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Sample ffirearms GE Explosives
base chance,              damage                          base                      attacks                                    H Ps                era                              common

or starting                      done                               range                            per             bullets            resisting           S cost                                      in
skill points                with attalck                      of attack                       round           in gun               attack         of weapon         mal                era

:r'|L`l|Id|JL`L:

•25 Derringer (1B)                                                         20                               1D6                              3 yards                            1                      1                         5                 4/12/55       ,    OO           1890s,20s
.32 or 7.65mm Revolver                                           20                              1 D8                            1 5 yards                          3                    6                       1 0              6/1 5/ZOO          00                   all
•32 or 7.65mm Automatic                                     20                            1 D8                          1 5 yards                        3                   8                      8             -/20/350         99          1 920s,9Os
•357 Magnum Revolver                                             20                         1 D8+1 D4                       2O yards                          1                     6                       1 1              -/-/425          00               1 990s
.38 or 9mm Revolver                                                    20                              1 D10                            15 yards                           2                     6                        10               8/25/200           00                    all
•38 Automatic                                                               20                             1 D1 0                           1 5 yards                          2                    6                        8              -/30/375          99           1 920s,90s
9mm Automatic                                                     20                          1 D1 0                        20 yards                       3                 1 7                    8             -/-/475         99              1 990s
•44 ||agnum Revolver                                               1 5                           2D6+2                         30 yards                          1                    6                       1 2                  475               0O               1 99Os
.45 Revolver                                                                   20                           1 D1 0+2                         1 5 yards                           1                     6                       1 0             1 0/30/300         00                   all
•45 Automatic                                                                 20                           1 D1 0+2                         1 5 yards                           1                     7                        8              -/4O/375          00           1 920s,90s

:IIJ|*
.22 Bolt-Action Rifle                                                   25                           1 D6+2                         30 yards                          1                     6                        9               1 0/1 3#0          99                   all
.3O Lever-Act!onCarbine                                         25                              2D6                            50yards                          1                     6 I        t            8              12/19/150         98.                  all
•45 Martini-henry F]ifle                                               25                       1 D8+ 1 D6+3                     80 yards                         1 /3                   1                        1 2              1 5/5/275           00               1 8sos
SKS Carbine                                                                25                           2D6+1                          90 yards                         2                   1 0                     1 0             -/-/50O          97               1 99Os
.303 Lee-Enfield                                                                 25                              2D6+4                           1 1 0 yards                         1 /2                   1 0                        1 2              25/50/3OO          00                     all
.30-06 Bolt-Action Rifle                                                25                              2D6+4                           1 1 0 yards                         1 /2                    5                         1 2              3O75/1 75          0O                    all
•444 Marlin Rifle                                                         25                      1 D8+ 1 D6+4                    90 yards                          1                    5                      1 2             -/-/4OO         98               1 990s
EIephantGun (2B)                                                        15                            3D6+4                         100yards                     1  or2                2                        12          100/400/1800      OO    ,       189Os,20s

SHOTGUNS
20_gauge Shotgun (2B)                                              3O                     2D6/1 D6/1 D3                1 a/2O/5O yds                  1  or 2                2                        1 2   .         25/35/rare         OO           1 890s,2Os
i 2i]auge Shotgun (2B)                                           30                    4D6/2D6/1 D6               1 0/20/50 yds                1  or 2               2                      1 2            30/40/rare         00           1 890s,20s
1 agaugo Shotgun (pump)                                       30                    4D6/2D6/1 D6               1 0/20/50 yds                      1                    5                       1 0             75/45/1 00         OO           1 920s,9Os
1 2_gauge Shotgun (semi-auto)                                 30                      4D6/2D6/1 D6                1 0/2O/50 yds                       2                     5                        1 0              75/45/1 00          00                1 990s
12_gauge Shotgun (2B, sawed off)                         30                           4D6/1 D6                         5/10 yds                        1  or 2                 2                         14              15/NA/NA          OO                1 920s
10-gauge Shotgun (2B)                                               30                4D6+2/2D6+1/1 D6           1 0/20/50 yds                   1  or 2                 2                        12            35/rare/rare        00                1 890s

ASSAULT RIFLES
AK47 or ARM                                                            25                          2D6+1                         90 yards                 2 or burst           3O                     1 2             -/LrfOO          00               1 990s
AK_74                                                                          25                            2D8                         1 20 yards                2 or burst          30                     1 2           -/-/1 000        97              1 990s
Efarrett Medal 82                                                        26                         2D1 0+4                       21 a yards                        1                    1 1                      1 2            -/-/30OO        96               1 99Os
M16A2                                                                            25                             2D8                           130 yards             1  orburstof3       30                      ll               -/-NA           97               1990s

I                SUBMACHINE Gums                 I
Thompcon SMG                                                          15                          1DlO+2                        2O yards                  1  or burst        20/33                    8              -/NA/NA         96               192Os
Hechler a Koch Mpg                                               15                           1D10                         45 yards                 2 orburst        15/30                  10             -/-/NA          97              1990s
lngram MAC-1 1                                                         1 5                            1 D8                          20 yards                 3 or burst          32                     6             -/-rf50         96              1 990s
Uzi SMG                                                                          1 5                             1 D1 0                           40 yards                  2 or burst           32                       8             -/-/1000         98               1 990s

L'Jr±td:IIL`IId|IL`L=

Browning Aut. Rifle M1918                                      1 5                            2D6+4                          90 yards                 1/2 or burst         2O                      1 1             -/NA/800         OO               1 920s
•30 Browning m917A1, belt-fed                           15                          2D6+3                        150 yards                    burst              250                    12           -/3000/NA       96               1 920s
Masehinenge\vehr42 7.92mm, belt-fed             1 5                          2D6+4                       200 yards                    bu rat             COO                    1 8            -/-/rare         OO               WWI I
FN Minimi) 5.56mm, clip/belt                                     15                               2D8                            130 yards                      burst            30/200                   1 1               -/-/NA           99                1 990s

- I:I 1 lI|F| L|| *LI!|JiljI : |'|'-lllI I±| I|] l` Lil-
Molotov Coclctail                                                   Throw %            2D8 + luck to bum              thrown                          1 /2              1  only                    1               -/NA/NA         95           1 920s,Sos
Signal Pistol (Flare Gun)                                             25                    1 D10+1 D3 burn                         10                                i/2                    1                         1 1                10/15#5           00                    all
M79 'Blcoper, Grenade Launcher                     25                       3D6 / 2 y                          20                           1 /3                 1                      1 2            -/-/NA         99              1 990s
Dynamite Stick                                                           Throw a/a                    5D6 / 2 y                           thrown                            1/2               1  only                     1                      1/2/5               99                    all
Hand Grenade                                                         Throw %                   4D6 / 4 y                          thrown                           1/2              1  only                    8              -/NA/NA          99           1920s,90s
81mm Mortar                                                              00                         6D6 / 6 y                     5OO yards                        2             separate                lO             -/-/NA          00               1 990s
75mm Field Gun                                                        00                       10D6 / 2 y                    500 yards                      1/4           separate               40         30OO/1500/-      99           192Os,9Os

1B,2B-1barrel,2barrels.                                                                                                                                                                                            .     I-I.     .   I.I.   \',-..

1/2,  1/3-canbeaccuratelyfiredeverysecond/thirdround.                                                                                                                            -.'       .I.     Il..    'L:     .  I.

1  er 2-oneorboth barrelsfirableinsame round.                                                                                                                                         .i...FFi   \'i.l]Iii    I  i.   -
*-thisclassofweaponcanimpale                                                                                                                                                                                  .I   ...I-    L*.    Lkr     I   l'.

Burst-burstcapability unavailabletocivilians; prices reflectgray-market.                                                                                          .  I.     I  I     I           -    it".

NA - not available to civilians either in auto-fire configuration Or at all.  Implies Weapon may be illegal to own.

mal  = Malfunction Number. -with any attack die roll result equal to or higher than the firing weapon's malfunction  number, the shooter does
not merely miss-his or her weapon does not fire.  lf the weapon is a revolver, break-open gun, or bolt-action rifle, the problem is merely a dud round.  If
the weapon is lever-action, the malfunction is a jam.  Fixing a jam takes 1 D6 combat rounds plus a successful Mechanical Repair roll or appropriate
firearm skill roll (e.g.J One'S F=ifle skill could fix a jammed rifle). The user can keep trying until succeeding or else destroying the mechanism on a
Mechanical  F]epair result of 96-00.

Shotgun solid slugs - 10-gauge lD10+8, 12-gauge lD10+6, 20-gauge lD10+4; base ranges 50 yards;
slugs can impale'

Era Cost - 1990s prices reflect collectorsl market,  1920s prices do not.

2l/ds, 3ydS, eta. - damage radius of explosion in yards; damage done in each yard beyond radius decreases by 1 D6 per yard-























"That's In This Kit?

WHETHER YOU are  are new  to Ca// a/
Cthcohtt or an experienced keeper,  this  kit
will make  your gaming easier.  No longer

will a scenario stall as you fumble through the rules-
book during a critical scene. Now important rules and
charts are at available at
a glance.

The Keaper's  Screen
is a one-stop rules refer-
ence,  allowing  instant
access to spot rules, ta-
bles,  and  reminders.
Measuring  8.5//x40// the
screen  presents  a  low
profile,  but  is  wide
enouch to conceal your
notes,  maps, handouts,
and  miniatures.  With
ghastly inustrations, and
aymbols  from medieval
alchemy)  the  screen's
front will set a propedy
unerving mood.

Sample  Fire-Arms
and Explosives  cern be
found on the back of the
cover sheet. This table is
a reference for the keeper
but   may  be  passed
around  among players
when wits alone will not
save the day.

The  Keeper,s  Book-
mark  is  designed  for
use with the 5th edition

ready-to-play  scenario complete with a set of pre-
generated investigators.

Find the center of this booklet. Pull out the center
page of rules and charts. SeJecfedBcasts & 4fo»sfers is
a new condensed listing of several types of creatures

Call of Cthuthu "hes-
book. Not only is it a distinctive placemarker, it pro-
vides a quick index to most important mles topics. To
protect this bobl-ark. it would be wise to have it plastic
laminated at your local copy-shop.

This booklet contains several items of use to keep-
ers. Next page you will find  6f"e LItffe PeapfeJ', a

commonly  encoun-
tered in a game. A«fo-
mobile  Chases   ls   aI
complete set of rules
for staging car chases
and  associated  com-
bat.  Human  Hit  Lo-
cations  (optional)  1s
a  spot-rule  reference
which   allows   for
more detailed combat
and  injury  results.
Assemby   lnstruc-
fI'OroS for  the SePerate
cardboard     house
model are also found
on  this  removable
sheet.  Now  you  can
build  your  very  our
Strange  High House
in the Mist.

At the  rear  of this
booklet, after the sce-
nario,  you  will  find
two new types  of in-
vestigator sheets.  Use
HalfrPage hvestigator
Sheets when a full char-
acter sheet is unnecce-
sary, such as in pick-up

The Little People     garmes or oneshoh scar
nat.los.      Supporting

CAarcofer  SAeets are compact and useful to players and
keepers for incidental or short te- characters.

Use these  charts,  rules,  and  investigator sheets  as
masters for photocopies as needed. Chaesium Inc. ex-
tends pe-ission to all keepers and players to photo-
copy these as needed for personal use only.

THE CA[[ OF C"t/[Ht, 5rt/ EO/Jrorv KEEPER'S KIT  is copyright © 1992 Chaosium lnc.; all rights reserved.
CALL OF C7lHU[HU is the registered trademark of Chaosium lnc.

cover lllustration' interior illustrations and maps are copyright © 1 992 Tom Kalichack, Lee Gibbons; all rights reserved.
The reproduction of material from within this Product for the Purpose Of Personal or corporate profit is prohibited.

Chaosium Publication 5'110. Published in November 1992
lsBNO-933635-96¢        /
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The Little People          3

The Little Monsters
Forget everything you've ever heard about cute little men
in green outfits, these naked football-sized creatures are
gray}  rubbery  travesties
Hunched,  warty,  and  cold,
the  Little  People  of Ark-
ham's  sewers  are  a  vile-
looking  lot of yellow-eyed
scampering  goblins  who,
like  tree-frogs,  use  their
suckered fingers and toes to
climb the walls and ceilings
of Arkham's  underground.
They are a curming and ma-
licious  lot  and  do not  take
favorably  to  invasions  of
their domain.

The  Little  People  are
normally  invisible  and  can
be seen occasional by a very
sensitive young child, or by
someone  who  is  drunk  on

of  vaguely  human  form.

a Little Person

alcohol  (see  entry  on  drunkenness).  Immersing  Little
People in alcohol also renders them visible; such a speci-
men  can  be  found  at  Neil's  Curiosity  Shop  in  nearby
Kingsport, pickled in a bottle of denatured spirits.

TYPICAL LITTLE PERSON

sTF] 2            CON 3          SIZ 1               lNT5             POW2
DEX  15          HP 2               Move 6/3 CIimbing

Weapon: Bite 33%'  1  point of damage
Skills: Climb95%,  Hide 95%, Jump 9O%, Sneak 90%.
Spells: Sleep' Summon the Banshee.
Armor:  None, but they are invisible. Anyone trying to strike or
shoot an invisible Little Person must first have a reasonable
idea where the creature is, then make a successful POW xl
roll to hit the thing.  Even when visible their small  SIZ and high
DEX makes them difficult to shoot.  Hand-held weapon attacks
are made at normal levels, but all firearm attacks are at
half-normal.  Drunkenness imposes additional conditions On
combat; see below.
Sanity Loss: seeing a single Little Person costs 0/1 D2 points.
Seeing a horde (a dozen or more) or suffering a maSSed attack
by these invisible goblins costs  1/1 D6 Sanity points. After
seeing a few of them, Sanity losses should be reduced Or
perhaps even dispensed with-especially when the
investigators are drunk. The keeper should use his own
judgement regarding Sanity losses.

It is rare for a person to be attacked by a single Little Person.
physically they are no match for average humans. Taking
advantage of their invisibility) they run away,  looking for
escape or a place to hide. Only im numbers do they fmd the
courage to attack their enemies.

Bright light causes them pain and they almost never
venture into the direct sun. IJeSSer light makes them un-
comfortable but does not stop them from attacking if they
have  decided to make  a  stand.  They  are susceptible to
holy  water  and  if even  a  small  amount  is  splashed  on
them they die shriveling, buming deaths.

DFtUNl(ENNESS
As mentioned, the Little People (sometimes refened to as
sewer goblins) are no-ally invisible to most people. The
only way the gangsters can see them is if they are notice-
ably drunk. There are no strict rules for drunkenness. Suf-
fice it to say that in order to see the little monsters the
gangsters will have to be at least tipsy.I Tipsy means that
all skills involving physical movement, manual dexterity,
or reaction time (Climb, Dodge, Drive Automobile, Elec-
trical  Repair, First Aid, etc.)  will be performed at half-
normal. This includes all weapon and combat skills. Note
that the long-handled tools found in the sewer system-
when used against the Little People in the sewers-have
a base chance of 80%, reduced by drunkenness to 40%.

Although a single drink does not render the Little Peo-
ple truly visible, it might allow a gangster to see some-
thing moving  out of the comer of his eye,  or notice a
fleeting  shadow.  Initially  the  gangsters  need  only  be
drunk while pursuing the Little People through the sew-
ers.  Later  in  the  scenario  the  gangsters  may  find  their
homes  and  lives  invaded  by  sewer  goblins,  requiring
them to stay drunk all the timejust to keep a lookout for
the little monsters.

Help and Hindrance
The keeper can use crime boss Danny O'Bannion to pro-
vide  the  characters  with  important  information  or  vital
clues  they  may have  missed during the course  of their
investigation. O'Bannion has his ears open for anythirlg
to do with the matter and pertinent information will be
conveyed to the gangsters either by O'Bannion himself or
via one of his henchmen. O'Banhion can also be used to
motivate the characters. Each one of them owes the crime
lord  a  favor and  O'Bannion intends to  collect.  Recalci-
trant  gangsters  may  find  themselves tumed  over to the
police, the reds, rival gangsters, or even taken for a ride or
fitted with cement overshoes.  O'Bannion  is violent and
brutal.  It  is not unlike him to  lose his temper  and start
slapping someone around.  No one in his organization is
stupid enough to fight back.

Although he is quite superstitious (afraid of black cats,
walking under ladders, etc.), O'Bannion professes no belief
in the occult or in.'fairy stories." If the gangsters come back
to O'Bannjon blaiming little invisible people who live in the
sewers, he becomes very angry.  He does not wish to hear
such childish explanations.

O`Bannion very much wants the ring that belonged to
the dead man. As the scenario wears on, it becomes apparent
that the gangster is far more concemed about finding the
ring than the missing corpse of an old friend.

THE POLICE
The Arkham police could prove troublesome to the gang-
sters.  Early  investigations  involve  a  certain  amount  of
legitimate, legal research, but as the scenario wears on the

gangsters find themselves more and more often breaking
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once in an investigator's home they are capable of many
dangerous  activities:  tying  fine wires  across  the top of
staircases, plugging gun barrels so they backfire and ex-
plode, loosening the brake cables on cars, or almost any-
thing else the keeper can imagine. These probably can see
only nrinor injuries, but it is within the spirit Of the SCe-
nario to give characters broken arms, sprained ankles, or
anything else that makes the investigation more difficult
than it already is.

Beginning
the Scenario

AJLOW EACH  PLAYER to choose a  gangster
:haracter from those provided, or simply assign
hem to your players as you see fit. If the keeper

desires, he may allow the players to distribute  100 addi-
tional percentiles among any skill(s) they choose. Read to
them the "players' Introduction" and allow them time tO
introduce themselves to each other.

They are presently in Danny O.Bannion's penthouse
apartment. It is after midnight and they are waiting for the
boss-marl  to  make  his  appearance.  They  have  no  idea
what he wants of them.

The Opening Scene
The  gangsters  fidget  in  their  seats  While  O'Bannion
keeps them waiting for at least a quarter-hour.  Sills is
there along with Big Eddie, the two top men in O'Ban-
nion's  organization.  O'Bannion`s  mistress  sprawls
across a divan, dressed in a long silk robe with fluffy,
ostrich  feather  collar  and  cuffs,  and  wearing  high-
heeled slippers.  she holds  a small  glass of whiskey in
her hand. Bobby Sills sits in a chair rlear the bar while
Big Eddie lingers near the door, casually blocking the
exit.  A fire bums  in the fireplace. The gangsters note
several plaques and framed certificates decorating the
walls:  awards  of  recognition  from  St.  Michael's
church  as  well  as  certificates  of  membership  in  the
Arkham Chamber of Commerce and other civic organi-
zations.  Although  Elaine  drinks  whiskey,  there  is  no
evidence of any alcohol in the place.

Elaine, from Brooklyn, speaks with a pronounced, and
annoying?  nasal  accent.  With  O'Bannion  for the  last two

years, she at first found life with a gangster kingpin exciting,
but has recently begun to feel hemmed-in. She hates living
in Arkham and rarely leaves the penthouse. She constantly
nags at Danny to take her tO New York for a weekend, or at
least drive dour to Boston for a night out. Danny some-
times obliges her but more often has Bobby Sills escort
her. sills is the only man O'Bannion trusts with Elaine-
arld with good reason.  Never one to let loyalty stamd in

her way9 She has, at times, PrOPOSitiOned  Sills.  Loyal to
o'Bannion, the henchman has never fallen for Elaine's
wiles, but fearing o'Bannion's anger he has never dared
to tell the boss about Elaine's advances.

Before O'Bannion even makes his appearance, Elaine
chooses  one  of the  male  player-characters  and  begins
making  eyes  at him.  A  probable  choice  might be the
boxer;  Elaine is attracted to big strong men, preferably
those gullible enough for her to manipulate. O'Bannion
will quickly become aware of her flirtation but she con-
tinues her behavior unabated and unashamed throughout
the scene. At some point, although he does not speak of it
openly, o,Bannion glares menacingly in the direction Of
the innocent gangster, expressing his displeasure.

OIBANNION APPEAFtS
lhThen  O'Bannion finally  shows  up} he strides  into the
room dressed in a long robe and slippers.  Shiling at his
assembled  guests  he  wishes  them  a  good  evening  and
heads  directly  behind  the  bar.  Moving  aside  a  hinged
piece of molding he pushes a small button and, silently, a
large panel slides down revealing rows of expensive bot-
tled  liquors  and  wine.  Pouring  himself  a  tumbler  of
twelve-year-old  scotch  he  asks  loudly  if  anyone  else
would like a drink. He gets them whatever they request,
ulxing the drinks himself. He seems in a good mood.

Once the gangsters have their drinks O'Banhion ex-
plains why he had them brought here.

"I need a favor from you guys," he says. "It seems as

though  someone's  been  messirlg  around  with  some
friends of mine.  I want  you  to  fmd out  who it  is,  why
tlley're doing it, and I want you to put a stop to it."

Another slug  of Scotch and  O'Bannion scowls.  His
face tums red. He grows angry.

.cHave you lleard What happened tO Old Sean Kelly?"

he asks, glancing around at his guests. None should re-
spond;  they  don't have  the slightest  idea  who  Kelly  is.
O I Bannion continues:

I.some bastards tried to steal his body right out of the

funeral  parlor!  That's  what  happened!"  He's  shouting
now. He hurls his empty glass into the fireplace, shatter-
ing it. Elaine jumps, but Bobby Sills and Big Eddie don't
even blink an eye.

..It's those damn dagoes, I know it!" O'Bannion says

hatefully.  '.potrello and  some of his garlg, trying to  get
even with me."

o'Barmion fumes for a moment then, getting a grip On
himself, relaxes and speaks more calmly...I want you to
find out who did this and I want you to fix 'em. You know
what I mean?"

o'Bamnion explains to the group tllat Kelly was an old
friend of the family back in Boston; Dalmy used to call
him.uncle sean.I Kelly and his wife moved to Arkham
twenty  years ago when  Sean  got a job  working for the
city's water department. Danny renewed his acquaintance
with Kelly several years ago when the crime boss moved
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The Little People          9

Investigations
Begin

E/EN THOUGH it's after midnight and pouring
lain, if the player-characters know what's good for

hem they  go directly  to the  funeral  parlor and,
after rousting the man out of bed, put questions to the
owner, sleazy Jaspar Eleazar. Sills offers to drop them off
on his way home.  If the  gangsters  are not too familiar
with Danny O'Bannion,  Sills fills them in on the Crime
lord.s  violent,  nearly  psychopathic  personality.  The
henchman makes it plain that when O'Bannion asks for a
favor-especially if he's done one for you-yOu'd better
say yes. Refusing can prove fatal.

The Funeral Parlor
The  playersers  should  want  tO  Check  Out  this  Place
first. No matter that it is after One O'CIOCk in the morn-
ing and Eleazar will have to get Out Of bed, their Char-
acters know it's what O,Bannion wants.

Jaspar Eleazar is a weasel-like man With Oily hair and
an  even oilier personality.  He at first protests the gamg-
sters, rude intrusion but  after beiIlg  told that his Callers
work for o'Banhion he proves more agreeable.

Eleazar has already told the POliCe everything Of the
little he knows about the matter. He was upstairs working
on the company books  when he heard screams outside
from  the  street.  He  rushed  downstairs  and  Opened  the
door to find a man and a woman, nearly hysterical, point-
ing at the nude corpse of a man protruding through the
opened basement window. The police arrived soon after
and with their help Eleazar managed to pull the body back
into the building. No evidence was found at the SCene and
the window, which Eleazar claims is always kept latChed,
was  unbroken.  some  of  Eleazar's  equipment  was  dis-
turbed, knocked over, but nothing apparently was stolen.

The body was that of Sean Kelly, a former city worker
in his mid-fifties who had recently died of a sudden heart
attack. Eleazar had embalmed him that aftemcon and aS
the body was not to be delivered to the widow until early
tomorrow, had decided to dress the corpse in the moming,
following breakfast.

If the investigators want tO inspect the basement Of the
parlor, Eleazar agrees, showing them the Way and tuming
on the lights for them.

The  mortuary  in  the  basement  iS  an  unsettling

place. crusted, dried blood--obviously here for years--
coats  the  walls  and  floors;  dirt  and  grime  are  every-
where. Eleazar obviously does not COnSider Cleanliness
in the work place a virtue. The room smells of blood,
death, and embalming fluid.

sean  Kelly,s  nude  corpse  lies  on  One  Of two tables;
standing nearby is the pumping equipment Eleazar uses to
remove blood and inject embalming fluid. Eleazar points out
where  some of the  equipment was  disturbed,  glassware
knceked over, etc. Nothing seems badly damaged.

No clues are found on the corpse although the ring de-
scribed by o'Banrion is found on its finger. If anyone at-
tempts to remove it they flnd it stuck fast. Eleazar mentions
that he also tried to remove it but found it too tight to pull off.
If the gangsters start talking about cutting off fingers Eleazar
grows visibly upset. Mutilating a corpse is a serious offerLSe
and nhs. Kelly would be sure to complain. qf the gangsters
go chead and do it anyway, they risk incurring O'Banhion's
anger plus upsetting the Little People who will be instantly
aware that the ring has been disturbed. The Little People, as
scon as possible, sneak out of the drains, locate the ring, and
steal it back from the gangsters.)

A check of the window where the Corpse Was found
shows it unbroken and the latchto be of a type impossible
to open from the outside. The opening is too small for all
but  the  smallest  of  persons  to  fit  through  and  it  is  no
wonder that Kelly's  body  got stuck.  Eleazar swears up
and down that the window was closed arld latched when
he went upstairs for the evening.

successful  spot  Hidden  rolls  reveal  two  Clues.  The
first is the misplaced cover of the basement floor drain.
This  brass plate  covers  a six-inch  diameter  Pipe and  iS
found to be off-center, sitting at a cocked angle. If pointed
out to Eleazar he makes little of it, Suggesting that it Was
disturbed when they pulled the body back inside.

The second clue is a very faint Set Of three tiny foot-

prints left in drying blood spilled on the floor. Although
vaguely rat-like in form, they seem too large.  A Natural
mstory roll clearly dismisses the idea of a rat and sug-
gests that the animal that made them was some sort of
bipedal amphibian. Eleazar insists that they are rat Prints,
explaining that the rodents are a recurring problem in his
trade, although  he  is  quick to point out that they rarely
cause more damage than can be repaired with makeup or
covered by clothing.

Kelly,s Wake

ATYPICALLY  IRISH AFFAIR,  this  get-to-
gether is held at the house ofKelly's widow the
day  after  the  investigators  get  involved.

Eleazar is supposed to deliver the body, dressed and in
its coffin, at  10  AM, the  Wake Slated tO begin at noon.
The  gangsters  have  been  instructed  by  O'Bannion to
make  an  appearance  at  the  wake  and  convey  his  re-
spects to Mrs.  Kelly. The house is located on the West
side of powder Mill Street, between College and Lich,
near st. Michael's Church.
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member of this club. He can most
often be found at the..Sous ofTip-
perary."  She  right  mention  that
Conlan has only one arm, the other
having  been  lost  in  a job-related
accident. It is obvious she consid-
ers conlan to be a bit of a good-
for-nothing.

THE PING
If asked about the ring Mrs. Kelly
says that Sean claimed it to be an
old family heirloom, although she
admits that she never saw it until
shortly after his first heart attack
some  twelve  years  ago.  He
showed up with not too long after
he retumed to work. She never af-
terward  saw  him  take  it  off and
sean  made  her  promise  that  she
we see to it that he was buried with
it. she cannot be persuaded to give
the ring to O'Barmion.

Other Clues
other clues exist in and around the
house. If the kitchen cupboards are
systematically  checked,  a  small
store  of cheap  bottled  whiskey  is
discovered. The garbage can on the
back  porch  contains  two  or  three
empties. A little asking  around re-
veals that Mrs. Kelly is a teetotaler,
never knoun to drink.

Things That Happen
in the Nelly House Tonight
This evening| after the Wake iS OVer and  everyone  has gone home.  Mrs.  Kelly is
attacked and murdered by the Little People. If the gangsters are not near the house
at the time, the distraught Mrs. Kelly calls O,Bannion and tells him She hears Voices
around the house and fears someone is trying to break in. O'Bannion sends Bobby
sills  looking for the gangsters and,  using  telephone  and  car,  he finds them very
soon.  He tells them  O,Bannion  wants  them  tO  get  aver tO  the  Kelly  house  right
away' that something is going on over there. sills gives them a lift. drops them off,
then drives away.

The gangsters find the front door unlocked and Standing Slightly ajar. Give them
t.lme to investigate the house but if the keeper wishes' the police  might show up'
sending them running for cover.

lt is possible that one or more of the investigators has decided to spend the night
at the Kelly house, hoping tO foil any funher attempts tO Steal the corpse. ln this Case,
the Little People use their Sleep spell to cause the Player-Characters tO doze Off for a
while. When they awake. they find the house in the condition described below. lt may
be that they are awakened bythe sound of the back door banging shut. lf they move
really  quickly  they  might  reach  the  back  porch  in  time  tO  See  Sean  Kelly's  body
disappearing head-first down the manhole in the alley behind the house.

Investigating inside the house, they find the mangled body of Mrs.  Kelly nailed
to the wall' crucified upside down. Her face is hidden, COVered by the faded house
dress now hanging upside down over her head.  Lifting the dress her face iS found
to be chewed and gouged away, her eyeballs missing and her tongue gnawed out.
Lose 1/1D6 Sanity points.

The room is ransacked, the book about fairies found gnawed almost beyond
recognition' but decipherable by a character with a halved  English roll.

sean  Kelly,s coffin  is  pushed  OVer,  the  body gone,  evidence  revealing  that it
was  dragged  through  the  house  and  out  the  back door.  ln  the  alley  behind  the
house the manhole is found uncovered. Anyone entering the manhole finds One Of
Kelly.s shoes at the bottom. There is no sign Of Which direction the body-Snatchers
took from  here; the sewer stretches off in two directions. Although the gangsters
may try. there is no way to follow the path of the Little People.

sean  Kelly's  favorite  book,
Fczery-Lore a/ffoe Emero/d Js/e, might be found, but only
if the characters sneak into the woman's bedroom and go
through her dresser drawers. Mrs. Kelly gave this book to
sean years ago while he was recovering in the hospital
from his first heart attack. The book always falls open tO
the same page; a page sean Kelly was obviously fond Of
reading (see Player Aid #1).

Along  with the book are  a few Other remelnbranCeS
already set aside by Mrs. Kelly including a crucifix Sean
used to wear and several photos of the late Kelly, some
old and some more recent. In one photo Kelly sits at a
table in what looks like a pub, next to a smiling man with
one a--they  are  obviously  friends.  Although blurry
and hard to read, a sign in the background says:.'Happy
st. patrick.s Day," and below that,..Sons of Tipperary."

The Next,Door Neighbor
Mrs. Driscoll, a widow, lives next door tO the Kelly house
with her six-year-old red-headed daughter, Bridget. If the
gangsters do not make her acquaintance during the wake,
the keeper may want to instigate an encounter with her

and her daughter by having them meet Mrs. Driscoll on
their  way  out  of the  wake.  Otherwise,  the  keeper may
have them meet her tonight while police are investigating
the horrible murder of Mrs. Kelly scheduled to take place.

MRS. DRISCOLL AND BRIDaET
If asked, nhs. Driscoll says that Sean Kelly was a very nice
man. If asked about odd behavior She mentions that he used
sit alone on the back porch, drinking from a hip flask and
talking to himself. she always thought this a little odd but it
seemed harmless and she never mentioned it to anyone.

If the gangsters make friends With the woman (a Suc-
cessful  persuade might  be  necessary)  she  invites them
into her house for further talk. Once inside, after answer-
ing some questions, she offers to make tea and steps out
of the  room.  As soon as she  is out of earshot uP POPS
six-year  old  Bridget  who,  childishly  conspiratorial,
claims that she knows..a secret about Mr. Kelly."

Nothing short of a bribe of Candy gets Bridget to tell
what she knows. Allow each gangster a halved Luck roll
to see if they have any candy on them. Failing this, some-
one will IlaVe tO make a quick run tO the comer Store tO
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Little voices that seemed to come from nowhere. At the
time the two menjoked that Sean ought to cut back on his
drinking. Dennis says that after his first heart attack Sean
never mentioned the voices again.

If asked about the odd gold ring, Dermis says  Sean
started  wearing  it  years  ago,  not  long  after recovering
from his heart attack. sean told Dennis that he found it in
the sewers.

PATRICK O|CASEY
Another person of interest is also attending the Club-an
old man named patrick o'casey. O'Casey speaks Gaelic
as well or better than English. He came to this country in
1843, accompanied by his father and grandmother, flee-
ing the great potato famine. He is presently in his nineties.
In the years before his grandmother died, She taught Pat-
rick many things about old Irish folklore and he still re-
members many of her tales.

It  is  possible  that  O'Casey  overhears  the  player-
characters conversation with Conlan and, if the keeper
wishes, he butts right in.  He can tell the gangsters all
about the DcIOI.roe Sl.dfoe or Aes Sl'dfoe, the people of the
otherworld  who,  like  the  fairies,  live  somehow  '6be-
hind the world of men." These creatures normally Can-
not be seen and although usually content to peacefully
co-exist with men, once they have suffered a transgres-
sion they prove to be a malicious and vengeful enemy.
The old man warns strongly against Crossing..the little

people. "
o.casey says the first Daoine Sidhe came here hun-

dreds of years ago, accompanying the earliest Irish set-
tlers.  It was said that witches  knew how tO contact the
Daoine Sidhe and sometimes even kept them aS familiarS.
The Little People are, of course, rumored tO Possess great
hordes of gold and treasure.

special skill: Gaelic Myth and Legend 85%.

St. Mary's Hospital
The  player-characters  may  Visit here  attempting  tO  find
out something  about  Kelly's  two hospitalizatiOnS.  They
are  only  allowed  to  see  the  patient's  records  if one  of
them successfully Fast Talks the nurse on duty. If they fail
but still insist on seeing the records, the nurse offers to
make an appointment for them (this aftemoon or the fol-
lowing  day)  with  the  physician  who  attended  to  Kelly
when he was brought into the emergency room.

DR. BANCROFT
The doctor,s name is Bancroft alld he looks about fifty
years  old.  He.tells  the gangsters that  Mr.  Kelly's  death
was due to a heart attack and that there was nothing at all
mysterious or out of order conceming his death. The doc-
tor, who has Kelly's records on the desk in front Of him,
points out that the man had suffered a similar heart attack
twelve years before. He also mentions that Kelly was a

very heavy drinker and that this probably contributed to
his condition. Dr. Bancroft did not attend to Kelly during
his first hospitalization.

The doctor was the only witness tO Kelly's last rav-
ings.  seehingly  panic-stricken  he  pleaded:  "Don't  let
7lfoem  take me  away}"  begging  the  doctor tO  remove  a
cenain ring from his finger-even if the flnger had to be
cut off to do it. The doctor tried to calm the patient down
as best he could, judging the words as nothing more than
the deranged ramblings of a fevered, dying brain. He does
not volunteer any  of this  information, feeling  that it is
privileged  information  between  patient  and  doctor.  A
beating) or even the threat of one,  causes the doctor to
OPen uP.

If the gangsters  get  their hands  On  the  records  and
make  an  English  roll  they  find  that  when  Kelly  was
brought in for his first heart attack, twelve years ago, he
was raving incoherently about the "little people" claim-
ing I.they're everywhere."

The Waterhouse
This is Kelly's former place of employment, located On
the  comer of High  Lane and West Derby  Street  in  the
northwest part of Arkham. Kelly's former co-workers, aS
well as his supervisor, can be met here.

KELLYIS SUPEFtVISOF[
Kelly.s former supervisor iS a man named Bill Kent, chief
engineer of Arkham's fresh water system, Storm drains,
and sewers. He has held the position now for Six years.
He  tells  the  player-characters  that  Kelly  was  a  good
worker,  never  late,  and never  called  in  sick.  He  was  a
good employee and Kent indicates that the Water Depart-
ment  will  miss  him  very  much.  Kent  says  that  Kelly
seemed to prefer to work alone and, urllike his co-work-
ers, usually ate his lunch underground during the course
of his  inspections  and  maintenance.  If asked  about the
Kelly,s  drinking  habits,  Kent  reluctantly  admits  that
Kelly was a regular drinker but quickly adds that it never
seemed to interfere with the man's job performance. If the
gangsters keep asking questions, Kent suggests that they
come back around quitting time-4 pM-arld talk tO some
of Kelly's former co-workers.

KELIJY|S CO.WORKERS
Talking to the co-workers Proves  easy.  Most agree that
Kelly liked to work alone and SPent a lot Of time under-

ground,  particularly  in  the  West  and  Garrison  Street
drairls south of the river. Major lines spill directly into the
Miskatonic near their respective bridges. The older work-
ers  say  only  nice  things  about  Kelly  but  some  of the
younger  men  smile  when  they  talk  about  "old  man
Kelly." They claim Kelly used to spend most of his time
hiding out urlderground away from the supervisor, drink-
ing  from  a  hip  flask  and  mumbling  to  himself.  He
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LIBRARIES
Both Miskatonic University and the Arkham Public Li-
brary contain copies of the book Fclery-Lore a/ffee Emer-
cI# /S/e, the Same book found in the dresser at the Kelly
house.  If the gangsters can locate the VOlume and get a
successful English roll, give them Player Aid #1.

NEWSPAPEFtS
A successful Library Use while checking the newspaper
files at either the Miskatonic Library or the offices of the
Arkham Gazette tums up this story in Player Aid #.

215 S. Peabody Awe.
If the gangsters pay this address a Call they find it iS Still
owned and occupied by a member of the Lindsey family.
Thomas  Lindsey  III}  the  young  boy  mentioned  in  the
newspaper article, now in his mid-thirties, opens the door
to their knock. If questioned politely he proves more than
happy to speak about the stolen body of his grandfather.

Lindsey says that his grandfather'S body Was never
recovered  and  that  the  tombstone  in  Christchurch
cemetery marks an empty grave. No one in the family
ever had a clue as to what happened to the old man's
corpse  and  no  motive  was  ever  established.  Lindsey
was  seven  years  old  at the time  and  says  that on the
night  the  corpse  was  stolen  he  awoke  to  hear  funny
little  voices  coming  from  downstairs  in  the  living
room.  creeping  out  into  the  hallway  and  looking
downstairs  he  saw  the  living  room  filled  with  little,
ugly} gray  men  congregating  around  his  grandfather,s
coffin. Frightened by the scene, he Sneaked back tO his
room and hid under the covers. The next moming} after
the theft was discovered, he told his parents about what
he had seen  the night before.  They  listened  to  him  but
then told him that he must have had a bad dream. At the
time the boy took his parents' word, but even today he's
not completely convinced it was a dream.

If the gangsters ask about a ring, he Says  his grandfa-
ther always wore a gold ring (like the one wom by Sean
Kelly).  He  goes  on  to  say  that,  as  a  Child,  he  always
admired the ring and wished that it was his. He asked his

grandfather  where  he got  it and  was  told  it  was  a  gift
from I.special friends."

Expl oring
the Sewers

A:
KHAM POSSESSES separate, though not dis-
reet, sewer and storm drain  systems.  Sewage is
andled through the larger of the two systems and

routes the city's  effluents downstream  and out of town

before discharging them, untreated, into the Miskatonic.
The storm  drains  handle runoff from  rain and melting
snow discharging at several points along the river within
the city limits. The two systems are connected, in most
places running parallel to each other. The drainage system
is  installed at a slightly higher level than the main sewer.

If rainfall is particularly heavy-more than the drains
can handle-excess water spills off into the sewers and is
carried out of town. But if the runoff is too high it fills the
main sewer above the level of the storm drains, eventu-
ally mixing raw sewage in with the storm water. This foul
mixture flows  directly  into the Miskatonic  through the
large storm drains.  General practice in these times Calls
for this dilute sewage to never exceed a concentra.lion of
one part  sewage to  six  parts  water.  Arlcham's efflcient
system boasts  water never more polluted than one part
sewage to eight parts water.

During dry weather the drainage System iS fairly free
of  water  but  Arkham's  main  sewers  flow  around  the
clock, with highest volumes recorded during the moming
and early evening hours.

MANHOLES
Manholes give direct access tO the City'S Sewers and are
found all around the city) usually located no more than a
hundred yards apart. Suffice it to say that if the keeper Or
players  are  looking  for  one,  there  is  one  somewhere
nearby. The heavy covers are easily removed, revealing a
vertical  shaft  leading  down  to  the  sewer.  Sturdy  iron
rungs set in the wall facilitate the climb. At the bottom of
the  shaft  is  a  small  chamber  with  the  sewer  running
through the center. There are stone benches here usually
well above the water line, dry and free of debris. There is
a 10% chance offinding a pair of rubber boots here and a
10% chance of discovering  lD2 hand tools (rakes, shov-
els,  hoes,  etc.).  These  same  chances  apply  for  every
chamber the investigators enter, encountered every hun-
dred yards or so along the main sewer lines beneath the
manhole entrances.

THE SEWEFtS
Following  the  sewer  lines  any  distance  means  Wading
through  raw  sewage.  The  gangsters  might  want rubber
boots.  Before  long}  however,  an  opening  between  the
sewers and parallel storm drains should be found, allow-
ing the gangsters to transfer over to this more appealing
route.

THE STOFtM DFtAINS
The storm drains may be directly entered Only through Of
one of the main discharge outlets located along the banks
of the  Miskatonic.  These  are  large,  brick  and concrete
structures  tllat  Outlet  directly  beneath  Arkham's  three
bridges. The circular openings are over five feet in diame-
ter and closed off by barred iron gates secured with pad-
locks. Hacksaws, crowbars, or Locksmith are necessary
to get past these gates although-oddly enough-the bars
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are spaced far enough apart that a child, slz 5 or less, can
squeeze through. once inside, a small chamber is found.
The player-characters have a 65 % chance of discovering
lD2 pairs of rubber boots and a 90%  chance of finding
lD4  hand  tools.  During  dry  weather  these  drains  are
nearly empty} never canying more than a trickle of water
down the center. But a good steady rain quickly tumS this
trickle into a considerable flow that  is difficult to walk
against. A sudden cloudburst produces a raging torrent Of
water that half-fills the pipe and poses a serious threat to
anyone inside. A heavy water flow produces a STR Of uP
to 15 and anyone failing a resistance Struggle iS SWePt Off
his feet and carried  down the pipe to be either trapped
against the iron grate or, if it has been left open, spilled
out into the swollen Miskatonic. Swim rolls are required
to avoid drowning, especially if the individual is wearing
an overcoat and weighted down with weapons and hard-
ware. The keeper must decide if, when, and how much it
rains during this scenario. Spring is the most dangerous
time;  melting  snows  and  sudden  thunderstorms  can
quickly overload the systems.

LIGHT
There is no light in either System and the gangsters Will
have to bring their own. several types of portable, artifi-
cial light are available in the 1920s.

Kero§e"a  Lenterml..  these  lamps  have  been  around  for
years. They throw a soft yellow light in all directions and
bum from 4-8  hours on a single fllling. A risky device,
they can explode  if dropped or tumed  upside down.  If
dropped  in  water it must be disassembled, cleaned  and
dried, and both the wick and fuel replaced.

Gas Le/,fems.. these are similar tO  the lamps Produced
today by the coleman company and others and produce a
brilliant white light. These units hold a quart of gasoline
and  bum  for  8-l2  hours.  Although  safer than  kerosene
lamps, they are still quite fragile and dropping one almost
certainly means breaking either the mantles (wicks) or the
glass. There is also some small danger from the flame. If
dropped into water, the lantem is useless until disassem-
bled, dried and cleaned, a process taking at least a couple
hours.

Efecfro.a  L[.gfots..  various  types  of  electric,  dry-Cell  lan-
tems and flashlights are currently available. They throw a
weaker light than gas lantems, and only in a single direc-
tion. A fresh set of batteries keeps these devices buming
for 2_4 hours, although the light they Produce grows dim-
mer as the batteries expend themselves. If dropped there
is a 75% chance the filament in the bulb breaks. If a spare
is carried, replacing a bulb takes only a couple minutes. If
dropped  in  water  the  flashlight  must  be  taken  apart,
cleaned, dried, and put back together, a job requiring 5- 10
minutes.

cardI.de ho"lps.. these lamps are the type used by miners
and are available in a variety of forms including lantems,

bulls-eye lantems, and flashlight styles; miners use Car-
bide lamps mounted atop their helmets. These lamps gen-
erate a brilliant white light by buming acetylene gas pro-
duced by  chemical  cartridges  of varying  sizes.  Carbide
lights are the brightest of all  and  bum  from 2-4  hours,
longer if large,  belt-hung  supply cartridges are used.  If
dropped they always go out but can usually be relit, even
if they have fallen in water. There is considerable danger
from the open flame.

WEAPONRY
Most of the player-characters are Very Skilled with fire-
arms. unfortunately} any sustained gunfire coming from
the sewers quickly attracts attention and consequently the
police.  If  the  gangsters  don't  think  Of  this  ahead  Of
time, one gunshot reverberating through the drain sys-
tems  alerts  them  to  the  problem  of  noise.  Silenced
automatics are fairly useful although the weapon must
be specially modified and use of such a device cuts its
base  range  in  half.  Note  that  revolvers  cannot  be  Si-
lenced. of all the gangster-players only Drexler has his
two pistols fitted for silencers.  As  it is, the Little Peo-
ple are difficult to hit with a bullet, especially when the
shooter is  drurlk,  so firearms  are not  particularly  use-
ful.  shotguns  could  conceivably  do  great  amounts  of
damage  to  a  massed  horde  of sewer  goblins,  but  the
thunder they create would certainly attract the immedi-
ate attention of the authorities.

The various hand tools found around the Sewers and
drains are the most useful  weapons.  The goblins freeze
for a moment when struck by a bright light, allowing even
a drunken gangster one good shot at it. If hit, the goblin is
always killed (usually in some particularly horrible man-
ner; decapitated, smashed, impaled, etc.).

when used against the tiny, scampering Little People
the hand tools have a base chance to hit of 80%, reduced
by drunkenness to 40%.

THE SEWER LAYOUT AND DESCFtIPTION
The drain and sewer systems Parallel the Streets Of Ark-
ham forming  a  grid  almost  identical  to  surface  streets.
Note  that  the  systems  north  and  south  Of the river  are
actually separate, although both are infested by the gob-
lins. The largest drains-almost five feet high-run north
and south along the major streets of West, Garrison, and
peabody.  Branch  connections  from east-West Streets OC-
cur at all  intersections, joining the main drain  in three-
headed, y-shaped joints. At the joint these branches are
the same size as the main drains but quickly narrow to a
diameter of about three-and-a-half feet as they tum in the
direction  of their  respective  cross  streets.  Investigators
will  be forced  to crawl  on hands  and  knees to explore
these  avenues.  Numerous  smaller  branches  feed  into
these drains but they  are too small  for normal  humans
(although plenty big enough for the Little People).
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are in danger. Little People are encountered twice every
city block in groups of lD3 at distances of 2D 10 feet. The
little creatures are at first surprised by the light, freezing
for a moment before scampering away. If visible, the lead
gangster is allowed a chance to try and hit or shoot one.
Surviving goblins scuttle off into the darkness.

The Little People always flee in the direction Of One Of
their two lairs-usually the nearest-and the gangsters
may find that they can track the goblins simply by follow-
ing the direction the little monsters travel. But the deci-
sion is ultimately up to the keeper. Although some of the
goblins choose to travel through the small branch lines,
most will follow the larger tunnels, leading the gangsters
directly toward their lairs.

INVISIBLE ATTACKS
If the player-characters are not drunk and unaware Of the
presence of the Little People the goblins likely stay out of
their way. However, if comered, or if one of their treasure
hordes is disturbed, the goblins attack.

A horde of lD20 +5 sewer goblins suddenly leap on
the lead gangster and attempt bites. You may roll (33%)
for each attempted bite or simply rule that I/3 of the bites
(dropping any fractions) are successful. Each successful
bite causes one point of damage. Each Little Person who
successfully  bites jumps  off  on  the  following  round,
scrambling off somewhere to devour its piece of stolen
flesh-much like a piranha. Little People who failed to
bite on the  initial  round  remain  clinging  to their victim
attempting bites on subsequent rounds.

If an  attacked  gangster  tums  and  runs,  the  goblins
drop off quickly of their own volition. Otherwise they can
be pulled off by hand, one per round (up to three friends
can help), and easily killed by strangling them or break-
ing  their  invisible  necks.  Suffering  an  invisible  attack
costs I/1D6 Sanity points.

VISIBLE ATTACKS
These are  conducted  in  the manner  aS  above,  Only  this
time, of course, the gangsters can see the creatures. This
sort of attack most often occurs when the gangsters have
herded  a  large number of Little  People ahead of them.
Anytime the goblins outweigh the lead gangster by a fac-
tor of two to one (compare sIZs) they become Capable Of
attack, doing so at the keeper's discretion. The Sanity loss
for experiencing this type of attack may depend upon the
gangsters' accumulated experience with the goblins and
should be judged by the keeper.

The Treasure Lair
This spot is reached from the Main St. branch drain just a
few yards  west of Garrison.  A ponion of the drain  has
collapsed  and  the  goblins  have  taken  advantage  of the
sandy soil to carve a large burrow twelve feet in diameter
and nearly six feet high in the center:  enough room for
four investigators to get in and start swinging away with

rakes and hoes. An oval-shaped metal tank juts through
the back wall, protruding a good three feet into the cham-
ber; the gang§ters' lights glint off the pile of 'goblin treas-
ure' tucked up beneath it.

The tank stores gasoline for the Esso station located
just above. The tank's welded seams-due to the Little
people's burrowings around and beneath it-have been
weakened  from  lack of support  and  if the tank  is  hit
squarely with a well-swung tool, or suffers damage from
a gunshot, one the seams ruptures, spilling raw gasoline
into the burrow.  If the leaking  gasoline  is not  directly
ignited  by  an  open  flame,  the  gangsters  have  lD4+2
rounds to clear the area before the rapidly accumulating
fumes are touched off by a carbide lamp| lit cigarette, or a
stray spark.

If the  gangsters  evacuate  quickly  enough they  may
gain a safe before the inevitable explosion occurs. If the
gangsters are in the immediate area when the explosion
occurs they should, by all rights, be dead. The keeper may
want to allow a chance of survival, as it suits him. The
explosion  immediately  destroys  the  gas  station  above,
setting the ruins ablaze and hurling flaming debris in all
directions. The fires soon threaten the string of old Ware-
houses along River Street and, if unchecked, set fire to
O'Bannion's Lucky Clover warehouse which creates an-
other series of explosions when the stored boot-leg liquor
starts  to  go  up.  This  generates  local  headlines,  and
o'Bannion's wrath, if he figures out who started the fire.

There are a hundred or more Little People hiding in
this lair when the investigators arrive. An accurate num-
ber is not necessary as Little People will be running  in
and out of the burrow during the entire time that combat
is underway. Most of the goblins scurry away to cower
against walls and the gangsters may  attack them at will
with weapons  or even kicks and  blows.  (In these close
quarters any roll of 9l-00 is a fumble and the character
has accidentally hit either one of his fellow gangsters or
the gasoline tank.)

Every round each gangster is attacked by  lD10 gob-
lins springing at him from walls, floor, and ceiling. Each

goblin has a 33% chance of biting; those that fail remain
on  the  gangster  to  make  further  bite  attempts  on  sub-
sequent rounds.  Any round that a gangster has goblins
clinging to him in numbers equal  to, or greater than his
SIZ, he must make a Successful  STR roll against the total
number of goblins  in  order to remain  on his feet.  This
check is made only after all goblin bite attacks have been
made and the successful goblins have jumped away. Fail-
img the check means the gangster falls to the ground and
is immediately swarmed upon by dozens of cold clammy
goblins.  Helplessly  trapped  under  the  squirming,  Snap-
ping creatures, the gangster suffers  lD10 points of dam-
age and  loses  lD4  Sanity  points  per round until  either
slain or saved.

The  Little  People  fight  relentlessly  urltil  the  gang-
sters have killed twenty or more of their kind. Then, as
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THE BANSHEE
INT22           POW25       Move: 12floating
Armor: none. but See below.
weapon: Touch 50%' or automatic if Victim iS ParalyZed' nO
damage but see below.
Speclel Ability: The Wail, see below.
sanity Loss:  1/1 D6 or 2/D8+1  if affected by The Wail.

The banshee is immaterial and cannot be harmed by most
physical weapons. Splashing holy water on a banshee, Or
holding  a  crucifix  before  it  while  reciting  the  Lordts
prayer drives it back to the Otherworld. It is immune to
most magic spells.

The banshee's touch drains the life-force Of a Victim at
a rate of 2D4+2 pow points per round-a permanent loss.
once touched by the banshee the victim can neither resist
nor escape. unless saved by companions the victims suf-
fers a horrible, withering death. Additionally, the victim
loses I/1D6 Sanity points per round.

The Wail of the banshee is a horrifying sound. Anyone
suffering insanity when first encountering a wailing ban-
shee is paralyzed by fear for the next lD2 rounds. Further
wailing is frightening but has no paralyzing effect.

The Place of the Ceremony
The other lair of the Little People is in the basement of an
empty, boarded-up building on the north side of Church
street between west and Boundary} two doors east of the
Hubbard  school.  If the  investigators  follow  the fleeing
goblins to this spot they are able to climb the rungs of an
old drain shaft that leads straight up to the basement of
the building above. The shaft is easy to locate due to the
eerie, soft-green light that pours down into the drain sys-
tem from the basement above. The first gangster to climb
the shaft and poke his head imto the room is immediately
attacked  by  lDlO Little People  waiting for him.  If the
player-characters  retreats,  no  more  Little  People  attack
and most of those who attacked and missed are scraped
off when the gangster falls back down the shaft, suffering
lD6 points of injury as a result.

But the investigator is able to identify the source Of
the soft-green light-it comes from the strangely glow-
ing' shriveled  corpse of Sean  Kelly,  laid out on top of
some dusty crates in the center of the room. The body has
been  constantly  attended  to  by  scores  of Little  People
ever since they successfully stole it and brought it here.
The cunent size of Kelly's corpse depends on how long it
llaS been down llere. If near the end of the three-day ritual,
tire body is very near the size of one Of the Little People.

ANOTHEF[ WAY IN
Entering  this  abode  through  the  drain  Shaft  iS difficult.
with a little tllOught the gangsters Should be able tO theo-
rize the approximate location of the dwelling above and
then positively locate it above ground.

Breaking in requires Locksmith or brute force. In the
basement they face a horde of Little People who battle

them in the marmer described under The Treasure Lair,
above. As before, a group of the little people attempt tO
summon the banshee to drive off the invaders. If the cere-
mony  is  halted, the goblins panic  and flee, leaving the
gangsters alone with the glowing, shrinking corpse.

Wrapping Up
If the  ring  is  removed,  the  glow  quickly  fades,  but  as
before the ring can only be easily removed if blessed by a
catholic priest or doused with holy water. Chopping the
finger off and carving it free of the ring is also effective,
but crude.  Kelly's  corpse remains  in whatever horrible
state they find it in until such time as it receives a blessing
from a priest. It then, over a matter of hours, retum.S tO its
no-al size and condition.

If the gangsters succeed  in  their  mission,  they  Cam
o,Bannion's  respect.  Although  he  may  be  unhappy  if
Kelly's  corpse  is  lost,  getting  the  ring  back iS  What he
really wanted. O'Barmion immediately places the ring On
his finger and wears it for the rest of his life. Total Sanity
award for the gangsters is lD10+2 points.

If the gangsters fail to retum the ring, O'Bannion is
displeased. But a few days later he phones the gangsters,
all  friendly  and  almost  apologetic.  He  wants  to  know
which one of 6.you mugs" left him the ring withouttelling
him  about  it.  He  found  it this  moming  in  the  kitchen,
inside a ditty envelope. The ring now adoms his finger
and O'Bannion is grateful.

with  Kelly  either transformed  into  one  Of the  Little
people, or lost to them forever, the goblins sneaked into
o,Bannion's penthouse and  left  the rillg for him.  They
recognize him as.one of their own' and are insuring that
o'Bannion someday receives his just reward.

Stati stic s
DANNY O'BANNION, 33, Arkham crime lord
sTR15          CON15        SIZ16            lNT15            POW14
DEX13          APP15          EDU12          SAN21          HP16

Damage Bonus.. +1 D4
Weapons:  FisVPunch 55%, 1 D3+db;
Grapple 35%;
Head  Butt40%,  1D4+db;
Kick 65%,  1D6+db;
Blackjack 55%,  1 D8+db;
.38 Automatic 40%,  1 DIO.

skills: Accounting  15%' Bargain 45%, Credit Flating 50%,
Dodge 65%, Drive Automobile 35%,  Fast Talk 75%, Listen
35%, Locksmith 35%, Persuade 25%,  Psychology 50%, Sneak
30%. Spot Hidden 45%.

BOBBY SILLS, 29, trusted henchmen
sTFl14          CON14        SIZ13            lNT14            POW14

DEX 15         APP 15          EDU9            SAN  22         HP 14
Damage Bonus: +1D4

- continued next page
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The Little People          23

skiIIs: Climb 60%, Dodge 65%, First Aid 55%,  Hide 2O%,
Jump 45%,  Library Use 5%, Martial Arts 60%, Psychology
10%, Spot Hidden 35%, Swim 60%, Throw 65%.

GEORGE HOBROWSKI, 31, teamster
sTFl17         CON17        SIZ19           lNTIO           POW9
DEX9           APP8           EDU 6           SAN 60        HP 18
Damage Bonus: +1 D6
Weapons: FisVPunch 65%, 1 D3+db;
Grapple 25%;
Heed Butt 7O%,  1D4+db;
Kick 75%,  1 D6+db;
Table Leg 70%, 1 D8+db.
sk"ls: Accounting 25%, Bargain 25%, Credit F]at.lng 2O%,
Dodge 1 5%, Drive Automobile 80%, Electrical F]epair 25%'
Fast Talk lO%' Hide 3O%, Jump 30%' Library Use 10%' Listen
35%, Mechanical Repair 60%l Persuade 25%, Sneak 15%'
Spot Hidden 4O%.

BEANIE OIRILEY, 28, velvet tongue
STFHI          CON13        SIZ8              lNT14           POW12
DEX 15         APP 15         EDU 9           SAN 58         HP ll
Weapons: FisVPunch 5O%, 1 D3;
Grapple 25%.I
Head Butt lO%,  1D4;
Kick 25%,  1D6;
.38 Automatic'  1 DIO.
skills: Accounting 55%, Bargain 80%, Climb 55%, Credit
F]ating 55%, Dodge 55%, Drive Automobile 60%, Fast Talk
90%, First Aid 40%, Hide80%, Jump 65%, Law20%, Listen
55%, Persuade 70%, Psychology 65%, Sneak 80%, Spot
Hidden 65%.

SLIPPERY DUGAN, 35, safe cracker
sTFH3         CON10        SIZll            lNT15           POW14
DEX 16         APP ll          EDU 8           SAN 64        HP ll
Weapons:  FisVPunch 60%, 1 D3;
Grapple 25%;
Head Butt 10%,  1D4;
Kick 25%,  1D6;
Blackjack 8O%, 1 D8;
.32 Revolver 4O%' 1 D8.
skills: Accounting 2O%, Bargain 45%, climb 8O%, Conceal
80%, Credit F]ating 3O%,  Dodge 70%,  Drive Automobile 50O/a,
Electrical Repair 50%' Explosives 75%, Fast Talk 35%, Hide
9O%, Jump 85%, Law 15%, Listen 90%' Locksmith 90%,
Mechanical F=epair 40%, Persuade 45%,  Psychology 55%,
Spot Hidden 85%.

DREXLER, 39, hired killer
sTR14         CON13        SIZ12           lNT13           POW7
DEX 16         APP ll          EDU 6           SAN 44         HP 13
Weapons:  FisVPunch 6O%, 1 D3+db;
Grapple 25%;
Head Butt 10%,  1D4+db:
Kick 5O%'  1 D6+db.,
Knife 80%,  1 D6+db;
.22 Automatic 90%, 1 D6;
.45 Automatic 90%, 1 D10+2;
Thompson Submachine Gun 80%' 1 D10+2.
skills: Accounting 2O%. Bargain 45%l Conceal 45%, Dodge
55%, Drive Automobile 65%, Electrical Repair 1 5%, Fast Talk
15%' FirstAid 55%' Hide85%' Jump 5O%, Law 15%l Listen
75%, Pick Pocket 15%, Psychology 35%, Sneak 70%, Spot
Hidden 60%.

ACNES 'BIG MAMA' FLETCHEFl, 52, vicious criminal
sTFl15         CON15        SIZ15           lNT13           POWll
DEX12         APPIO         EDU5            SAN55         HP15
Damage Bonus: +1 D4
Weapons:  FisVPunch 75%, 1 D3+db;
Grapple 25%;
Heed Butt lO%,  1D4+db;

Kick 80%,  1D6+db;
Straight F]azor 55%, 1 D4+db;
.45 F]evolver 6O%, 1 D10+2;
Thompson Submachine Gun 80%, 1 D10+2.
Skills: Accounting 25%, Bargain 60%' Conceal 70%, Dodge
45%' Drive Automobile 70%, Fast Talk 25%, First Aid 65%,
Hide 3O%, Jump 25%, Law 20%, Listen 55%, Mechanical
Repair 60%, Persuade 25%, Pick Pocket 2O%, Psychology
15%, Spot Hidden 35%, Swim 5O%' Throw 4O%.

TESS MCCLUF]E, 34, classy dame
STFl10         CON14        SIZ8              lNT15           POW15

DEX 15         APP 17         EDU 10         SAN 68         HP ll
Weapons: FisVPunch 5O%, 1 D3;
Grapple 25%;
Head Butt 10%,  1D4;
Kick 85%,  1D6;
.22 Automatic 60%, 1 D6.

Skills: Bargain 85%, Dodge 5O%, Drive Automobile 35%, Fast
Talk 80%, First Aid 35%.  Hide 30%, Law 35%, Listen 4O%,
Persuade 75%' Psychology 65%' Snook 65%, Spot Hidden
35%, Swim 45%.

BOBBY COUGHLIN, 17, would-be wise guy

STFl15         CON14        SIZ13            lNT13            POW12

DEX 15         APP 13         EDU 5           SAN 59         HP 14
Damage Bonus: +1 D4
Weapons:  FisVPunch 8O%, 1 D3+db;
Grapple 65%;
Head  Butt lO%,  1D4+db;
Kick 55%,  1 D6+db;
Jackknife 65%,  1 D4+db;
.22 Revolver 5O%, 1 D6.

Skills: Bargain 15%' Climb 85%, Conceal 5O%, Dodge 70%,
Drive Automobile 40%' Electrical  Repair 3O%' Fast Talk 25%'
Hide 7O%, Jump 75%, Listen 55%, Locksmith 20%, Mechanical
Repair 40%' Psychology 10%. Sneak 55%. Spot Hidden 35%,
Swim 45%, Throw 55%. I
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town  and  its  strange  relation-
ship  to the world  of  dreams.  A
large  map  depicts  the  town  in
its entirety.

TALES ®F THE
MISRATONIC
VALLEY SI8.95

[#2334]  Six  adventures  in  Set-
tings   along   the   Miskatonic
F]iver.   Includes   a  large   map
showing   Lovecraft's   North
shore  and  the  upper  reaches
of the Miskatonic F]iver.

ESCAPE FROM
INNSMOuTH _ $2I.®5
[#2338]  A complete  description
of shadovy  lnnsmouth'  the de-
caying  seacoast  town  whose
inhabitants  have  long  bred with
creatures  from   the   sea.   In-
cludes  a   large   map  of  the
town.

ADVENTURES  IN
ARI(HAM
COUNTRY SI8.95

[#2342]  Builds  upon  the  back-
ground  which  we   have   pre-
sented  in   previous   Lovecraft
Country  supplementS'  and  Pro-
vides  adventures  taking  place
within   or  around   Lovecraft's
haunted  towns   of   Arkham,
Dunwich,     Kingsport,     and
lnnsmouth.  (FEBF]UAF\Y  1993)

I 89Os Vlctorlaln
Adventures

GASLIGHT

[#3303]  A  complete  source
book  for  Victorian  England.  In-
cludes  a  large  SCenariO'   "The
Yorkshire  Horrors."

DARK DESIGNS_ Sl8.95
[#2332]   Explore  the  occult  in
1890s   England.   Owning  GAS-
LIGHT  [#3303]  is  necessary  tO
use this book.

l990s Modern
Adventt|reS

cTHuLHu NOW _ Sle.95
[#3307]  A  source  book  for  the
1990s;  four scenarios.

ATYOuF| DOOF| _ Sl7.95

[#2326]  A  full-length  campaign
on  the  west  coast  of  America

with   a  brief  visit  to  Toronto'
Canada.

THE STARS
ARE  RIGl.Ill              Sl 8.95

[#2337]  Separate,  unlinked  ad-
ventures set in the modern era.

other Horror titles
BLOOD  BROTHERSSl 8'95

[#2329]  1 3 one-night scenarios,
all  based  on  familiar  themes
typical  of  the  kind  found  in   B-
movies.  A  light-hearted  break
from   the   grim  world   of  the
Cthulhu  Mythos.

BLOOD
BF(OTHERS  II             Sl 8.95

[#2340]  They're   B-movies,
they're  bad,  and  they're  back.
13  more  scenarios  Which  have
more  to   do  with   bad   horror
films than with  H.P.  Lovecraft.

FIELD GUIDE TO
CTNuLHU
MONSTERS                 Sl 5.95

[#5105] A reference guide tO 27
of  the  most  horrible  monsters
found  in the Cthulhu  Mythos.

FIELD GUIDE TO
cREATuRES OF THE
DREAMLANDS _Sl 5.95
[#5107]   27  frightening   crea-
tures  from  beyond  the  wall  of
sleep.

KEEPERIS KIT_Sl4.95
[#51 10]  Sanity-Saving  Keeper's
screen   spec.lfically  designed
for  the   GALL  OF  CTHULHU
5th   edition   rulesbOOk.   Also   in-
cludes  new  Lovecraft  Country
adventure,  beast  &  monster
summary,   auto  chase  rules'
supporting-character  sheets'
and  cut-out scale model of The
High  House  in the  Mist.

PENDRAGON
PENDFIAGON   is  a  roleplaying

game  based  on the  legends  of
King   Arthur,   Lancelot'   Gue-
never,  and  the  Knights  of  the
F]ound Table.

PENDRAGON _$2I.95
[#27O9]   Te   bas.lc   rulesbOOk'
and   includes  everything  that
you  need to play, except dice.

KNIGHTS
ADVENTuFLOUS _ Sl8'95

[#2707]  Expans'lons  for  many
of  the  topics  covered  in  PEN-
DRAGON.   Includes   map  of
southern  Britain.

THE BOY I(ING_ Sl8.95

[#2708]  A  complete  campaign
covering  the   entire  reign   of
King Arthur.

SA VIAGE
MOuNTAIIIS             S I 8.95

[#2710]  Four  adventures  set  in
the  wild   mountains  of  legen-
dary Wales.

BLOOD a LUST_ Sl8.95

[#2711]   Four  adventures  set
across Britain.

pERILOuS  FOREST  SIe'95

[#2712]   Extensive  background
for  western  Cumbria  and  the
Perilous  Forest.

THE  SPECTRE
Sl8.95

Dead  saxon  king  Hengist  rises
from  the  grave  to  avenge  his
dishonorable   death;   and  five
other adventures.

ELRICI

ELF]lC!  is  a  new  swords  &  sor-
cery  game  situated  within  the
fantasy  world   of  the  Young
Kingdoms.

ELRIC SI5.95

[#2900]  This  is  the  basic  ruleS-
book.   Everything  you   need  tO
play is here'  except dice.

MELNIBONE_ Sl8.95
[#2901]  The  first  Young   King_
doms  supplement  specifically
for   the   ELF]lC!   roleplaying

game.   Home  of   Elric,  hero  of
Michael  Moorcock's  novelsl  the
Melnibo-neans   are   Dragon
Lords  and   mighty  sorcerers
with   ancient  pacts  with  the
Lords  of Chaos.  Includes back-
ground,   new  magic'  and   ad-
ventures.  (March  1993)

The following Supplements Were Written lOr
the STORMmlNGER roleplaylng gamel row
out of print The Information can be used ln
our new EmlCl rolepLaying gamel with mi-

nor modification.

FIOGuE  MISTFIESS_SI e'95

[#2111]  A  campaign  aboard  a
dimension-traveling  ship  of  un-
known origin.

SORCEREFLS  OF  PAN
TANG SI8.95

[#21 12]  Evil  bad-guys  and  chief
rIValS Of the  Melnibon6ans.

PEFLILS OF THE YOUNG
KINGDOMS SI8.95

[#2113]   Five  individual   adven.
tures.

SEA  KINGS OF THE
PURPLE TOWNS_Sl 8.95
[#2114]  The  Isle  of  the  Purple
Towns  is  the  mercantile  Center
of  the  Young  Kingdoms  and  a
haven for adventurers.

ELFQUEST
ELFQUEST  is  a  fantasy  role-
playing  game  based  on  the
best-selling  graphic  novels  of
the  same  name,  published  by
Father  Tree  Press.  This  is  the
basic   rulesbook   containing
everything  needed  to  play'  ex-
cept  dice.  Adventures  are  in-
cluded.

ELFQuEST [#26O5] SI 9.95

PRINCE VALIANT
PF]lNCE  VALIANT  is  a  fantasy
roleplaying  game  set  in  legen-
dary  Europel  and  is  based  On
Hal   Foster,s  excellent  comic
strip.   lt  boasts  of  an   easily-
learned,  fun  game  system  that
doesn't  use  dice.   This   is  a
great game for beginners or for
your kids!  [#2801]

PFLINCE VALIANT_SI 9.95

THIEVES| WORLD
THIEVES' WOF]LD 'ls based  on
the  THIEVES'  WOF]LD  anthol-
ogy.  We  have  a  few  of  these
classic boxed  city  supplements
left.   Once   gone,   that's   it!
[#2007-X]

THIEVES| WORLD _$2I.95
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Selected Beasts & Monsters
llere is summarized game data for generic beasts and monsters- Examine the footnotes for further Information.

Natural animals have lNTs of 3 or 4s. +clf, means + tfamage f]Or.tJS. Hit points a CON + SIZ divided by 2.

attack, attack %,
NAME                                         STD            CON             SIZ            POW            DEX            MOV            hit point cost to target

APE,areatBlack                  4D6+12        3D6+6        2D6+12          3D6
armor 2-pt. skin                     26 av            16-17               19                   7

CONlroR, Eagle, etc.
armor 2-pt feathe rs

ELEPHANT
armor 8-pt. skin

3D6+1 2
22.23 av

3D6            3D6+6
10-1 1               16-17

3D6+6          run-1 2
1 6-1 7           swim-2

2D6+6         2D6+1 2          2-run
1 9                 1 4-fly

6D6+34       3D6+16       6D6+42        2D6+6
55 av           26-27              63                 1 3

3D6             run-1 0
1 0-1 1            swim-2

Bite 45%, 2D6
Wrestle 45%, 3D6+db

Bite 45%. 1D8
Claw 45%, 1 D6+db

Trunk 50%' db onstrctn
Plunge 25%, 8D6+db
Trample 50%, 4D6+db
Tusk Gore 25%, 6D6+db

important skiIIs for an averalge
adult, with perconfagos

Climb 70%, Hide 40%, Jump 60%,
Move Quietly 60%' Listen 35%'
Scemrraste 40%, Search 30%.

ScenVTaste 25%' Search 90%.

Listen 65%, Move Quietly 15%,
SoenVTaste 55%' Search 35%.

HORSE, F)iding
armo, 1 -pt. musdo

3D6+1 8        2D6+6        4D6+1 2           2D6
28-29 av             13                   26                1O-1 1

3D6             run-1 2
1 0-1 1            swim-2

Bite  10%,  1D10
rack 20%, 2D8+db
Flear/Plunge 1 0%, 2D6+db

Dodge 45%, Hide 25%, Move
Quietly 25%' ScenVTaste 80%.

MUMMY, average 3
armor 2-pt

RHINOCEROS
armo, 10-pt. hide

3D6x2       3D6x1.5          3D6           1D6+12
2O-22 av          15-17              10-1 1              15-16

6D6+20        4D6+6        6D6+20          3D6
41  av               20                  41                10-ll

2D6          shuffle-6
7

2D6             run-1 5
7              swi m-2

sI{ELETON' Animated5      3D6             none
armor see footnote           10-1 1  av

3D6                   1 3D6             run-6
10-ll              10-ll              10-ll

SNAKE' Python
armor 2-pt

wolf 8
a,mo, 1-pt. fur

3D6+1 2        2D6+6
22-23 av            1 3

2D6+6            3D6
13av             10-ll

5D6
17-18

2D6+1
8

3D6            2D6+6       wriggle-3
1 0-1 1                  1 3               swim-2

3D6            2D6+6          run-1 2
10-ll                  13

Fist 70%, 1 D6+db
Grapple 25%. special

Charge 50%, 1DIO+db
Trample 75%, SDI 0+db

erte 40%, 2D6+db

a hand-to-hand weapon
for DEX x3%

60%, CON:CON on
Tall e

Swallow 99%. suffocate
Constrict 40%, 1 D6+db

Bite 30%, 1D8+db

Stalk 40%'
Move Quietly 50%.

ouny and Chitter 90%, Make
yes GIeam Wickedly 65%.

Charge Loud Noise 65%' Listen 55%,
Move Quietly 30%, ScentrTaste 45%.

Foeding Frehzy 1 5%. Search 25%.
Ouletly 40%' 1.rack By Scent 20%.

Notice Intruder 60%.

Dodge 4S%l Hide 55%, Move
Quietly 55%, Search 25%.

Climb 70%' Hide 50%'
Move Quietly 70%.

Bargain so%, Dedge 70%I
Insight 70%l Scentrrasto 99%.

Dodge 35%, Jump 35%, usten 55%'
ScentITaste 65%, Track 60%.

1     Ghosts are linked to specific Places or Objects, and may not move Very far fran them, typically held there by memory of some connected dire deed. A ghost may or may
not be vulnerable to magic which ancks lNT or POW to detemine human ghost lNT' roll 3D6. The ghost always attacks POW:POW on the F]esistanco Table. The
loser drops 1 D3 POW in that round. lf the ghost VvinS' it adds the adventurers POW to its ouITent total; if it lOSOS' the Power it lost is simply gone. Thus suco®ssful ghosts
are likely to be very powerful' while failing ghosts raridly dissipate. Flee ghosts, at least until you know what you're uP agal.nat Some ghosts have loathsone appearances.

2    Also see the nJleSbOck fOrtigerS. Both the lion and tiger make One Claw attack and One bite attack each round. lf both attacks Sueceed' the
camivore hangs on' continues to bite' and begins to rip with its hind cla\us.

3    Because of bitumen and bandages frequently used to Preserve them. fire iS PaaniCulariy effective against mummies.. damage iS normal but the flames are more difficult
to extinguish. Sanity Loss: 1/1 D8 Sanity points to see a mummy.

4    Choose a lctal number of rat Packs: each does 1 D3 damage per round. Adventurers always get tO attack first: a Successful attack always kills a rat, and the rest Of that
pack flee. unhamed packs continue to attack. The rats, chance to hit equals the Current number Of rat Packs X5. Since the rats mostly run away. eliminating even one
pack is difficult.

5    Does nomal attack damage. Destroyed completely by a blow of damage x4 or less as then attempted by rolling D100; ignore all other results. Halve the dhance to hit
with an impaling weapon-that not bone is air. sanity Loss: 0/1 D6 Sanity points to see an animated Skeleton.

6    Most venomous snakes are not deadly tO humanS: for these the attack iS CON:CON on the resistance table; the target fully recovers in 2OCON days. Deadly snakes have
CON x2 POT venom. lf the adventurer loses the match, subtract the CON x2 amount from his or her hit points.

7    Drains blood at the rate Of lD6 CON per round; once bitten, the target cannot break free. The Gaze attack must first succeed' expressed as a POW:POW roll on the
I  Resistance Table. A successful Gaze allows the vampire to command the target for Several minutes. lt its hit POintS are exceeded' the Vampire dissolves and roforms

elsewhere. The vampire also changes Shape, CharaCteriStiCa"y into a large bat or a powerful wolf. Sanfty Loss.. 0/1 D4 to be atacked; 1/1 D3 to witness a transformation.

8    For werewolves' see the Ca// of Ctht,/hu rulebook.
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Intervening Distance
since  the  actual  distance  between  Vehicles  Varies  Second  by
secondl express the distance between vehicles in firearms terms.
There are six ranges:

1. point-blank,                 4. in sight
2. base chance              5. out of sight
3. extended range         6. escape

For every Move  10 faster than  an OPPOnent' a Vehicle Can  move
away or close by 1  range per round. Fractions of Move 10s can be
accumulated, but the idea is to give dr.lvers chances tO maneuver.
see the Auto Chase Flange Track above'

ln  a  chase,  the  lead  car can  lose  the  pursuer  by  reaching
escape  and  maintaining that.Interval for the  next combat round.
perhaps the escaping vehicle continues to gain on the pursuerl or
takes a turn.off which the pursuer is too far behind to detect.

Affected or Effective Skills
CLIMB: a non-driving character can Climb around on the Outside
of a vehicle  or Jump to  another vehicle.  Unless the keeper SPe-
cially wishes  more  complex  calculations,  halve  the  chances  for
such  skills.  A failed  skill  roll  indicates  the  Character fell  from  the
vehicle. taking  1 D6 damage for every Move 10 of speed.

CONCEAL:    useful  for  scooting   a  Vehicle  behind  roadside
bushes,  disguising  a  turn-off,  blacking-out  tail  lights,  or  altering
license plates-

Keeper Notes
The  keeper must Show the  road  aS Well  aS act Out One Of the
vehicles. Do not make a map Of the rOad' unless the investiga.
tors are supposed to be familiar with it. A verbal setting Of the
scene  will  be  plenty,  so  long  as  the  chances  for  successful
action are described fairly.

ln  the  1920s'  city  and  town  Streets  are  two  laneS'  One  in
each  direction.   Back  streets  are  unPaVed,  Single  car-Width
tracks. police often direct traffic at imponant intersections. Sig.
nal  lights  are  v,lrtually  unknown.  A  few  parking  meters  have
appearedl  but they are  not widespread  until  alter WWll.  Main
country  roads  are  narrow two-lane  lane  roads,  with  frequent
curves. Motorcycle police speed-traps are likely On main roads
in  the  afternoon  and  evening.  shoulders  are  uncleared  and
unmarked.  Turn-outs  are  infrequent'  and  Other drivers  On the
road may be inattentive. Back roads are much Worse-narrOW'
torturous' and overgrown. lf bridges exist, they are one vehicle
wide.  crossroads  are  often  unmarked,  without  stop-signs  or
indication   of  rights-of-way.   Directional   signs  are  rare.   Farm
animals and horse.drawn vehicles are sure to be encountered.

ln the 1990s' the automobile has ruled the united States for
decades.  society now is reshaping the automobile rather than
being reshaped by it. The keeper must decide Whether SOCiety
is  as  clean  as  a  suburban   mallI   Or  aS  recognizably  worn,
cracked,  and  ambiguous  as  any  city,  or  as  rubble-fHled  and
leather-clad as saturday-morning cartoons would have it. What
the keeper decides indicates the  sorts of vehicles driven, and
the relative perfection Or imPOVeriShment Of the road net.

DRIVE Auto SKILL MODIFIERS
All Dr'lve Automobile roll modifiers are cumulative.

pe rcen tile
hazard' ete.              change
sideswipe, eta.                -1 5
heavy rain                         -10
snow                                      -1 O
Limbs, rocks                   -5
fog                                       -5
high-speed turn              -5
rain                                         -5
dirt road                            -5
back street                      -5

pe rcentile
hazard, eta.           change
bootlegger reverse   -1 5
oily, Icy surface           -1O
high-speed turn          -1 0
downhHl grade            -5
gravel road                  -5
nig ht                                -5
wind                                 -5

gravel road
handling

each Move 5 or fraction above Move 2O - -5
each Move 5 or fraction below Move 16 - +5

-5

per vehicle

Jump: for a nan-driving Character tO Jump to anothervehiCle, the
vehicles must be  at point_blank range  and traveling at the  same
Move. Failing thejump, lose lD3 hit points per Move 10 of speed.

FIREARM  and  THROW  SKILLS:  except  by  special  circum-
stance,  only  Handgun'  Shotgun'  Submachine  Gunl  and  Throw
can  be  used from  a moving vehicle.  Skills  at slower speeds  are
unaffected' though range is treated normally. If traveling at a Move
in the ".sky column' halve firearm and Throw skill values.

MECHANICAL REPAIR: succeeding' it fixes the vehicle or adds
1 D6+4 hit points per game hour tO a VehiCle' keePer'S Choice. The
keeper may rule some problems solved only by EIectrical F]epair.

Trouble Table
choose one result  (or roll  ID10) for every 20 percentiles or fraC.
lion  thereof  by  which  the  Drive  roll  was  missed.  Examp/a..  the
character  has- 46%  Drive.  The  actual  Drivel  roll  result  is  76,  3O
percentiles of difference. The investiga_tor's PIqyer ro_IIs P1 0x?_or'this table' ignoring extra PerCentiles.  If a result greater tha_n  10 is

ro//ed,  use rest//( numbo,  7O.  lf a condition  persists into the  next
turn' it precludes maneuvers other than Ordinary Turn.

1    FLATTIRE- slowto Move 8 orstop until Changed.

2   ENGINE  DAMAGE  - car slows  by  Move  lO a round  until
successful Drive roll or stopped. Stopped, engine won't Start
without a successful Mechanical F]epair roll.

3   GAS TANK PUNCTuF]E - no effect until Second Puncture.
Then all the gasoline leaks onto the road, and the auto Slows
by Move  10 per round until halting.

4.6   SKID - deduct 5 percentiles from Drive skill for next round.
A successful  Drive Auto roll regains control.

7    FISHTAIL  -  deduct  10  percentiles  from  Drive  skill  in  next
round. A successful Drive Auto roll regains control

a    HEART_lN-MOUTH  FISHTAIL  -  deduct  15  percentileS
from  Drive skill in next round Only. roll on Trouble table again'
and add 2 to die result.

9   STOMACH_CHURNING  FISHTAllL  -  deduct  15  percen-
tiles from  Drive skill  in  next round  only|  roll On Trouble table
again, and add 4 to die result.

1O   ROLL  OFF  ROAD - rolls  over once Per  Move  lO vehicle
was traveling.  Each  roll  does  2D3  damage to  the Car,  and
lD3  damage  to  each  OCCuPant.  ln  filmS'  after the  final  rolll
the vehicle bursts into flames.
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