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“In the morning, wist cames up from the sea by the cliffs beyond Kingsport. White and feathery it comes from the decp
to its brothers the clouds, full of dreams of dank pastures and caves of leviathan. And later. in still summer rains on the
steep roofs of poets, the clouds scatter bits of those dreams, that men shall not live without rumour of old, strange secrets,
and wonders that planets tell planets alone in the night. When tales fly thick in the grottoes of tritons, and conches in sea-
weed cities blow wild tunes learned from the Elder Ones, the great eager mists flock to heaven laden with lore, and ocean-
ward eyes on the rocks see only a mystic whiteness, as if the cliff’s rim were the rim of all earth, and the solemn bells of
buoys tolled free in the aether of faery.”

-~ “The Strange High House in the Mist” by H. P. Lavecraft.

suffered the horrible dreams or hallucinations
that left him amnesiac and confined to
Arkham Sanitarium. The summer of 1925 saw
the fateful visit of vacationing Thomas Olney
to “The Strange High House in the Mist
Most recently, construction work has begun
on the Arkham Advertiser wireless station to
be located high upon Kingsport Head. This
 facility is intended to provide communication
‘with the upcoming Miskaionic University
expedition to Antarctica,
Before staging adventures in ngsporl,
the keeper is urged to réad Lovecraft’s three
i'ngsport stories: b“:}'he Terrible Oid Mﬂn,

P, Loveraft’s Kingsport is the third
book in the Lovecraft Country
@ series for Call of Cthulhu and
conforms with eatlier releases. Misted
Kingsport is the sight of several Lovecraft sto-
ries of wonder and dread, located just a few
short miles from bustling Arkham. Itis a place

" drenched in antiquity, mist, and dreams.
Kingsport is only partially described by
Lovecraft, but much of its atmosphere and set-
ting was inspired by HPLs visit to Marblehead,
Massachusetts, With details and clues from
Lovecraft’s stories, and using Marblehead as a
model for the remwainder of the material, T have
fleshed out Kingsport for use as a Call of
Cthulhy  campaign setting. Adding to
Lovecraft’s work, | have created several
Lovecraftian locations of my own. Other back-
ground material is based upon actual historical
facts regarding the Massachusetts North Shore.
Not all the town is described; the keeper is
invited to add his or her own creations usmg lucatmns
described here and in H. P. Lovecraft’s Arkham as guidelines.
The various neighborhood maps printed within are presented
in a manner that allows keepers to add new features and loca-
tions with fittle djfﬂwlry The actuai popuiatwn of Kingsportis

ot' Charla Beé: :Ward” “The T!-ung ‘:m: the '
;?‘?\1 zhe Mountams of \&atiness,

aple. ration, ane ,gm&m in brmgmg ngsport mto being: Todd
Woods, Richard Wi 0, Pe
Aniolowski, Necronomicon Press, and C‘ryp' of Cthulhn and
Dagor magazines. Last but not least, thanks to Keith Herber
for putting up with the phone calls and letters, and for fur-
I maienal and ms}ghm Thanks. mate.

— Kevins Ross

time frame is nomma]ly late 1928 _e, the events
described in Lovecraft’s three major K stories have all
taken place. On April 11th, 1919,“The Tétnb}e Old Man” dealt
with the three criminals who had planned to rob him. In
December of 1922, the unnamed narrator of “The Festival”

[#1]
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i ._:'_"wnc:zmil activity in 1692 ':tnd'th't’; bmhpiaﬁ_- of

am‘mﬁ Country

impartant portion streches slong the

. e
i 'M}.wkalonwrrmvaﬁcv,{mmbumwhm the fir west

 to where it enters: the ‘Atlantjc Ucean, betweer

o ﬁrkhmlxiﬁgspoﬂ,aml Martin's: Beach. Rcfemnces :
10 other hooks i Ahe Lovecralt Country serics are
- noted when they contain ceptral information.
. Annisquam—A summer résort communtity thatis
:J__lomtedw;thmG[aucestcf!sca,beim'} s
: -Mkh&m_pop 22562, settled in 1692, mcurporab_' '
ed in 1699, Texriles form the bulk of the present

1 tmhilvﬁnanwdi:yﬁrkhmmuil oston uu]l.is:rlai—
ists. Textiles aee the main indostry. :

' "Beveri}-—‘pop. 27,478, setiled o 1626 855 pan o

~ Salem, xrx&rp@:a&d in 1688, Home of the first cot:

 tonmiltinthe U, (17881 Shoes and shoe manufac-

Muring. mauhmery are ils main mdtsi't::es
Balton—pap. I:,539 Icunded i 1630, An indug-

destiles, o

Bastan—pop. ?82 623, rm: selﬂﬂi in ié:ﬁ} The'

- capital of Massachusetts. Site of Bunker Hilt. Faneuil

Hall, the Boston Massacre; and the Boston Tea Party

Important fibraries include the Boston Public

Library with over a million solumes, the Boston
assachusetts Historical Socfety,
the New hngiand Histarial (neuealug.ical library,ang
) psmch—pup 6(}98 ﬁrsi se!lt&l in i633 as
,Aggduun.m‘.or?omte_d inTe3 A pupula; sumtter
resort and sife of the ofdest arched bridge in
 America. Th hﬂ.ﬂ'lcfﬂlht Rt.-\){au\a.n Ward

'-'ngapmmpop 7834, fnanded in 165?, mmrp(!
rated in 1651, Home pare of nummetus privateers
 duringhe Revolutionar Wat. A smmee resortand
artist colony, fishing is the main industry, Rumors
-abnunc{ma szmngef te cult worshiping beneath the
et ﬂne lam)k and in .

'  the Boston Suciety of Natural History: Major inifus

. tries include printing and ?:.ﬁshshhig, mers and
. womens e!mhmg. and shlppmg Bomm Js an m{:.r-__

. rta!iuna] porl

Cumbmlge-—pop m 451 f' st setzfed in 1630..!'_
 Heme of Harvard L"mve:sdﬁ, Raddliffe College, and

 the Massachasetts Tnstitute of Technology (MIT)

Cambridge was the site of the first printing press in

America. Industries include printing snd publish-

il 757 known as baicm \tﬂage:. T’hz wenter ﬁ

. mmmeh;pcp 373, mﬂ‘dm 1

s ing mmmunzq Formerly the ei:'e'of mi !ame

. —n_onheast of é\dasmhuseﬁ-; The most

 Lowniry.

F iithbﬁrgmpq .
. _--_Amlﬁfbuiml\h,p' he:\vleshuq Pike, Incorpor-
. industey:Home of Miskatonic University. Mysterions

 sightings have occurned in the heacky Billingtorts
-+ Woads and a1 Nahom Gardner's farm, both located
~ westof wwn. Detailed in H. 2 Lavecrafts Arkham.

' Aylesbur}'w[mp 16,539, Tounded in 1802 ort the
site of the former village of Brown, Aplanned indus-

 inhosiry andzmorcw&maumym' . _
 Framingham—pop. 25,118, locited fifteen mlle-,_ i
. west of Boston first settled in 1640, incorporated
1760, Industries. mdud‘amw hats, bants and shoes,
- rubber gonds,boﬂcﬁ, and patmz medicines. 1L isthe
“geatof the stte arsendl and the location nf thie shte"
. rcﬁmmmw for WOMCR.

 Glowcester—pap. 25, llkl ﬁrﬂt setl'{ui b; English

- mg.am!the m.anufac!.nre Of ma;wan&v ;anddem’t 4

'_lumbcr am!ls‘ Pack ﬁames seem amdem among o
‘the decadent inhabittars of Dunwich. detailed in

W, PLosecrafts Dumsuh.

j Bam—-»pqp 1654, first Milcdu! 634, :ns.m;wrat- '
e in 1819, Famous Im' :ss smaii shrpurcis: and. ﬂs

dumhcd&

;Fﬂlﬁtl[! Point—pop. 56, settled EG% A small
fiching village just soulh of Innsmouth. Detailed in
w.rr!: and An’w.-:wr’s mAnJmm_ .

Fseape )‘m_m !‘m

45,«8. Incatw.! terr rtul:s S'wih

ated o 1764

Larpe pape =mnufmunng

fishermen in 1623, incorporated 1642, 4 popuiar

 sumumer resort and the greatest salt-water fishing
~ potiin the U5 Within the city Iumfs i the snmmcr'
J _mso:tmmmu nity of nnisquam. -

' .xmiwwnspeclal!:mgm shoes, leaihe! gtmds..)nd  Innsmouth— —pop. 367, founded in 1643, Orq;mal{v
 aciive in the China trade. Launched many privaivers.
 during the Hevolutionary War and Wi of 1812
Fishmgas the s Tain industry. A ﬁi'ﬁa[{glﬂd refineryis
- till tn operation. Innsmouth is being conteolted by
the decadent Marsh family, and for years there have
'_bem hints of a malevolent force fiving beaeath the

sen, at nearhy Devil' Reef: D‘"“‘&d ! "’5“*1'“ f S _'  nal settlers swete finally driven off by members of the

"ncarby Piinnn comminitics. Now the home of

L-mmumfi.

. mm'mhndgn' H:umicd IW. Siteal Li';emr,t armed
- canflictof the American Revolutionand the destine-
: "'-."tmﬁ of Paul Reverdx v

st of '.’:1Irmoramhtf{9ﬂhﬂs Buw E fﬁ«*«h.men ﬂoml!\t'
i md:ihx,aud«tlsm Etarmn -

1640 I.aumhcd mm;\ privateers duting the
Revolutiorary War and the War of 1812, 4 ;‘l'pzl!ar

:Siillmtﬂ‘ resort and o yachiing center. Principal

industries. indlude the manufactire of childred’s

'==ah€ie'§.'llshillg. and yacht and laonch -huildlag,
- LClaimed by same 16 be “the I\}rﬁlplav’ af the
-)’merlcanl‘uvy

Martin's Beach—pap. 87, fitst settled in 1644

small fihiing village and vacation spot. On occssion,

2 strange meature fay been seen in the seean.
 Detailed in Dead. Reckonings,

'Ma}'bttevillemmp 997, founded in 1657 by set-

o thees from Boltond located st s fw miiles down the

road. R I‘m:nﬂ_) the source of o strange winged sppari-

' tin. Detatled iy Adverisres i Arkdo Country.

ﬁéﬁﬂfuiyporlﬂ_;itap. 16,618, settied in 1635, Sepit

 rated from Newhury'in 1764, & manifactoring 1own
and 3h1ppmgp0rl Newburyport was active in priva-
i -teerrng during the Revolationary Wor and War of

1912 The sown was alsa famous for i3 smogglors

- and before the Civil War an setive fishing, whaling,
'&mhmdi'ngpm.kn Essex county seal,

_ Peabody- mpnp 31,677, Jocated just west uf Salem,

whichitwas priginally pauaf It was incorporated in

: S‘?“x The Town ﬂp;mh}_fes 3n the: manufacture of

leather, Ifé{'i'lr_ér«'wi)rkirag 111.':|.'Etiﬂcry. amd cuilon
gods,

Qumcyn-;‘ujl f;?,ﬁ.‘murq;m.ﬁh settled in 1625 2
Merey Moun, & comnunily reputed t have danced
amum] m:wpahs and worshipped Dagon. The anhr

modern naval shipyacds. The birthplace of joho

Adamc fobn Qmmf Adattis and John Hanenck,

_Rm‘kpaﬂ-——pnp 2345, originally soiled i Je20,
separated from Gloucester in (840, A summer yeseit
' famous for ifs large artist colony.

Salem-—pbp. 44,685, fahded i 1625 by Roger

e mﬂﬁt Site- of the Salem witeh trials of 1692 and

jbi"ihplar:e_ﬁf Nathaniel Havthoroe. Salem was once
L ey aclive in the China trade and was home of

Arriesicas finet mll!somzre, Elias Haskeit Derby, The

 town Jaunched many privatcers during the Seven
Years Was, the Rewnhmf:nm
812, Home of the Essex Institure, the Peabody
£ _Marmme Muscom, and lhe Sl Athenaeusn.

War. and the War of

'lham—pﬂpx S84, ocated ten, miles west of
idge along the 117, Ineotporated 1738, Home

ul the wirld l;ugm watch faciry and the site of
th{eﬁrstcuimpmrsmﬁ mﬁ.mum{w? il

_."irid ert' pwftucta ih. hu!!\(’ af (“Lni.
ﬂcs!x.r ?olymhnw, llh‘ k“xl.llt Le!lm-







Now north ot ar:.halc Kingsport the crags climb loflj;' ¢
on terrace, rzii the norlhemmost hangs in rhe sky llke a g

would be much graver matter than death to climb it, if indeed
sible. Nevertheless there is an ancient house on that chﬂ an
see lights in the small-paned windows.

THE CRAGS CLIMB LOFTY AND



The ancient house has always been there, and people
sav One dwells therein who talks with the morning
mists that come up from the deep, and perhaps sees sin-
gular things oceanward at those times when the diff’s
rim becomes the rim of all earth, and solemn buoys toll
free in the white aether of faery. This they tell from
hearsay, for that forbidding crag is always unvisited, and
natives dislike to wain telescopes on-it. Summer board-
ers have indeed scanned 1t with jaunty binoculars, but
have never seen more than the grey primeval roof,
peaked and shingled, whose eaves come nearly to the
grey foundatons, and the dim yellow light of the little
windows peeping out from under those eaves in the
dusk. These summer people do not believe that the
same One has lived in the ancient house for hundreds of
vears; bub cannot prove their heresy to any real
Kingsporter. Even the Terrible Old Man who talks to
leaden pendulums in boutles, buys groceries with cen-
turied Spanish gold, and keeps stone idols in the yard of
his antediluvian cottage in Water Street can only say
these things were the same when his grandfather was a
boy, and that must have been inconceivable ages ago,
when Belcher or Shirley or Pownall or Bernard was
Governor of His Majesty’s Province of the
Massachusetts-Bay.

~ Then one summer there came a philosopher into
Kingsport. His name was Thomas Qlney, and he taught
- ponderous things in a college by Narragansett Bay.
With stout wife and romping children he came, and his
eyes were weary with seeing the same things for many
years, and thinking the same well-disciplined.
He looked at the mists from the diadem
Neptune, and tried to walk into their w
mystery along the titan steps of T
mMorning after morning he would lie o
and look over the world’s rim at the crs
aether beyond, listening (o spectral be
and the wild cries of what might ha
been gulls. Then, when the mist would
lift and the sea stand out prosy with
the smoke of steamers, he would
sigh and descend to the town, wherd
he loved to thread the narrow old
lanes up and down hill, and study th
crazy toitering gables and odd pillared

foorways which had sheltered s0
many generations of sturdy seafolk. And
he even talked with the Terrible Old Man,
who was not fond of strangers, and was invited into his
fearsomely archaic cottage where low ceilings and
wormy panelling hear the echoes of disquieting solilo-
guies in the dark small hours.

Of course it was inevitable that Olney should mark
the grey unvisited cottage in the sky, on that sinister

northward crag which is one with the mists and th
mament. Always over Kingsport it hung, and alwa
mystery sounded in whispers through Kingsport:
crooked alleys. The Terrible Old Man wheezed a f;
that his father had told him, of lightning that shot on
night up from that peaked cottage to the clouds of high-
er heaven; and Granny Orne, whose tiny gambrel-
roofed abode in Ship Street is all covered with moss and
ivy, croaked over something her grandmother had heard
at second-hand, about shapes that flapped out of the
eastern mists straight into the narrow single door of
that unreachable place — for the door is set close to the
edge of the crag toward the ocean, and glimpsed only
from ships at sea.

At length, being avid for new strange things and held
back by neither the Kingsporter’s fear nor the summer
boarder’s usual indolence, Olney made a very terrible
resolve. Despite a conservative training — or because of it,
for humdrum lives breed wistful longings of the unknown
— he swore a great oath to scale that avoided northern
cliff and visit the abnormally antique grey cottage in the
skv. Very plausibly his saner self argued that the place must
be tenanted by people who reached it from inland along
the easier ridge beside the Miskatonic’s estuary. Probably
they traded in Arkham, knowing how little Kingsport
liked their habitation, or perhaps being unable to climb
down the cliff on the Kingsport side. Olney walked owt
along the lesser cliffs to where the great crag leaped inso-
lently up to consort with celestial things, and became very
sure that no human feet could mount it or descend it on

at beetling southern slope. East and north it rose thou-
ands of feet vertically from the water, so only the western
fand and toward Arkham, remained.
One early morning in August Olney set out
find a path to the inaccessible pinnacle. He
orked northwest along pleasant back
_roads, past Hooper’s Pond and the old
brick powder-house to where the
_pastures slope up to the ridge
7} above the Miskatonic and give a
lovely vista of Arkham’s white
y Georgian steeples across leagues
i of river and meadow. Here he
ound a shady road to Arkham, but
trail at all in the seaward direction he
1shcd Woods and F elds crowded up to

and tangles of briers that the first Indian might
seen. As he climbed slowly east, higher and higher abt
the estuary on his left and nearer and nearer the se
found the way growing in difficulty; till he wonde:
how ever the dwellers in that disliked place manag

THRERE

CAME A PHILOSOP
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reach the world outside, and whether they came often to
market in Arkham.

Then the trees thinned, and far below him on his
right he saw the hills and antique roofs and spires of
Kingsport. Even Central Hill was a dwarf from this
height, and he could just make out the ancient grave-
yard by the Congregational Hospital, beneath which
rumour said some terrible caves or burrows lurked.
Ahead lay sparse grass and scrub blueberry bushes, and
beyond them the naked rock of the cra '
peak of the dreaded grey cottage. Now
rowed, and Olney grew dizzy at his }
in the sky. South of him the frig
precipice above Kingsport, north ¢
him the vertical drop of nearly
mile to the river’s mouth,
Suddenly a great chasm opened |
before him, ten feet deep, so thats
he had to let himself down by his
hands and drop to a slanting floor,
and then crawl perilously up a nat-
ural defile in the opposite wall. So
this was the way the folk of the uncan-
ny house journeyed betwixt earth and sky!

When he dimbed out of the chasm a morning mist
was gathering, but he clearly saw the lofty and unhal-
lowed cottage ahead; walls as grey as the rock, and high
peak standing bold against the milky white of the sea-
ward vapours. And he perceived that there was no door
on this landward end, but only a couple of smal] lattice
windows with dingy bull'seye panes leaded in seven-
teenth-century fashion. All around him was cloud and
chaos, and he could see nothing below but the whiteness
of illimitable space. He was alone in the sky with this
queer and very disturbing house; and when he sidled
around to the front and saw that the wall stood flush
with the cliff’s edge, so that the single narrow door was
not to be reached save from the empty aether, he felt a
distinct terror that altitude could not wholly explain.
And it was very odd that shingles so worm-eaten could
survive, or bricks so crumbled stll form a standing
chimnev.

As the mist thickened, Olney crept around to the
windows on the north and west and south sides, trying
them but finding them all locked. He was vaguely glad
they were locked, because the more he saw of that house
the less he wished to get in. Then a sound halted him.
He heard a lock rattle and a bolt shoot, and a long creak-
ing follow as if a heavy door were slowly and cautiously
opened. This was on the oceanward side that he could
not see, where the narrow portal opened on blank space
thousands of feet in the misty sky above the waves.

Then there was heavy, deliberate tramping in the
cottage, and Olney heard the windows opening, first on

\
the north side opposite him, and then on the west just
around the comer. Next would come the south win-
dows, under the great low eaves on the side where he
stood: and it must be said that he was more than
uncomforiable as he thought of the detestable house on
one side and the vacancy of upper air on the other.
When a fumbling came in the nearer casements he
crept around to the west again, flattening himself
against the wall beside the now opened windows. It was
~ plain that the owner had come home; but he had not
come from the land, nor from any balloon or airship
at could be imagined. Steps sounded again, and
JIney edged round to the north; but before he could
. find a haven a voice called softly, and he knew he
must confront his host.

Stuck out of a west window was a great
black-bearded face whose eyes shone phos-
phorescently with the imprint of unheard-of
¢ sights. But the voice was gentle, and of a
quaint olden kind, so that Olney did not shud-
er when a brown hand reached out to help him
over the sill and into thar low room of black oak
- wainscots and carved Tudor furnishings. The man was

clad in very ancient garments, and had about him an
unplaceable nimbus of sea-lore and dreams of tall
gallcons. Olney does not recall many of the wonders he
told, or even who he was; but says that he was strange
and kindly, and filled with the magic of unfathomed
voids of time and space. The small raom seemed green
with a dim aqueous light, and Olney saw that the far
windows to the east were not open, but shut against the
misty acther with dull thick panes like the bottoms of
old bottles.

That bearded host seemed young, vet looked out of
eyes steeped in the elder mysteries; and from the tales of
marvellous ancient things he related, it must be guessed
that the village folk were right in saying he had com-
muned with the mists of the sea and the clouds of the
sky ever since there was any village to watch his taciturn
dwelling from the plain below. And the day wore on,
and still Olney listened to rumours of old times and far
places, and heard how the Kings of Atlantis fought with
the slippery blasphemies that wriggled out of rifts in
ocean’s floor, and how the pillared and weedy temple of:
Poseidonis is still glimpsed at midnight by lost ships,
who know by its sight that they are lost. Years of the
Titans were recalled, but the host grew timid when he
spoke of the dim first age of chaos before the gods or
even the Elder Ones were born, and when only the other
gods came to dance on the peak of Hatheg-Kia in the
stony desert near Ulthar, beyond the river Skai.

It was at this point that there came a knocking on the
door; that ancient door of nail-studded oak beyond
which lay only the abyss of white cloud. Olpey started in

HE HEARD A LOCK RATTLE

AND A BOLT SHOGOT
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fright, but the bearded man motioned him to be still, and  the buoys tolled solemn in vortices of white acther. And
tiptoed to the door to look out through a very small  at noon elfin horns rang over the ocean as Olney, dry
peep-hole. What he saw he did not like, so pressed his fin-  and light-footed, climbed down from the dliffs to
gers to his lips and tiptoed around to shut and lock all the  antique Kingsport with the look of far places in his eyes.
windows before returning to the ancient settle beside his ~ He could not recall what he bad dreamed in the sky-
guest. Then Olney saw lingering against the translucent  perched hut of that still nameless herwit, or say how he
squares of each of the little dim windows in succession a  had crept down that crag untraversed by other feet. Nor
queer black outline as the caller moved inquisitively  could he talk of these matters at all save with the
about before leaving; and he was glad his host had not  Terrible Old Man, who afterward mumbled queer
answered the knocking. For there are strange objects in  things in his long white beard; vowing that the man who
the great abyss, and the seeker of dreams must take care  came down from that crag was not wholly the man who
not to stir up or meet the wrong ones. went up, and that somewhere under that grey peaked
Then the shadows began to gather; first little furtive roof, or amidst inconceivable reaches of that sinister
ones under the table, and then bolder ones in the dark  White mist, there lingered still the lost spirit of him who
panelled corners. And the bearded man made enigmat- ~ Was Thomas Olney.
ical gestures of prayer, and lit tall candles in curiously And ever since that hour, through dull dragging
wrought brass candlesticks. Frequently he would glance  years of greyness and weariness, the philosopher has
at the door as if he expected someone, and at length his  laboured and eaten and slept and done uncomplaining
~ glance seemed answered by a singular rapping which  the suitable deeds of a citizen. Not any more does he
must have followed some very ancient and secret code.  long for the magic of farther hills, or sigh for secrets that
This time he did not even glance through the peep-hole,  peer like green reefs from a bottomless sea. The same-
but swung the great oak bar and shot the bolt, unlatch-  ness of his days no longer gives him sorrow, and well-
ing the heavy door and flinging it wide to the stars and  disciplined thoughts have grown enough for his imagi-
the mist. nation. His good wife waxes stouter and his children
And then to the sound of obscure harmonies there  older and prosier and more useful, and he never fails to
floated into that room from the deep all the dreamsand ~ smile correctly with pride when the occasion calls for it.
‘remories of earth’s sunken Mighty Ones. And golden  In his glance there is not any restless light, and if he ever
 flames played about weedy locks, so that Olney was daz-  listens for solemn bells or far elfin hornps it is only at
zled as he did them homage. Trident-bearing Neptune ~ night when old dreams are wandering. He has never
was there, and sportive tritons and fantastic nereids, and ~ seen Kingsport again, for his family disliked the funny
~ upon dolphins’ backs was balanced a vast crenulate shell  old houses, and complained that the drains were impos-
wherein rode the grey and awful form of primal  sibly bad. They have a trim bungalow now at Bristol
Nodens, Lord of the Great Abyss. And the conchesof the ~ Highlands, where no tall crags tower, and the neigh-
tritons gave weird blasts, and the nereids made strange bours are urban and modern.
sounds by striking on the grotesque resonant shells of But in Kingsport strange tales are abroad, and even
unknown lurkers in black seacaves. Then hoary Nodens  the Terrible Old Man admits a thing untold by his
- reached forth a wizened hand and helped Olney and his  grandfather. For now, when the wind sweeps boisterous
host into the vast shell, whereat the conches and the  out of the north past the high ancient house that is one
~ gongs set up a wild and awesome clamour. And outinto  with the firmament, there is broken at last that omi-
 the limitless aether reeled that fabulous train, the noise ~ nous brooding silence ever before the bane of
of whose shouting was lost in the echoes of thunder. _ Kingsport’s maritime cotters. And old folk tell of
All night in Kingsport they watched that lofty cliff e, Pleasing voices heard singing there,
when the storm and the mists gave them glimpses and of laughter that swells with
of it, and when toward the small hours the little joys beyond earths joys; and
dim windows went dark they whispered of B, say that at evening the little
dread and disaster. And Olney’s chil- low windows are brighter
dren and stout wife prayed than formerly. They say, too,
1o the bland proper god of | & that the fierce aurora comes
Baptists, and hoped that the | oftener to that spot, shining blue
traveller would borrow an *u in the north with visions of
umbrella and rubbers un- v frozen worlds while the crag
less the rain stopped by morning, | ~ and the cottage hang black and fantastic
Then dawn swam dripping and 3 : against wild coruscations. And the mists of
mist-wreathed out of the sea, and the dawn are thicker, and sailors are not quite so
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sure that all the muffled seaward ringing is that of . taverns of old Kingsport, nor do they wish the laughter
the solemn buoys. and song in that high rocky place to grow louder. For as
Worst of all, though, is the shrivelling of o the yoice which has come has brought fresh mists from
fears in the hearts of Kingsport’s young men, w he sea and from the north fresh lights, so do they say
grow prone to listen at night to the north wind at still other voices will bring more mists and more
faint distant sounds. They swear no harm or pa s, till p.erha_ps the olden gﬁdb‘ {whose existence they
can inhabit that high peaked cottage, for in the ne only in whispers for fear the Congregational par-
voices gladness beats, and with them the tinkle hall hear) may come out of the deep and from
laughter and music. What tales the sea mists nown Kadath in the cold waste and make their
bring to that haunted and northernmost pinna welling on that evilly appropriate crag so close to
they do not know, but they long to extract so e gentle hills and valleys of quiet simple fish-
hint of the wonders that knock at the cliff-yaw rfalk. This they do not wish, for to plain peo-
ing door when clouds are thickest. And patriar ple things not of earth are unwelcome; and
dread lest some day one by one they seek out tha ides, the Terrible Old Man often recalls
inaccessible peak in the sky, and learn what hat Olney said about a knock that the lone
centuried secrets hide beneath the steep shir hweller feared, and a shape seen black and
gled roof which is part of the rocks and t}ig inquisitive against the mist through thase queer
stars and the ancient fears of Kingspo translucent windows of leaded bull’s-eyes.
That those venturesome youths will com All these things, however, the Elder Ones only
back they do not doubt, but they ay decide; and meanwhile the morning mist still
think a light may be gone from nes up by that Jonely vertiginous peak with the
their eyes, and a will frmn thei sep ancient house, that grey low-eaved house
hearts. And they here none is seen but where evening brings
quaint Kingspor 4 furtive lights while the north wind tells of
climbing la " strange revels. White and feathery it comes fro

archaic gables ‘the deep to its brothers the clouds, full
listless down th treams of dank pastures and caves of leviathan.
while voice by voice nd when tales fly thick in the grottoes of tritons,
laughing chorus grow and conches in seaweed cities blow wild wines learned
stronger and wilder in t from the Elder Ones, then great eager vapours flock to
unknown and terrible eyri _heaven laden with lore; and Kingsport, nestling uneasy
where mists and the dreams on its Jesser cliffs below that awesome hanging sentinel
of mists stop to rest on thei of rock, sees oceanward only a mystic whiteness, as if the
way from the sea to the skies. cliff’s rim were the rim of all earth, and the solemn bells
They do not wish the souls of their young of the buoys tolled free in the aether of faery.
men to leave the pleasant hearths and gambre
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ack that night to the old fishing town as legend bade, for
 lonely remember,

ill’s crest T saw Kingsport outspread frostily in the gloam-
vith its ancient vanes and steeples, ridgepoles and chim-
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scattered at all angles and levels like a child’s disordered
blocks; antiquity hovering on grey wings over winter-
whitened gables and gambrel roofs; fan-lights and
small-paned windows one by one gleaming out in the
cold dusk to join Orion and the archaic stars. And
against the rotting wharves the sea pounded; the secre-
tive, immemorial sea out of which the people had come
in the elder time.

Beside the road at its crest a still higher summit rose,
bleak and windswept, and I saw that it was a burying-
ground where black gravestones stuck ghoulishly
through the snow like the decayed fingernails of a
gigantic corpse. The printless road was very lonely, and
sometimes I thought I heard a distant horrible creaking
as of a gibbet in the wind. They had hanged four kins-
men of mine for witchceraft in 1692, but 1 did not know
just where.

As the road wound down the seaward slope I listened
for the merry sounds of a village at evening, but did not

hear thern. Then [ thought of the season, and felt that

these old Puritan folk might well have Christmas cus-
toms strange to me, and full of silent hearthside prayer.
So after that I did not listen for merriment or look for
wayfarers, but kept on down past the hushed lighted
farm-houses and shadowy stone walls to where the signs
of ancient shops and sea-taverns creaked in the salt
breeze, and the grotesque knockers of pillared doorways
glistened along deserted, unpaved lanes in the light of
little, curtained windows.

I had seen maps of the town, and knew where to find
the home of my people. Tt was told that 1 should be
known and welcomed, for village legend lives long; so T
hastened through Back Street to Circle Court, and
across the fresh snow on the one full flagstone pavement
in the town, to where Green Lane leads off behind the
Market House. The old maps still held good, and [ had
no trouble; though at Arkham they must have lied when
they said the trolleys ran to this place, since I saw not a
wire overhead. Snow would have hid the rails in any
case. I was glad | had chosen to walk, for the white vil-
lage had seemed very beautiful from the hilk; and now |
was cager to knock at the door of my people, the seventh
house on the left in Green Lane, with an ancient peaked
roof and jutting second story, ail built before 1650.

There were lights inside the house when I came
upon it, and 1 saw from the diamond window-panes
that it must have been kept very close to its antigue
state. The upper part overhung the narrow grass-grown
street and nearly met the overhanging part of the house
opposite, so that I was almost in a tunnel, with the low
stone doorstep wholly free from snow. There was no
sidewalk, but many houses had high doors reached by
double flights of steps with iron railings. It was an odd
scene, and because I was strange to New England 1 had

never known its like before. Though it pleased me, I
would have relished it better if there had been footprints
in the snow, and people in the streets, and a few win-
dows without drawn curtains.

When I sounded the archaic iron knocker | was half
afraid. Some fear had been gathering in me, perhaps
because of the strangeness of my heritage, and the
bleakness of the evening, and the queerness of the
silence in that aged town of curions customs, And when
my knock was answered I was fully afraid, because I had
not heard any footsteps before the door creaked open.
But I was not afraid long, for the gowned, slippered old
man in the doorway had a bland face that reassured me;
and though he made signs that he was dumb, he wrote
a quaint and ancient welcome with the stylus and wax
tablet he carried.

He beckoned me into a low, candle-lit room with
massive exposed rafters and dark, stiff, sparse furniture
of the seventeenth century. The past was vivid there, for
not an attribute was missing. There was a cavernous fire-
place and a spinning-wheel at which a bent old woman
in loose wrapper and deep poke-bonnet sat back toward
me, silently spinning despite the festive season. An indef-
inite dampness seemed upen the place, and I marvelled
that no fire should be blazing. The high-backed settle
faced the row of curtained windows at the left, and
seemed to be occupied, though [ was not sure. I did not
like everything about what 1 saw, and felt again the fear I
had had. This fear grew stronger from what had before
lessened it, for the more I looked at the old man’s bland
face the more its very blandness terrified me. The eyes
never moved, and the skin was too like wax. Finally I was
sure it was not a face at all, but a fiendishly cunning
mask. But the flabby hands, curiously gloved, wrote
genially on the tablet and told me I must wait a while
before I could be led to the place of festival.

Pointing to a chair, table, and pile of books, the old
man now left the room; and when 1 sat down to read |
saw that the books were hoary and mouldy. and that
they included old Morryster’s wild Marvells of Science,
the terrible Saducismus Triumphatus of Joseph Glanvill,
published in 1681, the shocking Daemonolatreia of
Remigius, printed in 1593 at Lyens, and worst of all, the,
unmentionable Necronomsicon of the mad Arab Abdul
Alhazred, in Olaus Wormius® forbidden Latin transk
tion; a book which I had never seen, but of which I had
heard monstrous things whispered. No one spoke to
me, but ] could hear the creaking of signs in the wind
outside, and the whir of the wheel as the bonneted old
woman continued her silent spinning, spinning. |
thought the room and the books and the people very
morbid and disquieting, but because an old tradition of
my fathers had summoned me to strange feastings, [
resolved to expect queer things. So [ tried to read, and
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soon became tremblingly absorbed by something I
found in that accursed Necronomicom; a thought and a
legend too hideous for sanity or consciousness. But |
disliked it when I fancied 1 heard the closing of one of
the windows that the settle faced, as if it had been
steaithily opened. It had scemed to follow a whirring
that was not of the old woman’s spinning-wheel. This
was not much, though, for the old woman was spinning
very hard, and the aged clock had been striking. After
that I lost the fecling that there were persons on the set-
tle, and was reading intently and shudderingly when the
old man came back booted and dressed in a loose
antique castume, and sat down on that very bench, so
that I could not see him. It was certainly nervous wait-
ing, and the blasphemous book in my hands made it
doubly so. When eleven struck, however, the old man
stood up, ghded to a massive carved chest in a corner,
and got two hooded cloaks; one of which he donned,
2nd the other of which he draped round the old woman,
who was ceasing her monotonous spinning. Then they
both started for the outer door; the woman lamely
creeping, and the old man, after picking up the very
book I had been reading, beckoning me as he drew his
hood over that unmoving face or mask.

We went out into the moonless and tortuous net-
_.F‘_!r'i;?l‘k of that incredibly ancient town; went out as the
lights in the curtained windows disappeared one by one,
and the Dog Star leered at the throng of cowled, cloaked
figures that poured silently from every doorway and
formed monstrous processions up this street and that,
~ past the creaking signs and antediluvian gables, the
thatched roofs and diamond-paned windows; threading
precipitous lanes where decaying houses overlapped
and crumbled together, ghiding across open courts and
churchyards where the bobbing lanthorns made eldritch
drunken constellations,

Amid these hushed throngs I followed my voiceless
guides; jostled by elbows that seemed preternaturally
soft, and pressed by chests and stomachs that seemed
abnarmally pulpy; but seeing never a face and hearing
‘never a word, Up, up, up the eerie columns slithered,
‘and I saw that all the travellers were converging as they
Mlowed near a sort of focus of crazy alleys at the top of a
high hill in the centre of the town, where perched a great
white church. T had seen it from the road’s crest when 1
Jooked at Kingsport in the new dusk, and it had made
me shiver because Aldebaran had seemed to balance
itself a moment on the ghostly spire.

There was an open space around the church; partly a
churchvard with spectral shafis, and partly a half-paved
square swept nearty bare of snow by the wind, and lined
with unwholesomely archaic houses having peaked roofs
and overhanging gables. Death-fires danced over the
tombs, revealing gruesome vistas, though queerly failing

to cast any shadows. Past the churchyard, where there
were 1o houses, 1 could see over the hill’s summit and
watch the glimmer of stars on the harbour, though the
town was invisible in the dark. Only once in a while a lan-
thorn bobbed horribly through serpentine alleys on its
way to overtake the throng that was now slipping speech-
lessly into the church. [ waited fill the crowd had oozed
into the black doorway, and till all the stragglers had fa}-
lowed. The old man was pulling at my sleeve, but 1 was
determined to be the last. Then I finally went, the sinister
man and the old spinning woman before me. Crossing
the threshold into that swarming temple of unknown
darkness, [ turned once to look at the outside world as the
churchyard phosphorescence cast a sickly glow on the
hilltop pavement. And as I did so I shuddered. For
though the wind had not left much snow, a few patches
did remain on the path near the door; and in that fleeting
backward lock it seemed to my troubled eyes that they
bore no mark of passing feet, not even mine.

The church was scarce lighted by all the lanthomns
that had entered it, for most of the throng had already
vanished. They had streamed up the aisle between the
high white pews to the trapdoor of the vaults which
vawned loathsomely open just before the pulpit, and
were now squirming noiselessly in. I followed dumbly
down the footworn steps and into the dank, suffocating
crypt. The tail of that sinuous line of night-marchers
seemed very horrible, and as 1 saw them wriggling into
a venerable tomb they seemed mrore horrible still. Then
1 noticed that the tomb’s floor had an aperiure down
which the throng was sliding, and in a moment we were
all descending an ominous staircase of rough-hewn
stone; @ narrow spiral staircase damp and peculiarly
odorous, that wound endlessly down into the bowels of
the hill past monotonous walls of dripping stone blocks
and crumbling mortar. It was a silent, shocking descent,
and 1 observed after a horrible interval that the walls
and steps were changing in nature, as if chiselled out of
the solid rock. What mainly troubled me was that the
myriad footfalls made no sound and set up no echoes.
After more aeons of descent I saw some side passages or
burrows leading from unknown recesses of blackness to
this shaft of nighted mystery. Soon they became exces-
sively numerous, like impious catacombs of nameless
menace; and their pungent odour of decay grew quite
unbearable. I knew we must have passed down through
the mountain and beneath the earth of Kingsport itself,
and 1 shivered that a town should be so aged and mag-
goty with subterraneous evil.

Then I saw the lurid shimmering of pale light, and
heard the insidious lapping of sunless waters. Again 1
shivered, for I did not like the things that the night had
brought, and wished bitterly that no forefather had
summoned me to this primal rite. As the steps and the
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passage grew broader, 1 heard another sound, the thin,
whining mockery of a feeble flute; and suddenly there
spread out before me the boundless vista of an inner
world — a vast fungous shore litten by a belching col-
umn of sick greenish flame and washed by a wide oily
river that flowed from abysses frightful and unsuspect-
ed to join the blackest gulfs of immemorial ocean.

Fainting and gasping, I looked at that unhallowed
Erebus of titan toadstools, leprous fire, and slimy water,
and saw the cloaked throngs forming a semicircle
around the blazing pillar. It was the Yule-rite, older than
man and fated to survive hiny; the primal rite of the sol-
stice and of spring’s promise beyond the snows; the rite
of fire and evergreen, light and music. And in the
Stygian grotto I saw them do the rite, and adore the sick
pillat of flame, and throw into the water handfuls
gouged out of the viscous vegetation which glittered
green in the chlorotic glare. 1 saw this, and [ saw some-
thing amorphously squatted far away from the lighi,
piping noisomely on a flute; and as the thing piped 1
thought | heard noxious muffled flutterings in the
foetid darkness where [ could not see. But what fright-
ened me most was tha! flaming column; spouting vol-
canically from depths profound and inconceivable, cast-
ing no shadows as healthy flame should, and coating the
nitrous stone above with a nasty, venomous verdigris.
For in all that seething combustion no warmth lay, bu
only the clamminess of death and corruption.

The man who had brought me now squirmed to a
point directly beside the hideous flame, and made stiff
ceremonial motions to the semicircle he faced. At cer-
tain stages of the ritual they did grovelling obeisance,
especially when he held above his head that abhorrent
Necronomicon he had taken with him; and 1 shared all
the obeisances because I had been summoned to this
festival by the writings of my forefathers. Then the old
man made a signal to the half-seen flute-player in the
darkness, which player thereupon changed its feeble
drone to a scarce louder drone in another key; precipi-
tating as 1t did so a horror unthinkable and unexpected.
At this horror [ sank nearly to the lichened earth, trans-
fixed with a dread not of this nor any world, but only of
the mad spaces between the stars.

Out of the unimaginable blackness beyond the gan-
grenous glare of that cold flame, out of the Tartarean
leagues through which that oily river rolled uncanny,
unheard, and unsuspected, there flopped rhythmically a
horde of tame, trained, hybrid winged things that no
sound eye could ever wholly grasp, or soung brain ever
wholly remember. They were not altogether crows, nor
moles, nor buzzards, nor ants, nor vampire bats, nor
decomposed human beings; but something [ cannot
and must not recall. They flopped limply along, half
with their webbed feet and half with their membrane-

ous wings; and as they reached the throng of celebrants
the cowled figures seized and mounted them, and rode
off one by one along the reaches of that unlighted river,
into pits and galleries of panic where poison springs
feed frightful and undiscoverable cataracts.

The old spinning woman had gone with the throng,
and the old man remained only because 1 had refused
when he motioned me to seize an animal and ride like
the rest. ] saw when I staggered to my feet that the amor-
phous flute-player had rolled out of sight, but that two
of the beasts were patiently standing by. As | hung back,
the old man produced his stylus and tablet and wrote
that he was the true deputy of my fathers who had
founded the Yule worship in this ancient place; that it
had been decreed 1 should come back, and that the most
secret mysteries were yet to be performed. He wrote this
in a very ancient hand, and when [ still hesitated he
pulled from his loose robe a seal ring and a watch, both
with my family arms, to prove that he was whart he said.
But it was a hideous proof, because 1 knew from old
papers that that watch had been buried with my great-
great-great-great-grandfather in 1698.

Presently the old man drew back his hood and point-
ed to the family resemblance in his face, but I only shud-
dered, because I was sure that the face was merely a dev-
ilish waxen mask. The flopping animals were now
scratching restlessly at the lichens, and I saw that the old
man was nearly as restless himself. When one of the
things began to waddle and edge away, he turned quick-
ly to stop it; so that the suddenness of his motion dis-
lodged the waxen mask from what should have been his
head. And then, because that nightmare’s position
barred me from the stone staircase down which we had
come, | flung myself into the oily underground river that
bubbled somewhere to the caves of the sea; flung myself
into that putrescent juice of earth'’s inner horrors before
the madness of my screams could bring down upon me
all the charnel legions these pestgulfs might conceal.

At the hospital they told me 1 had been found half
frozen in Kingsport Harbour at dawn, clinging to the
drifting spar that accident sent to save me. They told me
I had taken the wrong fork of the hill road the night
before, and fallen over the cliffs at Orange Point; a thing
they deduced from prints found in the snow. There was
nothing | could say, because everything was wrong
Everything was wrong, with the broad window shewing
a sea of roofs in which only about one in five was
ancient, and the sound of trolleys and motors in the
streets below. They insisted that this was Kingsport, and
1 could not deny it. When I went delirious at hearing
that the hospital stood near the old churchyard on
Central Hill, they sent me to St, Mary’s Hospital in
Arkham, where I could have better care. I liked it there,
for the doctors were broadminded, and even lent me
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their influence in obtaining the carefully sheltered copy
of Alhazred’s objectionable Necrosiomicon from the
library of Miskatonic University. They said something
about a “psychosis”, and agreed 1 had better get any
harassing obsessions off my mind. :

So 1 read again that hideous chapter, and shuddered
doubly because it was indeed not new to me. I had seen
it before, let footprints tell what they might; and where
it was 1 had seen it were best forgotten. There was no
one - in waking hours — who could remind me of it;
but my dreams are filled with terror, because of phras-
¢s I dare not quote. ] dare quote only one paragraph,
put into such English as I can make from the awkward
Low Latin.

¥

“The nethermost caverns,” wrote the mad Arab, “are
not for the fathoming of eyes that see; for their marvels
are strange and terrific. Cursed the ground where dead
thoughts live new and oddly bodied, and evil the mind
that is held by no head. Wisely did Tbn Schacabao say,
that happy is the tomb where no wizard hath lain, and
happy the town at night whose wizards are all ashes. For
it is of old rumour that the soul of the devil-bought
hastes not from his charnel clay, but fats and instructs
the very worrn that gnaws; till out of corruption horrid
life springs, and the dull scavengers of earth wax crafty
to vex it and swell monstrous to plague it. Great holes
secretly are digged where earth’s pores ought to suffice,
and things have learnt to walk that ought to crawl.”

THINGS HAVYE

LEARNT TO WALK






E .
at by Bamospourt

in off the Atlantic. The ever-present fog and mist also
makes the environment considerably damper. On the
coldest winter nights temperatures dip to zero degrees
Fabrenheit or lower, but daytime temperatures range in
the 20's and 30’s. The frst snowfalls arrive in NovembBer
and, unlike Arkham’s snow, often blanket the ground
for weeks at a time. Spring comes in late March or early
April, but frosts often occur as late as early May. The last
week of May signals the start of the summer season and
the arrival of the first crowds of tourists. Summer highs
range in the 70’s and 80’s — rarely higher — and nights
are often chilly. The summer season ends at the begin-
ning of September, when the tourists leave to return to
their jobs and schools in Boston and other places.
Through October, temperatures range from the low 40’
to the low 60’s, but by November, the first frosts have left
their mark, and the trees have shed their leaves in anti-
cipation of another winter.

GemmrHours ol Bousiwess

Blue laws in Kingsport are not as strict as those of
Arkham. Although most businesses operate between the
hours of 8§ AM. and 5 pm. Monday through Friday (9
CAM, to 1 M. Saturday), numerous restaurants and
stores, particularly those catering to the tourist trade,
aate open on Sunday afternoons. Government and pub-
lic buildings are open five days a week, 8 AM. to 5 P,
but are closed for lunch from noon to 1 pMm.

?P«we( 1V¢ ment

b pmsp ts in Klqup t are scarce. However, quali-
fied investigators may find lesser positions with great
possibilities at both the Kingsport Historical Society
and the Kingsport Chronicle newspaper. If the keeper
desires, almost any of the shops and stores might be
looking for help, though most pay a low wage. Scholarly
types might find a position teaching at one of

Kingsport’s schools.

Enterprising investigators who want to start their
own businesses soon discover that those ventures most
Tikely to succeed are those that are based on the dollars
- of tourists. Artists find Kingsport especially conducive
o their work, and many make a fair living selling land-
scapes and portraits to vacationers. The sea breeze and
the rolling surf, combined with a mild summer climate,
seem to bring out the best in an artist. The keeper may
wish to award small bonuses to these dreamy folks'
income to reflect their increased artistic sensibilities.

Alternately, investigators may decide to wark in
Arkham while residing in Kingsport, providing them-
selves with the widest possible range of experiences and
contacts. If all else fails, there is usually a position avail-

L

able in one of Kingsport’s factories or on the deck of one
of the fishing boats.

Peo (eo Kinvosport

There is an unofficial but honetheless dasilylperceived
social hierarchy in Kingsport. At the top of the heap are
members of the old Kingsport families, including such
monied notables as Norton Weiss, Stephen Cabot,
Martin Cabot, fish-packing tycoons Brandon Turner
and John Pickering, Mayor John Jacob Hoag, and
banker Cyrus Abbott. Next come the influential profes-
sionals, such as attorney Richard Court, Judge Norton
Bedlow, Dr. Matthew Harris, and Evelyn Mercer of the
Mercer Art Gallery. Those of slightly lesser stature
include folk like May Talbot of the Daughters of the
American Revolution and John Miles, principal of Hall
School. Below them come a multitude of middle and
upper-middle class business people like Dr. Enoch
Warren, hoteliers Adam and Lois Tuttle, and the major-
ity of Kingsport's better downtown merchants,

Near the bottom end of the scale resides the Jower
class business people of Harborside and Hill Town, fol-
lowed by a few Yankee fishermen bearing old family
names. Next are the Irish, Dutch, and other northern
Buropean immigrants, followed by the Italians, and last-
ly the Portuguese. Few blacks live in Kingsport, and even
fewer people of Asian descent.

This order doesn’t necessarily reflect the actual
income or disposition of each of thesc groups, but
merely how they are perceived and treated by each other
— it is the local pecking order.

Kwéf { -f-xlf QYN

Most Hshermen associate in groups defined along eth-
nic lines, although there are exceptions. However, all but
the most bigoted and inflexible share the common
bonds of seafaring life. Most own small one- or two-
mian boats capable of safely carrying three or four peo-
ple and a good catch of fish. Most are oar- and sail-pow-
ered shallops, open craft high in the bow and stern.
Perbaps one in ten fishermen carry weapons in addition
to the usual assortment of knives, clubs, marlinespikes,
and boat hooks. This weapon may be a revolver, rifle, or
shotgun, as the keeper sees fit.

The Fishermen’s Routine

Before dawn, about 4:30 or 5:00 aM., the fishermen

leave their homes in Harborside and Hill Town to make

their way down to the wharves. At the docks, they check
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nets, traps, and sails. Normally this time is filled with
laughter, curses, and talk, and cups of coffee or liquor
(or both} to warm the body against the morning chill
and fog. Then the shallops begin to leave the wharves.
Rowed out beyond the breakwater where they can catch
the wind, they quickly disperse into the fog lying out
past the reef, By evening, sometimes an hour or more
after dark, they return to the docks near the fish-pack-
ing houses. There the catches are weighed and recorded
while the fishermen boast among each other of the day's
experiences. Finished, they tie up their boats and head
for home or the taverns.

Now the mornings are quiet. Silent men leave their
homes a little later and look out into the fog, wondering
if they will return that night. The morning coffee does-
't chase off the chills, and what little conversation there
is seems half-hearted. Checking the nets and traps takes
a little longer than usual, but finally one of the men sets
out in his boat, chiding the others for their slowness.
The rest of the fleet follows, but hesitantly. All iry to
return before sunset. Only the damnedest of fools sails
in haunted waters after dark. The catches are smaller,
and on return, the fishermen’s talk and boasts are sub-
dued. The unasked question is always, “Did everyone
make it back today?”

l.oc.A( Gouewn\em‘

Kingsport’s elected officials include a mayor and nine
city counci] members (selectmen), all elected to two
year terms. The offices are part-time positions paying
only small salaries, but bringing their holders great
prestige, as well as a certain amount of power. Mayor
John Jacob Hoag is running uncontested this year, but
1930 promises a full ticket of candidates, each claiming
they can undo the damage done by the Great
Depression. Town Council meetings are held the first
and third Tuesdays of every month at Talbot Hall, the
site of Kingsport’s town administrative offices.

,Potfce /\N(( Courts

Kingsport’s small police force is busiest during the
summer months, when the tourist season is in full
swing. Most police work involves the issuing of traffic
citations, attenting to minor accidents, mediating
occasional disputes between tourists and residents,
and escorting inebriated vacationers back to their
rented quarters, Police are usually lenient when deal-
ing with visitors, a leniency not often extended to the
city’s lower-income residents.

Though concealed weapons are legal in this day and
age, Kingsport police have been known to confiscate
such arms, returning them to their owners only after the
person is ready to leave town. Possession of explosives

and the discharging of firearms inside the city limits are
both illegal and both excellent ways to meet firsthand
the various levels of Kingsport’s law enforcement and
judicial systems. Good communication skills are useful
when dealing with the Kingsport police, but no amount
of Law, Persuade, or Credit Rating rolls {or [liplomacy
and Knowledge (law) checks) can convince an officer
that the person the investigators have just shot and
killed was already dead.

Kingsport's illegal liquor establishments are all
well-known to police, but are left alone. The police,
like most Kingsporters, feel that depriving the citizens
of their taverns would create more problems than it
would solve. Consequently, Jonas Riggs Rope &
Anchor Tavern and Harry Penn’s Billiard Hall are left
to tend to their business. People frequenting these
places have little to fear from police, but those whe
brawl, cause loud disturbances, or make public nui-
sances of themselves are quickly taken into custody. A
tourist may get away with a minor transgression or
two, but a resident without influence likely suffers
arrest. Kingsport police are used to dealing with sailors
and other “hard customers,” and investigators who
resist arrest can expect a summary beating at the hands -
of Kingsport’s no-nonsense police force. .

Judge Norton Bedlow presides over ngbpurt
Justice Court, in session Monday through Friday, begin-
ning at 10 A.M. Only rarely is there enough business to
warrant an afternoon session.

Minor crimes and misdemeanors (public infoxica-
tion, disturbing the peace, thefts under $100) are pun-
ished by fines or short jail terms. Felonies (murder,
assault with a deadly weapon, thefts over $100) are
bound over for trial in the Essex County Court in
Salem. State and Federal crimes are tried in their respec-
tive courts in Boston.

m Cﬂn\e

Keeping with its sleepy nature, Kingsport is relatively
free of serious crime, Murders and major robberies are
very rare. When they do occur, they are the talk of the
town. Nothing resembling organized crime exists in
Kingsport, although at least one resident, Jonas Rigg,
deals with the gangsters operating out of nearby
Arkham. Most crime 18 minor, the worst an occasional
breaking and entering or a petty theft.

Kingsport police deal with these cases as they see fit;
a Hill Town resident whose flat is burgled is less likely to
see justice done than the owner of a West Side estate or
asummer boarder on Harbor Street. On the other hand,
fickle Kingsport justice is more likely to arrest the same
Hill Towner for public intoxication than the West Sider
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or summer boarder who has just beaten the same
wretch for his drunkenness.

Links to Qrganized Crime; Jonas Rigg, the surly owner
of the Rope & Anchor Tavern, is supplied twice a week
with liguor through arrangements made with Danny
O'Bamnion, president of Arkham’s Lucky Clover
Cartage Company and the north shore’s crime kingpin.
Once a week, Rigg receives a shipment of liquor from a
motorboat freshly loaded from its offshore rendezvous
with a Canadian steamer. The booze is unloaded at the
darkened wharves near the fish-packing houses and
trucked back to the tavern.

Rigg, in turn, deals liquor throughout Kingsport,
primarily to Harry Penn, but also to the Stratton Yacht
Club and others. Rigg’s business is largely his own, and
although his employees usually handle the procurement
of the alcohol, when it comes to up-front, physical mat-
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ters, it is Rigg himself who acts as “enforcer” Anyone
posing a threat to Rigg's operation receives a verbal
warning first. If the interference continues, the trouble-
maker is jumped and beaten the next time he wanders
down a darkened nighttime alley. If he persists, he soon
learns that Rigg has no compunction against murder.
The body will be weighted and secretly dumped at sea.
Rigg is brutal, merciless, and always gets revenge.

Other Criminals: Of the few other criminals in
Kingsport, Alan Zevin is perhaps the most notable.
Zevin's real name is Stuart “Keys” Rakatanski, a noto-
rious New York criminal believed to have had a hand
in the 1925 robbery of the First Merchant’s Bank of
New York. He has been hiding out in Kingsport ever
since, living on his small share of the last heist and
finally opening up his own locksmith business. Zevin
has so far proven to be an exemplary citizen and has
not taken advantage of his situation. Old habits are
hard to break.

Other ¢criminals around town include various lesser
sorts: muggers, pickpockets, prostitutes, and so forth.
Street gangs exist, youths of Portuguese and Italian
descent hanging out in various places around Prospect
Hill. The gangs rarely indulge in crimes worse than eth-
nically motivated assaults and occasional petty thefts.

LocarL CRIME
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more than a tiny self-sustaining fishing village, Kingsport s

with Europe, but when Britain continued to increase
ngsporls Yankee sea captams were forced to find ma

dynasues that are still influential loday
In the late seventeenth and early eighteenth centurie

During the Reveiunonary War, Kingsport was a hotbed
as home port for conntless privateers, Kingsport sailors wer
sinking or capture of more than fifty British ships. This, con

alarming rate, Jed King George to bring his strength to bea aga
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~eral cannons up to the lower cliffs of Kingsport Head.
~ Training the cannons on the besieging ships, the valiant
Kingsporters were able to drive the invaders off.
Kingsport’s captains readied their ships and went in
pursuit of the attackers. Four British men-of-war went
to the bottom that day, and three more were captured
before the battle ended. Although Kingsport suffered
~ considerable property damage, including the loss of
nine ships, His Majesty’s Navy was never again to molest
the small town. A plaque commemorating the victory
and the heroism of Argus Blaine can be found in Circle
Court, To this day, British cannonballs are occasionally
dug out of the hillsides, and one such relic can be seen
embedded in the wall of the Custom House, a reminder
of past glories.

Following the war, life continued on much as it had
before. A brief attempt was made to change the town’s
name from Kingsport to Georgetown, but the stub-
~ born townspeople refused the change, and the name
has remained Kingsport to this day. By the turn of the
century, much of New England was turning to indus-
try, anticipating the Industrial Revolution that was to
come. Kingsport, however, remained wed to the sea,
relying almost solely on fishing and overseas trade as
sources of income,
~ The nineteenth century brought the first hint of
~ trouble for the sea trade. Numerous restrictions regard-
ing trade with warring Britain and France made it ille-
gal to do business with either of these countries, and
- before long, most of Europe was under embargo.
~ Conditions steadily declined until the outbreak of the
War of 1812 effectively put an end to all shipping.
Strong British blockades closed the port, strangling the
town’s trade and crippling the economy. A little priva-
teering was carried out, but was done in mortal fear of
a British navy that now had the small Kingsport ships
badly outnumbered and outgunned. Many vessels were
 lost — along with many personal fortunes — and by the
~ end of the war, Kingsport’s sea trade had begun an irre-
.~ versible downward spiral.

Kingsport’s one serious foray into industry was
made by Kirby Spencer, a former captain who had com-
manded ships for the Tattle family. Using money he had
made in trade, he opened a small paint factory on a hill
south of town. The new company was a modest success.
With capital from other local investors, Spencer diversi-
fied, next opening a glue works next door to the paint
factory. Despite these early successes (both concerns are
still in business today), Kingsport refused to abandon
the sea, and industrial development went no further. In
1835, Kingsport finally lost its status as a port of entry,
ending the town’s overseas commerce and limiting its
shipping to the eastern coast of the U.S,

In 1824, Kingsport saw the founding of a small
school, a private high school named after Eben Hall, the
well-known town official of the early eighteenth century.
Five years later, Kingsport’s first newspaper, the Kingsport
Chronicle, was founded by industrialist Kirby Spencer.
The news sheet was edited by Graham Blaine, the capable
grandson of the Revolutionary War hero, Argus Blaine, A
decade later, Blaine purchased the Chronicle from
Spencer, retaining ownership until his death in 1851.

By the mid-nineteenth century, Kingsport had settled
into a community of ship builders and fishermen, and for
a timie both trades flourished. But the fisherman’s lot is a
hard one, and many Kingsport lives have been lost to
angry seas. One of the most frequenty remembered of
these tragedies occurred in the summer of 1842, when
eight Kingsport fishermen lost their lives to a freak storm
off the shores of Innsmouth. Having heard rumors of
spectacular catches of fish being taken by the
Innsmouthers, the Kingsport men had decided to try
their nets in these neighboring waters. The storm appar-
ently struck without warning, destroying all the boats
and leaving only one survivor — a young boy named
Danny Houghton later found drifting north of Rockport
clinging to a piece of wreckage. Although for many years
it was held that the Kingsporters had been killed by jeal-
ous Innsmouthers guarding their fishing grounds, Danny
Houghton has always maintained that he and his com-
panions were the victims of a sudden storm.

Kingsport had its last real economic boom during
the Civil War, when the Tuttle and Illsley shipyards sup-
plied numerous new vessels for the Union cause. Most
of the men of Kingsport who contributed to the Union
war effort took their places aboard ships. All told, sev-
enteen Kingsporters lost their lives in this war, all of
them at sea.

In the years following the war, it seemed even the sea
had turned against the town. Kingsport was ravaged by
a series of great storms that struck the area in the vears
1878-1888. Many buildings were damaged and more
than a dozen lives lost during this period, The Jast and
worst of these storms struck in 1888, washing shallops
ashore as far as Turner and Howard Streets and blowing
down the steeple of the then-abandoned Congrega-
tional Church on Central Hill.

As the twentieth century began, it seemed that
Kingsport's luck would not change. The 1905 typhoid
epidémic. that struck Arkham visited Kingsport as well,
taking more than a dozen lives. But the following year
saw the election of retired sea captain Stephen Cabot to
the position of mayor. Under his capable guidance, the
town began its resurgence. One of Cabot’s first steps was
to tap the already blooming tourist industry in New
England, Surely a town so unchanged from its seven-
teenth-century origins — and 3 sea-going town at that
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— would be of interest to vacationers with a taste for
nostalgia and history. Though some of the town’s older
folk snorted at the thought of outsiders overrunning
quiet old Kingsport, the tactic proved successful.
Attracted by a number of rental homes built along the
sotith shore, the tourist trade grew quickly, soon becom-
ing a major part of the town’s economy,

When Cabot was reelected to a second term, he
turned his efforts to the funding and building of a mod-
ern hospital. The crumbling old Congregational Church
was purchased and torn down, a project that drew sur-
prisingly little complaint from local historical groups
who were, no doubt, familiar with the church’s unsavory
past, It was reported in newspapers that the demolition
had uncovered a number of strange burrows, but these
were quickly buried over by spooked and superstitious
workmen. In 1912, and on schedule, the new hospital
was opened to the public.

Kingsport’s tourist trade con-
tinued to grow at a steady pace.

packing plants, such as Gorton’s up in Gloucester, has
put a crimp in the business of the local packers. Many of
the fishermen, finding the corporate packers paying bet-
ter prices, have moved their shallops on up the coast.
The Tuttle shipyard has long been closed, but the Tlisley
shipyard continues to operate, still owned by the origi-
nal family. They do a steady business building pleasure
craft, mostly sailboats and small power yachts.

Despite a renewed prosperity, Kingsport still lags far
behind the times. People prefer to do things the old-fash-
ioned way: washboards are often used in place of modern
machines, and candles light the windows of homes where
there is as yet no electrical service, At best, only one out
of six Kingsport families owns an automobile,

Even during the years of the Great
War, business remained fairly
active. Kingsport contributed
dozens of men to the war effort. |
Of these, seven never returned
home. They are commemorated
on a plaque mounted outside the
city offices at Talbot Hall.

eEpItET

Kingsport’s flourishin
trade has attracted a contingent of
artists, most of whom dwell here
only during the summer months
selling landscapes and portraits to
the visiting tourists. All find the
fresh air and ocean conducive to
their work, but a select few find
the town’s dreamy, ancient atmos- : FRO
phere so stimulating that they
have taken up permanent resi-
dence. At first scorned as parasites
and bohemian troublemakers, the
artists have now earned a certain
degree of acceptance by the towns-
folk, who were perhaps encour-
aged by the amounts of money
these people spent in stores and on
rents.

Although the sea still plays a
large part in Kingsport’s economy,
the fishing fleet dwindles year by
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- 1639. Kingsport fnunded

!639-1692. The Kingsport cult gperates aut of the puhh
eye for decades, holding bizarre nacturral subterranearn

gatherings in'and around the town. During this time,
there are rumors of terrible things lurking beneath

in the Congregational Church. By 1692, nearly a tenth of
ngsport s popuiacc is affiliated walh tlre cult,

1685: William Bain, sailor and ane-x:mt‘ ctﬂm(, ’bm!ds ﬁw
Strange High House in-the Mist atop the loftiest crag of
Kingsport Head. In the coming years, he opens Gates in
the.skics above Kingsport leading to the many | worlds of .
dream, He shuns the:tewn and is never seen again.
Residents refer to him only as “the One.”

1692 During the Salem witch hysteria, thirteen ngspart
residents are¢ amsted metL and haﬂged

the (,cmra[ Hiil graveyard

) {Deccmber 2!—2 , winter soistice}. Suspeca ng aga:hcr*' o

ing of witches, Mayor Eben Hall leads a contingent of
(uwnspeople ona raid of the Congregational Church.
Over three dozen people dre arrested and jaited on
charges of grave mbhmg‘ breaking and entering, and

unlawful assembly. ng:apt‘}rl mh attmty seems. 10 hzwc .

v be;m brnugbt 1040 cszd e
}731' Ehen Hall, now Customs mspector ﬁ)r the pori of

‘owned and captamﬁ'd by Douglas Carben, ¢ suspected
member of the old Kingsport cult. Corben refuses to.
campi,y, and in a birief battle; Corbers ship is simk near -
the norlhern end of the !s,rse; Reet. ."s!i hand» are Iﬁsr

 seriptions taken from ¢ ccrtam Ponape Jskanders. 'T’hm
evnmua.!ly see pub’hwuun as the Poﬂnpe Smpmre

. }'oung Argus Biamc mnwnces lm..ai spid;ers 0 &mg can

upun the warshl}?&

ot famauf\ I[ormfamaua} Eben Hallare dr:pasne’ﬁ hc're
' ;1329 The ng&gmr Cfrrmnm it ﬁmnded

h\ilgsporl at{cmpu. 10 seize and soarch IhE."Zh.Lp Heﬂme, -'.:: '

' "'}?%4» ngspcfri a‘eszdent andsea captain. Shet Ezeitiel i-io.xg i
~ returns home from the Caroline Islands with verbal fran- :'- : _' '

_ :"":1928 (&unu-nn} l-!igh atop ngbp{‘:rt Head work !wgms on
. thLArkimn Admwrmew w:rcless stauon '

_nons up the causemy of E\mgspért Head.mrd fire ihcm e

. ‘ _-1824, The Hall School is fuundecL Many papers belozagmg to e it

o :2842: Several .Ki_ugsporl; fishermen are lost off the coast of

tansmouth, Altheugh a storm is blamed, rumors persist
that the saifors were murdered by Innsmouthers jealously

vy - guarding their fishing gmu nd. Young Danny Houghmn is

the anly mwmar

_18?6 er:gsgon amateur anthropologist, Morris Wheaton,

pays a visil to a haunted Indian mound near !he
Miskatonic River west of Arkham

" 1383 The roof and steeple of the now-abandoned

Congregational Churcls are nearly dm m;ui b} a swrm .

> of unprecedented violence.
Central Hill , and some Families refuse to bury their dvaﬁ' i

iy Lyl . ! : : .1906: Former sea caprain Stenhen Cabot is elected mavor. He
in these grounds. Mysterious nocturnal meetingsarcheld . ; L B Y

begins a successful program to trn the town into an
at tracﬂw {ourist cenfer,

'.19{)7 In the Spring, Iaghrhouse keeper Basil uton makcs im

- fateful journey aboard the demmd White Ship.

% -!‘)304912* The old Conyegatmml Chitrel Is ork: dnwn and

. teplaced b} the Congregational Hospital.

19}9 (April 1) Messrs, Ricet, Czanek, and Silva visit 1he

Terrible Old Man. The next morming, their hacked and
!ramp}«i bodws aw fmmtl washed ashore in the harbor,

e : '1922 Asena{h Waite, daughter of the late E phralm Waite of
Early 17008 Riimors cwcui.ne that the dead mem!:ers ofthe
Kingsport cult did not stay dead. Longmgauor:ai patson .

Tobias Crabbe, Jong since dead, Is rep :)rtcd!v s&ghtccl B 1 ' :.1922 {May 17—Augusi 8): Captain James P. Orue s fi shm;,

Irnsmouth, joins the student body of Hall School,
- beconting 3 ward of the principal.

__ snlack Almg, out of Gloucester, captures 4 fifty-foor-long
sea monster. He: shows the corpse fo paying customers up
 and down the Massachusetts coast, uptil the creature
 mysteriously dhﬁppe.ars in hdy. In Augush f..ap!am Orpe .
~and a crowd of Martin's Beach residents and tourists are
. .mystermusly paraiyzed and dragged into the ocean b) an.
. unseen creature.

- 1922 [i)ecembcr 21-22, winter soisnce} A vzs:tor to

Kingsport seepwalks off the diffs at Orange Painz. _
Rescued, but raving, he clainos to have come upona
. Kingspor: from an eartier centary and to have taken part

e ina terrible sutxerranean ritual. He is wcnwallv wn{‘ ﬂcd
. iothe Arkhsm Sanitarium, where e remains o !hxs day

. .1925 (Summer): The vacationing Olney family visits o
 Kingsport. The father, Thomas Olney, climbs I(mgspm{

Head and redches the Strange High House in the Mist. He
 eventually returns to his fanulv, but wme da im he was
ncver quite the same agam i - -

o

T CHRG NG




ageacv of the great bloa(ed graveworms that haunt th .
Tulzscha appears

It was not long beforc some of the descendams oi th cultlsts
caves Iymg far beneath Central Hlli Here they renewed the

ceremonies, all the while posing as respectable citizens "l(’en,dlng hure
ices and town meetings, never giving their neighbors cause 1o susy
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generations passed, members intermarried with other
Kingsport families and the cult spread. By 1692, nearly
one person in ten had some kind of connection with the
extended sect.

One cultist who turned away from worshipping the
Green Flame was William Bain, an adventurous and
scholarly seaman born of one of Kingsport’s founding
families. During a voyage to the West Indies, he discov-
ered a cult similar to Kingsport’s. From them, he learned
some of the more unsavory aspects of the god 1o whom
he had paid homage for so long. He returned to
Kingsport in 1685, only to sell his property and move
away from town. Relocating himself on the highest
point of Kingsport Head, he built himself a modest
house. From this isolated spot wrapped in dreams and
mist, Bain set forth on a series of mystical journeys to
alien lands, aided by secrets he had learned during his
earthly travels. He never returned to Kingsport, and as
years went by, he was Jargely forgotten by the town. Even
now the eternal resident of the “Strange High House™ is
only referred to as “the One.”

As the cult spread through Kingsport and ramors of
its dark practices increased, the stories of necromancy
and grave robbing finally became so acute that some
people refused to bury their dead in the consecrated
ground of Central Hill. They instead interred their dear-
~ ly departed in a hastily defined graveyard atop a small
hill west of town. Suspicions were also raised about the
mysterious nocturnal gatherings held in the
Congregational Church atop the hill. Dozens of people
would be seen entering the church, but never a sound
was heard coming from the structure — nor was a lamp
or candle ever lit.

In 1692, amidst the fever of the Salem witch trials,
the rumors turned to accusations. Before the end of the
year, dozens of people were accused and arrested.
- Thirteen of them were convicted of necromancy and
grave robbing and were hanged to death.

In the early 1720’s, rumors of the secret cult surfaced
once again. Now it was being said that the cult’s dead
didn’t stay dead, but continued to live, inhabiting dark
burrows riddling the ground beneath Central Hill.
Some said that at night the dead emerged to wander the
treets of Kingsport. A report that old Tobias Crabbe, a
long-dead Congregational minister, had been seen lurk-
ing about the churchyard on Central Hill only added
fuel to these stories.

Things finally came to a head in the winter of 1722.
During a mass meeting of the cult held in the much-
maligned Congregational Church, a nimbus of sickly
green light appeared in the night sky above Kingsport,
bathing the town in its spectral glow. The appearance of
the light was followed by a slow rumbling and growling
from the ground below. The valiant Mayor, Eben Hall,

EN?“I?\:,}‘{"

gathered together a contingent of armed men — ship-
hands, captains, and other townsfolk — and surrounded
the church to await the eventual emergence of the cultists.,
At dawn, when the worshipers finally stepped forth, they
faced sixty leveled muskets. Taken into custody, more
than three dozen people were eventually charged with
breaking and entering, unlawful assembly, and grave rob-
bing. Fines, imprisonment, and banishment were levied
against those found guilty. Those accused of leading the
rites were tarred, feathered, and driven from town. Some
members, not present on the night of the raid, escaped
accusation, but there were too few of them, and they were
t0o fearful to ever meet again in ritual ceremony. The
cult’s backbone had been broken.

Certain books and other suspicious items seized in
the raid were destroyed, while others were confiscated
and delivered to law enforcement and academic offi-
cials for study and storage. The Congregational Church
was closed for a few weeks while extensive work was
done on its foundation and interior, most notably the
sealing of crvpts below the church. Of those cultists
who served out their jail terms, a surprising number
chose to remain living in Kingsport. spending their
lives subjected to scorn and derision. The disbanded
cultists met no more and lived out the rest of their lives
in quiet humiliation. Tulzscha’s power waned. By the
nineteenth century, the cult’s presence in Kingsport was
little more than a memory.

One powerful member of the cult who escaped the
raid was Captain Douglas Corbern. Despite the exposure
and dissolution of the cult, Corben continued to scek
otherworldly secrets, exploring little-known corners of
the West Indies in search of knowledge and power. In
1731, Corben returned from the islands carrying in the
hold of his ship a strangely glowing object taken from
one of the primitive native tribes he had encountered.
When Eben Hall, then Customs Inspector, demanded 1o
board the incoming ship, Corben refiised and turned his
guns upon the officials. In the resulting brief batrle,
Corben’s ship, the Hellene, was sunk, carrying with it all
hands and its cargo.

Lingering traces of the old cult can still be found in
Kingsport if one knows where to look: the Strange High
House looms overhead to the north, still inhabited by its
unseen occupant. In the waters off Kingsport Harbor
lies the rotting hulk of the Hellene, its strange, unholy
cargo still intact - and alive. The seventh house on the
left on Green Lane still stands, formerly the home of a
powerful ¢cult member. And sinister things still crawl
unseen in the burrows beneath Central Hill, waiting for
their time of renewal.
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The Kingsport cult still exists in 1928, though on a very
subdued level. Only a few members of the Cult of the
Green Flame currently reside in Kingsport, perhaps as
few as a dozen souls. Several other cult members travel
the world pursuing the various obsessive hungers that
drive them (see below). The Kingsport cult seldom con-
venes en masse except to renew the solsticial rites of
Tulzscha, when even its most far-flung members may
return to the ancient town for the Festival.

Two types of Green Flame cultists exist in Kingsport.
The majority are normal human beings who have
gained knowledge of the cult by research, accident, or,
most commonly, ancestry. These individuals are utilized
when the cult has to deal with the everyday public,
whether gathering information or dealing with lesser
enemies. Most of these “public” cult-members will be
lesser sorcerers at best, but as they prove their usefulness
their awful masters may reward them with additional
arcane knowledge. Eventually, upon death, these lesser
cultists may be resurrected back into the fold, becom-
ing the second type of Green Flame cultist.

The more dreadful members of Tulzscha's cult are
the massed graveworms that have devoured the human
remains of a dead Tulzscha cultist; these writhing char-
nel masses carry the soul of the dead cultist, giving
him or her a particularly ghastly form of cternal life.
These are the cult’s most powerful sorcerers, some of
whom may be centuries old. There may be only a
handful of these so-called “Crawling Ones” in
Kingsport; because of their appearance the Crawling
Ones usually dwell in the endless burrows hidden
beneath the city, venturing forth only on the rarest of
occastons, Some Crawling One cultists, however, may
inhabit living bodies so they can have access to the out-
side world — for whatever reason; Israel Soames
(entry #303) is one example of such a cultist, and oth-
ers may be created using him as a model.

R)'NSSFM[E‘;Q Scenwavio Seecg

[nvestigators poking about in Kingsport may stumble
across references to the Kingsport cult in any number of
ways. In secking to learn more about the dreaming vil-
lage’s dark secrets they may even unearth more thap
they bargained for,

An ambitious investigator may become embroiled in
a competition for employment as the curator of
Kingsport’s Historical Society {entry #205).

Seeking to replace eccentric elderly curator Aaron
Hart, the Kingsport Town Council may advertise for a
replacement in newspapers throughout the Miskatonic
Valley and beyond. Possible applicants for the job
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include sinister schoolteacher Malcolm Veidt (entry
#207) and a more mundane member of the Kingsport
cult. While the former seeks to further his arcane
knowledge, the latter wants to be able to hide any his-
torical information which may be sensitive to the Cult
of the Green Flame. Of course any investigator who
applies for the job runs the risk of rubbing shoulders —
or making enemies — with Veidt and/or the cult.

Mare cryptically, strange figures may have been
sighted in the Central Hill Cemetery, or near the
Congregational Hospital on Central Hill. Shadowy fig-
ures lurk in these places, and near neighboring resi-
dences, after dark. Who are they? What old secrets are
they seeking?

Similarly, who is the shunned, hooded stranger who
has the foreign quarter of Hill Town in an uproar with
his silent, suspicious passings?

Elsewhere, the charmingly picturesque towns of the
Miskatonic Valley are stricken by a bizarre series of dis-
appearances and/or seemingly cannibalistic murders.
With some checking the investigators may eventually be
able to learn that a Crawling One cultist has been slaking
its fathomless hunger on unwitting locals — always far
away from Kingsport so as not to implicate the cult.

In a similar manner, a Crawling One may seek outa
new body to inhabit to enable it to interact with the out-
side world. Again, ideally, the worm-ridden sorcerer
would choose a target in a city far from Kingsport, so as
not to implicate the Cult of the Green Flame. A myste-
rious disappearance in Boston or New York City, for
instance, might have inexplicable links to Kingsport.
Links which could lead to the doorstep of something
that would rather not be found.

Or perhaps one of the Crawling Ones seeks a more
immediate new host body. Perhaps this writhing mass
of corruption requires a warm body to inhabit, and is
unwilling to travel far to obtain one, A helpless patient
lying in a bed in the Congregational Hospital seems to
be a perfect opportunity. A terminal patient who makes
a miraculous recovery. A transplant recipient who
recovers at an unprecedented rate. Who is he/she? Why,
following his welcome but unexpected recuperation, |
does this person seem oddly different to his family an
friends?

Finally, Lovecraft’s “The Festival” hints at far worse
spectacles and ceremonies held deeper in the earth afier
the events of the story. Given that the original story, pre-
sented at the front of this book, features the presence of
Tulzscha, a servitor of the Outer Gods (the amorphous
piper), and who knows how many byakhee, Crawling
Ones, and cultists, one can only shudder at the possibili-
ties toolhardy investigators might find deep in the boswels
of the earth below Kingsport. Surely acres of writhing

Tue CULT TODAY
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worms, necromancy, necrophilia, and worse await in the
nethermost caverns,

C*r/\w(fu (D wes
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“The nether most caverns are not for the fathoming of
eyes that see; for their marvels are strange and terrific.
Cursed the ground where dead thoughts live new and
oddly bodied, and evil the mind that is lreld by o head.
Wisely did tbn Schacabae say, that happy the town at
night whose wizards are all ashes. For it is of old rumor
that the soui of the devil-bought hastes not from his
charnel clay, but fats and instructs the very worm that
gnaws; till our of corruption horrid life springs, and the
dull scavengers of earth wax crafty to vex it and swell
monstrons to plague it. Great holes secretly are digged
where eartits pores ought fe suffice, and things have
fearnt to walk thar ought to crawl.”

— “The Festival,” H.P. Lovecraft

T
crawling one is composed of thousands of worms
and maggots. Each worm is individually alive and
constantly moves, though they generally hold the
shape of a human body. Due to the soft and resilient
quality of the crawling ones’ bodies, normal weapons do
minimum damage to the things. Bullets only do a single
point of damage upon striking a crawling one, except
for shotgun pellets which do minimum damage for that
type of firearm.
Crawling ones cannot speak but can write messages.
It is unnecessary for them to use spoken words in per-
forming spells or when communicating with their alien
masters, Crawling Ones have been known to worship
Cthulhu and Ythogtha, and it is suspected that they hold
some affinity to the Xothians.

ATTACKS: crawling ones must utilize weapons for
attack and have no natural form of attack.

CRAWLING ONES, Wormy Things

char. rolls averages
STR 10842 6-7

CON 4D6 14

S1Z 2D6+6 13

INT 2D6+6 13

POW 4D6+6 20

DEX 2D6 7

MOV 8 HP 13-14

Av. Damage Bonus: none.

Weapons: various per base chance, damage as per weapon
twpe.

Armor: none; however due to the soft and resilient quality of
the crawling ones’ bodies normal weapons do minimum
damage to the things. Bullets only do a single point of
damage upon striking a crawling one, except for shotgun
pellets which do minimum damage for that gauge of gun.
Fire, magic, and enchanted weapons inflict normal dam-
age to a crawling ore,

Spells: all crawling onies know 1D10 spells,

Sanity Loss: 113372136 Sanity points for secing a crawling
one.

[Find the Crawling Ones in the core rulesbook]

Because of the nature of the creatures into which they
have been “reborn”, Tulzscha’s Crawling Ones are sub-
ject to unnatural appetites. These entities have a consid-
erable hunger for meat, raw or cooked. Curiously, their
rebirth also awakens a variety of gnawing intellectual
curiosities within them. Having crossed and ve-crossed
the boundaries of life and death, many of the Crawling
Ones of Tulzscha now seek to root out the secrets of
death and immortality. Their necromantic searches
have led some of them to become the most powerful
sorcerers on Earth, Sometimes, however, their quests
may lead them to seek the ultimate knowledge of the
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universe, secrets known only to the Outer Gods; then,
seeking the ultimate epiphany, during Festival these
ultimate seekers hurl themselves into the body of
Tulzscha, where they are consumed ke moths within
the Green Flame.

Common Tuolzscha cultist spells {asterisked entries
are usually only known by the Crawling Ones): *Call
Forth the Worm (Awaken/Create Crawling One — new
spell, see below), Bind Enemy, Black Binding,
*Call/Dismiss Tulzscha, Cause Disease, Command
Ghost, Contact Ghoul, Create Zombie, Dampen Light,
Dread Curse of Azathoth, *Enchant Cane, *Enchant
Pipes, Enchant Whistle, *Eyes of the Zombie,
Nightmare, Pipes of Madness, Power Drain,
Remortification, Resurrection, Send Dreams, Sense
Life, Summon/Bind Byakhee, *Summon/Bind Servitor
of the Outer Gods, Voorish Sign, Wither Limb,

P ) o
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.. A belching column of sick greenish flume . . spout-
ing volcanically from depths profound and mconceiv-
able, casting no shadows as healthy flame shauld, and
coating the nitrous stone witl a sasty, vesomous verdi-
gris. For in all that seething combustion no warmth lay,
but only the clamminess of death and corruption.”

— “The Festival," by H. P. Lovecraft.

ulzscha is an obscure entity worshipped by isolat-
ed pockets of cultists in places such as Kingsport,
the West Indies, parts of southern France and
northern Italy, and possibly the Middle East. Also
called the Green Flame, this patron provides its wor-
shipers with a grisly form of eternal life. Many undy-
ing members of the old Kingsport cult still exist in the
form of worm-ridden corpse-things screaming praise
to the Green Flame in far-flung nests of horror scat-
tered around the globe.

Gatherings of Tulzscha’s worshippers are held in
subterranean temples during equinoxes, solstices, and
similar times of celestial significance. Wild caterwauling
dances are conducted to the tunes of an amorphous
flutist {3 servitor of the Outer Gods) while grisly ofter-
ings are made to the tower of flame: grave relics,
decayed corpse fragments, abhorrent fungus, and other
detestable things. Special rites or occasions may require
midnight rides astride monstrous mounts through eter-
nally nighted tunnels beneath the Earth.

Tulzscha thrives on death, corruption, and decay. At
the court of Azathoth, it is often depicted as a blazing
green ball of flame, dancing with its brethren outer gods

ON TurLZSCcRA
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before the Daemon Sultan. When called to Earth, it
~ assumes a gaseous form, penetrates the Earth to the
core, and then erupts from below as a pillar of flame.
Tulzscha cannot move any significant distance, but only
bubble and belch, striking out with corruptive gouts of
greenish liquid fire.

. Tu!'zs_c_‘:ha , The Green Flame
~ STR60  CON36  SIZ78

- DEX 12 MOVNA
Weapons: Flame Gout 80%, special”.
Armor: None, but Tulzscha takes no damage from impaling
weapons and is immune to damage caused by heat, cold,
acid, and electricity. Explosives and all other forms of
physical attacks do minimum damage. Magic affects it
normally. Tulzscha cannot be kitled, only driven away.

INT 15 POW 30

HP 57

~ Spells: Tulzscha knows most spells relating to the Outer
Gods and the lesser entities that serve them.

Samtyboss: Seeing the Green Flame costs 1D3/1D20 SAN

points,

*This attack takes the form of a bolt of writhing flame nearly a
foot in diameter with a maxinunt range of 50 feer, If
Tulzscha’s attack is successful, the target may attempt to
Deodge. If the Dodge is successful, the flame gout niisses the
target and has no effect, If struck, the victim is impaled by
writhing green flome. The victini's flesh withers and wrin-
kies as the character rapidly ages 210 years. The character

st make CON X5 and POW x5 rolls against possible loss-
es of these same attributes. A successful roll indicates the
character loses only 1 point from a given Characteristic,
while a failure means a loss of 1D6 points, (A victim failing
his CON roll but making his POW roll would lose D6
CON points, but only 1 POW poiur), Finally, a second
POW x5 roll must be made or the victim loses 1 point from
asie of the fi }Howmq statistics {roll 106): 1-2 STR, 3-4 DEX,
5-6 APP. The Green Flame may make only one attack per
round,

[See the d20 Appendix, Entry #1.]
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DUE VARIETY of circumstances, Kingsport is a
place where dreams and reality intermingle, sometimes
1o '-dlsconcertmg degree, Former cultist William Bain
‘has inadvertently contributed to this situation. His fre-
quent journeys lo various lands of dream via Gates
wnp:.ned in the }\mgspmt sky have substantially weakened

the barriers between the real world and the worlds of
dreams, Indeed, Bain has spent so much time in the
lands of dream that he himself has become more dream
than real — the secret of his unearthly longevity. The
Strange High House in the Mist is a gateway to many dif-
ferent worlds of dream, worlds of both the past and the
future. An experienced dreamer could conceivably use
the house to gain access to these other worlds. Finding a
way back out may be another matter entirely.

At one time Dreams also came to Kingsport via a
mystic white ship from the Dreamlands. Many years

ago, Basil Elton, keeper of the North Point lighthouse,

used to see many strange sailing vessels in the misty
waters off Kingsport. One night the White Ship came,
and he boarded it over a bridge of moonbeams. The
White Ship took Basil Elton on a voyage across the seas
of the Dreamlands, a voyage brought to a terrible end
when the ship was destroyed seeking the mythical land
of Cathuria, beyond the edge of the world. Elton awoke
in the lighthouse to find that the light had failed, and a
ship had crashed. Since that time he has never again
seen the White Ship, nor ever visited the lands of dream.
Still, perhaps there are other such vessels able to move
between this world and the world of Dreams.

The porous reality of the skies above Kingsport
Head also results in more vivid dreams for those who
sleep in this town. Bits of dream drizzle down from the
clouds, entering the minds of sleepers and coloring their
visions, These dreams often reveal some of Kingsport’s
dark history. At other times, long-dormant ancestral
memories are triggered, as happened to the protagonist
of “The Festival” This individual suffered a dream
about Kingsport’s ancient cult that left him confined to
a mental institution, Others, such as Randolph Carter,
sometimes experience waking visions of the town
wherein it appears exactly as it did in former days,
before the construction of the hospital and before the
coming of autos and trolleys. In these visions Kingsport
appears as it did a century or more ago, with older
houses and businesses lining its streets, townsfolk in
ancient costume, and a harbor filled with great sailing
vessels. Always deminating these daydreams is the
imposing presence of the great Congregational Church
atop Central Hiil.
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add. The locations given in this guide by no means encampass
towmn's contents.

FINDING AN ADDRESS
Due to the twisting maze-like nature of Kingsport's streets,
lar address is often difficult. Asa general rule, street number.
travels south or west. In general, addresses on the north or we

they would snarl and c‘onfuse it far worse than it alreac%y app 'S,
briefly discussed within the individual neighborhood descrxpt:o )
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ARBORSIDE IS BORDERED by the cliffs of

Kingsport Head on the north and the harbor to

the south, the ground sloping evenly down from
the base of the cliffs to the shore. Viewed from across the
~ harbor, rows of houses can be seen stacked one upon the
other, lining the narrow winding streets that follow the
base of the cliffs, The rocky profile of Father Neptune
juts out over the Illsley shipyard, while a large hollow
between Fish and Gold Streets is all that remains of the
~ old Tuttle yard, shut down in the 1870, The shoreline
- of Harborside is uneven and rocky.

This is the oldest part of Kingsport, and many of the
people living here are still devoted to the maritime
industries on which the town was founded. Her¢ are
found the shallops of the fishing fleet, the old wharves
and warchouses, and the fish-packing houses. Many of
the wharves are decaved and unsafe, and all but a few of
the warehouses are empty and deserted. The sounds of

| ;Kingsb&t
Neighborhood Map

i

hammers still ring from the Ilsley shipyard, but these
days, only pleasure boats are constructed, not the great
ocean-spanning brigs and schooners of grander days.
The Kingsport fishing fleet is still active, but grows
smaller every vear; the fish-packing houses bemoan
their inability to compete with the larger factories in
Gloncester and elsewhere.

Harborside contains some of the oldest buildings
found in Kingsport, several dating as far back as the
mid-seventeenth century. A number of these ancient
houses are found north of Blutf Road, gray buildings of
unpainted clapboard with small, diamond-paned win-
dows, huge central chimneys, and steeply gabled roofs.
Between Water St. and the ocean are several old ware-
houses, some of wood and some of brick, but almost all
falling to neglect and ruin. Kingsport’s few remaining
wharves, once trod by swaggering merchants, are now
the home to Kingsport's humble fishing fleet.

The majority of streets in Harborside are narrow
and cobbled, although the more frequently traveled
Bluff Road and Water Street have been widened and
paved. Only a few residents own automobiles; parking
places are nearly non-existent. There are few sidewalks,
and the streets run within inches of front doors. Only
Bluff Road, Water Street, and Ship Street benefit from
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street lamps, Many residents still light their homes with
candles and kerosene lamps.

To the east, near the warehotises, numerous narrow
north-south alleys irregularly divide some of the blocks.
The area around the Town Square, the Custom House,
and southward is heavily frequented by tourists and in
better repair than many of the surrounding areas. It is
well-lit at night.

The people of Harborside are primarily old sea-folk,
including many Yankee fishermen families. A few Italian
and Portuguese live in this area, but most inhabit the
ethnic neighborhoods of Hill Town.

[O]

Fairgate Shoes Manufactory
106 Knight St

Fairgate makes inexpensive men’s and women’s shoes
that sell through low-priced New England clothing
stores. Fairgate employs between ten and twenty work-
ers, mostly Portuguese women and youngsters. The
concern will close during the upcoming depression.

102

Webster Public School
402 Abbott St

Grades 1-8 meet here from Seplember through May.

103

St. Erasmus’ Home for Mariners
303 Blaine St.

This tottering old mansion serves as a rest home for old
sailors. Funded by donations, the two-story eighteenth
century mansion houses invalid residents in private
rooms on the top floor, while the ground floor serves as
a large recreation hall. Here old salts sit and reminisce,
play checkers or cards, and throw darts, whiling away
their time. Official visiting hours are 10 AM. to 8 PM.
Monday through Saturday, 1 M. te 5 BM. on Sunday.
(Note: St. Erasmus is the patron saint of Mediterranean
sailors. The eerie maritime phenomenon known as St.
Elmo’s Fire is — corruptly — named after him.})
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frequently come to visit their pals: storyteller Ben James
(611), lighthouse keeper Basil Elton (810}, Doc (Enoch)
Warren (507}, stonecutter George Cotton (712), and
carpenter Nets Foster (115).

St. Erasmus’ Home harbors an impressive collection
of maritime memorabilia dating back to the seven-
teenth and eighteenth centuries: paintings, ship models,
native jewelry, and statuettes, along with ships’ com-
passes and other navigational instruments. At the keep-
er’s option, some of the primitive items may have occult
or Mythos significance.

One of the residents of the home is 95-year-old
Danny Houghton, the sole survivor of the 1842 fishing
expedition to the waters off Innsmouth. If cajoled into
telling his story, Danny
(whose stories tend to
wander a bit) relates
how he and his father
and brothers set out
with  several  other
Kingsporters to try their
Iuck in  Innsmouth’s
teeming waters. A freak
storm blew up, capsiz-
ing the fleet and drown-
mg all the sailors but
him. He was rescued off
the coast of Rockport,
found clinging to a piece
of wreckage. Although
for vears, rumors held that the Kingsport fisherme
were murdered by the Innsmouthers jealonsly guardin
their fishing grounds, Danny has steadfastly stuck by his
story of the freak storm.

In the last few vears, Houghton has begun to have
doubts about keeping his secret. If pressed, Danny hints
that the fleet was attacked — but not just by
Innsmouthers. He says he thought he saw finny hands
pulling under some of the boats and their crews, and that
strange frog-like, fish-like heads appeared briefly above
the waves before plunging back into the depths.

Danny Houghiton

HARBORSIDE: 101-103
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Kingsport Village Store
909 King St.
- This tiny shop is a “Mom and Pop” general store that has
occupied this spot for the last 75 years, It is currently
owned by an elderly couple, Owen and Martha Phillips,
and carries a line of grocery staples, households, maga-
zines, dry goods, and minor hardware items.

105

Old Town Square

This grassy common is Kingsport’s original Town
Square. With a willow-shaded table and well-trimmed
shrubs, it is a favorite weekend picnicking place.

106

Custom House and Harbormaster’s Office
901 Water St.

Originally a large early eighteenth century home, this
building was long ago converted to offices and storage
rooms used by Kingsport’s customs officers during the
town’s heyday as a port of entry. Officially closed almost
a century ago, the Custom House is now little more than
a storehouse of old shipping records and a place for
retired mariners to while away their time.

The current Harbormaster is 62-year-old Josiah
Derby, a sleepy old coot with thick spectacles, bushy
white hair, and a thick white moustache. Old Josiah
speaks in a slow, high-pitched whine, punctuated by
pulls on his pipe. Conversations with him seem unbear-
ably long. Derby oversees all matters involving the har-
bor, authorizes dock and breakwater maintenance, and
settles disputes between fishermen and boaters.




Skills: Histary 40%,
Kingsport History 50%,
Library Use 35%, Ship
Lore 70% [d20 Skills:
Knawledge (histary) 43,
Knowledge (local
[Kingsport]) +5, Pilot
{boat} +9, Research +2]

The ground floor of the
Custom House contains
Derby’s office and a few,
mostly empty rooms
put to no particular use.

The second floor holds a
large meeting hall and
two converted bedrooms stacked with aging bundles of
ship registries, customs records, and cargo manifests
dating back to the early eighteenth century.

Harbormaster Derby

Among this mountain of data are accounts of

Captain Douglas Corben’s ill-fated return to Kingsport
in 1731, Eben Hall, then Customs Officer, vaguely
describes the horrific cargo carried by Corben’s ship, the
Hellene, and recounts the actions leading up to the sink-
ing of the vessel and the loss of its entire crew (see
“Dead in the Water,” the last adventure in this book}.
Discovering these documents requires at least eight
hours of searching and a successful Library Use roll
[Research, DC 15]. Josiah Derby knows no more about
the sinking of the Hellene than do most other present-
day Kingsporters.

A cannonball embedded in the east wall of the
Custom House is a reminder of the battle of Kings-
port Harbor in 1778. The Custom House was hit by
the guns of the British fleet that blackaded and shelled
the harbor in an attempt to curb Kingsports priva-
teering activities,

104

Wally’s Barbershop
108 India St.

This barbershop is a favorite place for menfolk to swap
stories, gossip, and check out the latest issue of the
Police Gazette. An investigator getting a haircut or
shave here has a POW xI chance of hearing some
intriguing news or a pertinent clue. {Innuendo check,
DC 15; or Listen check, DC 20] The proprietor is 59-
year-old Wally Anderson.

night for the (zeurg

The Harbor Place Hotel
306 Turner St

Franklin Tuttle built the three-sto
Harbor Place Hotel just before the Greas
War. Franklin's son and daughter-in-
Jaw, Adam and Lois Tuttle, now rung
the business. The fitty-ish Tuttles ri
an impressive establishment, lux:
urious for a town King;
port’s size. Rates
from $6 4 nigl
a smgie room w
shared bath to §

Washington Suite (bed
room, bath, parlor). Rese
vations are a must during the sum-
mer, but during the off-season, an invest
ally find at least one room available. The Harbor Place’s
dining room is small, but serves excellent food. :

j09

Mariner’s Church
203 Foster St.

Nowadays the tall, narrow, dilapidated eighteenth cen-
tury building housing the Mariner’s Church is frequent-
ed only by a few Yankee fishermen and the occasional
visiting sailor, Its non-denominational Protestant sery-
ices are led by 59-year-old Reverend Alijah Horne, a tall,
blustery man with great
bushy cyebrows and
steel-gray mutton-chop
whiskers, The Reverend
Horne is a somber,
hawk-like figure who
punctuates his sermons
and conversations with
doom-laden nautical
hyperbole. He is a pow-
erful, impressive figure
whose voice can some-
times be heard clear to
the other side of the
harbor,

HARBORSIDE: 106-109
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The inside walls of the church bear numerous
plaques memorializing Kingsport ships and crewmen
lost at sea. Conspicuous by its absence is any mention of
Captain Douglas Corben’s ship, the Hellene, lost in
1731. Rev. Horne scowls if asked about the Hellene and
only states that the cursed ship, crew, and cargo were all
sent to a watery grave where they belong,

11O

The Terrible Old Man
607 Water St.

The locals fear and avoid the Terrible Old Man. He has
lived in this ancient house for longer than anyone can
remember. A few of the old-timers in Kingsport
{Granny Ome (120}, Danny Houghton (103), Aaron
Hart (205}, and Ben James (611), among others) know
his real name: Captain Richard Holt.

Long, lang ago, Holt was an East Indies merchant cap-
tain, and it is said that he still pays for his meager provi-
sions with Spanish gold doubloons minted in the seven-
teenth century. People also speak of the strange bottles he
keeps in his house, and some say that they have seen him
talking with these bottles. Seedier denizens of Hill Town
can hint at what befell three men who several years ago
unwisely tried to rob the Terrible Old Man,

Captain Holt is, in fact, over 125 years old. In his
travels to the Orient and the Fast Indies, he learned
many occult secrets, including how to prolong his life
and how to secure supernatural protection for himself
(with spells such as Create Self-Ward and Soul-Trap).
[Captain Holt uses create self-ward and a variant of
magic jar.]

The Terrible Old Man is over six feet tall, very thin
and frail-looking, and appears to be in his 60’s or 70’s.
His long hair and beard are white, his hands bony and
shaky, and he walks only with the aid of a knotted cane.
His eyes are an unearthly shade of yellow. On those rare
occasions when he gets a visitor (such as the tourist

38
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homas Olney, back in 19253), the  room is barren except for a
rible Old Man is always willing  small wooden table
talk — though cagily at first. He  atop which stand sev- -
ay have his bottled shipmates scan  eral antique bottles.
guest(s) for concealed weapons, Each bottle con-
he would only harm a stranger if  tains a lead pendulum
felt threatened. If so, a trigger word ~ suspended by a stringtay,
leases his Soul-Trapped crew, who  attached to the stopper. The
al harshly with the attackers.  bottles hold the souls of Captain
ough he seems sinister, Capt. Holt  Holt’s loyal crew, ready to be sum-
1 be a useful consultant; he knows  moned forth by the Soul-Trap spell.
bout Kingsport’s history, the Strange  (See “Two New Spells” at the end o
igh House in the Mist, the occult, and  this section [or use creare self-ward and
the South Seas. agic jar]l.) The Terrible Ol Man
communicates with his
crewmen by speaking§ %
to them and listening §
for their replies,
" tapped out on the
T sides of the bottles ™

aptain Richard Holt,
he Terrible Old Man

TRO5 CONI2 SIZ M4 INT 17
POW 28 DEX 07 APP 08
EDU21 SAN38  HPI3

Damage Bonus -+0

Weapons: Cane 40%, damage iD6

mor: § or 4 points, depending on : o S

hether or not he is carrying his Self-Ward

Bag. See spell description.

kills: Anthropology 35%, Archaeology

0%, Astronomy 25%, Cthulhu Mythos

%, History 40%, Kingsport Cult 20%,

ingsport History 75%, Listen 40%,

Navigate 80%, Occult 85%, Pilot Boat

~ 80%, Psychology 55%, Spot Hidden 45%.

- Spells: Black Binding, Create Self-Ward,

Dread Curse of Azathoth, Mesmerize, Power

Orain, Shrivelling, Soul-Trap, Summon Ghost,

borish Sign, and perhaps others at the keeper’s
tion,

¢ the d20 Appendix; Entry #2,]

ivy-clad eight-foot-high stone wall sur-
nds Holt’s home; its gates open on Water
treet in the front and Ship Street to the rear.
In the front yard, gnarled trees shade several strange-
Jooking stones painted by Holt to resemble primitive
idols of various sorts. A successful Occult or
Anthropology roll {Knowledge (anthropology), DC 10;
or Knowledge {occult), DC 15] identifies the idols as
types familiar to East-Asian and West Indian myth. A
successful Cthulhu Mythos roll {Cthulhu Mythos
check, DC 20] picks out one that resembles Dagon.
Numerous wind chimes of metal and bone hang from
the tree branches, ringing and clattering even when
there seems to be no breeze.

The house itself is a weathered late seventeenth cen-
tury affair of two stories. The first-floor pantry contains
a fortune in gold doubloons kept locked in a small chest
concealed in a niche beneath the lowest shelf. Another

HARBORSIDE:, 110
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picces of Jead. Watching one of the Old Man's conversa-
tions with his bottles costs 0/1 SAN.

Holt’s Loyal Crew: Jack, Scar-Face, Long Tom,

Spanish Joe, Peters, and Mate Ellis

STR 13 CON13 S1Z13 INT 10 POW 09

DEX 09  APPN/A EDUN/A SANN/A HP 13

Damage Bonus: +1D4,

Weapons: Cutlass 63%, damage 1D8+1

Skills: Listen 35%, Spot Hidden 3096,

Sanity Loss: Costs 1/1104 to view the reanimated zombie-like
crewmen taking form.

{See the d20 Appendix, Entry #3.]

Although when in their bottles they exist only as spirits,
when called forth they take the form of well-preserved
corpses dad in archaic sailors’ garb and armed with cut-
lasses, Each has POW 9. It is assumed they have each
been called forth once or twice before, leaving the
Terrible Old Man at least another two callings from each
of his former crew.

The second floor contains a small bedroom, a
library, and a study. Mementos of Holt’s voyages are
found in the library and study: ship models, ship’s logs.
primitive sculptures and weapons, etc. Among the
books in Holts library are copies of the Ponape
 Seriptures, Thaumaturgical Prodigies in the New England
- Canaan [both listed in the core rulebook], and many
other books on witcheraft, voodeo, and primitive
beliefs. Sume of these are grimoires that add +1D6-1 to
a reader’s Occult skill. The tomes are all minor works,
but at the keeper’s option, each may contain a non-

Mythos spell or two. [Minor Tome, in archaic English, c.
seventeenth century, Examination Period: 1 week (DC
15). Contains 2 spells. Sanity Loss: 1 initial and 1d6
upon completion. Cthulhu Mythos: +1 ranks.] If the

Terrible Old Man trusts the person who asks, he might
be persuaded to Joan out one of these books.

A trap door in the second floor hall leads up into a
tiny attic. There, hidden beneath a pile of clothes, is a
locked metal box containing Captain Holt’s ward-bag
. {see the Create Self-Ward spell}.

11

Jim Tuttle, Sailmaker
203 Fish St

A cousin of the hotelier Tuttles, Jim is a widower in his
late 40’s. He lives in a loft abave an abandoned Hoag
warehouse. He makes and repairs sails for all types of
vessels, a trade he has practiced for over thirty years. He

supplies sails for all ves-
sels built in the Ilsley
shipyard.

12

O’Herlihy’s Boat
Rentals
303 Packer St.

. Located in a dock house
Denny O'Herlihy near the old Cabot
Wharf, this business is
open from 5 AM. to 6 PM,, Monday through Saturday.
Denny O’Herlihy, proprietor, is a short, stocky Irishman
in his late 30s. Red-haired Denny is friendly and talka-
tive, and enjoys a wee nip now and then. He sells all
kinds of fishing gear and bait; he has a number of row-
boats and one leaky old sailboat available for rent.
Rowboats go for $2 a day; the sailboat costs $6 a day,
plus a $10 deposit.

3

The Rope & Anchor Tavern
404 Ship St.

The sign hanging out-
side this squat rundown
place reads “The Rope &
Anchor” — the word
“Tavern” was painted
over years ago after
Prohibition went into
effect. Nevertheless, a
tavern is what it is. The
police know about The
Rope & Anchor, but
unless called there to
quell a problem, they
leave the place alone.
The locals would proba-
bly riot without their watering hole.

Set back among a tangle of rotting warehouses, The
Rope & Anchor is a favorite hangout for old Yankee
sailors and fishermen; immigrants tend to favor Penn's
Billiard Hall over in Hill Town. Strangers are eyed wari-
ly by the regulars, but not made to feel unwelcome. The
Rope & Anchor is open from 7 aM. to midnight and

40
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serves warm beer, hard liquor, coffee, and sandwiches.
Its atmosphere is smoky, dingy, dark, and fairly quiet.

The owner and operator is Jonas Rigg, a dark-haired,
bearded, surly 40-year-old. Rigg, a big man, dresses like
his working-class clientele despite the considerable
wealth the tavern has brought him over the years. He
frequently serves as bartender and bouncer.

Rigg is also the distributor of most of the illegal
liquor consumed in Kingsport. Once a week, one of
Rigg's lesser employees drives down to the docks near
the fish-packing houses, where he meets a motorboat
piloted by one of the henchmen of Arkham crime king-
pin Danny O’Bannion. A consignment of booze is
loaded into Rigg’s truck and then brought back to The
Rope & Anchor. Rigg’s largest customer is Penn’s
Billiard Hall (whose owner pays dearly), but there are
also deliveries made to the Stratton Yacht Club, the
Harbor Place Hotel, and several restavrants in Hill
Town. Rigg is humorless, ruthless, and quiet — not a
good man to mess with. He keeps a loaded .45 revolver
behind the bar.

Jonas Rigg, Taverner
STR 13 CON 13
DEX 11  APPO9
Damage Bonus: +1D4
Weapons: Fist 85%, damage 1D3
Head Butt 75%, damage 104
.45 Revolver 70%, damage 1D10+2
Bottle 70%, damage 1D4 plus impale when broken
Grapple 60%, damage special
Club 60%, damage 1126
Kick 5046, damage 1D6
Skills: Accounting 63%; Bargain 35%, Dodge 35%, Hide
30%, Listen 45%, Psychology 304, Sneak 20%, Spot
Hidden 50%, Swim 45%.
[See the d20 Appendix, Entry #4.]

INT i3
SAN 53

POW 12
HP 14

51Z 15
EDU 11

[y

Tattoos, Rory Blackmon

ent is operated by
, dirty, short man

anchors, snakes, naked women, eagles, skulls, and
names in banners.

s

Nelson Foster, Carpenter
102 Gold St.

“Nets” Foster lives in a small ancient house at the end of
Gold St. Over 80 vears old, he is bent, white-haired, and
missing two fingers from his right hand. Back in his
youth, Nets was a ship’s carpenter working for the
Pickering family. He still occasionally carves an exqui-
site wooden figurchead, a number of which ornament
his front yard and the inside of his house. For a living,
he makes toys and simple furniture.

Skills: Carpentry 70%. Wood Sculpture 80%. [d20 Skidls:
Craft (wood) +9]

116G

EW, lllsley & Sons
rear Bluff Read,

This shipyard has been in business for over 150 years,
spanning nearly six generations of the Ilisley family. [t is
currently operated by Jeremiah llsley, a spry 60-year-
old who can still work harder than his son Owen, or his
grandsons Stephen, David, and Ben. The Ilisleys turn
out anywhere from six to ten high-quality sailboats and
stiall yachts per year. They also repair boats and, as a
sideline, sell lumber.

The shipyard is in a large hollow south of Bluff Road
between Mariner's St. and the shore. The office is locat-
ed on the Bluff Road side, but is rarely occupied. The
yard itself is continually filled with the sounds of ham-
mer and saw, as well as occasional loud cursing.
Everywhere are tarp-covered piles of lumber, curved
hull frames, spars, and busy workers going about their
business.

Skills: Bargain 60%, Carpentry 75%, Shipbuilding 95%.
jd20 Skills: Craft {wood} +8, Diplomacy +7]

41



l_ GN BT A

Ho P

“g V’\E‘FJS‘."{;}{}YZL

11

Fish-Packing Houses
101-104 Bluff Road.

~ Brandon Turner and John Pickering own this cluster of
squat, square buildings wedged between the cliffs and
shore. At the end of the day, fishermen bring their catch
to the docks to be weighed and sold. The purchased fish,
mollusks, and lobster are then processed and shipped
via truck throughout New England. Needless to say,
there is quite an overwhelming odor of fish in this area.

I8

Old Warehouses
various sites along Water aid Ship Streets.

These old buildings are seldom used anymore and have
fallen into decay. A couple of the more intact ones, how-
“ever, have recently been converted into loft apartments.
Those warehouses closer to the harbor are newer struc-
tures, built of brick, while those farther back are of rot-
ting clapboard. Most have two or three floors and are
equipped with hoists once used to move cargo between
levels. Although mostly empty, the warchouses are
sealed with heavy chains and padlocks to discourage
vandalism. Among the owners’ names still found on
some of these buildings are Pickering, Derby, Hoag, and
Cabot. This area is quite rundown — a breeding ground
_ for rats, and a sanctuary for winos and hobos.

19

Donald Linderman
215 King St.

The upper level of this tottering wooden warechouse has
been converted into a shabby loft apartment. The place
smells horrible — a disconcerting combination of
sweat, decay, excrement, and {most of all) fish. The lone
tenant is a 33-year-old former Indiana
native named Donald Linderman,
who is in the painful middle
stages of transformation

into a Deep One. To

soothe his nerves — and his mutant genes — he has
sought refuge near the sea, driven to come here by the
strange dreams that
baunt his sleep nightly.
Linderman is surly, soli-
tary, and nearly driven
to insanity. He sleeps
most of the day, spend-
ing his nights drinking
heavily at the Rope &
Anchor or dazedly wan-
dering the Kingsport
shoreline. He pays for
his rent and meager
nourishment with his
life savings, withdrawn
from the bank after
deserting his family (a wife and two children) back in
Indianapolis. Although Linderman is presently unsure
of what is happening to him, by next spring he’ll be
ready to take to the sea permanently, dwelling amidst
wonder and glory farever,

Donald Linderm‘an

Donald Lindermaan, age 33, Former Accountant
and Alcoholic Deep One Hybrid
STR 14 CON 11 SIZ 14
DEX 09 APP 05 EDU ]6
Damage Bonus: +11)4

Weapons: Fist/Punch 60%, damage 1D3+1D4
Small Club 30%, damage 1D6+1D4
.38 revolver 25%, damage 1D10

Skills: Accounting 85%, Bargain 30%, Cthuthu Mythos 8%,
Dodge 35%, Fast Talk 45%, First Aid 40%, Hide 40%,
History 509, Jump 70%, Law 35%, Library Use 35%,
Listen 35%, Pharmacy 15%, Psychology 35%, Sneak 45%,
Spot Hidden 40%, Swim 70%.

Sanity Loss: Anyone surprised by the sudden appearance of
the ichthyic Donald Linderman loses 0/1 SAN. Anyone
who sees Linderman and succeeds in a Cthulhu Mythos
roll recognizes the taint of the Deep Ones and loses an
additional 1/1D3 points of SAN,

[See the d20 Appendix, Entry #5.]

INT 14
SAN O

POW 1D
HP 13

Linderman is over six feet tall, but his posture is now
stooped, making him appear shorter. He walks with a
queer hopping and lurching gait. He is balding, but irreg-
ular clumips of hair can still be seen. His eyes are bulging,
and he rarely blinks; his mouth is abnormally wide and
thick-lipped. There are thick inflamed ridges on either
side of his neck (rudimentary gills), and his body is spot-
ted with scaly, peeling patches of skin. The webbing
between his fingers now extends to nearly his first knuck-
le. Linderman habitually wears a shabby gray overcoat,
with the collar turned up to hide his features.
Linderman avoids contact with other people as
much as possible. He becomes violent if pressed, pur-
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sued, or questioned. His revolver is normally kept in
his apartment, but if he expects trouble, he carries it in
his overcoat,

[2.0

Granny Orne
219 Ship 5t.

Granny {Agatha) Orne lives in a small early eighteenth
century gambrel-roofed house clad in ancient moss and
thick ivy. Granny is 72 vears old, small and bent, and
always happy to have visitors, She is a treasure trove of
information regarding New England weirdness, partic-
ularly events in Kingsport.

In her croaking voice, she tells curious visitors tales
of the dark, winged shapes that used to occasionally flap
about the upper reaches of Kingsport Head, and how
some of those shapes used to fly in and out of the cliff-
facing door of the Strange High House perched atop
Kingsport Head. She can also tell of how the Houses
unseen owner is rumored to have lived up there all

Two Important Spelts

alone for as long as the town has nestled below the crag.
Granny knows of only one man who has ever visited the
house, a tourist named Thomas Olney, who went up
there in 1925. He never revealed what he found there,
but he returned forever changed. Granny also knows a
little about the Terrible Old Man and of the burrows
rumaored to lie beneath Central Hiil.

For those of a marine bent, Granny Orne sadly
relates the adventure of her brother, the late Captain
James P. Orne of Gloucester. Captain Ome died in the
summer of 1922 under
mysterious circumstan-
ces, shortly after captur-
ing and killing a mon-
strous sea creature off
the coast of Gloucester.
Captain Orne displayed
the fifty-foot long beast
— declared by some sci-
entists to be an infant
specimen — along the
Massachusetts coast for
a number of months
before his tragic death.
While visiting Martin’s

Aring it at

I
|
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Beach, a small village just a few miles northeast of
Kingsport, the monster-corpse mysteriously disap-
peared, Later, an unseen oceanic entity dragged the par-
alyzed Captain Orne and a number of spectators into
the sea. No bodies were ever found. (See the
H. P. Lovecraft/Sonia H. Greene story “The Horror at
Martin’s Beach, ” ak.a. “The Invisible Monster”.)

Skitls: Kingsport Cult 46%, Kingsport History 73%, Recount
Bizarre New England Legends 75% [d20 Skills: Know-
ledge (local [New England]} +9, Knowledge (local
[Kingsport]) +9, Knowledge {occult) 43
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located between Water St and the ocean,

Only 4 few of the many wharves that once clogged the
north shore of Kingsport Harbor remain today. Most
have long since decayed into disuse or been torn down.
Though these docks once saw the regular unloading of
exotic goods from many foreign fands, only the fishing
fleet and the occasional pleasure craft use them now.
The existing wharves still bear the names of the old
Kingsport families who first built them: Hall, Pickering,
Cabot, Hoag, Derby, Tuttle, and Talbot.

THE FISHING FLEET

Kingsport’s fishing fleet consists of several dozen small
boats, each manned by one or two men. Each morning
before dawn, the fishermen leave their homes in
Harborside and Hill Town and head down to the shore
to ready their boats. Sailing out a few miles beyond the
Jersey Reef, they cast their nets or draw up their lobster

NEW WEAPONS
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pots, returning late in the day when their boats
are full or they lose the daylight. Caiches are sold
at docks near the fish-packing house. Mos
evenings, and on Saturday afternoon, an impromp-
tu fishermen's market is held on the wharves, where
the public can buy seafood caught fresh that day.

A little over a third of the fishermen are
Portuguese, while another third are Italian. The remain-
der are Yankees, with a few Poles, Irish, and Dutch
thrown in for good measure. A fisherman’s life is a hard
one, but few of them know any other trade. Most own
their own boats, usually powered by sail. Someone
wanting to hire one of the shallops for transportation
will have to pay from $10 to $15 a day, plus $5 a day if
the investigators want to hire the owner as a pilot. The
shallops can carry as many as six passengers with rea-
sonable comfort and safety.

Typical Kingsport Fisherman
STR13  CONI13 S1Z13
DEX 12 APP 16 EDU 07
Damage Bonus: + 104

Weapons: Fist 70%, damage 1D3+1D4
Boathook/Gaff 3%, damage 1D8+1D4
Bowie Knife 55%, damage 1D4+2+1D4
Marlinespike 55%, damage 1D3+1D4
Grapple 50%, damage special
Kick 45%, damage 1D6+1D4
Skills: Bargain 35%, Dodge 35%; First Aid 40%, Listen 30%,
Navigate 609, Occult 15%; Pilot Boat 73%, Spot
Hidden 55%, Suryival 40%, Swim 65%, Throw 35%.

[See the d20 Appendix, Entry #6.]

INT 12
SAN 55

POW 1]
HP 13
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- ANOTHER OLDER SECTION of
Kingsport is named the Hollow
- because it lies in a low area between
three hills: Central Hill on the south,
and two lesser rises known as
Providence Hill and Blake's Hill.
Blake’s Creek bisects The Hollow, car-
® rying ron-off water from the Head down

to the sea, Many small wooden bridges of
antique design span the creek. The Hollow is a residen-
tial neighborhood, primarily middle class, but with a
few nicer homes. Most of Kingsport's smaller shop
owners and merchants live here.

The Hollow's older buildings date back to the carly
ecighteenth century, but a few to the east and around the
foot of Central Hill are of late seventeenth century con-
struction. North and west of here, newer Georgian-
styled homes decorate the higher parts of the hills. Set at
all angles and levels, they create a veritable sea of gam-
brel, gable, and hipped roofs, many of them topped by
railed widow's walks.

The streets of The Hollow are paved, with only a
few cobblestone exceptions to be found. Bluff Road,
Orne, Howard, High, Adams, and Summit Streets are
wide, well maintained, and lit by streetlamps.
Sidewalks are common.

20l

Joe Kunz, Blacksmithy & Metalwork
102 Bluff Spur

Joe Kunz lives in a small house next to the large shed he
uses as his workshop. Joe is a burly, closemouthed Pole
in his early 40's with a wife and two young daughters.
Joe does metalworking out in the shed, everything from
shoeing horses to welding. He owns all types of equip-
ment, including an oxy-acetylene welding torch, an
anvil, and a small forge. Scrap metal, used pipes, and
corrugated tin litters the yard behind the house and the
interior of the shed. Kunz is capable of fabricating items
from a sketch or from a customer’s rough description.

Skills: Metahworking 80% [d20 Skills: Craft (metal) +9.]

202

Teagarden Apartments
108 Mason St

The Teagarden Apartment building is
two-story eighteenth century house con
taining two apartments on the groun
floor and two above. Each unit has a bed
room, tiny bathroom, and small kitchen.
The lodgings are not expansive, but clean
and well maintained. Rent is $53 a month,
plus the Teagarden brothers require an
additional month's rent as a security deposit. |
A man who makes his living as a tailor occu- |
pies one of the upstairs apartments. The
apartment below his is currently for rent. |

Robert Carlton, Tenant and Tailor
Carlton is a nondescript, shy man in his mid-
40’s with balding brown hair and deep, intelligent
eves. He does custom tailoring work in his small
apartment using a foot-powered sewing machine and
his own hands.

Since coming to Kingsport several years ago, Carlton
has become an experienced dreamer. He has visited
many parts of the Six Kingdoms of Farth's Dreamlands,
including Ulthar, Nir, and even fearful Dylath-Leen. If
someone mentions a part of the Dreamlands familiar to
Carlton, he is intrigued and anxious to compare stories
with thern. Until now, Carlton has believed the Jand to
be simply a product of his imagination. Likewise, if
Carlton meets a “waking worlder” in the Dreamlands,
upon awakening he tries to seek him or her out. While
in the Dreamlands, the tailor is known as Carlton the
Traveler. His main dream activities involve peaceful
exploration and relaxation.

Robert Carlton, Dreaming Tailor

STR 10 CON11  SIZ 13 INT 14
DEX 14  APP 1l EDU 13 SAN 62
Damage Bonus: +0

POW 16
HP 12

Weapons: Needle or Pin 75%, damage |
oint plus impale.

' . Skills: Bargain 55%, Cthulhu

- Mythos 07%, Dodge 35%, Dreaming
5%, Dream Lore 30%, Listen 40%,
Psychology 25%, Spot Hidden 35%,
Swim 40%, Tailoring/Sewing 90%.
See the d20 Appendix, Entry #7.]
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Ezra Caldwell
108 Fuller Road

E#ra is an eccentric 62-year-old bachelor living in a
plain house within a quiet residential neighborhood.
He is a nut for local history, and he keeps a 15-by-20-
foot model of the town in his garage. Every building,
ill, wharf, and warehouse of his beloved Kingsport is
epresented on the bumpy clay, cardboard, wood, and
felt model surface. Ezra has replacement buildings
with which he can recreate Kingsport at any period in
its history, something he daes every couple of weeks
just for the fun of it. Ezra's knowledge of the town lay-
out — both past and present — is uncanny. With this
knowledge, he has also attained a considerable store of
details concerning Kingsport’s history, though chiefly
from a geographical and architectural perspective.
Ezra claims that some of the obscure details he has

R
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uncovered about the town first came to him in
dreams. His research later proved these visions to be
accurate in every detail. Caldwell does not tell people
that he often experiences daytime visions of a histori-
cal Kingsport, visions he enjoys, but worries about
nonetheless.

Skills: Architecture 65%, Dream of Kingsport 30%,
Kingsport Geography 90%, Kingsport History 63% [See
the d20 Appendix, Entry #8.]

204

The Kingsport Rest Home
108 Bedlow St.

This well-kept two-story rest home exists for the care
and treatment of invalids and senility cases. The facil-
ity is privately owned, and most of its residents come
from middle- and upper-class families. At any given
time, there are as many as ten residents maintained
within the home.

46
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Kingsport Historical Society Museum
210 Carter St.

Kingsport’s privately funded Historical Society and
Museum is housed in a two-story Georgian manse,
open to the public from noon to 5 pM., Monday through
Saturday. Admission is free. The museum takes up all of
the ground floor and part of the second
level. The rest of the second floor is given
over to the Society’s library, while the
partially finished attic contains Society
records and the living quarters of the
museum’s curator.

The curator is Aaron Hart, a balding,
sickly bachelor, Old Aaron is hard of
hearing, arthritic, and moves slowly due
to a hip broken two years ago. {The stairs
up to his third floor apartment are mur-
der on him.} He's also forgetful, fre-
quently shows signs of senility, and
spends more time watering his plants
(found in every room in the building}
than on society business. Lately he has taken to carrying
a pistol, with which he takes potshots at the pigeons
roosting on the museum roof. This bebavior has led to
several warnings from the police — warnings Hart
chooses to ignore.

The society is under pressure to replace the old man.
Its first step is finding a capable assistant — someone
who could gradually take over Hart’s position. This is an

AN ANCIENT TEXT
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Curator Hart

excellent employment opportunity for a historically
knowledgeable investigator. The position pays only
82000 per year, but comes with a rent-free apartment
atop the museum and control of the modest acquisi-
tions budget.

Aaron Hart, age 73, Hysterical Historian
STR 07 CONO053  SIZ 13 INT i5
DEX 08 APP i0 EDU 21 SAN 52
Damage Bonus: +(

POW 12
HP 09

Weapons: .22 Automatic Pistol 15%, damage 1D6.

Skills: Botany 35%, Fast Talk 50%, History 85%, Kingsport
History 90%, Library Use 60%, Listen 15%, Persaade 60%.

Languages: English 98%, French 45%.

Note: To acceunt for old Aaron’s senility,

roll against Hart's current SAN whenever he

is approached or asked to do something. If

the roll fails, the dotty old historian doesn’t

hear the investigators, or answers a different

question, or misses the gist of the question

altogether.

[See the d20 Appendix, Entry #9.]

The museum displays countless paint-
ings and sketches of famous past person-
ages, ships, and shipyards, while ship
models, windlasses, compasses, carved
wooden figureheads, sailors’ effects, and
other maritime memorabilia are housed
in cases. Maps depict the major trade routes used by
Kingsport ships. Visiting the museum for the first time
adds 1D6 points to a character’s Kingsport History
skill. [Anyone wanting to use Research to study
Kingsport’s past gains a -+2 equipment bonus if they can
consult a related resource in the museum.]

The Society’s library is found on the second floor.
Among other things, it contains a complete collection of
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~ the Kingsport Chronicle newspaper and copies of the
Ponape Scripture, Ward Phillips’ Thaumaturgical
Prodigies in the New England Canaar, and Studies of the
Indians of the Miskatonic Valley, this last by Morris
Wheaton. | The first two tomes are detailed in the Magic
~ chapter of the core rulebook; the last one is in the d20
Appendix. ]

The Ponape Scripture is an early, much annotated
draft of Captain Abner Ezekiel Hoag’s original manu-
script, more complete and informative than the versions
usually found by investigators. It requires a successful
English roll to read and increases an investigator’s
Cthulhu Mythos score by 7 percentiles, while reducing
his SAN by 1D8 points, The text contains the following
spells: Contact Deep Ones, Contact Father Dagon,
~ Contact Mother Hydra.

 Studies of the Indians of the Miskatonic Valley is writ-
~ ten in English, increases Cthulhu Mythos by 3 per-
centiles, costs 1D3 points of SAN, and contains no
spells. Morris Wheaton, a learned amateur anthropolo-
gist from Kingsport, wrote this book in 1883, It discuss-
es many topics that hint at unnatural forces at work
 throughout the valley. [See the d20 Appendix for more
details.]

~ The attic level of the Society holds the records and
~ archives room, as well as the curator’s living quarters.
The archives contain file cabinets and boxes full of ship’s
logs, charts, and other nautical papers, along with old
~ deeds and some early town records.

Associate Membership in the Historical Society costs
$15 a vear and entitles a member to full use of the
Society’s museum and library. The dotty old museum
curator has lately become a stickler for checking visitors’
membership cards,

206

Robbin’s Apartments
104 Burke SL.

This three-story eighteenth century brick building has
fourteen apartments — four on each of the upper floors
and two in the basement. These apartments are much
larger than the Teagarden building, and each comes
with a bedroom, bath, kitchen, and living room.
Robbin’s building isn't as well maintained as the
Teagarden, but the place is decent, Rent is $70 a month.

old photographer and all-around shutterbug.

One of the building’s tenants is Hubert Davis, a 29-year-

HUBERT DAVIS

Davis is youthful, enthusiastic, and chubby, possessed of
a huge appetite for sweets. He works as a professional
photographer, using parts of his apartment as a studio
and developing lab. Davis does weddings, parties, and
similar gatherings. He recently purchased an 8mm
motion picture camera, which he experiments with in
his spare time. (Motion picture cameras of this time
were tripod-mounted things weighing several pounds
and costing anywhere from $80 to $100.}

Skills: Mation Picture Photography 45%, Still Photography
80% [d20 Skills: Craft (motion picture photography) +4,
Craft (still photography} +9].

2 07

Mother Gamble’s Boarding House
205 Masen St.

Mother Gamble’s is a plain three-story 18th century
house owned by Martha (“Mother™) Gamble, A 55-
vear-old widow, she’s a habitual cleaner who expects her
tenants to help by at least picking up after themselves.
There are nine apartments — four on each of the upper
floors and one on the ground floor — each renting for
$60 a month. Full bathrooms are on the first and third
floors. Mother Gamble furnishes three meals a day for
her boarders: breakfast at 7:30 A.M., lunch at noon, and
supper at 6 M. The old girl doesn’t like to hold meals or
save them, and grumbles if asked to do so.

A warning: Mother Gamble cleans each tenant’s
room every Thursday. Any suspicious materials had bet-
ter be well-hidden to avoid her discovering them and
possibly evicting the offending tenant. One of Mother
Gamble’s boarders is Malcolm Veidt, a teacher at the
Hall School.

MALCOLM VEIDT
Veidt is a 27-year-old soft-spoken schoolteacher. He is
tall, lithe, fair-haired, and fair-skinned. His wire-
rimmed glasses add to his scholarly appearance, but
there is always a sardonic expression lurking on his face.
Veidt has been teaching accounting and business classes
at the Hall School for a little over a year now, having
moved here after graduating from college in Maine.
Veidt is a dangerous young man. His varied studies
have included various occult subjects and the Cthulhu
Mythos. Years ago, Veidt Jearned of the awesome

‘occult holdings of Miskatonic University. For this rea-

son, he sought employment in the area. So far he's
been unable to gain access to any of Dr. Armitage’s

48
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restricted volumes, but he’s sure he’ll soon figure a
way. If Veidt thinks the investigators bave information
worth learning, either Mythos or occult, he insinuates
himself into their group. Having learned what they
know, and possibly stealing anything of interest, Veidt
then gradually loses touch with them and continues to
pursue his own studies, Veidt knows much about the
dark aspects of Kingsport history, but won’t share this
knowledge unless he stands to gain something.

In Veidts room are
his outré holdings: sev-
eral books on Egyptol-
ogy (mostly E.A. Wallis
Budge), a copy of the
Sussex Manuscript, stat-
uettes of several Egypt-
ian deities, and an en-
chanted Egyptian sacri-
ficial dagger, which is
capable of wounding
creatures only harmed
by magic weapons. Veidt
also owns a 9mm auto-
matic pistol, but does
not usually carry it with him. He keeps a switchblade
knife in his coat pocket when walking the streets Jate at
night. To avoid discovery by Mother Gamble, Veidt
packs his weapons in his briefcase on cleaning day and
takes them with him to class.

Mr. Veidt

Malcolm Veidt, age 27, Teacher of Fnglish / Student of
the Occult

STR 12
DEX 14

INT 16
SAN 0

POW 16
HP 13

CON 11
APP 12

SIZ 14
EDU 16

Damage Bonus: +1D4

Weapons: Fist/Punch 55%, damage 1D3+1D4
Kick 50%, damage 1D641D4
Dagger 45%, damage 1D4+2+1D4
Switchblade Knife 45%, damage 1D4+1D4
9mm Automatic Pistol 40%; damage 1D10

Spells: Chant of Thoth, Implant Fear.

Skills: Accounting 80%, Climb 50%, Cthulhu Mythos 35%,
Egyptology 40%, Fast Talk 50%, History 55%, Kingsport
History 40%, Kingsport Cult 45%, Law 25%, Library Use
35%, Linguistics 30%, Listen 45%, Occult 70%, Persuade
60%, Psychology 25%, Spot Hidden 35%.

Languages: English 90%, German 35%, Greek 40%, Latin
50%.

{See the d20 Appendix, Entry #10.]
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Daughters of the American Revolution
204 Orne St.

This is a fiercely patriotic women’s organization open
only to those who can trace their ancestry back to a vet-
eran of the Revolutionary War. Kingsport’s chapter is
chaired by the aged grand dame May Talbot, a blue-
haired 74-year-old widow and town matriarch. She can
(and often does) trace her lineage back to the first
Kingsport settlers. Old May is very selective of appli-
cants. Acceptable members pay $4 in annual dues and
receive a 10% bonus to their Credit Rating. [ They gain
a +2 circumstance bonus when making Diplomacy
checks against locals who care about breeding and line-
age.] Members must watch their step. May is quick to
expel those who taruish the DAR’s reputation,

209

Curios & Gifts
401 Orne St.

This quaint little shop is nestled on the bank of Blake’s
Creek. An antique-styled sign swings above the door,
and numerous knick-knacks and souvenirs crowd the
windows. Inside are tables and shelves holding more of
the same: Kingsport postcards, plates, pennants, spoons,
modet ships in bottles, yachting caps, scrimshaw sculp-
tures and jewelry, calendars, a few paintings and sculp-
tures by local artists, crystal and ceramic figurines and
statuettes, vases, pots, bowls, and a multitude of similar
small gift items. A few of the items are imported from
sites around the globe, sold to the shop by visiting
sailors. The owner is Stephen Whitmarsh, 52 years old
whose wife sometimes works in the shop.

The Statue of Seven Dreams: This small wooden stat
uette from New Guinea depicts an anthropo
morphic/octopoidal entity. A successful Cthulhu
Mythos roll identifies it as Cthuthu or one of his spawn.
If the piece is purchased ($9), there is a cumulative 5%
chance per night that the new owner will begin to suffer
a series of seven increasingly unsetiling nightmares
about dark oceanic vistas and sunken weedy spires. The
nightmares gradually reveal more and more of the
cyclopean sunken city, until finally the hapless dreamer
psychically confronts Great Cthulhu in his tomb. The

The Horrow: 207-209
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seven nightmares cost the dreamer, in order, 0/1 SAN,
then 0/1D2, 0/1D3, 1/1D4, 1/1D6, 1/1D8, and finally
1/1D10. The statuette was made by a New Guinea witch
doctor who used it to aid his Contact Deity / Cthulhu
spell. Casting that spell in conjunction with the statue
ensures 100% success.

hborhood 3
AP, Y,

Nei

ENTRAL HILL IS THE LARGEST of
Kingsport’s many hills. It was for many years
the site of the old Congregational Church, a
h structure torn down nearly twenty years ago to
y for the Congregational Hospital. At the same

time, many of the older, more decrepit buildings that
stood near the church were also demolished, and the top
of the hill was leveled to create Hill Circle Road.

The western and southwestern slopes of Central Hill
are taken up by the vast, ancient Central Hill Burying
Ground containing tombstones dating back to the mid-
seventeenth century, On the east and northeast slopes are
a few stately old houses, most Georgian-styled, the oldest
of which dates back to the early eighteenth century. The
residents of these houses are mostly older folk, a few of
them wealthy, but most too poor to move out of these
ancient crumbling homes. The steep sidewalks on
Central Hill often become stairways. Most areas, with the
exception of the cemetery, are lit by streetlamps.

Stories, some reported in the Kingsport Chronicle,
have long-circulated that strange burrows or tunnels
were discovered when the old Congregational Church
was torn down. Frightened workmen reported that
these burrows contained bones — both human and ani-
mal — and unnatural numbers of disgusting worms
and insects of all kinds. Reporters were unwilling to
investigate their discovery further, so the burrows were
filled in as quickly as possible, and the hospital founda-
tions laid atop them. Hospital staff and Central Hill res-
idents still occasionally complain of infestations of fat,
unsightly worms and other crawling pests.

301

Congregational Hospital
401 Summift St.

An impressive new structure finished in 1912, the
Congregational Hospital has a capacity of fifty beds.
Especially serious cases, or those requiring specialized
facilities, are sometimes referred to Arkham or Boston
hospitals as seems best. Many local physicians and sur-
geons make use of the hospital facilities.

The ground floor includes emergency/surgical facil-
ities, a small lab, an admitting office, examination
rooms, and a kitchen and cafeteria. The two upper
floors are given over to patient wards and a few semi-
ivat ns. The basement includes a

housckeeping, and 4

second (locked) storags
room occasionally used as a
temporary
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A chronically troublesome elevator connects all levels of
the hospital.

Lyr. Matthew Harris, a capable surgeon and longtime
Kingsport resident, is Chief of Staff. Margo Stanfield
and Annie Gates are in charge of the nursing staff,
which is supplemented by volunteers and part-time
help. Nick Carson, a stocky young man, is the head
orderly, while the wily pair of Manuel Capaldi and
Jimmy Marks take care of housekeeping, maintenance,
and laundry. Kingsport physicians Enoch Warren and
John Neuberg both pur in part-time hours at the
Congregational Hospital.

aminer chores in Kingsport

owing people (roll 1D100}):
1-40, Dr. Harris; 41-65, Dr.
Warren {507); 66-80, Dr. Neuberg
{607}, 81-95 Dr. Ephraim Sprague
Arkham Medical Examiner); 96-00, Dr.
‘hitby Lodge (Essex County
oroner from Salem).

wwsrialdll
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Central Hill Cemetery
503 Swumimiit St

This is Kingsport's oldest cemetery, dating from the
mid-1600’s. The oldest graves (the earliest legible date is
1640-something) are found at the top of the hill in the
southern one-third of the cemetery. The northern por-
tion of the graveyard is more recent, and stones found
here date from 1700 on, Dates after 1850 are relatively
rare due to the opening of Underwood Park Cemetery
at about this time.

Overgrown willows shade the old graveyard. Many
of the ancient gravestones are crumbling and broken
away, although many still display elaborate scrollwork
and creepy death’s-heads. In places, twining vines and
ivy have smothered even the taller grave markers. The

301-302
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stony ground rings hollow under the investigators’ foot-
steps, reminding one of the legends about burrows
beneath the hill.

An eight-foot-high fence of iron bars surrounds the
cemetery, and the police make nightly checks to dis-
courage mischief. Someone searching for the rumored
burrows under Central Hill might try breaking open
one of the crypts. With a Luck roll of POW x1 or less
[Wisdom check, DC 20; can't take 10], the right crypt
has been chosen and the investigator has found an
entrance to the burrows. Exactly what is found in the
burrows is left to the keeper, though fat grave worms
and bloated, crawling insects should be the least horrif-
ic of the investigators’ discoveries. An encounter with
Israel Soames (303) 1s a good possibility.

It should be noted that there are no ghouls in this
graveyard. Although the burrows under Central Hill
may well connect with the ghoul-tunnels in and around
Arkham, the ghouls avoid Kingsport’s burial grounds.
They fear the lingering essence of the awful necroman-
tic forces once worshipped here. [If Soames and
Cerberus are too powerful for your investigators, how-
ever, a single ghoul would make for an excellent CR 2

encounter. ]

30}

Isracl Soames
306 Summit St

This large, crumbling Georgian house is perched on the
eastern slope of Central [Hill amongst a pumber of sim-
ilarly ancient houses. Recently reoccupied after standing
empty for nearly two decades, the house is inhabited by
an old man calling himself Israel Soames. Soames is a
recent arrival in Kingsport, coming here two years ago
and soon after proving himself the legal heir to the long-
abandoned Soames estate. Soames is actually an ancient
Kingsport cultist, the original owner of the house he

ow resides in. In actuality nothing more than a

rithing mass of worms, he presently occupies the ani-
mated corpse of an elderly man, magically preserved by
the presence of ensorcelled worms.

After a long absence, Soames has returned to
Kingsport hoping to renew the rites of the Green Flame
in the nighted burrows beneath Central Hill. In the near
future, he will attempt this feat, aided by summoned
creatures and other cultists drawn here. The event will
be timed to coincide with an equinox or solstice. A
secref opening within the basement of Soames’ dust-
caked house leads to the nethermost pits beneath
Central Hill,

The worms that contain Israel Soames’ soul must be
regularly fed. Unless provided with food, the worms
quickly consumne the corpse they inhabit, destroying the
body that serves as Israel Soames’ public person. To pre-
vent this, Soames orders regular supplies of fresh meat
from various local markets, and occasionally supple-
ments this diet with a careless hobo. After Enthralling
and kidnapping his vic-
tim [by casting domi-
nate person|, Soames
brings him back to the
basement of the house.
The helpless victim
must then watch as
bloated worms crawl
out of the corpse they
inhabit and  creep
toward their prey before
burrowing into the liv-
ing flesh of their victim.
When finally sated, they
leave a bloody corpse
riddled with uncountable wormholes. Seeing such a
corpse costs a viewer 1/1D6 points of SAN.

Soames appears as a gnarled old man, tall, thin, and
slightly stooped. A few wisps of white hair top his bald-
ing pate, and his eyes burn with a barely concealed
malevolence. He is often seen walking around town and
spends much of his time visiting old burial grounds and
other historical sites. Soames keeps in his house a
“guardian” named Cerberus, a thing created by Soames
using the Resurrection spell |a variant of dark resurrec-
tion] and three different corpses. Soames has several
times visited the seventh house on the left on Green
Lane, searching for something he believes was hidden in
the house.

Israe]l Soamss

Israel Soames, age 70, Hoary Cultist
STR 05 CON 16 SIZ 12 INT 16
DEX 06 APP 08 EDU 27 SAN 0
MOV: In host body, 8; as mass of worms, 2
Damage Bonus: +0

POW 21
HP 15

Weapons: Cane 35%, damage 1D6
Knife 60%, damage 1D3

Note: Both the host corpse and the worms within have 15 hit
points each. Damage to the host body accumulates as
normal. When the body is reduced to 0 h.p., the corpse is
useless and must be abandoned. The mass of worms
within suffer only 1 point of damage for each suecesstul
attack, and they are capable of regenerating 1 bit point
per hour. To ensure destruction of all the worms, the host
body should be burned. Even a single escaped worm
means the cultist will survive.

52
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Spells: Enthrall Victim, Summon/Bind Amorphous Flantist
{Servitor of Quter Gods), Spectral Razor, Resurrection,
Contact Whirring Visitor (Fungi from Yuggoth), Call the
Green Flame, Mindblast, and one or two others of the
keeper’s choosing.

Skills: Astronomy 55%, Biology 25%, Chemistry 20%, Credit
Rating 55%, Cthulhu Mythos 55%, Dodge 10%,
Kingsport History 8596, Law 25%, Library Use 609,
Listent 30%, Occult 75%, Persuade 45%, Pharmacy 15%,
Spot Hidden 40%.

Sanity Loss: Seeing the roiling mass of worms that is the true
form of Tsrael Soames costs 171136+ points of SAN,
Seeing a single worm poke out of a mouth, nostril or ear
cost 1/1D4 points of SAN.

Languages: English 96%, French 30%, German 40%, Greek
75%, Latin 70%.

[See the d20 Appendix, Entry #11]

AN IMPORTANT SPEL]
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CERBERUS

Soames has created a creature he has dubbed
“Cerberus,” a huge worm-like creature with a spiked
and spiny body and three slack-jawed, drooling human
heads. Eight fect long and three feet in diameter, this
monster was created by mixing the essential salts of
three different people, then casting the Resurrection
spell {dark resurrection]. The thing attacks either by
rearing up and crushing a victim beneath its body, by
biting with one of its mouths, or by lashing out with
its spined tail. It moves like a
caterpillar, pulling itself along
on numerous tiny Jegs.

Cerberus, Wormlike Watchdog
STR 19 CON20 SIZ24 INT 02 POW 12
DEX 06 HP 22 Move 05

Damage Bonus: +2D6.

Weapons: Tail Lash 50%, damage 1D4+2D6
Smiash 40%, damage 1D8+2D6
Bite 30%, damage 2D3

Armor: 2 points of rubbery, slimy hide.

Skills: Listen 55%, Spot Hidden 75%.
Sanity Loss: 1/1D8+1 sanity poinis to see Cerberus,
[See the d20 Appendix, Entry #12.]

Neighborhood 4
T

INGSPORT’S SOUTH SHORE is a largely resi-

dential neighborhood dotted here and there by

small, tourist-oriented businesses. Physically, it
is marked by a series of three hills centered on the
Hartford Funeral Home (406), Howland Street, and
South Point, South Shore is also hemmed in by the
steeply sloping ground south of town. At the top of this
rise stands the Underwood Park Cemetery. The shore-
line is more level than Harborside’s rocky, steep access-
es, and its mostly flat beach consists of gravel and small
stones. South Shore’s portion of the harbor is the site of
the public marinas and their numerous sailboats and
yvachts. Kingsport’s small Coast Guard lifesaving station
is also found in this area, along with the impressive pri-
vate marina of the Stratton Yacht Club. Signs posted
along the shore warn of dangerous currents and state
that swimmers proceed at their own risk.

The residents of South Shore are mostly middle class
and above. Businesses range from necessities, such as
the First National Grocery Store, to oddities, such as
Neil’s Curiasity Shop. To the southeast, along Putnam
Street and Beacon Road, is an area of small bungalows
and rental houses tenanted by summer tourists,

Most of the South Shore’s architecture consists of
early eighteenth-century Federal styles, Gothic edi-
fices, and later Greek Revival buildings. The area is
marked by large, stately homes with gabled
and hipped roofs, some with stately col-

umned porticoes. Farther south and
east, wanderers encounter Victorian
homes of more recent construction.
Some of these are quite large, com-
pletely enclosed
by walls and land--
scaped with trees
and formal gardens.

The streets of the South Shore
area are paved and in good repair, especially Harbor,
Hall, and Howard Streets. Notable exceptions are Quinn
Street and Dark Lane, dirt and cobblestone respectively.
Due to the tourist colony, there are more automabiles
found in South Shore than in any other part of
Kingsport. Parking is also easier. With the exception of

CENTRAL HILL:
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the fringes to the south, this neighborhood is fully lit by
streetlamps. The only area lacking modern sidewalks is
in the extreme northwest, near the labyrinthine down-
rown business district.

Ol

Benton Public School
204 Hawthorne St

‘Grades 1-8 meet here from September through May.

First National
_ Grocery Store
pied 309 Turner St.

Part of a national chain, this

old Kingsporter Rudy Knight. District manager Arthur
Anderson, based out of the National store in Arkham,
visits this place at least once a week.

4.0

The Sea’s Harvest
309 Harbor St.

The Sea’s Harvest is a popular restaurant catering to the
tourist trade. It is a very clean, upscale sort of place with
tables covered by white tablecloths. Some of the best
food in town is served at the Sea’s Harvest, which spe-
cializes in shrimp, lobster, crab, oysters, scallops, perch,
herring, and chowders. A meal runs from
$1 to $1.50. Owned by Joseph Dyall,
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Kingsport Baptist Church
102 Bradford Ave.

The Reverend John Wesley Webber leads this smallish
congregation, one of Kingsport’s oldest. The early nine-
teenth century building is quite modest, and the con-
gregation has steadily dwindled in the last few decades.
Some of the alder church records have disappeared, lost
in transit when the congregution moved to its present
location.

405

The Hall School
107 Pickering Ave,

The Hall School is housed in a large two-story brick
structure built in 1824
The institution was
founded by the descen-
dants of Eben Hall, a
prominent town official
of the early 1700%.
Beginning its existence
as 4 private high school
for the children of
Kingsport’s wealthy, it
later prew into a pre-
paratory school focus-
ing on business-related
courses, a curriculum
still emphasized today.
Today the Hall
School numbers among its stndents not only those from
Kingsport, but from Arkham, Boston, Salem, Lynn, and
Marblehead as well. Its curriculum is at the junior col-
lege level, with counrses teaching advanced mathematics,
accounting, boakkeeping, business law, typing, and so
forth. The principal, John Miles, is a hardworking 49-
year-old graduate of Miskatonic University. Miles teach-
es a couple of upper level classes himself, and he’s con-
sidered by his students to be a bit of a taskmaster. He is
tall, broad, and tends to talk over his classes , -
rather than to them. Another Hall
instructor of note is Malcolm Veidt, a
resident of The Hollow (207).

Miles

My,

Seven years ago, a young girl named Asenath Waite
attended the Hall School. Miss Waite had been left a
ward of principal Miles after the death of her father,
Ephraim Waite of Innsmouth. Miles recalls that
Asenath was a peculiar girl, but an exceptional student,
graduating ahead of her class and with high marks.
{For additional details about Asenath Waite, see [HPLs
story “The Thing on the Doorstep,” and Chaosium’s
H. P. Lovecraft’s Arkham.)

When the heirs to the Hall name founded the school,
they donated to its library many of Eben Hall’s papers
and belongings. A few of the more public of these doc-
uments {proclamations, early descriptions and maps of
the town, etc.) are displayed throughout the building.
The rest are stored in the cramped, dark basement.
Access to these is best gained by making a reasonable
request of Principal Miles.

Many old books and school records are also kept in
the basement, stored in aisles of narrow shelves. In one
particularly dark and cobwebbed corner, a Spot Hidden
roll {Spor check, DC 15] turns up a crumpled test
paper shoved under a shelf. The paper is signed by
Asenath Waite, and the grade is an “A.” Next to the
teacher’s name (). Miles), the words “toad” and “dolt”
are written in the student’s crabbed hand.

Nearby are the old Eben Hall holdings. Among
these are a pair of leathery tomes: a Latin copy of De
Vermiis Mpysterits and a handwritten volume of
excerpts from the Necronomicon (the latter in English,
+9% Cthulhu Mythos, -1D10 SAN, with four spells of
the keeper’s choosing from the Call of Cthulhu rules).
[See the d20 Appendix for details on this tome and
fragment.] Also stored here is a sheaf of papers con-
taining a vague account of the 1722 raid on the
Congregational Church (see “The Kingsport Cult”),
This inclades the pre-1722 records missing from the
Congregational Church (605) and a letter signed by
Eben Hall ordering his executor, Jonathan Fisher, to
see that these documents and books are destroyed
upon his death. Each of these items requires a Library
Use roll [Research, DC 15] and 1D3 hours’ searching
to find. Principal Miles will allow investigators to bor-
row them if a successful Credit Rating or Oratory rol
is made {Bluff or Diplomacy, DC 20].

1LOG

The Hartford Memorial Chapel
114 Main St.

Kingsport’s most
popular .
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~ funeral home is owned and operated by Paul Hartford,
56, son of the founder. The tall, white-haired Hartford is
a consummate professional: solemn during business
hours, but a jovial, outgoing chap when off-duty.

40

The White Pier Café
606 Harbor St

This small eatery and coffee shop is located right on
the shore and is a favorite hangout with the artist
crowd. Coffee, breakfasts, sandwiches, soft drinks, pas-
tries, and other simple foods are served here. Inside is
~a long curved counter and a few booths. OQutside is a
deck (the “White Pier”) with several tables. The place
is owned and operated by the 40-ish Manny and
~ Francine Oakley.

408

Mercer Art Gallery
111 Hail 5t.

The Mercer Art Gallery is located in an impressive two-
- story Federal mansion. Hours are 10 AM. to 5 PM,
- Monday through Saturday, during the summer season.
~ From October throngh
April, Saturday hours
are ] PM. to 5 PM.
Evelyn Mercer, cura-
tor and administrator, is
a shrewd 54-year-old
woman of old money.
~ Very intelligent, she has
an eye for artistic
genius. Her husband
died not long after their
on was lost in the Great
War. Since then, Evelyn
has made the gallery her
life. She buys many
works from local artists for display and resale, and occa-
sionally stages special showings of artists of exceptional
merif. There are hundreds of paintings on display
throughout the gallery’s two stories, and some effort has
been made to group pieces together by topic or by par-
ticular artist.

In one of the second-story rooms hangs a horrifi-
cally dark painting of a city rising from the depths of

Evelyn Mercer

the sea. It is a night scene with dark clouds roiling in
sinister shapes above lichen-encrusted, weirdly angled
buildings. Viewing this terrible landscape costs 0/1D3
SAN. (A Cthulhu Mythos roll [Cthulhu Mythos
check, DC 15] identifies it as R'lyeh.) The painting is
not signed. Evelyn Mercer recalls that she bought it
back in 1925 from an unknown artist who stayed in
Kingsport for enly three weeks before moving on. The
asking price for the piece is $275 due to its obvious
power and quality.

The gallery also sponsors other artistic events: poet-
ry readings, music recitals, concerts, film showings,
painting seminars (a hit with the tourists), plays, and so
forth.

409

Neil’s Curiosity Shop
709 Harbor St.

A large handpainted sign outside this slightly rundown
private home promises
“Bizare Creatures,”
“Ancient Reliques,” and
“Mysteries from
Around the World” A
knock on the door rous-
es the proprietor,
sprightly  64-year-old
Neil Hazlitt, a smiling
red-cheeked, fast-talk-
ing little man. His
admission price is “only
15 cents . .. and I'll give
ya a nickel back if ya not
sat’sfied!”

Once inside, Hazlitt leads the visitors on a tour
through the house, sucking on a thin clay pipe the whole
time. Hazlitt's simpler exhibits range from drawings of
sea monsters and wonders like the Sphinx of Giza to
photographs of human freaks, wrecked ships, and
trains. Nearby, he proudly displays a collection of
stuffed reptiles, birds, insects, and small mammals —
many deformed or two-headed. Also on display are a
few interesting but unspectacular primitive items from
Africa, Avstralia, Polynesia, and the Orient. Neil's tour is
made more enterfaining by his non-stop informative
patter about his collection. A visitor is hard-pressed to
honestly ask for a refund.

If someone does claim dissatisfaction, Neil has a
final deal: if his last exhibits don’t change the doubter’s
mind he'll give back a dime instead of a nickel. Leading

Neil Hazlitt
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them to a small back room, Neil first shows his visitors
the displayed dried corpse of a bizarre creature he
claims was caught by a local fisherman (now dead)
near the northern end of the Jersey Reef. The dried-out
thing is about the size of a cat and is fixed to the wall
by several nails. It appears to be part fish, part
grasshopper, part lizard, part rooster, and part some-
thing unidentifiable. The thing looks genuine, and
there are no discernible stitches or seams. Neil’s second
“special piece” is a small white grub/spider/worm
thing (one of the Brood of Eihort) floating in a jar full
of liquid. Hazlitt claims it was found in Independence
Square over in Arkham.

His final “bizare creature” was alse found in
Arkham, discovered by a sewer worker friend of his.
Floating in a jar of alcohol is a4 gray, warty, humanoid
creature with suction-pad toes and fingers, about a foot
tall with scrunched-up evil features. Hazlitt doesn’t
know it, but if the specimen is ever removed from the
alcohol, it turns invisible to anyone who is not drunk.
Each of these three final exhibits costs 0/1 SAN to view.
If someone fails a SAN roll, Neil cackles merrily, and
thereafter refuses to refund that viewer’s money.

410

Rental Homes and Bungalows
along Putnam St. and Beacon Road
(only a few of these sites are shown on the map)

Many larger rental homes are found along Harbor
Street overlooking the sea, while smaller homes and
bungalows reside in the blocks along Ocean Drive.
These buildings are noticeably newer than most of
their neighbors to the west and northwest and were
built to capitalize on the growing summer tourist
trade, They range from small ene~ or two-bedroom
single-story bungalows to larger and fancier two-story
houses coniplete with patios and decks. Almost all are
furnished. Rents range from $95 a month for the tini-
est bungalow {one bedroom, kitchen, bathroom, din-
ing/living room) to $300 a month or more for one of
the mansions along the shore. Stephen Cabot, Martin
Cabof, John Pickering, and Norton Fisher own the
majority of these properties.

41l

Underwood Park Cemetery
501 Holt S,

The newest of Kingsport's cemeteries, the Underwood,
dates back to the 1850’s. The cemetery is unfenced, but
well-maintained by stonecutter/watchman/grounds-
keeper George Cotton. Old George, who lives nearby,
keeps the place trimmed and free of garbage.
Again, there are no ghouls in any of Kingsport’s
cemeteries. Even those loathsome creatures fear that the
evil presences summoned by the old Kingsport cult still
linger in the burrows under the ancient sea-town.
[Keepers playing the d20 version of the game may
decide otherwise, since a single ghoul makes for an
excellent CR 2 encounter. |

6l

The Stratton Yacht Club
1 Beacon Roud

The Stratton Club is located on a parrow drive oft
Beacon Road, a huge Gothic Revival manse set on the
hill overlooking the harbor. A private marina at the foot
of the hill harbors the yachts and sailboats owned by the
club’s wealthy members. The clubhouse has several opu-
lent dining rooms and meeting halls, while a long
screened-in veranda facing the harbor stretches the
length of the building. The club’s bar is kept stocked by
an arrangement with Jonas Rigg, owner of the Rope &
Anchor Tavern.

The membership of this country club is made up of
a majority of Kingsport’s richer inhabitants, as well asa
fair number of well-to-do Arkhamites, The club fre
quently organizes races, including the gala Pickerin
Regatta held annually the first Saturday of July. Th
club’s non-sailing members — and there are many
socialize, play cards, drink, do business, and so on
Members-only balls are held throughout the year cele-
brating various holidays.

Gaining membership in the Stratton isn’t easy.
Prospective members must be sponsored by a current
member and must be interviewed by the Stratton’s
stringent membership review board before gaining
acceptance. Successfully standing for membership usu-
ally requires a successful roll of Credit Rating or

SOUTH SHORE: 409-412
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Persuade [Diplomacy or Bluff, DC 25]. Successful rolls
of History [Knowledge (history), DC 20] or Speak
Other Language [DC 15}, or proof of relation to a
prominent New England family may help impress the
snootier members of the board [+2 circumstance bonus
for each of these]. Membership dues are $75 a year, plus
an additional $60 a year docking fee if the member
keeps a boat in the marina. Members receive a bonus of
15 percentiles added to their Credit Rating {+4 bonus to
Diplomacy| when doing business in either Kingsport or
Arkham. Members also have access to Kingsport’s sail-
ing crowd, perhaps allowing them a chance to learn the
Pilot Boat skill [Pilot (boat}]. Note that the review
board deals quickly and harshly with members who
exhibit miscreant behavior.

Generally speaking, the Stratton’s membership con-
sists of wealthier merchants and prominent townspeople
of the lower-upper class or higher. Merchants of the kind
found in Harborside or Hill Town aren’t likely to be
Strattonites. Those from Dawntown, the West Side, or
South Shore area are much more likely candidates.

413

The U.S. Coast Guard Station

northeast of Beacon Road

Kingsport’s small Coast Guard Lifesaving Station is
locared right on the harbor. The building is a long rec-
tangular structure set back from the shore. It has one
story, with a small, open observation tower on the roof.
A tall antenna mast nearby rises 35 feet into the sky. A
veranda runs along the north and west sides of the
building; it’s connected to a nearby boathouse and dock
by short flights of stairs. The boathouse holds various
types of lifesaving equipment, including line-projecting
guns, hawsers, buoys, signal flares, life jackets, small
lifeboats, and the station’s two large motor launches.
- Anchered at the dock is the station’s powered 40-foot-
long sailing sloop, Martha.

The main building contains a reception room, «
. radio room, Ble and storage areas, a dormitory large = : ; y
enongh to house more than a dozen men, and the  1Ng maritime laws and regulations (including the

offices of the Lxecutive and Commanding Officers. apprehension of bootleggers and smugglers), PITiCEs
tion of property, and most importantly, the saving ot

lives at sea. The Kingsport guardsmen regularly patrol
the nearby coast, even in the very worst of weather, and
conduct intensive searches whenever necessary. The
station is in constant contact with larger stations in
Boston and Gloucester and with those stationy’
patrolling cutters,

Formed in 1915 by combining the Revenue Cutter
Service and the U.S. Lifesaving Service, the Coast
Guard is under the jurisdiction of the Treasury
Department during peacetime, but reassigned to the

Navy during times of war. The Coast
Guard’s usual duties include the clear-
ing or destroying of derelicts and
other marine obstacles, enforc-

SOUTH SHoOowE: 412-413
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Its personnel includes Lt. Commander Charles
Maddern, Lieutenant Daniel Barkley, Chief Petty
Officer Warren Hayes, and Seaman 1st Class Henry
Koch. Over two dozen additional enlisted men are
assigned to the station, most of them residents of
Kingsport. (More information on the station and its
personnel is found in the adventure “Dead in the
Water.”)

Public Marinas
along the southern shore
from Blake’s Creek to Putnam St,

As opposed to the fishermen’s wharves, these docks
harbor all sizes and types of private pleasure craft,
Most of these are owned by Kingsport’s wealthier folk
or by visiting vacationers. Many of the locally owned
craft are available for rent during the summer
months. There are usually dockside signs advertising
these craft at rates of $10 to $25 a day, without pilot.
1f a pilot is required, add $5 to $10 to the rate. (Note
that a deposit equal to the daily rate is almost always
required. It is refunded upon the retarn of the vessel,)
Cheaper rates indicate smaller boats (four-man
capacity), while the upper ranges are for larger sail-
boats, sloops, or small yachts (capacities of up to ten).
Those with boats to rent are usually willing to teach
sailing at rates equal to the above. One day of Jessons
gives a beginning sailor a starting skill of 2D20%.
Each additional day of lessons adds 1D3 to the inves-
tigator’s Pilot Boat skill, up to a maximum of 50%. [At
the keeper’s discretion, one day of training may give a
character a +2 competency bonus to Pilot (boat) skills
for the next month, justifying the eventual purchase
of ranks in the skill.]

Neighborhood 5

Powwntown

OT SURPRISINGLY, Kingsport’s business dis-

trict is the city’s most crowded neighborhood.

Although fairly level, the area around the foot of
Central Hill is slightly higher, and there is another,
smaller hill centered on the block south of the Chamber
of Commerce offices (514},

There are a few residences in the Downtown dis-
trict, mostly boarding houses or apartments located
above storefronts. In some instances, a small private
home is surrounded by several businesses (512).
Farther from the heart of the district, especially to the
south and west, private residences are more common.

The predictably heavy traffic in this area, combined
with the narrow, tangled streets, keeps the neighbor-
hood crowded and busy on weekdays. Weekends are a
little quieter.

The majority of the buildings found here are brick
storefronts built in the last century. The few private res-
idences are usually of modest Victorian style. A couple
of older buildings are found here as well, including the
ancient house at 403 Green Lane dating back to the
mid-seventeenth century.

The streets of Downtown are quite narrow, in some
places barely wide enough to allow two cars to pass. This
leaves the Downtown area without street parking, a sore
spot with many of the merchants. Alleys and courtyards
are found everywhere, but many are too narrow for safe
use by autos or delivery trucks. Another quirk is the lack
of sidewalks in much of this area. Buildings and houses
are built right on the edge of the street. Sometimes a
homeowner has to be careful opening his front door,
lest it be knocked off its hinges by a passing motor vehi-
cle. Despite this, the streets are nicely paved and lit with
streetlamps.

SOUTH SHORE;
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Dennehy’s
305 Caldecott S1.

- Dennehy’s diner is a popular spot for downtown lunch-
‘es. Owned and operated by Sean Dennehy, the small,
frequently crowded diner specializes in simple foods:
soups, chicken, mashed potatoes, stews, etc. A good
meal can be had for from 25 to 50 cents.

k8

Office of the Kingsport Chronicle
704 Howard St.

In 1829, industrialist Kirby Spencer founded
Kingsport’s first and only newspaper. Graham Blaine,
who served as the paper’s first editor, later purchased the
paper from Spencer and maintained control of it until
his death. Since then it has changed owners several
times. The Chronicleis now and has always been a small,
twice-weekly paper.

Today, the Kingsport Chronicle is edited by
Kingsport resident Stanley Carter. The owner/publisher
is old Jabez Pickering, a former Kingsporter now living
in Boston. Pickering left town to be closer to his more
important business interests. This irked some Kingsport
residents, who resent the fact that someone from out of
town controls their newspaper.

Pickering doesn’t always see eye-to-eye with Editor
Carter, but the old man lets him get away with an occa-
sional editorial that conflicts with Pickering’s staunch
political opinions. Nevertheless, Carter and his boss get
“along fine. Carter spends ten or more hours a day at the
paper. He thankfully accepts submissions from numer-
ous semi-professional stringers living in Arkham,
Boston, and Kingsport. At the keeper’s option, an inves-

gator might find employment working as Carter’s

pprentice, doing everything from sweeping up to run-
ning the presses, or actually writing stories. These jobs
are presently handled by Carter, and he would be under-
standably grateful for some competent help.

The 4-page, 2-cent Kingsport Chronicle is published
on Wednesdays and Saturdays, appearing on the streets
about 5 2M. The Chronicle is fairly conservative and car-
ries mostly local news, along with a few stories from
Arkham and other locations up and down the

s

Miskatonic Valley. Carter prefers to publish human
interest stories and editorials. There are a few local ads,
birth and death notices, police and fire reports, but no
comics. Occasionally, big news stories have prompted
special editions, usually one-sheets, but only rarely.
(America’s entry into the World War was the last to war-
rant such an edition.}

The Chronicle s of-
fices are officially open
from 9 A.M. to 5 PM., but
Carter is usually there
1D4 hours carlier or
later. Whenever some-
one stops by the office,
the visitor must make a
Luck roll [Charisma
check, DC 15; can't take
10] in arder to catch the
on-the-go editor in his
office. Kept in the base-
ment, along with the
archaic printing press, is
a complete collection of
Chronicle editions from 1829 to the present. Carter is
always willing to let browsers look through the old
Chronicles, but there is a 15 % chance every hour that he
will have to leave {and thus close) the office.

o

Stanley Carter

Stanley Carter, age 43, Editor of
the Kingsport Chronicle

STR 1) CON 10 SIZ 14 INT 14 POW 12
DEX (02 APPII EDU s SAN 9 HP |2
Damage Bonus: -+ 114.

Weapons: None

Skills: Accounting 30%, English Literature 55%, Bargain
25%, Credit Rating 40%, Fast Tatk 45%, History 55%,
Kingsport History 55%, Law 20%, Library Use 55%,
Listen 40%, Miskatonic Valley Lore 45%, Persuade 20%,
Photography 30%, Psychology 439, Spot Hidden 50%.

{See the 420 Appendix, Entry #13.]

Stanley Carter is a harried and hurried man with gray-
ing hair. Of medium height and build, he wears pince-
nez spectacles and almost abways has a pencil stuck
behind one ear. His mind is usually on the next edition
of the paper, and his conversation often seems distract-
ed. He is very knowledgeable about Kingsport and the
Miskatonic Valley area, but his detailed information
only goes back a century or so.

60
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The First Marine Bank of Kingsport
405 Caldecott St.

An early nineteenth century financial institution, the
First Marine welcomes new businesses and home buyers
with competitive loan rates. The bank is also somewhat
lenjent in extending payment arrangements with cus-
tomers who try, but cannot quite keep up with their
payment schedules. The bank offers only savings
accounts; checking accounts are not available. The base
chance of being granted a particular type of loan are as
follows: auto, 25%; personal, 10%; commercial, 35%;
home, 35%. Hours are 10 AM. to 3 PM., Monday
through Friday.

Getting a Loan in Kingsport

Interest rates are 1D3+2% per year, and loans can be
arranged for auto, personal, home, or commercial pur-
poses. Collateral is always required. Maximum loan lins-
its are as follows: auto, no more than 30% of the inves-
tigator’s annual income; personal, no more than 25% of
annual income; home, no more than 50% of the home's
assessed value; and commercial, no more than the
lender thinks advisable, or 50% of the collateral’s value.
[Annual income is determined during character cre-
ation. ]

Add the base chance for the particular loan type to
the borrower’s Credit Rating and apply the appropriate
modifiers (see below). Roll against this number on a
D100, If the number is less than or equal to the final
total, then the loan is granted. Qnce granted, loans of up
to $1000 are expected to be paid within one year; up w0
$4000 in two vears; more than $4000 in three years.
[The Character Creation chapter in the core mlebook
has rules for starting wealth. Roll a d6, add a “profession
modifier” (from Table 1-14 of the core book), and mul-
tiply the result by 10. Use this result as a temporary
“Credit Rating.” This number applies 1o all artempts to
get loans using this system; many Credit Rating rolls in
the d100 System are actually Diplomacy checks in the
d20 System.]

Example: Joe is playing an artist. He rolls 1d6, gets a 5,
avied then adds an eccupation wedifier of =2, The result
is 3, 3o his temporary Credit Rating (for purposes of get-
ting a loan} is 30%. The campaign is set in 1923, so
according to the core rulebook, his character begins play
with $6000 in savings.

Loan Modifiers

{These modifiers ap
1920’s Kingsport. |

port for
years
minus 25%; life-
long  resident,
plus 25%.

Real Estate Holdings:
Own a house, plus 15%; own
a house plus property, plus 40%.

Room and Board Level: Spend 25% or
less of income on room and board, plus 3
15%; spend 26% to 35% on room and
board, plus 5%; spend 36% to 50%/
on room and board, minus 15%;
spend more than 50% on room and
board, minus 30%.

Current Employment: Less than two
years, minus 10%; more than five years
at the same job, plus 15%.

Annual Income: Divide annual income by 1000, round
down any fraction and multiply by 2: add the final fig-
ure as a percentile to the score. :

Savings: As Aanual Income {see above).

Marital Status: Married, plus 10%; single male, plus
0%; single female, minus 15 %.

Co-Signer: A co-signer must be either a lifelong resi-
dent of Kingsport or a prominent citizen of Arkham or
Boston, Add the co-signer’s Credit Rating to the final
score.

504

Moreno’s
512 Main St.

A small men's clothing store offering inexpensive, medi
um quality suits, shirts, ties, and shoes. Suits can be cus-
tom-tailored through an arrangement with Robert
Carlton (202). Owned by Bob Drake, age 32.

DowNTOWN: 583-504
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Eric Olson Fine Furnishings
303 Green Lane

A furniture store owned by Samuel Olson, 49, grandson
of the store’s founder and namesake,

S0G

First Unitarian Church of Kingsport
102 Lafayetie St.

Dr. Curtis Newman presides over the Unitarian congre-
gation, The modest Unitarian Church dates back to the
1830’s. It possesses an impressive library, but no Mythos
tomes.

»017

Enoch Warren,
General Practitioner
809 Howard Si.

Enoch Warren is re-
sponsible for bringing a
good many of Kings-
‘port’s residents into this
world. Unfortunately,
old Enoch is beginning
to show his age and is
starfing to make mistakes. Nothing serions has as yet
come of this, but it is inevitable that sooner or later
someone will suffer from one of his misdiagnoses. Old
inoch still helps out at the Congregational Hospital,
articularly with his own patients. His office consists of
waiting room, a desk for his nurse/receptionist Mabel
awkins, and a pair of examination rooms.

Dr. Warren

Enoch Warren, age 71, General Practitioner
STR 08 CON10  SIZ 14 INT 15
DEX 07 APP10  EDU2!  SAN 4/
Damage Bonus: +0

Skills: First Aid 90%, Medicine 85%, Persuade 80%,
Pharmacy 55%, Psychology 55%.

POW 12
HP 12

=

Note: Anytime Dr. Warren makes a diagnosis or treatment,
the keeper should roll against the doctor’s SAN of 47. If
Warren fails, his actual skill level is halved. The severity
of such mishandled diagnoses and treatments are left to
the keeper's discretion. Warren is a kindly old bumbler.
He would give up his practice if convinced he was no
longer competent.

{See the d20 Appendix, Entry #14.]

S08

Richard Court, Attorney at Law
802 Howard St.

This 38-year-old attorney runs a modest little law office.
He is on good terms with Kingsport Judge Norton
Bedlow, but isn’t quite as lucky when in front of
Arkham'’s Judge Keezar Randall. Court’s family is one of
Kingsport’s oldest. He lives in an impressive home on
Clay’s Lane on the West Side.

Skills: Fast Talk 65%, Law 80%, Oratary 75% [d20 Skills:
Bluff +8, Diplomacy +8, Knowledge (law) +9.]

709

Dumars’ Jewelers
103 North Ward St

A modest new jewelry store owned by young Kevin
Dumars, 28, a native of Boston. The store is protected
by a noisy alarm capable of attracting the police in
2D3 minutes,

10

Smith’s Pharmacy
500 Caldecott St.

Smith’s is a small drugstore selling prescription drugs,
toiletries, cosmetics, and similar items. Owned by Gary
Smith, a stuffy 41-year-old bachelor.

62
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Lady Quinn’s
401 Main St.

Lady Quinn's is 2 women’s cloth-
ing store owned by Lillian
Turner, matriarch of one of
Kingsport’s oldest and wealthi- i
est families. This store caters to a much more
fashionable clientele than Kingsport’s other stores.
Most customers are tourists or personal friends of
Mrs. Turner.

P .8

The Seventh House on the Left
403 Green Lane

This small private home, like a few others in the
Downtown area, is nestled among several commercial
buildings and businesses, It is believed to
be one of the oldest buildings in the city
and dates back to before 1650. The house
has no sidewalk in front, only a step to
the front door. The second story juts out
a few feet over the street, and the house’s
roof is steeply peaked. The present occu-
pant is 89-year-old Gladys Pickman, who
has lived here for over thirty years. Over
the years, she has received strange visitors
on more than one accasion.

If politely asked about these visitors,
Gladys relates her experiences while serv-
ing tea and cookies. The odd visitors usu-
ally claimed to be former occupants of
the house, or relatives of former occu-
pants. They asked if they could tour the place while
reminiscing. Gladys actually thinks they were looking
for something, but doesn’t know what. Something else
about these visitors always bothered her: she thinks it
was the emotionless way they spoke of their old home.
In any case, they never took tea or ate Gladys' cookies,
and after they left, were never seen again. The last such
visitor was an old man named Israel Soames, who is
supposed to live somewhere over on Central Hill.

If the investigators ask Gladys if they can search the
house, she acquiesces only if ane of the investigators

¢ three different grimoires written in either Latin or

Gladys Pickman

makes a Fast Talk or Persuade roll [ Bluff or Diplomacy,
DC 15]. Each of the searchers who then makes a halved
Spot Hidden roll {Spot check, DC 20] discovers an old
book carefully hidden away somewhere. The
investigator with the lowest Luck roll [highest result
over 15 on a Charisma check; can't take 10] finds a book
written in Latin called The Quter Ones (+8 Cthulhu
Mythos, -1D8+1 SAN). [See the d20 Appendix for
_ more information on this tome.] The Outer Ones is
all about the Outer Gods and contains
references to Azathoth, Tulzscha, the seeds of
Azathoth, and similar cosmically horrible
subjects.

Other successful searchers each discover one of

English (50/50 chance [flip a coin}). Each of these gri-
moires adds 1D3-1 points to Cthulhu Mythos, adds
1D4 points to Occult, and subtracts
SAN. Each contains one spell (keepe
Tome, in English or Latin. Examinati
(DC 15). Contains 1 spell. Sanity
upon completion. Cthulhu Mythos

Gladys honestly claims no know
and lets the investigators borrow th
if they make a successful Fast Talk ¢
Persuade roll [Biuff or Diplomae
DC 20] — and promise to visit he
again. This house wa
originally owned by
powerful member @
the Kingsport cul
Obviously, the visi

'bice). [Minor

cultists themselv
(See HPLs sto
“The Pestival” fi
further details.)

s13

Van Hessen’s Dutch
Baked Goods
402 Main 3¢,

DOWNTOWN: 511-513
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- cookies, pastries, pies, cakes, breads, rolls, and other
baked goods fresh everyday.

sy

Kingsport Chamber of Commerce
402 Green Lane

Kingsport's Chamber of Commerce is an organization
of local businessmen banded together to promote the
town’s (inancial interests. The enticement of tourism,
trade, and new industry is their main objective. The
Chamber also provides newcomers with information on
lodgings, restaurants, and other local services and busi-
nesses. A copy of the Chamber’s tourist brochure is pro-
vided in the Player Handouts section.

Investigators who operate a business in Kingsport
can pay $40 a year to become members. Becoming a
member adds 1D6 to his or her Credit Rating [+2 cir-
cumstance bonus to Diplomacy when dealing with mer-
chants}, but there is a 15% chance each month that the
~member will be called upon to serve on a committee,
host a charitable function, or perform some similar
public service. Failure to do so negates the Credit Rating
addition [the circumstance bonus to Diplomacy].

Martin Cabot is the Chamber’s 39-year-old Executive
Director. Cabot is a member of ane of the oldest families
in Kingspori and has an inflated ego to prove it.
Whenever possible, Martin tries to finagle it so that new-
comers buy or rent housing from him or his father. His
father is the former mayor, Captain Stephen Cabot,

P

Kingsport Bell Telephone Office
902 Heward St,

"his is where Kingsporters pay their bills and arrange
or new service. It is also where Kingsport's operators
transfer calls, One of these operators, the 49-year-old
spinster Andrea Gannon, has an annoying habit of lis-
tening in on calls. Furthermore, she has the even nas-
tier habit of carelessly repeating the juicier things she
hears, This can work both ways for the investigators,
who can question her about suspicious calls made by
others, but must themselves be careful what they dis-
cuss over the phone,

516

U.S. Post Office
304 Lee St.

The windows and postal boxes in the lobby are open
9 AM. 10 5 PM., Monday through Friday. The Post Office
is closed on the following days: Saturdays, Sundays, New
Years’ Day, July 4th, and Christmas. Will Phelps is
Kingsport’s 54-year-old Postmaster.

51

Kingsport Public Library
906 Howard St.

A fairly small building of two stories and no basement,
Kingsport’s Public Library is unspectacular. letitia
Comstock, the elderly librarian, is stern and vigilant in
her duties, but helptul when needed. She is distrustful of
children in the library, almost to the point of paranoia.
(“That whelp's just in here to steal books!”)

Among the more interesting volumes in the library
are copies of the Ponape Scripture, Dr. Margaret
Murray’s Witch-Cult in Western Europe, and Justin
Geoffrey’s decadent poetry anthology, The People of the
Monolith. [A general search for questionable tomes
should at least require a Research check, DC 20.] There
are also considerable collections of Cotton Mather,
Jonathan Edwards, and other early New England reli-
gious leaders.

518

Braxton Hardware
205 North Ward St.

A fairly small place, Braxton deals primarily in hand
tools, paints, nails and screws, concrete 1ix, and genet-
al around-the-house supplies. Dynamite and blasting
caps are not available here, but Braxton stocks ammuni-
tion for most comman calibers of firearms. He also sells
hunting and fishing licenses. Eli Coyne is the store’s 33-
year-old manager.

ft
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Kingsport Police & Fire Departments
601 Turner St.

Both of Kingsport’s protective agencies are housed
within this building. The northern two-thirds of the sta-
tion is given over to the police; the remainder houses the
firemen and their engine. The town jail (three cells) is in
the basement of the police station; above it the station’s
offices and file rooms. The fire station consists of a sec-
ond-floor firemen’s dormitory located directly above
the town’s single piece of equipment: a hose engine. A
brass pole connects the two floors.

THE FIRE DEPARTMENT

The fire department consists of the Chief, six regular fire
fighters, and numerous volunteers. The Kingsport compa-
ny is often called upon by neighboring towns to help with
larger fires, a service reciprocated by the other communi-
ties. The Fire Chief is a gray-bearded, grizzled 54-year-old
fire fighting veteran named Nolan “Smoke” Paxson,

THE POLICE DEPARTMENT

The police force consists of four full-time men: Chief
Tristram Crane, Captain James Blair. and Officers
Stephen Lord and Otis White, plus a half-dozen other
full-time and part-time officers. There are two police
cars at the station, but they are only vccasionally used
due to the small size of the town and the narrow street
conditions. More often than not, the officers use bicy-
cles or walk a beat. Officers work alone, but report to the
station frequently via police call boxes scattered
throughout the city. They also carry whistles, with
which they can summon other officers or raise an
alarm. The easygoing Chief Crane has let each officer
choose his own sidearm, not wishing to force an
uncomfortable weapon on his men. Most have opted for
.38 or .45 caliber revolvers. A locked cabinet in the
Chief’s affice holds a half-dozen pump shotguns for use
in an extreme emergency.

POLICE CHIEF TRISTRAM “TRIS” CRANE

Crane is married with three kids, and lives in a middle-
class house in the Hollow. Tris is soft-spoken, but force-
ful when he needs to be. He is honest and dogged in his
duty to uphold the law, though he tends toward lenien-
¢y when dealing with such first-time offenses as drunk
and disorderly conduct or disturbing the peace. He

knnows about the taverns in Harborside and Hill Town,
but simply Jooks the other way.

Chief Tristram “Tris” Crane, age 48

STR 13 CON13  SIZ 14 INT 15 POW 13
DEX 12 APPI2 EDUI4 SANe62 HPI4
Damage Bonus: +1D4

Weapons: Shotgun 65%, damage 4D6/2D6/1D6
Fist 60%, damage 1D3+1D4
Grapple 60%, damage

special

Nightstick 60%, damage
I1D6+1D4

.38 Revolver 55%, damage
IDI10

Skills: Dodge 40%, Drive
Automobile 40%, First
Aid 45%, Hide 40%, Law
65%, Listen 50%,

Persuade 50%, Psychology
539%, Spot Hidden 65%,

sl Throw 55%.
el [See the d20 Appendix,
Chief Crane Entry #15.]

CAPTAIN JAMES BLAIR ’
Overweight, pale, and flabby, Jim Blair is a frequent tar-
get of verbal abuse from no-gooed kids, who call him
“Fatty- Blair” and worse. Blair is a bachelor and usually
in a grouchy mood. Jealous of Tris Crane, he feels he
would make the better chief. Blair can often be found in
Kingsport’s cafes, shops, and diners, mooching coffee
and doughnuts.

Captain James Blair, age 42, Moody Moocher
STR 11 CON 1Y) SIZ i35 INT 13 POW 1i
DEX 08  APPO9 EDU 1} SAN 51 HP 13
Damage Bonus: +1D4
Weapons: Nightstick 65%, damage 1D6+104
Fist 55%, damage 1D3+1D4
Kick 45%, damage 1D6+1D4
45 Revolver 45%,
damage 1D10+2
Shotgun 50%, damage
4D6/2D6/1D6
Skills: Drive Automobile
309%, Past Talk 50%,
Law 259%, Listen 35%,
Spot Hidden 40%.
[See the d20 Appendix,
Entry #16.}

Captain Elair
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- OFFICER STEPHEN LORD

Smiling, athletic, handsome, Steve Lord is the youngest
man on the force. He makes a habit of playfully flirting
 with the lady-folk around town, and he is probably the
most eligible bachelor in Kingsport. He's not really the
playboy type, however. Despite his small size, he is a
~ good, tough cop.

~ Officer Stephen Lord
STR 15 CON 14
DEX 13 APP 15
Damage Bonus: +0
Weapons: Shotgun 70%, damage 4D6/2D6/1D6
.38 Automatic 65%, damage 1D10
Fist 65%, damage 1D3
Grapple 60%, dmg. special
Kick 50%, damage 1D6
Nighastick 45%, dmg. 1D6
Skills: Climb 55%. Dodge
50%, First Aid 35%, Hide
55%, Jump 50%, Law
25%. Listen 45%,
Mechanical Repair 45%,
Photography 40%,
Psychology 25%, Sneak
50%, Spot Hidden 40%,
Throw 55%.
{See the d20 Appendix,
Entry #17.]

SIZ 08
EDU 10

INT 13
SAN 55

POW 11
HP 13

Officer Lord

OFFICER OTIS WHITE

A 39 year-old dullard, Officer White is uneducated, dim,
~ and decidedly the worst cop on the force. Perpetually
- half-asleep, he pays little attention to his surroundings
while he walks his beat.

Officer Otis White, age 39
_ STR 12 CON1}  SIZ13
DEX 1)  APP 10 EDU 08
 Damage Bonus: +1D4

INT 12
SAN 50

POW 10
HP 12

~ Weapons: Fist 55%,
damage 103
Shotgun 45%, damage
4D6/2D6/1D6
Nightstick 35%,
danrage 1106
.38 Revolver 359,
damage 1D10
Grapple 309, damage
special
Skills: Hide 15%, Law 15%.
Listen 30%, Sneak 20%,
Spot Hidden 30%.
[See the d20 Appendix,
Entry #18.)

o [ R

Officer White

Kingsport’s ads
impressive la

his wife in one of the
nicer estates over on the
West Side. He's in his
office about 20% of the
time, but doesn’t have
time for exaggerated
reports of minor disturbances or silly ghost stories.

Mayor Hoag

City Manager's Office: Ron Bascomb is the man who
makes things work in Kingsport, putting the ideas of the
Council and the Mayor inta practice. Bascomb is in his
early 40s, balding, and always harried. He’s in his office
60% of the time, but can only be reached on a roll of 30
or less, and only to discuss matters of importance.

City Clerk’s Office: The City Clerk, Wanda Drake, is 43
years old. Married to Bob Drake, of Moreno’s clothing
store (504), Wanda is the person to approach for access
to civic records of any kind, be it birth or death certifi-
cates, building permits, tax records, or deeds and deed
transfers. If it’s accessible to the public, Wanda will track
it down. She is an amateur antiquarian and ready to

66
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become involved in any mystery the investigators may
be trying to unravel.

Skills: History 55%, Kingsport History 65%, Library Use
95%, i
[d20 Skills and Feats: Knowledge (histary) +6,
Knowledge (local) -+8, Research #10; Skill Emphasis
(Knowledge [local]), Skill Em Research). Int 16,
Wis 12, Cha 11} '

ers, tobacco,
. a friendly,

s}

Reyneaux’s Antique Emporium
665 Hall St.

Paul Reyneaux runs this relic-crowded store. A slightly
built 45-year-old Frenchman with slicked-back hair and
a pencil-thin moustache, Reyneaux asks top prices for
his wares. Reyneaux’s goods range fram seventeenth-
century household items and furniture o delicate
Oriental glassware, finely crafted grandfather clocks,
and other large antiques.

Crowded against a back wall is a full-length
hanging mirror with odd red-and black-flecked stones
set irregularly around its frame, With a close look and
a successful Spot Hidden roll {Spot check, DC 15], an
investigator notices strange lines and figures etched
below the surface of the glass. A successful Cthulhu
Mythos roll [Cthulhu Mythos check, DC 205 or
Spelleraft, DC 15 (must know the create gate or view

gate spell)] tells the
viewer that this object
embaodies some form of
Gate spell. [A detect
magic spell reveals it
was crafted with Mod-
erate-level magic.] The
destination to which
the Gate leads and the
means by which the
investigators fearn how
to use this extraordi-
nary portable portal are
left for the keeper to
decide. Doubtless the
mirror-gate offers possibilities for fantastic other-
worldly adventure. Reyneaux is asking $250 for this
unique piece.

Paul Reyneaux

s24

New & Used Books
308 North Ward St.

This business is found in a large, ugly brick building. Tt
is owned by Jim Heath, a tall, lanky, good-natured man
in his mid-30’s with curly black hair and a penchant for
Turkish cigarettes. Heath lives in a tiny apartment above
the store. He goes out of town one weekend a month,
obtaining new stock from nearby shops up and down
the Massachusetts coast. The store is dark (Heath has
beeun known to hand out candlesticks to browsers),
nsty, and crowded. Shelves and tables are loaded with
displayed books, while more merchandise resides in
boxes shoved underneath the tables.

Unfortunately, Heath’s books are barely categorized,
so Library Use searches are at half normal. [Increase
the DC for any Research check by 5.] The Occult section
is at best rudimentary,
but there are two thi
folio-sized volumes of a
pirated 1865 edition of,
The Revelations of
Glaaki, in English trans-
lation. [Again, a general
search for occult tomes
should at least require a
Research check, DC 20.]
Each volume adds 1D2
points  te  Cthulhu
Mythos, and subtracts
ID3 SAN, with ID2

Jim Heath
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spells of the keeper’s choice. [See the d20 Appendix for
more details about this tome. } Internal references imply
that these two books are part of a nine-volume set,

In the poetry section, there is a slim booklet entitled
Visions from Yaddith, by Ariel Prescott. This 1927
Charnel House (London} publication is a collection of
weird poetry, some of it Mythos-inspired, but of little
interest to investigators. It adds 1 point to Cthulbn
Mythos, costs 1 point of SAN, and contains no spells.
[See the d20 Appendix.] Heath’s more common books
are priced at 2D10 x1D10 cents each.

s,

Edison Electric Office of Kingsport
703 Turner St

Here accounts are paid, services opened, and complaints
filed.

hborhood 6

HE NEIGHBORHOOD KNOWN as the West Side
is centered on the western slope of Central Hill.
The peak of a lesser hill rises a block south of the
- high school {604). The West Side is primarily residen-
tial, although a few businesses and public buildings can
be found along Back Street. The homes found here are
mostly middle-class and upper-class residences.

Many of Kingsport’s finest homes are found here,
including great early nineteenth-century mansions and
~ estates built by merchants and sea captains long before
the coming of the Industrial Revolution. Many of the
earlier houses feature classical elements, including
columns, front-facing gables, and corner pilasters. Later
structures are Victorian era homes with bay windows,
eve-brackets, and patterned roof-slates. A few of the
tiomes farther west are more accurately termed estates:
walled grounds, topiary gardens and orchards, separate
servants’ quarters, and so forth. This area is where
Kingsport's oldest money lives.

Obviously in a newer part of town, most of the
streets on the West Side are wider, paved, and lit by
streetlamps. A few of the lesser streets to the southwest
are still only brick or cobbles. Sidewalks are found west
of Back Street.

GOl

Kingsport Bus Station, Trolley Station,
and Western Union
207 Howard St.

This weathered building is the terminal for buses to
and from Arkham, as well as the local trolleys circulat-
ing Kingsport. Telegrams can be sent via the Western
Union office.

Arkham Bus Line: It's a bumpy ride, but it’s the only way
out of town other than walking, bicycling, or driving a
car. A one-way fare to Arkham cost 25 cents, with depar-
tures at 9:55 AM, 1215 M, 315 PM, and 7:15 PM,
Monday through Saturday. The trip takes less than 20
minutes. Buses from Arkham arrive in Kingsport at
9:35 AM,, 12:35 BM., 3:35 M., and 7:35 PM.

Local Trolleys: These electric-powered coaches run on
rails set in the streets, and they are powered by lines sus-
pended overhead. They are in service from 6 AM. to
8 pM., Monday through Saturday. It costs 1 cent to
board and an additional penny for every neighborhood
crossed. A trolley passes by any given stop every 3D6
niinutes.

Western Union: Western Union can send a stateside
telegram for 3 cents a word, while international rates
run five to six times that amount. Telegrams sent state-
side usually arrive the same day, while international
telegrams may take a day or more to deliver. Incoming
telegrams are delivered by bicycle messengers.

GO2.

Crawford Public School
105 Pleasant St

Grades 1-8 meet here from September through May.

GO3

Kingsport Fuel & Coal
102 Division St.

Owned by Arkham Fuel & Coal Co., this business sells
and delivers heating fuels to businesses and residences

68
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throughout Kingsport. Offices are open 9 AM. to 5 PM,, i:
Monday through Saturday.

Gou

Kingsport High School
806 Summit St.

Kingsport's only high school is attended by children of
many different ethnic types, including Irish, Italian, and
Portuguese. With this diverse student body, Principal
James Wheaton often has his hands full. The school’s
team name is the “Mariners.” Grades 9-12 hold classes
here from September through May.

GOs

Congregational Church of Kingsport
107 Tuttle St

The congregation for Kingsport's oldest church dates
back to 1639, the year the town was first settled. The
church building presently in use opened in 1856, when
the congregation abandoned the decaying original
building on Central Hill. The new building is quite
impressive, but not nearly so much as the large
Georgian structure that was its former home.

The new church has a set of bells that toll every half
hour, in addition to announcing Sunday morning sery-
ices promptly at 8 AM. The congregation is led by the
smiling, knowledgeable Rev. Noah Ashton, age 49.

Ashton is well aware of the evil reputation of the old
Congregational Church.
If approached by a his-
torically curious person
(not a scandalmonger),
he can reveal some of its
rumored history. Ash-
ton even knows that
church records prior to
1722 are missing be-
cause they were seized
by town officials (in-
cluding the city’s mayor,
Eben Hall) following the
ReysTend. Lehton 1722 raid. Ashtor‘x sus- A ————— _

pects that some linger-
ing form of witchcraft hysteria led to that raid and that  seven years ago, he spoke with a young girl interested in
many historically valuable records might be moldering  this same subject. If shown a photograph of Asenath
away in a Kingsport attic somewhere. He recalls that  Waite, he identifies her as the person in question.

THE WEST SIDE: 603-605 69
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Skills: Kingsport History 65%,
Kingsport Cult 10%
[d20 Skills: Knowledge (history
[Kingsport]} +7, Knowledge (local)
+7.]

GOG

Masonic Lodge

602 Price Road

This small, nondescript late nineteenth cen
wry building houses Kingsport’s Masonic
Lodge. The Masons (or Freemasons) main-
tain a fraternal organization steeped in secrecy
and ritual

have lost most of
their magical an
spiritual  signifi
cance, Membership is
by invitation only, and
dues are $60 a year.
Lucas Orne is
Kingsport’s  highest-
ranking Mason, a nasty
and crotchety 76-vear-
old retiree who takes the
Masonic  ceremonies
and pledges with deadly seriousness. Unfortunately,
only 15% of Kingsport’s businessmen are Masons, so a
25% Credit Rating bonus [+4 bonus to Diplomacy] for
performing a Masonic handshake rarely comes
into play. [It doesn’t help an investigator get a
loan, either.]

Lucas COrne

607

John Neuberg, General Practitioner
904 Back St.

- Unlike his colleague, old Doc Warren
(507), John Neuberg is both young and -
fully competent. A 29-year-old Jew
from New York, Dr. Neuberg just
opened bis Kingsport practice last
March, and his practice has grown
slowly. John spends a lot of time
working at the Congregational

70
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Hospital to supplement his so-far meager
income. His small home on Back Street also serves
as his office. It has a tiny waiting room (with a
. part-time receptionist) and a single exam room.

Dr. John Neuberg, age 29, General Practitioner

STR 12 CON13 SIZ13 INT 16
POW 12 DEX15 APPI3 EDU 18
SAN 60 HP 13

- Damage Bonus: +1D4.

. Skills: Chemistry 50%, First Aid 85%, Library Use
75%, Medicine 75%, Persuade 50%, Pharmacy 50%,
Psychology 65%, Spot Hidden 45%.

- Languages: English 93%, Greek 35%, Hebrew 70%,
' Latin 65%.

See the d20 Appendix, Entry #19.]

—

John Neuberg is
good-looking, athletic,
and extremely affable,
He knows Doc Warren
is senile, but he’s too
insecure  and  too
much of a gentleman
to say anything. Dr,
Neuberg is also rather
lonely. He would wel-
come the investigators’
companionship — espe-
cially if they should join
his patient list. He glad-
ly offers them medical Dr.
advice should a consul-

tation become necessary. Dr. Neuberg is a little naive,
though. He will not condone illegal activities without a
very good reason.

Neuberg

GOS8

Captain Stephen Cabot
1005 Suminit S,

The sumptuous Cabot mansion is the finest home in
all of Kingsport, a vast stonewalled estate complete
with a guest house, garage, and topiary gardens.
Herein dwells the patriarch of one of Kingsport’s
Idest and most powerful families.

Stephen Cabot. age 69, is a descendant of the
last of Kingsport’s successful merchant-captains
- and a popular former mayor. It was Cabot who
uickly cultivated Kingsport’s small tourist trade
uring his tenure as mayor from 1906 to 19]2.
Captain Cabot is a garrulous old salt and usually

THE WEST SIpE: 605-608
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willing to talk, although a successful Fast Talk or
Persuade roll [Bluff or Diplomacy, DC 15] is needed to
get past his wily servant staff. If a prospective guest has
good reason to approach him, Captain Cabot can be a
wealth of information about Kingsport’s past, present,
and possible future. Captain Cabot knows about many
of the frightening finds found below the old Congre-
gational Church torn down in 1910: worms, bones,
burrows, and so on. If a guest comes across as a person
of knowledge and taste, Captain Cabot begins to treat
him or her as a friend.

Cabot and his son, Martin, own a great deal of real
estate in town. Chamber of Commerce Executive
Director Martin does his best to see their holdings are
kept tenanted as steadily as possible. The older Cabot
doesi’t need the capital as badly as his son, but allows
the young man to control the reins.

Skills: History 60%, Kingsport History 60%, Persuade 90%
[d20 Skills and Feats: Knowledge (history) +7,
Knowledge {local) +7, Diplomacy +11; Trustworthy, Skill
Emphasis {Diplomacy).]

GO9

The Shoremist Inn
175 Green Lane.

Sitting just off Circle Court, this three-story Federal-
style house is now an inn owned by Dave and Carcline
Weeden, a cheerful couple in their mid-40’s. Rooms are
$6.50 a night, three meals a day included. The inn has
five rooms on each floor, each containing a large bed
and dresser. Each floor has a single bathroom with a tub,
shared by the tenants of that floor, Meals include a light
breakfast (served between 7 and 8 A.M.), lunch (noon to
1 M.}, and a good dinner (5 to 7 eM.). Meal times are
rigid; there are no substitutions or late meals.

GIO

Circle Court
intersection of Back St. and Green Lane.

Circle Court was one of the first fully paved streets in
town. In the center of the court is a small round traffic
island upon which is mounted a tall bronze plaque. The
plaque commemorates the Battle of Kingsport Harbor
during the Revolutionary War and the heroic role
played in that battle by the young Argus Blaine

Gl

Market House
201 Green Lane

This once-stately eighteenth-century home was con- '

verted to an alms house in 1920. Tt now houses two or
three dozen hoboes and destitutes, including more than
one down-on-his-luck sailor or fisherman. Rooms are 5
cents a night and are usually shared with at least one
other tenant. Meals are priced the same: mostly soups,
gruels, and stews, served with bread, milk, and coffee.
One of the most frequent residents of the Market
House is 79-year-old Ben James, a grizzled old seadog
storyteller who wears a battered fisherman’s cap. Old
Ben is chubby, gravel-voiced, and a heavy drinker —
when he can afford it. Ben used to be a sailor and saw
many a peculiar sight in his travels to the Orient and the
South Seas. He's a crafty old salt who sells his seafaring
stories to tourists along
the waterfront, in the
tavems, or anywhere he
can find an audience or
get a drink. The more
money he’s offered, the
better the story he tells,
Most of his varns con-
tain supernatural ele-
ments, and some ¢ven
hint of the Cthulhu
Mythos. Ben knows few
specifics, only mysteries
upon mysteries — all
relating to the sea.

Skills: Cthulhu Mythos 5%, History 55%, Kingsport History
35%, Occult 15%, Tell Rousing & Chilling Sea-Story 95%
{d20 Skills: Cthulhu Mythos +1, Knowledge {local) +3,
Knowledge (occult) +1, Performance {chilling sea story)
+11 (includes Skill Emphasis).) -

0la Ben

Gl

Courthouse
106 Green Lane.

Kingsport’s courthouse is located in this modest late-
nineteenth century Greek Revival stone building, A
large clock face is set above the front steps. Courthouse
hours are 10 AM. to noon and | to 4 pat, Monday

THE WEST SIDE: 608-612
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through Friday. Inside are a courtroom and a hand{ul of
offices and file rooms containing court records dating
back ro the middle of the eighteenth century.

Kingsport’s courts handle only misdemeanors; seri-
ous crimes are tried in the Essex County courts in
Salem. Kingsport’s Municipal Judge is 49-year-old
Norton Bedlow, a creepy, pale-skinned, soft-voiced,
balding, dark-eyed man. Not wanting to upset the
town’s livelihood, Judge Bedlow tends to go easy on
tourists who are brought before him. However, serious
breaches of the peace are not subject to such leniency.
Locals, including residents of Arkham and Martin’s
Beach, are treated more harshly, and the judge has a rep-
utation for harsh sentencing, The pallid Judge Bedlow is
a chilling presence in court.

Indigent defendants are usually represented by
appointed attorneys from Arkham. The city of
~ Kingsport is usually represented by Richard Court, a
- lawyer with whom Bedlow often sides.

GI3

Julia’s Beauty Parlour

202 Green Lane.

This small tree-shaded business just off Circle Court is
only a couple of years old, but already frequented by many
of the more fashionable and well-to-do women of
Kingsport. The proprietor, 29-year-old Julia Glenn, is very
 aitractive, but married to a fiercely jealous husband.

Nei

h’b_orh ocood 7

/N ESPITE HAVING ONCE BEEN given the
0 promising name of Prospect Hill, stench and
smoke from the nearby factories conspire with

the grubby crowded buildings clustered on the hill to
make this Kingsport’s least desirable neighborhood. Hill
Town, as it is most often called, is made up of smaller,
lower class businesses and residences — mainly tene-
~ ments — as well as a few factories and utility sites.
© Residents are mainly from Kingsport’s least advantaged
classes — primarily ftalian and Portoguese immigrants,
but sprinkled with a very few of the poorest Yankees,
The TItalians have congregated in the area between
Wilkes and Holt Streets, bordered on the north by
Parson Street and stretching south to Clauson Road.

The Portuguese reside mainly in the area bounded by
Tottle, Lee, Parson, and Jackson Streets. Kingsport’s
artist population is centered just north of the Italian
section.

Most of Hill Town'’s residences are mid-nineteenth
century brick tenements in various states of disrepair
and squalor. Parts of the artist colony were once
respectable homes, but are now old and rundown, vic-
tims of neglect. Many of the Hill Town rental properties
are owned by the Fisher, Pickering, and Turner families,
representing a major portion of these families’ income.
Although these buildings are among the newest in
Kingsport, they were cheaply built and have shown their
age much sooner than many of the older buildings in
town.

Hill Town's streets are paved and a little wider than
those in other parts of town, but in a worse state of
repair. Otherwise the shabbiest part of town, this area
benefits from a good number of sidewalks and street-
lamps; even its alleys are straight, and not as foreboding
as the worst areas of town.

101

Water Tower & Pump House
West Jackson St.

Kingsport’s water supply is pumped here from a small
stream southwest of town. The water s filtered and
stored in the tower, but shortages occasionally occur
when water can’t be pumped fast enough to keep the
tower full. Kingsport engineers hope to use the planned
Arkham reservoir to supplement their own meager
sources. The water tower is fifty feet high, with metal
rungs on one leg leading to a railed catwalk around the
storage tank. A second set of rungs climbs to the top of
the tank.

102

Alan Zevin, Locksmith
30‘; TR“’E Sl‘.

For the last few years, Alan Zevin has lived in
Kingsport. Lately he has been operating a small busi-
ness repairing locks and making keys. He is a very fast
worker with incredibly nimble fingers. Little wonder,
since Zevin's real name is Stuart “Keys” Rakatanski, a
noted thief wanted by the police in New York and sev-
eral other cities.
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Zevin originally came to Kingsport looking for a
hideout, a place to live while the heat over a New York
bank heist died down,
Eventually, he came to
invest his ill-gotten
gains in his own busi-
ness doing what he does
best: working with locks
and keys. Zevin has
joined the Chamber of
Commerce and is now a
respected member of
the business communi-
ty. He has just about
made up his mind tw
settle down here and
live out the rest of his
life honestly and quietly, but fate may intervene.

Any investigator involved in the law enforcement
business who visits the shop and makes a Know roll of
EDU x1 or less [Knowledge (streetwise), DC 20, if
familiar with New York’s underworld| recognizes Zevin
as the notorious “Keys” Rakatanski. If the investigator
does anything to let the criminal know he has been

flan Zevin

uncovered, Rakaranski panics and prepares to leave
town sometime in the next few days. He will be gone by
morning, but not before using his collection of local
keys to burgle three or four of the richest residences in
town, including the heme of the mayar.

Zevin might be blackmailed into using his talents to
help the investigators, though he will not do this will-
ingly. He is a small quiet man with dark brown hair and
a moustache. He lives in a small apartment above his
workshop, where he sleeps with a loaded 9 mm auto-
matic pistol under his pillow. A satchel in the back of his
closet holds several hundred dollars in cash.

Stuart Rakatanski, age 32, Inveterate Criminal
STR 09 CONI2 SIZi2 INT 13 POW 13
DEX 17  APP ]2 EDU i1} SAN 65 HP 12
Damage Bonus: -+0
Weapons: Fist 63%, damage 1D3

Blackjack 65%, damage 108 (knockout only)

9 mm Automatic Pistol 35%, damage 11210

Skills: Accounting 20%, Bargain 20%, Climb 80%, Dodge
70%, Electrical Repair 55%, Fast Talk 55%, Hide 70%,
Listen 55%. Mechanical Repair 55%, Pick Locks 90%,
Psychology 25%, Sneak 65%, Spot Hidden 55%.

{See the d20 Appendix, Entry #20.]
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The Church of Our Lady of Fatima
108 Paine St.

~ This modest Catholic church was established in 1917
{under the name St. Cecelia) and accommodates the
many Portuguese immigrants who had come to
America to escape the
revolutions  plaguing
their own country. The
church was renamed in
1921, four years after the
miraculous Lady of
Fatima appeared in the
village of Fatima,
Partugal. The church
will later be renamed
“Our Llady of the
Rosary” when the
Catholic Church offi-
cially gives “the Lady”
that title in 1932.

~ Father Raymond Rapoza leads the primarily
Portuguese congregation. In his 60’s, of average build
but somewhat weak with age, Rapoza is a firm believer
in the supernatural in both its good and evil aspects.
Rapoza and Father Alighiero of the [talian St. Francis’
Catholic Church have an ongoing rivalry as to who will
perform the annual blessing of the fishing fleet. As it
now stands, each performs a separate ceremony usually
attended by members of his own ethnic congregation.

- Fether Rapoza

Skills: Occult 60%. [d20 Skills: Knowledge (occult) +7.]

104

Tenement
1004 Caldecott St.

This is only one of many such buildings in the neigh-
borhood, most of them two stories high and built of
brick. Several poorer families, mostly Portuguese, occu-
py these apartments. A typical tenement in this part of
town runs anywhere from $15 to $30 a month. They are
usually drafty, two-room affairs in dirty, noisy build-
ings. Bathrooms are shared and usually provide only
cold water. Rats and other vermin are prevalent, This

particular building is home to a lovely young fortune
teller named Elena Arcuri.

ELENA ARCURI, TENEMENT TENANT

Miss Arcuri is a dark-haired, dusky-skinned woman of
Spanish ancestry. She makes her living performing
tarot card readings and
gazing into 2 crystal
ball. As a young gitl,
Elena ran away from a
band of gypsies (and an
arranged marriage), la-
ter emigrating to Amer-
ica. She knows a great
deal about the occult
and has some faculty
when reading a person’s
past or future. At the
keeper’s option, her
readings may offer the
investigators clues or
warnings about upcoming or current adventures.
Elena 1s very beautiful, but completely uninterested in
men. Her tiny apartment is crowded with various
occult trappings: palmistry charts, candies, jars and
boxes of herbs, and so forth.

Miss Acuri

Elena Arcuri, age 29, Fortune Teller
STR 02 CON 11 SIZ 11 INT 13
DEX 13 APP o EDU 11 SAN 77
Damage Bonus: +0.
Weapons: Kick 65%, damage 1D6
Claw {x2) 50%, damage 1D4
Skills: Astronomy 15%, Botany 25%, Divine (using crystal
ball) 45%, Fast Talk 459, First Aid 40%, History 40%,
Listen 45%, Occult 65%, Psychology 45%, Read Tarot
Cards 709, Spot Hidden 40%.

Languages: English 55%, Romany 45%, Spanish 65%,
[See the d20 Appendix, Entry #21.]

POW 16
HP 11

707

Arruda’s Original Portuguese Cuisine
907 Lee St

Small and modestly decorated, Arrudd’s is a favorite of
Kingsport’s Portuguese population. Here are served
many strange and odorous dishes, including squid, jel-
lyfish, and anemones. Arruda’s is frequented by the
Portuguese, a few adventurous Yankees, and the occa-
sional unwary tourist. Meals run anywhere from 50 to
75 cents. Your host is Fernando Arruda, age 48.

74
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Penn's Billiard Hall
908 Lee St.

One of the seediest places in Kingsport, Penn’s Billiard
Hall (and tavern) is frequented by Portuguese, ltalians,
and a few of the rougher Yankees. Inside are numerous
tables and booths, four billiard rables, a dartboard, and
an irregularly stocked bar. Harry Penn, a portly, sweaty
fellow in his 50, is the proprietor and often the bar-
tender. He is close-mouthed and suspicious, perpetual-
ly worried that the fickle Kingsport cops will someday
bust him. Penn’s is open from 4 M. to 2 A.M. (or later),
Monday through Saturday.

If an investigator
mentions the Terrible
Old Man or Captain
Richard Holt while vis-
iting Penn’s, the speaker
should make a Luck roll
[Charisma check, DC
15; can’t take 10]. If suc-
cessful, there is no
encounter. If the roll is
failed, 1D4+1 rough-
looking customers ap-
proach the party and
question the speaker
about his or her interest
in the Terrible Old Man. If the investigator fails to make
a Fast Talk or Oratory roll [Bluff or Diplomacy, C
15}, the entire party of investigators will be caught up in
a brawl. (Use the stats for the Kingsport fishermen
found in entry 120.) [One fisherman is CR 1; two make
for a CR 3 encounter.] If the roll succeeds, the immi-
grant toughs relate the tale of their comrades — Angelo
Ricci, Joe Czanek, and Manuel Silva — who died trving
to rob the old graybeard back in 1918, The hoodlum’s
bodies were found washed up on the beach — hacked
by cutlasses and trampled by booted feet. Despite this,
. two or three of these thugs
are still willing to take a
chance of rob-
bing the old
man of his
Fstash of gold
pdoubloons.

2.' Witeis

Harry Penn

7077

Phillip’s 66 Gas & Service

G Lee St.

Kingspaort's only gas station is run by the fortyish grease
monkey Merle Payton. Service is slow, but Payton and
his 19-year-old Portuguese assistant, Bobby Texceira,
are the best mechanics in Kingsport. The station con-
sists of a single pump, an office, and a service stall where
Payton and Texceira are usually found.

Skills: Mechanical Repair 85%. [d20 Skills: Repair +9.]

108

Sang Tze's Chinese Laundry
108 Parson St.

Owned and operated by little old Sang Tze and his wife,
Expect quality and very inexpensive cleaning. Sang Tze
is also an expert in acupuncture. Successful treatment at
the hands of the wizened fellow allows an investigator to
regain lost hit points at double the normal rate. {At the
keeper’s discretion, a character who receives treatment
from Sang Tze regains hit points at double the normal
rate while getting “complete rest”; this effect lasts for
one week.]

Skills: Acupuncture 88%. [d20 Skills: Heal +9.1

109

-

Mama E’s Restaurant
102 Parson St

This fine Italian restaurant serves a variety of different
pasta dishes with excellent sauces. Mama Es is fairly:
expensive (a meal with wine can run $1.50 or morej;
but the food is well worth the price. Lots of tables, good
service, and a fair wine list make this a favorite among
those who can afford it, Owned by
Italian immigrant Oliveri
Escalante and named for

his mother.

706-709




H.p. Lo

r

Ul‘.'(.'r."\?f'ﬂ‘ ‘f‘f\!._f‘;g,;!:,u.},{_

710

Pawnshop
702 Green Lane,

The small pawnshop is crowded with dusty items,
everything from jewelry to musical instruments. It is
owned by Janos Raglann, a dark-haired, taciturn 34-
year-old man with an unidentifiable East European
accent. As a general rule, Raglann buys items at 25% of
their estimated value (his estimate) and sells them back

to the ticket holder at
twice that amount.
After a month or so, the
items go up for sale,
usually at 75% of their
value or more. The
shifty Raglann keeps a
loaded 9mm automatic
pistol under the cash
register at all times, just
in case someone dis-
putes  his evaluation
capabilities too heated-
ly. If the keeper desires,
there is a 5% chance
each time the investigators visit the shop that some
intriguing item (like a book bound in skin or small blas-
phemous statuette) is up for sale.

Janos Haglann

711

St. Francis’ Church
510 Ward St.

St. Francis’ church is a
arge building, spartan
n its accoutrements.

he congregation is pri-
warily Italian Catholic,
- presided over by Father
Dario Alighiero. Father
Alighiero is a thin, soft-
spoken, prematurely
bald man in his late 30s.
He is humble, kind, and
speaks with a thick
Italian accent. Father
Alighiero has for years

Father £&lighiero

performed the traditional spring blessing of the fishing
fleet, but in the last few years, he has been challenged by
the pastor of the Portugnese church. The humble Father
Alighiero has said very little about it and continues to
perform his own annual blessing. A few of the older
ftalians resent the fact that their young priest has
allowed the upstart “Poor-to-ge-zee” to usurp the privi-
lege of the blessing.

112

George Cotton, Stonecutter
401 Jackson S1.

George is almost sixty and quite nearly deaf. He lives in
a tiny house next to the Underwood Park Cemetery,
where he fashions grave markers in addition to his posi-
tion as cemetery groundskeeper. He's supposed to keep
an eve on the cemetery after dark, but usually retires
before 9 PM.

713

Artist’s Colony
see imap for general location

This area is an old residential neighborhood now hous-
ing the bulk of Kingsport’s bohemian artist-folk. A good
number of these tenements and apartment buildings
are owned by Norton Fisher, John Pickering, and
Brandon Turner. Most are rundown and many over-
crowded, but a few found along White Road are in nicer
shape. There are also a number of small, once-
réspectable houses in this area that are also rented out to
the artist-folk.

Kingsport’s artist community is seasonal, growing
larger in the spring and summer and dwindling with the
coming of winter. The wiser itinerant artists show up
early in April to grab the choicer Jodgings. The artists
arrive just before the tourists, who form the major mar-
ket for their sketches, paintings, sculptures, and pottery.
The yearly artist population ranges from more than fifty
or sixty during the summer to a mere handful in the
winter months.

The artists are a disparate, bohemian lot, most barely
able to make enough money to pay rent, buy art supplies,
and feed themselves. They are a long-haired, dreamy
bunch of intellectuals, most of them visual artists, but
counting among their number several poets, musicians,
and writers. (Some of the local artists are discussed more

76
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Transformer Station
1005 Lee St.

The source of electrical power for the entire town, this
unmanned station is surrounded by a 10-foot-tall chain
link fence. A person could cut off all power in town with
a successhul Electrical Repair roll [Craft (electronics) or
Disable Device, DC 201, but a failed roll of 96-00 indi-
cates the saboteur has been fried with enough volts to
suffer 8D6 damage. [At the keeper’s discretion, a roll of
a natural 1 results in 8d6 etectrical damage.]

715

Farnsworth Paints
1102 Lee St.

Kingsport’s first step into the Industrial Age, this paint
works was started by Kirby Spencer in 1819, It has since
changed hands sey-
eral times, but is
still locally owned.
The big smelly fac-
tory employs sever-
al dozen people
making paints for a
variety of applica-
tions.

Faensworth Paints —
We'll Cover i
FCP VOU.
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Spencer’s Glue Works
1103 Lee Si.

The glue works was Kirby Spencer’s second foray into
industry and was founded in 1823. The concern is going
strong and still bears Spencer’s name, although the fam-
ily sold their interest in the place more than thirty years
ago. Not as big as the Farnsworth Paints, the glue works

Hirty Town: Z13-7186
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employs about two dozen people producing several dif-
ferent kinds of adhesives. Although fish by-products are
an essential ingredient of their product, trucks bearing
aged horses ready to be rendered down arrive here at
least twice a week. The glue works will survive the
Depression while Farnsworth Paints goes under.
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The Old Powderhouse

Outside of town, along the river road to Arkham, is the
old round brick powderhouse used for storing gunpow-
der and shot during the Revolutionary War and the War
of 1B12. Accidental explosions in other towns’ powder
stores led the wary Kingsporters to locate this one far
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from people and dwellings, where damage would be
minimized should such an accident occur. The building
is crumbling, but locked nonetheless. Inside are a few
rotted powder kegs (empty), some rusty cannonballs,
and a couple of badly corroded cannons. Two more
rusted cannons lie outside the powder house, hidden in
the tall grass. An old stone wall about three feet high
once surrounded the place, but it has fallen into ruin.

802

The Hilltop Burying Ground

On a high hilltop overlooking Kingsport, near the Hill
Road, stands this small, neglected graveyard. The grave-
yard was used for anly a short period during the late
seventeenth and early eighteenth centuries, when some
of Kingsport’s families declined to inter their dead in
the churchyard on Central Hill. Rumors of that time
had it that the dead were not safe buried in Central Hill.
After the Kingsport cult was exposed and punished, and
the burying ground atop Central Hill was deemed safe
once more, this old cemetery was abandoned. There are
fewer than fifty graves here, marked with worn and
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blackened headstones leaning this way and that. The
earliest date of death that can be made out is 1682; the
latest is 1734, The most common names encountered
are Tuttle, Talbot, Green, Fuller, and Allen.

As elsewhere in Kingsport, there are no ghouls
present in this burying ground. The ghouls fear the
necromantic forces that once haunted Kingsport and
which still linger beneath it. [However, for the d20

g version of this book, the keeper may want to consid-
s er ghouls as an excellent low-level encounter for 1st-
q‘ 3rd level investigators. }
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The Site of the Old Gibbet

Not goite a mile out of town, beside the lonely track
aptly called Hangman’s Road, stands a small marble
obelisk that has become something of a morbid tourist
< w  bronze plaque mounted on the stone fells
. the w witch-scare in Kingsport in 1692,

L, w e # “unging of thirteen suspected witches

q. C o ‘ -d. None of the slain are named. The

" ‘? a e imarizes that the Salem witch hysteria
% o *1u . Kingsport, and that those executed were
s i b: > * e Salem witches — innocent of the charges.

# = . 9 0 to this tale, the witches were left hanging
from the gibbet for days on end, and a nearby path
w _ allegedly leads to where the witches were later buried in
; \unmarked graves,

*\ - The well-worn path does indeed lead off to a hidden
*" ale where thirteen ancient unmarked graves are hud-
dled together, encircled by a six-foot-high fence of iron
bars. Anyone so bold as to dig up one of these graves
. finds no traces of bones or bodies. The Kingsport
"‘# i cultists of old removed these bodies long ago and secret-

ly reburied them in the Central Hill graveyard.

Y Some superstitious souls say that on certain windy
q nights, the creaking of a gibbet can be heard, some-
times from as far away as Hill Road or even the west
side of Kingsport. Hangman’s Road is a favorite place
to take a date for a walk in the night air. There’s noth-
ing like a good horror story to get two people to hud-
dle closer together.

0

804

Town Dump

Kingsport’s town dump is a little over two miles south-
west of town, located in a long winding glen tucked
among the hills. A road runs along the top, and from
here, Kingsporters dump their trash and junk down into
the deep ravine. The smell is understandably awful, and
the place attracts all manner of birds (particularly
gulls), huge rats, and raccoons.

805

Hog Island

Named for the pigs that were once kept here by early
Kingsporters, this low island is covered with scrub and

brush.

&0G

Doyle’s Rock

One hundred years ago, this sharp outcropping of rock
was the scene of a terrible tragedy. During a winter gale,
a barque named Doxie bound for Boston was forced to
seek refuge in Kingsport Harbor., Unable to secure a
pilot, the captain tried to bring the ship round the north
end of Jersey reef, but was driven hard onto the rocks.
Wedged tightly, battered by the storm and waves, the
ship was helplessly trapped not more than three hun-
dred yards from shore. The people of Kingsport
attempted to aid the panicked victims, but their small
boats were all turned back by the brutal storm. The
Kingsporters watched helplessly as the savage waves
washed the stricken passengers from the deck. Thoge
who tried to save themselves by climbing into the rig-
ging froze to death in the wind. The morning broke
clear, and what remained of the wreck could be seen
clearly from shore. Dozens of frozen corpses decorated
the spars and riggings, while more

i littered the beach. Of the forty-
& two people aboard the Doxie,
only three survived.

.@'L&gims: 802-806
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Orchard Island

~ This scenic locale was name
for the many cherry and
apple trees that once grew 4
here, planted by the carly §
Kingsporters. The fruit}
trees are gone, but the?

name remains,

808

The Wreck of the Hellene
Off the coast of Kingsport, near the Jersey Reef, the

rests under eighty feet of water. The ship, a Jate seve
teenth-century brigantine, is surprisingly intact, as are
e long-dead corpses of Corben and his crew. T
. unnatural preservation is due to the influence of the
Heilene’s mysterious cargo. On especially clear
nights, observers on the cliffs or in boats outside §
the harbor claim to see an unearthly yellow-green”
light glowing in the waters off the reef where the
ship is said to lie. Some of the old-timers in
Kingsport recall the legend of the Hellerie, but no one
can say for sure what illicit cargo she carried with her to
the bottom. (More information about the Hellene can
be found in the scenario “Dead in the Water.”)

§09

Pilot Island

This small, unspectacular island is located out past the
Jersey Reef. lts name is derived from its use in the glory
days of Kingsport's sea trade: a place where ships
anchored to await the arrival of the local Customs
~ Inspector and the harbor pilot. It is now unused and
unvisited ~— although Basil Elton, the keeper of the
North Point lighthouse, disagrees (810}, He claims to
have seen mysterious ships sailing to and from this
island on nights when the mists or fogs are exception-
ally heavy.

wreck of Caprain Douglas Corben’s ship, the Hellene,

The actual nature of such mystery ships is left for the
keeper to determine, but the following suggestions are
offered: a ship from one of Earth's Dreamlands that can
transport interested characters to another world; a
ghost ship of some kind; smugglers or bootleggers; or a
sinister supernatural Jure used to trap and carry off
inquisitive investigators.

810

North Point Lighthouse

This small rocky island is located abour three miles
east-northeast of Kingsport. It is the site of the North
Point lighthouse, in continual operation now for aver
a century. Its present keeper, Basil Elton, has manned
the lighthouse since the 1890’s, Before him, his father
tended the light, and before that his grandfather. Old
Basil is over sixty now, slightly built, with white wisps
of hair poking out from under his knit sailor’s cap.

mans the lighthouse nearly round the clock,
_except for those clear days when he gets a
break and spends his time at the St.
Erasmus’ Mariners’ Home reminisc-
ing with the other old salts.

Basil Elton was once a
great dreamer, often envi-
¢ sioning a fabulous White Ship
that sailed out of the south on
certain nights, In dreams, he
- sailed on this ship, viewing from afar
the Fantastic Realms in the south of
Earth’s Dreamlands. But he yearned for splendid
Cathuria, and when the White Ship sailed beyond the
Basalt Pillars of the West in search of that fabled land,
it plunged off the edge of the world, killing Elton’s
dream form, He no longer dreams, and no more does
the White Ship return.

Basil sees other
strange ships plying the
heavy mists, though.
Old ships, ships oddly
designed and rigged,
ships that come no clos-
er to shore than Pilot’s
Island. No one else in
town has ever seen
them, but Elton recently
admitted he's known of
them since he was a little
boy. Most Kingsport
folk don’t believe him,

Basil Elton

80
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but some of the older sailors look the other way when
Elton tells one of his ghost-ship tales. They know.

The lighthouse itself is a round gray 130-foot-tall
granite tower, forty feet in diameter at the base and fif-
teen feet in diameter near the top. A circular iron stair-
case ascends to the top of the tower, giving access to the
large electric motor that turns the kerosene beacon-
lamp and its reflecting lenses. To distinguish it from
other nearby lighthouses, North Point flashes at regular
intervals of three seconds each. A tiny house attached to
the lighthouse base is the keeper’s quarters: bedroom,
bathroom, kitchen, and living room.

Basil Elton, age 63, Lighthouse Keeper

STR i1 CON13 SlZ13 INT 16 POW 20
DEX13 APPisX EDUI4 SAN22 HPI3
Damage Bonus: +0.

Weapons: Boathook 65%, damage 1DR
Knite 60%, damage 1D6

Skills: Bargain 25%, Botany 41%, Chemistry 23%, Climb
80%, Cthulhu Mythos 33%, Dreaming 51%, Dream Lore
789, Fast Talk 30%, First Aid 60%, Geology 24%, Jump
57%, Navigate 36%, Occult 21%, Persuade 52%,
Psychology 28%, Pilot Boat 40%, Sneak 69%, Swim 8%,
Throw 56%, Zoology 19%.

81l

Martin’s Beach

Martin’s Beach is a small fishing village (pop. 867) locat-
ed a few miles northeast of Kingsport, on the other side
of the Miskatonic River. Martin’s Beach relies mainly on
fishing and a little tourism for the bulk of its income.
Martin’s Beach fishermen often sell their catches at
Kingsport's fish-packing houses. There is a good-sized
hotel here, which offers a splendid view of the sea.
Martin’s Beach is the site of the events described in “The
Invisible Monster” (a.k.a. “The Horror at Martin’s
Beach™) by Sonia Greene and H. P. Lovecraft. Granny
Orne also knows this tale (120). If the keeper desires, the
creature described in the story may still lurk in the
waters off Martin’s Beach.

Martin’s Beach is described in a little more detail in
the “Dust to Dust” adventure in Chaosium’s Dead
Reckonings.

THE MARTIN’S BEACH MONSTER

“The object was some fifty feet in length, of roughly
cylindrical shape, and about ten feet in dianseter. It vas

unmistakably a gilled fish in its major affilintions; but
with forelegs and six-toed feer in place of pectoral fins,
which prompted the widest speculation. Its extraordi-
nary mouth, its thick and scaly hide, ard its single, deep-
set eye were wonders scarcely less remarkable thaw ifs
colossal dimension: . . , the naturalists promotunced it an
infant orgastsar ... "

— “The Invisible Monster,
by H. P. Lovecraft and Sonia Greene.

These enormous sea serpents have the unusual ability to
paralyze victims from a distance before dragging them
down into the murky depths to drown and be devoured.
The creatures paralyze their victims by matching their
POW against their victim's POW and expending 3
magic points. Multiple victims nay be attacked and par-
alyzed simultaneously. Potential victims must be within
30 yards of the creature for the paralyzation to have
effect. Moving a paralyzed victim beyond this range
quickly restores his mobility.

SEA SERPENT
Characteristics Ayerage
STR 1D100 %5 252-253
CON 101490 +30  100-101
SIZ  STR+100  352-353
INT 406 15
POW 1216 39

DEX 3D6 10-11
HP — 226-227
MOV 9 —

Weapons: Engulf 60%, automatically swallows victim,
Sanity Loss: 1D4/1D20
|See the d20 Appendix, Entry #23.]
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KINGSPORT HEAD is a towering outcrop of rock ris-
ing to a height of more than a thousand feet above the
water. From its northern edge, one can look down on
the broad expanse of the Miskatonic River flowing into
the sea. On the southern side, Kingsport can be seen
lying far below. The diffs of Kingsport Head are nearly
sheer in most places. A person in Kingsport must walk
almost halfway to Arkham before reaching a spot where
he is able to climb up on the Head and turn back east.
Walking up the Head is a difficult climb, steep and over-
grown with briars, tall grass, ancient trees, brush, and
wild blueberry bushaes.

The Head has remained nearly untouched by man;
the only human intrusions are the Ackham Advertiser
wireless station presently under construction and that
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mysterious old dwelling known as the Strange High
House in the Mist. A recently cleared access road is used
to haul materials to the wireless site and makes for an
easier walk, but one sees no other sign of human occu-
pation. There are no paths, pastures, stone walls, hous-
es, barns, or anything else.

’ W&T NeF(‘u Ne

Suspended forty feet above the Ulsley shipyard, this
stony outcrop resembles a crowned and bearded face
gazing calmly out over the sea. Adventurous souls can
climb the face of this outcropping, reaching the top with
two successful Climb rolls [Climb checks are DC 15},
The view of Kingsport and the sea from Neptune’s
crown is quite spectacular. Easy access to the upper
reaches of the Causeway can be had from the top of the
crown requiring only one Climb roll {One Climb
check, DC 13},

1€ C/\ USCWA

A series of low cliffs rise up from the base of the Head.
Resembling a giant staircase that marches high into the
mists, the “steps” of the cliff are sometimes nearly ten
feet high and anywhere from a few feet to several yards
wide. The easiest access to this rising series of cliffs is
from the area behind the Fairgate Shoe factory (101). A
shortcut up the face of Father Neptune requires three
Climb rolls. [By a strict intepretation, a Climb check
{DC 20) is required every 15 feet. A merciful keeper may
choose to abstract that system into three Climb checks,
thus preventing a tiresome evening of die rolls and rock
climbing.]

Orange Point: The causeway ends at the edge of a
precipice that overlooks the sea. Called Orange Point, it
is named after the large outcropping of rust-colored
stone found here. A wooden railing was installed in
1923, intended to provide a measure of safety for tourists
who climb up here for the view, The installation was the
result of an accident involving a young man who blun-
: dered over the edge and fell into the freezing harbor. The
. nan survived, but suffered emotional damage that has
. ept him confined in Arkham's sanitarium ever since.
See HPLs story “The Festival,” as well as H. P. Lovecraft’s
rkham.) Climbing the causeway up to Orange Paint
from town is fairly easy, requiring only one successful
Climb rolk. [Climb checks are DC 13.]

The causeway continues past Orange Point, but the
going is difficult. Two additional Climb rolls are need-
ed to reach the very highest “step™ [DC 13]. It is possible
to climb even higher than the highest Causeway step,
but this is more hazardous; a successful Climb roll is

needed for every 1D20+10 feet {a Climb check, DC 20,
for every 15 feet].

The Cliffside Grave: Hidden away on the causeway’s
highest step, wedged in a crevice, are the bones of a
nightgaunt. This mythos creature was killed when it was
slammed against the cliff face during the terrible storm
of 1888. Most of the weirdly flexible bones are still
intact, although the faceless horned skull is shattered
almost beyond recognition. Discovery of the bones
costs 0/1 SAN. Anyone making a successful Zoology roll
[Knowledge {biology), DC 15; or Wilderness Lore, DC
20] realizes they belong to no known species. A Cthulhu
Mythos roll [Cthulho Mythos check, DC 15] identifies
the skeletal remains as those of a nightgaunt. At the
keeper’s option, investigators may also find some small
artifact or magic item that was carried by the creature.
Granny Orne knows of the dark, winged shapes that
used to flap around the Head on certain nights; she
won't be surprised by this find.

Ach m/\n\ /(J/-erh.ser

Wi(r_eﬁs.s Séntion

Kingsport Head is also the site of the new shortwave
wireless telegraph station for the Arkham Advertiser.
Construction is just beginning, made possible by the
newly cleared access road leading up the previously
untouched head. This road runs off the old river road to
Arkham, and is used to haul materials up to the site.
Signs posted along the access road warn of heavy equip-
ment in the area. The site itsell is on a rise near the
southern edge of the cliffs and overlooks the city below.
The Strange High House is another several hundred
yards up the Head. Neither road nor path leads there.

When completed, the station will consist of a gener-
ator/maintenance shed and a concrete building contain-
ing the control booth, living quarters, and storage. The
station’s antenna wires will be strung across six 150-feot-
tall steel masts set about 150 feet apart, each with cross-
arms over 40 feet long. The whole array will be set at a
northeast-to-southwest angle. Wires running back down
the Head to Arkham will supply the station with pawer
and communications. The station will require only a
single individual to keep the equipment maintained and
running, and will be capable of sending and receiving
wireless telegraph messages almost anywhere in the
world, carried on wavelengths of up to fifty meters. The
Advertiser’s wireless station will serve as the major com-
munication link with the upcoming Miskatonic
University expedition to Antarctica.

Right now the site is little more than a muddy clear-
ing ringed by tarp-covered stacks of lumber and con-
crete blocks, huge steel girders, and construction equip-
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ment. The antenna
masts are ready to be
erected and a tall crane
stands ready to lift the
girders into place.
Construction is usu-
ally underway from 8
AM. to 5 PM,, five days a
week (weather permit-

ting). [The d20 skills and feats of the site’s crew include thie fol-
Two workmen from lowing: (Grumbacher) Craft {construction} +9, Operate
the Edwards Construc- Heavy Machinery +6, Intimidate +6; { Critchett) Craft
tion Co, of Boston are (construction} -+7, Operate Heavy Machinery +7,
usually present: the In.itimid'ate «_1-6; (Dr. Hayes) Craft (electronics) +7,
fifty-ish foreman, Hiram Grumbacher, and his 30-year- Disable Device +6, chPain: +6; (Stoll) Craft (electronics)
old assistant, Will Critchett. Grumbacher is a gruff, s (c?gme‘?rmg} e Wi
stout workhorse of a man, not appreciative of sight- CIEACBIADRY)10: For thns lastakill see e da0 Apperdic]

either anticipated or desired. Stoll is also rather “nerdy,”
a favored rarget of Will Critchett’s abuse. Stoll will be
the first to man the wireless station after its completion.

Skills: (Grambacher) Construction 85%, Operate Heavy
Machinery 75%, Scow! 90%; { Critchett) Construction
70%, Operate Heavy Machinery 75%, Bully Others 75%,
Fist 75%; (Dr. Hayes) Electrical Engineering 85%,
Electronics 70%; ( Stoll) Electrical Engineering 70%,
Electronics 70%, Operate Wireless Telegraph 75%,

Hiram Grumbacher

erful-looking,  loud-
mouthed, and abusive,
though a fine worker,
These two typically
supervise 1D6+1 labor-
ers assigned to the job,
The site is frequently
visited by Dr. Hamlin
‘Hayes, head of the
Electrical Engineering
Department at
Miskatonic University,
The vyoung, white-
haired Hayes helped

seeing gawkers or other interruptions. Critchett is po\v——l—T£~ H—g ~g .
| erful-looki e Stran ,§ House v £ q{bm‘
{7 o i

Will CI it che'i.t

The Strange High House has been perched alp this
highest crag for almost as long as the town itself has exist-
ed. The house has windows on all four sides, but the only
door faces east, opening directly over the sheer drop of
the cliffs. Kingsporters have long seen the lights that burn
in the house’s tiny windows at night, but no one has ever
seen its occupant, known only as “the One.”

Kingsport abounds with legends and old wives’ tales
about the Strange High House. Long ago, the Terrible
Old Man'’s father told him of how lightning was once
seen shooting up from the Strange High House into the
sky. The Terrible Old Man also knows about Thormas

Olney’s visit to the house a couple of years ago and of its
profound effect upon the man. And Granny Orne’s
grandmother once told her that great winged shapes
used to flap about the eastern face of the Head before
entering the house through the door overlocking the
cliff. Doubtless there are other stories if the investigators
scek them out [while making Gather Info checks].

The nearly sheer face of the Head is almost impossi-
ble to climb; the only reasonable way to reach the
house is by hiking back toward Arkham unti} the
ground is gentle enough to allow an investigator to
clamber up on the rising point of land. The first leg
of the journey follows the steep access road that
leads to the site of the Arkham Advertiser wireless
station. From here, the going gets rougher as the
undergrowth thickens and the Head narrows to a
width of no more than forty feet. Before the house
can be reached, a rough chasm, fifteen feet deep and
sloping steeply to either side, must be crossed. Two
Climb rolls are required [one Climb check, DC 15,
across a 15-foot-long slope] and fumbling either
roll (96-00) [failing the rol! by more than 5) means

design the station and

supervises the construction in his own soft-spoken way.
Miskatonic graduate student Donald Stoll is the
University's hands-on consultant. Stoll is a bespectacled
young man in his mid-20s who is very enthusiastic
about electronics, Anyone who asks him about the
workings of the wireless station is Hable to find himself
subjected to a much more thorough explanation than

Donald Stoll
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a long and fatal fall thousands of feet to either the
Miskatonic River on the north side, or Kingsport on the
south. Normal failure [failing by 5 or less] means only a
minor fall resulting in 1D4 points of damage.

The house is incredibly ancient — shingles rotted,
brick chimney crumbling, and gray wooden exterior
pitted with age. The unnaturally tall, peaked roof has
eaves that reach nearly to the ground. There is a single
small lattice window on each of the three landward sides
of the House, latched from inside. The eastern wall is set
nearly flush with the diff, and here are found two more
windows, as well as a heavy, narrow door. The house can
be safely entered via the windows (if the keeper decides
they’re unlatched) or through the door, if the investiga-
tors can inch out along the cliff. This requires a roll of
DEX x2 or less | Dexterity check, DC 20]. Failure results
in a thousand-foot fall to the cliffs and water below.

The house’s singie room contains only a few simple
furnishings and personal items such as clothing. A
History roll {Knowledge (history), DC 10} dates these
things as typical of the late seventeenth century.
Lighting is by candle, and heat is provided by the huge
central fireplace. A bookshelf on one wall holds a few
worm-eaten tornes, whose titles include: the Book of
Eibon, the Pnaketic Manuscripts, and an ancient English
translation of the Seven Cryptical Books of Hsan. This
last book carries a different title: The Seven Cryptical
Books of Earth (+7 to Cthulhu Mythos and to Dream
Lore, Jose 1D8 SAN, and three spells of the keeper’s
choice). [See the d20 Appendix for more details.}

Several old chests
contain stores of salted
meat and bottles of
wine, odd sea shells,
stones, pieces of scrim-
shaw, a knife with a
wicked-looking blade,
three rune-covered jugs
of an unidentifiable
metal {each filled with
liguids), a goblet made
from the skull of a
horned humanoid, and
a scroll showing a map
of an unknown conti-
nent. Other arcane items of the keeper’s design may also
be found. The jugs hold excellent wines of unknown
and unearthly vintages. Successful Archaeology,
Cthulhu Mythos, History, or Occult rolls {Knowledge
(archaeology), (history), or (occult)] can identify the
other artifacts as belonging to cycles of myth involving
ancient Greece, Atlantis, Hyperborea, Mu, and
Poseidonis, [A Knowledge check for Ancient Greece is
probably DC 10; the other locales require the Cthulhu

William Bain

AN IMPORTANT SPELL

o
Yewr Gx\f ¢

Mythos skill (DC 15) or one of the aforementioned
Knowledge skills (DC 20).]

When the investigators, arrive there is a 20% chance
the house’s owner is at home. If the place is presently
unoccupied, there is a cumulative 20% chance per hour
the owner will return. If he arrives while the investiga-
tors are exploring, and he enters through the front door,
each investigator has a chance equal to his POW x1.
[Spot check, DC 20] of catching a glimpse of the fantas-
tic beast the man rode in on. Depending on the type of
beast, SAN rolls may be required.

William Bain, “The One”
STR 15 CON14 SIZ 6
DEX {2 APP 13 EDU 29
Damage Bonus: +1D4
Weapons: Fist 60%, damage 1D3+1D4
Club 60%, damage 1D6+114
Grapple 55%, damage special
Kanife 50%, damage 1D4+2+1D4
Sword 50%, damage 1D28+1+1D4
Spelts: Contact Deity / Nodens, Find Gate, Gate of
Oneirology, Woeful Itch, View Gate.
Skills: Anthropology 35%, Archaeology 15%,
Astronomy 45%, Botany 45%, Climb 75%. Cthuthu
Mythos 40%, Dodge 35%, Dreaming 75%, Dream
Lore 85%, History 60%, Jump 50%, Linguist 45%,
Listen 65%, Navigate 55%, Occult 65%, Pilot Boat 75%,
Spot Hidden 60%, Swim 70%, Throw 60%,
[See the d20 Appendix, Entry #24.]

INT 15
SAN 54

POW 19
HP 15

Bain appears to be in his forties, but is actually over
three hundred years old. He is a big, black-bearded man
with a soft voice and even temperament. His kind eyes

. continued in two pages

KINGSPORT HEAD

85




Of Vﬁﬁfﬁ.f’ Em’f:m:{ m z.‘/w gfmic* o J(fagﬁmrf

ENTRIES

* Churches

+ Clisbs And Ofginizations
. Fiaanuiai Services ¢

* Food And Entertainment

» Funeral Homes And Cemeteries

« Hotels, Apartme m». #ic.

+ tndividual Stalistics

« Industrial And Commercial
Services

+ Madical Institutions

= Miscellagebus

+hdonsteous Bitities

+ Mythos Tomes

= Newspaper

- Personal Services

= Public Buildings, Parks, clc.
» Selols And Fxhibits

~ Shgrs And Stores. ¢

» Spells

* Strange Hems

» Transportanig And
Communication’

« Utidities

o Weind Places

Churches

Maciner's Chireh -
{nondenomiputional’

Kingsport tapl ist Chureh om0 |

First Umtarhur
Church :_}l Kingsport
C'm;;mgétivmsl Chunch
ol Kingspor! ...
The Lhunchiar ('-'u L‘m of
{Portuguese u.ihml&? ...... i
A2 Pmﬂm I:’E%tu‘&‘h
{akan Citholi

it

--Clu bs And

“Revolulion..,
The Stratton Yacht Clab..
-Iiiirggsgoﬁ*fﬂ'uan)be;:: .
{ ofCommenze,...e

e Sexs Hurve
Wk The .Wh:_w-l*wr{féii’

Orgamzataons

St Fra amu» Horme: lur \damm i3 0

'X,nggr‘xz" HJ‘;lO!tC'\ \mtﬂ} m{i
- Miseun ...

o

Baughters of I_he: Amm\:\m :

“The h\fi’ié\l"i‘ﬂ;‘ S

Entertainment.
o iie:hh},a Hoat Rem.i.f Rk
The Rope £ Anchor. Tastm.

Public i

| .:I!'Im‘cx__ﬁr;_ Gatléry -u i
| Neil's Curiosity Shap...

205 1

The Tt.Eﬂbii: 0ld Man [( a'pmm

* Market House.
- feriement..

o z ﬂ;c Hllhop Bumm\(;mund

Hmelé,Apartments,

Ete,

‘The H: arbor. Place Holel i 108
i I‘Lagnnix APACHIES orion 20
b Rabhins »&p“ar{mmf';, n,.‘LZBﬁ

 Mother Gambles @

Bnanimgﬂouse el
| Rental Homes and Ht_m;_,glw.,....,

The Sheremist Ini ..

- -_-;,;nﬁivid;xéts'--

- Daday Heltghten,
Innsmuu}h SUTYIvOL.

.:...A\.‘;;QW A

e Genrge Cotton, stonecilier.. :
| Basil Ehun.hgmhnust fcfeper and

Agenieril peHTioner i

John Jacol oag, Mayor ... ...
- Drfanies Neuberp,

s general PrACHIOnEr i
Aaptain Stephen Cabot :
Lo N e e b R
Ber James, sea -s'térry'apinr_ﬁex.,....

1 Harky Penn, verner, ...
Jabos Raglann,

n5
206

Amqa Hart, historian i
Hubert Davis, phatographer.....

Maleolm Vieidt, high school

teacher and occlitist ... ..207
Tsraed Soares, cultist ... ... 303
Rudy Kitight; grocery manager .402
fohn Kii[{%; Hall School principal 405

Neil Hozhien, keeper of cuttiosities 409

"Stanley Carter editorfwriter

for the Kingsport Ghroricle ... 502

Dr Enoch Warten,
503

Richard Court, attorney at law... 508

Gladys Pickman, owoerof an

ateresting house. ..o iB12
Police Chiel Teistram Cranto......

| Pajice Captain James Bair L. 10
| Potive Dlficer Stephin Lard.....

A
Police Dfficer Orig White........ 519
)

007

| Alan Zevin, Tocksmith

i crittinal ..

Elema Ascuri, fortune feller ...,

m“s‘m}mp'm VRIET




E W, Tiisley & Sons, Shipwrights, o Hi6:
Fishpacking Houses ..o, fenllZ
MWATSHOUSES . cotcti s min st 118

Farnsworth Paints. oo ek b

Spenger’s Glue Works s i

Medical Institutions

St. Brasnes” Home for Mariners
The Kingsport Rest Homue ... 204

Congregational Hospital. ..o

Miscellaneous

103

301

The Dld Poswderhouse ... S

Town Bonp, s i
PilotIsland SRR L RS,
North Point Lighthouse.... ...

Martin's Beach

Monstrous Entities

Tulzscha, the Green Flame o€

Cerbenys, created THONSTOSHY L.

The Invisible Monster ..

Mythos Tomes

iistoms Olficer’s Accourt

of the sinking of the Hellere ... 106
PONape SCIPITE ..ol

R?m;mm'n.-rgitrt?I’.ru':r':lgff:s in the

Frgland Gattatan....

Books on witchemlt and wmdot;

Srimoines...
Ponape Seri proe {and ’itmmrv

: Tim.-.'mmﬂgr*m Prod; “m i
F:rs;feimg Cartaan..

Studies w’ the {mhﬁm a_! il .
Miskaronic Willey,

Sussex Marnseript
De Yermiis Mysteriic

716

04

L M o S ca R

| Nectonomicen

> '77:'_;_ Outer Onm,.,.:

T

" Book o*j !:*ban ;
Prakotic M.msrr;; 5.

Personal Services

Jutias B

"(lf.}urch raid ..

Farly Cnnbregal fial | g hurdz.
TOCOTS, s Ao

Three GrimOITes s ene

he Peophe of e Monolih
evelations hj&mﬂu
51 s fromi }adffﬂr;

Tht? He ad

The Seven Cryphical
Books ;,5!' __H{irifl_.,_

.Néwsp.gper e
The Kingsport U; PR et

Ta008 st

s T gl
A

: (lrunimuae

Schools Ami Exhiblts

--,-,-:_."{ﬁé:-iit:aﬂ.. 15

Webster Pulilic School....... pead G2
| Kingsport Hlsmnuﬂ \tmﬂ)f :
& Musenn..... w205
- Bemon Public ,Sdumi S
The Hall S{“ﬁom..i_.,.' 5 ;
* Merter Art Gallery 3
§ Neils Qutiosity SHOp: oo d0 i
~ Crawlord Public Schionhis...cec.602
: ngspﬂ (High Shaol g 608
Shops And Stores:
i '_ Ymgspﬂrl Village. Store .. L0
" ' Fattons ; :

v | st Natiendl Grocery Store,
|, Marena’s {men’s clothing) -

(;ig\jl'aﬁnurl;..‘.'_A.‘_.k..,,f».,,:.u..,..,.,...s_lﬁ

612

Citrios & Gifts.

| Three Strange Corpees ...

A MIrror-Gatei i

| The Kingsport Chronicle ..o 5

Station Construction Site ..

| Kinpsport Fuel& Coihn
| Water T

i «TheHead L5

| Strange ltems

Kingspert Town Model . .......208

S Epyplian Dager i e 207

The Statue of Seven Dreams ... 208

A Horrifically Dack Painting ... 4(

Transportation And
| Communication
i 0}{:‘:!‘!5!1__‘!":; Boat Rentals. s

112
LS. Coast Goard Sabion ... 414

502

Kin;_;épm% Bus & Trolley Station .60}

Westetn Union OFe . oo cinninnibOF
The Atkham Advertiser Wireless
The Head

. Utilities

Knnswrt Beﬂ l?:i(‘phone Qifice 515

' -Px!mm\ Flectric
Ol of KANESPUT i nicsen

DA

S0

wer & Pamp Honse ... 701
Trf;ns'fbm_q:r-"b‘iaiim ..................... 214
_j-Wen:& Piaces :
- The Sevesith House un ‘he Lafi on
Greent Lane., 512

&tte of ﬁse i Gibbes




[—1,? ,l.,(wu:';‘.-«l!{" v

.

Fivesporf
Rl

speak of vast unearthly knowledge, and he dresses in
clothes typical of the seventeenth century.

William Bain has spent most of his life exploring
various realms of dream, including Hyperborea, Mu,
Atlantis, and Earth's Dreamlands. He is gracious to vis-
itors and eager to tell of his experiences. He has even
been known to take interested parties along. He is aware
of the danger of attracting too much attention fo the

IMPORTA

Strange High House in the Mist, and he fears the intru-
sion of the Other Gods into this world, the “real world.”
Because he has spent so much time in the realms of
dream, Bain is now nearly immortal. He remains this
way as long as he does not venture too far into the real
world. Too much contact with the world of the investi-
gators causes Bain to age rapidly, crumbling to dust
before their eyes.

BAIN AND TRE

WAKING WORLD




fire, and only then did he notice the dark red stains flo
cach of the rents and slashes in the fabric. That was

Hans had aﬁlualiy fal liun dsieep on watch, and none Gf tl
Hans woke up when he toppled into the fire. The keeper

dreams need'to be j }oumeys 0 far-off Ceiephais Keepers houl
ordinary dream, or the extraordinary nightmare, .

Dreams offer so many oppertunities, and in each ¢ se ther
of decisions to be made. Do you want to give away a hint or

0N USING DREAMS
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- current scenario, or just give the investigators a rough
time? Are you going to make it obvious to them that
they are dreaming, or are you going to feign reality? Is a
character going to have power of normal action and
speech in the dream? Is he going to be in his body, or
disembodied, or in someone else’s body? Is he going to
wake in his bed, or are you going to sleepwalk them
somewhere else? There are so many options that you
should easily be able to mix devices, keeping one lurch
~ ahead of the players. The following ideas for dreams are
a few I use; dip into the nighted depths of your imagi-
nation to come up with variants that suit you.

The muost fiendish, and most successful device (not
to mention the most lowdown mean and dirty) is not
telling the players that they are dreaming. Sneak the
dreams in while the characters are safely asleep in their
beds, telling them that they “wake up” into the events of
the dream. Better still, look for situations in which the
character might fall asleep without the player knowing:
while keeping a long watch; in the passenger seat of a
long car journey; sprawled on a deck chair during a
leisurely cruise; reading far into the night over an old
tome, and so on. As long as the player doesn’t know, this
allows you to absolutely run wild. Players can find, or
see, their comrades torn apart (as happened to poor old

s). Normal things can suddenly become abnormal.
(*That room-service waiter you just hesitantly let into
your room? He pustulantly explodes into a writhing
‘mess of leprous tentacles.”) Characters can “wake up” to
be “killed” - perhaps by strange knife-wielding figures
in their room — or they can “wake up” on mortuary
slabs, preferably with a few bits opened out to give them
a grip on the situation,

Consider the following example:

Keeper: There's a glistening ropy mass of intestines on
your stoniach.

Harold: Eurrgghhh! I push them off. Yuk!

Keeper: Actually, that hurts.

Harold: Why?

Keeper: Because they're yours. Roll Sauity.

Harold: Eurrrrghhhhhgarglegargle . . . .

In short, there’s no end to what you can deviously
range. You could say the investigators wake up in the
orning, and ask them what they are doing. When they

go out to get the milk and newspaper, have them find
the slaughtered remains of the paperboy, the milkman,
and their dog strewn across the front lawn. Then their
next-door neighbor cheerily says hello, showing a big
mouthful of fangs, and continues watering his red roses
with blood. Get the picture?

All of these clements tend to move toward a climax,

at which point the character will wake up. More options
are available to keepers who are diabolical at heart (and

sick of mind). An easy variant involves having a charac-
ter “wake” from one dream into another. (Remember
American Werewolf in London, when the nurse gets it?)

Here’s another example:

Keeper: . .. and then you wake up.

Harold: Arrerghhih!

Julie: Harold! What's wrong? You were screaming. Did
you have a nightmare?iHarold: Urg, [gasp] it was —
horrible, I was [gagl . . . dead on this slab. God!
Keeper: As Julie gets closer, Harold, you notice some-
shing odd about her . ., or is &t just thot her face is slid-
ing off? Roll SAN.

Harold: Aaarrrghinh!

Keeper: You wake up.

Julie: Harold! What's wrong? You were screaming. Did
you have a nightmare?

Harold: Gibker, gibber.

Alternatively, a character can awaken into a reality worse
than the dream — suddenly staring up into a rotting
face with dripping jaws poised just above her throat, for
example. The character may not accept this event as real,
which would be just as bad. Basically, the abjective is to
harass the characters until they can no longer safely tell
reality from non-reality. At that point, they just sit in the
corner and whimper.

All of the examples above are fairly grue; another
option is to give the players vaguely disturbing dreams,
with something just a little wrong. I have an evil fond-
ness for the shock approach though, as it provides such
an effective screaming tull stop at which you can tell the
character she wakes up. (I gnarantee your players will
stare at you in disbelief, then lunge for your throat. Have
a steaming cup of coffee un hand as a deterrent.)

Consider other alternatives to this sort of dreaming,
in which dreams closely follow reality (so much so that
you don’t bother to tell the player that this not really
happening). Have things so strange that the players are
fully aware they must be dreaming (as in, “Hell, this
can’t be real, can it?”). Use twisted scenery, leaping and
gibbering figures, blasphemously wrong skylines,
demonic noises, weird perspectives — pretty much any-
thing you like.

In this case, you may be intending to show an inves-
tigator some ominous scene, perhaps as the result of
some forbidding text she has foolishly read, or as a result
of the unwanted attentions of some malevolent being.
After the character has the vision, she could wake into a
reassuring nightmare. (“You are thankfully awakened,
but by a strange mumbling slopping noise at the win-
dow. You know those fleshless, elastic humanoids you
saw near the altar? There’s one climbing over your win-
dow sill.”) And perhaps it really is.

50
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Attendant with this vision, nowhere are dreams
niore terrifying and powerful than when they relate
directly to the plot of the scenario, showing the dream-
er(s) something they have met or will meet, As the char-
acters are under a fair degree of stress during an investi-
gation (an understatement), it is only logical that their
dreams will reflect this anxiety. Dwell on the fears and
hatreds of the characters.

For example, when | ran my Fungi from Yuggoth
campaign, Francesca Le Monte developed a particularly
virulent hatred of Baron Hauptmann {directly propor-
tional to the amount he cost her in dental hills — think
about it). Whilst in Egypt, she was “awakened” by a
cloaked figure in her tent. A knife was drawn and
plunged into her — a critical hit! Just before she “died,”
the cowl fell away, revealing the laughing face of
Hauptmann. And then she woke up.

Of course, you don’t have to make all of the investi-
gators' dreams bad. One would go mad if one
had nothing but nightmares every night.
Perhaps this is desirable, but occasionally
there should be a dream that could be
helpful, or soothing, or relaxing. It’s
up to you whether the char-
acter is then rudely awak-
ened by the house burning
down around his ears. Or
you could turn that pleasant
dream sour by following it
up with a nasty one. Let’s say
that Francesca is snoozing in
a deck chair, dreaming that she
sees Hauptmann sneaking up on
her with malicious intent.
Desperately, she leaps up and
throws herself against him.
When she wakes up, she realizes
she’s knocked him overboard.
Gratefully she stumps back and
sleeps once more, and then
wakes for real, unsure as to what
may or may not have happened. Except, that night in her
cabin, she is “awakened” when she hears splashing at her
porthole as a corpse tries to climb in, a bloated propel-
lor-sliced fish-eaten horror which resembles Baron
Hauptman.

There are countless other sorts of dreaming beyond
the scope of this article. Many of Lovecraft’s stories are
based on dream episodes (“The Call of Ctholhu,” “The
Shadow Cut of Time,” “Dreams in the Witch House™)
and other authors have made good use of this device.
Psychology texts may offer additional useful material,
such as why people dream, and how the process can be
used to elicit allegorical insights into people through
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their dreams. Delve, consider, and research for yourself.
Tactics such as these are too valuable to pass up. A cus-
tomary word of caution: Don’t overdo these techniques,
or they will lose their shock effect; once every few games
should catch the players by surprise.

How does this work in specific game terms? 1 usual-
ly choose the character I want to pick on rather than
relying on a random die roll. And the dreams should be
based on the machinations of the plot — I usually select
the most paranoid player or character, on whom 1 can
use other existing phobias to play off of. You may prefer
the highest POWered character. For each dream, I usual-
Iy enforce a SAN roll upon waking (because people can’t
very well go insane while dreaming); if the roll fails, the
character loses 1 point. This is low, but the investigators
have precious little SAN, and you can get good mileage
out of scaring the player anyway.

I don’t use the Dreaming skill, except in
the Dreamlands. ] tend to avoid giving the
players much control, as it adds to the feel-
ing of terror and hopelessness. (You know
how it is: you cam’t run/swim/fly away
S fast enough, oh, God, it’s going to get
me, aarrgghh . .. ) Another justifica-

tion is that in the Dreamlands, the
characters can really be affected
by what happens to them, both
physically and mentally. In
that sense, the dream is
real, so the Dreaming
skill is needed. This
article deals only with
nightmares, not
dream quests.
Once you unleash this
lot of ideas on your screaming players,
don’t be surprised if coffee consumption in
vour campaign rockets up a hundredfold.
The characters may understandably pre-
fer to stay awake! The weird and
abominable effects that can be
achieved in the investigators’ sleep — wherein you are
not bound by any constraints of logic, fairness, or
politeness - are tremendous. If a plaver complains,
remind him that it’s his character’s subconscious that’s
bringing it upon himself — isn’t it?

When 1 try to sleep at night
I can only dream in red
The outside world is black and white
We've only one colour dead
—Biko,” by Peter Gabriel.

LOVECRAFT'S STORIES ARE

OFTEN
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he Strange High House in the Mist,” by H. P. Lovecraft.

RE SERVES as an introduction to the peculiar atmos-
surrounding Kingsport. Suited for any number of investigators
vel of experience, keepers may wish to add an adversary or two

ith arger 6!‘ more c'{perlenced groups. The adventure should

nd has a reason to be visiting there again, Jnvestigators
ers, tourists, or other visimrs, but ab'ove all, 1hey must

: rﬁas..severe enaugh to prevent the local fishermen from setting
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out to sea. The roads in the area have become muddy
and treacherous. Local spirits are understandably low.

Last night came the granddaddy of all storms, a howl-
ing, rain-pelting, lightning-hurling, thunder-clapping
nor’easter. This morning, the storms have passed on and,
to the wonder of all, the odd little house just barely visi-
ble atop the highest northern crag on Kingsport Head 1s
gone. Shocked locals and curious tourists train binocu-
lars and telescopes on the spot, but smoking ruins reveal
that the Strange High House is no more.

The mysterious house has long been a site of interest
to various powers outside this world — including
Nodens, an Elder God [a deity described in the core
rulebook]. Nodens strives to prevent other forces from
using the Strange High House to enter this world. With
construction of the nearby Arkham Advertiser wireless
station underway, Nodens fears that the curious and
scholarly who have lately been visiting the Head have
helped attract the attention of other, more malign forces
with an interest in this place.

The activity of the construction site and the relative
ease of travel on the recently constructed access road
tempts scholars and tourists alike to climb the Head,
explore, and wonder at the ancient house. Such activity
has served to draw the attention of the Outer Gods, and
late last night Nodens took drastic steps. He destroyed
the real-world extension of the Strange High House,
closing the gap between worlds, But the Strange High
House and its deathless occupant are not gone forever,

Both continue to exist in the lands of dream, where they“‘Tﬁ" i
are visible to the truly sensitive. € ‘F" T {';IBU THNVE

The current adventure assumes that one or more of
the investigators, aware of the house’s recent destruc-
tion, feels nostalgically guilty and decides to visit the site
in search of some clue to its long and mysterious exis-
tence. Traveling up the Head, the investigators have an
opportunity to meet and talk with the workers at the
construction site, but they find nothing of the house but
lightning-blasted, fire-blackened ruins.

Then things get strange. Returning to Kingsport, the
investigators begin to dream — but they don't realize
they're dreaming. Believing that they have slept the
night, the investigators arise to find the house has
returned to its familiar location atop Kingsport Head.
The problem s, the investigators are the only ones in
Kingsport who can see it. Hopefully, the party will
choose to explore the site of the house again.

The second journey up Kingsport Head is vaguely
hallucinatory. Pecoliar flora and fauna abound, and the
landscape seems even wilder and more unrecognizable
than it did on the previous trip. Strange creatures shad-
ow the party, and at least one of them is very dangerous.
Discovering the house intact, the investigators meet its

b

deathless owner and are oftered the opportunity to meet
Bain’s prestigious and otherworldly guest. Departing,
the investigators encounter sapernatural resistance and
must fight their way back to Kingsport, Waking, they
realize that all the experiences they had since returning
from their first trip up to the Head (perhaps encom-
passing several days) were all a dream.

Investigators’ Information

It is a beautiful Saturday morning, the first clear day in
some time. Last night’s storm seems to have drained all
the bad weather out of the sky. But as the investigators
soon discover, Kingsport is abuzz about the disappear-
ance of the Strange High House from its uppermost crag
above the city. Through the mists, observers with binoc-
ulars or telescopes can make out the fire-blackened
bricks of its chimoey and a few charred timbers.
Speculation is that the house was blasted by a great
stroke of lightning seen in the sky around midnight.

If the investigators are new to town, or seek further
information on the House or jts inhabitant, few towns-
people will be of much help. Most know that na one in
Kingsport has ever seen the house’s occupant, who is
ramored to have lived alone up there for as long ag
Kingsport itself has existed. With a successful Luck roll
[Gather Information, DC 13}, investigators talk to a
Kingsporter who suggests consulting Granny Orne
(120} or the Terrible Old Man (110).

Eventually, the investigators should visit the site of the
house, a trip requiring a long, strenuous hike up
Kingsport Head. An Idea roll [Intelligence, DC 10; can’t
take 10] tells them that packing a light meal might be a
good idea, considering the distance and the rough ter-
rain. Before leaving on their hike, investigators will be
informed that they should plan on hiking at least a mile
inland, toward Arkbam, before they will find terrain
level enough to allow them to climb up on the rock that
is the Head.

Making their way out of town on the Hill Road, the:
investigators pass the old hilltop burying ground (802}
and follow a cliff-side path before taking the old Riv.
Road branch. Past Hooper's Pond and the red brick
powderhouse (801}, they arrive at the recently cleared
access road leading to the Arkham Advertiser wireless
station site, On foor, this part of the journey takes about
an hour. If the investigators are in a car, this part of the
journey takes fifteen minutes. If the car is driven up the
access road, the investigators find the going slow, and
the hopelessly muddy morass soon staps them. A failed
Drive Automobile roll [Drive check, DC 15] indicates

THE FIRST JOURNEY
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~the car is stuck and will have to be towed out by a help-
ful farmer or someone with a large truck.

From this point, it is a long, frequently muddy hike
to the construction site. Make sure the investigators
notice the wilderness that is the headland — birds,

trip, even on foot, should take no more than three
hours. It is a weary and discouraged group of investiga-
tors who fall into their beds this night.

small mammals, berry bushes, brambles, thick woods, ”]e H()U)‘é&f‘u‘rl\lf

and so farth.

After a walk of about an hour and a half, the party
- reaches the wireless site. Despite the fact it’'s Saturday, a
full contingent of workmen are here trying to keep con-
struction on schedule by working overtime, Hiram
Grumbacher, Will Critchett, and 2D3 immigrant work-
men are present, as well as Donald Stoll and Dr. Hamlin
Hayes of Miskatonic University. Allow the investigators a
chance to meet and speak with these people as long as
they like, so long as construction isn't slowed by the in-
vestigator’s questions. Stoll blathers theory, while
Critchett badgers his workers. In any case, none of these
men have anything new to add regarding the Strange
~ High House, though one or another will admit to having
vainly sought some way of reaching it themselves.

About fifteen minutes after leaving the site, the inves-
tigators find their way blocked by prodigious amounts
of brambles, which hinder their eastward trek. It will
take a successful Luck roll [Search or Wilderness Lore,
DC 13] (try every half-hour of searching) to find a path
along a narrow bridge of rock that gives access to the
crag where the Strange High House stood. Once they
find the crag, they have to actually reach it. (See the
“Guide to Kingsport” chapter for details.} Once at the
spot, the investigators find little left of the house, only
blackened timbers and scartered bricks.

The ruins appear to have been 2 single-room house
about 20 feet square. The forward portion of the house
was built flush with the edge of the eastward-facing cliffs.
Aside from burnt timbers and blackened bricks, a few bits
of charred wood and metal that might have been furni-
ture or personal effects are found. An investigator who
makes a successful History, Architecture, or Know roll of
EDU x1 [Knowledge (architecture) or Knowledge (histo-
1y), DC 15] while examining the ruins determines the
house dated back to the late seventeenth century or earli-

1. With a full hour's search and a successful Spot Hidden
roll [Spot check, DC 15], an investigator unearths some

adly scorched but vaguely recognizable items. Books and
_perishables are ruined, while other artifacts are certainly
damaged to one degree or another.

After a time, it begins to grow dark. The investigators
may realize they should start the climb back down or
face a night spent on the damp, chilly headland. [1f they
don’t, use the rules for “Cold Dangers” (from the
Combat chapter) to threaten a minimal amount of sub-
dual damage each hour.] After ¢rossing the gorge, the
party finds the traveling easier going down. The entire

Run the remainder of this adventure normally, but keep
careful track of the investigators” actjions. Unknown to
the investigators or players, the rest of this adventure
takes place in a dream.

The first day afier their visit to the Head, allow the
investigators to do whatever they choose — but keep in
mind that this is all part of a joint deeam. The investiga-
tors will awaken only when they have returned from a
second visit to the Strange High House. Purchases made,
acquaintances met, or researches conducted will have
not actually occurred. After the dream ends, the keeper
may wish to have the investigators’ relive some of these
actions in the real world, just as they happened in their
dream — in which case, it’s deja vu all over again.

For instance, consider a painter who has retumed
from his first trip to the ruins. During the dream that
begins that night, he arises the next morning and begins
a new painting on a fresh canvas, only to be interrupted
by an unexpected caller. Upon finally awakening from
his dream experience at the House, he enters his studio
to find a blank canvas awaiting him, and no trace of the
painting he is sure that he started yesterday morning.
Sitting down to work, he is shortly thereafter interrupt-
ed by a knock at the door. It is the person he is sure vis-
ited him yesterday morning, but the visitor is here again
for the same reason (such as using the telephone, or bor-
rowing a cup of sugar). It may take some time before the
confused investigator (and player) sorts out which
events were real and which were in a dream.

This section, the start of the dream, begins with the
investigators “awakening” the morning after their jour-
ney to the ruins of the House. It is Sunday, meaning
church services, little if any commerce, and a day of rest.
Any of the investigators curious enough to train binoc-
ulars or a telescope on the mist-shrouded crag where the
house once stood gets a shock. Though they themselves
visited the house’s ruins just yesterday, today the house
stands intact. [f they question other Kingsporters about
this curiosity, the stolid townsfolk simply roll their eves
and accuse the investigators of seeing mirages or mist-
snipes; they see no house on the crag. If the investigators
don’t discover the miraculous return of the house that
day, by evening they are sure to notice the lighted win-
dows on the tip of the headland. Again, no one save the
nvestigators can see this light. Strangers claim the inves-
tigators were confused by a blinking star high in the
northern clouds.
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Hopefully, the strange return of the house draws the
investigators to make a second visit to the Head. If not,
the house continues to appear to them every day until
they leave Kingsport or the keeper decides to allow these
dull, unadventurous souls to wake up and discover that
the reappearance of the house was all in their dreams.
This should be enough to spur them on to the next
night, when they again dream of the house. Another

option is to introduce a non-player character into the
dreans who encourages the investigators to return and

visit the site a second time.
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The beginning of the dreamers’ second journey to the

Strange High House is much the same as the first, but

only until they reach the muddy, rutted access road. As
before, automobiles become stuck, again requiring a
long walk up Kingsport Head.

th\wpe?fom

As the party prdceeds up the access road, allow each a
halved Spot Hidden roll [Spot check, DC 20]. Anyone
who succeeds notices that the way seems different,
wilder and more overgrown than it was on their earlier
trek. The road gradually becomes more and more over-
grown, until it is finally nothing more than a wide grassy
path. With a second balved Spot Hidden roll [Spot or
Wilderness Lore check, DC 20], an investigator notices
unfamiliac plants growing near the road. Space these
rolls out so that the following two types of unusual frojt
are not encountered simultaneously.

An Apple Tree (Apples of Morpheus): To all appear-
ances, these are normal apples of average size and color
with a slightly sour taste. These are Dreamland fruit,
however, and have a special effect on dreamers who eat
them. Each apple consumed allows a dreamer to remain
asleep in the real world for an additional hour, allowing
him more time to explore his dreams. The effect is
cumulative and involuntary. A perennially tardy investi-
gator could find himself in trouble with his employer.

A Pomegranate Tree (Panzagranates): These purplish
golf-ball-sized fruits have a very sweet taste, Anyone eat-
ing of the fruit is afflicted with panzaism. An investiga-
tor suffering from panzaism is entirely unfazed by the
supernatural; he is able to find a rational or logical
explanation for even the most bizarre of creatures or
occurrences. Because of this peculiar insanity, SAN loss
for a sufferer of panzaism is always the minimum
amount of loss possible. This fruit’s effects last 1D4

heurs, plus 1 hour per additional fruit eaten. lts effects
are only felt within the dream and do not carry over to
the waking world. Though seemingly beneficial, this
fruit can be quite dangerous. Imagine a case where a vic-
tim of panzaism views a Formless Spawn of Tsathoggua
as a gushing pool of tar.

As the journey continues, the investigators notice
further oddities. A dusty-pale butterfly larger than a
man’s head, with wings marked similar to the eyes of an
owl, flutters down into the tall grass, reappearing a
moment later with a struggling mouse-like animal in its
grasp. Oblivious to the party, it flies away. Sanity point
loss is O/1.

f( Curfcuy Crenture

Allow each investigator another Spot Hidden roll
[Listen check, DC 18; or Spot check, DC 20]. If unyone
succeeds, he or she has
noticed a strange-look-
ing critter shadowing
the investigators in the
tall grass. It looks like a
skulking  rat-creature,
but bears a ring of small
tentacles around its
snout. Spotted, it flits
away info the under-
growth, This is an
inquisitive zoog, which
may attack if it is pro-
voked (or an investiga-
tor is alone, if the keeper
desires). Normally the zoog follows the investigators just
to see what they're about, If the investigators leave wak
ing world food behind for it {(not Dreamlands fruit), the
grateful zoog will not attack unless provoked. Later, the
creature may fall prey to the other lurker that prowls
Kingsport Head.

The Inquisitive Zoog
STR 03 CONO07  S1Z 0t INT 14 POW 11
DEX 24 MOV 08 TP 04

Damage Bonus: -1D6.

Weapons: Bite 35%, damage 1D4

Skills: Climb 70%, Dodge 58%, Dreamy Lore 73%, Hide 60%,
Sneak 60%, Track 50%.

Sanity Loss: 0/1D3 sanity points 10 see a zoog.

[See the d20 Appendix, Entry #25.]

A SECOND JOURNEY




/(Z@/\N eYOUS C‘re/\fure

A second, shadowV creature is also present as the party
makes its way up Kingsport Head. This being is
noticed only with a roll of 1/5 of an investigator’s
normal Spot Hidden roll [or a Spot check, DC 17, but
with the system listed below]. If spotted, it appears as
nothing more than a large, shadowy form, The crea-
ture may roll against its Hide skill to appear as a nor-
. mal shadow, but if it fails, the investigators notice
omething wrong abont the shadow. [For a simpler
approach: If the initial Spot check succeeds, the inves-
tigators notice something wrong about the shadow; if
it fails, they don’t notice the shadow at all.] If
approached by a lone character, the shade attacks, but
it {temporarily) flees if approached by a group. When
moving, the creature looks like a flowing pool of
shadow. 1t is a vampire-shade, a monstrous life-suck-
ing evil thing,
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Vampire-Shade
characteristic averuge
STR 4D6 14
CON 3D6 10-11
SIZ 5D6 17-18
INT 3D6 10-11
POW 3D6 10-11
DEX 2D6 7
HP — 14-15
MOV 7

Damage Bonus: +1D4

‘Weapons: Bite/Tendril/Claw at DEX x5%, damage 1D4, plus
the loss of 1D4 CON per round.

Armor: None, but vampire-shades take damage only from
light; all other weapons have no effect. Torches cause 1D6
damage, candles 1D3, and a flashlight beam 1D4 (DEX
x5% to successfully aim the beam at the creature).

Skills: Conceal/Hide (appearing as a normal shadow) 50"
(85% at night), Sense Prey 55%, Sneak 100%.

Sanity Lass: 0/1D4+1 sanity points to see.

{Sece the d20 Appendix, Entry #26.]
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Vampire-shades are dark silent horrors who prey on
other living creatures. They are related to normal
shades, but more intelligent. Some sources hold that
they are servants or creations of the Crawling Chaos,
Nyarlathotep. They usually appear as rolling, flopping,
squirming pitch-black, shapeless masses, though occa-
sionally they briefly coalesce into a form vaguely resem-
bling a bird, rat, bat, or lizard. One-third of these crea-
tures can fly.

Those bitten by a vampire-shade lose 1D4 CON
points every round as the monster holds on, devouring
the life force of its victim. A successful STR vs. STR roll
is needed to break away from the creature. Any creature
killed by a vampire-shade becomes a vampire-shade
himself. Such victims retain their original form, but
become entirely pitch-black. They must feed on the liv-
ing just as their dark creator must. New vampire-shades
drain by touch, bite, or claw, as appropriate, at a begin-
ning attack level of DEX x3,

Strange Couuh

As the investigators toil their way up the steep headland,
they become gradually aware of the increasing
encroachment of the wilderness. Finally, with an Idea
roll of INT x1 [Wisdom check, DC 10; can’t take 10]
they realize they are standing at the spot where the wire-
less station should be — but it is not here. There is no
sign of the access road, the antenna towers, or any
equipment. SAN loss is 0/1D3 for those who realize
something is wrong. From this vantage point, 2 peek
over the cliff at the town below reveals an unfamiliar
Kingsport. The buildings seem smaller, older, the ships
in the harbor Jarger, and there is a church-steeple atop
Central Hill. Again, SAN loss is 0/1D3.

At this point the investigators should probably real-
ize that something is definitely wrong. They must then
consider this question: Should they go on up the Head,
or turn back down towards Kingsport — which may not
be the Kingsport they left? If they return to Kingsport,
they find it the same as they left it. Hopefully the inves-
tigators continue on their quest to solve the mystery of
the Strange High House. They may even guess that they
are dreaming, though the keeper should neither deny
nor confirm such speculation.

It the investigatars continue, they may yet again
notice their shadowy followers (the zoog and vampire-
shades}, but eventually, they reach the crag to find the
house standing and intact.

‘Tg;'ﬂg[‘urwzrt‘-ce S['T/\NSG ng How‘e

Now that the investigators have finally found the incred-
ibly ancient and enigmatic house, they will want to look

¢ (= tw< ¢

it over and probably enter it. It is small and squat, with
eaves reaching nearly to the ground. It has a great cen-
tral chimney of brick and small diamond-paned case-
ment windows on all four of its sides. The only door is
in the front of the building, opening over the yawning
aulf and the ocean below. All the windows are nearly
opaque with ancient dust and impossible to see through.
If a randomly chosen character succeeds in a Luck roll
[Charisma check, DC 15; can’t take 10], one of the land-
ward windows is found to be unlatched.

The interior of the house is dark, and a light source
required. Flashlights and similar artificial/technological
lighting will only work for a few minutes before the
ancient dream-magic of the House interferes with then,
Batteries run down, both in this dream and in real-life.
The next time an investigator tries to use the light in the
waking world, the batteries are found dead. If an inves-
tigator sets his light source down and turns his back on
it for a second, it changes into a candle or hurricane
lamp. There are numerous candles and candlesticks
throughout the house, on boakshelves, tables, etc.
Before long, the dream-magic starts to work on the
party’s firearms, watches, and similar modern objects,
rendering them nonfunctional or changing them into
objects keeping with the seventeenth-century time peri-
od the investigators find themselves in. Items left outside
the house will remain unaffected, but will probably be
stolen by the zo0g. '

Investigators who enter the house have plenty of
time to look the place over. The owner is not home
when the investigators first come to call, but there is a
cumulative 20% chance per hour that Bain will retum
via the door over the cliff. A bright light shining through
the front windows and around the door signals his
arrival. The latch rattles, then the door is thrown open,
revealing the owner has returned home. A big, black-
haired man strides through the door — apparently
walking on thin air! {Lose 0/1123 SAN). Any investigator
making a Spot Hidden roll [Spot check, DC 15] sees a
winged horse flying off across the vast sky . . . and loses
another 0/1 point of SAN.

The man greets the investigators cheerfully. He does
not attack unless he himself is harmed, and then he will
try to escape back through the door, leaping into a gate
hidden in the clouds beyond. Only if cornered does Bain
fight, using his spells and sword.

If greeted courteously, the man introduces himself as
William Bain and invites the investigators (o sit and talk
with him. Assuming they accept, Bain stokes a warm fire
in the fireplace and serves them excellent wine and sim-
ple food.

At no point in the conversation does Bain bring up the
subject of dreams, nor will he discuss them at any length.
Dreams and reality have become indistinguishable to

THE STRANGE HigH House
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him, and he fails to see why anyone would segregate the
two. If someone hypothesizes that the resurrected house
and its occupant are a shared dream, Bain wryly replies,
“Perhaps you are part of my dream.”

Doubtless the investigators are curious about many
things concerning the mysterious house and its owner.
Bain gladly tells them about himself and of the night-
gaunts who used to tlap about the Strange High House.
These creatures he counts among his occasional allies.
Bain tells the investigators that the clouds adjacent to
the house conceal the presence of many gates leading to
different places, times, and worlds, gates which he has
used many times in his own travels. If asked about the
odd creatures encountered during the trek up the head,
Bain cautions the investigators to stay together to avoid
the wiles of the rat-creature, and that light is the only
useful weapon against the shadow being.

One thing Bain is not aware of is the destruction of
the Strange High House. He is very curious about this
news, but has no theories as to how the house could be
destroyed one day and intact the next. If the investiga-
tors are especially curious about this, Bain thinks for a
moment, then suggests they consult someone who
might be able to explain. He takes out some tall candles
from a cabinet, sets them in an ornate brass cande-
labrum, lights them, and begins reciting strange prayers
accompanied by equally strange gestures, A successful
Cthulhu Mythos roll [Cthulhu Mythos, DC 15] (or
knowledge of the spell} [Spellcraft, DC 15, if the inves-
tigator can already cast this spell] identifies this spell as
Contact Deity / Nodens. If the investigators interrupt,
Bain angrily asks them whether or not they truly wish to
know about the house. He continues, pointing out that
the investigators are free to leave if they like. After 3D6
minutes of Bain’s casting and chanting, a bright light
approaches the front of the house, accompanied by
strange music. A peculiar knock sounds at the front
door. Srailing, Bain opens it.

Qutside stands a tall, thin, gray-bearded, impossi-
bly ancient man dressed in billowing white robes. His
eyes are steel gray, and his expression is otherworldly.
He stands in a huge crenelated sea shell resting on the
backs of two dolphins, apparently pulled by a horse
with a spiraling horn on its head and a creature with
the head, wings, and foreclaws of a giant eagle, but the
head of a lion. Occult or Idea rolls {whichever is high-
er) [Intelligence or Knowledge {occult), DC 13] iden-
tify these creatures as a unicorn and a griffin respec-
tively. A Cthulhu Mythes [DC 20] roll identifies the
man as Nodens, Lord of the Great Abyss. If any move
is made to attack the bizarre chariot or its rider,
Nodens' two steeds attack fiercely. Otherwise, the
ancient god steps out of the chariot into the house,
closing the door behind him and shutting out the

TaE STRANGE HIGH HOUSE
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now-fading light and music. Witnessing this scene
‘costs D/1D6 SAN.

If the investigators are so foolish as to attack Nodens,
he looses the unicorn and griffin on them; he may also
summen 1D10 nightgaunts per investigator (at a cost of
1 magic point per D10). Nightgaunts arrive 1D6 rounds
after being called, then attempt to subdue the investiga-
tors and carry them off to the Vale of Pnath in the
Underworld of the Dreamlands. [See the core rulebook
for nightgaunt statistics.] The keeper can either assume
the investigator/dreamers are killed, or play out their
escape from the Underworld. Meanwhile, their sleeping
bodies slip into coma from which they cannot be awak-
ened. Should they somehow find their way back to the
waking world, they discover Nodens bears great enmity
toward them.

The statistics for the steeds of his chariot follow. (If
attacked, the dolphins avoid combat, swimming off into
the mists and dragging Nodens’ chariot with them.)
[Note that the d20 version of the unicorn is CR 3, and
the griffin is CR 4. Either one can effectively block the
doorway. The keeper may prefer to release them onc at a
time, then follow up with nightgaunts if overkill is
required. ] :

The Unicorn

STR 32 CON16  SIZ26 INT 14 POW 18
DEXi4 APPls MOV 12 Hp 2]
Damage Bonus: +3D6

Weapons: Horn 55%, damage 5136 plus Imipale
Trample 50%, damage 6D6
Rear and Plunge 45%, damage 5D6
Kick 409, damage 4D6
Skills: Dodge 43%, Spot Hidden 75%.
Sanity Loss: 0/1D3 Sanity points, if the keeper wishes,
{See the d20 Appendix, Entry #27.]

The unicorn can attack once per round, preferring to
use its horn. Its Kick attack uses one hoof, while its
Plunge requires it to bring both hooves down on its tar-
get who, if hit, is automatically knocked down. A prone
target may be trampled. The unicorn only attacks if
commanded by Nodens or in self-defense.

The Griffin
STR3  CON26  SIZ32 INT 8 POW 12
DEX 24 MOV 07 HP 29

Damage Bonus: +3D6

Weapons: Claw (x2) 75%, damage 4D6
Bite 70%, damage 4126

Armor: 6-point hide.

Skills: Dodge 30%, Spot Hidden 60%,

Sanity Loss: 0/1D3 sanity points, if the keeper desires.
[See the d20 Appendix, Entry #28.]

-

The griffin attacks with both claws and its bite each
round. It only attacks upon Nodens’ command or in
self-defense.

/meﬂwce;m—'t‘ﬁ A Goc(

Nodens greets Bain warmly, but eyes the investigators
impassively. Bain asks if Nodens can explain what — if
anything — has happened to the Strange High House.
Nodens says that mankind has begun fo intrude upon
the wilderness of Kingsport Head; it was inevitable that
the curious would then seek out the mysterious house as
has happened before. {Bain later explains that Nodens
refers to the visit of Thomas Olney; see the story “The
Strange High House in the Mist™) Too many visitors
would draw unwanted attention from other forces.

Nodens turns to the investigators, speaking to them
as though children. He states that there are malevolent
forces, or Other Gods, outside the known world that
would seek to use the gates around the House to enter
this realm. For reasons he chooses not to explain,
Nodens seeks to prevent the spread of these malevolent
Other Gods. Nodens destroyed the house in order to
keep Them at bay. If the investigators tell Nodens of
their own struggles with the Outer Gods and Great Old
Ones, the Lord of the Abyss may be slightly more friend-
ly (perhaps even helpful) to them in future meetings.

If asked how the house can still be standing, Nodens
states that he only destroyed its real-world aspect, and
that it still exists in other dimensions and in the lands of
dream. The house will abways exist at the edge of many
worlds because of the gates in the nearby clouds. If the
investigators are still confused or curious, Nodens tries
to make it clear that the investigators have entered the
worlds of dream, perhaps through a gate somewhere on
Kingsport Head. {He and Bain actually can only guess at.
how the party came to be here, as their reality lies in
what we call dreams, and thus their definitions of reali-
ty and dream differ from mankind’s.)

Satisfied that He has now cleared the matter up,
Nodens bids Bain farewell. Exiting the house through
the door, he steps into his waiting chariot, calls to his
steeds, and sails off to disappear into the mists.

Afterward, Bain will stay up for awhile speaking wit
the investigators, should they wish to visit further. If th
investigators were pleasant company and made a posi-
tive impression on Nodens, Bain gives them 1D3 of the
long tapered candles that he used to contact the god,
These candles must be burned in a desolate wilderness
area, with 1 magic point expended [2 temporary
Wisdom| for each 5% cumulative chance to summon
the god [added to a base chance of 50%; cach candle can
only be used once}. Bain warns that the candles must

AUDIENCE WITH A GOD
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only be used in the most dire of circumstances, or
Nodens will be most displeased.

When Bain or the investigators (or the keeper) has
tired of the conversation, the One bids them goodbye
and wishes them a safe journey home. He tells them that
they are welcome to visit again, and that henceforth they
are free to use the house and its many cloud-gates to
explore other times and worlds. If it is getting near dark,
Bain may give the investigators a lantern. With a wave,
he closes the window and is gone.

GOJ NS HOW\e

Once more, the investigarors must cross the chasm and
make the long trek back down Kingsport Head. The sun
is going down, and the shadows grow longer as the
~ investigators trudge on. As darkness falls, the shadows
creep forth to hungrily attack.

At some point during their descent, the investigators
are ambushed by the vampire-shade {perhaps more
than one, if the party is large or especially deserving of
grief). The shadow-thing attempts to Hide, appearing as
a normal shadow until its prey has passed. Once passed,
the vampire-shade springs upon a rear party member. It
continues its attack until it has either killed a victim or
been injured by some type of light source, In the latter
case, the vampire-shade flees, but continues to lurk
along behind the party, seeking further opportunities
for attack. The creature continues to attack until it is
killed or has slain one investigator.

Anyone slain by the vampire-shade becomes a black,
immaterial shadow, which rises up 10 become another
vampire-shade within 1D6 minutes. These transformed
victims seek living prey just as a normal vampire-shade
does, and the keeper is urged to have any investigators
slain in this manner come back to haunt their former
companions — if not in this dream-adventure, then cer-
tainly in the next.

A final consideration is the lonely, inquisitive zoog
seen earlier. Did it become a victim of the vampire-shade?
Did it take any of the investigators’ gear while they tarried
too long in the Strange High House? Does it make anoth-
er appearance during the party’s return trip?

As the investigators struggle home through the dark,
chilly wilderness, their thoughts may be on where or
when they are returning. A glance over the chiff at
Kingsport reveals little, for the town is drowned in mist
and fog. Pushing on, the investigators soon come upon
the prassy path that seems to be a parallel of the wireless
station access road. They soon notice that it becomes
muddier and deeply rutted, just as the access road was.
Their cars, if they drove, are found exactly where they
were left, possibly still stuck in the mud.

Returning to Kingsport tired, dirty, wounded, and
confused, the investigators at least find that the town is
exactly as they left it — not a day younger or older. So it
is perhaps with a sigh of relief that each investigator
returns te his or her lodgings that night and falls fast
asleep . . . or so they think.

Woke-Up Al

The next morning, each of the investigators awakens.
Any who were killed in the dream Jose 1120 SAN at this
time; this loss should be considered as having occurred
over several hours of sleep, and should not cause insan-
ity unless it brings the investigator’s total SAN to 0 or
less. Anyone who ate one or more of the apples of
Morpheus awakens an hour {or more) later than their
fellow investigators. Good thing today is Sunday, or
some of these people might miss work.

Sunday you say? Yes, Sunday. Though a day (at least)
seemed to have passed during the investigators’ second
trip up Kingsport Head, remember that their dream
began the night they returned home from their first trip
(Saturday}. This should prove a shock to the investiga-
tors. If the keeper judges that a player’s reaction to this
discovery warrants it, a SAN loss of 0/1D3 or 0/1D4
should be leveled against that player's investigator.

Any automobiles which got stuck on the access road
during the second trip to Kingsport Head are found in
their normal parking places, though the keeper might
wish to inflict minor difficulties on them (such as flat
tires, dead batteries, loose plug wires). Likewise, any
technological items that entered the Strange High
House malfunction: flashlights need new batteries,
watches must be rewound, bullets prove to be dud
rounds, and so on.

Once they venture outside, the investigators will
undoubtedly check the mist-shrouded crag overhead,
but the Strange High House is gone — at least from
this world.

-dex‘ C‘o:vsic@/\ﬁ'ow

Each investigator who experienced the dream adven-
ture on Kingsport Head receives 1 SAN point — even
if they didn’t survive the trip. Any iovestigator who
aided in the destruction of the vampire-shade gets an
additional 1D4+1 SAN points (plus 1 point per addi-
tional vampire-shade defeated), No points are reward-
ed for the destruction of vampire-shades that were
once fellow investigators. Only 1 point of SAN is
gained by killing the inquisitive zoog, although if it has
been turned into a vampire-shade, the zoog is worth a
gain of 1D3 SAN., An additional 1D6 SAN points are
rewarded to each surviving investigator who spent
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time talking with William Bain and Nodens in the
Strange High House.

Future Real-World Trips to the House

Again, the House is gone from the real world. Only its

investigators to unearth some useful relics.

Shades of Dream-Slain Investigators

Investigators slain by the vampire-shade return as vam-
pire-shades to haunt their former companions in future
dreams and dream-adventures. The afflicted investiga-
tor cannot take part in any other dream-adventures
until his or her vampire-shade dream-form is somehow
destroyed.  After ID3 weeks of successful
Psychoanalysis [DC 15], the afflicted investigator can
overcome the vampire-shade form and assume his nor-
mal identity within dreams. Anytime this character goes
insane while within a dream, he reverts to his vampire-
shade form and its habits. A fumbled Psychoanalysis
roll [missing the check by more than 3] means that the
vampire-shade dream-form remains permanent until
somehow slain. The investigator’s companions should
be plagued by this vampire-shade dream-form in all
future dream-adventures. If they kill the creature, the

ruins remain, though the keeper may wish to allow

afflicted investigator loses no SAN, but is from that time
on unable to take part in extended dream-adventures.

Dream-Visits to the Strange High House

As William Bain said, the investigators are free to visit
again. The investigators may have further dreams of old
Kingsport. Within these dreams, they may climb the
Head 1o reach the house. Note that any vampire~shades
not destroyed in this adventure will linger at this site to
provide trouble for future travelers. Doubtless there will
be additional bizarre flora and fauna in the dream-
aspect of Kingsport Head in the future.

Once they reach the house, roll normally to see if
Bain is home, and if not, when he will retarn. If the
keeper wishes, the investigators may open the door on
the abyss, and by this means, enter various Dreamlands
via the gates in the sky near the house. Bain can be their
guide if the keeper wishes, or he can direct the investi-
gators to a specific gate and let them fend for them-
selves. The possibilities opened by the discovery of the
house on the edge are as limitless as the keeper’s imagi-
nation.

All that we see or seem
Is but a dreams within a dream.
—A Dream Within a Dream.” by Edgar Allan Poe
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experience can be used, as those with more
themselves tested as harshly as novices. [The d20 vem_i_o

tigators search out dues ina normal manner, but after _
the book of poetry, Dreams & Fancies, they are beset |
nighttime dreams difficult to distinguish from reality.

secret of Baxter’s death.

Ainsley, a contemporary of Byron and Shelley, was a br
man given to fits of depression. In 1822, while on a to
was visited in his dreams by Hypnos, the god of sleep. T

erfully moving, and those few he showed to his friends (includir
brought terror as well as tears to their readers. :
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When a Parisian correspondent committed suicide
shortly after reading some of these poems, Ainsley,
shocked by the power of his writings and fearful of their
effect on others, refused to allow them to be published.
Hypnos, angered that his scribe would defy him, sent his
son, Morpheus, to haunt Ainsley’s dreams. In an effort
to escape the dreams, the maddened poet was driven to

the use of drugs and alcohal. When Ainsley returned to—-

- England in 1825, destitute and deranged, his relatives
and friends placed him in the Malbray Asylum just out-
side London. Ainsley remained here for the rest of his
life, finally dying in 1846, still mad.

During his confinement, Ainsley wrote more poetry
which, filed by the staff, did not see the light of day until
this century. These collected poems were recently pub-
lished under the title Dreams & Fancies. They are im-
- bued with the emotional intensity given them by
Hypnos, They have caused strong reactions among
readers around the world, but the dream-laden atmos-
phere of Kingsport makes them even more dangerous.
When the sensitive Charles Baxter bought and read a
copy of the book, he was brought to despair by the mad
poet’s last works, Driven insane by the nightmares cre-
ated by the poems, he one day rented a boat, took it out
t0 sea, read his favorite poems one last time, and
drowned soon thereafter.
~ 'This book of poems, Dreams ¢ Fancies. is the key to
 this mystery, and it is essential that the investigators dis-

cover a copy of this book. If they fail to obtain the copy
Baxter took with him on his last voyage, additional
copies may be located in Kingsport, nearby Arkham, or
- obtained directly from the publisher in Hlinois. After
- reading the book, investigators find themselves under its
power and experiencing dreams based on Ainsley’s
poems — dreams of madness and death. The night-
mares only end after a final confrontation between the
investigators and their own dark psyches.

Involving the Investigators
If the investigators are
. living in or visiting
Kingsport, if is possible
that they are on the
scene when the derelict
rowboat or drowned
- corpse of Charles Baxter
 is discovered. Perhaps
the investigators make
the discovery them-
selves, Short of this, the
investigators may read
of the man’s disappear-
ance {or suicide) in
Arkham or DBoston

Charles BaXtex

newspapers and have their interest piqued. Possibly they
are past acquaintances or distant relatives of Charles
Baxter, or perhaps a journalist investigator is assigned to
do a story on Baxter’s death. As a last resort, the investi-
gators might be hired by Baxter’s family to attempt find
the cause of the man’s sudden and mysterious death.

-Ffol‘y/\w\ G—Jﬁ‘jﬁ/\n\

The following discoveries may occur on successive days
or spaced several days apart, depending on the keeper’s
desires. If the investigators must journey to Kingsport
from out of town, it may be preferable to allow as much
as a week’s time or mere between the appearance of the
abandoned craft and the final awful discovery of
Baxter’s bloated body.

tinsley Papers 1
Charles HaXter's suicide nots
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The Boat

A bright summer morning finds Kingsport police called
to the Harborside area, where a rented rowboat report-
ed missing the night before has washed ashore, Several
books are found in the otherwise empty boat, all with
the name “Charles Baxter” written on the inside covers.
Charles Baxter was the name of the man who yesterday
rented the boat from Denny O'Herliby’s Boat Rentals.

The books have been damaged by water, their covers
warped and pages swollen, They are collections of poet-
ry by such authors as William Wordsworth, Percy
Bysshe Shelley, John Keats, Roger Ainsley, Lord Byron,
Samuel Coleridge, and William Butler Yeats. Inside the
Shelley book, pressed between the pages containing the
poems “Ozymandias” and “Hymn to Intellectual
Beauty,” is a suicide note signed by Charles Baxter (see
the Ainsley Papers #1). If the investigators are not pres-
ent when the boat is found, the suicide note will he dis-
covered by police, held for several days, then returned to
Baxter’s roommate, Derck Minot. It will not be pub-
lished in the newspaper,

The Body

One or more days after the rowboat turns up, a grisly
but predictable discovery is made by

Baxter. Investigators making this discovery suffer a

remains are shipped to New York for burial while the
local artist community mourns its lost brother. The fol-
lowing story appears in the Kingsport Chronicle (see the
Atusley Papers #2}.

" Cluesb

UNLESS T;L INVESTIGATORS were on the scene of
the discoveries of the boat and body; the only real leads
they have are the references in the newspaper article to
the books of poetry and Baxter’s roommate. The police
will hold Baxter’s poetry books and suicide note until
shortly after the body is discovered, then return them to
Minot. While the investigators should experience little
trouble getting details about the books found in the
boat, Baxter’s roommate’s address will be harder to
come by. The police {519) will only give this informa-
tion in response to a successful Law or Persuade roll
[Knowledge (law}), DC 10; or Diplomacy, DC 15].
Similarly, a Persuade roll [Diplomacy, DC 15] will pro-
cure the address from the editor of the Kingsport
Chronicle (502). If these attempts fail, investigators will
have to question the artists of Kingsport [Gather
Information, DC 15}, hoping to find  lead to the room-
mate. :

boaters in
Kingsport Harbor — the drowned body of Charles m /{;‘hff}‘ O(K]N§5’ ot

0/1D3 SAN loss. Baxter’s body is identified by several of
his artist friends. At his family’s request, Baxter’s

tinsley Papsrs 2

Rﬂgafding ﬂle Death af Charles Baxter -

Pﬂhce have pﬁsmvely tdennﬁcd 1he body rf:cemly:
found floating in Kingsport Harbor as that of menty~ '
seven-year-old poet and artist Charles Baxter. -
A mwbo;\t rented by | deter had been prekusiy'
-.faund adrift in the harbor . :

A smcide nate was found aboard the abandcned'_'
-::raft aiong wath a number of books of poetry. When
.questwned by pohceg Baxter’s roommate claimed that
his fﬂemi h;ad m‘:ff seemed unduly upset, and xhat the

Dr. Enoch Witrren, admg Medtca] Exammar, has-_
it confirmed the cause of death as. drowning. Chief
Tristram Crane has ruled it a clear case of sumde The
body is scheduled to be shipped back to Baxter’s home'é
:state of Néw York for bumi eat!y next week. l

—the Kingspor! Cﬁmmcte;

Some of the following people are friends of Baxter, while
others are professional associates. They are residents of
the artist colony located in Hill Town, and most have
already been questioned by police. None were able to
shed light on Baxter’s sudden and unexpected suicide.

Each day an investigator spends asking after Baxter,
allow that character a chance 10 make a Luck roll of
POW x1 [Charisma, DC 15; can’t take 10] for each of
the following non-player characters. Success indicates
that one of these friends or acquaintances has been met
or pointed out to the investigators by another artist.

WILLIAM ANDREWS, LOTHARIO
Andrews is a sketch artist and painter. Tall, dark-haired,
and charming, he is a tireless womanizer who often |
invites prospective female conquests to his dingy base-
ment apartment next to the pawnshop (710} on the pre-
text of painting their portraits. Like the majority of
Kingsport’s artists, Andrews migrates south in the fall.
Andrews was only a passing acquaintance of
Baxter’s and can offer nothing save that the man was a
bookworm and a writer of some kind. He has heard
that Baxter suffered a serious drinking problem a few
years back, in 1925. He knows little of the details but
can direct them to Jim Redmond, Baxter’s roommate at

THE ARTISTS OF KINGSPORT
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the time, Andrews also
knows about Baxter’s
short-lived fling with
Corla Fistienne.
Fistienne was a con-
quest Andrews finally
made shortly after her
break-up with Baxter.

William Andrews, age

20

STR 13 CON 13
SIZ 14 INT 12
POW 12

DEX 13 APP 12
EDU 11 SAN 60
HP 14

Darmage Bonus: +1D4.

‘Weapons: Fist 60%, damage 1D3+1D4

Skills: Art (Painting/Drawing) 60%, Bargain 25%, Fast Talk
70%, Mechanical Repair 70%, Psychology 25%, Seduce
35%.

|See the d20 Appendix, Entry #29.]

' 1

william Andrews

ELIZABETH BRUNDAGE, MOTHER FIGURE

Elizabeth Brundage is an excellent landscape painter
and, thanks to her popular and flattering depictions of
the town, a respected Kingsport citizen. She has never
married, so she lives alone in a large apartment on Holt
Street, Elizabeth’s landscapes can be found in many
businesses and homes around Kingsport, as well as in
the Mercer Art Gallery. A permanent Kingsport resident,
she often serves as a mother for some of the younger
artists, inviting them for dinner or offering advice and
encouragement when they've run into some kind of
problem.

If asked about Charles Baxter, she tells the investi-
gators that he was a sensitive young man and a skilled
poet. Charles’ favorite poets were the Romantics, espe-
cially Shelley, Byron, Keats, and Wordsworth. Just late-
ly, he had developed a

pecial fondness for
oger Ainsley, an
bscure poet whose
ork Baxter had only
ecently  discovered.
Miss Brundage tells
investigators that she
had spoken with Baxter
just a couple days
before his death, when
he seemed depressed
and tired. He com-
plained to her about

Elizabeth Brundage

sleeping badly, because his nights were haunted by
dreams. If the investigators give her no reason to dis-
trust them, she agrees to introduce them to Baxter’s
roommate, Derek Minot. She knows nothing of the
strange dreams suffered by Baxter and others in 1925.
Out of respect for other people’s privacy, she reveals
nothing of the romance between Baxter and Corla
Fistienne.

Elizabeth Brundage, age 44
STR 09 CON1!  SIZ13 INT 14 POW 14
DEX i2 APP 12 EDU 15 SAN 70 HP 12

Damage Bonus: +0.

Skills: Art {Painting) 91%, Art {Sing) 45%, Boating 25%,
Botany 30%, Craft (Cooking) 70%, Credit Rating 45%,
First Aid 453%, History 35%, Kingsport History 45%,
Photography 25%, Psychoanalysis 10%, Psychology 50%,
Spot Hidden 50%.

{See the d20 Appendix, Entry #30.1

CORLA FISTIENNE,

GUILT-RIDDEN EX-LOVER

Corla is a pale, dark-haired, pretty young woman who
conceals her attractiveness beneath dark, drab clothing,
Quiet and somewhat sad-looking, Corla is very much a
loner. She makes a living doing portraits and sketches
for tourists, dwelling in
a small apartment on
Jefferson Street. She is a
summer resident  of
Kingsport, rmigrating
back down the coast in
the fall.

For a short time last
year, Corla and Baxter
were lovers. It was
Baxter who eventually
broke off the relation-
ship. Corla has blamed
herself for the failure
ever since, She does not
reveal this past dalliance; instead, she tells the investiga-
tors that they were friends. A Psychology roll [Sense
Motive, DC 15] reveals that Corla is hiding something;
otherwise, the investigators will have to fearn of the cou-
ple’s past relationship from other sources.

Corla Fistienne

Corla remembers hearing that Baxter once suffered
from bad nightmares a few years back. She suggests that
the investigators speak to Jim Redmond, Baxter’s former
roommate, if they wish further details. Corla thinks
Redmond shared some of the same bad dreams Baxter
suffered. If Corla trusts the investigators, she offers to
introduce them to Charles’ last roommate, Derek Minot.
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Corla suffers from deep guilt regarding Baxter’s
death. Mistakenly believing that their failed relation-
ship was at the root of Baxter’s suicide, she ponders
quietly for a few days before deciding to take her own
life. If the investigators do not somehow discover her
intentions with Psychology [Sense Motive, DC 20]
and treat her with Psychoanalysis [DC 15, and at least
a day of therapyl, she is found dead in her apartment
a few days later, rags stutfed beneath the deor and gas
jets opened wide.

Corla Fistienne, age 26

STR 10 CON 1! SIZ 12

DEX 14 APP 14 EDU 14

Damage Bonus; +0.

Skills: Art (Drawing/Painting) 80%, Dodge 40%, Library Use
40%, Listen 50%, Persuade 40%, Psychology 65%.

[See the d20 Appendix, Entry #31.]

INT 14
SAN 65

POW 13
HP i2

TED KOVEY, BEARDED GIANT

A big bearded bear of a man, Ted is well over six feet tall
and weighs about 250 pounds. His hair is long and
brown, streaked with gray and usually kept tied back in
a queue. Kovey is loud and jovial, a joker and a ham-fist-
ed backslapper. A sculptor and permanent Kingsport
resident, he lives in a small house on Holt Street very
near to Elizabeth Brundage, where he works in stone
and clay.

The back yard of the property serves as his studio
during the warm sum-
mer months. Littering
the house, yard, and
small shed out back are
numerous works in var-
ious stages of comple-
tion. Ted likes to drink,
and frequently spends
his evenings in Penn’s
Billiard Hall (706). His
capacity for alcohol is
enormous; he can stand
with the best of the
sailors and fishermen
who frequent Penn’s.

Kovey didn't know Baxter very well, but remembers
the problems the young man had a few years back, in
1925, Kovey's intervention on one night saved a drunk-
en and obnoxious young Baxter from a well-deserved
beating at the hands of several fishermen, who were
angered by the youngster’s uncalled-for insults. Kovey
casually mentions that Baxter and Corla Fistienne were
once lovers.

Ted Kovey

,_?\ .-’\5 ‘P...' i }‘ L v
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Ted Kovey, age 38

STR16  CON11  SIZ17 INT12  POW 12
DEX12 APPI1)  EDUI4 SANS4  HP14
Damage Bonus: +1D6

Weapons: Grapple 70%, damage special
Fist 65%, damage 1D3+1D6
Hammer {small club) 60%, damage 1D6+1D5

Skills: Art {Sculpture 85%}, Art (Sing 20%), Bargain 20%,
Boating 55%, Credit Rating 35%, Drawing 25%, Geology
409, History 30%, Kingsport History 20%, Mechanical
Repair 45%, Persuade 55%, Spot Hidden 40%, Swim
A5%,

{Sece the d20 Appendix, Entry #32.]

JIM REDMOND, DERANGED DREAMER

Jim Redmond is a small man, skeletally thin, with
unkempt dark hair and a shabby beard. He always wears
a nervous-looking smile. When he is excited, his high-
pitched voice turns to a strident screech. Redmond is a
deranged sketch artist and painter who lives in
Kingsport year-round, occupying a dingy garret apart-
ment on Holt Street. Redmond has countless sketch-
books and canvases
depicting horrible mon-
sters, unearthly land

scapes, and other overtly
occult subjects.
Redmond also has a
considerable occult li-
brary, with books by
Aleister Crowley, E.A.
Wallis Budge, Cotton
Mather, and others.
Among the many well-
worn books occupying
the sagging shelves is a
tattered but complete
copy of the Golden Goblin Press edition of Nawmeless
Cuits,

Redmond’s interest in the occult stems back to early
1925, when he experienced a series of horrible night-
muares. These nightmares were similar to those experi
enced by artists around the world, and were nearly iden
tical to those suffered by his then-roommate, Charle
Baxter. The nightmares consisted of scenes of a mon
strously huge city of cyclopean stones slimy with green
ish ooze and decorated by strange hieroglyphs. The
dreams continued for over a month, from late February
to early April, during which time Redmond turned out
sketch after sketch, and painting after painting, as ren-
derings of his weird visions. (See Lovecraft’s “Call of
Cthulhu” for further details.)

While Redmond welcomed the visions, his room-
mate, Charles Baxter, was terrified by them. Baxter

"":!l '..-."'& ’ﬂ”
Jim Redmond
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began to lose sleep and was driven to drink, attempting
- 16 submerge the dreams in an alcoholic stupor. Their
different reactions to this stimulus eventually drove the
two men apart, ending their friendship. When the
dreams finally stopped, Baxter recovered and was able to
resumne his normal artistic pursuits, Redmond, however,
desired further inspirations of the kind he found in the
dreams. He began reading and collecting occult books,
and thereafter based much of his work on these subjects.
- His most valued possession is his copy of Nameless
Culdts, a frightening book that has had a major influence
on his ghoulish work.

The works Redmond sells to Kingsport’s tourists are
often tinged with weird, dark touches. The more per-
sonal works are outright studies of the weird, the horrif-
ic, and the blasphemous. What few of these works are
- sold find customers only in the more sophisticated mar-
kets of Boston and New York. Although frightening,
- Redmond’s work lacks the morbid power and painstak-
ing craft of a Pickman or a Blakely, two New England
artists who utilized similar themes. Due to his secretive
habits, his morbid sketches, his rumored hideous paint-
ings, and his alleged mental instability, Redmond is not
popular among Kingsport's artist community. Most find
_him difficult, pensive, and irritable.
~ Redmond was driven nearly insane by the long-ago
~ dreams, and his subsequent studies have only exacerbat-
~ ed his condition. He is willing to make appointments
with prospective buyers to show his “special works,” but
he is extremely nervous during these viewings. He is
especially protective of his copy of Nameless Cults and
does not allow anyone to touch it. A .32 caliber auto-
matic pistol is kept under his bed, in case the paranoid
artist feels a need for it.

Whether Redmond
is willing to discuss the
1925 nightmares and
their effect on Charles
Baxter is left for the
keeper to  determine,
based on whether inves-
tigators treat the man
like a suspect, a friend,
or an informant. At the
very least, Redmond
 would be willing to
- reveal what he knows in
exchange for bits of
~ occult literature he does not already possess.

Derek Minot

Jim Redmond, age 31
STR 10 CON 10
DEX 12 APPOY
Damage Bonus: +0.

POW 14
HP 10

SIZ 10
EDU 14

INT 14
SAN 13

Weapons: .32 Automatic Pistol 20%, damage 1D8

Skdlls: Archaeology 15%, Art (Painting/Drawing) 80%,
Astronomy 10%, Cthulhu Mythos 10%, Dodge 40%,
Egyptology 15%, Fast Talk 45%, Hide 55%, Histary 50%,
Kingsport History 30%, Library Use 35%, Listen 55%,
Occult 65%, Pharmacy 10%, Psychology 40%, Sneak
50%, Spot Hidden 45%.

{See the 420 Appendix, Entry #33.]
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Derek Minot, himself a sketch artist and budding poet,
has been Charles Baxter’s roommate for the last year. A
thin, nervous young man, Minot is an unpublished paet
whose tastes run to the macabre: Poe, Baudelaire,
Coleridge, Yeats, and Clark Ashton Smith, Minot, when
he can afford it, smokes marijuana and opium, usually
obtained through a contact at the Desolate Highway
Coffee House in Arkham. Like Baxter, Minot is a migra-
tory artist who spends winters in New York.

Minot claims to have seen little of Baxter in the last few
days before the poet’s disappearance and subsequent
death. During that period, Baxter seemed tired and
depressed, though Minot doesn’t guess why, If asked about
Baxter’s literary tastes (such as the Romantic-era poets),
Minot says that his friend had been fascinated lately by
Roger Ainsley, an obscure poet whose work has been
largely forgotten. Minot mentions that just before his
death, Baxter had taken delivery of a small collection of
lost Ainsley poetry recently published by Erebus Press.

According to Minot, Baxter was not the moody sort.
An aspiring poet, he supported himself by sketching for
Kingsport’s tourists, working mostly in chalk and char-
coal. Over the years, he had sold a few poems to various
obscure literary journals, but the bulk of his work was
unpublished, kept in several notebooks.

If prompted by direct questions, Minot says that in
1925, Baxter apparently suffered from a series of horrible
dreams. Minot knows only a little about this period,
explaining that he and Baxter did not meet until a couple
years later. If anyone is interested in these nightmares,
Minot suggests they speak to Jim Redmond, a Kingsport
artist who was Baxter’s roommate af the time. Although he
does not offer more personal information, Minot is aware
of Baxter’s past relationship with Corla Fistienne.

Special Note: It may be that the investigators fail to find
or read the Ainsley book. In this case, the keeper can make
use of Derek Minot. Mino, after reading the book, begins
to experience the same nightmares and draws the investi-
gators’ dreaming selves into these weird dreams.
Searching Minot out, the investigators learn of the con-
nection between the dreams and the poetry collection.
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Derek Minot, age 24
STR 09 CON0Y  SIZ |2 INT |3 POW 12
DEX 11  APP1l EDU 2  SANS3 HP 1)

Damage Boous: +0
Skills: Art {Drawing} 65%, Bargain 20%, Dodge 35%,
Drawing 65%, History 50%, Library Use 35%,
Listen 45%, Occult 35%, Pharmacy 209,
Photography 35%, Psychology 35%, Spot Hidden 40%.
{Sce the d20 Appendix, Entry #34.]

BAXTER AND MINOT’S APARTMENT

Minot has been requested by Baxter’s family to ship home
the dead man’s belongings. If the investigators have
gained his trust, however, he allows them to look through
Charles’ possessions. Baxter’s family has told Minot that
he may keep Charles’ small collection of books.

Baxter’s Belongings: Aside from a few articles of cloth-
ing, most of Baxter's possessions consist of notebooks
containing original poetry and a few sketches, There are
literally hundreds of poems, enough to keep the average
investigator reading steadily for at least eight hours.
Minot {who doesn’t want to anger Baxter's family by los-
ing any of his works) only agrees to loan them if a suc-
cessful Oratory roll is made [Diplomacy, DC 15].

None of Baxter’s poems deal with overtly occult sub-
jects, though there are many references to Greek and
Roman mythology. Most of the chalk and charcoal
sketches are of people, landscapes, and other mundane
subjects around Kingsport. For the most part, they are
innocuous and uninspired.

While visiting the apartment, any investigator who
makes a halved Spot Hidden roll {Spot check, DC 20]
notices a thin-stemmed pipe half-buried in the clutter
atop a battered kitchen table. A Know roll [Knowledge
(streetwise), DC 10; or Intelligence, DC 15] identifies
the object as an opium pipe. If asked about it, Minot
pretends ignorance of the item, suggesting it may have
beionged to Baxter. A Psychology roll [Sense Motive,
DC 12] tells an investigator the man is lying, and if
pressed, Minot becomes obviously nervous. If somehow
convinced he can trust the investigators, Derek reluc-
tantly admits to occasional use of the drug,

[The effect of these substances on lucid dreaming is
left to the keeper's discretion, If you choose to use some
version of the Dreaming skill in your game, it may give
a bonus or allow the skill to be used untrained — or it
may just require Will saves to resist addiction.}

Baxter’s Books: The small collection of books kept by
Baxter consists almost entirely of verse collections, pri-
marily those of Wordsworth, Coleridge, Shelley, Byron,
Keats, and Yeats. Roger Ainsley is also represented, and
investigators have no trouble spotting a slim volume

entitled The Grove of the Fauns and Others, This is a col-
lection of poems written prior to Ainsley’s encounter
with Hypnos. It shows none of the power of his later
work [such insights may require a Craft (writing) or
Speak English check, DC 13]. Until the recent publica-
tion of lately discovered Ainsley poetry by Erebus Press,
these were the only known examples of Ainsley’s work.

Not on the shelves, but probably returned to Minot by
Kingsport paolice by now, are Baxter's suicide note and the
water-damaged books. Among the collections of poetry is
the supernaturally charged Ainsley collection, Dreams &
Fancies (see the Ainsley Papers #3). Although damaged,
these books are still readable, and Minot allows the inves-
tigators to take any of them they wish.

Merely skimming through the Ainsley book has no
real effect on the investigators. However, actually read-
ing the poems triggers a psychic reaction in the investi-
gators which, in dream-drenched Kingsport, evokes a
series of bizarre and terrifying dreams. If and when the
investigators read this book, give them the Ainsley
Papers #3. The keeper should then refer to the “Clues by
Night” section.,

"Eve/m\; G- f\/wc{e;‘

This slim hardcover book is scarcely fifty pages long.
Aside from poems, there are also several sketch il.iustra—.'__ :
tions made by the mad Ainsley.

The most accessible copy of this book is the one
once owned by Charles Baxter, which is returned to
Derek Minot by the police the day after the drowned
corpse is found. The copy is water-damaged ~- the
pages bulged and warped — but still readable. If the
investigators seek other copies, a halved Luck roll
[Research, DC 20] turns up one in the New & Used
Books shop (524) in Kingsport, while a full Luck roll
[Research, DC 15] unearths a copy in either Harden’s
or Jaywil’s in nearby Arkham.

As a last resort, additional copies can be ordered
directlv from the publisher. The cover price of the fine
ly produced, limited edition book is $3.50 postpaid
Note that to properly play this adventure, it is impera
tive that the investigators eventually find and read thi
book. If they fail to do so, the keeper will have to use |
Derck Minot as a device to draw the investigators into
the dreams.

The Power of the Book

When the investigators first find and read Ainsley’s
Dreams & Fancies, the keeper should describe it only
vaguely, presenting it as no more significant and in no
greater detail than any of the other poetry books
encountered in this adventure. Mentioning the titles of a

BAXTER’S BOOKS
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few poems and noting that there are several illustrations
is sufficient. Once an investigator has read Dreams ¢
Fancies, he or she begins to have dreams based on the
poems found in the book; these dreams are described
later under “Clues by Night” After the investigators
begin experiencing the nightmares, they should realize
the connection between them and the book. If so, the
keeper should give them the Ainsley Papers #3, which
describes the published collection in greater detail.

fu*rf T INVeSEIOAFIONS

TWO OBVIOUS LINES of inquiry al suggested by the
~ clues offered so far. One involves the books of poetry
found in the beat; the other concerns the Cthulhu-
inspired dreams experienced by Baxter and many other
artists in the late winter and spring of 1925. The books
are the correct thread; the dreams are a red herring
intended to distract and divert the investigators.

At least two Kingsport artists — Baxter and
Redmond — suffered the “dreams from R'lyeh” noted
above. If other artists are queried on the subject, the
investigators find at most one or two other Kingsport
artists who had such dreams. Allow each investigator a
5% chance per day of finding such an individual.

At least two individuals in Arkham, David Rosen and
Hagan Wilson, experienced similar dreams. These folk
can add but little to the investigators’ current store of
knowledge. Most folks who suffered the dreams disliked
the experience, though some will admit to having creat-
ed some of their most powerful works while under the
influence of the dreams.

) "Pend | ,Poefs

Of the seven authors whose works were found in the
boat, four died tragicaily (Shelley drowned; Byron suc-
cumbed to discase; Ainsley expired while confined in a
madhouse; Keats died young and after much suffering),
while another (Coleridge) was addicted to opium and
laudanum. Yeats was a mystic and a member of the

Hermetic Order of the Golden Dawn. Only Wordsworth
seemed to live a life relatively free of tragedy and pain.
(Note that William Butler Yeats was of the Victorian era
— late 1800’s to early 1900°s — rather than a Romantic,
and he is still alive at the time of this scenario.)

The investigators can find a great deal of literature by
and about each of Baxter’s favorite poets with one
exception: Roger Ainsley, whose work has been largely
forgotten. Most research will probably have to be done
in nearby Arkham, as Kingsport’s small public library
has no better collection of poetry than already found on
Baxter’s shelves. With a successful Library Use roll for
each author {Research, DC 10}, the investigators find
1D2 books by or about a particular chosen poet. Each of
these books takes 1D4 hours 1o peruse, and the infor-
mation gathered is summarized below. {An investigator
may already be familiar with these poets, perhaps with a
successful Craft (writing), Knowledge (art), or Speak
English check, DC 15.] Commuonly found books include
volumes of poems, collected letters, critical studies, and
biographies.

Wordsworth (1770-1850) and Coleridge (1772-1834):
These two friends led relatively uneventful lives, despite
the latter’s addiction to laudanum -— initially prescribed
to relieve the pain of chronic rheumatism. Wordsworth's
poems were primarily gentle pastoral landscapes, while
Coleridge’s best-known works (“The Rime of the
Ancient Mariner,” “Kubla Khan,” and “Christabel™) were
tinged with the macabre. Other Coleridge poems deal
with dreams both beautiful and terrifying.

Shelley (1792-1822) and George Gordon, Lord Byron
(1788-1824): This pair led lives continually marred by
scandal and tragedy. Misfortunes included the suicides
of lovers and refatives (Shelley), attraction to a sibling
(Byron, albeit his half-sister}, failed marriages {both),
lost children (both), strange behavior (Byron, at least),
exile from their native England (both}, and their tragic
deaths (Byron in Greece, Shelley off the coast of Italy).
Byron's poetry was largely pseudo-autobiographical,
consisting of long travelogues detailing the exploits of
various “Byronic” heroes such as Manfred, Childe
Harold, and Don Juan. Much of Shelley’s work offered
messages of social consciousness (“The Mask of
Anarchy”), sometimes draped in mythological garb
(“Prometheus Unbound”). Shelley also wrote more per-
sonal poems, including “Adonais,” an elegy on the death
of John Keats, Although their works occasionally con-
tained elements of mythology and the occult, no overt
Mythos elements are presented or even suggested.

John Keats (1795-1821): Keats is recognized as probably
the best of the Romantic poets. He died in Italy of tuber-
culosis, contracted from a brother who had earlier suc-
cumbed to the disease. Keats is known as a poet who
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loved the principle of beauty in all things. He is the
source of the phrase “a thing of beauty is a joy forever”
Several of his longer works, such as “Lamia” and
“Hyperion”, deal with mythological themes. Again, no
overt references to the Mythos are found.

William Butler Yeats (1865-1939): An Irish poet,
author, essayist, dramatist, politician, and mystic, Yeats
was a Theosophist. During the 1890’s, he was a member
of the Golden Dawn. Many of his works draw directly
from Irish folklore and mythology. His poem “The
Second Ceming” offers a description appropriate for an
avatar of Nyarlathotep known as the Beast: “a shape with
lion body and the head of 2 man” and a face “blank and
pitiless as the sun” This horrific poem hints that the
Second Coming will not be that of Christ, but of some
fearful new order heralded by a rough beast slouching
toward Bethlehem to be born. Despite this, Yeats’ work
is not the key to Baxter’s suicide.

Offege Zivly

The investigators will no doubt come across Roger
Ainsley’s name as they probe into Charles Baxter's sui-
cide. Ainsley, an obscure Romantic-era poet, is unlikely
to be found in the small Kingsport library. Some men-
tion of him may be located in the Arkham libraries
(Miskatonic U. or the public library), but the most com-
plete information is in the introduction to the Dreams ¢
Fancies book (the Ainusley Papers 3, see “Clues by
Night”). The Arkham references do not mention the
Malbray Asylum scandal or the lost Ainsley works dis-
cussed in the last paragraph of the introduction.

In addition to the background information men-
tioned above, separate Library Use rolls [Research, DC

Linsley Papers 4
a reminiscence by Ainsley
acquamtance John % oward
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15] turn up the intriguing recollections of John Howard
({the Atnsley Papers #4) and Lord Byron {the Ainsley
Papers #5), both acquaintances of Ainsley. Byron met
Ainsley in Venice in 1818, and then again in Greece just
months before Byron's death in 1824, Howard was an
adventurer and traveler who was with Ainsley in
Switzerland in 1822, at the time of Ainsley’s meeting
with Hypnos,

Two collections of Ainsley’s poetry are currently
available. The first is the rare The Grove of the Fauns and
Others, a collection of poems written before Ainsley
encountered Hyprios. These poems are sadly moving
and frequently deal with morbidity (“Requiem for
Shelley”}, mythology (“The Grove of Fauns®}, cosmolo-
gy (“Celestial the Queen”), and slightly horrific themes
(“The Charnel Field”), but are not on a par with the
works of the other romantic poets. The second volume,
Dreams & Fancies, is the collection of lost works discov-
ered in the old files of Malbray Asylum and recently
published by Erebus Press.

If the investigators seek further information about
Roger Ainsley, they may wish to contact Edward
Gilmour, the scholar and publisher whose Erebus Press
published Dreams ¢ Fancies. Although unable to offer
much more information than that contained in the
book’s introduction, Gilmour can direct the investiga-
tors to the books containing the Howard and Byron
quotes [+2 circumstance bonus to Research check for
finding them]. If contacted by a fellow scholar, Gilmour

tinsley Papers 5
an excerpt from an early 1824 Lord
.Jyron letter concerning :1nsle*f
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- may offer his own deeply felt personal reaction to the
 new Ainsley book (see the Ainsley Papers #6).

Ainsley Papers 8:
comments by scholar and publisher
Edward Gilmour
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Once the investigators have found and read Dreams ¢
~ Fancies, the nightmares begin. Run carefully, the
dreams can be used to confuse and distract the investi-
gators, who should begin to wonder what is real and
what is a dream.

The Ainsley Papers #3 contains the introduction to
- Dreams & Fancies and is followed by a brief synopsis of
~ the contents of the book. [For ease of play, yon may wish
to separate it into sections for when the players’ charac-
ters are consulting the book.} Note that the author of the
synopsis is not a poet himself and has made no attempt
to recreate any of the actual poems. Like the text of the
Necronomicon, they are perhaps best left to the imagina-

THE AINSLEY PAPERS no. 3
¢ description of the contents of
Linsley's Dreams % Fancies

“The Muse of Despair” An Introduction by Edward
Gilmour
The tortured life of Roger Ainsley {1799-1846}) start-

ed with his birth to a wealthy aristocratic British
family, Ainsley was the younger of two sons, and his
artistic leanings displeased his family. His brother
Charles died when Roger was fourteen years of age,
and his parents three years later, With his inheri-
tance, Ainsley set out on a career as a poet and artist,
traveling throughout Europe searching for inspira-
tion. During his travels, he met with some of the
great poets of his time: Shelley, Keats, Lord Byron,
Coleridge, and others,

Ainsley’s poetry was steeped in grief, morbidity,
hatred, and fear — even more so than his fellow
Romantics. Most of his peems were of short length; he
felt that longer works failed to sustain emotion.
Ainsley’s poetic subjects ranged from mythology
(“The Grove of the Fauns”} to laments for lost love
{“The Drowned Girl”} and eerily fantastic travelogues
{“While Lost in the Kohlsen Reaches”). He himself was
a quiet, solitary sort who had once been romantically
deceived and used by a French girl of questionable
reputation.

In the early 1820, after two collections of his
breoding and morbid work had been published,
Ainsley’s literary output slackened. At about this time,
Ainsley made a visit to war-torn Greece, where he met
up again with Lord Byron shortly before the latter’s
death. Ainsley soon after ceased to write altogether, as
he became hopelessly mired in drugs and alcohol.

Returning to England a broken man, Ainsley was
placed in Malbray Asylum just outside of London by
friends and relatives. There he remained for over
twenty years until his death in March of 1846.

After a scandal involving the divector of the
Malbray Asylum in the 1890, a search of the institu-
tion’s files turned up these undiscovered Ainsley
works. They languished for a time in the hands of a
private collector, but finally they have come to print in
the form of the book you are now holding, Dreams ¢
Fancies. Many authorities have studied the original
manuscripts of these works, and most have concluded
that Ainsley composed these poems and sketches dur-
ing his stay in the asylum. As such, they are even more
emotionally powerful and personal than Ainsley’s ear-
lier works. These poems, and their accompanying
sketches, represent the final works of an unjustly
ignored talent.

“Cycles of Decay”
A series of five poems describing the passage of a year,
Fach of the four seasons is illustrated with an accom-
panying sketch.

After a rain at the beginning of $pring, the narra-
tor stands on a lawn with a companion. Flowers sprout
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rapaciously from an oddly shaped mound and begin “Isolation™
singing in keening voices. The narrator’s cat chases, The narrator walks alone on a city street by night. The
catches, toys with, and then ultimately kills a sparrow. city seems strangely barren, vnoccupied, no lights,

voices, or laughter. The narrator searches vainly for
someone, anyone, to comfort hin. Stars seem to wink
out in the sky, enhancing the darkness. The narrator’s
journey ends at a bridge, where it is implied he will
commit suicide rather than remain alone.

In Summer, the sated cat fazes in the shade, the body
of its prey decomposing in the heat. The flowers” tune
changes as the heat bakes the moisture from their
petals and stalks. The grass is baked brown in the swel-
ter. The narrator and companion sweai and fight for
breath.

Come Autumm, the leaves fall and blow about; the “The Dark Wood™

flowers die, leaving only featureless stalks. The narra- The narrator takes a journey through a dark forest,
tor and his companion, followed b}: the cat, seek with repeal'ed hints of unseen animal followers.
shelter in the study overlooking the lawn. Ruins of old shrines, temples, idols, and
The bare trees lower menacingly as a altars are glimpsed in the dense over-

cold rain pummels the scene. growth. Are the pursuers old gods in
search of new worshippers — or do

they seek prey?

Winter comes, turning the rain o
snow. The trees are black skeletal
things on the lawn, and the wind
howls horribly. The companion
takes his leave across the lawn
as the snow turns to blizzard.
The wind howls even more J’ “ﬂ ﬂ,e
horribly, and the cat flees the
study, hissing.

“The Tower™

A nocturnal flight from a
faceless mob bearing torches.
A leering bloated full moon.
Wordless chants from the
mob. The only refuge is 2
lonely tower on the plain,
i Gaining the tower, barring
. the door, climbing to the
y top. Waiting for the chanting

Aftera rain at the bcghming
of Spring, the narrator stands
on the lawn watching the cat.
Flowers sprout rapaciously / /
from an oddly shaped mound ¥ (’/
~— which the narrator realizes ¥ /)
is the decomposing body of his /,;/Z/ 7

c.ompamon

maob to breakin,

A series of five sonnets, each de-
scribing an ancient artifact or ar-
17/, chaeological find of some kind: an
y// Egyptian canopic jar,a weathered stat-
ue of an unfamiliar Greek god, crum-
bling and corroded Greek and Roman
weapons, a neolithic fertility statuette,
and a pair of bronze Greek theater
masks. Each one is accompanied by a
small sketch in the margin. In each

: ‘@ “Relics of a Dead Age”

“In Dreams”
Dreams are gateways to other worlds,
times, lives. Dreams haunt the living
every night, but despite this, Man still
chooses to sleep.

¥rontispiece from
*Dreams % Yancies

“Where My Brother Rests”

The poet takes a brooding journey through a cemetery poem, Ainsley describes the item and
to visit the grave of his brother. Some schelars say the fancifully imagines what its creator/user/wearer was

piece reters to Lord Byroz1. like. He exhibits @ sense of wonder that these tools far
outlived their creators.

“The Nlusion of Love™

t« : 3. -
A portrayal of a woman as innocent and loving, to “Neath Paseidons Crown

whom the narrator gives his trust and love. The On a nocturnal walk along a Greek beach, the mur-
woman is then revealed as a deceitful temptress, a muring of the ocean almost sounds like an incanta-
demon, sucking the life, love, and soul from him — as tion. Dving and dead fish wash up on the beach in
he willingly allows her to do so. droves, some to gasp out their life on the sand. The

tide goes out, revealing more dead fish out on the reef.

DREAMS FROM A DEAD POET’'S BOOK 113
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As the water recedes further, the reef is revealed 1o be
the crown of a monstrously huge statue beneath the
waves, The narrator flees in terror rather than seeing
the awful face beneath that crown.

“In the Ruins”

The parrator takes a journey through misty Greek
ruins on a nameless haunted island, Countless statues
of unrivalled realism surround him. Then the hiss of a
serpent accompanies the tread of unseen feet, In a rec-
ollection of the legend of the Gorgons, he observes
that only one of the three accursed sisters was slain —
and then he hears a sound. Turning, he is face to face
with a woman of matchless beauty — but her eyes are
daggers and her hair serpents. The narrator’s final
thoughts are a mixture of love and revulsion.

“Madness, or The Muse of Chaos”

Madness is an instructive force, a fresh point of view,
Madness is a living being. godlike, guiding the lives of
those who suffer from it. Madness is the narrator’s
muse, and the narrator is Madness’s champion.

 “lafinity”

 Discusses the pettiness of human life when compared
against the workings of a vast universe, Man as a tiny
insect in the overall scheme of things. The collapse of
human will under the weight of such a realization.

“Concerning My Demise”

The narrator awakens in a glass-windowed coffin,
watching as his friends and relatives — some long
dead themselves — file past sadly, Later, the coffin is
carried to the cemetery, a journey described as
elimpses of sky and trees, and occasional tall tomb-
stones. Surrounded by mourners, the coffin is lowered
into the grave, and the narrator watches as shovels of
earth are thrown on, Finally, there is only darkness.

renf1ng Preams
e 8 \

The key to running this adventure is introducing the
dreams properly, preferably in a way that keeps the
investigators from initially realizing they are experienc-
ing a dream. Only when events turn from realistic to
surrealistic should it begin to dawn on investigators that
they may be actually dreaming. But as in our own
dreams, they can never be sure, and for reasons obscure,
they must play out their parts within these dreams.

The dream-vignettes are presented in an order that
describes the most realistic dreams first, those that can
be most easily shipped into the course of the adventure

without the investigators realizing what is taking place.
The later vignettes are the ones that are most obviously
dreams. By the time these take place, the investigators
have probably made the connection between these
nightmares and Ainsley’s poetry. However, the keeper
should not feel bound to present the dreams in the order
given, It is up to him to decide which dreams occur,
when, and to whom.

If the investigative group is small, the keeper may
wish to allow his players to “go solo,” dividing the
vigneties amongst the group and allowing each investi-
gator to experience just a few of the dreams. Group
dreams can also occur with all the ivestigating team
present during the dream. Tips on running the individ-
ual dream-vignettes are included with the descriptions
of the dreams, but the keeper is encouraged to be cre-
ative. It is possible that investigators will inadvertently
experience some dreams in the middle of the day, per-
haps while dozing on 2 sunny park bench following a
good meal, or after nodding off for a few moments over
a dusty book in a shadowy corner of the library.
Awakening from a terrifying nightmare while in a pub-
lic place might lead to an embarrassment or two. The
dreams can occur every night or every other night and
should keep pace with developments in the waking
world side of this investigation.

Two of the dreams, “Relics of a Dead Age” and
“Cycles of Decay,” do not cause full-blown dreams, but
only minor disturbances to the investigators’ dreams
{and sometimes their reality). Their use is described
under “Atmospheric Effects” Two endgame dreams,
“Concerning My Demise”™ and “The Tower,” are
described at the conclusion of this adventure. Each of
the dreaming investigators should experience one or the
other of these final dreams.

Dream Ru [e;

Complete rules for running these dream-adventures are
described below. These rules should be used in place of
the dreaming rules found in Chaosium’s Dreamlands.
However, keepers familiar with the Dreamlands rules
may optionally include such things as the Dreaming skill
or Nightmare Effects as they see fit.

INJURY AND DEATH

All damage is calculated as normal. Upon awakening,
the investigator finds that aside from stiff joints or unex-
plained bruises, injuries suffered while dreaming do not
exist in the waking world; furthermore, they do not they
carry over to future dreams. An investigator who is
“killed” while dreaming awakes screaming, bathed in
sweat, and suffers and immediate loss of 1D8 SAN.
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Being killed in one of these dreams does not prevent a
character from future dreaming.

INSANITY

Sanity losses within these dreams are rolled in the usual
manner; unlike injuries, they carry over into the waking
world. An investigator who goes insane while dreaming
awakens and suffers the effects of his insanity in the
waking world, Likely episodes of insanity are listed at
the end of some of the dreams. The effects of the
“endgame” dreams are especially dire if the dreamer fails
to defeat his own pessimistic/evil/dark side.

EQUIPMENT

Unless a dream specifically calls for the character to have
an object, investigators usually find that while experi-
encing the dreams, they have no personal possessions
other than their clothes. Most dreams require the inves-
tigators to have little in the way of special equipment,
but weapons may sometimes come in handy. The keep-
er may allow a dreamer to “create” a specific object by
successfully rolling POW x1 or less on a D100 [Will
save (DC 20) and 3 points of temporary Wisdomj.
Optionally, the Dreaming skill can be used. [See the d20
Appendix for more details. ]

Note: During the two endgame dreams, “The Tower”
and “Concerning My Demise,” the investigators must
face their “darker sides™ shadowy figures that exactly
duplicate the investigators, Any objects the investigators
create for themselves, including firearms, will be dupli-
cated by their shadow doubles.

ESCAPING THE DREAMS

As Roger Ainsley discovered, these dreams cannot be
escaped — only endured. They continue on toward their
inevitable conclusion as long as the investigators are
residing and sleeping in Kingsport, Leaving the city and
never returning is the only way to bring a halt to the
dreams.

Drenms /\NC(
NIS Emnres
“ISOLATION”
This is a good first dream for investigators to experience.

The keeper should introduce it one evening as one investi-
gator {or possibly more), returns home late one night,

probably after a loug day spent trying to unravel the mys-
tery of Charles Baxter’s death. { The player should not be
told his character is dreaming.} At the conclusion of the
dream, the investigator awakens at home in his bed, sud-
denly realizing that he has dreamed these events. The
keeper informs him that he now remembers a quiet,
wneventful walk home before retiring to bed.

Kingsport seems even darker than usual on this moon-
less night, and quieter — not a soul is seen on the
streets. With a successful Spot Hidden [Spot check, DC
15], a glance in a nearby window reveals an old man in
eighteenth century garb, including buckled shoes and
powdered wig, peering out the window; he is apparent-
ly oblivious to the dreamer. Other candlelit windows
reveal similar sights, including old-fashioned folk living
in Georgian houses furnished in the style of the eigh-
teerith century. Should the dreamer knock at any of
these doors, he gets no answer. Nearing his lodgings, the
investigator hears a bell ringing across the dark silent
town, tolling hauntingly from atop Central Hill In that
direction, a dark steeple can be seen stabbing into the
sky. Central Hospital is gone, and in its place stands the
rotting edifice of the old Congregational Church. The
dreamer finds his key will not open the door to his
house or apartment building. Loud knocking elicits no
response.

The duration of this dream is left to the keeper. It is
best ended when an investigator attacks a
door/house/window in frustration or starts to climb
Central Hill toward the darkened church. Upon awak-
ening, sweating and fearful, the investigator suffers a
SAN Joss of 0/1D2.

“INFINITY”

This is another dream that can take an investigator by sur-
prise by its infiltration into reality. It can be sprung on the
investigator at any tiwte, and it is perhaps most effective
witen it occurs to only a single dreamer.

Regardless of what the investigator is doing, the dream
starts when he touches an object — and watches i
crumbles to dust. This startling event costs 0/1 SAN
Alternately, the dream can start with a bang, when th
imvestigator touches another investigator {or other char- ¢
acter) and watches her turn to dust. SAN loss in this case
is 1/1D6. As the shocked investigator reels about in awe,
the room or other setting in which the dream takes place
also begins to crumble. Paint peels off walls in strips;
boards rot and fall away; people collapse, as their flesh
runnels off like melted wax and their bones turn to pow-
der: clouds race overhead, and the sun begins an
increasingly rapid circuit of the sky, followed by the
moon and stars. All around the investigator, the town
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crumbles into dust and blows away, carried on a hellish
wind. SAN loss for this bizarre trick of time is 0/1D4.

If the investigator is unable to wake himself (POW x1
or less) [Wili save, DC 15}, the dream continues. Time
races madly on, and eventually the entire earth crumbles
and is blown away on an alien wind, leaving the investiga-
tor floating in the cold, dark void. The SAN loss for these
additional horrors is 1/1D6, Soon shapeless, featureless
 things begin to hover nearby, just out of sight. A second

chance for the dreamer to awake himself occurs here, and
vith a successful roll of POW x1 or less [Will save, DC
15], the investigator escapes the dream without seeing
them clearly. If the roll is failed, he or she sees these mon-
strous Larvae of the Outer Gods, losing 1/1126+2 SAN and

awakening with a scream,

Insanity Effects: Many possible episodes of insanity can
be caused by this dream, among them amnesia, catato-
nia, stupefaction, barophobia, monophobia, psychro-
phobia, and scotophobia.

“‘NEATH POSEIDON’S CROWN”

This is a good first dream to use for a group of investiga-
tors who have all read Dreams & Fancies. It can occur
wher the group is walking in Kingsport within sight of the
harbor. It should be kept in mind, however, that at the end
of the dream, the investigators probably awake at home in
their beds. It may be that the investigators experienced the
dream at the end of the day as described above in
“ksolation.” Another possibility is to allow the dreamers 10
believe they have gotien out of bed in the morning, met
somewhere for breakfast, and then experienced the events
described below. They wake in their beds realizing that
they only dreamed that they had risen and gone out.

This dream finds the investigator walking along the
Kingsport shoreline. Dead fish begin to wash up on the
beach by the hundreds. Some are unnaturally large and
malformed, some bear a queer yellow-green glowing
tinge, and some look more like jellyfish or octopi. With
a shock, the dreamers notice one object much larger.
Upon closer examination, it proves to be a human
corpse! (SAN loss is 0/1D2.) If the investigator moves
closer, a wave turns the corpse over, revealing that it is
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the bloated drowned body of Charles Bagter (requiring
an additional SAN loss of 1/1D3).

The waters then begin fo recede from the harbor,
exposing the scabed and revealing more dead things
lying in the ooze. Soon the waters have left the harbor
dry. Far out to sea, the reef itself is seen exposed.
Millions of dying fish flop about the reef] calling for a
further SAN loss of 0/1. It is then obvious that the reef
is in the shape of a titanic, multi-pronged crown. The
waters continue to recede, slowly revealing the face
beneath the crown. A sense of dread hangs in the air
Players who try to awaken their dreamers at this point
can do so with a successful Dreaming roll or a POW x1
roll [Will save or Concentration check, DC 15]. Those
who continue dreaming watch in horror as the face
beneath the crown is revealed to be that of Great
Cthulhu. SAN loss for seeing the face of this mon-
strously huge statue is 113/2D6. The dreany ends as the
investigator is startled awake.

Insanity Effects: Investigators driven insane by this
dream may suffer from thalassophobia, and perhaps
necrophobia, bathophobia, or agoraphobia.

“MY BROTHER RESTS”

If the investigators walk through Kingsport a great deal,
the keeper may be able to trick them into thinking their
walk through this dream-graveyard is real. Depending on
wiiich burial ground they know best, this dream can take
place in either the Central Hill Cemetery or the
Underwood Park Cemetery.

This dream finds the investigators strolling through a
large graveyard on a windy, cloudy afternoon. The sky is
relentlessly gray. As they walk, allow each investigator a
Spot Hidden roll [Spot check, DC 13]; if successful, an
investigator notices a partially dug grave (each dreamer
spots a different one). The graveyard at first seems
empty, but soon the dreamers happen npon a small bur-
jal party — priest, mother, father, and son. A successful
Idea roll {Intelligence, DC 10; can’t take 10} identifies
the son as a teenage Roger Ainsley. Ainsley looks up at
the investigators just as the dream ends. The depressing
atmosphere and setting of this dream costs 0/1 SAN.

“THE DARK WOOD”

Although this dreawi can begin in a manner similar to
those above, with the innocent investigators walking
through Kingspert, it rather quickly becomes an obvious
drearmn as the unfortunate dreamers rurn a corner and
suddenly find themselves inexplicably lost in a dark and
wild forest.

Squat mushrooms, carpets of lichen, and thick, twisted
trees of unidentifiable species crowd this woodland. As

and the investigators — dancing, singing, storvtelling,

the dreamers wend their way through the trackless for-
est, Listen rolls [ Listen check, DC 13] pick out odd twit-
terings and rustlings, while Spot Hidden rolls [Spot
check, DC 13] give brief glimpses of small creatures that
seem to be tailing the party. Ancient stone ruins are
occasionally seen poking through the undergrowti:
these are the remains of columns, flagstones, crumbled
shrines, and temples. A thin piping music is heard.
Despite which way they turn, the dreamers seem to
draw ever nearer the source of this sound.

Additional Spot Hidden rolls {Spot check, DC 13]
allow a good look at the party’s pursuers: satvrs, fauns,
wood nymphs, centaurs, and other mythical woodland
creatures. SAN loss is 0/1D2 for the whole of this appar-
ently peaceful lot. These creatures behave skittishly at
first, but soon approach the party if not driven away.
What follows is a peaceful meeting between the creatures

and feasting are among the featured activities.

As the fairy-tale interlude proceeds, female investi-
gators soon find themselves harassed by the satyrs, while
the male investigators are tempted into trysts with will-
ing wood oymphs. The satyrs are most insistent,
attempting to charm their intended victims with pan
flute music, Chosen partners succumb to creature
charms if they fail a POW vs. POW struggle [Will save,
DC 15]. Charmed victims are led away 1o participate in
disturbing sexual rites (SAN loss is 1/11D6 for the victim
and 0/1D3 for witnesses). If any of the woodland crea-
tures are attacked, they flee without engaging in com-
bat; this ends any scene of sexual interaction. The dream
seems to end when all the investigators pass out from
too much wine, fall asleep from exhaustion, or fain
with jaded disgust.

A Dark Worshipper

Sleeping dreamers awake to find themselves alone, If
one or more of them is familiar with Shub-Niggurath,
the dreamers find near them, in a clearing in the woods,
a huge stone altar. Examination of the altar and a suc-
cessful Cthulhu Mythos roll [Cthulhu Mythos check, .
DC 15] reveal it is dedicated to Shub-Niggurath, the v
Black Goat of the Woods. A great crashing in the woods #8
nearby is then heard — the sound of something huge
approaching the altar,

If the investigators flee immediately, they may not
see the pursuing horror for some time, but eventually
find that they are running for their lives from one of
the dark young of Shub-Niggurath (SAN loss is
1D3/1D20). If the party splits up, the dark young fol-
lows a single investigator, whoever rolls the highest
result on a Luck roll [a d20 roll}; the others are
allowed to escape the dream and awaken at home. The
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dream ends for the pursued investigator only if he is

caught and horribly killed, the dark young is defeated,
or he eludes the pursuing monster. Roll once per
round of pursuit. A roll of POW x1 or less [Will save,
DC 20] allows the character to escape. A roll against
POW x5 [Will save, DC 10] maintains the distance
between the pursued and the pursuer, while a higher
roll {a result below 10] means the dark young has
caught up with the investigator.

Dark Young of Shub-Niggurath
STR 44 CON 18 SIZ 45 INT 14 POW 20
DEX 16 MOV 08 HP 32

Damage Bonus: +5D6
Weapons: Tentacle 80%, damage 5D6 plus STR drain.
[See the Creatures chapter of the core rulebook.]

- Hostile Zoogs

Dreamers unfamiliar with Shub-Niggurath awake to
find themselves surrounded by a horde of stealthily
approaching zoogs {(SAN loss is 0/ 1D3 for this horde.)
Each investigator is attacked by 1D6+1 of these raven-
ous creatures, who attempt to bite their victims to
death. [A zoog is a CR 1/4 creature, so four of them
should make for a CR 1 encounter.] The dream resolves
in the same manner described above, except that split-
ting up offers no defense. Bach dreamer is pursued by
his own personal horde of zoogs.

- The Attacking Zoogs
STRO3  CONO7 SIZOi INT 14 POW 11}
DEX 21 MOV 08 HP 04

Damage Bonus: -1D6.
Weapons: Bite 4006, damage 1D4-1D6.
[See the d20 Appendix, Entry #35.]

Insanity Effects: Investigators who go insane because of
~ this dream suffer from dendrophobia, and perhaps
botanophobia and zoophobia as well. The more SAN
~ lost by the character, the more severe and numerous his
~ phobias should be. Females deceived by satyrs may suf-
fer androphobia,

“THE ILLUSION OF LOVE”

This is very obviously a dream, and it will be difficult to
~ fool any of the investigators into thinking it is a real world
experience,

The dream begins in a very serene manner: the investi-
gators are picnicking on the Old Town Square (105) on
a warm, bright sunny day. Each investigator is distanced
from the others {though Spot Hidden rolls [Spot check,
DC 13] pick out the others), for each is with a lover, be
it girlfriend or boyfriend, husband or wife, old flame or

other. Numerous other couples are also present — eat-
ing, lying together on blankets on the grass, Jaughing,
talking, enjoying the weather. All in all, it is a very idyl-
lic scene,

As the dream continues, a Spot Hidden roll picks out
Roger Ainsley [Spot check, DC 15] and a female compan-
ion among the picnickers. The investigators’ companions
do not willingly allow their loves to wander off, sulking
pitifully if they try. Regardless, if the investigators look for
Ainsley, some find be has left, while others realize they
have mistaken someone else for the dead poet.

As the investigators begin to doze in the afternoon
sun allow each another Spot Hidden roll [Spot check,
DC 13]. If successful, they are shocked to discover that
the female picnickers are feeding on the males (vice
versa for fernale investigators). Red-dripping mouths
suck hungrily at open throats flowing with blood.
while dainty hands grip knives that slash open wrists
for other hungry mouths. Voluptuous lips part to
reveal vampire fangs.

Except for the other investigators, the victims appear
undaunted by their plight — Ainsley included. This
scene costs the viewer 1/1D4 SAN. Turning to face his or
her own love, each investigator looks into the thirsty
eves of a duplicitous vampire. SAN loss is 1/1D6. The
vampires attempt to charm their chosen lovers before
feeding upoen them [Will save, DC 15, to resist]. The
dream ends when the perplexed investigator kills the
attacker, avoids the creature’s gaze and eludes it, or is
killed by it.

Vampire (female/male)

STR 20 CON20  SIZ10/14 INT 13 POW 14
DEX 12 APPI3  EDUNA SANNA  HP 5117
Damage Bonus: +1D4/+1Db.

Weapons: Touch 50%, damage special®
Bite 509, damage special**

Gaze, damage special™*

*If touched by she vampire and the victim fails a POW vs.
POW roll, hie or she loses POW equal to 1D4 plus the vam-
pire’s damage bosus.

** Someone bitten by a vampire foses 1D6 STR poinis {plus
damage bonus). The victim must roll POW x5 or less on
D100 to avoid the gaze. If the roll Is failed, a POW vs. POW
strugele ensues to if the vanpire overcomies it vieting's will.

**= Those hypnotized by the gaze of the vampire are helpless to
escape the manster’s fangs.

{See the d20 Appendix, Entry #36]

Insanity Effects: An investigator who goes insane from
this dream suffers a fear of the opposite sex (gynephobia
or androphobia), and an especially paranoid fear of the
lover who attacked that investigator in the drean.
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“IN THE RUINS”

This is another fairly obvious dream. Unless the investiga-
tors choose to rent a boat and ge to sea, there is little
chance of fooling them into thinking this a real world
experience.

This dream begins with the investigators aboard a row-
boat drifting through impenetrable mist and fog. A
massive cliff suddenly looms up out of the mist as the
boat grates against a rocky shore. Leaving the boat, the
investigators spy numerous Greek ruins dotting a hilly,
familiar-looking landscape. An Idea roll [Intelligence
check, DC. 10; can’t take 10| identifies the area as
Kingsport, but lacking any familiar buildings. The cliff
looming above them is the unmistakable Kingsport
Head. The fog limiis visibility to a number of feet equal
to the investigators’ POW x | [highest Wisdom].
Exploring the land, the dreamers find incredibly
realistic statues standing among the foggy shadows.
Some of the statues’ faces are twisted masks of terror,
while others appear almost peaceful. With successful
Spot Hidden and Idea rolls [Spot check (DC 13) and an
Intelligence check (DC 10; can't take 10)]; an investiga-
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tor comes across a statue that seems very familiar — it
is Roger Ainsley. A second statue, one the viewer swears
moved just before he came to it, is of a godlike figure, A
successful Dream Lore, History, Occult, or Cthulhu
Mythos roll identifies it as Hypnos, the Greek god of
sleep, | Cthulhu Mythos or Knowledge {dream lore}, DC
15; Knowledge {occult), DC 20]. Alternately, a Greek
roll [Speak Greek, DC 15] translates this same informa-
tion from a scroll the statue holds in its hand. As the
dreamers further explore the ruing Listen rolls [Listen,
DC 10; remember to include distance penalties] pick up
the sound of padding footsteps and the gentle hissing 0
mary snakes.

Unavoidably, the dreamers find themselves separat-
ed fram each other in the mists. Moments later, each
discovers an incredibly realistic statue of one or more of
his dream-companions. An Idea roll [Intelligence
check, DC 10; can’t take 10] allows a dreamer to realize
that they are in the lair of a Gorgon, one of the serpent-
tressed sisters of Medusa. The Gorgon appears as a very
beautiful young woman clothed in ancient Greek garb,
with blazing eyes and a writhing mass of serpents for
hair. The Gorgon stalks the dreamers in a tense cat-and-
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mouse game, which ends when all of the dreamers or
the stalking Gorgon is killed. The SAN loss for seeing
the monster is 1/1D8.
The Gorgon

STR 11 CON 12
DEX 13 APP 08

Damage Bonus: +0

SIZ 11
EDU NA

INT 14
SAN NA

POW 15
HP 12

Weapons: Serpents 65%, damage 1D4 plus POT 12 poison
Gaze, damage special®

*The target’s player must rall POW x5 or less on D100 to
avoid the gaze. If this roll fails, a POW vs. POW strug-
gle ensues ta see if the Gorgon's gaze transforms the vic-
tim Lo stone (killing him and ending the dream),
Successfully avording the Gorgon'’s gaze adds 10% to her
Serpent attack.

Insanity Effects: Those who suffer from petrification
awaken with a part of their body paralyzed, a paralysis
lasting for 30 days minus the victim’s POW. Roll D20 to

determine what part is paralyzed: 1, from the neck
down; 2-5, feft leg; 6-9 left arm; 10-13, right leg; 14-18,
right arm; 19-20, from the waist down. {The character
should be exhausted, as described in “Character
Conditions” section of the Combat chapter. The d20
version of this creature is CR 8, so this is a very brutal
dream.] In cases of lesser insanity. ophiophobia or
monophobia may be more appropriate,

“MADNESS, OR THE MUSE OF CHAOS”

This dream can be particularly effective when used on an
investigator who is presently or recently undergone hospi-
talization or confinement.

This dream begins with the investigator suddenly wak-
ing up. His arms are severely constricted and movement
difficult. Struggling to a sitting position he finds himself
securely strapped into a straitjacket. Around him sever-
al dirty, wild-eyed people mill about, dressed in torn
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grubby smocks resembling hospital gowns. The room
appears to be made of stone blocks, and thick iron bars
seal the windows, If the dreamer is unable to guess, an
Idea roll [Intelligence check, DC 10; can'’t take 10] tells
him he is in an asylum.

The other inmates soon notice their new playmate
and shuffle over. The filthy, gibbering, toothless wretch-
es paw, poke, drool, spit, faugh, and point at him. This
unnerving situation costs 0/1 SAN. Although at first
their words are unclear, 2 successful halved Idea roll
[Intelligence check, DC 15; can’'t take 10} discerns
British accents, perhaps tipping off the investigator that
something isn't quite right {or real) here.

With a successful roll of POW or DEX x 1 (which-
ever skill is higher) [Escape Artist check or Will save, DC
15 in this dream}, he is able to wriggle out of the strait-
jacket. If at any time he cries for help or attacks his fel-
low inmates, they begin beating him, inflicting 1D4
points of damage each round. Each round of combat
allows the dreamer to make a POW xI roll [Will save,
DC 20] to awaken himself from the dream.

[f the investigator remains docile, a Spot Hidden roll
iSpot check, DC 13] picks out a familiar face in one cor-
ner. This persorn is ceouched on the floor, using a sliver
of wood to hastily write on a few tiny scraps of paper.
Every so often, the writer jabs the sliver into his blood-
fed arm to get more “ink,” This character 1s, of course,
Roger Ainsley. The SAN loss for seeing the mad dead
poet insanely going about his work costs 0/1D3.

1f approached, Ainsley speaks briefly and cryptically
to the dreamer. (Remember that he is mad.) Some sam-
ple speeches:

« ] think these are niy best work. They showld be, for my very
life’s Bblood is within them.”

S “Words are incamtations; they sumimon forth images in the
reader’s mind.”

* “Dreams cannet be escaped, only endured. My dreams have
pursied and persecuted sne ever since | spurned the Dream-

Muse.”

* “Hypnos, the lord of sleep, has no mercy, He cwrsed my work,

my life”

After a few minutes of this, the other inmates jealously
drag the investigator away, beating him as described
above, at which time the dream ends.

Insanity Effects: Though unlikely, episodes of insanity
caused by this dream might include claustrophobia and
fatrophobia.

“IN DREAMS”

This dream must occur on a night when another investi-
gator is experiencing one of the dreams based oyt Ainsley’s
poems. This episode affects a second investigator, who is
actually asteep and experiencing a dreamn within a dream.

One of the investigators is asleep and dreaming. At the
same time, a second investigator “awakens” with a pre-
monition of danger for his companion. If he attempts to
reach his endangered friend by telephone, he gets no
answer. He must find his friend to help him.

Traveling across Kingsport, the concerned friend
sees a shaft of eerie red-gold light piercing down from
the night sky. An Astronomy roll [Knowledge (astrono-
my), DC 10] identifies its origin as the constellation
Corona Borealis, the Northern Crown. A successtul
Dream Lore, Occult, or Cthulhu Mythos roll
[Knowledge {dream lore}, DC 15; or Cthulhu Mythos,
DC 20] identifies the beam of light and the constellation
from which it emanates as phenomena related to
Hypnos, the god of sieep. This shaft of light stretches
down to the endangered investigator’s lodgings, enter-
ing the building through this character’s bedroom win-
dow: Inside the bedroom, the shaft of light is found to
bend and curve in order to fall upon the sleeping inves-
tigator’s face. (SAN loss is 0/1.) :

The sleeper cannot be roused by any means, but

tosses and turns restlessly as he experiences the dream
created by the eerie shaft of light. Breaking the red-gold
light beam in any way (such as drawing the curtains or
passing a hand in front of the sleeper’s face) doesn’t
affect the sleeper or his dream in any way, but instead
calls Hypnos himself to the scene. That portion of the
light beam within the room begius to swirl, coalescing
into a slim, youthful avatar of the god, Hypnos (lose
1/1D4 SAN). Hypnos demands to know why his sur-
veillance of the sleeper’s dream was curtailed.

If spoken to civilly, the god of sleep answers any

and all of the investigator’s guestions. It explains his
offer to the dreaming Ainsley in the Alps in 1822. It
then details Ainsley’s spurning of Hypnos gift of
greatness, the later haunting of Ainsley’s dreams, the
Hypnos-enhanced strength of the dreams experienced
by the investigators, and most importantly, the fact
that the poems cause the dreams resulting in a psychic
self-evaluation. This latter effect, Hypnos says crypti-
cally, will become apparent soon.

After he has exhausted their questions, Hypnos
threatens to punish the investigator who first blocked
his light beam. If this investigator fails an Persuade
roll [Diplomacy, DC 20], Hypnos Transforms that
character, sending him off into the sky on a red-gold
beam of light.
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If anyone attacks Hypnos, he attempts to Transform
them also. Anvone attacking Hypnos must make a suc-
cessful Dreaming or POW x1 roll [Will save, DC 20] or
watch their weapon be transformed into a scintillating
ball of red-gold light that quickly dissolves and disap-
pears. If Hypnos is “kifled,” he is dispelled for 2 time, but
may return later to seek revenge. Despite this, the
Ainsley-inspired dreams continue unabated, running
their course until the final nightmares occur
Transformed investigators either disappear from the
waking world, die in their sleep, or lose 1D10 SAN.
Dietermine this effect randomly.

Concerned investigators who merely stand watching
over their sleeping companion suddenly awake in that
roomy discovering that it is morning and the sleeping
companion is also awake. Did they merely doze off
while standing their vigil? Or was the whole experience
‘merely a dream? If 0, how did they come to be in their
friend’s bedroom?

Insanity Effects: Though unlikely, possibilities include
acrophebia, barophobia, and bypnophobia (fear of
sleep).

Hypnos, God of Sleep

_"_STR 20 CON 100 SIZ 12

DEX30 APP31  MOVS

Weapon: Transform 100%, damage special

Armar: Hypnos is immune to anything that does not simul-
taneously exist in both the Dreamlands and the waking
world. Thus, he can be harmed only by dreamers in their
dreams, and by deities.

Spells: Transformation ability

Sanity Loss: Seeing Hypnos in his more terrifying true form
costs 1D6/1D20,

*Althaugh Hypnas® Transformation ability is capable of many
different effects, senie beneficial, in this case he will simply
transform hostile investigators into shafts of red-gold light
that speed off in the direction of the Corana Borealis.
Remaining there forever, these unfortunate characters
became the playthings of Hyprios and others.

|If you really need stats for this god, see the d20 Appendix,

Entry #38.]
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The lollmﬂng two poems do not cause actual dreams of
their own, but contribute in small ways to the dreamy
atmosphere of the scenario. Explanations of how to use
~ these effects are provided, but the keeper is encouraged
to experiment,

INT 80 POW 85

HP 36

“RELICS OF A DEAD AGE”
This poern quietly and insidiously colors an investiga-
tor’s other dreams, and possibly his perceptions of the

waking world as well. Bits and pieces from these brief
sonnets can be used in several ways.

First, the artifacts described in the poems may sur-
face as props within other dreams. Consider incongru-
ously placing the canopic jar within the graveyard of
“Where My Brother Rests.” The statue of the Greek god
is perfect for “In the Ruins” or “The Dark Wood.” The
Greek and Roman weapons might be found “In the
Ruins.” while the Stone Age fertility statuette could be
poking through the lichen-crusted soil of “The Dark
Wood” The Greek theater masks may be worn by the
madly capering inmates of “Madness, or The Muse of
Chaos.” Other uses may present themselves.

Secondly, the investigators may have minor, nagging
dreams of seeing these items somewhere in Kingsport:
the smaller items in shep windows or private collec-
tions, the statue in an artist’s backyard collection or a
graveyard, and so forth. These events cost no SAN, but
if the investigator thinks to check the veracity of his
dream, he or she finds it to have been inaccurate. A sim-
ilar item may be found in that place, but not the exact
piece from Ainsley’s poems.

A final use should further unnerve the investigators,
In this usage, an investigator gets a fleeting glimpse of
one of these objects somewhere in Kingsport while he's
awake. The item’s location may be as outlined in the
previous paragraph. Call for an Idea roll {Intelligence
check, DC 10; can't take 10]. If the investigator fails, he
does not realize what he thought he saw until a few
minutes (or hours) later, In any case, when the investi-
gator thinks to check for the item, he finds something
similar ... or nothing at all.

“CYCLES OF DECAY”

This poem causes a series of dream-glimpses that
exactly duplicate the cycle of seasons described in the
poem. If desired, the keeper can split this poem’s
dreams into as many as five different dreams {for the
same investigator) — one for each of the five sea-
sons/scenes described. These are very short scenes,
which may be used as precursors to the longer dreams,
and thus serving as fleeting glimpses of what is to
come. The SAN loss for the first Spring is 0/1, Summer
is 0/1, Fall is 0/1, Winter is 0/1, and the second Spring
is 1/1D4. Reasons for these losses should be apparent
from the poems’ descriptions,

This dream-series should appear to take place in
Kingsport. The lawn and study setting will appear to be
the home of the dreaming investigator, or where he is
staying in Kingsport, or {if necessary} a non-Kingsport
setting familiar fo the dreamer and somehow trans-
ferred to the town.
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If the dreams are being introduced with enough subtle-
ty, the investigators should become wary ot their reality.
The keeper can take advantage of their insecurity by
staging some waking world events that may at first seem
like dreams.

* An investigator is awakened in the middle of the night
by somieone moving about in his house or room. He
may think it’s a nightmare and take appropriate action,
perhaps firing a gun at a moving shadow. The shadow
turns out to be a similarly armed Jim Redmond who, in
a fit of paranoia, has come to either rob or murder the
investigator. Killing him might be a matter of self-
defense.

* A situation similar to the one above turns out to be a
very drunken Ted Kovey. Having suddenly remembered
something important about Charles Baxter, he has
come to tell the investigator all about it. Accidentally
killing Kovey may lead to remorse and possible legal dif-
ficulties. Lose 1/1D4 SAN.

* A late night phone call from a hysterical Corla
Fistienne precedes her suicide by only a few hours. She
confesses what she feels is her role in Baxter's suicide

and hangs up. Her suicidal intent is not obvious unless.

the investigator makes a Psychology roll [Sense Motive,
DC 15]. Failure to take action and prevent the young
girl’s death costs the investigator 1/1D3 SAN. If the
young girl dies, the keeper might wish to kick off a guilt-
ridden investigator's next dream with a late-night phone
call from the late Corla Fistienne. This is, of course, part
of the dream.

i 25 7
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The Jast two dreams described take place at the conclu-
sion of this scenario. Each dreamer must experience one

or the other of these nightmares in order to complete
the adventure.

1f there are only two investigators, each can play one
of the dreams. If there are more than two investigators,
the keeper may create additional dreams similar to
those described below, or simply have some of the
investigators share the same dream experiences. In this
case, the keeper may run the investigators through the
dreams consecutively, but it is suggested that he
attempt to do it concurrently. Two or more investiga-
tors can experience the same nightinare, dreaming
independently of each other. The keeper can narrate
the dream to two separate dreamers ar the same time,

allowing each investigator to experience his own dream
and to make his own choices within his dream. As
events occur, ask the dreamers to decide upon their
responses. Only after all the dreamers have made their
statements of intent should you reveal the conse-
quences of their actions. This prevents a dreamer from
seeing the results of another investigator’s choice before
making his own decision.

“THE TOWER”

Orne of the two “endgame” dream-vigneftes, this dream
begins with the investigator walking alone on a moonlit
plain at night. In every direction, a torch-bearing mob
bears down on the dreamer. Chanting a wordless drone,
they advance. If the investigator allows the angered mob
to draw close enough, he sces they are dressed like
medieval peasants, armed with farm implements and a
few swords and spears, Hopefully the investigator gets the
paint and flees.

The only shelter seems to be a lonely tower not far away.
The investigator reaches the only door into the small
tower just before the mob closes in on him. The door
can be barred from the inside, and in the dim moonlight
filtering in from above, a staircase is seen leading up
through the featureless interior to the roof. The mob
continues to chant and pound the door. As it begins to
splinter, the dreamer may want to head for the roof,
since it his only hope of escape. Atop the roof, the
dreamer finds the chanting crowd spread round the
tower as far as the eye can see. Shadows flicker and
dance in the wavering light of the torches.

The full moon leers down from above. With a shock,
the dreamer sees that the silvery globe bears a malevo-
lent face (SAN loss is 071D4). A Dream Lore, Occult, or
Cthulhu Mythes roll [Knowledge (dream lore), DC 15;
or Cthulhu Mythos, DC 20] identifies the face of
Hypnos, the Greek lord of sleep.

With another shock, the investigator finds he is not
alone on the tower roof. An ancient, bearded man in
white robes stands nearby, a sword held in his hand,
point downward. If the investigator chooses to attack,
the dream turns “bad” (see below). If he or she stays
calm and does not attack the stranger, the old ma
smiles, then says, “You have triumphed, my son.
Behold! Your dark side has fled” The old man points
with the sword to where his and the investigator’s shad-
ows should be on the ground below, but only the old
man’s is there. A thunderous cheer erupts from the joy-
ous crowd, and the old man smiles warmly. The inves-
tigator awakens.

If the dreamer chooses aggression, the ancient man
dissolves, anly to reappear behind the dreamer. He says,
“The darker parts of your soul are overpowering you.

FINAL NIGHTMARES
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This is your final chance to defeat and escape them.” The
face of the full moon now grins down horribly. The
dreamer loses 1/1D3 points of SAN as he recognizes the
leering face of the insane Roger Ainsley.

With a single stroke, the old man cuts free the
dreamer’s shadow, Before the dreamer’s startled eyes,
the shadow stands up to reveal itself as a pitch-black
duplicate of the investigator! (SAN loss 1/1D6.) This
being shares identical statistics and skills with the
dreamer. Without warning, it strikes out at the dream-
er with its fist (+10% to its chance for this first sur-
prise~-swing). [This first attack is a surprise round; the
dreamer is flat-footed.] The shadow battles relentlessly
until either the dreamer or his duplicate is knocked
unconscious or killed. The dream immediately ends if
the investigator loses the combat. If the investigator
wins, the dream ends in the manner described above:
the old man congratulating the victor while the mob
cheers and huzzahs.

Insanity Effects: If the investigator loses the battle with
his dark side, he is automatically afflicted with a snici-
dal depression. Believing the dark side of his personal-

ity is now in control, he feels it must be destroyed
before it does harm to others. Other incidental phobias
could include acrophobia, agoraphobia, demophabia,
and scotophobia.

“CONCERNING MY DEMISE”

This dream is mare realistic, It begins with the investiga-
tor “waking” in the middle of the night to an odd sound: a
hranming noise that seems to regularly grow and die in
volume, Sitting up in bed, the investigator s struck by a
bright beam of light that suddenly pours through the win
dow, accompanied by the humming sound. Clearing hi
eyes, the investigator sees the light swinging back and forth
across Kingsport from atop Central Hill, which (perhaps
inexplicably) is now in full view from the investigator’s
bedroom window. Even stranger, the investigator notices
that Central Hospital is gone, replaced by the rotting old
Congregational Church. The “searchlight” beam contin-
ues to swing back and forth across the investigator’s win-
dow, beckoning him to come forth, SAN loss for these
bizarre events is 0/1D2,

FINAL NIGHTMARES
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Stepping out into the street, the dreamer finds the fown
completely dark and silent, save for the swinging,
thrumming light that beckons from the hill. The sound
of creaking, grating metal attracts the dreamer’s atten-
tion. Looking up, he sees that the weathervanes of
Kingsport are all trning to point toward Central Hill.
This phenomenon costs a further SAN loss of 0/1.

Climbing Central Hill, the investigator encounters a
man standing, hunched in the shadows of the graveyard.
The man’s face is obscured by shadows. An antique
lantern, the source of the mysterious humming light,
rests at his feet.,

He speaks: “Come on, old chum. We've got work to
do tonight.” With that, he swings a shovel over his
shoulder, picks up the lantern, and sets off through the
Central Hill Cemetery as the willow trees sway and rat-
tle in a chilly wind. The investigator may attempt to get
a better look at the face of his guide, but finds it seems
to always be lost in shadow. The guide does not answer
any questions, but chuckles ominously at times. 1f the
investigator tries to get physical, remind him that the
guide carries a mean-looking shovel. The guide leads

1 I}

the dreamer to the side of a partially opened grave,
which might be recognized as identical to the one
described in “Where My Brother Rests” Next to the
grave stands another man, his antique clothing whipped
by the wind. The man is a young, sad-eyed, forlorn-
looking Roger Ainsley. Turning to look at his guide, the
dreamer finds his companion to be a shadow-striped
spitting image of himself. {Lose 1/ 1D6 SAN for these
startling revelations.)

Without saying a word, the guide begius-digging out
the grave with his shovel. Ainsley looks at the investiga-
tor and says, “One of you has gat o give in. The poems
were intended only for me. They weren’t supposed to be
your troubles, but you teok them on vourself. Now the
Lord of Sleep has pitted you against yourself.” Ainsley
can talk with the investigator for awhile, providing fur-
ther story details while the shadow-double digs.

Eventually, the digger climbs out of the grave and
hands the investigator the shovel. “Your turn,” he says,
“Then we'll settle this once and for all” The double
watches as the investigator digs. Once he feels the grave
is deep enough, he asks for the shovel and offers to help

tgiilia
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the investigator out of the grave. If the investigator gives
him the shovel, the shadow-double attacks him with it
(at +15% for this first surprise attack) before he can get
out of the grave. [This first attack is a surprise round;
the investigator is not only flat-footed, but also standing
on lower ground.] The final baitle begins.

The shadow-double, as before, has statistics and
skills identical to the investigator. Base attack chance for
the shovel is 20%, causing damage of 1D6+2. {The
shovel inflicts 1d6 damage.] The fight continues until
either the dreamer or the shadow is killed. Ainsley,
meanwhile, sits on a tilted tombstone disinterestedly
watching the combat.

if the investigator refuses to give up the shovel and
attacks instead, the double defends itself with fists or
with the lantern. As before, the battle continues until
either the invesiigator or his dark side is destroyed. If
the dreamer loses the battle, he is not killed, but he can-
not move. [He is paralyzed; see “Character Conditions”
in the Combat chapter.] Ainsley helps the victor drag
the loser to a nearby coffin. Placing the victim inside
and sealing down the glass-windowed lid, they lower the
coffin into the grave. If it is the investigator who is being
buried, he or she must helplessly watch as their dark half
gleefully dumps shovel after shovel of dirt onto the cof-
fin. Ainsley ruefully repeats, “They weren't supposed to
be your troubles, but you took them on yourself”
Finally, there is only darkness, which the dreamer
éndures for what seems an eternity before finally awak-
ening. SAN loss for this premature burial is 1/1D8.

If the investigator won, Ainsley suggests burying
the immobilized shadow-double “so he won't be
tempted to cause trouble again soon.” While the inves-
tigator is busy filling in the grave, Ainsley’s ghost van-
ishes into the graveyard. The exhausted investigator,
now alone, feels exhausted and must sit down and rest.
The dream ends.

Insanity Effects: Investigators who lose this battle
believe they are dead and fall into a catatonic state.
Incidental phobias possibly suffered include necropho-
bia and scotophobia.
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Though this scenario offers few physical challenges (at
least in the waking world), it may have left maore than
one investigator indefinitely or permanently insane.

Those driven indefinitely insane due to SAN losses
from earlier dreamns may have lingering phobias or
other neuroses,

Regardless of how much Sanity the characters lost in
the endgame dreams, investigators who failed to over-
come their dark psyches should have far more devastat-
ing psychological problems, including severe suicidal
depressions or catatonia. [See the Sanity chapter for
more ideas.] Psychoanalysis or institutionalization may
help, but only if their self-destructive tendencies can be
suppressed long enough to allow treatment.

If Derek Minot’s reading of the Ainsley book was
used to drag the investigators into this adventure, he
should also suffer one of the endgame dreams. This
requires the keeper to decide upon the roommate’s ulti-
mate fate. Did he triumph over his own failings, or did
his sanity collapse? Does he turn suicidal or go cataten-
ic? If he goes insane, but survives the scenario, the inves-
tigators should lose 0/1D3 SAN. If he commits suicide,
the loss should be an automatic 113 SAN.

VICTORY

Investigators who manage to triumph over the dark
dreams and their own malevolent natares should be
rewarded with 2D10 SAN at the scenario’s end, Having
seen and survived the ordeal triggered by Ainsley’s poet-
ry, the investigators should realize that the book pres-
ents a danger. Anyone making a successful Idea roll
[Intelligence check, DC 10; can’t take 10] notices
Kingsports intrusion into many of the dreams, If this
investigator also played “The House on the Edge,” she
realizes that the potency of Kingsport's dream-atmos-
phere may have had something to do with these latest
nightmares. Understanding this, every copy of Dreams
& Faneles removed from Kingsport's shelves nets the
surviving investigators an additional 1D3 SAN. [It
would be wise to limit this bonus to two or three
books. |
Finally, investigators who bested their dark selves in
the final dream sequences also receive a chance to
improve their POW., Subtract each victor’s POW from
21 and multiply the remainder x5 to determine ecach
investigator's percentage chance to increase his or he
POW by 1D4 points. [This mechanic is not necessary
for d20 characters, since they have other ways t
increase their ability scores. ] :

CONCLUSION
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URE is intended for groups of three or more investiga-
small experience. Less seasoned parties will be sorely pressed
y handle the opposition. “Dead in the Water” will proba-
i ngs to pla}r This scenario does not requxre the inves-

she ._has- returned.
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Captain Corben had long known of the isolated
tribe of Indians hidden away on a tiny island in the
Caribbean. Corben traded with them frequently, but
could never obtain from them their greatest treasure: an
infant-sized greenish-yellow stone, a meteorite that had
fallen to earth long ago. Shaped vaguely like a neolithic
fertility goddess — a squat plump Earth-Mother figure
— the stone was worshipped by the tribe as a god, called
by them “the Star Mother” Recognizing the power of
the strangely glowing stone, and noting the similarity of
its color to his own once-worshipped god, Corben tried
repeatedly to barter it away from the natives. They
would not allow a stranger to take their goddess away.
Growing impatient, Corben and his crew finally
attacked the primitive Caribs and slaughtered them,
taking their goddess by crime and blood.

On the journey back to Kingsport, the Star Mother
awakened, roused by the blood and fury wrought in her
honor. Her stirrings brought with them madness and
death. By the time the Hellene reached Kingsport, those
few still alive were without reason. Rather than surren-
der his hard-won prize to the Customs authorities,
Corben chose to ignite the ship’s powder stores — blow-
ing a hole in her side and sending ber to the bottom,
along with her insane captain and crew.

The Star Mother once again lapsed into dormancy,
but with the slightest expense of power, she preserved
her surroundings. Now she has reawakened, roused by
some turn of the cosmos, and has begun to exert her
will. Like some malignant creeping plant, she has
grown, extending herself throughout the ruined ship,
constructing an extended nervous system via a network
of ropy tentacles. Thin, greenish membranes capable of
admitting or expelling water have patched the hull. She
has extruded root-like tentacular nerve endings
throughout the ship, reinforcing its timbers with her
substance. Greenish membranes have replaced the long-
rotted sails. The Star Mother has since created for her-
self ambulatory servants, infusing the long-dead corpses
of Corben and his crew with her own intelligence and
desires. Corben and his fish-eaten crew are now nothing
more than vessels for the Star Mother’s will.

And the Star Mother’s will is to feed on the life force
of men. Using her ship to sail across the surface or creep
along the seabed, she has begun to attack boaters in the
Kingsport area. The three fishermen lost thus far are
only the beginning; many more will follow.

INVESTIGATOR INFORMATION

Kingsport is once again buzzing with gossip. It seems
every person on the street is talking about the missing
Dutch fisherman, Hendrik Van Dreedt. Van Dreedt, some-
thing of a loner, set out three mornings ago with the rest

of the fleet, but never returned. No ill weather was report-
ed that day, but not a trace of his blue-painted shallop has
been found. If the investigators aren’t in Kingsport, a
Kingsporter visiting Arkham {or Boston, or wherever)
mentons this tragedy to the investigators.

That same evening, with the town still murmuring
about the missing Dutchman, word spreads that a sec-
ond disappearance has occurred. A boat belonging to
two sailors, Gagni and Punaro, has been found empty
and adrift, with no sign of either man.

If the investigators’ interest is piqued by these rumors,
they can seek further information from the local fisher-
men, who in turn lead them to other sources.

If the investigators pay no mind to the rumors {per-
haps because they live out of town}, a couple of
Kingsport fishermen approach one of the more well-
known characters in the group. They offer the investiga-
tor a modest reward if they can help to discover the fate
of the missing men. Such 2 reward would probably not
exceed $200 total — stili a considerable sum to be raised
among the poor fishermen.

_Ruum':@‘_gc /(cﬁem‘ure

Major events that occur during the course of this adven
ture are outlined below. Depending upon investigator
actions or keeper desires, events may be altered to main-
tain the pace of the scenario or in response to investiga-
tor actions. The investigators learn of the disappearances
through either their own sources or via the Kingsport
fishermen, The party should first spend time on the
waterfront questioning the Coast Guard and the fisher-
men, gathering information that no doubt includes a
number of legends and rumors. Further investigations in
and around Kingsport may be undertaken, based on
information gained at the waterfront. Some of these tales
may lead investigators to research the fate of Captain
Douglas Corben’s ship, the Hellene.

The disappearances continue, perhaps at first lead-
ing the investigators to search neighboring towns, but
eventually luring them out to sea looking for clues, sur
vivors, and wreckage. The latter stages of the adventur
finds the party spending the major portion of their tim
on the lonely haunted sea. They should get at least on
brief glimpse of the Hell Ship {see Day 12) before th
final confrontation. It may be hours or days after the
first sighting that the investigators finally catch up with
the haunted Hellene, board her, and do battle with the
inhoman evil that drives the ship.

Every day the investigators spend in Kingsport,
remind them of the sea’s presence: waves lapping at the
shore, the ringing of the buoys, and the raucous flocks
of gulls that inhabit the shores. Weather, especially fog,
should also play a part in developing this scenario’s

RUNNING THE ADVENTURE
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o atmosphere {sce “Weather Effects”). Where the fog once
seemed picturesque, it now is sinister, as if it were in
league with whatever lurks off the shore — perhaps the
fog itself is the enemy.

The community of Kingsport is shocked by the spate
of disappearances. Early on, it is the subject of anxious
gossip among the townsfolk, but lfater, it is the source of
 fearful whispers. Merchants at first take part in the gossip,
~ but before long, they avoid the matter altogether. What

~ hurts the fishing industry hurts the fish-packing houses,

which in turn husts all of Kingsport’s economy. The fish-
ermen themselves initially seem merely closemouthed,
but later are openly fearful and paranoid, perhaps becom-
ing suspicious of the investigators’ motives,

Sun\nf\/\m O(CE vents

This section describes the events surrounding each of
 the Star Mother’s attacks: names, dates, when and how
 they occur, what evidence is left behind, and so on, If the
keeper wishes, additional events may be created or the
order of occurrence changed (o suit tastes.

DAY 1: Although three days pass before the investigators
learn of the disappearance of the lone Dutchman,
Hendrik Van Dreedt, it is still a topic of conversation

round town. He and his tiny boat vanished not long
after leaving sight of the rest of the fleet three mornings
- ago. Van Dreedt did not return to port that night, and no
trace of him has yet been found.

Van Dreedt was dragged from his boat and became a
- meal for the Star Mother. The overturned boat is still
adrift out there somewhere, though devoid of clues.

DAY 3: The second set of vanishings occurs the same
day that the investigators first heard of the lost Van
Dreedt. Luigi Gagni and Giuseppe Funaro, two Italian
fishermen, are lost at sea early this morning. Their boat
will be discovered tomorrow. Both Gagni and Funaro
- were middle-aged men with devoted families,

No one yet knows that the dead crew of the Hellene
ttacked Gagni and Funaro, slaughtered them, and fed
them to the Star Mother.

DAY 4 {morning): Around 10 aM, fishermen find the
boat of the missing Gagni and Funaro floating oft the
ersey Reef. Returned to port, the vessel is impounded by
_ Lt. Commander Charles Maddern of the US. Coast
Guard. Lt. Commander Maddern heads the investigation
into the disappearances of Van Dreedt, Gagni, and
Funaro. The recovered boat is stored in a locked boat-
house, and anyone wishing to make an inspection of the
craft must not only speak with Commander Maddern,
but also make a successtul Oratory or Credit Rating roll
[Diplomacy, DC 15]. Failing this, investigators might row
{(or Swim} to the Coast Guard station’s pier and quietly

break into the boathouse where the craft is held. During
the day, this requires successful Hide and Sneak rolls
[Hide and Move Silently checks; opposed by Spot and
Listen checks] to avoid the notice of the Coast guards-
men. After dark, Hide or a hatved Luck roll (whichever is
higher) is needed to reach the boathouse. {Same Hide
check, modified for lighting.]

If the investigators are incapable of picking the lock
that secures the boathouse door [Open Lock, DC 20j,
they might simply break in, although a Luck roll will be
required to avoid being detected by one of the guards-
men. [Same Hide check.] Inside the boathouse, investi-
gators find one of the Coast Guard’s motor launches, a
quantity of miscellaneous rescue gear, and the boat
belonging to the lost Gagni and Funaro.

The boat seems undamaged, and nothing appears 1o
be missing. In the bottom of the boat are a few strands
of seaweed, some mud, and a small amount of a yellow-
green (alkaline) sludge. A Spot Hidden or Track roll
{Search or Wilderness Lore {with Track), DC 10] notes a
muddy, studgy print made by a leather boot heel, untyp-
ical of the heavy rubber boots worn by most fishermen.

By the end of the day, wild rumors circulate the
waterfront. Tales of ghost ships and sea monsters are
told among the more superstitious of Kingsport’s resi-
dents. {These rumors are detailed in a later section,
“Rumors, Legends, and Tales.”)

DAY 4 (late afternoon and evening): Regardless of
whether the investigators have entered the scenario by
now, two Kingsport fishermen, Armand Medeiros and
Alfredo Paiva, approach them. Medeiros and his quiet
partner request the investigators’ help, offering a modest
reward and what little information they have regarding
the lost fishermen.
Medeiros mentions that
the lost Iralians’ boat is
being held by the Coast
Guard.

DAY 4, (night): Tonight
another boat is lost.
Unlike the earlier disap-
pearances, however, this
one goes unreported to
authorities. The investi-
gators learn of the event
cither by being in the
Rope & Anchor Tavern
when the angered
Arkham gangsters show up (Day 5}, or later hear about
the incident from an outside source who witnessed the
visit of the gangsters.

Adrmand Medeiros

As stated in the "Guidebook to Kingsport” section,
Kingsport’s alcohol is supplied through an arrangement
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with Arkham's Lucky Clover Cartage
Company, a legitimate front owned by
Arkham rumrunner Danny O’Bannion.
One of this week’s shipments will not
arrive as scheduled.

Late tonight, two motor launches
filled with liquor loaded off a freighter
anchored beyond the twelve mile limit
are returning to shore when they
encounter a heavy fog. Hidden in the fog
is the Hellene. The heavily armed boot-
leggers put up a solid fight against the
Hellene's dead crew, but in the end are
killed. The slain men
Mike Walden, Will Flaherty, Everett
Bacon, Doyle Donnelly, and Jack Cochran — were all
low-ranking members of the O’Bannion gang. The crew
aboard the freighter report hearing distant gunfire and
later discover the two motorboats adrift, but find no
sign of the gangsters who were aboard. The incident is,
of course, never reported to the authorities.

Anyone at sea this night is likely to encounter mem-
bers of the ship’s crew intent on finding their compan-
ions, a potentially dangerous meeting. If the investiga-
tors are the first to discover the bootleggers’ boats, they
find many spent shell casings, much blood, seaweed,
mud, the aforementioned alkaline sludge, and signs of a
violent struggle. The shipment of liquor is unmolested
and is eventually salvaged by the crew of the rumrunner
if and when they finally find the boats.

DAY 5: As a result of the disappearance of the rum-
runners’ boats, several members of Danny O’Bannion’s
gang pay a visit to Kingsport. They show up in two big
black sedans late this morning, drive into Harborside,
and park outside the Rope & Anchor Tavern (113).
Among those along for the ride are O’Bannion’s
henchman Bobby Sills, enforcer Eddie Leery, and half a
dozen thugs.

Hopefully, the keeper can arrange for the investiga-
tors to be in the Rope & Anchor when this event
occurs. This is most easily accomplished by having
Armand Medeiros set up a meeting with the investiga-
tors at the tavern. Medeiros intends to discuss details of
the disappearances, ask about the investigators’
progress on the case, and whisper rumors of another
tragedy at sea that took place last night. Otherwise, the
characters are informed of what took place by
Medeiros or Paiva, or someone else who just happened
to be in the tavern that night.

Two leering, tough-locking thugs stay outside the
tavern and prevent anyone from entering doring their
“meeting.” (“They're closed, pal”}. A handsome, well-
dressed man (Sills} leads four more rough-looking cus-
tomers (thugs) and another huge man (Leery) into the

Tharn O'Brien, Bobby Sills Listen roll {Listen, DC 13]. A Luck roll

bar, bullying their way past the hired help
and into Jonas Rigg’s office. The gang-
sters warn any potential troublemakers to
back off before resorting to violence {pre-
ferring fisticuffs and blackjacks over
knives and firearms in the latter case).
Anyone who wants to listen in on the
conversation between the gangsters and
Rigg has to contend with the three thugs
left in the hall outside the office.
Someone clever could hide in the tav-
ern’s filthy bathroom, eavesdropping
through the thin wall with a successful

might be called for [Hide, DC 13]
should one of the thugs
decide to visit the john.
Otherwise, someone
sitting at the bar can try
a halved Listen roll
{Listen, DC 20] to pick
up a few of the more
pertinent details of the
talk, particularly when

- angry voices are raised
in the office. -

Sills basically wants

to know what happened
Eddy Lesry to last night’s shipment,
making it quite clear

that if Rigg had anything to do with it, he’s a dead man.

Rigg pleads innocence, growls about the missed ship-

ment, and is again threatened by Leery. During this

heated conversation, eavesdroppers hear that six heavily
armed men were lost at sea last night, yet none of the
booze was missing. They may hear mention of rival
gangs in Arkham (the Italian, Potrello) or in Boston.

The discussion lasts nearly half an hour, after which the

gangsters pile back into their cars and leave. For the next

few days Kingsport is “dry” — and Jonas Rigg is even
more foul-tempered than usual.

Later in the scenario, the keeper may wish to have
investigators searching the sea run afoul of another
booze shipment. There will be at least six thugs aboard -
the two boats, armed with pistols and more than likelya &0 L
tommy gun or two. Considering what happened to their
predecessors, they are understandably suspicious of any-
one they find at sea, This encounter may lead to a dead-
ly gun battle between the investigators and the bootleg-
gers. Perhaps this might involve a timely rescue by the
Coast Guard, whose sailors run the gangsters off, but do
not catch them.

SUMMARY OF EVENTS! DAYS 4-5
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~ Bobby Sills, Henchman of

- Arkham Crime Kingpin Danny O’Bannion
STR 14 CON14 SIZ13 INT 14
DEX 15 APP15  EDU0®  SAN22
Damage Bonus: +1D4

Weapons: Fist 554%, damage 1D3+1D4

Kick 55%, damage 1D6+1D4

Fighting Knife 55%, damage damage 1D4+2+1D4

.38 Snub-Nose Revolver 50%, damage 1010

Blackjack 45%, 1D8 knockout only

Grapple 35%, damage special

Head Butt 20%, damage 1D4+1D4

Skills: Bargain 45%, Credit Rating 40%, Dodge 55%, Drive
Automobile 50%, Fast Talk 55%, Hide 70%, Listen 65%,
Pick Pocket 35%, Psychology 35%6, Sneak 60%, Spot
Hidden 45%.

[See the d20 Appendix, Entry #39.

POW 14
HP 14

~ Eddie Leery, Enforcer for the Arkham Mob
STR 18 CON 17 SIZ 17 INT i1
DEX 12 APP 11 EDU 06  SAN 33
Damage Bonus: +1 D6
Weapons: Blackjack 90%, 1D8 knockout only
Head Butt 80%, damage 1D4+1D6
Fighting Knife 80%, damage 1D4+2+1D6
. Grapple 75%, damage special
. Fist 70%, damage 1D3+1D6
Kick 55%, damage ID6+1D6
.45 Revolver 40%, damage 1D10+2+1D6
Skills: Credit Rating 20%, Dodge 55%, Drive Automobile
40%, Hide 309, Listen 40%, Psychology 10%, Sneak
309, Spot Hidden 35%,
~ [See the d20 Appendix, Entry #40.]

POW 10
HP {7

Six Rough Thugs

Al Ryt fut
STR. 44 B . e 13 2 12
LcoN 4 1 B 1B 1 1%
§9 ide il 13

Denmiz Jam

Damage Bonus: +1D4

Weapons: Fist 75%, 1D3+1D4

Blackjack 73%, 1D8 knockout only

.38 Revolver 75%, damage 1D10

Grapple 70%, damage specal

Fighting Knife 65%, damage 1D4+2+1D4

Head Butt 535%, damage 1D4+1D4

Kick 45%, damage 1D6+1D4

Skills: Climb 55%, Dodge 55%, Drive Automobile 55%, Fast
Talk 45%, Hide 53%, Pick Pocket 25%, Sneak 55%, Spot
Hidden 55%.

{For more Thugs, see the 420 Appendix, Entry #41.]

DAY 7: After nightfall, word comes in from nearby
Martin's Beach (811) that two of that village’s older,
more seasoned fishermen — Big Bill Humbert and
Gabe Allen — have not returned home to port. No
trace of the two men or their sturdy craft is ever found.
A search by the Kingsport Ceast Guard is in vain. In
the village of Martin’s Beach, it is learned that both
men were notorious alcoholics, and there is specula-
tion among the locals that Big Bill, while drunk, ran
their shallop aground in the fog,

Humbert and Allen encountered the Hellene in the
fog off Martin’s Beach. After boarding the Hell Ship,
they became fodder for
the Star Mother,

DAY 9: On this sunny,
windy afternoon the
nautical horror returns
to Kingsport with a
vengeance.  Thomas
Frees, his wife June, and
his daughters Debbie
and Laura — residents
of Brooklyn, New York
— vanish sometime in
the late afternocn while
sailing a large, rented
sailboat out beyond the
Jersey Reef. Mr. Frees, an architect and accomplished
yachtsman, had been vacationing in Kingsport with his
family for the last two weeks.

Laura Yrees

Early in the evening, fishermen returning to
Kingsport find the sailboat without a soul on board.
Qverturned chairs, broken furniture, scarred wood-
work, and {(human) blood seem to indicate a struggle.
Traces of mud, seawater, and some of the yellow-green
alkaline substance similar to that found in the
Gagni/Funaro boat are discovered. Spot Hidden rolls
[Wilderness Lore {and the Track feat) or Search, DC 10]
detect prints made by booted and bare human feet,
Additional Spot Hidden rolis [same skill check, but DC
15] find gouges in the gunwales which, with a successful
Idea roll {no additional check], seem to indicate the
yacht was grappled by some larger craft.

Once the vessel is returned to port (perhaps earlier
if the investigators find the craft first), a thorough
search of the sailboat by the Coast Guard discovers a
glassy-eved nine-year-old girl hiding in a cabinet
below decks. This is Laura Frees, the youngest child of
the missing family. She is in a severe state of shaock, so
she is immediately taken to the Congregational
Hospital. The following day, she is transferred 1o St.
Mary’s Hospital in nearby Arkham, where treatment
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continues. A successful Psychoanalysis roll [Psycho-
analysis, DC 15] brings the girl to her senses long
enough to say, “They're dead! They’re all dead!” She
then lapses back into her near-catatonic state.

The haunted Hellene silently pulled alongside the
boat, grappled her, and attacked the Frees family with
her living-dead crew. The Corben-thing and the undead
sailors captured or killed the members of the Frees fam-
ily, then offered them up to the Star Mother.

If the investigators are present when the yacht is
towed into port, a halved Spot Hidden roli [Spot check,
DC 15] reveals one individual desperately scrambling to
hurry away from the docks (but ¢consider skipping this
skill check if the investigators have no other clues.) He's
scrambling against the tide of gawkers and curiosity-
seckers clamaring to reach the scene.

This furtive old man
is Absalom Vallent, a
grizzled alcoholic Yan-
kee in his eighties. He is
trying to make it into
the Rope & Anchor Ta-
vern for a much needed
drink — or perhaps sev-
eral. Once in the tavern,
Vallent downs a few
whiskeys, then purchas-
es the rest of the bottle
to take back to his
boarding house on
Herbert Street in the
Harborside area. Il approached, Vallent initially shoos
away would-De questioners. “I'm afraid, that’s all. What
sane man wouldn't be? Mind yer own business.” [ A suc-
cessful Sense Motive check, DC 13, should raise suspi-
cion over how much he knows.]

If followed back to his rundown boarding house —
and given time for the bottle to loosen his tongue —
Vallent calms down and becomes a little more rational,
After the liquor has started to flow, Absalom tells investi-
gators that this evening, while sailing back to port
through a weirdly thick fog, he thought he spied a sailing
ship drifting almost soundlessly through the mists. It
looked to be an ancient battered sailing ship, a square-
masted brig, and Absalom says it reeked of death. Shining
patches of a yellow-green substance coated the hull and
masts, while thick strands of seaweed dangled over her
rails and trailed from holes in her hull. Growing more
wild-eyed as he tells the tale, Absalom says he saw one
more thing before the ship disappeared into the fog.

“That ship had a name a-painted on her side” he
says, “and she called ‘erself Hell — H-E-L-L!"

If pressed on this point, Vallent begins to rave drunk-
enly. “They come back fer me, doncha see? Ever' man-

Absalom Vallent

jack of ‘em, all dead but me, an’ they come back!”
(Another deep drink.) “Been forty-odd years now. I's on
a on a knockabout schooner, the Gretchen Hayes, outta
Provincetown, fishin® offa Cape Cod. It wuz my watch,
see, only I fell asleep.” (Sobbing.) “Nex’ thing I knows,
I'm over the rail and treadin’ water, and there’s a
screamin’ an’ a splinterin’ o' wood, an’ the Gretchen, she’s
a-goin” daown! We'd hit a shoal, see, an’” she went right
down with the full load we had. Took ever’ man wit” her
— everyone but me, that is. An’ now they come back fer
me. I'm a Jonah, an’ the only way they’s gonna rest is wit’
a full crew!” :

At this point Vallent’s voice becomes a scream, and
he begins to sob hysterically, crying out that he won't let
them get him. The old sailor can be calmed down with a
successful Psychoanalysis roll [Psychoanalysis, DC 13]
or left alone to lose himself in his bottle.

DAY 10 (morning): If the investigators did nothing to
alleviate Vallent’s misery the previous night (Day 9), he
is found dead in his room, swinging on the end of a rope
tossed over a ceiling beam. A suicide note reads: “I won’t
be sailing with you, Gretchen Hayes.”

Anyone wishing to research old Absalom’s tale, or the
story of the Gretchen Hayes, finds the tale is true. In
1879, a fishing vessel of that name was indeed lost off
Cape Cod. Only one survivor was found — Absalom
Vallent. Unfortanately, the old salt’s grim tale has noth-
ing to do with the horror currently plaguing Kingsport.
If the investigators pressed Vallent to reveal his dark
secret, and then did nothing to try and calm him down,
or feel otherwise responsible for his death, they suffera
SAN loss of 0/1D)3. -

DAY 10 (evening): Evening brings more bad news
from up the coast. Dave Brennan and Brian Powers,
two hardy Gloucester fishermen, disappeared in a brief
squall earlier today. The two were experienced sailors,
and the squall was not that severe. Some questions
remains about their fate. Over the next couple of days
(Days 11 and 12) bits of shattered wood and a few per-
sonal effects of the Gloucestermen are recovered by
fishermen and Coast Guard rescue teams. The debris is
found along the coast just northeast of Kingsport, off
Martin’s Beach.

Rising from the depths, the Hellene surfaced direct-
by heneath the poor Gloucestermen's tiny craft, shatter-
ing it to pieces before plucking the hapless men from
the wreckage,

DAY 12 (morning): Tragedy strikes again. Bright and
early this morning, wizened Yankee Jim Packer and his
forty-year-old Portuguese partner, Luis de Mello, sail
out into a light fog. Around 3 M., a heavy fog forces
most of the fleet back into port, but Packer and de Mello
never return. No trace of the men or their sturdy shallop

SUMMARY OF EVENTS.!

DayYs 9-12
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s ever found. Much is made among the frightened fish-
~ ermen of Packer’s carrying a sawed-off shotgun, and of
the man’s frequent. if sometimes inebriate, boasts of
being able to “whip the very Devil hisself without work-
ing up a sweat,”

If the investigators are out to sea today, they proba-
bly witness the taking of Packer and de Mello by the Star
 Mother. The investigators {or their fishermen guides)
first notice an odd yellow-green glow off in the fog, sil-
houetting a shallop lying a few hundred yards away from
the investigators. Sailing toward the light and the other
craft, the fog thickens, and the investigators soon lose
sight of the not-so-distant fishing vessel. A minute later,
they hear the sounds of a struggle: screaming men, a
shotgun blast, and wood grating against wood.

Hurrying desperately toward the sounds, the investi-
gators’ shallops come upon a horgble scene. Looming up
_ out of the fog is a battered antique sailing ship trimmed
- eerily with yellow-green glowing sails, her patched decks
and hull spilling yellow-green tentacles of seaweed into
the sea. The shallop the investigators had sought sinks
slowly beneath the waves, crushed by the ship’s bow, while
the screaming Packer and de Mello, wrapped by the sea-
_weed tendrils, are held high in the air (Lose 1/1D8+1
~ SAN). Before the investigators can react, the ship itself
begins to sink, rapidly disappearing beneath the waves,
carrying its screaming prey with it,
~ The pilot of every nearby craft must make a success-

ful Boating roll [Pilot (boat), DC 15] to avoid being
capsized in the wake of the Hellene’s sinking. Characters
~ aboard vessels that are swamped must make Swim rolls
each round [Swim check (DC 13) or begin drowning]
until they either drown or find a piece of floating debris
(make a Luck roll every round [Spot check, DC 13] to
find such an object). Survivors can either try to Swim
back to shore (requiring three successful rolls [three
Swim checks, DC 13, or begin drowning]) or await res-
cue by other fishermen or the Coast Guard (keeper’s dis-
cretion). [Read the rules for drowning in the Combat
chapter of the core rulebook before running this scene.
. The sudden descent and consequent escape of the
Hellene is an event suggested for use whenever the inves-
igators meet up with the Hell Ship for the first time.

DAY 12 (evening): Following the loss of Packer and de
Mello, Commander Maddern places a curfew on the
- harbor. No one will be permitted to leave port after sun-
down. Failure to abide by the curfew results in fines and
possible impoundment of the vessel, Those returning to
the harbor after sunset will also be charged with curfew
violation. Commander Maddern intends to keep people
off the sea at night — simply for their own protection,
Maddern also orders round-the-clock patrols of the
coast, searching for whatever jt is that haunts
Kingsport's waters.

DAY 15 (afternoon): On a day beset with heavy fog, one
of the Coast Guard launches fails to report back to the
Kingsport station after its scheduled patrol. Aboard were

‘Warrant Officer Daniel Barkley and two other

Guardsmen, The last radio communication from
Barkley was: “We're running into some heavy fog here,
Kingsport. Our position is approximately two-point-
five miles east-southeast of you. We may be a little late
getting in, Henry. This fog is really thick—"

The message ended abruptly, and attempts to raise
the boat were answered only by static. All the remaining
personnel, save Koch (monitoring the radio} and one
other sailor left to man the office are scrambled into the
station’s sloop. They immediately begin searching for
their missing comrades.

If the investigators are out at sea today, the keeper
should randomly determine whether one of the two
Guard vessels, a pair of fishermen, or an investigator
vessel is the first to find the overturned launch.
Throughout the search, the fog continues to grow thick-
er, and most of the fishermen begin fearfully heading
back to port.

Within hours of the last radio contact, the launch is
found capsized near the rocks of the Jersey Reef. The
boat is mostly intact, but there is not a sign of her crew.
The lost men are never found. The vessel is returned to
port and closely examined by the Coast Guard, but no
clues as to what happened are found.

Barkley’s launch ran into a fog bank created by the
Star Mother. The Hellene seized the craft, then plucked
the guardsmen from it before capsizing the launch and
sinking beneath the waves.

DAY 15 (evening): The loss of the Coast Guard boat
sends Kingsport into an uproar. (“Gawd! Even the
Coast Guard ain’t safe!”) Preliminary reports state
that the launch overturned when it came too close to
the reef in the fog, bat few of the townsfolk and none
of the guardsmen believe it. Barkley was far too good
a seaman,

Maddern is left nearly devastated by this latest event.
If approached, he might now be open to offers from the
investigators to help find and destroy whatever is out
there. This might be run as a debate between an investi-
gator and the Commander (INT vs. INT roll) [contest-
ed Intelligence checks], or perhaps the investigators
choose to play on him using their Persuade skills
| Diplomacy, DC 15]. In the latter case, bonuses may be
added for each eyewitness brought forth to tell Maddern
his story [+2 bonus for each witness|. Additional bonus-
es may be added for mentioning the alkaline sludge, the
little Frees girl, or the tale told by Absalom Vallent [+2
bonus for each of these].
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If Lt. Commander Maddern agrees to let the investi-
gatars join the hunt, they are allowed the use of the
sloop or the remaining launch as they choose. Maddern
also joins the hunt, perhaps even working with the
investigators aboard their vessel. One or two additional
men are assigned to each of the Coast Guard’s two boats,
with two men (one of them always Henry Koch) left to
man the station.

If Maddern remains unconvinced of the investiga-
tors’ wild tales, he has them escorted out of his office
with a warning that if they’re caught out at sea after
dark, they will be subject to arrest and their vessel
impounded. The Kingsport Police Department will
charge violators with interfering with a Coast Guard
investigation — and Maddem means it.

The Coast Guard continues its daily patrols in the
launch and the sloop, as before. The station may suffer
further losses, as the keeper desires, which will eventual-
ly bring Maddern around to the investigators™ point of
view. Other guardsmen from nearby stations will be
brought in to replace those lost at sea.

DAY 16 (and beyond): Following the loss of the Coast
Guard crew, only a handful of fishermen show up at the
docks this morning and head out to sea. Of these few,
only 1D4-1 (probably including Armand Medeiros) are
willing to charter their boats to investigators intent on
tracking down the thing haunting the sea. If the investi-
gators and Coast Guard are now cooperating in the
hunt, 1D3 fishing craft (in addition to these previously
noted} volunteer to join the search — provided they are
escorted by one of the Coast Guard vessels.

Any further encounters with the Star Mother will
have to be created by the keeper, always remembering
that soon the creature may decide to explore different
waters up and down the Massachusetts coast. Exactly
what discoveries the investigators may make while out
on the haunted seas is discussed in a separate section,

It may be that when the investigators finally catch up
with the Hellene, they are accompanied by stalwart
members of the Coast Guard or hardy fishermen who
accompany them aboard the ship and help the investi-
gators confront the thing in the hold. Or it may be that
when the Hellene is met, the investigators are alone and
must face the Ship from Hell by themselves,

_RuW\orf,J_eSeNcg, ¢ [ales

While interviewing the superstitious fishermen and oth-
ers connected with the harbor area, the investigators
hear numerous tall tales and several spurious possible
explanations for the disappearances. This section offers
some guidelines for the keeper when creating these tales,
They may also prove useful when creating local legends
for future Kingsport scenarios. [lnvestigators may peri-

odically uncover these tales with successful Gather
Information checks, DC 15.]

SEA MONSTERS

Among the favorite tales of the Kingsport salts are legends
relating to various sea monsters said to lurk in the ocean
near the mouth of the Miskatonic River, Among thesc are
sea serpents of various sizes, shapes, and temperaments, a
three-eved shark, giant prehistoric fish-like creatures, and
athers. Also told is the tale of the “invisible monster” that
a few years back wreaked havoc in the nearby village of
Martin’s Beach (811). Those who wish to follow up on
this legend are directed to Granny Orne (120).

GHOST SHIPS

A number of fishermen tell stories of having sighted
“chost ships” of various kinds, abandoned hulks as well
as ship-shape vessels, all of antique design. The fisher-
men are sheepish about admitting these tales, but sug-
gest the investigators visit lighthouse keeper, Basil Elton,
if they wish to hear more (810).

Basil Elton is willing to talk with investigators, as long
as they don’t ridicule him or question his sanity. From
his vantage point high in the lighthouse, Elton claims to
have been seeing mysterious ships out at sea for more
than thirty years now — day and night, year-round. Most
often, Elton spies these phantom vessels off Pilot Island
(809), where ships of old used to anchor to await cus-
toms officers or the harbor-pilot. Within the last week or
so, Basil has seen a new mystery-ship: a battered wreck
with Juminous yellow-green sails and similarly glowing
patches in its hull and decks. Elton has spotted this vessel
on days and nights corresponding to the disappearances
currently plaguing Kingsport. He notes that the ship was
usually shrouded by heavy fog.

As the adventure progresses, the keeper should have
some of the other fishermen repart seeing a fog-shroud-
ed, patchily luminous ship. Absalom Vallent's encounter
on Day 9 is an example of such a sighting.

THE WRECK OF THE HELLENE

Most people in Kingsport know but little about thi
dark mament in their town's history. Perhaps one
fourth of those with long time family roots here know
something of the battle between Customs officials and
a merchant vessel in the 1730’s, and that the wreck of
the ship supposedly lies somewhere off the Jersey Reef.
{Gather Information (DC 13), to find this informa-
tion.] Perhaps half of these know that the ship’s name
was the Hellene, captained by Douglas Corben. [Gather
Information, DC 15.] No one knows any other details
about the ship or its cargo.

DAYy 16 (AND BEYOND)
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_ Among those likely to know some of the Hellene leg-
~end are Harbormaster Josiah Derby (106), Reverend
Alijah Horne of the Mariner’s Church (109}, The
Terrible Old Man (110), Kingsport Historical Museum
curator Aaron Hart (205), and tale-spinners Granny
Ome (120} and Ben James {611), a resident of Market
House. [A successtul skill check may actually represent a
- reference to one of these people. |

A very few of the most superstitious Kingsporters
may also mention that on especially clear nights, a weird
glow can be seen near the end of the fersey Reef, near
where the vessel went down,

EBEN HALL

More than half of Kingsport’s population knows some-
thing of the Hall family’s role in the town’s history
[Gather Information (DC 13} if specifically asking about
Eben Hall]. If nothing else, they know the Hall school was
named after the family’s most illustrious member, Eben
- Hall. A lesser number know that Eben Hall was one of the

first town officials, serving during the late 16005 and early
1700’ [ Gather Information, DC 15].

Fewer still know of Hall’s mysterious raid on the

Congregational Church [Gather Information, DC 20].

ese people say that old Eben was a fiery religious
ealot. In 1692, he was instrumental in the hangings of
several Kingsporters suspected of witchcraft. They hint
that the Congregational Church raid was anether of
Hall's misguided witch-hunts. There are also rumors
that Hall was given the less-volatile position of custom
inspector for Kingsport to prevent further “crusades” on
his part.

Among those most likely to know something of Eben
Hall are Harbormaster Josiah Derby (106}, The Terrible
Old Man (110}, historian Aaron Hart (203), school
teacher Malcolm Veidt (207), Granny Orne {120), Hall
School principal John Miles {405), Congregational
Pastor Noah Ashton (605), and town scion Captain
Stephen Cabot (608). [Again, a successful skill check
may represent a reference to one of these knowledgeable
Kingsporters. Gathering further information may
require Bluff, Diplomacy, or Intimidate checks. ]
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Though largely unrelated 1o this adventure, hints of the
old Kingsport cult may surface during the course of the
~ investigation. Very little is known about this chapter of
Kingsport’s history, although various bits of informa-
tion and rumor seern to indicate that a secret cult oper-
ated in Kingsport in the late 1600°s and early 1700s. This
secretive cult was apparently broken tp — almost sin-
gle-handedly — by the continual efforts of Eben Hall.
Several residents of the town can offer additional infor-

mation regarding the cult. See the list of informative
sources in the preceding subsection, “Eben Hall.”
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This section discusses various sites where useful infor-
mation may be unearthed. The keeper is urged to review
the guide entries for the following locations, as they
contain information not repeated here.

THE CUSTOM HOUSE (106)

Once the investigators suspect that the mysterious dis-
appearances may be connected with a sunken ship, the
Hellene, they may come here in search of further infor-
mation regarding that ship’s fate. If Harbormaster Josiah
Derby is questioned, he sighs, thinks for a long moment,
then tells the investigators that there may be something
contained in the files upstairs. If the investigators are
interested, Derby shows them the way upstairs to the
locked file rooms. There he leaves them to go through
dusty piles of bundled ship registries, cargo manifests,
crew lists, and so forth. Each person spending eight
hours searching through these records may attempt a
Library Use roll [Research, DC 131, If successful, the
investigator turns up Custom Officer Eben Hall’s 1731
account of the sinking of the Heilene. (See the Dead in
the Water Papers #1).

KINGSPORT HISTORICAL SOCIETY &
MUSEUM (205)

Tnvestigators seeking information here find that only the
museumn’s ground floor display areas are open o the
public. To gain access to the Society’s library and
archives, the investigators must become dues-paying
members of the Society. The museum’s doddering cura-
tor, Aaron Hart, watches any new members quite close-
ty until he is assured that they are trustworthy. It the
investigators spend any amount of time here research-
ing, they will at some point be interrupted by the sound
of gunshots. Hurrying to investigate, they find old
Aaron leaning out a window, picking pigeons off the
roof with his .22 pistol.

Any subject researched by the investigators in the
fibrary or the archives (investigators must state which
they are searching) requires 1D3+1 hours to perform and
a successful Library Use roll [Research check] to discov-
er new or useful information. The investigators might
find hints about the old Kingsport cult [Research, DC
13}, data on Eben Hall (confirming the above tales of his
exploits) [same DC as for Gather Information: see the
“Eben Hall” section], or other peripheral information.

If they successfully search the archives at least twice
[ Research check, DC 20 if they check once; DC 15 if they
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Dead in the Water Papers 1 (L 126): a customs report signed by Eben Hall

L Mey 18, 1731, On this d&y‘ C&ptaxn ‘Bouglas Gnrban s brig, the
Pellene, returned to Kingsport after a journey fo the West indies: He
_anchored off Pilot Islend, as thouph waiting for officers to inspect his
shiy and carge, but ere we drew near, Gaptain Dnrben hailed us with his
‘hoin and warned us to stay ‘back. When I informed him that he could not |
enter port without standing 1ﬁspectinn, he brought the Hellene about and
fired his starboard guns on us. We raised sail irn the sloop and made to
flee, but sjust then were joined by Captain Albert Drew's ship Caxmo&y and
a handful of others. Corben again brought his ship apout, but the
~ Carmody's guns took down her foremast and most of the sails laaving her
adrift. After epother barrage from the Carmody, the Héllana's_decka
cleared, 8nd we prepared to board.

"1 would that we had nsver set foot on that ship a uesaal that must
have come from the very port of Hell. We met no resistance boarding the
Hellsne, but delow decks did battle with the few surviving crewmen. Never
4id we see Captain Corben, nor his Mate, Ned Scott, and instead found
cabins containing corpses (dead and leit rotting for days. I was soon after
struck b? a pistel ball and wounded, and was carried from the Hellene,
an act of Providence for which I shall be eternally thankful. The remain-
der of the rsport is what was melateﬁ ta e by My, ﬂzen aylssworrb my
first officer, _ - _

"ifter my injury, My, #yleswurth nantinueﬁ to seapch the ship, accom-
panied by several other officers and men. Striking for the ship's aft
hold, more than once Aylesworth and his men were forced to fight with
members of the Hellene's crew, men ﬁrzvan mad and as dangerous As ani-
mals. Nearing the hold, My, iyiesworth claimed to haye gotten & brief
glimpse of 4 strangs green giow pefore Gaptain Corben eand his crew shut
the hatch. What follows is purely conjecture, for nons saye ﬁglesworth-
survived, and he only for a matier of days. Mr. Aylesworth said he heard
a yoice in the hold Corten’s, he thought wafamp;-*whc_éiggfw&ih.mg}
in faith, shall live again"

"Poor Aylesworth confessed on his deathbed to havs fled at this point,

 haying dire misgivings about the tone in which the cry was given. His was
& fortundte decision, for in the next moment the Hellene's vowder stores
‘ware 1it and her gort side blown out. Aylesworth ba:ely menaged to dive
oyer the side, and even then was nearly taken under wWhen the Hellene
plunged into the depths at the north end of the reef, No living thing
from the Hellene was recovezed, and nons of the bodrders from the Carmodg
. Or my own:SLQQn_surviVe&,_séke Mr. Aylesworth God rest his soul eand
 myself.

*I ean only dravw two possible conclugieons £rom these events. Either the
Bellens's captain and crew had suffered from some madness or fever or,
G atrongly suspect, that Captain Corben had continued his black mag-
ical erplorations and was seehing to bring forth some furthar evil upen

_ Kingsport., I would remind the reader that Corben was among those sus-

 pected, but not arrested, in the matter of tha Gongregaﬁinnal Church nine
years mesti,

: "HRegardless, the danger is nast The‘Hallene and its captain and cxew

- 138 At He buttnm of tha sea, where the fish may 4o Wh&t they will with
them.
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check twice], they discover a number of old eighteenth
century letters written to various Kingsport families.
These include a chilling letter from Captain Douglas
Corben to his friend Matthew Richards (see Dead in the
Water Papers 2). The letter hints at what Corben’s final,
fateful cargo may have been.

THE HALL SCHOOL (405)

If the investigators have previously discovered the old
Eben Hall holdings kept in the school’s cramiped base-
ment, they may research them, and in this way learn of
Hall’s battle against the Hellene. Or it may be that they

Dead in the Water Papers 2:

- Excerpt of a letter from Dougleas
Corben to fellow culiist Matthew
Richards

1«& 4 C’M l --—-adm 5
MM M-fﬂmv ;
Mwﬁwwa&ﬂ&%miww
baps 1l oo U te Carils bave & nepuia-

: _Mﬂamht%«aﬁ%mmm
. llage. Ve it with

MMMW%HM;WT

may learn of Eben Hall's witch-hunting history during
this adventure and look for them now. If found and read
(the Jatter requiring an English roll [Speak English, DC
15 for archaic text] and 1D6+1 hours). the account of
the Congregational Church raid and the early church
records both contain references to Captain Douglas
Corben and Matthew Richards. According to these doc-
uments, Corben and Richards were suspected of being
members of the Kingsport cult, but Corben was at sea,
and Richards inexplicably absent.

MYTHOS TOMES

If the investigators have read of the odd extraterrestrial
stone encountered by Corben in his travels, or seen or
heard of the yellow-green glowing ship out in the ocean,
they may seek clues to its possible nature in books of
arcane lore. To find a fact or explanation in a given
Mythes tome, multiply the Cthuthu Mythos percentiles
of the book by five, and attempt a D100 roll equal to or
less than the result (Call of Cthulhu rulesbook), If such
an attempt is sucessful here, the passage reproduced in
the Dead in the Water Papers 3 is found. [Make a d20
roll using the tome’s Cthulhu Mythos bonus; if the
check result exceeds 20, fragment #3 is found. This
requires 1d4 hours of study. See “Using Books as
Reference” in the Magic chapter of the core rulebook. ]
Various versions of the Necronomicon are more like-
Iy to contain this information, and the keeper should
roll the book’s Cthulhu Mythos rating x4 to se¢ if a par-

Desad in the Water Papers 3:
4 Mythos tome passage regarding the
ejecta of the Outer Ones

I‘he Ultimate Powers — whom no Man

-may see and live, and are only glimpsed in the
maddest of dreams — dwell with Their Sultan at

 the Center of All Time and bpace, Beyond All
“Time and Space. There They twist in the Cosmic
‘Wind to the tones of Their Formless Servants,
now and again casting off noxious fragments and

~ fumes from Their viscous and gaseous forms,
Given time, many of theae fragments will them-
selves become servants, and perhaps Powers,
totally inimical to Life in our known Spheres.
‘Know these fragments by their unearthly coloura-
tions and by their often deleterious effects on Life
as we know it. Take care, for such amfacrs of
Theits hold much potential for uit:mate gain —
or ultimate loss .. -

—The Quftf@”‘?‘ ;
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ticular translation contains the clue. [Same mechanic, |
The rare tome known as The Outer Ones (512) definite-
ly contains this passage. The passage gives only a small
hint of what the investigators may be up against.

/( 111 mﬁue

If the investigators have learned of Corben’s visits to the
West Indies, they may wish to research further this par-
ticular subject. Kingsport’s small library (517} has only
a single book on the topic, and it contains nothing of
interest to the investigators. The elderly librarian, Miss
Comstock, might suggest the investigators check in
neighboring Arkham, either at its public library or in the
vast holdings of the library at Miskatonic University.

wants to improvise}. If the roll is successful, an anthro-
pological text is found to contain a sinister legend that
has direct bearing on the present problem (see the Dead
in the Water Papers 4).

;LD

Research in Arkham — be it at a public library or the
library of Miskatonic University — requires 1D3+1
hours plus a successful Library Use roll [Research, DC
15) to uncover this clue (or any other clues the keeper

Dead in the Water Papers 4:

from a 18¢7 anthropologigal study,
"indian Tribses of the West Indies”
by James T. Morrison

Iﬂdm& thdawnder ﬁmtﬁwpmeﬁdeﬁmmkym&-
attibute all manner afmu@!zgmdry Md'mgﬁvm
| M&nwnwopprm
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details about individuals that may
be encountered at the wharves: names, nationali-
ties, personal notes, and so forth. Additional infor-
mation about the Kingsport fishermen is found in the
“Guide to Kingsport” under “The Wharves” and “The
Fishing Fleet,” which includes statistics for a typical
Kingsport fisherman.

If the investigators were hired by fishermen, they can
expect to receive cooperation from most of the fishing
fleet. Most gladly hire their boats out {for $10 to $15 a
day), offering to act as guides and pilots. They can also
report back to the investigators any rumors they should
hear. If, however, the investigators don’t come up with a
solution to the mysterious disappearances fairly quickly,
the fishermen may grow unhappy with their work, pos-
sibly even demanding the investigators return the
money they were paid.

If the investigators have entered the scenario on their
own initiative, they initially find the mariners suspicious
and close-mouthed. Fees may be required for even com
mon infarmation, and hiring a fisherman’s boat will b
much more expensive, if not downright impossible. A
mote of their fellows vanish, the fishermen becom
more paranoid and even less cooperative. Investigator
will have to win their trust if they expect any aid from
the fishermen [possibly with Diplomacy checks].

THBE FISHERMEN OF KINGSPORT
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- LEWIS DORAN
A Sﬁ-yearéé]d Yankee, Doran is a loud, filthy-mouthed bigot
disliked by most, friendly to only a handful of other fisher-
‘men sharing his narrow-minded views, Nonetheless, Doran is
‘one of the best fishermen in the ﬂeet, and he knows as much
“about the waters up and down the coast as anyone in
* Kingsport does. Of average height and build, Doran is always
 ready for a fight, He is single, frequently 2 heavy drmkv:r; and
~ regularly a patron at the Rope & Anchor.
 STR13  CON10 SIZi4  INTil  POW 0
DEX 12 APP 09 EDU D9  SAN 44 HP 12
Damage Bonus: +1034
Weapons: Fist 65%, damage 1D3+1D4
Bowie Knife 60%, damage 1D4+2+1D4
Marlinespike 55%, damage 1D3+1D4
Skills: Listen 45%, Mechanical Repair 45%, Navigate 95%,
Pilot Boat 92%, Spot Hidden 45%, Survival 45%,
Swim 50%.
See the 420 Appendix, Entry #42.]

HELMUT GRUBER

This solitary 56-year-old German is, in many ways, much like
the late Hendrik Van Dreedt, Gruber is secretive, perhaps to
the point of raising suspicions, and speaks only broken
English. He's widowed, and his children have grown up and
moved to Arkham,

STR 12 CON 13 SIZ 4 INT i3 POW 11
DEX 1!  APP0S  EDU112  SANS] HP 14
Damage Bonus: +1D4

Weapons: All at base percentages,

Skilts: English 20%, German 35%, Listen 45%, Mechanical
Repair 50%, Navigate 60%, Pilot Boat 70%, Spot Hidden
45%, Survival 45%, Swim 45%.

[See the d20 Appendix, Entry #43.]

LUIGI CHACONE

:I Chacone, a 31-year-old Italian, is a {riendly, but a ridiculously
superstitious man. He's a family man devoted to his wife and
five voung children. Upon entering Kingsport harbor,
Chacone can always be seen making the sign of the cross in
the direction of towering Kingsport Head.

STR12 CONi2 S$IZ13  INTi3  POW12
DEX14 APP12 EDUO8 SANSI  HPI3
- Damage Bonus: +1D4

~ Weapons: Kick 709, damage 1D6+1D4

~ Small Knife 65%, damage 1D4+1D4

Boathook/Gaff 60%, damage 1D8+1D4

Skills: English 30%, ltalian 409, Listen 50%, Mechanical
Repair 50%, Navigate 40%, Occult 5%, Pilot Boat 60%,
Spot Hidden 50%, Swim 50%, Survival 50%.

[See the d20 Appendix, Entey #44.]

JULIO DE SOUZA

The hulking de Souza is a 30-year-old Portuguese, a quiet,
hard-workjog bear of a man. He says little, but indulges in a fair
amount of superstition, He lives with his sister and her family.
STR 16 CON 15  S1Z217 INT 12 POW 11
DEX 11 APP 10 EDU 10 SAN 35 HP 16
Damage Bonus: +1D6

Weapons: Grapple 65%, damage special
Fist 60%, damage 1D3+1D6
Boathook/Gaff 45%, damage 1D8+1D6

Skills: English 30%, Listen 45%, Mechanical Repair 45%.
Navigate 85%. Portuguese 40%, Pilot Boat 65%, Spot
Hidden 45%, Survival 55%, Swim 65%, Throw 65%.

[See the d20 Appendix, Entry #45.]

ENNIO FERNETTI

Fernetti is a small, shifty-eyed 44-year-old lalian. Quite cow-
ardly, he is likely to run at the first sign of trouble. Despite
this flaw, he is rather friendly and deeply religious. His wife
and beautiful daughter are both named Maria.
STR (9 CON 12 SIZ 1} INT 12
DEX 15 APP1I  EDUI1l  SAN48
Weapons: All at base percentages.

Skills: English 35%, Hide 50%, Italian 45%, Listen 45%,
Navigate 45%, Pilot Boat 65%, Sneak 50%, Spot Hidden
45%, Survival 45%, Swim 20%.

[See the d20 Appendix, Entry #46.]

POW 1))
HP 12

ROBERTO GOMEZ

Gomez is a feisty 29-year-old Spaniard, one of three brothers
who immigrated to Kingsport a few years back. Roberto, the
biggest and strongest of the three, lost his two brothers to a
storm at sea last year. Roberto is good-looking and single, but
of morose disposition.

STR15 = CON15  SIZi6 = INT13 POWI0
DEX 12 APP15  EDU0Y SAN49 HPIs
Damage Bonus: +114

Weapons: Fist 75%, damage 1D3-+1D4
Boathook/Gaff 65%, damage 1D8+1D4
Bowie Knife 60%, damage 1D4+2+1D4
Grapple 55%, damage special

Skills: English 15%, Listen 35%, Mechanical Repair 23%,
Navigate 35%, Pilot Beat 65%, Spanish 45%, Spot
Hidden 35%, Survival 50%, Swim 75%.

{See the d20 Appendix, Entry #47.]

ALEREDO PAIVA

Paiva is a quiet, very intelligent 32-year-old Portuguese man
who dwells in a small Kingsport house with a large, extended
family. People tend to forget Paiva is around — until he steps
forward to offer an ingenious solution to a vexing problem.
STR 12 CON14 SIZ 14 INT 15 POW 12
DEX 14 APPI2 EDUI0 SANGO  HP 14
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Damage Bonus; +1D4

Weapons: Boathook/Gaff 70%, damage 1D8&-+1D4
Grapple 50%, damage special
Boswie Knife 45%, damage 1D4+2+1D4

Skills: English 30%, Listen 45%, Mechanical Repair 55%,
Navigate 70%, Portuguese 75%, Pilot Boat 70%, Spot
Hidden 40%, Swim 35%, Survival 35%.

[See the d20 Appendix, Entry #48.]

DUANE ELLIS

Ellis is a long-winded 63-year-old Yankee, a teller of tall tales

and meaningless trivialities. Asking him about one subject is

likely to elicit an unrelated, hour-long reply involving some

relative or another of his. Ellis is nonetheless a good man,

always willing to lend a helping hand to a fellow fisherman.

STR 11 CON 12 SIZ 14 INT 11 POW 09

DEX 10 APP 10 EDU 09 SAN 39 HP 13

Damage Bonus: +1124

Weapons: Boathook/Gaff 40%, damage 1D8+1D4

Skills: Listen 35%, Mechanical Repair 40%, Navigate 70%,
Pilot Boat 60%, Spot 35%, Survival 35%, Swim 45%.

[See the d20 Appendix, Entry #49.]

ARMAND MEDEIROS

Medeiros is a 39-year-old Portuguese, the unofficial
spokesman and leader of the Portuguese community in
Kingsport. Like many of the other fishermen, Medeiros has a
superstitious streak. And like most of the fisherman, he
enjoys a drink now and then. Medeiros is a good man to
befriend, as he has a fair amount of influence with most of
the fleet. Medeiros is likely 1o be one of the fishermen who
initially approach the investigators to offer the reward.
STR 13 CON 14 SI1Z 14 INT 14 POW 13
DEX i3 APP 13 EDU 10 SAN 67 HP 14
Damage Bonus: +1D4
Weapons: Boathook/Gaff 65%, damage 1D8+1D4
Fist 55%, damage 1D3+1D4
Grapple 55%, damage special
Skills: English 35%, Listen 40%, Mechanical Repair 25%,
Navigate 50%, Persuade 709, Portuguese 45%, Pilot Boat
75%, Spot Hidden 5086, Survival 35%, Swim 60%.
[See the d20 Appendix, Entry #50.]

CO/\)‘[' Gw\m(

Kingsport’s U.S. Coast Guard station plays a major role
throughout this scenario. This section serves to supple-
ment and expand the information given in Entry 413 of

the "Guide to Kingsport” chapter.

—*n; Stntron

The Coast Guard station is long low building with a
wide porch on two sides and a second-story observa-
tion post in the center of the roof (see plan nearby). A
nearby boathouse and dock is connected to the main
building by stairways. The station is manned 24 hours
a day, and there is almost always one motor lannch
ready for service,

Reception Area: A worn-looking room with green tile
floor and four wooden chairs. A large map of the local
coastline adorns one wall.

Officer of the Day (OOD): This small office is posted by
whoever has drawn the watch. The duty is usually given
to the Chief or a ranking petty officer, who is then
responsible for oversecing the daily routine of the sta-
tion. The duty is for 24 hours, and the office is outfitted
with a bunk. The small room next door holds several fil-
ing cabinets jammed with the station’s records.

Radio and Chart Room: This room is filled with the
huge power amplifiers and other equipment necessary
to communications. Lockers and low cabinets hold
spare parts and tools, and wide metal chests of drawers
contain maps and charts. A small desk in one corner
serves as Chief Hayes' office.

It is by means of this radio that the station keeps in
touch with ships at sea, as well as other Coast Guard sta-
tions up and down the coast. Henry Koch is the station’s
best radio operator, usually standing an eight hour
watch six days a week. Additionally, he usuvally volun-
teers for extra duty whenever emergencies arise or
severe storm warnings are posted.

A stairway leads from: the radio room to the roof of
the building, where an open observation post, fitted with
large, mounted binoculars is found. This post is not usu-
ally manned except during emergencies.

New 20 Occupations
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Equipment Locker: This room is kept locked. Keys are
held by the Commanding Officer, the Executive Officer,
Chief Hayes, and by whoever is serving as Officer of the
Day. Inside the locker, a few weapons are stored (two
.30-06 rifles, two 12-gauge pump shotguns, six .45 auto-
matic pistols), along with ample supplies of ammuni-
tion. Lifesaving equipment includes flare pistols and
flares, life jackets and buoys, ropes, and other gear.

Quarters: This is a barracks capable of sleeping a
dozen men, Only the men currently on duty stay
overnight at the station, Most (including Maddern and
Barkley] have homes in Kingsport or Arkbam.

Executive Officer (XO): This is the office of Lieutenant
Daniel Barkley. It contains a desk, file cabinet, a wall map,
and a small iron bunk used when conditions require him
to remain at the station for extended periods.

; Commanding Officer (CO): This is the office of Lt
Commander Charles Maddern. [t contains a desk, files,
a small library of books pertaining to maritime Jaw and
first aid, a battered globe, and a dusty model of the
Constitution (“Old Ironsides”). Hung on the walls are
framed pictures of various crews who have served under
Maddern, along with another large map of the local
coastline.

The Docks: The docks lead to the boathouse, near where
the stoop Martha is moored. The boathouse is normally
kept locked, with keys retained by Maddern, Barkley,
Hayes, and the OOD. A small walkway winds around the
inside of the high-ceilinged building. On the walls, var-
ious types of rescue gear are stored, including life jack-
ets [+4 equipment bonus to Swim checks], hawsers,
gaffs, line-projecting guns, and so forth. Three small
lifeboats and surplus equipment are stored overhead.

In the center of the boathouse, the Kingsport sta-
tion’s two 25-foot-long inboard patrol launches are
moored, each equipped with various fypes of rescue
gear, including a flare pistol and a dozen flares, six life
jackets, brightly colored marker buoys, ropes, an axe,
and first aid equipment. Swift and seaworthy in even the
worst of weather, these boats comfortably hold up to
eight passengers, in addition to a pilot.

The Martha is moored outside, to the dock. She is a
40-foot-long sloop equipped with both sail and engine.
It carries all the aforementioned rescue gear (in greater
quantity} and can hold up to fifteen passengers, in addi-
tion to a two-man crew.

i42
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The chief members of the Kingsport Coast Guard are CO
Lt. Commander Maddern, XO Lieutenant Barkley, Chief
Petty Officer Warven Hayes, and radioman Henry Koch.
For the more than two dozen enlisted men assigned to
the station, use the statistics given for a typical Coast
guardsman a few pages ahead.

Lt. Commander Maddern

Maddern, 51 vears old, is a barrel-chested man almost
six feet tall, with curly reddish-brown hair and beard,
and piercing blue eyes. Stern and serious, he possesses a
wicked sense of humor only seen by those who get to
know him. A widower, he lives alone in a modest house
in the Hollow. His service revolver is normally kept
locked in hss desk. Born and raised in Boston, Maddern
served in the merchant marine, and later in the Navy
during the Great War. After the war, he accepted the post
at Kingsport Coast Guard station.

Maddern carries out nearly all his duties unfailingly,
but has so far avoided invalvement with the bootlegzers
moving liquor into Arkham and Kingsport, Maddern
considers alcohol a victimless crime and enjoys a good
drink himself. After the disappearances begin and the vig-
ilance of patrols increase, the Guard may possibly run
afoul of the gangsters. This is even more likely later in the
scenario, after Maddern has ordered a curfew on the coast
and harbor. Future ship-
ments must be far more
discreet to avoid arrest.

Maddern  ininally
ignores fantastic expla-
nations for the disap-
pearances plaguing
Kingsport’s waters, but
Maddern is no fool. He
eventually comes to
believe that something
strange  is  indeed
responsible  for these
events. Once Maddern
accepts the fact that
some supernatural
agency is at work, investigators may find him more open
1o their theories. Approached and dealt with properly,
Maddern and the Coast Guard can be recruited as pow-
erful allies in the stand against the Hell Ship.

Lt. Commander
Magdern

Lieutenant Commander Charles Maddern, age

51, Commanding Officer
STR 1§ CON 13 SIZ i5 INT 15 POW 13
DEX i) APP12  EDUI6  SANG3  HP 4

Damage Bonus: +}1 D4

Weapons: Fist 60%, damage 1D3+1D4
Grapple 50%, damage special
.45 Service Revolver, 45%, damage 1D10+2

Skills: Astronomy 30%, Boating 60%, Dodge 30%, First Aid
45%, History 40%, jump 30%, Law 53%, Listen 35%,
Mechanical Repair 30%, Navigate (sea) 60%, Occult 10%,
Persuade 55%, Psychology 35%, Pilot Boat 65%, Spot
Hidden 43%, Survival 45%, Swim 50%, Throw 30%.

[See the d20 Appendix, Entry #51.]

LT. DANIEL BARKLEY

Barkley is an accomplished sailor. Fle has very shorl
blond hair and charming, elegant Southern manners.
He is a very brave and
serious young man, and
a stickler for regula-
tions. All Fast Talk,
Persuade, and Law rolls
made when dealing with
Barkley suffer a penalty
of minus 10 percentiles.
Barkley, a resident of a
Downtown  boarding
house, is engaged to a
pretty young school-
teacher from Arkham. 1f
Barkley disappears, the
distranght young
woman turns up at the station house, where she stands
a vigil, waiting for his return.

Lt. Barkley

Barkley, second in command at the station, is always
strictly by the book. The investigators will more than
likely come into conflict with the man at some time or
another.

Lieutenant Danicl Barkley, age 32, Executive

Officer

STR 14 CON 13

DEX It APP 12

Damage Bonus: +104

Weapons: Fist 65%, damage [133+11)4
Grapple 60%, damage special
Kick 50%, damage 1D6+1D4
Boathook/Galf 45%, damage 1D&

.45 Service Revolver 45%, damage 1D10+2.

Skills: Boating 75%, Climb 65%, Dodge 55%, Electrical
Repair 40%, First Aid 45%, Jump 50%, Law 40%, Listen
50%, Mechanical Repair 55%, Navigate 70%,
Photography 30%, Pilot Boat 75%, Spot Hidden 55%,
Survival 65%, Swim 75%, Throw 55%.

{See the d20 Appendix, Entry #52.)

POW 12
HP 14

S1Z 14
EDU 15

INT 14
SAN &0
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C.P.O. WARREN
HAYES

Hayes is a veteran of the
sea and, along with
Lieutenant Barkley, one
of the two best sailors in
the station. Hayes is an
old-school sailor who
abhors the modern
trend toward specialist
ratings and profession-
ally  trained officers
graduated from colleges.
Sailors  should  sail.
Hayes is in direct com-
mand of sailors at sea and in charge of the docks and
boathouse. He often serves as Officer of the Day.

G.P.D. BHayes

Chief Petty Officer Warren Hayes, age 40,

Ranking Enlisted Man

STR14 CON16 SIZ14 INT 13  POW 15
DEX13 APPI2 EDUJ4 SANGS  HPI5
Damage Bonus: +1134

Weapons: Fist 75%, damage 1D3+104

~ Head Butt 65%, damage 1D4+1D4
 Boathook/Gaff 65%, damage 1D8+1D4

.45 Revolver 45%, damage 1D10+42

~ Skills: Climb 60%, Dodge 60%, First Aid 55%, Jump 55%,
Navigate 70%, Pilot Boat 709, Survival 75%, Swim 75%,
Throw 65%.

{See the d20 Appendix, Entry #53.)

SEAMAN FIRST CLASS HENRY KOCH

Henry is the station’s radio operator. He's a mechanical
whiz, but a lousy sailor. Koch is smaller than average,
with short curly brown
hair. He is friendly and
helpful, but has trouble
staying out of Chief
Hayes’ way. Koch lives
in an apartment in Hill
Town, but spends much
of his time at the sta-
tion.

~ Koch can be used o
pass out sensitive infor-
~ mation to the investiga-

~ tors if they have trouble © )

obtaining it from the
other Guardsmen. Koch
is quite gullible (+25% to any attempt to Fast talk him
into or out of something). During searches and various

Seaman Koch

emergencies, he has manned the radio for as long as 54
hours without a wink of sleep.

Seaman First Class Henry Koch, age 23, Radio

Operator
STR 09 CON 10 SIZ 10 INT 13 POW 11
DEX 14  APP 1l EDU 12 SANS35 HP 10

Damage Bonus: +1D4
Weapons: All at base percentages.

Skills: Dodge 30%, Electrical Repair 85%, Elecrronics/Radio
Operation 90%, Listen 65%, Mechanical Repair 70%,
Navigate 30%, Photography 55%, Pilot Boat 35%, Spot
Hidden 30%, Survival 25%, Swim 35%.

[See the d20 Appendix, Entry #34.]

THE SEAMEN

These enlisted men are all from the Kingsport/Arkham
area. There are between six and ten of these men on
duty at the station at any given time.

Typical Coast Guardsman
STR 13 CON 13 SIZ 14
DEX 12 APP it EDU |1
Damage Bonus: +1D4
Weapons: Fist 55%, damage {D3+1D4
Grapple 45%, damage special
Boathook/Gaft 45%, damage 1D8+1D4
Skills: First Aid 40%, Law 30%, Listen 309, Mechanical
Repair 409, Navigate 45%, Pilot Boat 55%, Spot Hidden
35%, Survival 40%, Swim 50%.
{See the d20 Appendix, Entry #55.]

INT 13
SAN 55

POW 11
HP 14

Tactics ad Seewario U'se

At first, the Guard’s main activities include conducting
searches and investigations into recent disappearances
and accidents, Later, they enforce the maritime curfew
instituted by Lt. Commander Maddern.

The Guard conducts regular patrols, usually with a
single launch, but active searches find all the station’s
craft at sea. Sailors and officers alike work around the
clock, catching brief snatches of sleep between watches
and patrols. Lieutenant Barkley is in charge of most
search and rescue missions. He often goes to sea in com-
mand of the sloop. Lt. Commander Maddern occasion-
ally accompanies them, but usually stays behind to head
the station. Hayes is technically supposed to remain at
the station, but when a search and rescue operation is
underway, more often than not, he jumps aboard the
last boat heading out to sea. Henry Koch is the best
radio operator at the station. Besides his regular shifts,
he is usually there to man the controls during emergen-
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cies. Evidence collected by the Coast Guard’s investiga- /
tions is usvally kept under lock and key. Recovered @Uf [—O SQ/\
boats are stored in the boathouse.

At first, the Coast Guard is understandably skeptical OONER OR LATER, investigators searching for
of any “ghost ship” tales circulating Kingsport. Later, the source of the mystery must venture out to sea
when eyewitnesses corroborate these tales, they suspect into the Star Mother's domain. This section
that an abandoned derelict is somehow responsible. ~ details the arrangements necessary to hire a boat, the
Perhaps when their own launch is victimized, they will effects of suffering from sea sickness, and a few loca-
begin to accept the truth behind these occurrences. tions along the misty shore that investigators may wish

Anyone interfering in the Coast Guard's investiga- 10 explore.

tions is subject to detainment and/or arrest, depending

on the seriousness of the offense. Law or Oratory rolls HlﬁTl‘N ABont

[Diplomacy or Knowledge (law)] might help in lesser 8

matters (such as returning to port after curfew) [witha  If the investigators were hired by the fishermen of
DC depending on the severity of the offense], but more  Kingsport, they will initially have one boat (or more if
serious matters (such as breaking into the boathouse)  necessary) and guides or pilots, as needed, at half the
should result in immediate arrest. normal hiring rates: $5 to $7.50 per day instead of the
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. usual $10 to $15. 1f the investigators fail to bring a swift
~ solution to the mystery by Day 10, they find the fisher-

men unwilling to offer any more bargain rates.

Additionally, a Luck roll [Charisma check, DC 15; can’t

take 10] is required to find a fisherman brave enough to
take them out to sea. Allow one such Luck roll
[Charisma check] each hour.

if the investigators entered into the scenario of their
own accord, they initially have to pay full rates, unless
the investigators have managed to befriend one or more
fishermen. After Day 9 they have to pay the normal rate,
plus an additional $1 per person. As before, Luck rolls
[Charisma checks] must be made in order to find some-
one brave enough to take the investigatars out.

Fishermen guides can be created as the keeper
desires, using the examples from the “Kingsport
Fishermen” section of this scenario or in the Guide to
Kingsport entry “The Fishing Fleet,” on page 44. At first
helpful, the fishermen later turn fearful and paranoid.
The keeper will have to decide how much help they can
offer when the investigators are faced with combat situ-
ations.

Se/\ Siclz.ves;
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Once the investigators have hired a boat, their next
obstacle is getting accustomed to traveling through
rough seas in the tiny craft. Any investigator failing a
CON x5 roll [Fort save, DC 10 {or 15 in rough weath-
er)] suffers from temporary nausea, reducing DEX and
all gkills by half [either a -2 penalty to Dexterity, or the
nausea condition, at the keeper's discretion].

A fumbled roll (96-00) [or failing the Fortitude save
by moare than 5] results in an immediate loss of the last
meal, a teraporary loss of 1D3 CON, (does pot affect hit

~ point total) and near incapacitation for the rest of the

ruise, CON points lost from sea sickness return at the
ate of one per hour after returning to dry land. Once an
nvestigator succeeds with his CON roll [gets a check
result of 20 on the Fort save], he is considered immune

to further sea sicknesses — for the rest of this scenario,

anywav.

The incessant rocking of the waves also affects an
investigator’s balance, resulting in a loss of 1133 DEX (in
addition to any lost to seasickness) [-2 penalty to Dex|
the first 1D3 times he or she goes to sea. Fishermen,
sailors, and so forth already have their sea legs, and thus
don’t suffer this reduction.

.J'NSS to See, CEXF (ore, /\N(( Prscover

There are several places to explore in the seas around
Kingsport. There’s the North Point lighthouse (810},
Pilot Island, swhere ghost ships snpposedly anchor
(809), the occasional barren rocky places where the
Jersey Reef juts above the waves, the impossibly high
cliffs of Kingsport Head, and the mouth of the
Miskatonic River.

Strange things may be found or encountered at sea:
wreckage from the vanished boats; strands of luminous
seaweed-like growths tainted with the Star Mother’s sig-
nature alkaline sludge; rotted timbers from the Helleng
wreckage or flotsam not native to this world {perhaps
something from the Dreamlands); the carcass of a whale
or large fish; a great stinking mass of dead fish floating
on the surface in the vicinity of several strands of vel-
low-sludgy seaweed; or a drowned body unrelated to the
current spate of disappearances. And one night, per-
haps, investigators may have a brief glimpse of a ghost
ship — maybe ot even the Hellene, but one resembling
a vessel from a previously heard ghost-ship tale.

The Hellene is a two-masted, square-rigged brig built in
1727; this is discernible with a History roll [Knowledge
(history), DC 20, when examining the ship]. Huge holes
gape in the Hellene’s hull, and rotting boards hang and
jut randomly from rails and sides. The bowsprit is bro-
ken off short, leaving but a yard of it intact, and her
anchor is missing. The top of the ship’s foremast is like-
wise broken off and lies on the deck, while spars hang
broken and dangling, trailing bits of ropes and ghostly
shreds of rotted sail. The deck is warped, weakened in
many places and gaping with holes in others. On her
bow, a name is written in faded paint reading: H EL L
(the last three lefters are too faded to make out}.

Strands of seaweed dangle from holes in the ship’s
sides and decks and from the masts. By night, these
strands glow an ominous vellow (see “The Growths
Throughout the Ship,” below). Ragged slimy membranes
of luminous yellow-green plant-like material hang from
the broken spars replacing the sails. Heavier membranes
cover the large holes in the hull. Anyone getting close
enough to get a good view of the obviously haunted ship
must make a SAN roll against a loss of 1/1D6.

MAIN DECK

Investigators can reach the main deck by climbing the
boarding ladders on the ship’s sides. Scattered about are
splinters of wood, scraps of rope, encrustations of silt,
and patches of the slimy vellow-green sludge. A Spot
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Hidden roll [Wilderness Lore (with Track) or Search,
DC 10] picks out footprints in the sludge patches.

Investigators exploring the deck must make a Luck
roll {Reflex save, DC 10] to avoid falling through weak
planks. Those who fall take 1D6-1 damage and end up
on the next level, the “tweendecks.” Rotted, sagging
hatch covers give access to the tweendecks level. They
are riddled with holes through which root-things snake
out and spill onto the main deck.

A cramped companionway — its walls lined with
hairy roots — opens on a ladder leading to the
belowdecks area. The splintered binnacle that once held
the ship's compass now contains only silt and seaweed.

Yellow-green strands gripping the warped, cracked
wheel snake off into the hold. Disturbing the wheel or
these strands results in a tentacle attack by the Star Mother
(agaim, see “The Growths Throughout the Ship”™).

e e S i

-
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MAIN DECK
f
ANCHOR
CABLE
WINDLALS,

TWEENDECKS

This area contained the quarters of the captain, officers,
and crew. None of these areas contain any clues or use-
ful items, though the keeper may allow searchers to find
unidentifiable, corroded, or silt-encrusted personal
effects if desired. The Star Mother’s skeleton crew often
wait in these cabins until she calls them forth. The
amidships section was used for some stowage and
housed the Heilene’s cannon, as the once-shuttered
ports indicate, None of the guns remain — the Star
Mother deemed them useless dead weight and dumped
them overboard.

Attached like a cocoon 10 the mainmast tween-
decks, a small tleshy, plant-like bendle encases a hand-
ful of human bones, which jut out in unnatural angles.
SAN loss for this minor horror is 0/1D3. The hatches
found on the rweendecks level open into the lower
hold, from which countless tendrils and strands snake
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out up onto the main deck and out the gunports. The
galley is a veritable jungle of strands and roots, all
emanating from a large object near the forward bulk-
head. A successful Spot Hidden roll {Spot check, DC
13] reveals that the object is an ancient human corpse,
now little more than bones and parchment-like hide
held together by the plant-like strands. (SAN loss is
- 0/1D4.) A small storage locker in the bow is a jumble
~of wood scraps, old sailcloth, and tangles of rotting
rope. Within this trash are the well-preserved corpses
of two of the Hellene's original crew not yet recruited
by the stone-thing (SAN loss 1/1D4-+1). The Star
Mother will use these to replace lost crewmen.

THE HOLD

The hold is a home to horror. Yellow-green strands are
~ attached to decks, the overhead, walls, and bulkheads.
_ Piles of sand and mud and patches of yellow-green
sludge are everywhere. The stench of decomposing
flesh chokes the hold, growing stronger as one nears
the bow.

In the forward hold waits the ultimate horror. Here,
several large clumps or mounds litter the floor around a
arger mound, atop which stands a weirdly luminous
vellow-green stone shaped like a prehistoric Venus: the
Star Mother. Thin tendrils sprout from the stone, thick-
ening as they reach the floor, becoming the roots and
strands seen throughout the ship, Several of these
strands penetrate the mounds on the floor which, on
closer inspection, prove to be fairly fresh human corpses
— victims of the recent disappearances. These corpses
~ are shrunken, covered with silt, and apparently cement-
ed to the hull with the familiar yellow-green sludge.
SAN loss for this revolting discovery is 1D3/2D6.

e Growfﬁ,s ]E Eﬁouf the Shr

The Star Mother has spredd herself throughout thc
Hellene like a malignant, parasiiic plant, sending her
raot-like tendrils snaking through the ship, and even
~out the ports to trail in the water alongside. Inside, the
rowths appear much like roots, though bloated and
inewy — nearly muscular. They run along passage-
vays, burrow into the woodwork, and form barriers
cross doorways.

~ The Star Mother has grown several manipulative
limbs, which she can manipulate quite dextrously, Seven
thin, external tentacles covered with long cilia extend
beyond the confines of the ship, one yard for every
POW point currently possessed by the Star Mother. [At
the keeper’s discretion, she may “lie in wait” with her
tentacle attacks.] There are also three thicker, internal
pseudopods used by the Star Mother to detect and grasp
prey inside the ship.

External Tentacles (x7)
STR 04 CON 06 SIZ 08 INT 15 POW special
DEX 02 MOV 6 HP 07

Weapons: Tentacle Constriction 20%, 1D2 damage per
round, plus Psychic Shock®,

Armor: Impaling weapons do half normal damage.

Skills: Detect Human Life Force 35%.

Sanily Loss: (/1D3,

Internal Tentacles (x3)
STR DY CON 12 S1Z 08 INT 15 POW cpecial
DEX 05 MOV 06 HP 10

Weapons: Tentacle Constriction 50%, 1D6 damage per
round, plus Psychic Shock”.

Armor: Imipaling weapons de half normal damage.

Skills: Detect Human Life Force 50%.

Sanity Loss: 0/1D3,

*The Star Mother can deliver a psychic shock to anyone tonch-
ing or striking either her or one of her tentacles. This shock
can occur whether the attacker uses bare hands or a striking
weapon. In addition to any carstriction demage done, the
victint must niake a successful POW vs. POW struggle
against the Star Mother or her tentacle. If the victim fails,
he may be jolted by an alien vision from the Star Mother’s
memory. This causes 1D6 points of damage and a SAN loss
of 0/1D14.

Eacly of the external limbs has a POW rating equal to 10% of
the Star Mother’s current POW, The internal tentacles each
have 50% of her current POW. A tentacle can be rentoved
either by a STR vs. STR yoll or by destroying it.

Once these limbs are destroyed, the Star Mother can only
defend herself with dead crewmen or with spells and other
abilities. Given the opporturnity, she will sink the Hellene ro
hiide on the bottom, regenerating her limbs at the rate of
one per day,

[See the d20 Appendix, Entry #56a and #56b. |

e t {en‘ou CTew

Formerly the crew of the Heilene, these magically pre-
served corpses have spent the last two centuries under-
water, slowly rotting and gnawed upon by fish. Dressed
in filthy rags, they are horribly ragged skeletal things
with strands of luminous seaweed caught in their hair
and hanging from their slack mouths. The limbs of the
corpses are thin and bony, with rubbery, dead-cold flesh
marked by numerous wounds. Strips of flesh hang from
vellowed bone. Eyes dangle from muddy sockets. Some
specimens are missing fingers, toes, or limbs. One has a
skull split wide open, while anather’s vacant chest cavi-
ty holds a flopping fish.

These crew members are slaves of the Star Mother,
undead with no will of their own. They can be operated
by her at distances of up to 100 feet from the ship. [They
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 will not willingly venture beyond that point, although if
forced to do so, they gain some measure of “independ-
ence.’] Each zombie possesses a fragment of her within
itself, allowing her to see through their eyes and listen
through their ears. The crew faithfully carries out her
wishes. The living can only stop them by destroying
them [reducing the undead’s hit points to 0] or killing
the Star Mother herself.

There are nine currently activated crewmen, includ-
ing the corpse of Douglas Corben dressed in the rags of
his captain’s uniform. Two more wait in reserve in the
bow of the tweendecks. The choice of each skeleton's
weapon is left to the keeper; each may be customized to
match the strength and armament of the party. The
keeper is within his rights to inflict infections on char-
acters injured by the skeleton crew’s filthy weapons. [At
the keeper’s discretion, an injured victim must make a
Fortitude save (DC 10} or suffer 1d3 Con damage; this
increases the CR for each skeleton crewman.

Skeleton Crew
STR 13 CON 14
DEX 08 MOV va
Damage Bonus: +11D4
‘Weapons: Cutlass 60%, damage 1D8+1+1D4
~ Broken Cutlass 60%, damage 1D6+114
 Knife 45%, damage 1D6+1D4
Strangle 50%, damage 1D4 per round {STR vs. STR roll
to break free) ;
Grapple 35%, no damage (bat if successful adds 35% to
attempted Bite or Strangle attacks)
Club 35%, damage 1D6+1D4
Bite 30%, damage 1D4+1
Armor: None, but impaling weapons do only half-damage.
Skills: Dodge 15%, Listen 259%, Spot Hidden 25%, Swim
25%.
Sanity Loss: 1/1D6+1.
[See the d20 Appendix, Entry #57.]

e Stm' &Y{Tofﬁer

‘The Star Mother herself is a chunk of yellow-green
stone about the size of an infant. Its shape suggests a

Jump, huge-breasted, faceless female figure. From it

ctend dozens of the pencil-thin roat-like strands that
fill the ship. An investigator making a successful
Cthulbu Mythos roll [Cthulhu Mythos check, DC 13]
recognizes this thing's relationship to the hideous Outer
Gods and realizes that it is a living entity of considerable
power,

The Star Mother is an intelligent creature who will
defend herself with everything she can bring to bear,
She can attack at great distances with the thin strands
that trail along outside the Hellene or aboard the ship

SIZ 12 INT 15 POW 10

HP 14

with her larger tentacles. Her skeleton crew waits to do
her bidding, on or off the ship. She can use her spells
and magical abilities against victims, including the abil-
ity to raise or sink the ship at will.

STR 08 CON30  SIZ(2 INT 15
DEX 05 MOV O

POW 35+
HP 16

Weapons: None.

Armor: 8 peints of chitinous shell, Note that because the
Star Mother cannot move by herself, all physical attacks
against her receive a bonus of 25 percentiles added to the
chance to hit, The Star Mother can restore lost hit points
by expending magic points on a | per 1 basis. {Also see
the Psychic Shock Defense, listed above under “Growths
Throughout the Ship.”)

Spells: Mental Suggestion, Power Drain, Create Zombie (the
skeleton crew}, Wave of Oblivion, Grasp of Cthulhu, plus
the ability to Create Fog, raise and sink the Hellene, and
feed on humans,

Skills: Detect Human Lifeforce 55%.

Sanity Loss: 0/1D4+1.

[See the d20 Appendix, Entry #58.]

CREATING FOG

The Star Mother can generate an artificial fog, requiring
5 magic points and 5 minutes (25 rounds) to initiate.
Once started, the fog spreads from the ship in every
direction at a rate of 25 feet per round, to a maximum
of 750 feet (requiring 6 minutes). The fog dissipates
normally, at a rate of 25 feet per round. Fog can be ere-
ated multiple times with cumulative effects. Visibility
within different areas of the artificial fog bank is shown
in the Fog Density diagram on a following page.

{Censider using the spells raise night fog and obscur-
ing mist to simulate these effects; set the caster level at
4th or 20th, depending on the ending you prefer.

RAISING AND SINKING THE HELLENE

The Star Mother can raise ber ship from the ocean floor
by expending 10 magic points |10 temporary Wis; she
can do this for free three times per day]. Considering
the average depth offshore of Kingsport, the raising usu-
ally takes 10 minutes to complete, as the Star Mother
closes oftf the membranes patching her hull and then
oxygenates the water inside to bring herself up.

If a vessel is located directly above the rising Hellene,
a Pilot Boat roll [Pilot (boat), DC 15] is needed to move
out of the way of the surfacing vessel. Failure to avoid
the ship results in the destruction of smaller craft and
the likely scuttling of larger ones. Anyone aboard the
stricken craft suffers 1D10 points of damage and is
thrown overboard. Anyone seeing ghostly yellow-green
ship rising from beneath the waves loses 1/1D4 SAN

THE STAR MOTHER
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cessful escape from the sinking ship. Holes can be creat-
ed by kicking at the timbers using the investigators’ STR
to overcome the 20 STR of the Hellene’s planks.
[Strength check, DC 20] If successful, a hole SIZ 2D6 is
created. [Alternatively, consider subtracting this number
from 20; set this as the DC for an Escape Artist check to
crawl through.] Additional kicking and resistance
checks may be needed to enlarge the hole so that it
matches or exceeds the investigator’s SIZ. Allow a
trapped investigator to make two kicks [one Strength
check] per round.

FEEDING

The Star Mother grows stronger through human suffer-
ing. Half of all SAN losses and hit point damage suffered
within 100 feet of the ship are converted to magic points
and added to her current total {never exceeding her cur-
rent POW). | At the keeper’s discretion, these points may
become temporary “ability points” used for the casting
of any spell that day; this may increase the CR of the
encounter.] If during any one round she should gain 10
magic points, she instead converts them to a single point
of permanent POW, which is then added to her total [20
“Magic Points” may be converted to a +2 bonus to all
Wisdom checks for that day.] For the sake of simplicity,
the keeper may want to add a standard 1 magic point
and | POW point for every non-player victim she takes
during the initial stages of this adventure.

e i SEar —o_[:ge'r’ ;f;\dc[‘fc;

points, in addition to the normal 1/1D6 loss for getting
a good look at the Hell Ship.

Submerging the Hellene is much quicker. The “stone-

thing” simply opens her membranes, allowing water to
flood the ship. This only requires the expenditure of |
magic point; the ship disappears below the waves in 3D4
rounds. Small vessels nearby may need to make Pilot
Boat rolls [Pilot (boat), DC 15] to avoid capsizing in the
whirlpool that results from the ship’s sinking.
. Anyone standing on the Hellene's main deck when
¢ ship submerges can escape with little difficulty, but
ose caught below must make a DEX x3 roll [Dex
heck, DC 15, including armor check penalty] for each
evel of the ship through which they must climb. Failure
means being swamped by incoming water and trapped
in the sinking vessel.

Once underwater, those trapped inside must make
rolls to avoid drowning each round [see the Drowning
rules in the core rulebook], plus suffer a loss of 1/1D3
SAN. A Luck roll {Spot check, DC 15; can’t take 10]
allows a character to find a hole in the hull and a Swim
roll [Swim check, DC 10; can’t take 10] means a suc-

The Star MotRer’s usual attack ploy is to haunt the seas
amidst her artificial fogbank. After spying a small boat,
she approaches it, grasps it with her external tentacles,
and discharges her dead crew onto it. The crew then kills
or captures the intended victims, and drags them down
into the Hellene’s hold to meet the Star Mother. The
stone-thing grasps her prey with internal tentacles, over-
comes them, then infests them with the roots through
which she feeds.

The Star Mother can also destray smaller target ves-
sels by running them down or by surfacing beneath
them. The latter tactic is damaging to the Hellene, so it is
used sparingly. Assume the Hellene can outrun any
smaller sail-powered vessels; it is capable of giving a

‘good chase to most motor craft.

In the case of vessels willingly approaching her, she
waits until they are close before grasping the vessel with
her tentacles. She may or may not attack with these
grasping tentacles — or with the skeleton crew —
depending on whether the visitors intend to board her.
In the latter case, she waits until they are aboard before
sending the crew and her larger, stronger, internal tenta-
cles to attack. If the intruders reach the hold, she uses
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her spells. If low on magic points, she may choose to flee
her attackers, rapidly sinking below the surface.

Exploring the ship is a dark and dangerous affair.
The creaking of the derelict vessel’s timbers, the swaying
of the yellow-green tendrils, the slosh of water, and the
dank dripping darkness belowdecks all add to the stark
~ horror of the situation. Punctuate this atmosphere with
sudden bugsts of physical danger, such as the appearance
~ of a dead, leering crewman or a tendril that’s suddenly
- come alive. By the time the investigators reach the hold,
they should be running low on nerves, SAN points, and
ammunition, Finally, once the Star Mother is found and
dealt with, there should be a panic-ridden flight from
the now-sinking vessel.

DEFEATING THE STAR MOTHER

The Star Mother is a very dangerous opponent.
Investigators must meet her on her own terms: at sea
and in a closed environment that she controls in nearly
every way. To prevail, the investigators may bave to make
several sorties against the Hellene and its haunter. Initial
encounters provide the investigators with opportunities
to gauge their enemy’s strength, perhaps reducing it
somewhat. Later attempts may take them into a con-
ﬁ@ntation with the Star Mother herself — for better or
worse. Once the crew and the tentacles have been over-
come, the Star Mother can be dispatched with a few
lucky gunshots or explosives, but her ability to quickly
submerge may prevent such attacks, giving her time to
restore her losses. A quick, clever, and powerful party
may be able to get past her defenses and deal with her
directly before she can react. Even if the Star Mother is
destroyed, the investigators are in danger. Without the
Star Mother’s control and magic, the Hellene floods
quickly, sinking within minutes; this may drown attack-
ers and explosives charges alike.

SANITY, REWARDS AND PENALTIES

If the investigators destroy the Star Mother before she is
able to leave Kingsport's waters, award each survivor
- 2D10 SAN. If they had to track her elsewhere to stop her,
he reward should be only 2D6 SAN. If they unearthed
he details behind the Hellene’s initial sinking (in the
“ustoms records), give each investigator an additional
- point of SAN, increased to 1D3 if they have discovered
the unearthly origin of the Star Mother. Each skeleton
crewman or tentacle/tendril the investigators destroy
- gives them each 1D3 SAN.

If the investigators fail to stop the Star Mother before
Day 16, she moves on to different waters, disappearing
from the Kingsport area in the next 1D4 days. If this
happens, the investigators each lose 1D3 SAN when they
hear of strangely familiar nautical vanishings occurring

E“;\ S' M ?‘ 5 E} orl
elsewhere on the Massachusetts coast. (Gloucester?
Boston? Cape Cod? Nantucket?) Unless investigators
immediately begin trying to track her down and deal
with her, they should lose an additional 2D4 SAN, real-
izing that their failure has allowed the nautical night-
mare to continue.

FINANCIAL AND SOCIAL REWARDS

Whether the investigators entered this adventure at the
request of the Kingsport fishermen or not, the fisher-
men will be relieved when the disappearances stop. If
they know of the investigators’ involvement in bringing
an end to the horror, they will reward the party. The base
amount should be $200, plus $10 per investigator. This
money is raised by donations made by the many
Kingsport fishermen and their families. The party may
also have made friends (or enemies?) among the fisher-
men, and these circumstances may come into play in the
future, possibly in the form of reduced rates for boat
rental, boating lessons, or free seafood. If the party
seems especially deserving of additional compensation,
the fish-packing houses may match the fishermen’s
monetary reward.

The investigators’ dealings with the Coast Guard dur-
ing this adventure may affect their Credit Ratings [giving
a bonus or penalty to Charisma-based skills when inter-
acting with Coast Guardsmen}. If the investigators inter-
fered with the Coast Guard in only minor ways (such as
breaking curfew) they lose 1D3 from their Credit Rating
[-2 penalty to the aforementioned skills]. More severe
transgressions, such as matters calling for arrest, results in
a 1D10 Credit Rating loss [-4 penalty to Diplomacy
checks in Kingsport]. If the Coast Guard and the investi-
gators join forces to successfully bring the affair of the
Hellene to an end, each investigator should be rewarded
with a 1D6 increase to his or her Credit Rating skill [+2
bonus to Diplomacy checks in Kingsport].

If the investigators found the Custom House records
of the Hellene’s sinking, they have discovered a valuable
piece of Kingsport histery. The Kingsport Historical
Society would gladly pay 5120 dollars for such a doco-
ment private historians or scholars might pay as much or
more), or award the donor(s}) with lifetime Society mem-
bership. Likewise, the discoverers of the old
Congregational Church records and the accounts of Eben
Hall’s raid on the church may be rewarded for such valu-
able historical research. The Historical Society would
offer another 5D20 dollars for the church raid accounts
or, again, a lifetime membership.

Though the Congregational Church won't pay for the
return of their old records, they may offer the investiga-
tors assistance in future endeavors. Any donation of his-
torical documents by the investigators should add 1D4
points to the donors’ Credit Rating skills [+2 bonus to

154

REWARDS AND PENALTIES



‘E}cnd !.N

Fhe

“

£
Waler

Diplomacy checks in Kingsport}, and gain them the
respect and admiration of local historians and scholars
[increase that bonus to +4 when dealing with these peo-
plel. Anyone who reads the Custom House records, the
church records, and the raid account should receive 1D4
points per document to both their Kingsport History and
Kingsport Cult skills. [ The keeper may make Knowledge
(local [Kingsport]) an untrained skill.]

Of course, the sensitive nature of the church raid
account may also draw unwanted attention on the
investigators. Some respected local families may have

had ancestors present, and certain powerful and time-
less entities might not want details of their worship or
worshippers revealed.

Finally, a darker thought. The Star Mother, an alien
entity, controlled her separate parts from afar. Could
not some lingering fragment of her being have survived
in one of those disparate parts? Perhaps even now, a sev-

ered yellow-green tendril has rooted itself in the seabed
beyond the Jersey Reef — hungrily waiting for a fish to
chance by.

DARKER THOUGHT
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Dreaming

(Wis, Trained Only, Always a Non-Core Skill)

In the original version of Chaosium’s Dreamlands, the
Dreaming skill reflected a lucid dreamer’s ability to
reshape ability around him in that other dimension,
sometimes by creating ephemeral objects. The skill does
not apply to dreams of Kingsport, however. A dreamer
cannot use this skill until he descends the seventy-seven
“steps of lighter slumber to the temple of Nasht and
Kaman-Thah. {This prevents investigators from realiz-
ing they are in a dream by spontaneously creating short-
swords and ephemeral sailing ships.} Nonetheless,
Kingsporters who have traveled to that other dimension
may have this skill.

As an optional rule, a character can create a small
object in a dream by making a Dreaming check (DC 20)
and spending 2 points of temporary Wisdom.
Alternatively, this can be done with a Will save (DC 20}
and 4 points of temporary Wisdom. The item must fit
within the logic of the dream, For instance, you cannot
defeat a Greek Gorgon by spontanecusly creating a
hand grenade, but crafting a Greek sword as part of the

dream would make sense. Again, this interpretation of

the skill is entirely optional.

Knowledge (dream lore)

(Int, Trained Only, Always a Non-Core Skill)

By adventuring in the Dreamlands, an investigator can
learn the lore and legends of that other dimension. This
includes the sort of information one typically finds in
stories like The Dream-Quest of Unknown Kadath,
including basic geography (“Where is the Vale of
Pnath?™), monsters of the Dreamlands (“How big is a
zoog?™), and proper cuitural behavior (“How should I
approach the Cats of Ulthar?”).

Gods are typically covered by the Cthulhu Mythos
skill, while more precise knowledge about a city or region
of the Dreamlands may require Knowledge (local). At the
GM’s discretion, an investigator can substitute
Knowledge (dream lore) for either of these skills after
raising the DC for the related check by 5, but only if the
information pertains directly to the Dreamlands. For
instance, Randolph Carter encountered nightgaunts,
Nodens, and Nyadlathotep in the Dreamlands, but he has
little reason to know about Cthulhu’s minions in
Lousiana, R'lyeh, or other waking world locales.

Navigate
(Int, Trained Only)
In the fifth edition of the original Call of Cthulhu rules,
Navigate is 4 vital skill employing a wide variety of nav-
igational methods. For this book, the skill has been bro-
ken down into applications of three skills. (These rules
first appeared in Pagan Publishing’s Delta Green d20.)
Wilderness Lore {(Wis} includes the ability to navi-
gate on land. A character with this skill is proficient at
using a compass, map, terrain association, and pace
count. This knowledge may be learned in the Boy
Scouts, as part of schooling, or in the military, and it is
not unreasonable for characters to possess.

Navigate {Int} is a new skill. It is not usable
untrained, as it applies to more complex tasks involving
navigation on the sea or in the air. Navigate (sea) and
Navigate (air) are two separate skills. These tasks are
typically more difficult than land navigation, requiring
a higher standard of training. Traditionally, they are
conducted using a sextant, charts, and similar tools. The
Navigate skill can also be substituted for Wilderness
Lore checks to navigate on land.

Speak Native Language (Int) r
A character can speak her native language untrained; in
theory, each character has a Speak Native Language skill
equal to his or her Intelligence modifier, Skill checks are
not required for casual conversation. The character can
choose to take additional ranks in his or her native. It is
always considered a core skill, and it does not count
against the twelve core skills a character declares at char-
acter creation. (If you like, think of it as a thirteenth core
skill.)

Highly proficient characters can perform tasks like
deciphering anachronistic languages, understanding
obtuse literature, and so forth. For skilled characters,
these tasks require skill checks; untrained characters can
substitute Intelligence checks. Since most investigators
don’t conduct investigations that depend on their inter-
pretations of James Joyce’s Ulysses, characters arent
required to spend ranks in their native language,
Characters familiar with archaic versions of English,
however, should bay ranks in this skill.

C Arncters, GOCG, G-

onsters

Charac¥rs were created using the Defense bonus vari-
ant rule. When a character has Speak Language for his
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or her native language, it’s treated as a 13th core  Feats: Skill Emphasis (Knowledge [occult}), Skill Emphasis

skill. (Pilot [boat]}, Weapon Proficiency (melee).
The deities in this book were created as 20th-  Spells: black binding, create self-ward, dominate person,
level creatures with divine qualities from the CoC dread curse of Azathoth, shrivelling, soul trap.

core rulebook. For additional rules concerning
gods, you could theoretically supplement these
statistics by adapting material from the new edi- #3) Holt’s Loyal Crew
tion of Deities and Demigods.

* From create self-ward.

Undead Cultists; 1d12 HD; 15 bup.t Init +0; AC 10; Spd 30 ft,;
Atk +1 melee (1do+1, cutlass) or +0 ranged; SQ Damage
#1) Tulzscha reduction 5/+1, darkvision 60 ft., undead qualities; SV Fort
Colossal Qutsider {Demigod); HD 32d8 + 288; 432 hp; —, Ref +0, Will +1; Str 13, Dex 10, Con —, Int 10, Wis 9.
Init -3 (Dex); Speed teleport without error*; AC —1 (-3 : ; ;

Dex, -Saize); Atk £2B/425/418 melie (famegont, dgsy D4 Smloss JAd4. G2

fire dmg) or +17/+12/+7 ranged (flame gout, 446 fire Skills: Listen +3, Spot +3.

dmg); SQ Divine gualities, flame gout, reanimation,
withering flame; SV Fort +21, Ref +9, Will +22; Str 36,
Dex 4, Con 28, Int 15, Wis 30, Cha —; San Loss
1d3/1420; CR 21.

*The demigod can teleport witheut error at will as a Variant Rule
20th-level caster. See “New Divine Spells.” -

Feats: Toughness.

Special Qualities: Divine qualities — See the core rule-
book.

Flame Gout— Tulzscha can inflict 4d6 fire damage as

a melee or ranged attack. The attack takes the form of
a bolt of writhing flame nearly a foot in diameter with

a maximum range of fifty feet.

Reanimation — As a standard action, Tulszcha can
cast dark resurrection on one of its cultists within five
miles. Whatever is left of the resurrected cultist also
gains the Ghoul template (see the Creatures chapter of
the care rulebook).

Withering Flame — If Tulzscha uses withering flame,
it may only attack once during that round. If the deity
successfully hits with its flame gouat attack that round,
it may choose to harm its victim with withering flame
instead of fire damage. First, the victim must make &
Reflex save (DC 30); if he fails, he is instantly aged
2d10 years. The victim must then make a Fortitude
save {DC 30) to avoid losing 1d6 Con, and a Will save
(DC 30} to avoid losing 1d6 Wisdom.

#2) Captain Richard Holt, The Terrible Old Man
2nd-level Offense Option; 11 h.p.; Init -2 (-2 Dex); AC
8; Spd 30 fi;; Atk +0 melee {1d6-2 dmg, cane} or +0
ranged; SQ Damage reduction 10/+17; 8V Fort +2, Ref
-2, Will +7; SZ M; Str 6, Dex 7, Con 12, Int 15, Wis 18,
Cha 8; San 38.

Core Skills: Cthulhu Mythos +8, Knowledge (history)
+4, Knowledge (local [Kingsport]) +8, Knowledge
{occult) +10, Listen +4, Navigate (sea) +7, Pilot {boat)
+10, Sense Motive +6, Spelleraft +9, Spot +4, Use Rope
+3, Wilderness Lore +8.

Non-Core Skills: Knowledge {anthropology) +3,
Knowledge (archacology) +3, Knowledge (astronomy)
+3.
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#4) Jonas Rigg, Taverner and Bouncer

2nd-level Offense Option; 11 h.p; Init +0; AC 10; Spd 30 it;
Atk +3 melee (1d6+1, club} or +2 ranged (1d10, pistol}; SV
Fort +4, Ref +0, Will +1; §Z M; Str 13, Dex 11, Con 13, Int
11, Wis 12, Cha 9; San 53.

Core Skills: Appraise +3, Diplomacy +4, Hide +1, Intimidate
+4, Knowledge (accounting) +3, Listen +4, Move Silently
+1, Pilot {boat} +5, Search +3, Sense Motive +1, Spot +5,
Swim -4, Use Rope +2.

Feats: Dodge, WP (melee), WP {pisto]).

#5) Donald Linderman, Accountant and
Alcoholic Deep One Hybrid

Ist-level Offense Option; 6 h.p.; Init -1; AC 95 Spd 20 f.,
swim 40 fi; Atk +3 melee (1d4+42 dmg, retractable claws) or
+0 ranged; SQ Low-light vision; SV Fort +0, Ref +1, Will +0;
SZ M Str 14, Dex 9, Con 11, Int 14, Wis 10, Cha 8. San 0;
San Loss 1/1d3 (if seen as Deep One).

Core Skills: Bluff +3, Cthulhu Mythos +1, Diplomacy +0,
Heal +3, Hide +3. Jump +6, Knowledge (accounting) +9,
Knowledge {history) +5, Listen +2, Move Silently +4,
Sense Motive +3, Spot +3.

Non-Core Skills: Knowledge (Jaw} +3, Knowledge (pharma-
cy) +3, Research +2, Swim +10 (includes +8 racial
bonus).

Peats: Dodge, Skill Focus (Knowledge [accounting]), WP
{melee).

#6) Typical Kingsport Fisherman

Ist-level Offense Option; 7 hup.; Init +1; AC 115 Spd 30 fi;
Atk +2 melee (1d6+1, boathook; or 1d4+1, gaff) or +2
ranged ; SV Fort +3, Ref -1, Will +0; SZ M; Str 13, Dex 12,
Con 13, Int 12, Wis 11, Cha 10; San 55.

Core Skills: Climb +5, Diplomacy +2, Heal +4, Knowledge
(occult} +2, Listen +2, Navigate (sea) +5, Pilot (boat) +8,
Spot +2, Swim +5, Use Rope -+5, Wilderness Lore +3,

Feats: Skill Emphasis (Pilot [boat]), Weapon Proficiency
{melee), Weapon Proficiency (thrown).

#7) Robert Canton, Dreaming Tailor

Znd-level Offense Option; 9 h.p.: Init +2; AC 12; Spd 30 ft.;
Atk +4 melee (1d2, knitting needle] or -1 ranged (1d8, cross-
bow); SV Fort +0, Ref +2, Will +6; SZ M; Str 10, Dex 14, Con
i, Int 14, Wis 16, Cha 11; San 69,

Core Skills: Craft {clothing) +10, Cthulhu Mythos +1,
Diplomacy +5, Hide +7, Knowledge {oceult) +3,
Innuendo +8, Listen -+3, Move Silently +7, Search +7,
Sense Motive +3, Spot +3, Swim +3, Wilderness Lore +8,

Non-Core Skills: Dreaming +4, Knowledge {dream lore) +3,
Knowledge (geography |Dreamlands]) +3.

Feats: Dodge, Skill Emphasis {Craft [clothing]), Weapon
Finesse (knitting needle), Weapon Proficiency (melec)

Spells: bless blade (usually cast on a knitting needle).

#8) Ezra Olsen, Dreaming Craftsman

Ist-level Defense Option; 6 h.pg Init +0; AC 12 (+2 Def);
Spd 30 ft; Atk —1 melee (1d3-1 subdual, punch) or +0
ranged; SV Fort +0, Ref +2, Will +5; SZ M; Str 8, Dex 10,
Con 10, Int 18, Wis 16, Cha 8; San 70,

Core Skills: Craft (wood) +8, Craft {sculpture) +8,
Dreaming +5, Hide +4, Knowledge (architecture) +8,
Knowledge (geography) +8, Knowledge (history
{Kingsport]) +8, Knowledge (local) +11, Listen +9, Move
Silently +4, Search +10, Spot +7.

Non-Core Skills: Sense Motive +5.

Peats: Alertness, Sharp-Eyed.

#9) Aaron Hart, Hysterical Historian

Ist-level Defense Option; 4 h.p; Init -13 AC 11 (-1 Dex, +2
Def); Spd 30 fi.; Atk -2 melee (1d3-2 subdual, “punch”) or -5
ranged (dmg, .22 pistoly; SV Fort -1, Ref +2, Will +4; 8Z M
Str 7, Dex 8, Con 6, Int 15, Wis 12, Cha 10; San 52,

Core Skills: Concentration +2, Diplomacy -+4, Gather
Information +4, Knowledge (botany) +3, Knowledge
{architecture) +3, Knowledge (history} +9, Knowledge
(local) +9, Research -+6, Search +6, Speak English +6,
Speak French +4, Spot +5,

Non-Core Skdlls: Listen -2,

Feats: Skill Emphasis (Knowledge [history|}, Skill Emphasis
{Knowledge {local]}. .

#10) Malcolm Veidt, English Teacher and Occult
Scholar

2nd-level Offense Option; 9 h.p.; [nit +2; AC 12; Spd 30 ft;
Atk +3 melee (1d3+1, switchblade) or +4 ranged (1d10, pis-
tol); SV Fort +0, Ref +2, Will +6; SZ M; Str 12, Dex 14, Con
11, Int 16, Wis 16, Cha 12; San 50.

Core Skills: Bluff +6, Concentration +5, Cthulhu Mythos +7,
Diplomacy +6, Innuendo +8, Knowledge (accounting) '
+8, Knowledge (archacology) +4, Knowledge (history)
+4, Knowledge {law} +4, Knowledge {occult) +8,
Knowledge (local [Kingsport]) +4, Research +9, Speak
English +11, Speak Latin +5.

Non-Core Skills: Listen 3, Sense Motive +3, Speak German
+4, Speak Greek +4, Spellcraft +5, Spot +3,

Feats: Skill Emphasis {Speak English), Weapon Proficiency
imelee}, Weapon Proficiency (pistol}.

Spells: cause fear, chant of thoth.

#11) Israel Soames, Elderly Worm That Walks
(formerly a 1st-level cultist); 3d& HD; 15 h.p,; Init -1; AC 9;
Spd 20 ., slither 40 fi.; Atk ~1 melee {1d6-1, cane} or +0
ranged; SQ Blindsight, damage reduction (see below), dark-
vision, discorporate, engulf; SV Fort +3, Ref +1, Will +2; SZ
M; Str 8, Dex 10, Con 10, Int 16, Wis 18, Cha 14. San 0; San
loss {see below). CR 3,
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~ Core Skills: Cthulhu Mythos +5, Diplomacy +4, Disguise +6,
 Gather Information +6, Hide +5*, Intimidate +6,
Knowledge (astronomy} +6, Knowledge (local
[Kingsport]) +7, Knowledge (occult) +7, Listen +4, Move
Silenty +5%, Research +7, Speak English +7, Spellcraft
+7, Spot +4.

Non-Core Skills: Animal Empathy (vermin) +5*, Knowledge
(biology) +4, Knowledge (chemistry) +4, Psychic Focus
+5, Speak French -+4, Speak German +4, Speak Greek +6,
Speak Latin +4,

Feats: Mind Probe, Mind Reading, Sensitive,

Spells: call amorphous flautist {Servitor of the Outer Gods),
call whirring visitor (Fungi from Yuggoth), dark resurrec-
tion, mind blast, spectral razor, call the Green Flame
(Tulzscha), pose mundane.

Special Qualities: See “Worm That Walks” in the Creatures
chapter of the core rulebook.

- San Loss (special): Seeing the roiling mass of worms that is

the true form of Isracl Soames costs 1/1D6+1 points of

SAN. Seeing a single worm poke out of a mouth, nostril

or ear cost 1/1D4 points of SAN.

Note: A Worm That Walks loses all skills from its previous
life based on physical attributes (Str-based, Dex-based,
Con-based) but retains those based on non-physical
attributes (Int-based, Cha-based, Wis-based). It also

 retains all of the feats it formerly had.

* The creature acquired these skills as verniin. Al other skills

and feats are from its previous life. Because it is a creature, it

does not need WP (melee),

#12) “Cerberus”

. Huge Vermin; 4d8+16 HD; 52 h.p;; Init —1; AC 11 (-1 Dex, -1

-~ size, +2 natural armor), Spd 40 f; Atk. +1]1 melee (2d4+8, 5

claws), +6 melfee (2d6 + 4, bite or tail lash) or +2 ranged; SQ

Scent; SV Fort +8, Ref +0, Will +2; Str 26, Dex 8, Con 18, Int
9, Wis 12, Cha 10; San loss 1/1d8+1; CR 4.

- Skills: Listen +6, Spot +6.
~ Feats: None.

| #13) Stanley Carter, Newspaper Editor

1st-level Defense Option; 6 hup.; Init —1; AC 11 (-1 Dex, +2
Def); Spd 30 fi.; Atk +0 melee (1d3 subdual, punch) or 1
ranged; SV Fort +0, Ref +1, Will +3; SZ M; Str 11, Dex 9,
Con 10, Int 14, Wis 12, Cha 12; San 69.

- Core Skills: Bluff +4, Craft {photography} -3, Craft (writing)
+4, Diplomacy +5, Gather Information +5, Innuendo +1,
Knowledge (art) +6, Knowledge (history) +6, Knowledge
{local} +6, Listen +3, Research +6, Sense Motive +4, Spot
+5,

Non-Core Skills: Knowledge (accounting) +3, Knowledge
{law) +3,

Feats: Dodge, Trustworthy.

#14) Enoch Warren, Absent-Minded General
Practitioner

1st-level Defense Option; 6 h.p.; Init -2; AC 10 (-2 Dex, +2
Def}; Spd 30 fi.; Atk ~1 melee (1d3-1 subdual, punch) or -2
ranged; SV Fort +2, Ref -2, Will +3; SZ M; Str 8, Dex 7, Con
10, Int 15, Wis 12, Cha 10. San.

Core Skills: Craft (wood) +2, Diplomacy +4, Heal +8,
Knowledge (biology) +6, Knowledge (local) +6,
Knowledge {medicine) +9, Knowledge (pharmacy) +6,
Listen +5, Performance (harmonica) +1, Research +5,
Sense Motive +5, Spot +5.

Feats: Skill Emphasis (Heal), Skill Emphasis (Knowledge
[medicine]).

Note: Whenever Dr. Warren uses Heal, Knowledge (medi-
cine), or Knowledge {pharmacy}, the keeper should roll
against the doctor’s Sanity: this s not a Sanity check. If
the roil fails, increase the DC for the check by 5.

#15) Tristram “Tris” Crane, Police Chief

3rd-level Offense Option; 16 h.p,; Init +2; AC 12; Spd 30 fi;
Atk +4 melee (1d6-+1, nightstick) or +5 melee (special, grap-
ple) or +5 ranged (3d6, shotgun); S8V Fort -+2, Ref +5, Will
+2; SZ M; Str 13, Dex 14, Con 13, Int 15, Wis 13, Cha 12; San
62.

Core Skills: Diplomacy +5, Drive +3, Gather Information
+7, Heal +4, Hide +3, Intimidate +7, Knowledge (law)
+8, Listen 45, Move Silently +8, Search +§, Sense Motive
+6, Spot +7,

Non-Core Skills: Innuendo +4.

Feats: Weapon Focus (grapple), WP (nielee), WP (pistol},
WP (shotgun}.

#16) Captain James Blair, Moody Cop

Ist-level Offense Option; 6 h.p.; Init -1; AC 9; Spd 30 fi.; Atk
+1 melee {1d6, nightstick) or +0 ranged {1d10, pistol); SV
Fort +2, Ref -1, Will +0; SZ M; Str 11, Dex 8, Con 10, Int 13,
Wis 11, Cha 9; San 51.

Core Skills: Bluff +3, Drive +3, Gather Information +3, Hide
+3, Innuendo +4, Intimidate +3, Knowledge (law) +2,
Listen +2, Open Lock +3, Research +1, Sense Motive +4,
Spot +3,

Non-Core Skills: Escape Artist +0, Move Sitently +0.

Feats: Weapon Focus (nightstick), WP (melee), WP (pistol).

#17) Officer Stephen Lord, Idealistic Young Cop
1st-level Offense Option; 8 h.p,; Init 42; AC 12; Spd 30 fi;
Atk +2 melee (1d6+1, nightstick) or +3 ranged (1d10, pistol):
SV Fort +4, Ref +2, Will +0; SZ M; Str 13, Dex 14, Con 14,
Int 13, Wis 11, Cha 15; San 535,

Core Skdlls: Climb +5, Craft (photography) +3, Gather
Information +6, Hide +6, Jump +5, Knowledge {law) +2,
Listen +4, Move Silently +5, Repair +4, Research +1,
Sense Motive +1, Spot +3.
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Non-Core Skills: Search +2.
Feats: WP (melee), WP {pistol), WP {shotgun).

#18) Officer Otis White, Incompetent Cop
ist-level Offense Option; 6 h.p; Init +0; AC 10; Spd 30 fi.;
Atk +0 melee (1d3 subdual, punch) or +0 ranged (3d6, shot-
gun); SV Fort +0, Ref +2, Will +0; SZ M; Str 10, Dex 10, Con
11, Int 8, Wis 10, Cha 10; San 50,

Skills: Bluff +4, Gather Information +4, Hide +1, Innuendo
+1, Knowledge (law} +1, Listen +1, Move Silently +1,
Performance {guitar) -+4, Research +0, Search +3, Sense
Motive +4, Spot +1.

Feats: WP (melee), WP (pistol), WP (shotgun).

#19) Dr. John Neuberg, General Practitioner
Ist-level Defense Option; 7 h.p.; Init +2; AC 14 (+2 Dex, +2
Def); Spd 30 ft; Atk +1 melee (1d3+1 subdual, punch) or +2
ranged; SV Fort +3, Ref +2, Will +2; SZ M; Str 12, Dex 15,
Con 13, Int 16, Wis 14, Cha 13; San 60.

Core Skills: Diplomacy +5, Heal +9, Knowledge (biology}
+7, Knowledge {medicine) -+10, Knowledge {pharmacy)
+5, Listen +6, Research +7, Speak English +7, Speak
Greek +5, Speak Hebrew +7, Speak Latin +7, Spot +6.

Feats: Skill Emphasis (Heal), Skill Emphasis { Knowledge
[medicine]}.

#20) Alan Zevin (a.k.a. “Keys” Rakatanski),
Tnveterate Criminal

2nd-level Offense Option; 11 h.p.; Init +3; AC 13; Spd 30 fi;
Atk +2 ntelee (1d3-1 subdual, punch) or +3 melee {1d4-1
subdual, blackjack) or +1 ranged (1d10, pistol); SV Fort +1,
Ref +5, Will +1; SZ M; Str 8, Dex 16, Con 12, Int 13, Wis 13,
Cha 12; San 65.

Core Skills; Bluff +6, Climb +7, Disable Device +4, Escape
Artist +3, Hide +8, Innuendo +6, Move Silently +8, Open
Lock +11, Repair +6, Sleight of Hand +3, Spot +6.

Non-Core Skills: Diplomacy +2, Knowledge {accounting)
+2, Sense Motive +1.

Feats: Skill Emphasis (Climb}, Skill Emphasis {Open Lock),
Weapon Finesse (blackjack).

#21) Elena Arcuri, Fortune Teller

Lst-level Defense Option; 6 h.p.; Init +1; AC 13 (4} Dex, +2
Def); Spd 30 ft.; Atk —1 melee (1d3-1 dmyg, kick) or +1
ranged: SV Fort +0, Ref +3, Will +5; §Z M; Str 8, Dex 13,
Con 11, Int 13, Wis 16, Cha 16; San 77.

Core Skills: Bluff +4, Diplomacy +7, Gather Information +7,
Innuendo +7, Knowledge (astronomy) +2, Knowledge
(history) +3, Knowledge {occult) +8, Listen +4, Sense
Motive +4, Speak English +4, Speak Romany +4, Speak
Spanish +5, '

Non-Core Skills: Heal +3, Knowledge (botany) +2,
Psychoanalysis +4, Spot +3,

Feats: Dodge, Skill Empbasis (Knowledge [occult]).
Spells: augury, divination,

#22) Basil Elton, Lighthouse Keeper

2nd-level Offense Option; 13 h.p.; Init +15 AC 11; Spd 30 t;
Atk +2 melee (1d6-1, boathook; or 1d3-1, knife) or +4
ranged; SV Fort +0, Ref +3, Will +7: SZ M; Str 9, Dex 13,
Con 11, Int 14, Wis 18, Cha 14; San 22.

Core Skills: Bluff -+3, Climb +6, Cthuthu Mythos +6,
Diplomacy +4, Gather Information +7, Heal +7, Jump
+4, Knowledge (botany) +3, Move Silently +6, Pilot
{boat) +3, Sense Motive +4, Swim +7, Wilderness Lore
+4.

Non-Core Skills: Dreaming +6, Knowledge (chemistry) +3,
Knowledge (dream lore)* +4, Knowledge (geology) +3.

Feats: Athletic, Weapon Proficiency (melee), Weapon
Proficiency (throw),

“See the d20 Appendix for more details.

#23) Greater Sea Serpent

Colossal Water Dragon; 32d12 +320 HD; 528 hop.; Init +4;
Spd 10 ft., 60 ft. swimm; AC 10 (-8 size, +8 nawral); Atk +28
melee (4d8 + 16, claw x 2], +23 melee (4d6 +16, bite); SQ
Cone of cold, dragon qualities, paralysis attack; SV Fort +22,
Rcf +12, Will +22; Str 42, Dex 10, Con 30, Int 15, Wis 30,
Cha 20; San loss 1/1d6. CR 20, .

Feats: Dodge, Mobility, Spring Attack, Whirlwind Attack,
Power Attack, Cleave, Great Cleave, Improved Initiative.

Paralysis Attack: This attack originates at the creature’s
mouth and extends outward in a cone. The victim must
make a Fortitude save {DC 10 + creature’s Con mod); if
the victim fails, he is paralyzed (see “"Character
Conditions” in the Combat chapter). The attack has a
range of 30 feet.

Cone of Cold: This attack originates at the creature's mouth
and extends outward in a cone. It drains heat; causing
1d6 points of cold damage per caster level (maximum
15d6). Set the caster level equal to the creature’s CR. A
victim on land can attempt a Reflex save to reduce this
damage by half; the DC is {15 + the creature’s CR). The
range is 25 feet + § feet per caster level.

#24) William Bain, Ancient Dreamer

3rd-level Offense Option; 19 h.p.; Init +1; AC 11; Spd 30 ft;;
Atk +5 melee (1d6+2, swordeane) or +4 ranged (1410, black
powder pistol); SV Fort +2, Ref +1, Will +6; SZ M; Str 15,
Dex 12, Con 14, Int. 15, Wis 19, Cha 13; San 54.

Core Skills: Climb +9, Cthulhu Mythos +8, Gather
Information +5, Innuendo +5, Knowledge (anthropolo-
gy} +3, Knowledge {botany) +3, Knowledge (history) +7,
Jump +5, Knowledge {occult) +8, Navigate (sea) +6, Pilot
{boat) +7, Spot +7, Swim +9.

Non-Core Skills: Dreaming +8, Knowledge {archacology) +3,
Knowledge (dream lore)” +6.

p20 TOWNSFOLK:17-24

161




1
oM A8 AT

!\1 1%

~ Feats: Athletic, WP (melee), WP (thrown).
Spells: contact Nodens, create gate, gate of oncirology, view
gate.

#25) Inquisitive Zoog

Tiny Magical Beast; 1/4d10 HD; 3 hp: Init +8 {+4 Dex, +4
Improved Init); Spd 40 fi.; AC 16 {+4 size, +2 Dex); Atk +6
melee (1, bite); SQ Darkvision, low-light vision, opposable
thumbs, scent; Fort +2, Ref +6, Will +1; Str 3, Dex 18, Con
10, Int 14, Wis 12, Cha 2. CR 1/4,

Skills: Balance +8, Climb +0, Hide +10, Innuendo +5,
Knowledge {dream lore} +6, Move Silently +8, Sleight of
Paw +8.

Feats: Dadge, Improved Initiative, Weapon Finesse (bite).

~ #26) Vampiric Shadow

Medium-size Undead {(Incorpereal); 1d12 HD; 12 hapi AC
10: Spd. 30 &, flopping or flying; Atk +2 melee (1d44 2, shad-
ow formi}; SQ Blood drain, damaged by light, incorporeal,
andead gualities; SV Fort —, Ref 42, Will +2; Str 14, Dex 10,
Con ~-, Int 10, Wis 10, Cha 4. San loss 0/1d4+1. CR 2.

Skills: Bloff +2, Hide* +7, Listen +5, Move Silently 47, Sense
- _ Motive +5, Spot +5.

Feats: Stealthy,

“The creature way try to “hide” as a normal shado; this is
‘apposed by a witness's Spot check. If the Spot check succeeds, the
witness notice something wrong about the shadow; if it fails,
 they don'’t notice the shadew at all.

Special Qualities: Blood Dirain: With a successful touch
attack, the vampiric shadow can begin to “grapple” a liv-
ing. corporeal creature. {Normally, corporeal creatures
cannot grapple incorpuoreal creatures, but in this case, the
victim can make opposed grapple checks to resist.) With

blood from its victim. If it “pins” the foe, it then inflicts
14 points of permanent Constitution drain each round.
Up to four vampiric shadows can "aid another” with this
grapple attempt. The victim appearx to be wrestling with
animated shadows.

Damaged by Light: Vampiric shadows can be damaged from
natural or artifical light, (Magical light does not affect the
creature at all.) Against these kinds of attacks, the vam-
piric shadow is treated as a corporeal creature. Candles,
torches, or flaming objects must actually strike the crea-
ture. A flashlight can be “aimed” at the creature with a
ranged touch attack, but it effectively has a maximum
range of 10 feet for inilicting damage. Candles inflict 1d3
damage; flashlights inflict 1d4 damage; torches or flaming
objects inflict 1d6 damage. Vampiric shadows are not
flammabile,

Incorporeal: See the Combat chapter of the core rulebook.

a successiul grapple check, the creature can begin to drain

#27) Dreamlands Unicorn
Large Magical Beast; 4d10+20 HD; 42 hup; Init 3 (+3 Dex);

Spd 60 f; AC 18 (-1 size, +3 Dex, +6 natural); Atk +11

melee (1d8+38, horn), +3 melee (1d4+2, hoof}; $Q Magical
healing, immaunities; SV Fort +9, Ref +7, Will +6; Str 20, Dex
17, Con 21, Int 10, Wis 21, Cha 24; San Loss 0/1d3. CR 3,

Skills: Animal Empathy +11, Listen +11, Move Silently +9,
Spot +11, Wilderness Lore +97

Feats: Alertness.

Special Qualities — Magical Healing: The Dreamtands uni-
corn can cast healing touch three times per day, as a Sth-
level caster, by touching the subject with its horn.

Immunities (Ex): Unicorns are immune to all poisons. (In
D&D, they are also immune 1o all charm and hold spells
or abilities.)

#28) Griffin

Large Beasy; 7d10+21 HD; 59 hopi; Init +2; Spd 30 fi,, 80 .
fly; AC 17 (-1 size, +2 Dex, +6 natural); Atk +8 melee
{2d6+4, bite}, +3 melee (1d4+2, 2 ddaws); 8Q Pounce, rake
1d6+2, scent; SV Fort +8, Refl +7, Will +3; Str 18, IJex 15,
Con 16, Int 5, Wis 13, Cha 8; San Joss 0/1d3. CR 4.

Skills: Jump +8*, Listen +6, Spot +11%,

Feats: None,

Special Qualities — Pounce: [T a griffin dives or leaps upon a
foe during the first round of combat, it can make a full
attack even if it has already taken a move action.

Rake (Ex): A griffin that pounces on an oppoenent can make
two rake attacks (+8 melee) with its hind legs for 1d6+2
slashing damage each.

* Griffins veceive a +4 racial bonus to Jump cheeks. They also
receive a +4 racial bonus to Spor checks in daylight,

#29) William Andrews, Artist and Lothario
Ist-level Defense Option; 7 hup.s Init + 1 AC 13 (41 Dex, +2
Def); Spd 30 ft.; Atk +2 melee (1d3+2 subdual, punch) or +1
ranged 1 SV Port +3, Ret +1, Will +3; S2 M; Sir 14, Dex {3,
Con 13, Int 12, Wis 12, Cha [2; San 60.

Core Skills: Bluff +9, Craft (painting) 47, Disable Davice +5,
Diplomacy +1, Gather Information +5. Innuenda +5,
Knowledge [art} +5, Listen +5, Repair 45, Search +1,
Sense Motive +1, Spot +5.

Feats: Skill Emphasis (Bluff}, Skill Emphasis (Cralt [paint-
ingl).

#30) Elizabeth Brundage, Artist and Menfor

Ist-level Defense Option; 6 hup. Init +1; AC 13 (41 Dex, +2
Def}; Spd 30 fti; Atk =1 melee {1d3-1 subdual, punch) or +1
ranged; SV Fort +0, Ref +3, Will +4; SZ M; Str 9, Dex 12,
Con 11, Int 14, Wis 14, Cha 14; San 70.
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Core Skills: Craft (cooking) +9, Craft (painting} 49, Craft
{photography) +3, Diplomacy +6, Heal +4, Knowledge
{botany} +3, Knowledge (history) +3, Knowledge (local)
+4, Listen +5, Performance (singing) +4, Sense Motive
+3, Speak English +6, Spot +5,

Non-Core Skills: Pilot (boat) 43, Psychoaralysis 43, Speak
French +3.

Feats: Skill Emphasis (Craft [cooking]), Skill Emphasis (Craft
[painting]).

#31) Corla Fistienne, Artist and Tortured
Romantic

Ist-level Defense Option; 6 h.p.: Init +2; AC 14 (+2 Dex, +2
Def )y Spd 30 i Atk +0 melee (1d3 subdual, punch) or +2
ranged: SV Fort +0, Ref +4, Will +3; $Z M; Str 10, Dex 14,
Con 11, Int 14, Wis 13, Cha 14. SAN.

Core Skills: Bluff +5, Craft (painting) 49, Diplomacy +3,
Gather Information +5, Innuendo +5, Knowledge (art)
+6, Listen +5, Performance (acting) +3, Research +3,
Sense Motive +5, Speak English +6, Spot +5.

Non-Care Skills: Speak Italtan +3.

Feats: Dodge, Slall Emphasis (Craft [painting)).

#32) Ted Kovey, Jovial Sculptor

Ist-level Offense Option; 6 h.p.; Init +1; AC 11; Spd 30 fts
Atk +3 melee (special, grapple) or +4 melee (1d3+3 subdual,
punch; or 1d6, hamimer or club) or +2 ranged; SV Fort +2,
Ref +1, Will +1; SZ M; Str 16, Dex 12, Con 11, Int 12, Wis 12,
Cha 11; San 54,

Core Skills: Craft (drawing) +2, Craft (sculpture) +8,
Diplomacy +2, Disable Device +5, Innuendo +5,
Knowledge (art) +5, Knowledge {geology) +3,
Performance (sing} +1, Pilot {boat) +6, Repair +4, Spot
+3, Swim +4,

Non-Core Skills: Knowledge thistory) +2, Knowledge (local}
+2.

Feats: WP {melee), Skill Emphasis (Craft [sculpture]),
Weapon Focus (grapple).

#33} Jim Redmond, Deranged Artist

Ist-level Defense Option; 6 hup,; Init +1; AC 13 (+1 Dex, +2
Def): Spdd 30 fr; Atk +0 melee (1d3 subdual, punch) or -3
ranged (1d10, pistol}; SV Fort +0, Ref +3, Will +4; §Z M; Sir
L), Dex 12, Con 10, Int 14, Wis 14, Cha 9. San 13.

Core Skills: Bluff +3, Craft (painting) +9, Cthulhu Mythos
+6, Hide 47, Innuendo -+4, Knowledge (history) +5,
Knowledge (local) 43, Knowledge {occult) +6, Listen +6,
Move Silently +35, Research +6, Sense Motive +3, Spot +4.

Non-Core Skills: Knowledge {archacology) +3, Knowledge
{astronomy} +3, Knowledge (pharmacy) +3.

Feats; Skill Emphasis {Craft [painting]), Stealthy.

Domination (Su}: A vampire can crush an opponent’s will

#34) Derek Minot, Drug-Addicted Poet

tst-level Defense Option; 5 h.p.; Init +0; AC 12 (42 Def); Spd
30 ft; Atk =1 melee {1d3-1 subdual, punch) or +0 ranged; SV
Fort -1, Ref +2, Will +3; SZ M: Str 9, Dex 11, Con 9, Int 13,
Wis 12, Cha 11. San 53,

Core Skills: Blutf +2, Craft {drawing) +8, Craft {photogra-
phy} +2, Gather Information +4, Innuendo +5,
Knowledge (history} +5, Knowledge (occult) +2, Listen
+4, Performance {sing} +1, Research +2, Sense Motive
+2, Speak English +5, Spot +3.

Non-Core Skills: Diplomacy +1, Knowledge (pharmacy) +2.

Feats: Dodge, Skill Emphasis (Craft [drawing| ).

#35) Hostile Zoog

Tiny Magical Beast; 1/4d10 HD; 3 hp; Init +8 (-+4 Dex, +4
Imyproved Init); Spd 40 fis AC 16 (+4 size, +2 Dex); Atk +6
melee {1 dmg, bite; SQ Darkvision, low-light vision, oppos-
able thumbs, scent; Fort +2, Ref +6, Will +1; Str 3, Dex 18,
Con 10, Int 14, Wis 12, Cha 2. CR [/4, San 0/1d3 per horde,

Skills: Balance +8, Climb +0, Hide +10, Innuendo +5,
Knowledge (dream lore} +6, Move Silently +8, Sleight of
Paw +8.

Feats: Dodge, Improved Initiative, Weapon Finesse {bite).

#36) Fledgling Vampire, Former Lover
1st-level Offense Option; 12 h.p.; Init +6 {+2 Dex, +4
Improved Init); AC 18 (46 natural armor); Spd 30 ft; Atk +5
meleg (1d6+4 dmg, stam) or +2 ranged: SQ Undead qualities,
blood drain, cold and electricity resistance 10, damage reduc-
tion 10/silver, domination, fast healing 2; SV Fort —, Ref +2,
Will +5; SZ M; Str 18, Dex 14, Con —, Int 15, Wis 16, Cha
19**, San 0. CR 3.

Core Skills: Bluff +8, Hide +6, Innuendo +7, Knowledge
(any two) +6, Listen +7, Move Silently +6, Search +6,
‘Sense Motive +7, Spot +6.

Feats: Dodge, improved Initiative, (plus one Weapon
Proficiency).
* Vanipires receive a +8 racial bonus to Bluff, Hide, Listen,
Move Silently, Search, Sense Motive, and Spot checks.
“*Vamipires have the following bornuses to their attributes: Str
+6, Dex; +4, Int +2, Wis +2, Cha +4.

Special Qualities: A fledgling vampire {for the purposes of
this dream} gains the following special qualities; all saves
to resist are PC 15,

just by looking onto his or her eyes. This is similar to a
gaze attack, except that the vampire must take a standard
action, and those merely looking at it are not affected.
Anyone the vampire targets must succeed at a Will save or
fall instantly under the vampire's influence as though by a
dominate spell cast by a 12th-level character. The ability
has a range of 30 feet.
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Blood Drain (Ex): A vampire can suck blood from a living
victim with its fangs by making a successful grapple
check. If it pins the foe, it drains blood, inflicting 1d4
points of permanent Constitution drain each round the
pin is maintained.

Fast Healing 2 (Ex): A vampire heals 2 points of damage each
round so long as it has at least | hit point. If reduced 10 0
hit points or lower, a fledgling vampire is automatically
destroved.

#37) Gorgon

Large Magical Beast; HD 8d10+24; 68 h.p.; Init +4
{Improved Init}; Spd 30 fr; AC 18 (-1 size, +9 natural); Atk
+12 melee {1d8+7, gore); $Q Breath weapon; Fort +9, Ref
+6, Will 433 Str 21, Dex 10, Con 17, Int 2, Wis 12, Cha 9. Sar
Loss 1/1d8; CR 8.

Skills: Hide -4. Listen +8, Move Silenty +0, Spor +8; CR 8.
Feats: Alertness, Improved Initiative,

Special Qualities — Breath Weapon (5u): Turn to stone per-
manently, cone, 60 feet, every 1d4 rounds {but no more
than five imes per day); Fortitude save (DC 17).

#38) Hypnos, God of Sleep (Demigod)

Medinm-size” Quter God; 20d8 + 200; Init +10; Spd teleport

ithout error at will**; AC 33 (410 Dex, +13 divine); Atk.

25 melee (2d8+5, melee) or +30 ranged; SQ Divine quali-

ties, dreamlike immunity, transformation; SV Fort +16, Ref

+16, Will +22; Str 20, Dex 30, Con 30, Int 30, Wis 30, Cha 30.

San Loss 1d6/1d20; CR 21.

* As a standard action, the deity can alter its size from
Medium-size to Gargantuan (or the reverse).

**The demigod can teleport withowt error at will as a 20th-level

caster, See “New Divine Spells.”

Special Qualities — Transformation: This ability has many
different effects, but in this adventure, he transforms hos-
tile investigators into shafts of red-gold light speeding
toward a distant start. This requires a successful ranged
touch attack.

Dreamlike Immunity: Hypnos is immune to anything that
does not simultaneously exist in the Dreamlands and
waking world, such as dreamers in their dreams or
deities.

39) Bobby Sills,

enchman for the Arkham Mob
nd-level Offense Option; 7 h.p.; Init +0; AC 10; Spd 30 fr
Atk +4 melee (1d4+2, knife) or +2 ranged (1d10, pistol}; SV
Fort +2, Ref +0, Will -1; SZ M; Str 14, Dex 12, Con 8, Int 13,
Wis 10, Cha 15. SAN.

Core Skills: Bluff -+6, Diplomacy +4, Drive +5, Hide +7,
Innuendo +1, Intimidate +3, Listen +4, Move Silemly +7,
Sense Motive +5, Sleight of Hand +5, Spot +4.

Feats: Stealthy, Weapon Proficiency {(melee), Weapon
Proficiency (pistol}.

#40) Eddie Leery, Enforcer for the Arkham Mob
2nd-level Offense Option; 12 h.p.; Init +1; AC 11; Spd 30 ft;
Atk -+5 melee (1d3+3, punch) or 43 ranged {1d10, pistol); SV
Fort +4, Ref +1, Will -1; SZ M; Str 16, Dex 13, Con 14, Int 11,
Wis 8, Cha 8. SAN.

Core Skills: Bluff +3, Climb +4, Diplomacy -+0, Drive +3,
Hide +1, Innuendo +3, Intimidate +3, Listen 43, Move
Silently +3, Sense Mative +0, Sleight of Hand +35, Spot
+1, Swim 46,

Feats: Martial Arts, WP (mclec), WP {pistol).

#41) Generic Thugs, Kingsport Mobsters

Ist-level Offense Option; 6 h.p. Init +1; AC 115 $pd 30 fi;
Atk +2 melee (1d3+1, punch) or +2 ranged (1d10, pistol); SV
Fort +2, Ref +1, Will +0; Str 12, Dex 12, Con 10, Int 10, Wis
10, Cha 8.

Core Skills: Bluff +4, Climb +3, Drive 45, Hide +5, Move
Silently +5, Search +4, Sleight of Hand +5, Spot +4.
Feats: Martial Arts, WP (melee), WP (pistol).

If you need Jurther detail, assune each thuy has Intelligence 10
and Charisma 8. Each orie also has the following traits:

Al Bifl  Pat  Dennis lan  Wilson

STR 14 13 16 13 12 12
DEX 12 11 if i5 12 13
CON 14 11 12 13 16 14
Wwis 11 12 10 1} 9 10
SAN 35 28 33 34 27 31
HP R 6 7 7 9 8

Tnat +1 +0 +0 +2 +1 +]
AC 11 10 103 12 11 11

Atk (melee) +3 +2 +4 +2 +2 +2
(ranged) +2 +1 41 43 42 2

Fort +4 +2 +2 +3 +5 44
Ref +1 +0 +0 +2 +1 +1
Wwili +0 +1 +0 +0 -1 +0
Bluff +3 +4 4 +6 +5 +5
Climb +6 +5 +7 +5 +5 +5
Drive +5 +4 +4 +6 +5 +5
Hide +5 +4 +4 +6 +5 +5
Move Silently +3 44 +4 +6 +5 +5
Search +4 4 44 +d +4 +4
Sleightof Hand +5 +4  +4  +6 45 45
Spat +4 +5 +4 +4 +3 +4

Feats: Martial Arts, WP (melee), WP (pistol}.
Equipment: Fighting knife, pistol.

#42) Lewis Doran, Bigoted Yankee Fisherman
1st-level Offense Option; 6 hop Init +1; AC 115 Spd 30 ft;
Atk +2 melee (1d6+1, boathook) or +2 ranged; SV Fort +0,
Ref +3, Will +0: SZ M; Str 13, Dex 12, Con 10, Int 11, Wis 10,
Cha 8; San 44,
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Core Skills: Listen +4, Navigate (sea) +7, Pilot (boat} +7,
Repair +4, Spot +4, Swim +5, Use Rope +5, Wilderness
Lore +4.

Feats: 8kill Emphasis (Navigate [seal), Skill Emphasis (Pilot
[boatl}, Weapon Proficiency (melee).

#43) Helmut Gruber, Secretive German
Fisherman

Ist-level Defense Option; 7 h.ps Init +0; AC 12 (42 Def); Spd
30 ft.; Atk +1 melee (1d3+1 subdual, punch) or +0 ranged:
SV Fort +3, Ref +0, Will +-2; $Z M; Str 12, Dex 11, Con 12,
Int 13, Wis 11, Cha 9; San S1.

Core Skills: Listen +4, Navigate {sea) +8, Pilot (boat} +8,
Repair +5, Speak English +1, Speak Germian +5, Spot +4,
Swim +4, Use Rope +4, Wilderness Lore +4.

Feats: Skill Emphasis (Pilot [boat]), Skill Emphasis {Navigate
{seaj).

#44) Luigi Chacone, Superstitious [talian
Fisherman

Ist-level Offense Option; 7 hup.; Init +2; AC 125 Spd 30 f1;
Atk +2 melee {1d6+1, boathook) or +3 ranged; 8V Fort +1,
Ref +4, Will +1; SZ M; Str 12, Dex 14, Con 12, Int 13, Wis 12,
Cha 12; San 54,

Core Skills: Knowledge (occult) +1, Listen +5, Navigate {sea)
+3, Pilot (boat} +8, Repair +5, Speak English +2, Speak
Italian +35, Spot +5, Swim +5, Use Rope +6, Wilderness
Lore +5.

Feats: Skill Emphasis (Pilot [boatj}, Weapon Proficiency
{melec).

#45) Julio de Sourza, Brawny Portuguese
Fisherman

Ist-level Offense Option; 8 h.p.; Init +0; AC 10; Spd 30 fi.;
Atk +4 melee (1d6+3, boathook) or +1 ranged; SV Fort +4,
Ref +0, Will +0; SZ M; Str 16, Dex 11, Con 15, Int 12, Wis 11,
Cha 10; San 55.

Core Skills: Craft (wood) +2, Listen +4, Navigate {sea) +7,
Pilot (boat) +8, Repair +4, Speak English +2, Speak
Portugense +3, Spot +4, Swim +7, Use Rope +4,
Wilderness Lore +4.

Feats: Skill Emphasis (Pilot [boat]). Skill Emphasis (Navigate
{sea]), Weapon Proficiency (melee).

#46) Ennio Fernetti, Cowardly Italian Fisherman
1st-level Defense Option; 7 hup.; Init 4+3; AC 15 (+3 Dex, +2
Det}; Spd 30 fr; Atk —1 melee {1d3-1, punch) or +2 ranged;
8V Fort +3, Ref +5, Will +0; SZ M; Str 9, Dex 16, Con 12, Int
12, Wis 10, Cha 1. :

Core Skills: Hide +5, Listen +4, Move Silently +5, Navigate
(sea} +4, Pilot {boat} +8, Repair +7, Speak English +2,
Speak Italian +4, Spot +4, Swim -1, Use Rope +7,
Wilderness Lore +4.

FPeats: Run, Skill Emphasis (Pilot [boat]}.

#47) Roberto Gomez, Moody Spanish Fisherman
1st-level Offense Option; 7 h.p; Init +1; AC 11; Spd 30 fu;
Atk +3 melee (1d6+42, boathook) or +2 ranged; SV Fort +3,
Ref +1, Will -1; SZ M; Str 14, Dex 12, Con 13, Int 10, Wis 8,
Cha 15; San 40.

Core Skills: Listen +3, Navigate {sea) +2, Pilot (hoat) +7,
Repair +1, Speak English +1, Speak Spanish +4, Spot +3,
Swim +6, Use Rope +5, Wilderness Lore +5.

Feats: Skill Emphasis (Pilot [boat}), Skill Emphasis
{Wilderness Lore), Weapon Proficiency {melee).

#48) Alfredo Paiva, Skilled Portuguese

Fisherman

Ist-level Offense Option; 5 h.p.; Init +2; AC 12; 5pd 30 f;

Atk +2 melee (1d6+1, boathook) or +3 ranged; SV Fort -1,

Ref +4, Will +1; 87 M; Str 12, Dex 14, Con 8, Int 14, Wis 12,

Cha 10; San 60.

Core Skills: Disable Device +6, Listen +4, Navigate {sea) +6,
Pilot (boat) +9, Repair +86, Speak English +3, Speak
Portuguese +6, Spot +3, Swim +3, Use Rope +4,
Wilderness Lore +3,

Feats: Skill Emphasis {Pilot [boat]).

#49) Duane Ellis, Long-Winded Yankee
Fisherman

Lst-level Defense Option; 7 h.p.; Init +0; AC 12 (+2 Def); Spd
30 ft; Atk +0 {1d3 subdual, punch) or +0 ranged; SV Fort
+3, Ref +0, Will -1; SZ M; Str 11, Dex 10, Con 12, Int 11, Wis
8, Cha 10; San 39,

Core Skills: Listen +3, Navigate (sea) +7, Pilot (boat) +7,
Repair +4, Spot +3, Swim +4, Use Rope +4, Wilderness
Lore +3.

Feats: Skill Emphasis {Navigate {sea]), Skilt Emphasis (Pilot
|boat]).

#50) Armand Medeiros,

Charismatic Portuguese Fisherman

1st-level Offense Option; 5 lup.s Init +1; AC 113 Spd 30 fi;
Atk +1 melee (1d6, boathook) or +1 ranged; SV Fort -1, Ref
+3, Will +1; §Z M; Str 10, Dex 12, Con 8, Int 14, Wis 13, Cha
15; San 67.

Core Skills: Diplomacy +6, Gather Information +6, Listen
+3, Navigate (sea) +5, Pilot (boat) +9, Repair +2, Speak
English +3, Speak Portuguese +4, Spot +5, Swim +7, Use
Rope +3, Wilderness Lore +2.

Feats: Skill Emphasis (Pilot [boat]), Skill Emphasis (Swim),
Weapon Prdﬁciency {meleej.
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#51) Lieutenant Commander Charles Maddern,
CO Coast Guardsman

2nd-level Offense Option; 11 hop. Init +0; AC 10; Spd 30 1t
Atk +2 melee (143 subdual, punch) or +2 ranged { 1d10, pis-
wh); 8V Fort +3, Ref -+0, Will +1; 8Z M; Sir 11, Dex 10, Con
13, Int 15, Wis 13; Cha 12; San 63.

Core Skills: Diplomacy +6, Heal +4, Knowledge (history) +3,
Knowledge (law) +6, Listen +2, Navigate (sea} +7, Pilot
{boat} +7, Sense Motive +2, Spot +4, Swim -+5, Use Rope
+7, Wilderness Survival +4,

Non-Core Skills: Knowledge (astronomy) +3, Knowledge
{occult) +3, Jump +2, Repair +3.

Feats: WP {pistol}, Dodge, Mability, Wezpon Proficiency
{thrown),

#52) Lieutenant Daniel Barkley,
XO Coast Guardsman

2nd-level Offense Option; 10 h.p.; Init +0; AC 10; Spd 30 ft;
Atk +2 melee {1d3 subdual, punch} or +2 ranged (1410, pis-
tol); SV Fort +3, Ref +0, Will +1; 5Z M; Str 10, Dex 10, Con
13, Int 14, Wis 12, Cha 12; Sap 60.

Core Skills: Climb +7, Heal +4, Jump +5, Listen +5, Navigate
{sea} +7, Pilot (boat) 47, Repair +6, Sense Mofive +1,
Spot +6, Swim +7, Use Rope +0, Survival +5.

0T

vse: bd i«

Non-Care Skills: Craft (photography} +3, Knowledge {law}
+3.

Feats: Athletic, Weapon Proficiency {melee), Weapon
Proficiency (pistol).}

#53) Warren Hayes, CPQ Coast Guardsman
Ist-level Offense Option; 7 h.paInit +1; AC H: Spd 30 it
Atk +3 melee (1d3+2 subdual, punch} or +2 ranged (1410,
pistol); SV Fort +3, Ref +1, Will +0; 87 M; Str 14, Dex 13,
Con 12, Int 13, Wis 10, Cha 10; San 50.

Core Skills: Climb +6, Heal +5, Jump +6, Knowledge {elec-
tronics) 42, Navigate (sea) 435, Pilot (boat) +8, Repair +2,
Search +1, Spot +4, Swim +6, Use Rope +3, Wilderness
Suryival +4.

Non-Core Skills: Listen +0.

Feats: WP (melee], Skill Emphasis (Pilot [boat]}, Weapon
Proficiency {pistot}.]

#54) Seaman First Class Henry Koch,

Radio Operator

Ist-level Defense Option; 7 hup.iinit +2; AC 14 (+2 Dex, +2
Dref); Spd 30 fr.; Atk -1 melee (1d3-1 subdual, punch) or =2
ranged (1410, pistol}; SV Fort +1, Ref +4, Will +1; 52 M; Str
4, Dex 14, Con 13, Int 14, Wis 8, Cha 10; San 40,
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Non-Caore Skills: €
Feats: Skill Emphasis {Knowledge [electronics]), Skill

Core Skills: Craft {photography) +6, Heal +3, Knowledge

{electronics) +9, Listen +3, Navigate (sea) +3, Pilot {boat}
+3, Repair +3, Search +3, Spor +3, Swim +3, Use Rop
+6, Wilderness Lore +3.

“oncentration +3.

Emphasis (Repair).

New Prvine bl:x*i l

Teleport without Error

Components: V

Casting Time: | action

Range: Personal and touch

Farget: You (the deity)

Duration: Instantangous

Saving Throw: None and Will negates (abject
Spell Resistance: No and Yes {ohject)

Phis spetl allows a deity to instantly transport 10 a designated des-

13
firation. [} iaiunc\ i5 ot a factor. but interplanar trav 10t possi-
ble. Thede
g ta S ].‘\!‘-.I{E\.I\' per caster level, As
15 persunal and the target is “vou the deity need not make a saving
throw. Only objects held or in nse (attended) by another person
receive saving thraws.

In theory, the deity must have ¢
the place to which it is teleporting (faicly likely for 2 g'!ii!, i1
attenipis ta teleport with insufficient imformation (or with mis-

leading information), 1t disappears and simplv reappears in its

original Jocation. There 15 no chance that the deity will arrive off

farect

New JNU@{"}SA#U r%?ﬂ?

View Gate

Compenents: 5

Cost: See below

Casting Tume: Instantancaous

HET R

Effect: Anv willing participant within 5 feet of the caster
Duration: Ldos! rounds

Saving Throw: None

Yotr can see what Ties on the other side of a wate (usually created

seith the Spell create gate), This gives the casier the epportunity to

an bring along objects and willing creatures totaling
ith all spells where the range

at feast a reliable description of

#55) Typical Coast Guardsman,

Stationed in Kingsport

Ist-level Offense Option; 6 h.pz Init +1; AC 11; Spd 30 ft.;
Atk +2 melee (1d3+1 subdual, punch) or +2 ranged (1d10,
pistol}; SV Fort +2, Ref +1, Will +0; $Z M; Str 13, Dex 12,
Con 10, knt 13, Wis 11, Cha 10; San 55,

Core Skills: Heal +4, Knowledge (electronics) +4, Listen +4,
Navigate (sea) +5, Pilot (boat} +3, Repair +3, Search +5,
Spot +2, Swim +35, Use Rope +5, Wilderness Lore +4,

Feats: WP [melee), Dodge, Weapon Proficiency (pistol).

discover where the gate leads. The caster stands before the gate and

performs a series of gestures. This causes the gate (o become 3

“window! allowing viewers 1o sée what lies beyond.
Ihe cost spetl depends upon the amount of '

Strength le‘m_a;; required to create the pate. This number is divid-

ed by 5 {rounding up all fractions of .5 and above); the resulting

number is then subtracted from the Wisdom and SAN. For exam-

ples viewing a gate that costs 7 Strength to create requires 2 Wis
damage {temporary) and a loss of 2 SAN points. {The mininum !
cost is alwavs 1)

of the caster ta fook |

The spell allows anyone within 3 feel

through the gate. The viewer must be willing: he cannot be cony-
pelled with a mind-atecting spell {such s dominate person. ) Only
the caster must pay the casting cost, but anyvone who views the g
ampint of SAN. The effect lasis 10641

loses the. appropiiate

pounds. If the keeper desires, those viewing the other side of a gate
nay need to make mlls apainst Cthulhy Mythos or Knowledge

(stronomy), {dream Tore), or (history) to identily the time and

place on the ether side of the gate.
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#56) Independent Tentacles of the Star Mother

#56a) External Tentacles: Small Aberrations; 1/2d8& HD; 4
h.p.; Init +3; Spd —; Reach 30 ft.; AC 14; Atk +3 melee
{1d2-1, flailing tentacles}; SQ Darkvision, detect life at
will, improved grab, constriction, psychic shock; SV Fort
+0, Ref +3, Will +2; Str 8, Dex 16, Con 10, Int 15, Wis 10,
Cha 1; San loss 0/1d3. CR 1/2.

- Skills: Dreaming +10, Hide +13, Move Silently +13,
Feats: Weapon Finesse (tentacle).

#56b) Internal Tentacles: Large Aberrations; 1d8 HD; 9
h.p.; Init +2; Spd —; Reach 30 ft.; AC 11 (42 Dex, -1
size); Atk +1 melee (1d3, flailing tentacles); SQ
Darkvision, detect life at will, improved grab, constric-
tion, psychic shock; SV Fort +0, Ref +3, Will +2; Str 10,
Dex 14, Con 12, Int 15, Wis 10, Cha 1; San loss 0/1d3. CR
. 172.

~ Skills: Dreaming +10, Hide +12, Move Silently +12.

Feats: Weapon Finesse (tentacle).

The Tentacles’ Special Qualities: Improved Grab/Constric-
tion — The creature’s tentacle can attempt {o grapple a
foe it has just struck without allowing the foe to make a
free attack, If it succeeds in an opposed grapple check,
the foe is pinned (losing its Dex bonus to Armor Class).

~On the next and every subsequent round the foe remains

 pinned, the foe takes constriction damage {equal to nor-
- mal melee damage).

Psychic Shock — Once per round, the Star Mother can
deliver a psychic shock to anyone touching or striking her
tentacles {including her independent internal and exter-
nal tentacles). The victim must make a Will save (DC 10);
otherwise, the victim is jolted by an alien vision from the
Star Mother’s memory, inflicting an additional 1d6 dam-
age and San loss 0/1d4. The maxdimum amount of San
loss from pychic shock in one scene is 4 San,

#57) Skeleton Crew
Medium-size undead; 1d12 HD; 12 h.p.; Init +2; Spd 20 fi;
AC 10; Atk +1 melee (1d6+1 slany; or grapple, special} or +0
ranged; SQ Undead qualities; SV Fort —, Ref +0, Will +2; Str
12, Dex 10, Con —, Int 15, Wis 10, Cha 3; San loss 1/1d6+1.
CR 172,
Skills: Hide +9, Listen +9, Spot +9, Move Silently +9, Pilot
(boat) +2, Swim +10.
Feats: Run.

b F\I'N%?})orf
i

#58) Star Mother

The Star Motter may either be a relatively weak outsider
or demigod, at the keeper’s discretion. To accommodate
two vastly different conclusions io the adventure, both sets
of stat blocks are listed below.

#58a) Star Mother:Huge Parasitic Owtsider; 4d8 + 40 HD;
76 h.p.; Init +3; AC 7 (-1 Dex, -2 size); Spd —; Atk. +11
melee (2d6+9, flailing cilia); Reach 10 ft.; SQ
Independent tentacles, submerge; SV Fort, Ref, Will; Str
28, Dex 8, Con 20, Int 15, Wis 19, Cha 20; San loss
0/1d4+1. CR 5.

Feats: Improved Initiative, Power Attack.

Spells: black binding™, dominate person, grasp of Cthulhu,
obscuring mist, raise night fog

*The Star Mother does not require o materinl component for
this spell

#58b) Star Mother: Colossal Parasitic Demigod; 20dB +
200 HD; 290 hop; Init +0; AC 8 (-4 Dex, -§ size, +10 nat-
ural); Atk +25 melee {4d6+13, flailing cilia); Reach 10 ft.;
8Q Independent tentacles, raise the Hell Ship; SV Fort
+15, Ref +2, Will +18; Str 36, Dex 4, Con 28, Int 15, Wis
22, Cha 20; San loss 0/1d4+1. CR 20

Feats: Improved Initiative, Power Attack, Cleave Gréat
Cleave, Sensitive, Mind Probe, Mind Reading.

Spells: black binding*, dominate person, grasp of Cthulhu,
obscuring mist, raise night fog

*The Star Mother does not reguire a material comporent for
this spefl.

Special Qualities: Independent Tentacles — The Star Mother
is surrounded by 5-foot-long strands of tentacular cilia,
but several of her attached tentacles are sentient enough
to be virtuaily independent. These use the statistics for
Internal Tentacles and External Tentacles, listed above.
These tentacles attack independently, so they cannot ben-
afit from the Star Mother’s feats (such as Cleave).

Raise the Hell Ship — Three times per day, the Star Mother
can raise her vessel from the sea. She can perform this
feat additional times each day, but this requires 10 tem-

~ porary Wisdom each time. See “Raising and Sinking the
Hellene” for more details. She can sink the ship at will,

3+
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Please believe that my actions
awve not meant ay aw indictment
of aryone, least of all wmy dearest
friend; Devek. How can I blame
othery whes eveyv poetvy, my one
true love; servesy only to-compound
my condition? I awv sick: at the
souly and the choice I o aoud:
to- muke seemy to be the most effec-
tive curative for awv ailment suach
ay mine. I choose to-die ay Shelley
died; for he too; I think, way of owv
ading soul. But where hiy life way
takerv from himy, I offer mine
unselfushly, if only because what-
ever & iy that so- fatully plagues
the heauwty and souly of poety
might be better appeased. Better
that my life be put to- sich wses
thaw have it waste owoy ivvov
modhouse, ay happened: to-poor
Ansley.

Farewell,

— Chawley Baxter

“ . I will admir this muct: When [ read s first col-
lection, The Grove of the Fauns, [ reckoned Ainsley an
interesting but minor talent, When Calder [a British
literary agent] comacted me witls considerable excite-
ment about the newly discovered works, [ teld him 1
would at least look them over. I read them in one night.
1 shuddered when Ainsley wanted me to shudder, and T
wept, sir, wept, when he wanted me to weep. No other
work has affected nie so, before or since. I can see why
your frienid might be moved to take his own life; were [
so sensitive [ might have aswell ., ..”

Regarding the Death of Charles Baxter

Police have positively identified the body recently
found tloaring in Kingsport Harbor as that of twenty-
seven-vear-ald poet and artist Charles Baxter.

A rowboat rented by Baxter had been previously
found adrift in the harbor.

A suicide note was found aboard the abandoned
craft, along with a number of books of poetry. When
questioned by police, Baxter's roommate claimed that
his friend had not seemed unduly upset, and that the
suicide seemed totally out of character for Baxter.

Dr. Enoch Warren, acting Medical Examiner, has
confirmed the cause of death as drowning. Chief
Tristram Crane has ruled it a clear case of suicide. The
body is scheduled to be shipped back to Baxter's home
state of New York for burial early next week.

—-the Kingsport Chronicle




rom an early 1824 Lord

| Byron lettsr concerning Ainsley

... [1822] The last night we were in Gosdaw, Roger slept
badly. The altitude and alcehol had affected him, and he
wake screaming. Roger calwied quickly, and- explained
that he had dreamr of a Greek god who had offered to be
his muse. We went our sgparate ways not long after that,
Lut 1 seldom canre across any new works by hin. There
kad been a rumor that a poem of Ainsley’s had driven a
young Parisian girl to suicide, but those ave the types of
rimors poets long for. When | heard he had definitely
stopped writing to Iride in a bottle, I concluded that eitier
Roger’s muse had forsaken lum, or fe had forsaken his

muse ...

“ ... The-drawaky had Lived: i movtal fear of the
warlike-and often cannibalistio Carily for centuries,
andwere continually driven by theav acvosy northeast-
errv SouthvAmerica and eventually intor the West
Indies. Little wonder that the peacefih Arawaks shoulds
attribute ol manner of weird legendry and mytivio-
their fearsome oppressory. . ..

“One intrigui nd dealy with a tribe of Caritby
mhmr&bﬁ&tﬁ@%ﬁmwieby thelr own kinds
evewv intimey of wow Whery mapy Cond tribey woulds
gather fo attack neighboring villages. The Arawaks
claimed: thiy tribe worshipped ov godideyy who hads comer
to-them from the slary i the forme of v glowing: stone
Ity déscoverery had: fird sought to wse the stone tor
seulpt awvidol of their ownwaur-pinid, bul the flrst many
who put & chisel to the glowing stone died-without o
imarivon hin: After thiy the shunned, Carthy worghipped:
the store ay theiv gaddesy and, colled: it "G wanda/ak,”
the Star Mother . .. .

“Tvinterviewy I have conducted, with confemporary
Caril Indiany I have beenvunable toconfirmeor deny
the-existence of this reclusive tribe: One-aged: Indian
tolds me that thetribe way long ago — inthe: tane of hiy
grandfother'y grandfother — murdered: by white mer
who came here i great ship pushed acrogy the: e by
gﬁfaﬂww%wm ﬁﬁ&; a&dwiﬁz;ﬁﬁgﬁ

ing sone, worshipped: WOy e oty ands left,
ngm(fﬂc Lack of detadly or o reliable timeframe
hay me questioning the-authenticily of thiy tale and
%I«l@u‘: Stilly it does make for an inferesting leg~

“ ... Quavering little Roger has chosen this tinte and this
place — of all times and places [during the Greek revolt
against the Turks] — ro show e his latest poemn. There
was something forlorn and forsaken about him this time,
something 1 had not noticed when we met years before in
Venice, and 1 felt compelled to take up his manascript.
Dear sister, 1 tell you now that 1 have rarely read such
beauty and tragedy wrought together in a single work. His
talenit hos bloomed beyond anyone's expectations, and 1
daresay his lirtle sonnet moved me nearly more than the
best of poor Shiloh's — and you know haw much he
meant to me. Yer dodgy Roger merely looked sadly up ot
mie, took up his poem, and left Missolonghi as if T had
offended him, or had told him sormething of which he was
already aware. A queer little man, but 1 look forward to
seeing more of his work . ...”

i 1, e ‘ﬁat r Papers & (v 138}
hos tome passage regarding the =
e i B U y

* ... The Ultimate Powers — whom no Man
may see and live, and are only glimpsed in the
maddest of dreams — dwell with Their Sultan at
the Center of All Time and Space, Beyond All
Time and Space. There They twist in the Cosmic
Wind to the tones of Their Formless Servants,
now and again casting off noxious fragments and
fumes from Their viscous and gaseous forms.
Given time, many of these fragments will them-
selves become servants, and perhaps Powers,
totally inimical to Life in our known Spheres.
Know these fragments by their unearthly coloura-
tions and by their often deleterious effects on Life
as we know it. Take care, for such artifacts of
Theirs hold much potential for ultimate gain —
or ultimate loss, ..

—The Outer Ones




“The Muse of Despair” An Introduction by
Edward Gilmour

The tartured ife of Roger Ansley (1799-
1846 started with his birth o a wealthy aris-
tocratic British family. Ainsley was the
younger of two sons, and his artistic leanings
displeased his family. His brother Chirrles
died when Roger was fourteen yvears of age,
and s parents theee years later. With bis
inhieritance, Ainsley set out on acareeras 2
poet and artist, traveling throughout Europe
searching for inspiration. During his travels,
he met with some of the great poets of s
time: Shelley, Keats, Lard Byron, Coleridge,
and others,

Alnsley's poetry was steeped in grief,
rmsrbidity, hatred, and fear — even more so
than his fellow Romantics. Most of his poerns
were of short lengihy; be felt that longer works
failed to sustain emotion. Alnsley's poetic
subjects ranged from mythology {“The Grove
of the Fauns™ to laments for lost love {"The
Drowned Girl”] and eenly fantastic trave-

Jouies {“While Lost n the Kohlsen Reaches™.

He himsell was a quiet, sofitary sort who had
once been romantically deceived and used by
a French girl of questionable reputation,

Inthe early 1820's, after rwo collections
of his brooding and morbid work had been
published, Ainstey's Hterary output slackened.
At about this time. Ainsley made a visit 1o
war-torn Greeee, where he met up again with
Lord Byron shortly before the latter’s death,
Awnsley soon after ceased to write altagether,
as he became hopelessly mired in drugsand
alcohaol.

Retnrning 10 England & broken man,
Adnstey was placed in Molbray Asylum just
outside of London by friends and relatives.
There hie remained for over tweaty years until
his death in March of 1846,

After 2 scandal involving the director of
the Malbray Asyhum in the 1890%, 4 search of
the institution's files wurned up these undis-
covered Atnsley works. They languished for a
timie in the hands of a private collector, bt
finally they have come to print i the form of
the book you are now holding, Drams &
Fangies, Many authorities have stadied the
original manuscripts of these works, and
wost have concluded that Ansley compuosed
these poems and sketches during bis sty in

NS, & N
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the asylum, As such, they are even more emo-
tionally powerful and personal than Ainsley’s
earlier works. These poems, and their accon-
panying sketches, represent the final works of
an unjustly ignoved talent.

*Cycles of Decay”

A series of five poems describing the passage
of a year. Each of the four seasons is iHustrat-
¢d with an accompanying skeich,

After a i 3 the beginning of Spring,
the narrator stands on 2 lawn with 2 compan-
ja, Flowers sprout rapacionsly from an
oddly shaped mound and begin singing in
keening voices, The narrator's cat chases,
catches, toys with, and then ultimately kilsa
SPATTOW.

In Summer, the sated cat kves in the
shade, the body of its prey decompasing in
the heat. The flowers’ tune changes as the
feat bakes the moisture from their petals and
stalks. The grass is baked brown in the swel-
ter. The narrator and companion sweal and
fight for breath.

Come Autamn, the leaves fall and blow
about; the flowers die, leaving only featureless
stafks. The narrator and his companion, fol-
Yawed by the cat, seek shelter i the stady
averlooking the lawn. The hare trees lower
mieacingly 45 4 cold rain pummels the scene.

Winter comes, wrning the rain to snow.
The trees are black skeletal things on the
tawn, and the wind howls horribly. The com-
panion takes his leave across the lawn as the
snow turns 1o Plizzard, The wind howls even
more horribly, and the cat flees the study,
hissing.

After 4 rafn @t the beginning of Spring
the narrator dands on the lawn watching the
cat. Flowers sprout rapaciously from an addly
shaped mound — which the narrator realizes
isthe decomposing body of bis companion.

“In Dreams”

Dreams are gateways to other worlds, times,
fives. Dreams haunt the fiving every night,
but despite this, Man still choases (o slegp.

ot

“Where My Brother Rests”

The poet takes 2 brooding journey through 4
cemetery 10 visit the grave of his brother.
Some scholars say the plece refers o Lord
Byron,

“The Mlusion of Love”

A portrayal of 8 woman as innocent and lov-
ing, to whom the narrator gives his trust and
love, The warman is then revealed as 2 deceit-
ful rempress, 2 demon, sucking the life, love,
and soul from him — as he willingly atlows
her 1o da so,

“Isolation”

The narrator walks alone on 2 city street by
night. The city seens strangely barren, unoc-
cupied, no lights, voices, or lughter: The nar-
rator searches vainly for someone, anyone, to
comfort him, Stars seem to wink out in the
sky, enhancing the darkness. The narrator’s
journey ends at a bridge, where it is implied
he will comuit suicide rather than remain
alone.

“The Dark Wood”

“The parrator takes 2 journey through a dark
forest, with repeated hints of unseen animal
followers, Ruins of old shrines, temples, idols,
and altars are plimpsed in the dense over-
growih. Are the pussuers old gods insearch
of new warshippers — or do they seek prey?

“The Tower”

A necturnad flight from a faceless mob bear-
ing torches. A leering bloated full moon.
Wordless chants from the mob, The only
refuge 15  lonely lower on the plain,
{(aining the tower, barring the doar, climb-
ing to the top. Waiting for the chanting mob
10 break i

“Relics of a Dead Age”

A series of five sonnets, each describing an
ancient artifact or avchacological find of
some kind: an Fgvplian canopic jar, 2 weath-

contrined on otlter side



continued from other side

beneath the waves. The narrator flees in ter-
ror rather than seeing the awful face beneath

i that crown,
ered statue of an unfamiliar Greek god,

crimbling and corroded Greek and Roman
weapons, @ neolithic fertility statuette, and 2
pair of bronze Greek theater masks, Each one
is accompanied by 2 small sketch in the mar-
gin, In cach poem, Ainsley describes the item
and fancifully imagines what ity
creator/user/wedrer was like. He exhibits a
sense of wonder that these tools far outlived
their creators,

“In the Ruing”
The narrator takes a journey through misty

Greek ruins on a nameless haunted istand,
Countless statues of unrivalled realism sur-

panies the tread of unseen feet. In a recallec-
tion of the legend of the Gorgons, he
observes that only one of the three accursed
sisters was slain — and then he hears 2
sound. Turning, he is face 1o face with 2
woman of matchiless beauty — but her eyes
are daggers and her hair serpents, The narra-
toe’s final thoughts are 8 mixtuce of love and
revulsion,

**Neath Poseidon’s Crown”

On a nocturnal walk along a Greek beach, the
murmuring of the ocean almost sounds like
an incantation. Dymg and dead fish wash up
on the beach in droves, some to gasp out
their life o the sand. The tide goes out,
tevealing more dead fish out on the reef. As
the water recedes further, the reef is revealed
10 be the crown of 2 monstrously huge statue

“Madness, or The Muse of Chaos”

Madness is an Instructive force, 2 fresh point
of view. Madness is a living being, godiike,

round hign, Then the hiss of a serpent accom-

guiding the lives of those who suffer from it
Madness is the narratar's muse, and the nar-
rator is Madness's champion.

“Lnfinity"

Discusses the pettiness of homan fife when
compared against the workings of 2 vast uni-
verse. Man as 2 tiny insect in the overall
scheme of things. The collapse of human will
under the weight of such & realization.

“Concerning My Demise”

The narrator awakens in a glass-windowed
coffin, watching as bis friends and relatives —
some long dead themselves -— file past sadly.
Later, the coffin is carried to the cemetery.a
journey described as glimpses of sky and
trees, and occasional tall tombstanes,
Surrounded by mourners, the coffin is low-
cred o the grave, and the narrator watches
as shovels of carth ate thrown on, Finally,
there is only darkness.
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* . . . May 15, 1731. On this day Captain Douglas Corben's brig, the
Hellsne, returned to Kingsport after a journey to the West Indies. He
anchored off Pilot Island, as though waiting for officers to inspect his
ship and cargo, but ere we drew near, Captain Corben hailed us with his
horn and warned us to stay back. When I informed him that he could not
enter port without standing inspection, he brought the Hellene about and
fired his starboard guns on us. We raised sail in the sloop and made to
flee, but just then were joined by Captain Albert Drew's ship Carmody and
a handful of others. OCorben again bdbrought his ship about, but the
Carmody’s guns took down her foremast and most of the sails leaving her
adrift. After another barrage from the Carmody, the Hellene's decks
cleared, and we prepared to board.

"I would that we had never set foot on that ship a vessel that must
have come from the very port of Hell, We met no resistance boarding the
Hellene, but below decks did battle with the few surviving crewmen. Neyer
did we see Captain Corben, nor his Mate, Ned Scott, and instesad found
cabins containing corpses dead and left rotting for days. I was soon aftex
struck by & pistol ball and wounded, and was carried from the Hellene,
an act of Providence for which I shall be eternally thankful. The remain-
der of the report is what was related to me by Mr. Oren Aylesworth, my
first officer.

Lfter my injury, Mr. Aylesworth continued to search the ship, accompa-
nied by several other officers and men, Striking for the ship's aft hold,
more than once Aylesworth and his men were forced to fight with members
of the Hellene's crew, men driven mad and as dangerous as animals. Nearing
the hold, Mr. Aylesworth claimed to have gotten a brief glimpse of a
strange green glow before Captain Corben and his crew shut the hateh.
What follows is pursely conjecture, for none save Aylesworth survived, and
he only for a matter of days, Mr. Aylesworth said he heard a voice in
the hold Corben's, he thought cry out, "Who dies with me, in faith,
shall live againl!”

"Poor Ayleswortli confessed on his deathbed to have fled at this point,
having dire misgivings about the tone in which the cry was given. His was
2 fortunate decision, for in the next moment the Hellene's powder stores
were 1it and her port side blown out. Aylesworth barely managed to dive
oyer the side, and even then was nsarly taken under when the Hsllens
vlunged into the depths at the north end of the reef, No living thing
from the Hellens was recoversd, and none of the boarders from the Carmody
or my own sloop survived, save Mr. Aylesworth @od rest his soul and
myself.

*I can only draw two possible conclusions from these eventis. Either the
Hellene's captain and crew had suffered from some madness or fever ox,
as I stirongly suspect, that Captain Corben had continued his black mag-
ical eXxplorations and was seeking to bring forth some further evil upon
Kingsport. I would remind the reader that Corben was among those sus-
pected, but not arrested, in the matter of the Congregational Church nine
years past.

"Regardless, the danger is past. The Hellene and its capiain and crew
lie at the bottom of the sea, where the fish may do what they will with
them. "
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}{: NGSPOR%Q KINGSPORT is a coastal town located a morning’s

stroll from Arkham. Draped in mists and fog, it is
home to artists and fishermen, sailors and dreamers. Here dreams and reality mingle

to an unsettling degree.

Some find solace in such dreams; others find only terror and death. Charles
Baxter’s dreams drove him to despair. He took his own life, throwing himself into the
sea. The only clues to his demise: a water-soaked collection of poems.

Horrors exist in the real world of Kingsport as well, remnants of an ancient witch- *
cult that once infested the town. Unspeakable things crawl through their burrows el y

beneath Central Hill and lurk in the fog off Jersey Reef, preying on fishermen and \\
unsuspecting tourists alike. Q(
Kingsport’s soothing atmosphere and beautiful setting beckons to vacationers. Its

perch on the brink of the dream-world inspires artists. Investigators come to kingsport to
find understanding of the dark realms of the Cthulhu Mythos.

H.P. Lovecraft's KINGSPORT describes this fabled Massachusetts town in meticulous detail—its important
personalities, buildings, history, and its weird people and places. This book also features a fold-out players’

map of the town, a tourist brochure describing places of interest, and three adventures with player aids for
added realism and enjoyment.
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m There are now thirty books in the well received

Call of Cthulhu@® fiction line. Some titles trace
the evolution of Mythos concepts such as
y = Hastur, Nyariathotep, and Cthulhu. Others are all-new short story
Qo " anthologies. Still others are single-author collections spotlighting

|y N individual masters of horror and fantasy. Very popular selections
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ume The White Peopie and Other Tales, and more.
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