - The Isle of the Crystal

If an investigator has donned the mask, or has diving equip·
ment. and is looking for the entrance to the underwater
cave, a Luck roll and a Spot I-lidden roll, both of which
must be successful, will allow the cave to be found. Each at
tempt to find the entrance takes 15 minutes. The cntrance
to the cave is always guarded by I D3 Deep Ones, who will
not enter the cave. An investigator with a Swim skill of 80%
or more may swim down to find the cave entrance withollt
artificial or magical aids.

Inside the tunnel is a softly glowing crystal about the
size of a man's hand lying in the sand in the center of an EI
der Sign. Anyone who removcs the crystal from its resting
place will take ID6 points of magical damage, as if electro·
euted. 11,1S will only happen once-to whomever removes
the stone from the sign. The stone can be stored again in
the center or any Elder Sign, and no creature, henchman. or
sorcerer of the Great Old Ones can disturb it until a human
of decent intent moves it first and takes ID6 magical dam
age. The crystal's other powers have been described earlier.

Map vi tho! volcanQ RanQ Raraku.

Rano Raraku

On the slopes of Rano Raraku arc 53 moai, the original
statues built by the Deep Ones to serve as watchers for the
rising of R'lyeh.

The st:ltues stand about 300 feet up the side or the
mountain. TIley variously face parts of the entire oceall,
though none face towards North or South America.

Four hundred reet up on the southeast side of the moun·
tain is a hidden entrance leading to the buried monolith.
Jutting clifrs and boulders conceal the entrance so that it
cannot be seen from above or below. Discovering the en
trance accidentally requires the investigators to be at the re
quired height, including needed Climb rolls to get there, a
Luck roll. and a halved Spot Hidden roll. Only two at·
tempts to find the entrance may be made per day. If the
characters have seen the entrance rrom the place or Star
Watching, only an Idea roll is needed to find it. There is a
40% chance or encountering a party or five Deep Ones
patrolling the mountain at nigllt.

The cave mouth is 15 reet across: its Hps arc carved with
images of human skulls interspaced with monstrous things
tentacles hanging rrom their faces. A Mythos roll identifies
them as related to Cthulhu or his Spawn. A dank, rancid
smell comes from the dark interior.

When the investigators pass the carvings, a Dimensional
Sham bier will be summoned to attack. The Shambier will
appear at the Widening or the passage indicated on the dia
gram to the left. He will not leave this area, though he will
maneuver all about the cave. When Ihrec-quarters of his
hit-points are gone he will allempt to grab one of the
characters and return to his rightful dimension. If guns are
fired those in the sanctuary or the monolith (below) will
hear and either prepare themselves for an allack or they
will come up to investigate.

n,e cave or the Sharnbler battle opens onto a chasm
about 60 feet across. The smell of decayed flesh wafts up
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Sanctuary of the Monolith
The wmdmg Irail leads to another cave al the bollom of the
chasm; through a small. 20' passage; and into a larger.
natural cavern 80' across and 20' high. In the cenler is a car·
'len stone monolith, covered with blasphemous carvings, the
Sight of which automatically costs I point of SAN. Set on
top of the monolith is a small statue of Cthulhu. as anyone
with a Mythos knowledge of 5~ or more can tell. Thougb
the statue is made of the green stone of Mnar. there are ten·
driles of sickenmg grey smoke eminating from the monolith
itstlf. The Wloke drifts up to Ihe ceiling of the cavern.
which cannot be seen due to the smoke. The horrible
stench may be coming from the smoke.

Before the monolith is;I natural stone podium or altar.
Upon this is a large 2'x I 'x3" book. bound in black mate·
rial.

This is a copy of the R'lyeh Text which has been trans
lated into English. II has lost nothing in the translation.

It belongs to the Crawling One. who uses this sanctuary
as a larr when not sacrificing or with the Deep Ones. If the
characters touch the book or the monolith, or if a Deep
One Or the Crawling One orders it to, the monolith will at
tack.

If the Monolith attacks, the grey smoke coming from the
statue will separate into 108 strands, each almost like;l ten·
tacle. At lhe same time a qUiet chanting will start, "Eyahya
hayhaaahaaahaaa nguluiiiii yagagaga Cthulhu naOtagbn:'
and slowly mcrease in volume until in five melee rounds It
will be loud enough to deliver I point of damage per round
by its intensity. TIlis damage is done to all within the cham
ber. except the Crawling One.

Each tentacle of smoke has a STR of 5 and will attempt
to throw rocks. hit, trip. and otherwise slow investigators.
Each tentade has a 30",* chance 10 hit. If it hits, it will wrap
around the target and try to lift him into the air. by match
mg its STR vs. his SIZ 011 the resistance table. If it fails 10
lift him, il will hang on until other tentacles also hit him
and then they will combine their STR to try to lift him.
This will continue until they succeed. when they will lift
him to the cavern TOofand smash him against the noor.do
ing 206 damage. TIle tentacles will keep this up, smashing
their target on every second round. until he is dead or until
the monolith is destroyed.

Once a tentacle has grasped an investigator. he cannot
break free except by forcing his way to the room's entrance
and leaving. In order to leave, he must match his STR 'Is.
the STR of the tentacles. An investigator who has been lift·
ed by the tentacles cannol break loose.

In addition. each tentacle or smoke has the power to
drain blood Ihrough the skin of the victim, draining I point
of STR per tentacle per melee round. The investigators will
see red streaks suddenly shoot up the grey smoke lentacles.
The monolith can continue these attacks indefinitely.

Seeing the monolith feeding on blood costs ID4 SAN if
a SAN roll is not made. Seeing the tentacles attack costs
206 points of SA.'''' if a SAN roll is failed. and I point if the
SAN roU is made.

The monolith can be destroyed or prevented from work·
mg in a number of ways_ If the statue is destroyed. the
monolith win ceast action The statue can only take 30

lutuel found htf(e

T

from the bowls of the volcano. Around the interior of Ihe
chasm the trail spnals downward, cut from the lava of the
island. It varies from one to three feet wide with no hand
holds and requires five consecutive Climbing rolls to reach
bollom. The chasm is 100 feet deep. Every:!O feel there is
a 20c'; chance that the lava will crumble under the weight of
a character. A luck roll is then needed to keep from falling.
Falling characters will receive ID6 points of damage for
every 10 feellhat they fell.

At the boUom of the chasm is a second gallery. with an
opening leading to lhe nOrlh. At this point, a faint light can
be seen coming from the opening, which leads into a tun
nel. The stench has now increased enough Ihat humans will
be nausea led and musl subtract 6 from their DEX until
they get fresh air. If a character's OEX is reduced to zero or
less, he faints until carried from the caves.

Secret of the Ahu-moai

Diagram of the Ahu·moai
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Caverns of the Deep Ones
These are the tunnels which the Deep Ones built when they
dwelt in force on the island. lava rock decays fairly rapid
ly, so most of these tunnels have collapsed. There is only
one entrance: in the side of Rano Roi. and one exit; 10 the
ocean. There are some side tunnels still open and it is in one
of these that the [kep Ones hold their human captives.

There are 15 [kep Ones in the tunnel complex. Five stay
with the humans at all times. Every night, the remaining ten
break up into twO groups, one of which guards RallO Rara·
ku while the other searches the hills for animal or human
prey. There is a 10% chance they will come upon a lone
shepherd or soldier. or any investigators who happen to be
out.

The tunnel system's entrance can only be found by track
ing the Deep Ones back 10 their lair. The Deep Ones have
a 30':1 chance to realize that they are being followed and
consequently set ling an ambush. A character following the
Deep Ones must make a Track roll.

Every third night. one of the captives is sacrificed. He
is brought by ten of the Deep Ones to the line of moai on

DEEP ONES Dt!en One number

, 2 3 4

STR " '3 19 20
CON 7 9 • 11
SIZ ,.

" 21 ,.
INT 11 15 • 7
POW • 11 '0 •OEX • '0 9 11

HIt Points '3 '3 15 "Claw AttaCk """ 55_ """ 25<
0_... 20. 20. 20. 20.

S • 7 8 9 '0 II 12 13

STR ,. 15 20 11 9 '4 16 " 15
CON 12 9 9 9 11 • '3 '4 '3
SIZ 21 '4 12 12 19 11 15 ,. 12
INT 7 12 11 11 12 '0 11 '0 •
POW 11 7 12 11 16 • • 10 '3
DEX '0 • • '0 12 '3 '0 '0 •
Hit Points 17 12 '0 11 15 '0 '4

,. '3
CI....,AtlKk """ 25< 400 35< 4'. 25. """ 55. 35_
0...- 206 206 206 '06 206 20. 206 20. 206
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pomts of damage from a magical weapon before shattering.
1\.on-magical weapons will not affect it and bullets will sim
pi)' bounce ofT. Explosives in sufficient quantity would
damage the monolith, but not the all-important statue. ntis
,,"'ould also cause the roof to cave in, and all investigators
must make Dodge rolls or take 2010 pomts of damage
from falling rocks. There is a 40'% chance that an explosion
Will seal the exit. trapping the investigators.

No weapons can harm the smoke tentacles.
If an Investigator carves an Elder sign into the monolith

II will effectively seal it off from Cthulhu and all attacks
will cease.

There is one way in which the monolith and statue can
be completely destroyed. The Crystal of Noa must be
smashed against the side of the monolith. If it is thrown. a
Throw roll must be made by an investigator with a STR of
16 or more. If the crystal is smashed against the monolith
by hand. it will automatically break, but the investigator
domg the smashing will take 306 points of damage from
Ihe shock.

When the crystal is broken a blinding light will engulf
the monolith. Anyone watching who does not make a Luck
roll will go blind for 106 days. In addition, the chanting
will rise to a violent shriek for I melee round, causing
everyone in the room to lake 1D2 points of damage. TIlen
bOlh light and noise will die away, and only a blackened
pile of molten rock will remain. All the mooi on the slopes
of Rano Raraku will crumble.

The Ahu-moai
There are several Ahu-moal scattered over the island. They
were used as burial chambers for priests of the Old Ones af·
ter the majority of the [kep Ones left. A successful Archae
ology or Chemistry roll will teU the investigators that the
bodies are at least a thousand years old. If the bodies are
examined closely they will be seen to exhibit the taint of
the Deep Ones. This can be detecled by either a Cthulhu
Mythos roll or an Anthropology roll. If this is known. 1D3
pointS of SAN will be lost unless a SAN roll is made.
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Rano Raraku. Five Deep Ones stay in the tunnels to guard
the rest of the prisoners.

If attacked. the Deep Ones will defend themselves. but if
lhey lose more than a third of their group. they will nee to
the sea.

The Deep Ones each have 3 $lngle point of skin armor
and cost 106 points of SAN to behold unless the viewer
makes a SAN roll. They may attack twice per round. using
each of their claws against their target.

All these Deep Ones know the spells of Enchant Moai.
Contact Spawn of Cthulhu, and Contact Cthulh

If the Crawling One is still alive and the Deep Ones are
driven from the island. they will summon a Spawn of
Cthulhu. who will allempt 10 kill all the investigators, even
leveling the village of Hangaroa if necessary. If the investi·
gators manage to kill all the Deep Ones, but not the Crawl
ing One, a Spawn of Cthulhu will be summoned by other
Deep Ones in a month's time. If the Crawling One is de·
stroyed, the Deep Ones will not bother wilh summoning
the Spawn.

one of the Deep Onc's prisoners :lre sane. All have un·
dergone a terrible shock. If a player-character successfully
Psychoanalyzes a prisoner, he will tell of how they were at·
tacked by the fish·frogs and also by a hooded thing on the
back of a great winged horror. If the prisoner is asked for
more detail on the hooded rider. all he does is repeal.
..... the worms! The Worms! TliE WORMS!!" and then
lapse into catatonia,

"The netllennost caverns (J1'f! not for the fathoming of
eyes that $lf!e: for their nu1111cls (J1'f! strange and terrific.
Cursed the gTOwld where deoti thoughts lille new aJld oddly
bodied, and evil the mind that u held by no heoo. Wisely
did Ibn Schacabao say, that happy is the tomb where no
wizaTTi hath lain, and happy the town at night whose wiz
ards (J1'f! all asiles. For it u of old mmour Ihat the soul of
the devil-bought hastes not from llis dlamal clay, but fats
and instructs the very worm thai gnaws; rill out ofcorruTJ
rion hom'd life springs, and tire dull scave/lgers ofearth wax
crafty to vex it and swell monstrous to plague it. Grear
holes secretly are digged wlrere earth S pores ought to sllf
fice, and things have leamt to walk tlrat ought to crawl. ..

- from The Festival
by H. P. Lovecraft

This quote is available to anyone possessing a copy of
the Necronomicon, and successfully studying it. This in·
volves rolling his edition's knowledge bonus x 5 or less on
DlOO. For example. John Dee's English version adds
+16% to Mythos knowledge, so it would give a 16x5 = 8()l,t
chance for the reader to chance upon this passage.

The Crawling One is composed of thousands of worms
and maggots. Each worm is indiVidually alive and constant
ly moves. thOUgll they generally hold the shape of a human
body. Due to the sofl and resilienl qualilY of the thing's
body. normal weapons do minimum damage. Bullets will
only do a single poinl of damage upon hining the Crawling
One. except for shotgun pellets. which will do minimum
damage for the type of gun firing. Fire and magic, including
magic weapons. do full damage.

Crawling Ones cannot speak. but can write messages. It
is unnecessary for them to use words in performing spells or
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when communicating with their monstrous wards and gods.
If a Crawling One is seen close up. the viewer Will lose

2DIO points of SAN unless he makes his SAN roll. and 103
points of SAN even if he makes it.

This particular Crawling One is a servant of Cthulhu. and
is one of the Lords of the Silver Twilight. He came to the is
land on his mount. a shantak, and contacted the Deep Ones
a little over a month ago. He arranged to have thc Deep
Ones now living in the tunnels below Rano Roi to aid him
and to help capture the humans.

He helped to capture the humans on the back of his
shantak. The mighty wings of the beast beat out any trail
that rescuers might have followed.

Since three weeks before the investigators arrived on the
island, the Crawling One has been following the ritual of
sacrifice for restoring Power to the meai. Every third mglll
at midnight, he has the Deep Ones bring one of the cap
tives before some of the moai of Rano Raraku. The ritual
chant is performed by the Deep Ones present. and takes
ten minutes, after which a dagger is plunged into the vic
tim. All the victim's Power flows IOta the dagger, which
then begins to glow, as if white·hot.

The Crawling One then points the dagger at three statues
in turn. and a lightning-like boh of power arcs from the
dagger point to each moai. The Power divides equally a
mong the three statues. This is Ihe flashing light which the
soldiers and shepherds have seen over the last few weeks.

If anyone is watching the ritual and observes the statue
closely at this time. they will see the statue twitch, and liS
eyes open. The statue's eyes look just as if alive. wet, and
glistening. After the first pulse of energy. the statue will
settle back inlo immobility in a minute or so. Anyone .see
ing the statue's eyes or seeing them move will lose ID6
points of SAN unless a successful SAN roll is made. and I
point even If the roll succeeds.

Different statues are charged by the ritual each lime. so
the area of sacrifice also changes. After the sacrifice. the
Deep Ones take the body back to the tunnels and consume
it, leaving fragments for the Crawling One.

Between sacrifices, the Crawling One remains either in
the sanctuary of the Monolith, or nies the shantak to Rano
Kao. where he uses Orongo. the place of star watching. to
determine how close R'lyeh is to risillg.

The Crawling One usually IS at the place of star walchlllg
from midnight to 2 a.m., except on the nighls of sacrifice.
when he is away from the sanctuary all night. The Crawling
One cannot sleep.

CRAWLING ONe

STR 6 CON'" SIZ 10 tNT 14 POW 20
DEX8 HP12

SPELLS: CQrllllct Deep One. Contact Clhulhu. COntact Spawn of
Cthulhu. Summon/BlI'ld D,mensional ShambleI', Dread Curse 01
Azathoth. VOQris.h Sign. enchant Moai.

WEAPONS,
Pitch 8O'llo

Pitch:The Crawling One always carries a small leather
bag with it. This bag contains its main weapon. II

supply of black. tarry pitch, which the Crawling One
can throw up to 12 yards. If the pitch hits a target,
it will adhere and begin to pulse and swell. sucking
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out the mind of the victim. Each round that the pitch
remains attached, it will drain 106 points of INT
from its target. The pitch may not be removed by any
normal means, but will continue to drain INT for
three rounds, when it will harden and drop off, hav
ing drained 306 points of INT. If the victim's INT is
reduced to tess than 0, he will die. If his INT is exact
ly 0 he will survive as a vegetable. An INT of 1 to 4
indicates various degrees of mental retardation. There
is no earthly method to reverse the effects of this aw·
ful stuff. The pitch will only work on humans. If Ihe
investigators manage to slay the Crawling One and get
his bag, they may want to try to use the pitch. Be
cause it is such a ghastly weapon, using the pitch will
cost 103 points of SAN for the investigator doing so.
If the pitch is touched with bare or gloved hands, it
will adhere and drain the INT of the toucher. It may
only be safely thrown by a non-human or by using a
metal scoop or some similar implement. There is
enough stuff in the pouch for ten throws, but this
is reduced by the number of throws that the Crawling
One made before being destroyed.

Spelling o/.<t the Situation

THE CAPTIVES

Whcn thc scenario opcns thcrc arc slillninc humans alive in
thc tunnels at Rano Roi. One will bc sacrificed the night
thc investigators arrive and another will be sacrificed every
third night thereafter. The investigators have until the last
sacrifice is made to stop the Deep Ones and the Crawling
Onc, giving thcm 25 days.

If the players f3il to stop the m03! from being ch3rged,
they can still prevent effective use of the moai by destroy·
ing the monolith. If:l Spawn of Clhulhu attacks the town.
the military governor will allow players full use of all sup
plies 3nd :wlnlUnition.

When all the moai are charged, they become indestruc
tible. and when R'lyeh rises. the Messenger of the Old Ones
will be called to the island. This will give the players dif·
ficulties in the last scenario.

For each captive of the Deep Ones that the investigators
manage to rescue, each member of the rescuing party will
gain ID3 points of Sanity. If the monolith is destroyed.
another 108 points of Sanity will be gained.

7.
The Rise
of R'lyeh

The stunning climax of the adventure, where the Investigators pit their
feeble resources against the combined might of the Lords of the

Silver Twilight and the monsters of the Mythos.

INTRODUCTION

Keeper Information
By this time. the players should be aware that the ultimate
goal of the sinister Lords of the Silvcr Twilighl is to raise
the corpse-city of R'lyeh - "Earth's supreme horror." The
investigators have just finished operations on Easter Island.
They know that the Lords have made many preparations
and that the day of horror IS at h3nd. To help the inves
tig3torS understand the necessity for the next step m the
campaign. the keeper may need to give them some more
information, This is included below.

Spelling Out the Situation
The investigators should still be on Easter Island. If by
some mischance they are elscwhere, adjust the following
information to fit wherever they arc. For example, a Chi
lean navy commander plays a role in the following infor
mation - if the players have their invcstigators located in

San Franciso, all American navy officer would be indi
catcd instead.

The investigators havc (probably) found out the sccret
of the watchers. and they have almost ccrtainly done away
with the monstrous Crawling One. More importantly, the
information that they havc received indicates that Carl
Stanford and his cronies are involved in a scheme which
will soon come to fruition. The Crawling One was scnt to
Eastcr Island to prepare the Watchers; the covcn in Scot
land desperately tried 10 gain the R'lyeh Disk: in Maine, the
Silver Twilight recently and persistently tried to kill all the
investigators. Some monstrous goal is being attemptcd, and
the coordination is world-wide.

While the investigators prepare their next step (whatever
they imagllle it to be). some rather appalling ncws comes in
by way of the Chilean navy. Seismographs have indicated a
great deal of underwater activity south of Easter Island,
The commander of the Chilean navy feels that it would be
inappropriate for naval vessels to go and investigate the
mailer just now. for tensions are running high with Chile's
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neighbors (es~cially Bolivia), and the High Command
wishes to keep all ships close at hand However. he rel:og
nizes the potential impottance of the seaquakes repotted by
the geologists. and wants somebody to IOlIcstigate it. Some
of the professors from the university at S:lOhago s~l,;ulate

that the aCllvlty heralds thc rising of a new island. and the
officer naturally wants Chue's territorial rights to be as·
serted Oller any new land. whether or not it is ripe for
colonization.

The investigators will need to have the R'lyeh Disk, lhe
Arc of Vlactos. and the spell information contained in the
preceding episodes. While poring oller this stuff. they may
each aHempt a CthuUIU Mythos roll. If any succeed, then
they will be able 10 figure out a potential use for their
materials. If all of them fau. then the keeper will need to
give the information to dIem some other way A comement
source for lIlis informal ion would be a short interim $(;ell
ario. in which the investigators' reward is a letter from Carl
Stanford to one of his cronies, relalmg the same use for the
Cthulhoid malerials.

THE PROBLEM
However the inllestigators find theIr information, they will
learn or deduce that together, the R'lyeh Disk. the Arc of
V1actos. and the spell information give the necessary data
to raise R'lyeh. the city of Great Cthulhu, once agalli.
Sensible players will guess that the powerful Silver Twilighl
also has such information, and that the island reported to
be rising may well be the dread land of R1yeh itself, sum·
moned into activity by the Lords of the Silver Twilight.

Careful examination of the materials and of the spell
description relleals that the lime may not be nght for
Cthulhu's return. If the players ~ruse their magical books,
they will discover that CthuUIU may only return when the
stars are right. The stars actually are not quite right yet.
though they are dose, Usc of lIle magic power contained In

the R1yeh Disk. the mfomlation In the Arc of Vlactos. and
the spell's description would allow the raise of R']yeh a few
years before the due date. Without the R'lyeh Disk, the
Lords of the Silver TwUight will be forced to muster every
resource to raise R'lyeh before the propitious hour. Natur·
ally. this will not deter them.

If the players have any magic books at all. a succeuful
0100 roll of S limes or less of the book'sCthulhu Mythos
knowledge bonus will confirm for the investigators all of
the abo\'e information, as well as determming the fact that
Cthulhu's personal tomb will be difficult to open. and this
process may requIre more than a day to complete. TIle
tomb would n:uurally be eas)" to o~n on the planned day
for Cthulhu's release (which. strangely enough. does not
seem to be found anywhere in the investigators' notes _
it is sti.ll at least a year or two in the future), but a potent
spell and concerted effort will be necessary for succeu 1Il

such a premature effort. Of course, once Cthulhu is out and
ravening once again, he will not care that he has been freed
a few years ahead of the optimum time, and he will im·
mediately subjugate and destroy all human civilil.ation.

A Solution

There is sllll some hope. Opening Cthulhu's tomb ahead of
the appointed astronomical time requires a spell related to
the spell for lalSlng the me from the sea bottom. In fact. It

rm. RISE Of' R'LYEJI

IS similar enough that using it nllght interfere with the tomb
opening. If performed right. this interference would reverse
the island's rise. and cause It to smk again. The investigators
must land upon R1yeh itself, and then throw the reverse of
the last part of the Raise·R"lyeh spell while the CUltISts arc
still chanung their own spell to open Cthulhu's tomb. The
two spells WIll magically combme, and their combmed
energies will cause the isle to slllk once again. To be effec·
tive. the reversed spell must be cast from !.he top of the
'Blue Monolith: whatever that is.

The J1\vesllgators arc now faced with a choice. They can
ignore their destiny and refuse to seek out the halls of
Cthulhu. or they can forge ahead and try to sink the Isle of
R'lyeh, If they refuse to try to stymie the Silver TWilight.
the keeper has a few options left. III.' could go ahead and de·
stroy lhe world with Clhulhu's release. thereby ending his
campaign. and start a new campaign, He could decide that
the Silver Twilight's spells did not work as well as expected,
and thai they failed to release Cthulhu. This second choice
would lea\'e Carl Stanford and the rest of his crew as vil·
lains to plague the investigators through later ad\'enlUres.
Or. the keeper could assume that some other band of NPC
investigators had come to the same conclUSIOns as the
players, and had gone on to take the place of the players'
investigators and solve the problem The keeper WIll pro
bauly wish to halle these noble, self·sacrificing, effectille
charaCh:rs all perisll in the sinking of R'lyeh, to keep them
from clullering up future scenarios. In this third case, the
keeper mayor may not wish to have Carl Stanford and
company get away. having failed to release Cthulhu

In any case. if the investigators refuse to fulfill their
responsibihty to save the world from Ctbulhu and the
terrible Old Ones. leaving open the \ocry real po,ulbility
of havmg the world destroyed and ruled by the foul star·
spawn of the Elder Races. 11 is reasonable to force the
characters to lose SAN - because of their guilt m not trying
to stop the greatest horror conceIvable. and because of their
nightmares or what might happelllf the Great Old One isn't
stopped without theIr help, The keeper may decide for him
self how much SAN the investIgators should lose. bul
306 should be fair.

The Voyage

The investigators from here on in will be auumed to be
going to what they believe to be R'lyeh. and will also be as·
sumed to have some idea as to what to do once they get
there, The Chilean naval commander on Easter Island will
provide the investigators (as the most qualified people
around if the mvestigators are at aU typical. they mclude
college professors - good choices for the expedition) wllh
a small ship and crew suflicient to take them 10 the island.
Of course. the investigator~ may have their own ship, in
which case the officer will WIsh them well and proVide them
WIth navigational maps of the area a large ..x.. is marked
where the new island is supposed to be located.

JUSt before they leave. the orncer will tell the investiga.
tors that he has just received a transmission from Valparai.
so: several tramp ships. manned by lower<aste types.
left from that city a day ago, evidently in an allempt to
reach the same area as the inveSUg3lors. These ships have a
bad reputation, and the Chilean naval officer fears thai they
may be going in an attempl to c1aun the wand for a foreign
power. to loot it. or to perform some other illegal act of
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sinlsler nature. Some of these ships have been accused of
piracy, though no charges were ever pressed.

The Chilean naval commander will consent to provide
the investigalOrs with Chilean equipmenl (againsl the
wishes of the Easter Island governor). He will provide a 38
revolver for each member of Ihe party. as well as bolt-ac
lion rines (303). He will also arm two of the parly mem
bers with Thompson sub-machineguns and plenty of ammu
nition.

fie will not give them explosives or more potent arms,
and may become suspicious of the investigators if they
press him for more. He can hardly afford to outfit a power
ful military force wilhout taking responsibility.

The trip will pass uneventfully, unless the investi
gators failed to disarm the watchers of Easter Island in
the previous scenario. in which case go to the end of this
scenario. and look under "The Messenger of the Old Ones"
to see what will happen to the hapless invesligators.

The Island

The island is a horrible black and slimy mountaintop
thrusting up from the ocean. Bloaled sea creatures gasp
their lives out on the muck; dripping seaweed is every·
where. It is evident that the island has been raised for a few
hours. There are thousands of huge stone buildings and
monuments in black or green stone. All lhe$C enormous,
cyclopean buildings arc built to an unearthly geometry.
Seeing the terrible corpse-city for the first time forces all
watching to successfully make a SAN roll or to lose 108
pomts of SAN. Even if the SAN roll succeeds. those seeing
the horrible place must lose 103 points of SAN. After

Map of Dread R'lyeh

A Danger Zones· Kl!e~rshould hallfJ the pl.yers
• draw their rdute on their m.p copy and then

compare it to his map copy.

E/~Vftlonl.reckscrib#td in liNd... /..,.;;;;;;;;

Map of R 'fy¥h

glimpsing the city of dread. none of the ship's crewmen will
consent to go ashore. The investigators will be on their
own. Even under threat of bodily harm, the sailors will reo
main on their boat. Several other ships, none over 500-1000
Ions displacement. can be seen anchored off the shore.
There does not seem to be anyone aboard. The investigators
will need to take one of their ship's boats to go ashore.

More giant monuments are visible underwater, and the
tops of some of them project above the surface. The ship
docs not dare to approach to less than four hundred yards
from lhe island, for fear of wrecking on one of the jagged
tops of the immense buildings. Because of the non-Euclid
ean nature of the geometry. it is not even possible to be
sure to just what direction a given monument rises - clearly
a navigation huard.

TOWARD CTHULHU
A map of the Wand is included for the keeper. The players
should be prOVided with an outline of the whole island and
asked where they wish to land. It is obvious that there is
much. much more of lhe city still beneath the sea. Only the
lip of the city's highest mountain presently soars above the
SilCllI, oily sea.

The entire island is covered with slone structures, mostly
black or grey-green. but with a few other colors present. At
the island's peak a great black building can be easily seen. If
a successful Listen roll is made. the characters hear hoarse
voices raised in a horrid chant from the direction of lhat
peak. It should be obvious to the investigators from the
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greater distance it is obscured by huge blocks of stone.
Within 200 yards. a successful Spot Hidden will sight it.
Within 100 yards, everyone will see it: a tall and perfectly
cylindrical pillar of bluish-grey stone angling into the sky.
There arc no visible openings or windows in the Blue Mono
lith. Because of the skewed angle of the surrounding build
ings. the investigators cannot tell whether the monolith is
upriglll or teetering to one side. [n fact, they cannot tell
even whether or not the horizon is level or whether sea and
sky still meci at thc same spot. R'lyeh is like a different.
more ancient and malign planet.

At the Blue Monolith itself is a guardian creature - a
Thing akin to the Deep Ones. [t resembles a gigantic hybrid
of octopus and toad. It radiates a strong feel of evil. The
crcature is vaguely toad-shaped. but with long tentacles
sprouting from its body in apparently random spots, as
thOUgll the creature were diseased, and these cancer-like
growths were symptoms of its pain.

It can attack with up to four tentacles al once. If a
target is hit with a tentacle, he is drawn to the creature's
body and held tiglltly. From then on, he is attacked by the
monster's claws instead of the tentacle. The Thing has two
claws, and can use them both each round, but only against
a victim already held by a temade.

In addition to its tentacles and claws. the monster can
attack with a long frog-like tongue each round. If the
tOngue hits. the target takes damage and must roll his
STRx4 or less on DIDO to keep from being yanked into
the Thing's mouth and instantly killed in thc corroding
alien acid of the creature's interior. It is possiblc to at
tempt a Dodge roll to avoid the tongue's attack, but the
sweeping. swift attacks of the tentacles cannot be dodged.
Of course, the claws cannot be dodged. as they only attack
victims already held by thc tentacles - held immobile.

number of anchored ships and the loud sound of the voices
Ihal there are well over forty cuhists around, Even Ihe most
aggressive investigators should recognize the fact that they
will not be able to prevail against five 10 ten times their
number of well-armed cultists on this island of ultimate
evil.

Danger Zones
Certain parts of the map, shaded d:lTker than the rest, are
labeled "Danger Zones." These are places where the island's
architecture and magical power is stronger. These places
look like the rest of the island (that IS to say, terrifying) but
the angles and auras there are more powerful. When a party
firsl enters one of these zones, the character with the low·
cst Power will disappear somewhere en route, He will step
behind a rock and never come back. or be swallowed up by
an angle of masonry. or be erased by something equally
mysterious. Vanishing. he mayor may not leave behjnd a
despairing wail. He has been transported to some mystic
place between the planes, or to another world, state ofbe
ing, or has simply been annihilated - body and soul. In any
case, it is entirely up to the keeper's discretion as to
whether or not he will ever reappear somewhere. If he docs,
he should suffer a massive Sanity loss - perhaps as great as
100%!

The second time a party enters a Danger Zone, they have
a chance equal to their highest Spot I-Iidden to notice that
the angles and geometry resemblc the last Danger Zone
they encountered. All the charactcrs may try a Cthulhu
Mythos roll if they have noticed that they are once again in
a Danger Zone, If one of the characters succeeds, he will be
able to partially comprehend the nearby angles, and he can
lead the party to safely traverse the region. If the investi·
gators fail to Spot Hidden or if they fail their Cthulhu
Mythos rolls, then the character with the now·lowest Power
must make a Luck roll or vanish. This procedure should be
repeated every time the characters enter another O'Jnger
Zone. Increase the chance for the Spot Hidden by +2O'K
each time another Zone is entered.

THE GUARDIAN THING

STA 30 CON 20 SIZ 60
POW 20 OEX 10

INT 4

Hit Points; 40

Armor: This crealure has no armor, 001 il cannot be impaled - im
paling hits are treated as normal damage. When it is killed. it will dis
solve slowlV into blue lellv. which then evaporates.

Sanity Lou; Ailihose seeing {he Thing must make a successful SAN
roll or lose 206 poinls of SAN. A successful roll still costs the char
acter 102 points of SAN

This monster will nght to the death. The characters will
not be able to see it until they are right on top of it. 11 will
rise out of a mucky black hole full of sea water. The first
round of o.::ombat will begin normally. All the investigators
will be within range of the Thing's tentacles. and the Thing
will be at close range,

Because of the peculiar perspective of this island, an in
vestigator's chances to hit with a firearm are /lot doubled at
point-blank range unless the character is currently insane,
(This latter category includes all thc cultists currently
present on thc island.) If the characters defeat the guardian
monster, they will need to get to the top of the Bluc Mono
lith.

The Ships
If the characters decide to investigate the anchored ships,
they will find thai they are unmanned. except that each
ship has a magical guardian; a Flamc Vampire lurking on
the bridge. (If the players enter a ship,they may see a nash
of light, like a WIll o' wisp. out of the corner of their eye.)
The name vampire will uy to lure thcm into places where
they can be separated and killed individually. If it must, it
will attack groups of player-<:haractcrs. It will not entcr
engine roollis. since arcane signs have been paintcd on the
door and walls to keep it out - even the cultists don't wanl
a fiery being ncar fuel and oil! The namc vampires will not
leave their individual ships, fearing the surrounding sea.

Each ship has a small shrine to Cthulhu with a little grey·
green statue of Greal Cthulhu himself in it. Beholding the
blood·stained shrine forces all onlookers to roll SAN or less
or lose a point of SAN. Each statuene would be worth
S100 or more to a museum or universlly.

The Blue Monolith
In ordcr for the investigators to siglll the Blue Monolith.
they will need to pass within 200 yards of it - from a

WEAPONS;
Tentacle l41 20%
Claw (2) 45%
Tongue 15%

106 damage + grabs
506 damage
206 damage + adheres
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The Blue Monolith is too sheer to climb by :any means.
even though 11 may be slightly tilted - :as previously men
tioned. it is hard to tell. It is about 100 feet in diameter. As
the characters ponder the problem. they miglll consider
somehow hurlmg the magical box of Carl Stanford to the
top of the monolith. or summoning some nying monster to
carry them there. Another route to the Illonolith's top is a
large panel of blackish green stone, placed askew on Ihe
side of the monolith Just two yards up from the base. If
the investigators push on this strange piel:e of rock, it will
slide inward, a cloud of darkness will visibly leave, and an
opening will be revealed. Anyone stepping inside will find
himself in a small blue room with glowing walls. If they
fight 10 escape (there will be no visible exit once within) a
.....all will collapse. and they will find themsclves on top of
the monolith with another panel of Ihe black-green stone
behind them, sct into the roof. If Ihey go back througll this
top panel. they will once again be within the blue glowing
room. and finnly striking any wall will once agam deposit
them at the monolith's base.

At the top of the monolith. the characters will be able
to clearly see lhe hillock atop which Cthulhu's terrible
tomb lies. Dozens of cullists leap naked around that site. As
the characters intone their spell, they Will feel the island
start to rumble under their feet. The cultists wiJI falter in
their wild leaping and singing. but will not cease. When the
characters finish their spell. they will sec the black pand of
Cthulhu's tomb open Wide, and Great Cthulhu Imuself le:ave
his grave. lie will immediately wade through the mass of
his worshippers. crushing and knockmg them aside. and
stride stralghl for the monolith upon which sit the IIIvesti
gators. All atop the monolith will be forced to look at
Cthulhu and lose the appropriate amount of Sanity. The
psychic aura of horror and doom associated with the re·
lease of Cthulhu is so strong that 110 merely human mllld
can withstand it, and lhe investigators' eyes will be riveted to
Cthulhu's horrific form.

CONCLUDING THE SCENARIO

Those remaining sane will be able to escape from the top of
the monolith and run for their boat. Al all times. Clhulhu
knows the exact spot at which the lII...estigators are and he
..... ill try to stop them or to CUI them off before they can
reach their ship. Assume that he moves al about the same
speed as the frenzied investigators. If he reaches them
before they get 10 the boat, he will stop for a round and
scoop up a handful of his foes in his claws. givmg the re
maining investigalors a slight head Slarl. If the ill\lestigators
finally reach the main ship Ihey will easily be able 10 per
suade the few non·insane crew members to sleam aw:ay
from the cursed place as swiftly as possible.

About an hour or SO after the finishlllg of the ritual
intoned from the Blue Monolith, the island of R'lyeh Will
slllk and all the cultists still on shore (including the major·
ity of the Silver Twilight. and especially Carl Stanford) will
sink wilh it. The cultists' ships will be sucked down by the
pull of the island. and anyone aboard them will also die.
Cthulhu will feel the Island quiver and retreat to his black
ca\'ern to awall a more propillouS time for release.

If Ihe characters try 10 figlll it out with Cthulhu. Ihe
keeper should wipe them out. Even the lauded Elder Sign
is relatively impotent agalOst such a being. For example. if a

Tilt Mtntl'lgv of rht Old OMI

character were to hold up the Sign before Cthulhu. hoping
that he will not be grabbed by Cthulhu's claws. the keeper
is well·justified in permitting a small. star·shaped piece of
the char::l:cter's body to escape total destruction (the part of
the body co...ered with the Elder Sign), but of course. the
rest of the victim is mangled.

If the l:haracters decide 10 climb up Cthulhu's mount
and fight Ihe cultists there. let them. There are approxi.
mately 70 cultists Ihere. including Carl Stanford himself.
and about eight Lords of the Silver Twiliglll. each of status
approximating Stanford's. though a little less magically
powerful. All the other cultists are armed with old carbines.
Each has a 25% chance to hit, can fire once per round, and
will do 106 points of damage upon hitllllg. Remember. be
cause of the weird perspective of the island. sane IIldividuals
cannot double their chances to Illt at poilll·blank range.

The Messenger of the Old Ones

It is possible that the ill\lestigators have come upon this
scenario without first disarming the Watchers on Easter
Island If this is the case, then the Messenger of the Old
Ones will overtake their ship before the investigators can
reach R'lyeh

While the mvestlgators steam along. the sun will seem to
darken, and the sky will seem to become leaden. TIle ocean
surface will become oily and still. and all clouds will nee
away. Then. an enormous black shadow will fall across the
ship. A gigantic writhing mass is dawmg its way across the
sky. coming from the south and heading SITalgill for R'lyeh.
As the investigators watch. it suddenly pulses green and
a pale. corpse·whlle, then breaks up and small twisting
masses ny from it to all sectors of the sky. Within an hour.
nothing remains Visible of the origmal maSS but a single
chunk movmg steadily towards Ihe investigator's ship.
The other pieces have all ...anished beyond the horiwn.
Viewing this will cost all viewcrs 106 points of SAN.
There is no chance to reduce the loss by making a SAN
roll.

TIle thmg movlllg IOwards Ihe investigators Will soon
resolve itself lIltO a large and terrible mass. It cOlltinually
throws out glutinous streamers and seems to be pulling it
self through the air In form, II IS best described as looking
like a lIlass of eight or ten black horses all fused together
and galloping in different direCllons at the same lime.
When It nears the ship. longer. knotted tendnls and stnngs
will begin to drop from its lower portion and it will become
obvious that an attack is Imminent. This Messenger is im
mune 10 all mortal weapons of any nature It is translucent.
and half·immaterial Only mag.ic weapons can harm it
II will continue to attack lhe investigators unlll it IS slam. It
Illmes at a good pace, upwards of 30 knots.

In its attack. It lIloves o...er its proposed target. then sud
denly whips a cluster of strands around the hapless person.
It will then pull him up and Cat hml. Each round that the
mdividual is held in the strands, he will take I D3 points of
damage to his hit points. and ID4 points of damage to his
CHA. as well as 106 points of damage to his Sanity. as he
feels his Oesh and face eaten away by caustic enl-ymes.

The CHA loss comes from Ihe terrible acid burns slough
ing away the victim's skin and face. If the character takes
over one-third of his total damage from the acid, he will be
rendered completely blind. Each 2 polllls of CHA lost
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will reduce the character's ability in all of nis Communi
cation skills by 05%. The CHA loss is always permanent,
though the hit point damage can be healed.

In lite fight against this monster, the sailors will be try·
ing to keep tne ship underway. and are mostly belowdecks.
The monster will be attacking only the investigators.

If the investigators succeed in sinking R'lyen, these
Messengers will still be active and around. The keeper may
wish to use them in future scenarios, either by themselves,
or with whatever Elder Horror they nave managed to awak
en from its eon-long slumber.

Armor: No armor, bul immune 10 all non·magical weapons.

Sanity loss: Seeing this messenger will coS! Ihose who fail a SAN
roli 1010 points of SAN. Those making their roll will lose a single
poinl of SAN anywav.

THE MESSENGER OF THE OLD ONES

STR 25 CON 20 SIZ 50 INT 12
POW 16 oex 14

Hil Points: 35

The monster will depart after killing three of the investi·
gators, whether or not it has been harmed. Killing this mon
ster will not gain the investigators any SAN - it has ap·
peared because of their failure to destroy the Watchers of
Easter Island, and merely slaying one of these beings has
not nelped much. Remind the players that they saw hun
dreds of these things ny across the ocean from the original
mass!

TIlis is the last scenario in the campaign. If your players
have played well_ they have destroyed one of the most
powerful secret organizations in the world, as well as nar
rowly averting the ultimate peril to life and sanity. There
should be enough unused ideas and left-over non·player
characters for the keeper to form a few additional scen
arios if need be. If the players have played the whole
campaign through, and sunk Cthulhu and the cultists once
again beneath the waves. each of their investigators will
realize that they have defeated Cthulhu Himself, and they
may add +I DIDO points of SAN to their current scores, up
to their maximum of 99 minus their Cthulhu Mythos know
ledge. Unless something went wrong, or unless the keeper
became too soft-hearted. the survivors of this scenario will
well-dcserve this reward.

This has been a tough series of battles. Your investiga·
tors deserve congratulations.

••••

Special damage (see abovel
WEAPON:
Tendrils 80%

BONUS SCENARIO 1

People of the
Monolith

A beginning adventure! A book publisher wonts details of the life of
an obscure bUI promising young poet who wrote one memorable,

and disturbing, poem. He was last known to be travelling in Hungary.

In memoriam:
Robert E. Howard

the location of this scenario. but if a keeper can get the
investigators to Briscke, this scenario tells how to take
it from there.

They say foul beings of Old Times still lurk,
In dark forgotten corners of the world.
And gates still gape to loose.
On certain nights.
Shapes pent in Hell.

- Justi" Geoffrey. People of the Monolith

This scenario is an introduction inlo the mysteries of the
Cthulhu Mythos. There is no way that a character can hurt
himself except by going insane. TIle purpose of this scen
ario is to open doors to further scenarios and 10 interest
characters in pursuing further creatures of the Cthulhu
Mythos_ J haven't detailed the trip to Hungary, which is

GETTING STARTED

There are many ways in which to introduce this scenario
to your players. Listed below arc a few.

(1) The easiest way is to have a book publisher approach
one or more of the investigators and offcr them some
cash to help rcsearch a part of Justin Geoffrey's life.
Justin Geoffrey was a promising young poet who died in a
madhouse some years ago. The publishers would like the
investigators to deal with the reasons Justin had for writing
his strangest poem, People of the MOl/olith. Some say that
this poem was the eventual cause of Geoffrey's death. Thc
publisher knows that Geoffrey was traveling somewhere in
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Hungary. but the only clue they have as to his desllnalion IS
the word "Xuthltan:' which is menlioned In one of his
leiters. They have nOI been able to locate this place-name
on any map of Hungary They would like Ihe investigators
10 wnte some leXI concerning the area Geoffrey uaveled in
as well as draWings or photographs of the counlryslde.and
Information about or photographs of any partIculars thai
may have prompted Geoffrey to write IllS poem

(2) A story is circulating (the players could hear it in a
scientific circlc, or In a l:avern) that herc is a mysterious
black stonc in I~ungary which drivcs normal men lTIad to
behold, but if a picce of the slone is chipped off on Mid·
summer's Nighl (the eve of June 23rd). a dcmon will
grant the holder of the chip a wish.

(3) A passage from the book Nameless ClIftS. by a Von
Jun7t. might inlerest Ihe Investigators In searching out the
Black Stone:

"Ono Dou""",n·s theory that the monohlh os a
remnant of the hunntSh 'IWMlOn and had been
eteeled 10 commtmoraill. VICtOry of Anila over
the Goths is as logIcal In ....mlng that W,lliam lhe
Conqueror reared Stoneht'oge /6,J.n /
This passagc can only be found In Ihe Germ:an vcrsion

of Nameless Ollts IlIausspN'('hficlle" Kulrel/.
From these Inlroductlons. the mve~lIga'ors can go 10

a university or library to do further research hef0re embark
ing on any trip.

RESEARCH

This section is org3niJ:ed in the follOWing manner; nISt the
book tlile. author-s name. the place. and lastly date of pub
Iicallon. then pertment mformation found In the book con
cerning lhe subject being researched.

Findmg an} given book requires a successful Library
Use roll Some of Ihe hooks are especially hard to get ahotd
of. and Ihe chances for succe~ are reduced.

Dostmann. Remnants of LoSI Empires. Berlin. 1809.

This book is rare the chanccs to find this book vIa
Library Use is half normal. It is in Gcrman. Dostlllann dis·
misses the Black Stone 3S comparatively modern. He admits
his lOabil1ly to make out the defaced char:acters on the
monolith ilself. but slales Ihal they are definitely Mon·
golian in origin. Oostmann also Slales Ihat Ihe nearest
village 10 the stone is called SlregOlcaver which means
"Witch·lown.··

Domly, Magyar Folklore. l\ew York. 1901

In the chapler on lIungarian Dream M\ th~. Dornly men
(ions lhe Black Obelisk and says that il IS behc\ed that an)
one sleeping in the vicmity of the Obelisk will have mono
strous nightmares for the rest of his life. He aha glh'S solne
peUs:Jnt tales of people who visited the Obelisk on t\.!Ldsum·
mer's Night and died raving duc to the horrors then prescnl
lie 53yS that the ancient namc of the area was XUlhltan.
which is an odd. non·Magyar name,

Rachismoff. Back Roads or Hungary. London. 1892

Rachismoff menlions the "beautiful and fertIle" valley of
Slregoicvar high up in the Carpathians lie says that the
lower valley of StregolcV3r is (he locallon of Ihe battle of
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Schomvaal. where. m 1526. Count Boris Vladinoff made a
stand against Ihe Muhammedan forces of Suleiman the
Magnificent. "The lown can be reached:' Rachismoff says.
"by a pleasant 3 day coach ride from BiSl;:ke. during which
many rums of the war with Ihe Turks is visible from either
side of Ihe buggy,"

Larson. Turkish Wars. London, 1890

ThIS six·volume set contains a chapter on Ihe battle of
Schomvaal Larson 53yS (hat, during a lull in the fighting,
"an aide brought to [the Countl a small lacquered case
which had been taken from the famed Turkish scribe and
historian. Sclim B:ahadur. who had fallen Jll the nghl.
TIle Count took therefrom a roll of p:archmenl and began
to read, but he had nOI read far before he turned pale
and without saying:a word. replaced the parchment in the
case and IhrUSI the case inlo his cloak At Ihat very instant.
a hidden Turkish battery opened fire. and ... Ihe walls
crash led) down in ruin, completely covering Ihe Counl."

The Count's army went on to be defeated by Suleiman's
amlies. and hiS corpse was never recovered The last lines of
the chapter state. "Today the natives polnl out a huge and
moldering ruin ncar Schnmvaal beneath which. they say.
stIli r{"sts what .he centuries have left of Count Boris
Vladllloff.'·

Schuman. Myths and Magic. New York. 1912

Schuman's book IS uncommon. and only h:alf the normal
dlanl't.' for a Library Use roll is given for an allernpl to
tllld this book lie mentions the ancient lown of Xuthhan
and Ihe evil practir.:~s of the locals. He slates Ihal they once
kllinapped young ladles 10 use in the villager's unholy
worship servil"eS. Their organizalion was broken up by a
Turki~ invasion III whIch all Ihe Villagers were slam
Lower valley dwellers from Schomvaal rebuilt the village
and renamed It Stregoicv:u.

STREGOICVAR
Stregoicvar is on 110 map of Hungary. but Biscke can be.
It is 18 miles west or Budapesl. roughly toward Bakony
Forest. Stregoicvar is reached from Biscke by a three.<Jay
coach ride.

On the uncomfortable ride from Biscke. the driver
points out a mossy ruin to one side and explains that it is
the tomb of Count Boris Vladinoff. who was killed by the
Turks centuries ago. This is all Ihal he knows of the inci·
dent. lie IUSI brings the mail 10 Stregoicvar from Biscke. He
lives in Bist:ke. and will nOI SlOp the coach belween inns.
I'm fear of lmmg hiS lob for tardiness. Stregoicvar proves to
be a drowS} lillie lown. a postcard frolllihe 18th cenlury

The Innkeeper

nle owner of the only tavern in Stregoicvar is a talkative
fellow and he will mention the last foreigner to have visited
here (some years back). an EnglIshman This was Justin
Geoffrey. If the investigators nOlice this melllion of an Eng.
h~hman and ask abollt him. the Innkeeper will try to recall
more. lie remembers that the man was young. and that he
was a poet. AJso. that the Englishman died soon after leaving
the \illage. "But that was surely due to his looking 100 long
at the Slone:'

If Ihe Innkeeper is pressed for more ll1formation (and his
memory wanned Wllh extra com) he will lell what he
knows. He will surely tell of overly-curious lower·valley
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dwellers. and one in particular: "he scoffed at our tales of
the stone and went up 10 see lion Mldsummer's Night
[Here Ihe innkeeper crosses himselr.l When he returned. he
was incapable of lIIte!ligible speech, but could only gibber
and moan utltilthe day he died:'

If the Ulvestigators can make a successful Ora lory roll.
he will give lhem two more tales of horror and solile in·
fomlalion about Ihe Slone: IPolllling out the stone on a
nearby hill.) "There. beyond Ihe face of that bluIT.stands
the cursed rock. Once men tried to destroy It. bUI each man
who laid hammer or maul agamslll came to an evil end. So
now folk shun it."

He will then tell of his nephew. "When my nephew.
Laszlo, was very small. he was lost in the woods and slept
near lhe SlOne. To this day. under lhe full llloon. he IS
tomlenled by foul dreams, and wakes nights in a cold
sweat."

After telling these Ihings. he will abrupt I} 53}. ,," is not
pleasant nor pro(>er 10 Ihink on such Ihings:' and change
lhe subject.

Other Information in the Village

The characters can easily learn thai the currcnt inhabnants
have no IICS 10 ule former dwellers. who were l1lassacred by
the Turks. The average villager believes Ihat the former
inhabitants were some sort of Devil-worshipers. and are
doubtless belter off dead.

The innkeeper's nephew. LaSllo. is vague aboul his
dreams. Though Ihe dreams 3re vivid and sharp when they
are occurring. they leave no lasting impression on his
waking mind. al least none that he would be willing to share
with others.

The only other villager who IS willing to talk aboul the
Black Slone is the schoolmaster. ISlvan Szabo. lsi van be·
Iieves that a Witches' coven once existed III the region. and
thai possibly many of the former Villagers were members of
a fertility cult of some sort. lie S3yS that the town was nOI
always known as Stregoicvar. but thai it was originally
called Xuthltan. "which may have had something to do
Wilh lhe villager's religion." A successful Unguist roll will
indicate thaI the name "Xulhltan" is not derivable from
any language spoken historically in Hungary. Istvan docs
not believe that Ihe ancient villagers erected the monolith.
but he does think that it was used as a cenler for their
activilles.

THE BLACK STONE
A narrow trail winds up lhe mountainside to the summll
where lhe Black Stone soars. The stone is octagonal in shape,
aboul sixteen feet in height, and about 18 inches thick. It
had once eVidently been highly polished. but the sides are
abraded. as if savage efforts had been made to deface it.
Little more has been accomplished than naking off bits of
stone and mutHallng the characters which once marched
up III a spiraling line around the shaft to lhe top. A success·
ful LingUist roll determines that the characlers arc of no
commonly known language. A geologist can tell that lhe
monolith is made of 110 familiar stone, bUI is evidently
volcanic in nature. though excessively hard. An archaeo·
logist successfully making his skill roll as well as a Luck
roll will be able 10 say that the markings $Cem reminiscenl
f'f some sllniJar markmgs found on a gigantiC. strangely
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symmetrical rock from Yucatan, The marks are not Iden
tical, but they suggest the olher set. BUI. the Yucatan mark
ings have been dismissed as the idle scratchlllgs or a bored
Indian.

If the monolith is visited :11 night. a sorl of breathless
intenslly is felt Glimpses of the c1ifrs create the illusion
that the inveStlgalOr is in the center of a vast city. with
cyclopean towers rislllg aboul one. Anyone OUI here al
night must successfully make a Sanity roll or lose a pollli
of SamIY.

If the monolith is vlslled on Mldsummer's Night (June
23rd). a ghostly and sadistiC ceremony will become visible.
culminating ill the sacrifice of a young girl and child. The
summoning brings forth the Sl>cctre of a huge. green load
who squats upon the top of lhe monolith. and dominates
the ghostly followers below. Throughout Ihe ceremony. all
watching must make Sanity rolls. The ceremony will beglll
at midnight. At 12:30. a Samty roll must suct.'eed or the
viewer will lose 103 points of Sanity From midnight to
12:30 the ghoslly congregation will form and move lowards
the monolith all HI absolute silence. From 12:30 to 1:00
a carnal dance begins. in which a young female cultist
dances about the monolith while being lashed by the
group's depraved shaman. The resl of lhe congregation
tie their victims to a wooden log before the monolith. At
1:00 3 second successful Sanity roll must be made or the
viewers will lose 106 points of Sanity. From 1:00 101:30.
the final sacrifices are prepared and performed. At this time
the victims are slain. and the load-god appears. A lasl San
ity roll mUSI be made at 1:30. Failure indicates the loss of
1020 pomts of Sanity. Even a successful Sanity roll will
COSI the viewers 106 points of Sanity.

TIl is horrific spectacle is merely a ghostly memory of a
ceremony which occurred hundreds of years ago.

Photographs and Pictur~

Photographs or drawmgs made of the monolith lllay well
convey a feeling of dread and fear to the beholder. Anyone
creating such an image must automatically lose ID6 points
of Sanity for working so closely Wifh the Slone's likeness.
and anyone actually seeing the picture must make a success
ful Sanity roll or lose a point of Sanity. TIle picture IS
fearful enough that it may be useful 10 attracting others to
aid one in invesligatlllg Ihe Cthulhu Mythos.

If a photo or drawing is made of the monolith on Mid
summer's. fhe creator will always lose 10lD points of
Sanity. and those seelllS the picture will lose 103 pomts of
Sanity unless they successfully make a Sanity roll. The
ghostly ceremony and toad god do not show up on pholo,
graphs. If a characler wishes to make a paillting or drawing
of the lIIonol1lh. Ihe keeper may wish to give hinl an Artist
skill equal to his OEX + I T +CHA.

The Counl

Boris Vladinoff IS buried where everyone says he is. With
his bones is a sealed lacquered box. Within is a yellowed
parchment wrilten in Turkish by Sclim Bahadur which tells
of whal hc and his raiders found in the valley of Xuthltan.
There was a grim cavern high in the hills where the Turks
hemmed m a monstrous bloated Thing. slaying it with fire.
weapons blessed by Mohammed hllnselr, and ancienl
incantations from Arabic sorcery. It mentions that seven of
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the Turks were killed - how, Selim does not say. Reading
these notes will add +4% to one's knowledge of the Cthulhu
Mythos. and cost the rcader I D4 points of Sanity. There is
a chance of gaining a magical spell from these notes. If the
reader can roll his INTx3 or less on 0100, he will be able to
learn one of the Arabic incantations - The Dust of Sulei·
man. TIlis spell is explained below.

Gelling Paid

For the characters to receive the promised $500 from the
publishing company. plus any reimburscment for travel
ing expenses. they must present the company with text and
drawings or photographs of the valley of Strcgoicvar. A
description and picture of the monolith itself would be use
ful in convincing them that the material is accurate. They
will have no use for, nor belief in. demented stories about
toad gods or pagan ceremonies. and will have little use for
pictures allempting to depict the ceremony_

Clues

OU$t of Suleiman - This spell teaches one how to create II
magical, greyish-green POWder with the ability to harm un
natural beings from other planes. When this powder is sprin
kled oYer the body of a being from Elsewhere, that being will
$Uffer 1020 points 01 damage. This powder will only work
on beings that a Summon or Call spell is effective for, but it
will work on such deities as well. Thus, of the monsters listed
in the Call of Cthulhu rulebook, the powder will harm a
Nightgaunt. Byakh&e, or Azathoth, but is ineffective ~.

Cthulhu. a D&ep One, or a Sand-Dweller. The powder re
quires the dust of an Egyptian mummy at leasl 2,000 years
old, and each such mummy will prollide but three doses of
the magic dust. The dust also rl!Quires a dose of frankincense,
which would cost at least $20.00 to purchse. and mi"ing with
sulfur and saltpetre, which would be only 50 cents or so in
cost. The dust is not eflectillt! bV itself, but In incantalion
must be said Oller it while it is cast. This incantation is In
cluded in the spell description. and anvone who knows how
to create the dust will be able 10 recite the incantation

BONUS SCENARIO 2

The
Warren

An associate of the Investigators has disappeared. Is he linked to
an unexplained explosion at a deserted house?

PLAYER'S INFORMATION

In a Boston Globe for late 1921. the investigators see a
report of a loud explosion on the outskirts of Westwood, a
small community southwest of Boston. Initial reports
places the noise at the Boucher cstate. a long-descrtcd
housc and grounds. A later edition retracts that speculation.
Two days later. another article. on page nine. states that
Jerry Maklin, a demolitions expert and fricnd of the inves
tigators, has been missing for three days. He left no word
of his whereabouts with friends or family. Police have been
notified and hope to solve the case swiftly and wilhout
incident.

KEEPER'S INFORMATION

The Boucher estate IS infested with degenerate descendants
of the Boucher family. Thc family had been lIl-breeding for
many years before moving to the New World in 1712, and
the continuancc of ulis, coupled with their foul worship of
y'Golonac, has led to a despicable existcnce.

Jcrry Maklin was hired by Jason Porter to demolish the
house and a large garden building. He blew up thc out
building. then he decided to level the manse with a large
explosive charge in the basement. [n the basement he saw
a tunnel (it led to the warren) but he ignored it and sct to

work. Besides. he was belllg paid especially not to inspect
anything. and that had been made very c1car. Frightened by
the firsl explosion, and disturbed by Jerry's new prepara
tions. the Bouchers under the house attacked him. His
remains lie in the cellar, next to four dynamite dlarges of
six sticks each.

In addition to the Bouchers living beneath Ihe house,
there is another and more dangerous inhabitant. This is
Philip BOllcher. the only current Boucher to appear human.
He was first possessed by Y'Golonac 22 years ago and has
aged very lillIe since. 1·le is afflicted with delusions of
grandeur. and belicllcs that he will someday lead an army of
his kin alit of thc house, and gather about him others who
desire to release the Old Ones. Despite these desires, he
knows on some level thai he is evil, and sometimes acts in
an almost rational and sympathetic manner, which is how
the characters will find him when they arrive.

THE CLUES
The clues are intended fa help lhe players unravel part of
the mystery before actually going to the house. To usc the
clues, simply have thc characters statc where they arc going
to look that day. Allow lhem to inspect no more than three
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Clues

locations per d:Jy. When the characters arrive. role·pl:Jy the
situation, taking on the different personalities of the likely
information sources - searching for clues can be one of the
most enjoyable parIS of the game!

At some point during play, the characters must make the
rolls listed at the end of each clue to gain the appropri:Jte
infomlation. Success indicates that the player has gollen in
to the building, found the necessary book. or whatever.
Failure indicates that the players did not succeed.

Of course. the investigator must be looking for Ule right
SOrl of thing: someone looking for books on the occult will
not stumble upon an obituary. They must also look in the
proper sequence, and the keeper should strive to keep them
on the proper trail for at least part of the way through the
clues list.

A CLUES LIST
(I) At the house of Jerry /lfak/in, the characters will be

given the brush·off. The relatives tending the house say that
the police are taking care of everything. No roll of the dice
can get any questions answered or gain entrance to the
house. And in fact no rolls are needed here.

(2) At the office of Jerry Mak/in the investigators will
find papers in his unlocked safe which indicate that he was
hired by a Jason Porter to demolish the Boucher house. In
pen on one of the margins of a paper are scrawled, "ASAP"
and ·'NQA." There is also a $650 bundle of new bills in
the safe, the amount noted to be the Boucher house demo
lition fee.

The roll needed here will depend upon whether the
investigators approach the office at night or day. During the
day they must each make a successful Luck roll, or be
approached by a guard, in which case only a successful Fast
Talk will save them from an afternoon at the local precinct
house. By night, the investigators must each make a Move
QUietly, or it's back tojail when the watchman hears them.
The door to the office in the Bolling Building has a STR of
12, and there is no alarm. It could be forced easily. Further
search will reveal nothing other than the information in
the safe.

(3) At the Hall of Records, the characters will find many
things. One is that the deed for the Boucher estate is held
by one Jason Porter. The investigators may also find that
there is bUI one birth record for the Boucher famiJy after
they moved to Westwood in 1712. The lone record was 22
years ago, when PrisciJIa Boucher gave birth to Jason
PhiJus Boucher. Dec. 15, 1899. There is also a record of
PrisciJIa's death, three days after Jason's birth. The cause
of death is listed as severe lacerations from dog biles.

(4) At the offices of the Boston Globe, the characters
may find an article headlined "A Beasl in Boston." It tells
the tale of two drunks who claim to have seen a monster in
the vicinity of Boston Memorial Hospital. The monster is
described as a large, vaguely human cre:JlUre which loped
down a side street and ran into one of lhe drunks, who
said thai il felt like an overripe tomato and Ihat it smelled
like it was a week dead. Its red eyes seemed 10 glow out of
its doggish face. Naturally, the article goes on to make fun
of the two men, but any character making a Cthulhu
Mythos roll wiJI know that the creature may have been :J
ghoul. The article appeared in the December 25, 1899
edition, and the ghoul was supposed to have been seen on
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Dec. 18 - the same day on which Priscilla Boucher died.
A successful Library Use roll is needed to Ond this :Jrticle.

(5) Players' investigators from the area may remember
reading about the disappe:Jrance of several children in the
Westwood area over the past few years. The children were
never found, and the cases are still open. Any appropriate
investigators must make an Idea roll 10 remember this.

(6) At the Bosto" Memorial Hospital, the investigators
will find that no one is working there who was working
when Priscilla died. One nurse on each shift will know of
Ihe episode, though, and could tell the characters th:Jt the
baby was heallhy, and that it was put up for adoption. The
Chief of Staff can give the players the address of Pris·
cilla's nurse, Susan Newlll:JlI. It will take a Fast Talk roll to
get into the hospital and talk to the nurse. A successful
Oratory roll is needed to get the address of Susan Newman.

(7) At the nurse s home the investigators wiJI meet
Susan Newman, an elderly woman who will offer them tea
and biscuits. When asked about the death, she will say that
she remembers it well. She was just down the hall when she
heard the baby begin to cry. She began to run when Pris
cill3 screamed. She opened the door and saw a shadow out·
side the window. Priscilla was dead. She thinks that the
baby was put up for adoption with the Martin Adoption
Agency. She remembers Priscilla as a rather repulsive.
though strangely naive young woman. It will take a success
ful Oratory roll to get Susan to talk freely.

(8) At tlte Marti" Adoption Age"cy the investigators will
find that all the records are confidential, but that paying
the clerk a small fee ($20) will allow them 10 look at the
records for 3n hour. The records state that Jason Boucher
was adoped by Bob and Wilma Porter. There is a Providence
address listed. A successful Debate or Credit Ratin~ roll is
needed to talk the clerk into accepling the bribe, and a
successful Library Use roll is needed to find the informa·
tion.

(9) At the Providence of Bob and Wilma Porter, the in·
vestigators will learn that Bob died in the influenza epi
demic of 1919 :Jnd that Wilma died about six months ago
in a car accident. Their son has moved to Boslon. This in
formation takes no die rolls to find out - the Porter's
neighbor is quite garrulous.

(10) At The Library, they will find a death certificate
in the Globe dated three days ago (for Jason Porter). Cause
of death is unlisted, and no date is given for the funeral.
It takes a successful Library Use roll to find this clipping.

(II) At the Hall of Records, a de:Jth certificate c:Jn be
found for Jason Porter. The cause of death listed is heart
altack. The paper is a forgery. II requires a Law roll to get
into this hall, then a Library Use roll to find the certificate.
A successful Know roll is needed to recognize the fact that
it is a forgery.

(12) If the players realize that Jason Porter isstil/alive,
they may wish to interview him. A survey of the Boston
area phone or address books will disclose no Jason Porter,
but a Jeff Porter is liSled in north Boston. If the inves
tigators visit him, he behaves very nervously (a successful
Psychology roll will determine that he is nervous because
of something besides the investigators). If the investigators
behave decently, he will quickJy admit that he is Jason
Porler and then tell his story.

After the death of his mother, Jason was contacted by
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a Boston law firm. They told him his true history, who his
real mother was, and what happened to her. (The players
should know this already from their previous inyestigation.)
Hc was then informcd that he was the sale hcir 10 the
Boucher fortune. almost $50.000 in gold, as well as the
family estate. He went to the estate and saw lhat lhe house
was unliYable. so he decided to have it demolished and to
build somcthing else in its place. If the investigators ask if
he saw anything unusual at the place, or if they ask him
why he is in hiding, he will ask them to lcaye, and he will
say nothing more.

THE BOUCHER ESTATE GROUNDS

The entire yard is overgrown, and has not been cared for in
years. An 8·foot stone wall surrounds the grounds. It is im
possible to see more lhan 10 or 15 feet into the thick
brush. The trees are covered with ivy and creeping vines.
They are full of twitterings and rustlings. If an investigator
makes a successful Zoology roll, he will not be able to
Identify the species of the bird or animal making the noises,
but he will know something is wrong.

(1) The Gale - I-Ianging onto the rim of the stone wall
are the remains of an iron gate, which has suffered at the
hands of the elements.

(2) A Hole - WeU-concealed in the undergrowth is a
three foot diameter hole. leading into the warren below.
A vile stench - a mixture of grayerot and sulfur - rises
from it. A successful Spot Hidden roll wm find the hole. or
a Luck roll x Ii will allow a searcher to blunder into it. In
either case, the character must be actiyely searching in the
brush. If the investigator makes a successful Listen roll, he
will notice that the twittering noises in the leaves get louder
around the hole.

(3) The Graveyard - There are about 18 headstones in
this small cemetary, with such phrases as "Arlene Boucher,
Mother" engraved on them. There are no religious phrases
or symbols, Christian or otherwise, found on any tomb
stones. The tombstones are overgrown, and many have fallO
en over. If any graves arc exhumed. it can be seen that the
coffins have been scratched open, and no corpse is present.
The ground is loose, as though recenl digging had taken
place,

The Mausoleum is an imposing structure. 11 is marble,
and engraved with lots of leaf work and the names of
many, many Bouchers. If anyone makes a Spot Hidden
roll. he will notice ugly little sculptured faces peering from
between the stone leaves. Two verdigrised bronze doors
open to the interior. which is filled with cobwebs and
smells very old and rank. In the center sits a single bronze
casket upon a stone slab, the resting place of JaSon Bouch
er, who died in 1734. The walls eotHalll the resting places
for dozens more caskets and arc earyed with the names of
those entombed. In one of the coffin-compartments is
a hole which leads down lO the warren. A fetid stench
rises from this hole.

The House

At the end of the cobblestone drive stands the house, Once
a sprawling place, weather and lime have dulled the fme
while paint to a pasty grey, There is a large hole through
the roof of the building. Parts of the hole are charred while
ar~as inside the building seem to have been only recently

The Boucher House

exposed. Boarded-up windows stare down at the characters
as if the house was a ravenous beast. An out·building to the
rear has apparently been leveled by an explosion.

TIle house has been added to over the years, but only
laterally, as thOUgll some unknown law held one floor and
one floor only to be desirable. The roofllne has many low
peaks, but the ceilings of the rooms rise to meet them - there
are no attics or crawl spaces. The exterior was regularized
in 1895.

(I) The Porch - A large wooden porch, with a hanging
chair-swing and three rockers is before the house. All the
appurtenances here arc falling apart.

(2) The Entry and Parlor - This is a large room with
three couches, and a number of tables. A large bible sits
on the center lable, but if inspected, all the pagcs are found
to be blank.

(3) The Smdy - TIle door is locked, and has a STR of
12 to resist breakage (only one character may try to burst
through it at a single time). Inside is a desk, a chair, and a
bookshelf. Anyone making a Spot Hidden roll will fmd a
secret compartment in the desk. Inside is a piece of parch.
ment - a page from thc dread Revewtiolls oIG/aah. Read·
ing this page will add 2% to one's Cthulhu Mythos score at
a I·poinl loss in Sanity. TI,e page is evidently from an an
cient. hand-translated copy of the Rel'elotiOfls - most
modern versions of this horrible book arc fairly urbane.
The page reads:

Those who warshyp thes most holy of gods at afton allocd
10 Iranscnd mere humanne shape. and 10 become hys min·
ions. Thys I h:ave scene. and gral is Iher glori. They layk Ihe
form of man, yet it is nol the form of man. Ther sueng is
moor then thet of mere man, as is lher quiknesse. They Iiv
aflon in caYS and cavvcmes bcnylh Ihc worlde, were onlie
Y'GOLONAC. and Ihe OlhelS who no of hyme can fynd
them.

(4) The Library - The room is lined with bookshelves,
and a table with four chairs sits in the center. In one of the
bookshelyes is an account of a voyage from Boslon 10 New
buryport. i.n which the captain claims to have seen mer
maids off Innsmouth.

(5) Tile Dining Room - A very long table is in the center
of this room. There is also an empty china hutch against the
north wall. In the northeast corner of the room, hidden by
debris. and wrapped in a dirty brown cloth, are six silver
spoons. worth S2 each, if the investigalors want to loot
them. A successful Spot Hidden roll is needed to spol the
cloth.

(6) The Kircilen - There is very little here. All of the
non-canned foods look as though the rats have gotten into
them. If the characters make a Spot Hidden roll, !.hey will
find a small skull, resembling lhat of a monkey or de·
formed child. A successful Zoology roll will indicate that
the skull is dennitely badly malformed, and young or
dwarfed human. Nailcd boot prints lead downstairs through
the dust.

(7) Siorage - This was once a pantry. Much broken
glass is on the floor. If anyone trys to search througll the
glass, they will need to roll their DEX x 2 or less on DI 00
or injure themselves, taking 103 points of damage. If they
fail a Luck roll, they will have injured their hands in such
a way that they cannot use a nrearm effectiyely until their
wounds are healed. A successful Spot Hiddcn done while
searching (and possibly getting one's hands cut to ribbons)
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pieces of one side are bright pink; the other side is a bilious
green. Examing the boatd closely reveals vague outlines of
planets, stars, and galaxies. Those looking at the chess SCi
for the first time must make a Sanity roll. TIlOse failing the
roll will lose ID6 points of Sanity. If the characters take
the chess set, they could either keep it for a curio, or sell
it for up to $350. The workmanship is quite good.

(II) A wa/erclose/ with bath - The same as room 9.
except that there is also a bath tub. The bath is enclosed by
a curtain. and this curtain is closed.

(12) Storage - Among the garbage and old furniture
here is a small box. On the box is a label in French: pour
l'air; deux hClIres. Inside the box are five pills. Anyone tak
ing one of the pills will be immune to the effects of the gas
in warren rooms six and seven for two hours aftcr taking
the pill. Thc immune effect will stan in aboul fifteen min·
utcs after taking the pill. The box may be found by seatch
ing the rOOm and making a spot hidden roll.

(13) Bedroom - Mcant for thc use of guests, this room
contains nothing that would arouse any suspicion. A lhor
ough search wilh a successful Spot Hidden roll will uncover
another skull like those found in rooms 6 and 7.

(14) Bedroom - as per room 13 above.
(15) Hedroom - This room is very difficult to enter. If

the characters persist, they will take a half an hour to gel
in, then they will find that the door was blocked by rubble,
piled up from the inside. Within, there is a lot more rubble,
and three more of the mysterious skulls.

(16) Hedroom - 11 takes almosl an hour for the charac
ters to push their way into this room, because of the rubble

December 21,1899
Today I heard a strange chanting noise from the other side of the house. I could not understand a single word

of the language, but it contained too many consonanls for my liking. As Ihe noise grew louder, so did the storm
outside. When at last the chant reached its frenzied condusion, a thunderous boh of lighlning struck the house.
I rushed to the doOT and found it stuck. I am sitting now waiting for rescue. It has been eight hOUTS.

Philius A. Eckard / 68·BJ

will expose a small skull, similar 10 the one in the kitchen
(room 6). If the skull was not found in the kitchen, here is
another chance.

(8) Washroom - Two large tubs and a bag of lye soap
are here. There are also three boxes of springless clothes
pins.

(9) The 'IWItercloset - This holds only a non·functional
toilet.

(10) The game room - A billiards table dominates the
room. In the southeast corner of the room is an unusual
chess set. All the pieces represent strange and bizarre crea
tures. Any character with a Cthulhu Mythos knowledge of
10% or more will recognize the king as Cthulhu himself.
Anyone with a Cthulhu Mythos knowledge of 15% or more
will be able to recognize the rest of the pieces as well. TIle
Queen is a faceless sphinx - an old form of Nyarlathotep.
The bishops arc fungi from Yuggoth, the knights Deep
Ones, and the rooks are strange peaked buildings (R'lyeh?
Cafcosa?). All the pawns are humans, each one different.
If an investigator can make a History roll. he win recognize
some of the pawns. One is an English minister, another a
German chancellor, an American general, and so on, repre
senting various great leaders from the mid-1800's. TIle

blockage. Inside, a skeleton sits upright in a chair behind <I

desk. The unfortunate person seems to have been trapped
when the roof collapsed. Any investigator making a Spot
Hidden roll will notice that the skeleton is unclothed, and
has no toes. The window is boardcd up, and the wood and
nails look quite old; older than those in other parts of the
house. On the desk is a piece of paper. It is the note seell in
an adjacent box.

(17), (l8), (19), (20), (21) Destroyed Rooms - All of
these rooms arc totally ruined. Characters searching them
will take an hour per room. A successful spot hidden in
room 18 will reveal an entire dwarfed skeleton, capped off
with one of the mysterious, malformed skulls found in
rooms 6. 7, and 13. A successful Zoology roll will allow
the investigator 10 know that the skeleton is definitely that
of a human, though very degenerate and monstrous. The in
vestigator will also be able to teU that the iikeleton is of an
adult, despite its dwarfed size. He must make a Sanity roll
or lose ID4 points of Sanity. The skeleton may well be of
worth to a museum of comparative anatomy.

(22) Bedroom - In 1899. this was the bedroom of
Priscilla Boucher. daughter of Charles Boucher. All lhat
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remains is a rotting bed containing a rats' nest. If anyone
disturbs the bed, the rats will stream out. and try to run
out the door. They are fearful, for the Bouchers love to
catch and eat them. Trying to kill the rats is useless and
Impossible. Under the bed is a piclUre of a young man. On
the pack of the portrait is an inscripuon; "To Priscilla.
Love, Phil ius" .

(23) Bedroom - Once this was the room of Charles and
Martha Boucher. Now there is only a ruined bed and a rot
ting desk. In the desk's wreckage is a set of notes describing
how to carry out a service to Y'Golonac. Reading this will
cost ID3 points of Sanity and add 3% to Cthulhu Mythos
knowledge, as well as imparting the knowledge of how to
worship Y'Golonac acceptably.

(24) SlOrage - Inside this small, c1utlered room is 1015

of Junk. In this mess. a character making a Spot Hidden roll
will find a box. [n the box is a set of black robes and a
gllded knife. These are for use in the worship ceremony
for Y'Golonac described in room 23. The robes are other·
wise valueless. but the knife is worth about $100, because
of the gold and the craftsmanship.

(25) The nurSl'ry - l1ere, among stuffed toys and fairy.
tale books, the investigators will find Ihe horrid sigh I of a
jumble of tiny bones in lhe crib. nlese arc lhe bones of
an infant, once belonging 10 PhjJip Boucher. Some of the
bones are cracked open. If the bones are disturbed, they
will crumble to dust. A successful Know roll shows that the
bones are about twenty years old.

(26) JloM:rud Boucher's room - There is a diary dealing
with stricdy mundane affairs on the desk here.

(27) WarerclOSl'1 ....ith both - Whenever the investigaton
near this room, they will hear the sound of running water.
However, if they open the door they will find the tub dry
and filled with dust.

(28) Bedroom - This room belongs to Philip, oldest of
the Boucher brothers. The book R~ltJtions of Glaaki
lies open by the bed. The first spells learned by anyone
reading this book are Contact y'Golonac, Conlact Ghoul,
and Shriving.

(29) Bedroom - This room was used by some of the
Boucher's cousins. The room contains three beds, a chest of
drawers, and a closet. The chest of drawers contains old
clothing, and a hand mirror (in the top drawer). If the
players want to steal it, the hand mirror, which is gold
inlaid, could be sold for 580 or SO at an antique shop.

(30) Prison - This room holds sacrifices for the tem
ple. Sacrifices were drawn from every level of society. but
none were ever traced to the Bouchen. The room contains
two empty sets of manacles_

(31) The Temple - A small a1lar and bizarre frescoes
adom this room. Those looking at the walls must make a
Sanity roll or lose ID4 points of Sanity. A character making
a Cthulhu Mythos roll will know that the frescoes illustrate
lhe Great Old One, Y'Golonac, and minions. The west wall
shows an especially interesting tryptich. The first section
shows a priest bending over an altar holding a human sacri
fice. The second section shows the same altar, but the
priest has a shrunken head, and his body is larger. His hands
are extended and red lines are on both palms. Rays of yel
low are depicted extending from h.im. In the third scene.
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The Temple

the priest has been replaced by a glowing, headless body,
naked and bloated. The palms of the thing's hands are
disfigured by red gaping mouths.

The altar in this temple room is bloodstained, and the
top will slide off if anyone tries to move it. There are steps
below it, leading into darkness.

(32) Bedroom - This was the room of another Boucher.
The bed and chest of drawers in the room are ruincd by
vermin, and contain nothing of value or interest.

The Warren

This level smells of sulfur, smoke, and rol.
(I) The &semelll - It is quite dark here, and the air is

stale. There is a cold furnace and a bin of coal in the north
west corner of the room. Near the middle of the south
wall arc four bundles of dynamite, each of six sticks, with
slightly corroded blasting caps nearby. In the wall by the
dynamite is a secret door set into the stones. A successful
spot hidden roll will find it.

(2) Den Olle - There is a 20% chance that there arc ID4
bouchers here. The roam is covered ankle deep in goo, and
horribly rotting nesh, mixed with cracked boncs. TIle bones
may be examined, in which case a successful Zoology roll
will reveal the fact that they arc similar to the bones up
stairs, but are much fresher. If the bones upstairs were not
discovered, all that can be told about these is that they
are of some sort of smaWsh animal - maybe the size of a
dog or goal.

(3) Den Two - There arc always 106 bouchers in litis
den. If t]le investigators arc carrying bright lights, the crea
tures will run for the shadows, and the investigators will
only see a flash of grey and high-pitched squeaks from the
corners of the den. The bouchers will try to get out of the
room. If the exit is barred, they will attack. Firing a gun
will frighten these bouchers off, but in 1020 minutes, the
investigators will be attacked by a group of 206 bouchers,
attracted by the explosion. These will not be frightened by
the guns.

(4) The Mud Room - There is a good deal of dirty water
in the room. Combined with the dirt noor, this has created
a treacherous mud bog. If the characters enter this chamber
and poke around (there are interesting bubbles and stuff
which may attract them) then each turn each investigator
must roll his SIZ x 5 or more on 0 I00 or become thor·
oughly stuck. A character who is stuck will be sucked into
the mud and will be pulled under the surface in four turns.
He will absolutely unable to save himself, or make any
worthwhile effort towards that goal. He may be rescued if
those trying to pull him out can successfully match their
combined $TRs against the mud's STR, which is equal to
the entrapped character's SIZ plus 20.

(5) De" Three - There are 106 bouchers here. plus any
bouchers that escaped from Den One. They will attack in
truders. If they are eliminated, three horrific-looking
living infant bouchers will be found here.

(6) QUIt' of Gases - This room is OIled with a noxious
greenish gas, which hands from about three feet above the
ground to the ceiling. The gas smells of rot and sulfur. Each
round that the charactcrs are in the room, they must match
the gas's potency of 13 vs. their CON on the resistance
table. Those failing will take 106 points of damage, and
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must roll their CON x 5 or less on Dloo or faint for ID6
rounds. If they have taken the pills found in the house
room 12, they can breathe the gas without difficulty. Also,
if the characters think. to crawl under the gas, on their
hands and knees, they will be safe. However, crawling char
acters will be at a definite disadvantage if the bouchers were
to attack!

(7) Tile Gas Source - In the center of this chambcr is a
large pit, from which emanates puffs of greenish smoke, the
gas which ahangs in both this and the next room (6). Any
character entering this room must match the gas's potency
of 13 vs. his CON on the resistance table each round, un
less he has takcn onc of the pills from room 12 in the
house. Failure to resist the gas's potency indicates that the
investigator in question takes 106+3 points of damage and
that he will faint for 206 minutes. A successful First Aid
roll will awaken them in half the time.

If the characters decide to investigate the hole, allow
them to lower someone down on a rope. He will go into the
fog and soon disappear from sight. After going down 7S
feet or so, he will scream something about snakes, and
the rope will go limp. The rope may be pulled up. but there
is nothing at the end of H. If the lowered character had a
knife, the rope has bcen cut ~ otherwise, it has been un
tied. This gas has an insidious hallucinogenic effect, which
is strong enough to affect even those who have taken the
pills from house room 12. The hapless explorer down the
hole has been overcome by the gas, and suddenly seen the
rope in his hands become a monstrous serpent. Naturally,
he released his grip on it, and fell to his death. There is no
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good way to explore this chasm without some complex
equipment. such as deep·sea diving equipment.

Every character who has been in the room and breathed
this gas must roll his CON x 3 or less on D1 00 or he will
succumb to the hallucinogenic effects of the gas. Whenever
an affected character enters a new section of the warren.
there is a 25% chance that he will have a hallucination.
Some rooms have suggestions for appropriate hallucina
tions, but otherwise the keeper must use his imagination
to frighten and harass the characters in question. These
characters should not be told what is happening to them.
The hallucinatory effects wl1llast for 3 houf5.

(8) Th~ Ghoul Room - This room is almost a foot deep in
slime. bones. and other unwholesome, unidentifiable ob
jects. Some bones are obviously those of livestock, while
others are dreadfully human.

There are ten bouchers in this room. They have fed on
everything imaginable: Ihe mummies in the crypt. the
skeletons m the graveyard, livestock. hapless children.
pets. rats. each other - you name it. they've tried to
devour it. They will definitely wish to sample the im·es·
tigators as well. and will attack immediately. If more than
five of them are killed, they will flee outside. or into the
deeper parts of the warren.

(9) Th~ Root Room - This room contains five bouchers
hiding in the thick twisted roots which descend into this
room. Anyone suffering from hallucinations (or who is
temporarily insane) may well decide that the roots are
tentacles or snakes, and begin to attack them. He may well
decide to start to shoot at them, or flee in fear. The

The Allar Room

bouchers in the roots will nOI attack unless one of the
characters bleeds, or they are disturbed. If someone were to
attack the roots, Ihe bouchers would certainly be stirred
up. Anyone thinking that the roots were tentacles or snakes
would not bother with fighting any bouchers until he was
sure thai the tentacled thing or the serpents were dead.

(10) INn Four - This room contains eight bouchers.
They will attack without hesitation_ After two rounds of
combat, the bouchers will suddenly stop attacking. and
cower back from the mvestigators. At the same time,
the characters will hear the distinct click,f of a shotgun's
hammer setting. A voice behind them will say "Put down
your weapons. I won't harm you so long as you cooperate.
There now. Follow me! You've no idea how long I've been
waiting for someone who could understand me to show up.
I've waited so long ....'

This is. of course. Philip Boucher. He appears about 30
years old. and is quite handsome. The keeper should en
courage the characters to do as he says. After all, he cer
tainly has the drop on them. If any hot-headed investi
gator tries to auack. Philip will shoot him (he always hits)
and quickly point the gun at the remaining characters.
"I really didn't want to do that. I hope that he isn't dead.
Please don't try to hurt me any more. I don't want to
hurt you, after all." Philip also carries a loaded .45 revol
ver on his hip. If the characters still try to behave aggres
sively, he will whistle piercingly, and all remaining bouchers
10 the warren will cluster around the area's entrance threat
eningly. In Iota!. there are 51 bouchers in this warren.
Philip will. by hook. crook. or force, make the characters
precede him to warren room eleven, the altar room.

(11) Altor Room - There is an altar in Ihe center of the
room, similar to the altar In the house's room 31. Here
Philip Boucher will sit down and tell his story, holding his
weapon before him.

"For years, I don't know how many, I have lived here
beneath my former home. It began the day that Father said
we were to call the living god. He said it was lime, and I
was not one to argue. After the bell rang, saying the service
would begin in ten minutes, I went 10 Philius' room - he
was a friend staying in the home - and bolted his door.
On the way back J realized what my family was trying to
do. We planned to bring a thing Ihat should not be into the
world. I could not go on, though I was late, and the chant
starled without me. I knew then that I was wicked. Thun
der split the house. and I heard Father roar from nearby.
I ran to the temple, and aU my family was there. looking
different now that they had called upon Y'Golonac. They
were hunched over and whimpering. bUI I blacked out.

"Since Ihat evil day, I watched my family turn into
those things out there. (All the players must make a Sanity
roll at this pomt or lose 103 points of Sanity.) I have
tended them. and fed them. but that is not the worst thing
that has happened to me. I , too have changed ....•

At this point. Philip will begin to transform into an ava
tar of Y'Golonac. His body will swell, splitting his shirt. and
start to glow. His head will wither, blacken, and shrink
mto nonexistence. while wet red maws open in his hands_
All the characters must make Sanity rolls or lose 1020
points of SanIlY. If the roll is made. a point is lost anyway.
Anyone gomg mad as a resull of this sight will run to the
dynamite, and then sel it ofr. possibly destroying the
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BOUCHERS (LeSS1llr Servitor Race - new monster)

De5Cription: Bouchers are small, hairy humanoids. They were once
human, but because of their foul practices and inbreeding, they have
degenerated to a near·animal nare. Mailed grey fur, rotted teeth,
and a high-pitched twittering voice characteri.<:e them. Bouchers
look more like a gigantic man·rat hybrid than anything else. Perhaps
Y'Golonac somehow melded the human form with that of a staver'
ing. voracious rat to create these creatures, or perhaps the bouchers
devolved to a rat·like state because of their preferred haunts - the
warrens and cracks beneath their old home.

house, and certainly destroying themselves. When Philip
begins to transform, all the bouchers will nee. He wiU take
30 seconds to complete his transformation, so sane charac
ters should havc a head stan on him to get away,

If characters remain behind, or try to attack Y'Golo
nac, lhe god will hit at thc character with the highest
Cthulhu Mythos skill by casting a Shriving spell with a
strength of 10 points of Power. He will thcn attack at ran
dom subjecting lhose hc can grasp to horrific pains as thcir
souls are drained away al the rate of a point of INT and
POW each round, once grasped. If Y'golonac takes 75 or
more points of damage, then he will collapse and gradually
transform into the corpse of Philip Boucher.

Armor; none

CHA 13
HP 13

OEX 9
EDU 18

D~,..

1D3
1D3

SIZ 10
POW 16

o.m,..
4D6
lD1Qt2
103

Arrack

4('"
""

Anack
80"
40%
50%

PHILIP BOUCHER

STR 13 CON 15
SAN OINT 13

• A boucher can attack with two claws and a single bite each round.
If it hits with its bite. it will han9 on to its target and keep on biting,
hitting automatically with the bite each ,ound thereafter until it or
its target dies. While it is hanging on, it and its victim will have +20%
to hit each other, but others trying to hit the boucher must make a
OEX,,5 roll each time they strike or they will hit their friend in·
stead.

Othor Skills: Hide 40%

Spells: none

SAN: Unless a succes:;ful Sanity roll is made, it will OOst 106 poims
of Sanity to view a boucher. A succes:;ful roll indicates that no
San loss is taken.

Skills; ReadlWrite Latin 50%, RIW French 70%, Speak French 60%,
Ac<:ounting 80%, Astronomy 30%, Botany 30%, Cthulhu Mythos 40%
Geology 90%, History 75%, Psychology 30%, Hide 50%, Bargain
35%, Credit Rating OO'l6, Debate 50%, Oralory 50%, Dodge 45%,
Swim 55%

W."'M
Sholgun
.45 revolver
Fist

Spells: Contact Ghoul, Contact V'Golonac (he doesn't need to ac
tually cast this spell anymore). and Shriving.

Average
7
7
7
10-11
10-11

Charscterisrics
STA 206
CON 206
SIZ 206
POW 306
OEX 306
Moye 10

THE BOUCHERS

1 2 3 4 5 • 7 8 9

ST" 3 5 6 2 7 7 1D 11 5
CDN 7 10 7 10 8 8 5 8 11
SOZ 2 4 6 6 7 11 10 7 3
PDW " " 12 14 4 12 • 13 10
DEX 14 " 11 1D 7 " '0 • 8

Hit Points 5 7 7 8 8 10 8 8 7

Bite Attack 40% "" 40% 35" 30% "" 40% 40% 35"
Claw Attack "" 30% "" 20% "" 30% "" "" "'"

10 11 '2 '3 14 15 " )7 '8
ST" 8 8 10 6 12 3 7 8 7
CON 7 8 8 6 8 5 7 3 7
SOZ 8 10 11 7 , 8 3 5 '0
POW 6 12 • 14 13 7 7 • 8
DEX 11 10 • 11 1D 11 13 10 13

Hit Points 8 • 10 7 8 7 6 4 •
Bite Attack 30% "" "'" "" "" 20% "" "" ""Claw Attack "" 40% 35" 30% 30% 05" 40% 40% 10%

,. 20 21 22 23 24 25 26 27
ST" • 10 • 8 6 • 6 6 5
CDN 5 5 7 • 5 6 4 5 5
SOZ • • • 12 8 7 2 3 7
POW 8 11 12 8 12 • 10 11 11
DEX 11 11 14 13 6 13 16 10 "Hit Points 7 7 8 11 7 7 3 4 6
Bite Attack 35" 50% 30% "'" "'" 30% 60% "" ""Claw Attack 20% 35" "" 35" 35" "" "" 10% 40%

-72-



Complete Contents

.13

.13
... _ 14

· "· IS
· IS·I.·I.·I.
.17
.17
.17

... 62

.•• 62
••• 62

CHAPTER 7
TrI. RiN of R''vllh •...•...... 57
Keeper Information .•... _ .... 57
Spelling OUlttlll SitU81ion •..••.. 57
TIM! P,oblem •.•. , ...•..... 58
A Solution .. . .. _ 58
The VOVIlllll . , . . . . . .58
The Island. . . . . . . . . . 59
Map of Drea:! R'lyeh. . .59
Toward Cthulhu . . . 59
Danger Zone. . . . . 60
The Ships • . . . . . . 60
The Blue Monolith .. 60
Concluding the Scenario. . 61
The Meuenger 01 the Old Ones. . 61

BONUS SCENARIO ONE
PIopIe of the Monolith
Saying of Junm Geolfrll'jl ....
G~lingStllrted •. _ ... _ •. ,
P.,.from

f"*Ul$prrteJlfichen Kulrtln 63
R_ch _, 63
Stregoicvar . 63
The Blade Stone .• ' 64
Getting P.id .. , , 66
Dust of Suleiman IpIIU description .. 65

BONUS SCENARIO TWO
The Warr/N'l . . . . . . . . . 65
Player's Informetion . . . . 65
Keeper'slnformllion .. . 65
The Clues . . . . . 65
A Ckles lin . . . . . . . • . . 66
The Boucher Estate Grounds . . 67
The HouM •..............• 67
Diagram of tM Ground•....•... 68
Lattlll" from Philiu. A. Eduwd ...• 68
Diagrem of the House ••..•...• 69
The WIlTen ••••••••.•. _ •• , 70
DggramoftheW.-ren .... , •... 70
lIIudnnion of a BQUcher .. 71
Family Sta1istics ......•...•. 72

PLAYER INFORMATION
(/oQl«J bttrw..., p.- 36 end 371

HCWII to UIII th_~ •.... A
Excerpu f,om the Ritual Books

01 the Order. . . . . . . . . . A
Pe!!8lle from Clyde Whipple's diary . A
Lener from Duncan Me<:Baln

to Carl Stanford A
Letter from C.I Slenford

10 Christopher" Edwin . . A
letter from Chrinophlll" Edwin. A
letter from O..,id lee ... , . • . •. B
p.... from Old Celifomt. . • . B
Computer Printout _ _ B
PHAge from

IlNUlIPrttdllidlen KullMl •. , B
L~ler from Philius Ecken:I .. B
Passage from T1H1 F.ni~1 . . . . . B
Player mllp 01 dread R'lyetl . . . . C
Pleyer map of Eaner Island. . . C
lettlll" 1 from Jacob HallClOCk . . D
letter 2 from Jacob Hancodt • . D
Leiter 3 from Jacob Hancock. . 0
Summary of Ihe Ellpedition

to loch Mullardoch 0
list of Coven Membtlr. D
Pa!l8lll from N.m.Mu Cults 0
Player map of

the Scottish Highlllnd. • . . 0
letter- from Cwl Stanford

to Ovncan Madlaln 0
IUunr1llion: The Cetch E
Rules Additions for

Cell of Cthulhu .....•. _ . _. F

.•2

.33

.48
•••

. . 49

.• 32

... _ 31

.... 31
.• 32

llludnnion of the R'lyetl DL$k
Description of the R'lyeh Disk
Additional pleyer infonn81ion
Summery of tl'lll Expedition

to loch Mull..soc:n ....
F81her MacBride. a.ppended note

to the manuscript .

CHAPTER 6
T1H1WelchllnofE."rl.~. . 46
InYllStigat:or'.lnfonnatlOn _ . . . .46
KNper's Information .46
Ancient History of Easter Island .. _ 46
Geography and Climate 47
GOYIIl"nment and Population 47
Travel Arrangemetlu . . ,47
Arrivirl§l at Ih" hland . . . 47
Map of Easter Island. . .48
Captain Manuel Periera

- the Military Governor ..
The Artifacts .
Illustration of the Welcher•.
Village of Hllngilroe

- GOl/emment Section. . . . 50
. Native Sectiorl . . . . . . . . 50

Map ofthe Village .....•...•. 50
Professor M~hridge and Team ..•. 50
The Priest , . . •. 50
G.f~SOldiers ,.. . • , 51
N8tive SinglOng. . . . . . .51
The Tangal.-MWlu . . . . .51
~ of Aano K«l VoIeW\o

and MOlo-Null.land ..
oia9ram of theenlrance 10

AIIOQ Rar....u Volcano, . 53
Oronge - the Place of Slllr Watching. 53
Moto-Nui • the hie of I"" Crydal . 53
Aano Raraku Volcano. . . . . 53
Bottom of the Chasm diagrem. .. 53
Diagram of Ihe Ahu·1T1OlI1 . . .. .. 54
Secret of Ihe Ahu-fTlOli diagram .. 54
Sanctu.-y of tha Monolith .. . .54
The Ahu-moai deKription . . 55
DeepOnesstatidics _ ...•.... 55
e-m. of the Deep Ones ••••.•• 55
Diagram of the C_rn. .• __ .... 55
p.... from TrI" Ffttj~1 . _ •.•.. 56
The Captives .. , ••..•...•.. 57

CHAPTER 4
O"l'ir, CM!l'on • • • . . 33
KlH:lper's Information .33
Investigator'. Information. . 34
The Film . J6
Illustralion of the Arc of VlllCtos. . J6
oescriplion of ollVil's Canyon .. .37
Illustration of Hothelhk Village ... 37
The AttIIClt .. .. .. .•. 38
Ch-.cter end Creature st8linics ... 39

CHAPTER 5
T"- Won» th.l W.JJks .. . . . . . . . 40
Introduction _ ..•. 40
InYllSti9l!tor's InkK"mllllion _ .•.... 40
leiter from Christopher Edwin 40
IlIudr1llion of Mr. Edwin 41
Keeper'slnformation ....•.... 42
Description of the Woodie House .. 42
Diagram Qf the Woodie HOUle .... 42
The Family's Tectic:s and SUltistics .43
Th, Aeturn ... .44
Th, Sailing Trip . 44
On Ihe Water . . . . 44
The Hospital .' .. 44
Christopher Edwin and Victory .. 45
Victory . . 45
lettlll" from C.-I Stanford

to Christopher Edwin _ . . 46

INTRODUCTION 2

CHAPTER 1
TrI. H...-metit: OrWr

of th. Silwr Twilight 4
KeepI'I"'.lnformation •. 4
Irwestig.ator'. InformlltlOn . . 4
IlIunr.ion of the lodge House. 5
QuotefromClydeWhipple.di.-y 6
The Character and Rituals

01 the Order. . . . . . . . . 6
Cult Rituals. . . . . . . . . . 6
DetCription of the lodge Hall 7
Diagram of the Main Floor .. 7
Main Floor description .... 7
Second Floor deK:ription . . . 8
Di¥.-n of the SfIOOnd Floor. 8
Third Floor desc:ription . . . . 8
Diagram of the Third Floor ...•.. 8
Dilgram of the B_ment . 9
B_t description ... 9
Dilgram of e-m level 1 . 9
e-n lll'olel 1 description .•... 9
letter from Dunean MIleBein

to Carl Stanford _ .. 10
e-n lltVlll 2 description . 10
Diagram of Cll'oIern level 2 . 11
Magic Items and Spell.. . . .11
Make Box spell description . 11
Enchant Cane spell deteription . 11
Excerpts from book. of the Order .. 12
Mlndblast spell deterlption . 12
Steal life spell d1llCription .12
ChwlIC!ers. . . . . . . . 12

CHAPTER 2
Look to the Future ..
BlICltground .
l~ter from D..,id lee .
Keeper's Information .
Illudflltion of. Meeting ..
TtIlI scenario ....•.
Diagrwn of the Building ..
The Building dnaiption .
Diagram of the Basement ..
Printout from the computer
look to the Futute .....
P~ from Old Celitomi•.

CHAPTER 3
The COIlf1" of C."nich • . • . • 18
letter 1 Irom Jacob Hancodt . . 18
Introduction for theK~. . 18
letter 2 from Jacob HlIf'lcock 19
letter 3lrom Jacob Hancodt 19
The Situation in c.nnich ....•.. 20
TM Hanood< House description •.• 20
Description of thl! Upper FIooi- .•.. 21
Description 01 tl'lll Basement .•... 21
Oiagnlm of tl'lll Hancock House _ ..• 21
Power Drain spell dncrip1ion ....• 21
Description of theH~k Dig Site. 22
Diagram of the Hancock Dig Site 22
Plige from N_le# Cult' 22
Diagram of the MacBain HouMl 23
OetCription of the MacBain House .. 23
leulIl" from Carl Stanford

to Duncan MacB.in . 23
Description of Cave A . . . 23
lid 01 COV'I!n Memben .. 23
lin 01 NPC. by location .. 24
Oesaiption of C_ B . . 24
Keeper'. Notes for the e-s . 24
Infannat ion . . . . . . • . . . . 24
library Infonnation . . . . . .25
Map of the Sc:ottish High'-'dti 25
Ch.K1er statistics _ _ . 25
Elephant Gun statidics _ . 31



A GLOBAL CAMPAIGN TO SAVE MANKIND!
The Silver Twilight is an international organization dedicated to the destruction of
the human race. As brave Investigators, you must piece together passages from
esoteric books, shards of ancient artifacts, and puzzling letters to discover the
Silver Twilight's loathsome goals. This multi-chapter adventure begins in
Boston and spans the gk>be. The Investigators must survive and conquer
the mind-shattering monst8fS and minions of the Cthulhu Mythos.
Come, journey through awesome realms of reality. and match
your wits and sanity against diabolical lurkers in SHADOWS
OF YOG-SOTHOTH!

This scenario book includes three new adventures for the CAll
OF CTHULHU role-playing game_ SHADOWS OF YOG-SOTHOTH
is a seven-chapter tale of horror and suspense. Also included are two
bonus scenarios: one is suitabk1 for beginners and the other is perfect
for experienced Investigators. Eight pages of Player Information include
corrections and additions to the CALL OF CTHULHU rules and a very special
centerfold!


