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| Nntroduction

Mysteries of the Crescent City

Won't-cha come a-long with me,
To the Mis-sis-sip-pi?

WEe'll take the hoat-to the lan’ of dreams,
Steam down the river down to New Orleans;
The hand's there to meet us,

Old friendsto greet us,

Where all the light and the dark folks meet—
—"Basin Street Blues”

ew Orleans learned long ago how to hide her

secrets well. Everywhere you go, your senses

are assaulted by exotic delights. Loud, rau-
cous jazz escapes the closed shutters of Bourbon
Street speakeasies. From the waterfront and the
kitchensdrift the sharp smells of Cgjun spices. Mardi
Gras revelers, laughing madly behind distorted masks,
bump into you, grab you, tempt you to further
debaucheries. Theintricate iron lace of the verandahs
and the green Edenic bliss of the French Quarter gar-
dens seduce your eye, capture you, hold you prisoner
to their beauty. You are so distracted by cosmetic
spectacle that you never notice that the rea New
Orleanslies behind you, just over your shoulder—and
that this New Orleans contains so many more ...
nove sights.

Not all visitorsare so easily deceived by the trin-
kets and baubles New Orleans puts on display for
tourists. There are those who walk the tenuous path
between the comforting facade we call reality and the
sanity-curdling horrors of cosmic truth; these investi-
gatorsof forbidden secrets, due either to foolish ambi-
tion or tragic heroism, dare to look over their shoul-
ders and see the red New Orleans. They see the
voodoo and mysticism that thrive in the private par-
lorsof thecity's most powerful residents. They see the
dense swamp jungles and decaying plantation man-
sions that lie on her outskirts, concealing sinister
intrigues in their sultry dimness. And they see Great
Cthulhu, lurking in the degeneracy of the ages,
orchestrating unspeakable acts in New Orleans from
his sunken tomb-city. For these benighted investiga-

tors, simply discovering the mysteriesof the Crescent
City is not enough; to them goes the burden of solv-
ing the mysteries, as well.

This book aims to assist investigatorsin bringing
the mysteries of the Crescent City to light, and to
assist their Keepersin bringing those mysteriesto life.
Welcometo a guide to the New Orleansof the 1920’s,
which weaves together history and legend to provide
arich and exciting campaign environment for Call of
Cthulhu gamers. Thefirst chapter isan introductionto
the city for both players and Keepers, outlining the
basics of history, custom, and social interaction that
most New Orleans natives would know. The remain-
der of the book is mostly for Keepers only, detailing
various aspects and sections of the city, with some of
the mystical enigmas to be encountered therein;
Keepers may wish to restrict their players access to
those sections, so as to preserve surprises that lay in
wait for PC's during adventures. The second chapter
goes to some length to describe the French Quarter,
the oldest and most exciting section of New Orleans.
In the third chapter, the rest of the dty—the water-
front, the Garden District, the universities, and so
forth—is detailed. The fourth chapter focuses on the
deadly and beautiful bayous which make up the ter-
rain of southern Louisiana. The fifth chapter provides
rules and background for voodoo in Call of Cthulhu,
with new spells and monsters; the sixth chapter pre-
sents an adventure—"Twilight of the Fifth Sun”—
with which to start off a New Orleans campaign.

So: The moon has begun to rise over the mam-
moth live oaks of Bayou St. John, and the songs of the
banana workers on the waterfront have subsided to a
hypnotic hum. There are Vieux Carré loa ceremonies
to attend, Creole mansions to explore, and foreign
sailors to interrogate in some seedy Gallatin Street
dive.

Read On ....

—Fred Van Lente







History & New
Orleans

February 9, 1718, the French governor of the Louisiana
Q:r‘ritories, Jean Baptiste LeMoyne, the Sieur de Bienville, led a

d of convicts to a crescent-shaped curve in the Mississippi
River, a few miles south of Lake Pontchartrain. He commanded his con-
scripted laborers to begin construction on a settlement the French govern-
ment was certain would prove to be the hub of a mighty empire, growing
rich off the gold, silver, and pearl deposits L ouisianawas supposedly cov-
ered with. Parisian jails, poorhouses, madhouses, and brothels were being
emptied, their human contents loaded onto ships to be the colonists who
would put this imperialist dream into action. Bienville and the prisoners
completed their crude settlement, a pathetic collection of hovels, a few
weeks before thefirst batch of drafted settlersarrivedin June; he named the
future seat of the grand New World empire after the French Regent, the
Duke of Orléans.

The French government's dreams began to evaporate soon after
Nouvelle-Orléans’ founding, however. Bienvillediscovered that the territo-
ry around the tiny town was completely lacking in precious metals, but had
plenty of hostile wildlife, treacherous swamps, suspicious Indians, and
lethal diseases. Criminals, prostitutes, and lunatics proved to be poor
colonists. They preferred to get drunk al day rather than work on the set-
tlement, so Bienville demanded the importation of slaves from the West
Indies. Although working under brutal, inhuman conditions, the Africans
became the artisans and laborersthat gave the town the stability it desper-
ately needed. The French hed very different attitudesabout slavery than the
English, so whites and blacks intermingled more freely in Louisianathan
in other North American colonies, creating a new racial class of mulattos.
Slowly but surely, wealth began to be generated—not from gold and silver,
but from the sugar and cotton grown on the sprawling plantation farms sur-
rounding Nouvelle-Orléans. Apparently that wasn't good enough for the
French monarchy, though: It sold Louisianato its former competitors, the
Spanish, in 1762.

The French colonists, at first violently opposed to this transition, were
surprised tofind that Spain treated them much better than their nativecoun-
try had. The Spanish governors drove out the swamp bandits and Gulf
piratesthat had plagued the Crescent City, as Nouvelle-Orléans had come
to be called, and refused to impose their culture on the French planters.
Eventualy, the planters embraced Spanish culture willingly, French
colonistsmarryinginto Spanish familiesand vice-versa, until the nativesof
Nouvelle-Orléans had formed their own unique culture, called "' Creole”
(from the Spanish crear, to create). The Creoles prospered, but their mas-
ters did not; they were treated like unwanted children, shuffled from one
imperial parent to the next. The Spanish ceded Louisiana back to the
French in 1800; Napoléon, raising fundsfor his European campaigns, sold
it to the United States in 1803.

The American partnership turned out to be the best thing that could
have happened to New Orleans. As the young nation expanded its borders
west, the Mississippi River became one of the U.S.’s mgor trading

Historical Events of Fame
and Notoriety

For brevity's sake, dates given
elsewhere in the text are not
repeated here.

September 11, 1723—A hurricane
annihilates tiny Nouvele-Orléans.

1735—A plague of mad dogs terror-
izes the city, forcing residents to
remain indoors. ’

1754--Swiss mercenaries on Cat
Island (now Ship Island), in the Gulf
of Mexico, mutiny against their
sadistic French commanding officer
and kill him. The rebels flee for
Georgia, but are captured by the
Choctaw and brought to New
Orleans. The ring leaders are tried,
convicted, and executed in a grue-
some fashion on the Place des
Armes.

October 28, 1768—A planter-led
revolt drives Spanish Governor Don
Antonio de Ulloa and his French
commandant from New Orleans.

August 18, 1769—Irish mercenary
Alexander O'Reilly and his troops
recapture New Orleans for the
Spanish. The French rebels are shot
by a firing squad in the Plaza de
Armas on October 25.

1782 —Another devastating hurri-
cane hits the city. Governor
Bemardo de Gélvez bans the impor-
tation of slaves from the West
Indies, "as they are too much given
to voudouism and make the lives of
the citizens unsafe." This ban lasts
until 1792.

December 8, 1794--Children play-
ing with flint and tinder begin the
second great New Orleans fire,
which destroys two hundred twelve
buildings.

1795--An enormous slave revolt is
botched when one of the white con-
spirators betrays the rebels to the
authorities. The white leaders are
banished from the province and the
black organizers are put in a boat
and sent down the MississippiRiver.
At each parish church one of the
slaves is taken out of the boat and
hanged. Twenty-three men die this
way.

January 12, 1812—The Robert
Fulton-designed steamboat New
Orleans arrives in its namesake city,
provingthe commercial practicability
of steam technology. New Orleans
enters an era of unmatched pros-
perity as it becomes the terminus
point for Mississippi River steam-
boat trade.

N\
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routes—and New Orleans was the largest city near the river's mouth. With
the invention of the steamboat in the early nineteenth century, the Crescent
City's economy boomed, thanksto the influx of cargo entering and leaving
its port, pushed by the steamboats mighty paddle-wheels. The river trade
made the Creoles even more fabuloudy wesalthy than they had been before.
To show their gratitude, the Creoles returned much of that money to their
beloved city: New Orleans was decorated by opulent mansions, stunning
theaters, and finely gowned citizens.

The Golden Age of New Orleans soon came to an abrupt and violent
end. On January 26, 1861, the Louisiana legidature voted to secede from
the United Statesof America, to join the rebellious Confederacy. The ensu-
ing Civil War disrupted Mississippi trade to the north, and the federal navy
blockaded the guif end of the river to the south, putting a stranglehold on
the Crescent City. The Confederate defenders were quickly dispatched by
the Unionists, and on April 25, 1862, United States troops occupied New
Orleans. The town's citizens panicked, burning much of the waterfront so
its precious stores would not fall into the hands of the hated Yankees.
Hundreds of fortunes went up in smoke that day. Hundreds more vanished
while trying to fund the hopeless Confederate war effort; plantations col-
lapsed as their land, buildings, and crops were appropriated by the
Northerners. With the war's end in 1865, the Confederate states were
forced to obey the 1863 Emancipation Proclamation; the money lost when
the dlaves were freed turned many a millionaire into a pauper overnight.

New Orleans never truly recovered from the Civil War. Although the
Creoles again dominated the Mississippi trade after Reconstruction, and a
few fortunes were reclaimed, the gaiety which had once been such a part of
the city's soul was lost in the war. Haunted--or simply obsessed—by the
ghosts of former glories, New Orleans seemed to turn inward and vent its
frustration upon itself. A city once known for itselegance and style became
famous for its vice and corruption. From 1897 to 1917, the ‘town fathers
made an attempt to keep the epidemic lawlessnessin check. Acting on the
suggestion of Alderman Sidney Story, the City Council established one sec-
tion of the city, bordered by St. Louis and Basin Streets, where prostitution
was legal. The area became the most notorious red-light district in
American history, and the good alderman was rather irritated when it iron-
icaly adopted the name " Storyville.”” The music played in its brothelsand
saloons was contemptuoudly referred to as “jass” by the Creole elite, but
Storyville typified the new spirit of the city: Travelers came from around
the world to sample its forbidden wares, and brought a love of this new
“jazz music" back home with them.

The 1920's find New Orleans in a period of stagnation. The forced
closing of Storyville(dueto Americas entry into the Great War), the sub-
sequent exodus of jazz musicians (such as Louis Armstrong and " Jely
Roll"* Morton) to Chicago and New York, and Prohibition have dedlt a
severe blow to the city's stature as the Meccadf Merry-Making. The tem-
pestuous reign of Huey P. Long, the infamous "Kingfish™ governor of
Louisiana, has not yet begun. However, at 425,000 residents, New Orleans
is still the largest city in the American South, a hotbed of shady politics,
violent crime, and heated racid tensions. Investigators venturing here find
a city whose past is constantly at war with her present; PC's will have to
overcome the dangersof both in order to survive.

History of New Orleans— 3

Historical Events (cont.)

1814—A Swedish sailor is brought
to Charity Hospital with bubonic
plague, sending the city into a panic.
Although no epidemic breaks out,
bands of armed citizens scour the
riverfront, hunting for vermin. Eighty
thousand rats are discovered and
killed.

January 8, 1815--The Battle of New
Orleans. Not iealizing that the
Treaty of Ghent had been signedon
December 24, ending the War of
1812, a British invasion force lands
at New Orleans. General Andrew
Jackson, leading a motley band of
Army regulars, Creole volunteers,
and Jean Lafitte's pirates, crushes
the English.

1835—The New Orleans and
Carrollton Railroad is laid between
New Orleans and the upriver town-
ship of Carrollton. (The railroad still
exists today as the St. Charles
Avenue streetcar, the oldest contin-
ually running line of public trans-
portation in North America.)

March 28, 1846—Pauline, a mulatto
slave, becomes the first black person
to be executedin New Orleans since
the Americans took over the city. She
claimed she had made her master
fall in love with her with a voodoo
charm, and became pregnant by
him. When the master went away on
business, Pauline took his wife and
children hostage. She tortured the
wife daily until the police, acting on
an anonymous tip, broke into the
house and rescued the family.

June 2, 1852—The execution of
Jean Adam and Anthony Delisle,
who had been convicting of killing a
female slave during a burglary, is
interrupted by an enormous black
thundercloud hovering over the
prison grounds. A torrential down-
pour begins the moment the two
men are dropped from the gallows.
When the rain clears moments after-
ward, the authorities discover that
both nooses were tied improperly
and that the condemned lie beneath
the gallows, still alive. They are suc-
cessfully hanged seconds later.
Rumor has it that Marie Laveau—
who had brought the men their last
meal the evening before-had cre-
ated the storm to prove that they
were innocent.

June 4, 1858—An armed clash
between the ruling Know-Nothing
Party and the opposition Vigilance
Committee leaves one person dead.
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Historical Events (cont.)

May 15, 1862 —Major-General
Benjamin F. Butler, the despised
military governor of New Orleans,
issues his infamous "Woman
Order", which allows any female cit-
izen to be arrested as a prostitute
for insulting Union troops. This
seems to enrage prostitutes more
than Creole ladies, and earns Butler
the nickname of "Beast."

July 30, 1866—About 200 blacks
turn out to cheer on Republican
candidates for New Orleans public
offices, a rally which quickly turns
into a riot when Confederate sym-
pathizers show up. Thirty-four
blacks and four whites are killed.

June 30, 1870—The famous race
between the steamboats Natchez
and Robert E. Lee begins in New
Orleans. As the world watches, the
Natchez eventually runs aground
between Memphis and Cairo, allow-
ing the Lee to reach St. Louis first.

September 14, 1874--Carpetbag-
ger Governor William Pitt Kellogg
barricades himself in the Custom
House as about five thousand
members of the White League lay
siege to the building in an attempt
to lynch him. New Orleans police
and black militiamen barely repulse
the invaders with a Gatling gun. At
the end of the assault, thirty-two
men lay dead.

November 3, 1883—The city's most
beloved madam, Kate Townsend, is
stabbed to death by her abused
lover, Treville Sykes.

1884-5--The Cotton Centennial
Exposition, or "World's Fair" is held
in Audubon Park.

May 28, 1889—Police raid a
voodoo ceremony on Roman
Street, arresting the ten black men
and fifteen white women in atten-
dance.

Mayors of New Orleans

1920-1924 Andrew J. McShane
1925-1926 Martin Behrman
1926-1930 Arthur J. O’Keefe

Governors of Louisiana

1920-1924 John M. Parker
1924-1926 Henry L. Fugua
1926-1928 Oramel Hinkley
Simpson

Getting There

New Orleans is accessibleby nearly all forms of travel. Unfortunately for
fans of ""Basin Street Blues™, the Mississippi has pretty much been closed
to passenger travel sincetherise of the railroad, but investigators may take
a train from Boston for about $20. The trip covers approximately 1,500
milesin two days and requires atransfer of trainsin Atlanta. There are sev-
era airstrips just outside the dty—and seaplanes can land in Lake
Pontchartrain—so investigators may opt for a seven-hour trip at the far
heftier price of $250. Since New Orleans is a major sea'port, passenger
ships arrive from London and Lisbon weekly; expect to pay $250 (about
£185) for afirst class, round-trip ticket.

Climate

New Orleans, lying on the same latitude as Cairo and Shanghai, is in one
of the Earth's great sunbelts: The city's average temperatureis 57°F (13°C)
during the winter and 83°F (28°C) during the summer. The constant
70%—-80% humidity is oftentimes oppressive: Investigators will find that
their clothes stick to their bodies, and that the languid heat contributes to
the easy-going, what's-your-rush attitude of the natives. Hurricane season
lasts from June through November; during September, the pesk month,
ferociousthunderstorms can erupt out of nowhere with temfying rapidity.

Geogr aphy

The orientationof locations within the city are practically never described
in the cardinal directions of the compass, but rather as riverside, lakeside,
uptown, and downtown, with *'up™ and "*down" referring to the direction of
the river's flow. The main thoroughfare by which thingswill be referenced
is Canal Street, running from lakeside to riverside and separating uptown
from downtown. This unique geographical perspective can be extended to
giving directions: "'He lives on the downtown riverside comer of St
Charlesand Jackson™ is precise and accurate.

Lodgi ng and O ni ng

New Orleansis known worldwidefor the excellent quality of its hotels. The
most favored of these are the Lafayette Hotel (628 St. Charles St.), which
boasts intimate European suites with private baths at $7 a night, and the
Roosevelt (123 Baronne St.), which is now known as the Fairmont. Most
of the city's other lodging-places also have a European air to them, how-
ever, and can be found for much cheaper. Also, there are boarding houses
throughout the French Quarter and the greater city which will rent rooms
by the week, for upward of $40. Of course, there are always the YMCA
(white branch: 936 St. Charles Ave,; black branch: 2220 Dryades St.) and
YWCA (whites. 929 Gravier St.; blacks 2436 Cand St.), which offer
clean, communa rooms and showersfor fifty centsa night.

As one might imagine, New Orleans' French restaurantsare the best in
the United States. The most well known of theseisAntoine's (713 St. Louis
St.), wheremost of the celebritiesvisiting or residing in New Orleans may
be found. A spacious back **mystery room" serves alcohol, thanks to gen-
erous donations to the police department. Few of the delicious French
entrées go for under three dollars, so the establishment should be avoided
by theinvestigatoron a budget. Reservationsand formal dressare required.



The Gumbo Shop (712 S. Peter St.) has dightly overpriced
Cajun cooking in an intimate setting; seating islimited, so reser-
vationsareagood idea. Theltalianrestaurantsarea so excellent,
but in the 1920's have become popular Mafia hang-outs.

Law and (Dis)Order

Louisanais the only state in the Union that has a lega system
based on the civil laws of France, not England. Its countiesare
caled parishes; New Orleansisin the Orleans Parish. Thecity is
governed by a mayor, a city council, and seven commissioners,
all of whomare publicly elected by seven municipal districtsand
seventeen wards.

Of course, New Orleans isnt caled "The Big Easy" for
nothing. Crescent City politicianshave alwayshad their hands in
somebody's pockets. In the nineteenthcentury it wastherailroad
baronsand cotton magnates; in the twentieth century it's the big
oil companies, the Mafia, the Ku Klux Klan, and legdized-gam-
bling |lobbyists. The phrase ' honest policeman’ is something of
an oxymoron, and investigatorswill find that alittle bribe goesa
long way. All o this graft and corruption has earned New *
Orleansanother title: "The City That Care Forgot.” Antones

Prostitutionis rampant throughout the city, cutting acrossall classand
racial boundaries. Every section of town has its houses of ill repute, popu-
lated by **'women notoriously abandoned to lewdness*, as the old statutes
caled them. Prices vary depending on the location of the brothel —the
seedier the neighborhood, the cheaper the trick. The ritziest bordellos put
the most well-to-do Garden District mansion to shame, resplendent as they
are in tasteful nineteenth-century French opulence. Since harlots have
alwaysbeen prohibited from soliciting customersin public (even during the
Storyville days), prostitutes often stand behind thin curtains on second-
story windowsand call down to prospectiveclientsin thestreet. They leave
aten-percent cut of their night's earnings on the stoop for patrolling police-
men; investigatorsup at early hours may wonder about the pile of change
lying on the stoops of particular buildings. Normdly, scarlet women who
fail to share the wedlth are the only ones bothered by the authorities.

During Prohibition, New Orleans was known as ""Americas wettest
city." Speakeasiesand night clubs have thrived here since 1923, thanks to
aplethoradf Mob boozeand bribes. When G-manIzzy Einstein conducted
his nationwide tour to see where one could get illega acohol the fastest,
New Orleans won hands-down. It took the Treasury agent thirty-five sec-
ondsto get his hands on a glassof hooch—the taxi driver who was taking
him from his hotedl to the French Quarter sold him some in the cab!

Illegal booze goes hand in hand withiillega gambling, along-standing
New Orleanstradition. Most barsowned by theMafia areillicit casinosfirst,
speakeasies second; similar ""back-room™ establishments may be found in
drug stores, coffee houses, restaurants, warehouses, and private residences.
The most common games are roulette, faro, keno, and blackjack.
Investigatorsshould be cautious about trying their luck, however: Thereisa
40%chance that any gambling den they patronizeiscrooked. The croupiers
areingtructed to alow a customer to win big for afew hands, then win back
their victim's earnings in the final round. Investigators can use successful
Spot Hidden rolls to spot cheating, but most illegal casinos have enough
armed thugs lurking about to discouragePC's from seeking restitution.

History of New Orleans — §
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Creole—Cajun Name
Generator

Roll 2d10 twice and consult the
tables below for instant NPC
names, or for Orleanite player
characters. Cajuns are fond of
naming people and places after
figures in Greek and Roman
mythology; it is not uncommon
for a Cajun to have a French
surname, and a first name like
"Heracles" or "Persephone.”
The classical names are not

pronounced in the "proper"

Greek style, however, but in the
French manner, with the accent
usually falling on the last sylla-
ble. For example, it is “Per-se-
PHONE" or "Mel-po-MENE"
rather than "Per-SE-pho-ne" or
"Mel-PO-me-ne."

Male Name Female Name
2 Adrien Caroline
3 André Catherine
4 Antoine Cécile

5 Baptiste Christine
6 Claude Claire

7 Eugene Colette

8 Frangois Delphine
9 Gaspard Emanuelle
10 Georges Evangeline
11 Henri Gabirielle
12 Jacques Josette
13 Jean Madeline
14 Joseph Marie

15 Lazare Micheline
16 Louis Monique
17 Pierre Nathalie
18 Philippe Nicole

19 Sébastien Simone
20 Theodore Yvette
Surname

2 Allain

3 Benoit

4 Cormier

5 Dugas

6 Etienne

7 Fournet

8 Goudeau

9 Herbert

10 Lacombe

11 Lambert

12 LeBlanc

13 Mouton

14 Narcisse

15 Picard

16 Primeaux

17 Savoy

18 Senegal

19 Thibodeaux

20 Vallier

Social Customs

Player characters will find the Credit Rating skill to be of great usein the
Crescent City, since few American cities are as obsessed with race, ethnic-
ity, and class as New Orleans. These factors will frequently determine
whether non-player characters react favorably or unfavorably to investiga-
tors, and will affect a PC's Credit Rating skill level.

It would take an army of sociologists to puzzle out the intricacies of
racia identity in New Orleans, but herear e some broad guidelines. A social
distinctionis made between those who are of entirely African lineage(**cd-
ored” or "Negro” are terms more frequently used in the 1920’s than
“black”) and blackswith Spanishor French blood in them. Theselatter are
known as"* Creoles of color.” While in times past Creolesof color enjoyed
near-equd legal status with whites, post-Civil Wer policiesof racia segre-
gation have lumped all those with African blood in their veinsinto the same
second-class citizen category. Like their white counterparts, however,
Creoles of color till have a sentimental attachment to lost glories; they
tend to look down on those with more African blood than they. The peck-
ing order goes something like this: An **octoroon' is someone who is one-
eighth African, a" quadroon™ is one-fourth African, and a'* mulatto’™ is one-
haf African.

Regardless of race, however, the more established an investigator's
family, the higher hisCredit Rating will be in the eyesof the Creoles. Black
Catholics are distinctly superior socially to Protestant blacks, as many of
them can trace their ancestry to black freemen before Emancipation. If a
black person or Creoledf color can trace her family back to the daves of
the Creoles, she immediately gains respect in the eyes of native whites.
Native Spaniards or Frenchmen will be treated like roya ambassadors by
the Creoles. North Americans, Englishmen, and Germans are tolerated by
the Creoles (who consider themselves Americans by accident, rather than
by choice), but are generally thought to be genetic barbarians.

Poverty is always an embarrassment, so the Creoles have nothing but
contempt for "white trash, the poor urban laborers and rural Cajun fann-
ers, and their descendants. No matter how old a person's family is, white
trash is still white trash, and will aways be white trash. New Orleans
natives believe the worthiness of an individual comes from her stock, not
her wedlth, and white trash that somehow strike it rich are still looked
down upon.

At the absolute bottom of the heap, however, are Irishmen, Italians,
Poles, Slavs, and other Eastern Europeans. While their white skin color
may make them racialy superior to blacks in the opinion of the Creoles,
massive immigration by these groups into Louisiana has aroused the
natives intense hogtility. The €elite feels threatened by the political and
financia successsome ethnic groups—the Irish and Italiansin particular—
have had in the city, and avoid them like the plague.

The author hesitates to assign quantitative bonuses and penalties to
investigator Credit Ratings, so the Keeper should use his own judgment.
Generaly speaking, investigatorsinteracting with their own race, national -
ity, or ethnicity should receiveno bonusor pendty. National and ethnic dif-
ferences should be taken into account, based on the guidelines above, and
adjustments to Credit Rating should be made accordingly. Racia differ-
ences, however, are slightly more complex; despite white Orleanites' proud
proclamationsthat their city is free of racia pregjudice, the 1920's South is



still firmly entrenched in the policies of racial segregation, also known as
"Jm Crow™, and they will have agreat impact on investigations.

Life with Jim Crow

The specific policiesof **Jm Crow" (named after a white minstrel's black-
face character) vary from state to state. In Louisiana, all hotels, libraries,
cinema houses, theaters, restaurants, public schools, hospitals, aid prison
cell blocks are for either whites or blacks only; blacks are not alowed in
those white establishments under any circumstances, although whites may
enter black hotels, theaters, and the like, with little consequence other than
irritated glaresfrom black patrons. Some white shopkeepersrefuseto serve
blacks, and vice-versa, but that is determined by individua choice, not the
law. Separate restrooms, drinking fountains, and public transportation seats
are set asidefor whitesand blacks (the rear of a streetcar or bus is invari-
ably the "'Colored Section™). Miscegenation—sexual intercourse or mar-
riage by personsof different races—is prohibited by law and by socia cus-
tom; it is one of the most grievous socia sins a person can commit in the
Deep South.

Thanksto Jim Crow, blacksand whiteslivein two different worldsthat
rarely intersect. Generally speaking, blacks tend to avoid conversing
frankly with white strangers. Most blackserect afacade of contentment for
white people, to avoid an accusation of being " uppity" and to avoid becom-
ing the victim of senseless racial brutaity. Consequently, white investiga-
tors blithely walking up to a black NPC and asking questionsare greeted
with suspicion at the least, or, a worst, with a stonewall of feigned igno-
rance. Especidly in the presence of native Southern whites, black NPC's
will never say anything that could be interpreted as critical of white people
to other whites (particularly if saying something could possibly incriminate
whitesin potentidly illegal activity). Northern whiteswill be avoided alto-
gether, since blacks know that the one thing Southern whites hate most are
Southern blackslearning **contrary™ ideas from Y ankees. White investiga-
tors hoping to get significant information from black NPC's must first go
out of their way to prove their trustworthiness.

Conversely, black investigatorsfind that white NPC's treat them with
attitudes varying from amused condescension to outright hostility. If
accompanied by other whites, black PC's should find that interviews and
interrogationsgo rather smoothly; black investigatorstalking to whitessolo
might not get very far. Even Northern black (and mulatto, quadroon, or
octoroon) PC's haveto suffer theindignitiesof racia segregation; they may
find themselves donning the uniforms of bellboys and waitersin order to
snesk into white-only hotels and restaurants to interview suspects.

Investigators flagrantly disobeying the social codes of Jm Crow—
such as awhite PC sittingin the'* Coloreds Only" section of a streetcar, for
example—win no respect from anybody, white or black. Libera white
player characters (or players with 1990's attitudes) may be flabbergasted,
at first, that black NPC's react very badly to *'rocking the boat™ incidents
such as this. Players need to understand that most black Orleanites were as
conservative—and as protective of their racia identities—as their white
counterparts. Black investigatorsengaging in similar activities will get into
shouting matches with indignant whites, or worse. As much as the players
may find it personaly repellent, player characterswill find that adopting a
policy of "*Whenin Rome...” will keep them from drawing too much atten-
tion to themselves, or from alienating potentia alies.

Higtory of NewOrleans— 7
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WILLIAM FAULKNER (1897-
1962)

In 1925 and 1926, America's
1949 Nobel Prize-winning
author is an impoverished poet
living in a cramped room in the
French Quarter. His volume of
verse, The Marble Faun, has
recently been published to so-
SO reviews. Investigators find
him useful in that he is an inte-
gral part of the burgeoning art
colony in the Vieux Carré, and
is particularly good friends with
Sherwood Anderson, the (cur-
rently) more-famous author of
Dark Laughter and Wineburg,
Ohio, who lives on Jackson
Square. PC's will probably
encounter Faulkner during his
moonlight job, as a sometimes-
city correspondent and fiction
contributor to the New Orleans
Times-Picayune. Fond of role-
playing, Faulkner likes to claim
he is a bootlegger, or pretend to
walk with a limp; investigators
will be impressed by his beauti-
ful manners, soft speech, and
controlled intensity.

WILLIAM FAULKNER, Cub
Reporter, age 28

STR13 CON13 SIZ 12
INT 14 POW 12 DEX 11
APP 13 EDU 16 SAN 80
HP 13

Damage Bonus: +1d4

Skills: Acting §3%, Bookbinding
54%, Drink Heavily 95%, Football
72%, History 61%, Persuade 45%,
Pilot Aircraft 42%, Ride 71%, Rifle
53% Languages: English 82%,
French 20%

However, it should be pointed out that if the Keeper believesthat any
of theseracia or ethnic elementswill make his playersuncomfortable, he
should tonethem down or discard them. First and foremost, Call d Cthulhu
isagame, and player enjoyment should alwaystake priority over historical
verisimilitude.

Newspapers

The two mgor New Orleans dailies are the conservative Times-Picayune
and the somewhat more liberd Item. L’Abeille foldsin 1925, leaving only
Le Courrier de la Nouvelle-Orléans 10 service French-language citizens.
Liked! large metropolitan areas, newspapers from around the world are
availableat most newsdedlers.

A custom unique to New Orleans involves taking out ads in the
Personals section to thank saints and other Catholic figures for prayers
answered. Investigators flipping through the Sunday classifieds will be
intrigued to reed—

* THANK S to the Blessed Mother and thefollowingsaints, [10 saints] and
Blessed Mother for Perpetud Help. M. E. K

« THANKSto Jesus, Mary and Joseph for favor granted. S. A. E.

MANY, many thanks to St. Raymond, St. Michael the archangel, Qr
Lady of Prompt Succor, and My Guardian Angel for extraordinaryfavors
granted tome. D. C. W.

Wily investigatorsmay exploit this custom to send coded messagesto
informantsor comrades.

Soci al d ubs

Jazz legend " Jely Rall" Morton, in remembering his hometown, oncesaid

that, "New Orleanswas very organization-minded. | have never seen such

beautiful clubsasthey hed there.” The societieslisted below are but afrac-

tion of theclubsthe city hasto offer. Investigatorswho belong to them will

find it the easiest way to meet important and influentid citizens. Only full

club memberscan nominate a PC for membership candidacy; investigators
who are voted in by a quorum of full membershavefree use of theclub's
facilities.

« The Boston Club, 824 Cand St. White men only. Founded in 1841 by
merchantslookingfor arecreationa haven awvay from home, d| rich and
progperous male Orleanites belong to the Boston Club. Their club-
house—formerly the infamous McGrath & Company gambling den—
boastsseverd reading rooms, afull-service French restaurant (members
only, no guests), and a gaming room. Membershipis limited to 400.

» Orléans Club, 5005 St. CharlesAve White women only. Founded in 1925
by well-to-doladiesinterestedin art, music, literature, and politics. Their
headquarters has a card room, library, lecture hall, and apartments for
out-of-town guests. Membership islimited to 750.

Pickwick Club, 1028 Cand St. White men only. Thisclub wasfounded in
1857 by a group of prominent young men from the Garden Didtrict. It
was the parent organization of the ComusKrewe, theoldest of the Mardi
Gras krewes. Membershipislimited to 150.

« Round Table Club, 6330 S. Charles Ave Whit.men only. Founded in
1898 by the city's wealthy intellectuals and literati, who were seeking to
establish aforum for science, art and literature. Its headquarters hasan



impressive library, well stocked with scholarship by members and city
residents, but the club is best known for the outstanding lecturers it
attracts. Speeches by persons of ursual interest are open-to nen-smera~
bers. Membershipis limited t o 300.

+ San Jacinto Club, 1422 Dumaine St. Black nmen only. A philanthropic
organization, ded cat ed to improving t he social and civiclife of the black
community. The San Jacimtos, like miost black social chsbs, are very
proud d their band, and are fond of conducting impromptu street
par ades at thedrop of ahat. The clubkouse has a= excellent gym, witha
sparring ring for aspiring boxers. Them isno tzembership cap.

Mardi Gras

The lad day d the pagan calendar fell in mid-winter and vas the occasion
for a greet celebration. A lavish feast rewarded pre-Christians for being
thifty withtheir provisionsduring theseason of frost, and allowed them to
regjoicein the rapid approach of t he newyear's growing season. Therise 0f

Catholicism did not erase theserites from the memories oft he faithful; as
with allfaiths, Christianity eventually accommodated and adjusted itself to
the religions that came before it. The mid-winter festival became Mardi
Gras, or "Ea Tuesday", the day preceding the commencement of Lent,
forty days (excepting Sundays) before Easter. The Mardi Gras camival in
Burope dates back to the fifth century, and Francophilic Louisiana cele-
brated Fat Tuesday as far back as 1699. In New Orleans Mardi Gras is
quite literdly a citywide party, and has becone the culmination of the
Crescent City's sodid calendar.

Although the camival doesn't begi n until the Thursday before Eat
Tuesday, preparation for Mardi Gras goeson year-round. The festival is
sponsored by several socid clubs, @ krewes, formed specificalyfor that
purpose. The krewes adopt pseudo-occult titles—Mydtic Krewe of Comus,

History of New Orleans — 9
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A Sampling of Mardi Gras
Tableau Ball Themes

1920

The Vision of Belshazzar (High
Priests of Mithras)

1921

Ali Baba and the Forty Thieves
(Krewe of Osiris)

1922

The Fairyland of Santa Claus
(Fatstaffians)

1923

A Fantasy of the Sea (Rex
Organization)

Myths and Legends of the
North American Indians (Krewe
of Proteus)

1924

King Tut of Egypt (Athenians)
1925

Tales and Romances of Old
Japan (Krewe of Proteus)

1926

Deities of Greek Mythology
(Knights of Monus})

Sherwood Forest (Nereus)

1927
Mother Goose (Nereus)

1928
Heroes of History and Legend
(Krewe of Proteus)

The Emerald City of Oz (Elves
of Oberon)
1929

The Wonder Palace of the
Good Genit (Atlanteans)

1930
Peter Pan (Elves of Oberon)

High Priestsdf Mithras, Atlanteans—and wrap thei r activitiesint he thi ck-

est vel of secrecy. Thedesignsfor their bals, parade fl cat's, and costumes

haveto bekept from theother krewes, whichar e in a tacit competition with
one another for the most expensive, most imaginative, and most spectacu-
lar display. In late December, thekrewes begin to throw their tableau balls,
which are breathtaking in their lavishness. Attendance is by invitation only,
and an investigator who receivesticketsto a tableau ball should consider it
an honor: The invitation card (blue for men, pink for women) has the
guest's name and thetheme (seetable) far thebdl printed onitin goldleaf.

The ball’s theme det ermines the typeof costume guests should wear, and
investigators should expect to spend at least $200 to get suited up for the
evening (although, in the 1920’s, only men are dlowed to go masked)}—
Creoleladies have jewelry imported from Parisespecialy for the occasion.

The ball ispreceded by a street parade, beginning at 7:00 p.m.; thekrewe’s
"court”, in Al itsfinery, ridesthrough the streets of New Orleans on enor-
mous floats. The procession hdts at t he hal or mansion wherethe danceis
to be held, which has been decorated in accordance with the theme; for
example, for 1923’s A Fantasy of the Sedl*, the Rex Organization's ball-
room vs covered by sparkling blue streamers, sand, starfish, and seahors-
es, with servants blowing bubbles around t he dancers. The affair climaxes
with the announcement of the Queen o the Krewe’s Court, who is chosen
from one of many candidates anonymoudy invited by the krewe.
I nvestigatorswho attend atableau ball won't leave until dawn, and may get
entangledin any number of romanticintrigues.

During the carnivd itself, New Orteans takes what amountsto afive-
day weekend: Nothing of substance can get done, since the Streets are &-
erdly packed with wall-to-wal revelers wearing the most outlandish
measks, drinking openly, smoking, laughing, singing, dancing. It isahuman
river with athousand different currents, and PC's venturing out on theban-
quettes (as residentscall sidewalks) will find drunken naskers hanging on
them, trying to share adri nk with them, or pullingt heminto anearby house
for the party of the hour. Jugglers, midgetsin uniform, sword swallowers,
and animdl tra ners performin the streets. Mardi Gras isanon-stop, round-
the-clack, open-air freak show, and its masses of grotesquely costured,
grotesquely acting people are a perfect place to get |ost--orto be followed
inconspicuoudyd adistance.

Blacks participate in the festivities és much as the whites. One of the
highlights of Ft Tuesday itself is the arrival of King Zulu, the fictitious
ruler of Africa Acrowdd whitesand blacks crowds the New Basin Cartal
a ten in the morning to await the leaky tugboat bearing t e monarch, who
wears a black bady-stocking, face paint, and z grass skirt, and uses a ham
bone as a scepter. He is greeted by the Zulu Aid and Pleasure Club, an all-
black krewe, and leads a parade to a Rampart Street funeral home, wherea
greset party is hed.

At eleven o'dock on Fat Tuesday, Rex, the King o the Carnival and
Lord of Misrule, begins his parade to the strains d "If | Ever Cease to
Love", his theme song. Rex's parade i S invariably the most favish and the
best att ended. He and his court are led through the streets on fl cets that are
so tal that the King can fill the glasses of onlookers in Vieux Carré bai-
conies from his own champagne bottle. Rex pauses at City Hall to receive
the keysd t he city from the mayor, then finishes his journey at the Boston
Club (see above), where aball is held in hishonor.



The paradesand parties last all day, culminating with the processional
of Comus, King of the Mystic Krewe and God of Mirth and Laughter. This
isa night parade beginning at seven o'clock, and it hasadlightly eeriefeel
to it, since black men pace Comus floats on either side, carrying glowing
torchesaloft. At its conclusion, most revelers remove their masks and stag-
ger wearily to bed, while the members and guests of the krewe attend
Comus ball.

The Rex and Comus ballsare held in adjacent ballrooms. At the stroke
of midnight, the partition between the two is removed and all present share
a toast before going home. The highest placed members, however, stay
awake through the night, and preparations to outdo the other krewes at next
year's camnival begin.

New Orleansin Different Eras

The Crescent City is unique among American metropoli in that it has not
changed that radicaly over the years. Of course, like al towns, there are
aterations here and there—certain civic buildings are reconstructed or
moved, some buildings bum down—nbut, for the most part, the physica
descriptionsin this book hold truefor New Orleans since 1803; it's the atti-
tudes that have changed.

The New Orleans of the 1890's is even deazier than the New Orleans
of the 1920’s, if that's possible. A tidal wave of immigration has proved
more than civic authorities can bear, and the town has a Wild Wes feel
about it: Underground sewersare a novel concept, and many of the streets
are still unpaved. Irish crooks (from the **Irish Channel™, a neighborhood
between Constance St. and the river) and Italian mobsters (particularly the
feared Black Hand Gang, which operates out of Gallatin Street) struggle
violently for control of the city, and street assassinationsin broad daylight
are not uncommon. Storyville has yet to be formed to contain the rampant
vice in one section of the city. A contemporary scam involves white slav-
ery outfits operating out of theatrical agencies—young girls aspiring to
become actresses are drugged by silver-tongued dandiesand sold to broth-
els from Basin Street to Hong Kong.

By the 1990°s, the tourism boom has turned New Orleans uniquefea-
tures into a multimillion-dollar industry. The Superdome, Convention
Center, and International Airport have been built to handle the influx of
curiosity-seekers. While voodoo was once spoken of only in whispers,
there are now a VVoodoo Museum, voodoo swamp tours, voodoo doll sou-
venirs wearing French Quarter t-shirts, even VVoodoo beer. Bourbon Street
has becomea Disneylandfor acohoalics, and Mardi Grasisaritedf passage
for college yahoos nationwide. However, the mysteriesof the Crescent City
flourish unchecked behind these brilliant distractions, awaiting intrepid
investigators to discover them.
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Sample 1920's New
Orleans Occupations

Keepers basing their cam-
paigns in New Orleans may
offer these uniquely Crescent
City jobs to their players as
options. Players should note
that most New Orleans natives
are bilingual in French and
English. Cajun is a dialect of
French; those with a French
skill level of 60 or higher have a
base Cajun skill level of half
their French skill level (and
vice-versa).

CAJUN HUNTER--Cajun (na-
tive language), Hide, Navigate,
Pilot Boat, Rifle, Sneak, Swim,
Track.

CREOLE LANDOWNER—
Accounting, Art (personal spe-
cialty), Credit Rating, Fencing
Foil, Law, Other Language,
Ride, one other skill as person-
al specialty.

*HUNZI (black investigators
ony)—At  (Dancing, Drums, or
Singing), Fast Talk, First Aid,
Natural History, Occult, Phar-
macy, Psychology, plus Contact
Loa and one voodoo Enchant
spell.

JAZZ MUSICIAN —Art (Musical
Instrument or Singing), Con-
ceal, Fast Talk, Listen,
Psychology, Sneak, one other
skill as personal specialty.

SHIP'S CAPTAIN—AnRthropo-
logy, Bargain, Climb, Navigate,
Other Language, Pilot Boat,
Swim, at least one weapon skKill.

*TRAITEUR (female investiga-
tors only)--Cajun (native lan-
guage), First Aid, Medicine,
Natural History, Occult,
Persuade, Pharmacy, Psycho-

logy.

'Players who wish to run PC's with
these occupations must first have
clearance from their Keeper. A
“hunzi” is defined on page 60; a
“traiteur”, or "sage femme", on page
51.




ETIENNE-LAURENT DE
MARIGNY

Generally considered Ame-
rica's greatest living mystic,
antiquarian, and mathemati-
cian, de Marigny lives in the
French Quarter with a four-
handed clock that tells the time
of spheres beyond our own
reality. A New Orleans-born
Creole, de Marigny enlisted in
the French Foreign Legion
during the Great War, and
there met Arkham native
Randolph Carter. The two men
became friends due to their
shared interest in the
Dreamlands, and after the war
traveled Europe in search of
occult knowledge. Although at
first de Marigny introduced the
neophyte Carter to the secrets
of the Mythos (particularly in
Bayonne, in the south of
France), the Yankee eventual-
ly surpassed the Creole in
skill. The master dreamer
named de Marigny as the
executor of his estate in his
will, and after Carter's never-
explained disappearance in
1928, de Marigny inherited the
bulk of Carter's vast collection
of mystical curios, including
the much-coveted Silver Key,
which allows mortals entrance
into the presence of Tawil at-
'Umr, a benign manifestation
of Yog-Sothoth.

De Marigny, while young-
looking, prefers scholarly pur-
suit and contemplation to
active Mythos-hunting at this
stage in his life. He lectures,
writes, and corresponds with
all of the world's important
occult researchers. If he stum-
bles across a crisis requiring
fieldwork, he will most likely
turn to the investigators.
Artifacts in the Carter estate
may hold hidden dangers, and
de Marigny is still interested in
learning his friend's where-
abouts (Keepers planning on
running an adventure of that
nature are urged to read
"Through the Gates of the
Silver Key").

(continued on next page)

The French
Quarter

The Old City murmurs. Rest with me. | am old, but thou kast never met with a
younger more beautiful than |. | dwell in eternal summer,/ dream in perennial sun-
shine, | sleep in magical moonlight. My streets are flecked with strange, sharp shad-
ows, and sometimes the Shadow of Death falls upon them, but if thou wilt rot fear,
thou art safe.

—ILafcadio Hearn, Leaves from the Diary of an Impressionist (1911)

en one speaks of New Orleans, one is usually speaking of the
s’s, French Quarter. In part, this is because the Vieux Carré ("Old
Quarter') used to be New Orleans. In 1788, a Creole Catholic's
misplaced altar candle set some hanging drapes aflame, which ignited a
blaze that burned the entire city to the ground. Spanish Governor Mir6
commanded that a new town be built on the ashesof theold, and his archi-
tectsdesigned a grid-likecollection of avenuesto form the heart of the new
New Orleans (thefact that the Vieux Carré is of Spanish design originally
led many torefer to it asthe' Spanish Quarter™). It would not be until large
numbersof Americans began moving to thecity in theearly nineteenthcen-
tury that significant additionsto what is now known as the French Quarter
would be made. The grid design has survived into the 1920°s, and many of
the French Quarter's buildingsdate back to the eighteenth century.

The other reason New Orleansis so closely identified with the French
Quarter is that the Vieux Carré is the city's most unique section: As its
name might suggest, the American visitor finds the French Quarter's archi-
tecturestrikingly European. With its plaster buildings, crammed together so
tightly along the cobblestone-paved avenuesthat alleywaysare practicaly
unheard of, one feels like one has somehow stepped into another country.
The Vieux Carré is aso the Crescent City's historical, cultural, and night-
lifecenter, containingall her major restaurants, speakeasi es, museums, jazz
clubs, landmarks, and dance halls. The Quarter's streets tend to be well
populated and loud until well after midnight.

Since investigators are expected to spend much of their time in the
Vieux Carré, this chapter describesit in somedetail. Generally speaking, as
one heads downtown, away from Canal Street, one enters into an almost
exclusively residential district; shopsand clubs tend to cluster in the south-
western blocks. Unusually for the Deep South, blacks and whites live side
by side, in "'sdt and pepper" neighborhoods, although segregated in most
other things. Many of the French Quarter's apartment buildingsand board-
ing houses are populated by struggling writers, painters, and other
Bohemians; I n the twenties, the Vieux Carré has been rediscovered and col-
onized by the artistic community, and has become known as the
"Greenwich Villageof the South." Old Creolefamiliesstill livein the man-
sionsthey've resided infor centuries; many of them have had their fortunes
depleted over the years, however, and their homes have degenerated into
rat-infested squalor. The Creole patriarchsand matriarchsstubbornly try to
keep up appearances, though, guarding their dusty and tarnished family heir-
loomsin their crumbling manses, clinging to cherished remnantsof the past.

Several streetcar lines run through the Vieux Carré (among them the
one named Desi re, which Tennessee Williams made famous), but walking



isthe preferred mode of travel: Every areadiscussed in this chapter iswith-
in thirty minutesby foot from every other area. Automobiletrafficis almost
aways light. The Canal Street Ferry provides trangport from adock at the
southeastern terminus of the boulevard which bears its name to Algiers, a
suburb across the river, for ten cents a trip.

French Quarter Buildings

Asthey explorethe Vieux Carré, investigators are struck first by the gaiety
of the buildings colors. The stucco and plaster walls are painted in peach,
motley blue, greenish-gray, and other semi-tropical pastels. Craning their
heads upward, they see the famed cast iron balconies, swirling in black
metal ivy, crowded with potted plants. On hot afternoons the glass veran-
dah doors lean open, white curtainsbillowing out of them, but ebservers on
the banquette see nothing but the dimness of the room inside. Narrow
passageways flanking either side of the street-level shop fronts and busi-
nesses stretch into the courtyards at the center of the buildings, where the
residences themselves may be entered. Squinting through the elegant,
locked gates protecting the alley, investigators catch a flash of floral color,
the hint of a gurgling fountain, perhaps afew children playing among the
potted palms.

All thiscosmetic beauty masksthe shrewd pragmatism deployed in the
construction of the French Quarter buildings. Investigatorsin the know will
note that the principal rooms (master bedrooms, parlor, dining room) are
always found on the second story, since old New Orleans was in constant
danger of being flooded when the Mississippi was high (the high water
table prevented the building of cellars, so the third and upper stories were
often used for storage and sundries). The balconies provided a placefor the
Creole elite to conduct business with those on the street without actually
having to go down to meet them--no small luxury, since garbageand refuse
were simply dumped into the guttersfrom the upper stories until the early
nineteenth century. The courtyardsgave refugefrom the stench of the roads,
and were built to provide the maximum amount of shade in the afternoon.

Keepers requiring the layout of a cultist's headquarters or a client's
home are encouraged to use the maps provided here. The functions given
to rooms on the maps are those uses assigned to them when the buildings
were originally built, up until about 1840. The Keeper should feel free to
change the rooms' uses, add or subtract doors, and so on, so that the floor
plan suits hisindividual needs.

The small house (upper right) follows the European tradition of hous-
ing aman's business and his homein the same building. The ground floor
was set asidefor the storefront or office, with the courtyard gate to the west
serving as the entranceto the houseitself. The servants(or, in many cases,
the slaves) had their own, small building in the garden, which usually also
held the kitchen. An iron spiral staircasewas used by the family and visi-
torsto enter the owner's home, passing on the way an entresol (mezzanine),
where one could have access to the business place's storage room and the
servants building. In the 1920°s, it is more likely that the ground floor
business and the second floor apartment are owned by two entirely differ-
ent people—often, the shopkeeper and hisfamily livein the entresol stor-
agelevel.

While a shopkeeper probably owned the small house before the Civil
War, the large house (below) would have been the home of a well-to-do
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ETIENNE-LAURENT DE
MARIGNY, Investigator
Extraordinaire, age 48

STR12 DEX15 INT18
CON10 APP17 POW17
SIz17  SAN36 EDU22
HP 14

Damage Bonus: +1d4

Weapons: .45 Revolver 60%,
damage 1d10 + 2

Scimitar 75%, damage 1d8 + 1 +
1d4

Skills: Anthropology 48%,
Appraise Antiques 93%,
Archaeology 68%, Astronomy
56%, Bargain 77%, Credit Rating
85%, Cthulhu Mythos 49%,
Dreaming 54%, Dream Lore 63%,
History 39%, Law 28%, Library
Use 67%, Mathematics 99%,
Occult 3%, Pharmacy 35%, Ride
73%, Spot Hidden 47%;
Languages: Arabic 70%, English
90%, French 95%, German 20%,
Greek 70%, Hebrew 70%, Latin
70%, Naacal 41%
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antebellum professional—a doctor, lawyer, or surveyor, for example. The
ground floor was dominated by a large parlor for entertaining, a “courting
roomi where guests could be received, and/or the professional’s office and
workplace. As aways, the entrance to the home itself vés the courtyard
gate, and theservants quarters and sablescould befound by the patio. The
garc¢onniére, or "bachdor's quarters’, was a separate seriesof roomsat a
different level than the main house, but connected toit by stairs and a bd-
cony. Here lived the homeowner's sons who had left school but not yet
married; they could go about their business, entertain friends, court ladies,
and so forth, without disturbing the rest of the household. When the son
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left the house, the gargonniére was rented out by thefamily, or was used for
guest rooms.

The French Quarter courtyards are evocative places. Getting to them
uninvited requires some effort, since in the rich part of town, sharp spikes
jut out of thetop of the 10-high passageway gates, and resourceful home-
owners have attached nails and broken bottles to gates in the poorer sec-
tionsd Hurdling these obstacles without receiving 1d3 points of damage
requiresasuccessful Climbroll. A brief brick-paved passageway opensinto
the courtyard itself, which gives investigatorsthe impression of being led
down the tunnel to paradise. Iron benches and chairs surround fountains
and water jets. PAms and banana plants droop in the humid ar. Morming
glory and moonvine climb trellisesor cling to the interior walls. Tropical
flowers bloom beside fragrant herb gardens. Only the wedthiest families
are dtill ableto keep these treasuresto themselves: In the modem era, most
of these buildings have been subdivided into gpartments which face the
courtyard either at ground leve or from upper stories.

Citiesd the Dead

Colonia skeptics who dismissed New Orleans as the "wet grave'” knew
what they were talking about: Since the city is only one foot above sea
level, the water-saturated soil is exceptiondly difficult to dig in. Corpses
buried in the usud manner undergo a noxious resurrection during heavy
showers: The seeping rain forces coffinsout of the soil, bresking open the
sepulcher lids and sweeping body parts and other unmentionable materials
into the streets (bodiesburied by inept miscreantsa so regppear in thisman-
ner). In atropicd city prone to outbresks of fever, as New Orleans was, this
was as life-threatening as it was nausegting. Above-ground internment in
tombs and crypts was the only hygienic means of buria, a solution which
has made the French Quarter's cemeteriesone of her most interesting fea-
tures (whilenone of the cemeteriesare technically in the French Quarter—
in fact, St. Louis Cemetery #3 is across town-they are very much a part
o the"Old City", and are therefore discussed here).

The St. Louiscemeteries, owned by the New Orleans Archdiocese and
containing all the old Creole families, look like miniature versons of a
European capital. Long, cramped aisles of pesked littlehouses® give the
vistor the impresson o traveling through a midgets metropolis. The
tombs are built with soft brick, covered with plaster, and whitewashed, then
frequently topped by black iron crosses or crucifixes. Depending on
whether the deceased's family survived him, a tomb may be cleaned regu-
larly, fresh flowerslain dongsideit, and gleam like a pearl in the sun; a
well kept tomb may stand beside a decrepit one, its whitewash wesathered
to a stained, mottled gray, cracks and fissures running down its wall, crab
grass growing on its roof. Along the walls of the St. Louis cemeteriesrun
the " oven™ vaults, with their arched cellingsand doors arranged like draw-
ers on a bureau. Severa persons (unrelated) were stored in each vaullt;
when adrawer wasfilled to capacity, the bones were sSmply pushed to the
rear of the vault, so morecould beinterred in-the front. Asgrotesqueas this
may sound, it was the most efficient way residentscould meke use of the
limited space availableto them for buridl.

St. Louis Cemetery #1 (Basin t.) is the oldest cemetery still extant in
New Orleans. Its most famoustombisthat of \Voodoo Queen Marie Laveau
(1832-1897 —see page 70). The faithful still knock three times on its door
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Girod Cemetery (S. Liberty &) is the city's oldest Protestant burid
ground, dating back to 1825, but has falen into disuse. Crumbling head-
stones, overgrown vines, and haunted-looking willows dominate.

Greenwood Cemetery (City Park Ave) is the final resting place for
amogt 600 Confederatesoldiers, who liein a pyramid-shaped mausoleum
guarded by busts of Lee and Jackson.

St. Roch’s Cemetery (St. Roch and Derbigny Sts.), a.k.a. Campo Santo
("Holy Feld"), ismost notablefor the small chapel on its grounds. Hesped
behind the communionrall isa pile o prostheticlimbs (arms, hands, feet,
legs), crutches, whedchairs, and the like. They are left here by pilgrims
who have successfully sampled the church's legendary healing powers.

On November 1, All Saints Day, dl the tombs in New Orleans are
cleaned and fresh wreaths are placed beside them. The night before,
Halloween, many have candles placed in front of them, lighting the ceme-
teries with aghodly glow.

Below the French Qiart er

Every year, on theevening of Mardi Gras, fifty of thecity's most powerful
businessmen and politicians politely excuse themsavesfrom Comus Bal
and rendezvous a an anonymous former dave quartersin the heart of the
Vieux Carré, accessibleonly by atwisting maze of courtyards, back alleys,
and side entrances. The city fathersdon sinister hooded robes and haul up
a giant metd ring that has been set into the floor (vs. sTR 27 on the
Resstance Table). Thisrevedsamillennia-old staircase spiraling deep into
the bedrock that lies beneath the swamp on which the French Quarter lies.
Thestairslead to miles upon milesaof dimy, lightless catacombs that snake
throughout the greater New Orleans areg; entrancesto the surface arefew
and far between. The tunnels have not been wrought by human hands: In
most cases, an adult man has to stoop over to pass through them. Even the
Mardi Gras visitors have not explored all of them; they know just enough
to make their way from the davequartersto the nerve center of the tunnels,
where many passages meat & a mammoth cavern.

A huge black statue of the Crawling Chaos, monstrous avatar of
Nyarlathotep, looms in the center of the cave, two hundred feet tal. The
effigy bendsdown on one kneg, its clawed hands cupped together and rest-
ing on the cavern's floor, asif prepared to scoop any visitorsinto its grasp.
This fearsome sight costs 1/1d3 san to behold.

Upon arriva at this blagphemous dtar, the city fathers chant an eons-
old ritua of gratitudeto theSoul o the Outer Gods, thanking himfor grant-
ing them earthly power, as he granted it to their fathers beforethem. A sac-
rifice is placed in the stone titan's hands, and an unnatura gust of wind
sendsthe supplicantsscurrying from the chamber, their Master satisfied for
another year.

The wind blast magicaly snuffsout any light sources, electric or oth-
erwise; while the city fathers have memorized the route back to the dave
quartersand can find it without light, any investigators who have shadowed
the cultists here are not so lucky. They will stagger amlessy through the
catacombsfor 2d3 days beforefinding an escape route to the surfaceworld.
During thet time they will need to be wary, because the tunnels are populat-
ed by ahost of loathsome servitor races, especialy lower instar chthonians.

One year, two city fathersdecidethey havelosttheir taste for Mythos-
worship; one of them is friendly with the PC's. On theeve of the carnival,

The French Quarter — 17



18 — The New Orleans Guidebook

he invites the investigatorsto his house so he can share a dire secret with
them and beseech their ad; upon arrival,t he PC's find he has been assassi-
nated. As Mardi Gras begi nst he next day, thisfestive time brings worseand
worse tragedies to the investigatots. They are evicted fram their homes;
their bank accounts are abruptly emptied; they are mysterioudy fired from
their jobs. Believing them to know more than they actually do, the city
fathers have panicked and are using their considerable econoric and polit-
ical influenceto drive the investigatorsout of town. If the PC's stubbornly
perss in staying, the attacks turn more and more lethd —the city fathers
may even use crooked policemen as muscle. The investigatorshave until
theend of the carnivd to locate the other turncoat and track the cultists to
ther lair, or ther lives in New Orleans could be over for good!

Areas o | nterest
1. Bour bon Street

A testament to the partid effectivenessdf Prohibition, the once-rowdy bar
district of the French Quarter isquiet and somber in the 1920's. Mogt of the
famed saoons on the street have closed their doors, their sad edifices star-
ing a passersby, who can only imagine the debaucheries that once took
placeinside. Pool rooms, coffee houses, and soft-drink stands have opened
in what used to house the bars, but are doing only amoderate business. The
corner drugstore has become the new gathering place on Bourbon Strest,
legaly selling mixtures of dcohol and water (athough the proportions are
often one to three). Many o the saloons have gone " underground, so to
speak, and have become speakeasies, but the locations of those are left up
to the Keeper. These establishmentsrange from seedy dives serving White
Lightning and Overnight to opulent nightclubs. One Bourbon Street
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speskeasy, the Magie Noire, is expected to become a prime night spot for
investigators, and is detailed on page 27.

2. Congo Square, bet ween St. Ann and St. Peter
Sts.

Located just outside the French Quarter, Congo Square was originally the
site of Fort St. Ferdinand. The Americans tore down the ruined Spanish
fortress soon after taking possession of the city, replaeing it Wth a circus
grounds. The Square became a popular place for staves to gather during
their half-holiday on Sunday, earning it its popular name (it is officially
known as Beauregard Square, after the Creole Confederate generd).
Whites believed the drums and dancing paformed by the davesin the
Square were part of a voodoo-like ritud. It is rumored the famed Voodoo
Queen, Marie Laveau hersdf, led these celebrationswhile she was dive.

Blacksstill infrequently perform these*voodoo dances” fortourists in
Congo Square, now arather innocuousfenced-in park. Althought he drum-
mers begt their instruments wildly, and the dancersflail their bodies about
in a preternatural frenzy, anyone with an Occult skill over 60 can tell the
ceremony iscompletely bogus, an excusefor vendorsand salesmento push
their wares onto onlookers. Investigatorsmay be able to locate some gen-
uine voodooistsamong the charlatans, however.

3. Custom House, 423 Canal St.

Sailors arriving in New Orleans from exotic ports usudly stop at the
Custom Housefirst. Despiteits Egyptian exterior decor and Greek interi-
ors, the mammoth, ancient building looks rather likea prison, afunction it
served during the Civil Wa. The center of activity is Marble Hall, where
goods, crew members, and docking papers are reviewed by government
bureaucrats. The Hall is held up by white marble pillars and inset with
frosted glass platesthat throw an eeriesort of gloom over the chamber. All
recordsregarding the comingsand goingsaof foreign vesselsare kept on the
grounds, and investigatorsattempting to locateseanen of any nationality
should start here. Some city officesare located here; you can get your dri-
ver's license here, for example (25¢ and no exam in 1922!).

4. The French Market, Decatur and N. Peter s Sts.

About three city blockslong, the French Market has been the commercial
center of New Orleans agriculture since 1791. There are other farners'
markets around the city, but this is the largest, and the only one to survive
the advent of supermarketsl|ater in the century. While the primary wares
availableare fish, meet, fruit, vegetables, and other farm products, investi-
gatorswill be able to find dmost anything beingsold at t he indoor and out-
door vendors crowding the Market. The Bargainskil| will be of use here,
sincepricesarerarely set in stone. Farmersarrivenightly from rural parish-
esand deepin their trucksnearby, setting upthar stands at dawn. The best
produce usudly arrivesat theend of the veek, but except for Sunday (when
the market is closed), the Market is dwaysteeming Wth wholefamiliesof
customers, servants shopping for their employers, buskers, pickpockets,
curbside gamblers, travelingsnake-0i | salesmen, street preachets, and for-
eign tourists. Investigators looking for an inconspicuous daytime ren-
dezvous point need look no further.

The French Quarter — 19

THE REVEREND MOTES

Every morning at dawn, this
defrocked Baptist minister arrives
at the French Market to deliver
his daily rant. Wearing the same
bedraggled suit (no tie), carrying
the same dog-eared Bible, he
shouts at no one in particular that
everything that's wrong with
America could be solved if all the
country's Catholics were deport-
ed. Motes accuses the Pope of
pretending to be God, nunneries
and monasteries of being
hotbeds of debauchery, and
priests of bathing in the blood of
Protestant babies. Investigators
should be intrigued to hear him
slip Mythos references into his
ravings: He personally saw the
Archbishop of New Orleans 'hav-
ing dealings with the demon
Tsathoggua', for example. Player
characters who want to learn
where Reverend Motes picked up
such eolorful turns of phrase may
have to first extricate him from an
incensed mob of angry Catholics.
Once the investigators convince
him that they aren't agents of the
Vatican (Motes thinks Cthulhu
works for the Pope), the
Reverend is of a fairly amiable
sort--as psychotics go.

THE REVEREND MOTES,
Paranoid Preacher, age 29

STR 11 CON7 SiZ10

INT 12 POW12 DEX 13
APP 8 EDU 18 SAN 3
HP9

Damage Bonus. None

Skils: Conspiracy Theory 91%,
Cthulhu Mythos 18%, English 70%,
Occult 34%, Public Spedking 45%,
Shotgun 60%
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The French Market

5. French Opera House Ruins, Bourbon and
Toulouse Sts.
The music-loving populace of New Orleans mourned as one when their
beloved (per a House, the jewel in the crown of Southern culture since
1859, burned to itsfoundation 0n December #, 1919. This event more them
any other signified the end of the dominance of Francophilic ways in the
city. The old Creole families could no longer congregate here, no longer
debut ther sons and daughtersto high society here, no longer challenge
each other to duels over favorite singess here. Tulane University owns what
isleftd thebuilding, brut doesn't have the money & reconstruct it—a
the Creole hierarchy seems to take as a personal insult. (In the 1930’s
Tulane still owns the property and is renting it to a wrecking company as a
lumber storage lot. In the 1990’s a Best Western motel is on this corner.)
When one peeks through the slats in the high, ugly wooden fence sur-
rounding the site, all that can be seen of the once-beauteous Opera House
is its charred toppling walls encircling a pile of metal and brick. If enough
of the debris is cleared away, a buried basement may be uncovered—or,

{;'~ perhaps, an entrance to the secret tunnels of La Santa Hermandad (see St.

Fren(;*h Opera House Louis Cathedral on page 24).
(priot to burning down)

6. Gallatin Street

This short, cramped thoroughfare
once had the dubious honor of
being the seediest neighborhood of
a particularly seedy city. In the
mid-nineteenth century, not even
the police entered it at night,
crammed as it was with brothels,
gambling dens, and opium parlors.
Footpads, street gangs, and white
slavers—many of whom were in
the lucrative trade of shanghaiing
sailors—operated out of these two
blocks between Ursuline and
Barracks without fear of capture.
Although Gallatin Street is
nowhere near as dangerous as it
was decades before, in the twenties




it isstill asuffocatingly narrow avenue, littered with garbageand debris. 1t
has a putrid odor, thanks to the refuse from a nearby fish market. The
chegper streetwalkerslinger againgt its walls, and flophouses offer rooms
a hourly rates. The rear of many a produce warehouse opensout here, so
it is an excellent place to unload illega booze. Investigators venturing
down here at night to locate sailors or underworld contacts should not go
unarmed.

Inthe 1930's Gallatin Street was razed to make room for the expansion
o the French Market. It isnow caled French Market Place.

7. Jackson Squar e

The heart of French Quarter life, Jackson Squareis dominated by an enor-
mous bronze statue of a mounted General Andrew Jackson waving his hat
toward the Upper Pontalba Building. During the days of Spanish rule, the
Square was known as the Plaza de Armas, where the colonia army would
hold marches, drills, and executions, but in 1856 the parade ground was
converted into a public garden. Surrounded
by a high iron fence, paths beginning at
each of the four compass points lead
through the garden to the statue at its cen-
ter. The park is afavorite lunching spot for
French Quarter business people.

The pedestrian wakway ringing the
perimeter of the garden is where most of
the Square's activity transpires. Sidewak
cafés spill out onto the square. Dominoes
players chat under the shade of the park's
low-hanging pam trees. Street musicians
do most of their businesshere, and the air
isalways filled with the sounds of aragtag
jazz or bluegrass band. Black children nail
crushed tin cans to the bottoms of their
shoes and do sidewalk tap dances for the
tourists. Jackson Square is-aso an open-air
art galery swarming with portrait-paintersand charcoal-illustrate selling
their work at starving-artist prices. The Louisana State Museum, the
French Market, and the St. L ouisCathedral all exit onto Jackson Square. At
the southeast comer of the Squareis the Cafe du Monde, open twenty-four
hours; investigatorswill find it an excellent placeto discusstheir latest case
over afew cupsdf cafeau lait.

8. Lafitte's Blackamith Shop, 941 Bourbon St.

A small, one-story brick building which supposedly once housed the front
operationfor legendary slave smugglers Jean and Pierre Lafitte. It is now
one of New Orleans greatest tourist attractions, a shrine to a man who
became a folk hero among the Creoles for giving Andrew Jackson vitd
intelligence about British ship movements.before the Battle of New
Orleans. Digging in the Court Building will reveal that its current owner,
interestingly enough, is also someone named Jean Lafitte( See sidebar on

next page).
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JEAN LAFITTE (17807-18267)

A tall, strikingly handsome man,
Jean Lafitte is known throughout
the Crescent City as the fabulous-
ly wealthy owner and president of
the Baratarian Petroleum Compa-
ny, the most successful privately
owned oil firm in Louisiana. A
member of the prestigious Boston
Club, owner of a Garden District
mansion and a whole wharf on the
waterfront, Lafitte's grace and
intelligence make him the most
eligible bachelor in New Orleans,
and the society columns are
always abuzz with reports of his
parties and philanthropicactivities.

JEAN LARTTE, Immortal Pirate,
looks 40

STR14 CON14 SIZ12
INT16 POW 20 DEX 18
APP16 EDU 17 SANO
HP 14

Damage Bonus: +1d4

Weapons: .25 Derringer 42%,
damage 1d6

Heavy Epee 72%, damage 1d6 + 1
+1d4

Spells: Contact Cthulhu, Contact
Deep Ones, Create Gate, Create
Elder Sign, Dread Curse of
Azathoth, Flesh Ward, Grasp of
Cthulhu, Mental Suggestion,
Power Drain, Steal Life

Skills: Administration 99%,
Anthropology 53%, Archaeology
20%, Bargain 83%, Blacksmith
42%, Climb 48%, Credit Rating
96%, Cthulhu Mythos 76%, Dodge
45%, Fine Arts 63%, First Aid 40%,
Geology 55%, Hide 61%, History
62%, Jump 41%, Law 42%, Listen
45%, Navigate 61%, Occult 90%,
Persuade 95%, Pilot Boat 85%,
Ride 76%, Sneak 59%, Track 34%;
Languages: Cajun 67%, English
87%, French 90%, Italian 75%,
Mandarin §9%, Spanish 83%

O. Louisana State Mussaum, 701 Chartres St.

The museum is housed in the Cabildo, the old headquarters of the Spanish
colonia govemment. During the few months the French regained rule of
New Orleans in 1803, the Cabildo became known as the Maison de Ville
(TownHall). It wasfrom the bal cony of the Maison that the Americanflag
was first flown, announcing to the city that the Louisiana Territories had
been purchased by the United States. Behind the Cabildo is the old colo-
nia-erajail, the" calaboose." American boatmen locked up therefor drunk-
en brawls during the Spanish period adopted its name (calaboso) for other
jails, and the term made its way into American English.

The building's rich history isreflected in the museum's impressivecol -
lection. Among the usua hodgepodge of at «Apaintings, grainy pho-
tographs, antique farm machinery, war relics, mannequin-populated
tableaus, and the like are a few weird itemswhich may pique investigator
interest. The rareelephantfolio volumesof Audubon’s Brds of America are
here. Napoléon’s death mask was acquired by the museumin 1834 and is
on prominent display. The booty of the infamous pirate Jean Lafitte could
hold sinister secrets not immediately noticeable by museum guests and
staff. The pride of the curatorsis their Archaeological Collection, where
nearly d| thefossils and American Indian artifactsdiscovered in the state
lie. The museum has several knowledgeable archaeologistson its perma-
nent staff, willing and able to answer investigator queries. Closed on
Mondays, the museum is freeto the public.

10. Louisana State Musaum Library, 545 St. Ann
St.

Established in 1910 by the museum'’s curators, thelibrary isagold mine of
historical information: It contains French and Spanish state documents
from 1783 to 1807; newspaper clippingsfrom 1807 onward; and the muse-
um's complete collection of rare and antique books, bequeathed to it over
the centuries by the willsof wedalthy socidlites. Sinceit is the most likely
placein New Orleansto stumbleacrossMythos tomes, investigatorsshoul d
be disappointed to learn that no books are alowed to leave the library's
premises. Closed Sunday and Monday.

11. New Orleans Court Building, 400 Royal St.

A four-story, neo-Renaissance monstrosity, the courthouseis glaringly out
of place among the more understated buildings of the French Quarter. T-
shaped, hdls punctuated with marble Doric pillars, a statue of Supreme
Court Chief Justice Edward Douglas Whitestands before theentrancefrom
1926 onward. The Court Building houses the State Supreme Court, Court
of Appeals, Civil District Court of the Parish of Orleans, State Library,
Attorney-Genemi's office, and most of therecordsfor the Parish of Orleans
(such as marriage and birth records).

12. Le Petit Théatre du Vieux Carré, 616 St.

Peter St.

Seating 500, the" Little Theater” has mounted major productionsof Wide,
O’Neill, Shakespeare, Ibsen, and Shaw since opening its doors in 1922.
Performances are givensix nightsa week, but ticketsare difficult to come
by, since they are usually shatched up by the theater's wealthy members.
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ZoRrA NeALE HursTON (1891-
1960)

The author of Jonah’s Gourd Vine
and Their Eyes Were Watching
God died in poverty and obscuri-
ty, but is regarded today as one of
the titans of black American liter-
ature. In 1928 and 1929, Hurston
is in New Orleans researching
voodoo, material which will later
appear in Mules and Men and Tell
My Horse. She has rented an
apartment in the Vieux Carré and
is probably one of the most valu-
able contacts investigators can
make, since she is not as leery of
strangers as most voodooists.
She has gained the confidence of
many of the Rampart Street con-
jure doctors, and has been made
the hunzi of a French Quarter
hungan.  Notoriously  acid-
tongued and thrill-seeking,
Hurston is game for whatever the
investigators throw at her, provid-
ed it's not too bizarre or illegal.

ZORA NEALE HURSTON, Nove-
list and Ethnographer, age 36

STR13 CON 7 SIZ10

INT 14 POW16 DEX 11
APP10 EDU14 SAN 78
HP 10

Damage Bonus: None

Weapon: Pearl-handled 9mm
Automatic 37%, damage 1d 10

Spells: Contact Loa, Enchant
Candle, Enchant Ju-Ju (these
spells are described in Chapter
Five)

Skills: Acting 59%, Credit Rating
36%, Directing (Theatrical) 57%,
Fast Talk 70%, Folklore 81%,
History 42%, Occult 62%,
Psychology 54%; Languages:
English 93%, French 21%

13. St. John Berchman’s Orphanagefor Girls, 733
Orleans St.

The Sisters of the Holy Family order maintain a black female orphanage
and high school on these premises. The membersof theall-black order live
in what used to be the OrleansBallroom,at 717 Orleans. Many of thenuns
charges are mulatto, the illicit offspring of mixed-race lovers seeking to
hide the shame miscegenation accrues on either side of the color line.

14. St. Louis Cathedral, Jackson Square

This stunning church is one of New Orleans oldest and most recognized
buildings. Services are still held here regularly. Displaying all the dignity
and majesty of a European cathedral, St. Louis also contains a beautiful
Creole garden, in which stands a monument to thirty French marinesof the
battleship Tonnére. No one really knows how they died, but the agreed-
upon story is that they all succumbed to yellow fever while serving as vol-
unteer nurses during the outbreak of 1857. The church archives, accessible
from adjacent Pére Antoine Alley, house baptismal, marriage, and buria
records dating back to 1720.

Concesled benezath the cathedral are the subterranean chambers that
house the headquarters and thoroughfares of the anti-Mythos society La
Santa Hermandad (see boxed text to right). Directly under the church are
three rooms: a meeting hall for the Brotherhood, asmall chapel to their late,
great leader, Father Antonio de Sedella, and a medieval torture chamber,
complete with various implements of interrogation—a rack, branding
irons, spiked fetters, an iron maiden, and so forth. The meeting hall hasa
locked, barred door which leads into a network of passageways running
beneath the city, which the Brotherhood uses as a means of undetectable
travel. The four-foot high (and frequently water-filled) tunnelsgive secret
entrance to numerous points throughout the city. The exact locations are
left up to the Keeper, but they most certainly let out at the French Opera
House Ruins, select French Quarter courtyards, and the " priests tomb” at
St. Louis Cemetery #3. The St. Louis Cathedral entrance to the
Brotherhood's hideaway isasecret panel or door somewherein thechurch;
again, the preciselocation—and the layout of the underground chambers—
is left up to the Keeper.

15. Ursuline Convent, 1114 Chartres St.

The oldest standing building in New Orleans. Although no longer a nun-
nery, the archbishopricisstill referred to as such by the locals. Right now,
the Convent housesthe headquarters of the New OrleansArchdiocese and
the church's records, dating back to 1720. Attached to it are a parochial
school and St. Mary's Italian Church, which holdsservicesregularly.

16. Warrington House, 1140 Royal St.

A halfway house for ex-convicts and the unemployed, this unassuming
French mansionis better knownto local sasthe most haunted housein New
Orleans. All the legendsregarding the ghost (or ghosts) in this place begin
with Delphine de MacCarthy, who with her husband Dr. Louis Lalaurie
lived in the housefrom 1831 to 1834.

While Dr. Lalaurie was rarely seen by visitors (no one really knew
what type of medicine he practiced), Mme. L alauriewas the most popular
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hostess in the city, known for her brilliantly planned and executed soirées.
She came from one of the oldest Creole families in the state, and her
wealthy, respected guests had nothing but praise for her kindness, her wit,
and her hospitality.
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The Warrington House
(the Haunted House)

Wien afire broke out in her home, on April 10, 1834,
asmall amy of dashing young admirers and important cit-
izens turned out to help extinguish the blaze. When the
volunteers entered the house to control the flames, they
heard week criesfor help corning from a room on the third
story. Bresking down thedoor, the men were confronted by
a horrifying sight: Seven daveswere chained in the dark-
nessof a bare room by spiked collars and fetters; the poor
souls were haf-starved, maggot-ridden, and covered with
thescarsand lacerationsof sadistic beatings, well beyond
the bounds of socidly acceptable punishment. It was
quickly ascertained that one of thesedaves had ripped her
chainfromthewall, crawled tot he kitchen, and started the
firein the hoped summoning help. Mme. Lalauriehad not
mentioned these daves to the firefighters, hoping they
would perish in the blaze undiscovered.

The newsthat Mme. Lalaurieand her husband abused
their davessoon spread throughout the city. The authori-
ties removed a complete arsenal of medievad torture
& vices from the house. Oneof the rescued dlavestestified
that Mme. Laaurie would beat them gleefully while her society friends
were bei ng entertained downgtairs. Before the couple could be arrest ed,
however, Mme. Laauriefled New Orleans with her loya mulatto butler,
who was apparently an accomplice to her crimes. A mob attacked the
house, looking for Dr. Laaurie, but he was nowhere to befound Denied a
lynching, the frustrated mob turned itsfury on the houseitself: They shat-
tered all the windows, destroyed paintings and objects d’art, and pitched
thefurniture into the street.

The house has changed hands many times over the years since then,
never remaining with any one tenant for very long, until it was recently pur-
chased by philanthropist William J. Warrington. The small staff can tell
why it has its haunted reputation: Hoarse moans for aid come from what
used to be thedave quarterslate a night, with no explicablesource. More
than one transient who has spent the night here has seen the house's most
common phantasm: a haf-naked black girl, no older than ten, who runs
screaming through the third floor during the twilight hours. Legend has it
that the ghost was adave child who once was pursued by a whip-wielding
Mme. Laaurie. The girl was so afraid of receiving another one of her
mistress' viciousbeatingsthat she threw hersdlf from the roof to the court-
yard beow.

William J. Warrington may find theghost to besucha nuisancethat he
hires theinvestigatorsto get rid of her. The girl's spirit is neither especid-
ly powerful (vt 12, pow 13) nor especialy mdicious, but in order to get
her to leave, the PC's will havetofigure out someway of convincing her
that Mme. Lalaurie has opped chasing her. Researching the case may
uncover connections to the Mythos—who was the mysterious "*Doctor™
Laaurie, and wheredid he go to? Were the slaves beasten smply for plea
sure, or were they a part of some blasphemous experiment? It is possible
that members of the 1834 mob recovered some books or papers of Dr.
Ldauries from the house, which now lie in the neglected corner of a
Royal Street antique shop, or on a dusty shelf at the Louisana State
MiseumLibrary.



Del Rio's Arcane Bookshop

If the investigatorsfind themselves in need of an occult bookstore or a
dealer in bizarre and unique items, they may be directed to this store just
off a poor, narrow street in the Vieux Carré. The storeis aso listed in the
phone book.

Nearby, a branch of asmall ash treejutsover the street from an alley-
way between two buildings. Strangesymbolscover the trunk of thetres on
closer inspection, a successful Occult roll identifies them as symbols of
good luck and protection culled from numerous culturesand times. A suc-
cessful Spot Hidden roll notes the Elder Sign among the other symbols
carved here. A card in one of the dusty store-front windows along the nar-
row aleyway reads" Dd Rio's Arcane Bookshop."

The proprietor of the store, Albert Del Rio, is a rail-thin man with
graying black heir. Just under six feet tall, with a receding hairlineand long
hair swept back over his head, he speaks with an improbable accent which
seems part Italian, part French, and part Southern American. He usualy sits
behind his cluttered desk at the back of the store, and often hums to him-
self. He seems soft-spoken, but neverthelessthereis a loaded .38 revolver
in one of the desk drawers.

Del Rio hasinformation about many subjects. He can tell investigators
about the protectivesymbol scarved on the tree outside, and why they make
thetreethrive. Thetreeitself isan ash, useful for protectionfrom evil, espe-
cialy snakes. He knows of the Elder Sign only as another symbol of pro-
tection. A successful Psychology roll will reveal that Del Rio is nervous
about this subject, though. If gently asked, he can tell investigatorsallittle
about the old locd cult whose demon-gods the sign protects against. He
also knowsabout the 1907 raid on the cult's activitiesin the nearby swamp.

The books in Del Rio's bookstore, though not necessarily Mythos
tomes, tend to be helpful to investigators. Each volumeis priced at |d3 x
d100 dollars, subject to Bargain rolls. At one time there was a copy of the
play The Kingin Yellow in thestore, but it may no longer be there.

The Magie Noire N ght cl ub

While passing by an unassuming Bourbon Street residence, investigators
may noticeafew well dressed Bohemian types walk up to the gateonthe
western side of the edifice and whisper, "'Is Marie here?’ to an unseen
guard on the other side of the gate. The gate opensfor the Bohemians, and
if the investigatorsrepeat this password, an innocuous reference to the late
Voodoo Queen Marie Laveau, they too will find themselves admitted into
the Magie Noire, one of the French Quarter's more unique speakeasies.
The uniqueness of the "Black Magic" lies in its easy-going atmos-
phere, thefeeling that here one is safe from stifling Southern cultural con-
servatism. The nightclubis one of thefew in New Orleanswhere Creoles,
laborers, blacks, women, and foreignersdl feel at home. The man respon-
siblefor thisnood isLaurenceDestrahan, the club's manager, who istruly
without pregjudice, malice, or cynicism of any kind. Early on in life,
Destrahan—the youngest scion of a once-prosperous Creolefamily ruined
by the Civil War—redlized that he was good for little more than his dis-
arming smile, an unshakably cheery attitude about thefuture, and an abili-
ty to put anybody at ease. His natura disposition makes him the perfect
manager —he can always be seen cruising the tables and bar, chattingit up
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Albert Del Rio

LAURENCE DESTRAHAN,
Happy-go-lucky Manager, age 51

STR10 CON16 SIZ1
INT10  POW17 DEX 12
APP14 EDU14 SAN85
HP 14

Damage Bonus: None

Skills: Bargain 44%, Credit Rating
80%, Persuade 93%, Psychology
80%, Tell Dirty Jokes 99%;
Languages: Cajun 52%, English
85%, French 35%
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YUN CH’ENG-KUNG, Strong, Silent
Bouncer, Age 30

CON15 Siz 18

STR 14

INT 16 POW6 DEX 15
APP 9 EDU 9 SAN 28
HP 17

Damage Bonus: +1d4

Weapons: Fighting Knife 69%, darn-
age 1d4 + 2 + 1d4

Fist/Punch 85%, damage 1d3 + 1d4
+ Martial Arts

Grapple 78%, damage special +
Martial Arts

Kick 77%, damage 1d6 + 1d4 +
Martial Arts

Skills: Cthulhu Mythos 4%,
Intimidate Drunks 82%, Martial Arts
92%, Navigate 67%, Pilot Boat 37%,
Sneak 50%, Spot Hidden 79%;
Languages (understand only):
English 40%, French 11%, Mandarin
60% (read/write also)
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with customerswho are having a good time (he cd|S everyone “friend™),
and putting grinson t he facesof those who aren't smiling.

The center courtyard of what was once the Destrahan family mansion
has been converted into an open-air dining hall, a collection of tablesand
chairssurrounded by potted plantsand hanging vines. Two setsof staircas-
eslead to thesecond-f| oor balconies, where thereisadditional seating. The
main building houses the residence of Laurence and his daughter,
Katherine. The loggia which faces the courtyard is used for emergency
sedting, incase of ran.

Beer, rum, vodka, and whiskey are the popul ar choiceshere, eech sdll-
ing for aquarter a@. Wine and classic Vieux Carré beverages—Ramos
gin-fizz, Sazarac cocktall, absinthe frappé and absinthe-anisette—cost Sev-
enty-five cents. Luke Turner, the Noire’s black bartender, is the skilled
mixer of avariety of drinks, aswell as an aspiring jazz drummer. Thetalk-
ative young man has asmall bag hanging around hisneck; if asked, hetells
investigatorsit's a gris-gris, a voodoo good luck charm, to help him get
music jobs. Luke is the drummer for a voodoo congregation, and he may
be willing to introduce investigator friends to h's hungan, Dr. John (sse
page 60).

Luke aspires to play with the Noire’s house band, the Funky Buits,
named after legendary trumpeter Charles' Funky Butt" Bolden. The Funky
Butts do requests, but refuse to perform compositions by famed " Jely
Rall"" Morton, a New Orleans native; t he band members are irked that
Morton, likemost of the Crescent City's finest musicians, havef| ed the city
for Chicago, the center d j azz Since Storyville closed down.

Ancther form of entertainmentis the keno parlor on the second floor.
Keno has not changed much over the years (it isstill popular in Las Vegas);
modem-day lottos are played in a Smilar manner. A gambler places his
wager (the Noire’s minimum bet isfifty cents) and recelves acard with the
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numbers 1 through 80 printed on it. The player can select up to fifteen of
the numberson the card, ticking them off with a pencil. Once the numbers
have been chosen, a copy o the card isreturned to the*'roller”, the leader
o the game, who stands on a nearby stage besidea globefilled with num-
bered balk. The roller then spins the globe, pulling out twenty bdls and
caling out each number —these are the winning numbers. The player wins
an amount of money based on how many o the winning numbersare on
hiscard. Investigatorslooking for easy cash havea 10%chancedf winning
(their wager X 2d100 dollars) thisway.

Cusgtomers here smply to dine will find that the medls served range
from seventy-fivecentsto two dollars, and al are excellent. The house spe-
cidty is Creole cuisine, and investigatorswill be recommended the bouill-
abaisse (a French fish soup), calas tout chaud (puffy and delicious hot rice
cakes), crayfish bisque, gombo zhébes (gumbo of herbs—a boiled concoc-
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KATHERINE DESTRAHAN,
Spoiled Debutante, age 24

T

STR10 CON12 SIZ13
INT 15 POW13 DEX 14
APP 14 EDU 15 SANE65
HP 13

Damage Bonus: None

Skllis: Conceal 47%, Fast Talk
59%, Flirt 98%, Mingle 81%, Ride
32%; Languages: English 75%,
French 72%

LUKE TURNER, Drum-Playing
Bartender, age 21

STR 11 CON15 SIZ 9
INT 11 POW 13 DEX 16
APP 11 EDU 10 SAN 62
HP 12

Damage Bonus: None

Magic ltem: Gris-gris bag (adds
5% to wearer's Drums skill)
Skills: Art (Drums) 89%, Mix
Drinks 74%, Occult 20%, Pretend
to Listen to Drunks 95%

tion of greens, seasonings, flour, and lard which tastes much better t han it
sounds), o red beans.

TheNoire employstwofull-timecooks, await staff of six, and ten bus-
boys (all black, al male). Thereare afew guards of mixed race (whorun
the keno parlor), but the most noticeable is Yun, an enormous Chinaman
with a terrible knife scar running under his neck. He received thescar in a
fight back in his seafaring days, and it severed his voca chords.
Investigators whofind a way to communicatewith him (although he under-
standsspoken English well, heisilliteratein that language) find him a pas-
sionate, intelligent man nursing an unrequited love for Laurence's pretty,
bratty daughter, Katherine. A notorious *'party girl"*, Katherine has a ten-
dency to attach herself to attractive male investigators and follow them
around until they pay her an appropriateamount of attention. Thisfact will
not go unnoticed—or be gppreciated—by Yun.

Although Destrahan buys his hooch directly from the Mafia—which
also buys him peace of mind from the police—hes established two escape
routesfor customersand staff, just in case G-men decideto bust the place.
The simplest one is a secret panel behind the keno globe, which disguises
aset of stairs leading to the roof. Once there, fleeing drinkerswill have to
ri sk leapingfrom building to building and sliding down drain pipesto make
their escape. The east passageway gate masks a ground-level route: It
appearsfrom the street to be a simple wooden fence, twelve feet high and
boarded over, but it isactualy bolted and hinged on the other side, allow-
ing a guard strategically placed there to send customers out as the Feds
invadefrom the western gate.
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A courtesan, not old and yet no longer young, who shunsthe sunlight that the illusion
of her former glory be preserved. The mirrorsof her house are dim and the frames are
tarnished; all her house is dimand beautiful with age. ...

And those whom she receives are few in number, and they come to her through an ezer-
nal twilight. She does not talk much kerself, yet she seems to dominate the conversa-
tion, which islow-toned but never dull, artificial but nor brilliant. And those who are

not of the elect must stand forever without her portals.

New Orleans....
—William Faulkner, New Orleans Sketches

hear that France had sold Louisiana to the United States. Believing

themselvesto be Europeansin everything but geography, the French and
Spanish elitefelt abandoned by their "' native lands”, left defensel ess against
what they were certain would prove to be a tidal wave of vulgarity from
their new colonial masters. Consequently, the Americans who flooded the
Crescent City after the Louisiana Purchase were greeted with coldness by
the Creoles, who thought them shamefully unsophisticated. Shut out of the
town's social and business life, the new residents of New Orleans practical-
ly had to build their own city.

Thefruit of their labors was called the** American Quarter™, to distinguish
it from the greater French section of New Orleans. It began to grow out of the
fringes of the Vieux Carré after the Louisiana Purchase and never stopped.
The Americans became the bankers, brokers, and merchants to complement
the Creole planters, and soon their wealth began to match—and eventually
overtake—thatof the city's older families. Before the Civil War, much of the
city's property between the river and Lake Pontchartrain was taken up by
huge plantations—but when the farmers went bankrupt, their acres were
devoured by the homes and businesses of land-hungry Americans. This demo-
graphic shift occurred so rapidly that by 1812 (theyear L ouisiana became the
eighteenth state to be admitted into the Union), the original, Creole part of
New Orleans had aready begun to be called the " French Quarter™, in order to
distinguish it from the greater American section of the city.

Thisdichotomy isobvious even to visitorsin the 1920's. Beyond the now
tiny (in comparison) French Quarter, New Orleans looks like any other
American metropolis—tall, gleaming office buildings; loud, angry automo-
bile traffic; sidewalks surging with a tide of hurried, hamed pedestrians.
Cand Street, generaly uptown of the Vieux Carré, typifies urban America
best. An enormous boulevard with a streetcar running down its center, Canal
isthe city's business and banking district. New Orleans follows the old tradi-
tion of having the same typesof businesses clustered in asingle area, nonetoo
far from Canal: fur dealers may be found along North Peters and Decatur;
antique shops take up several consecutive blocks on Royal; Poydras Street,
from Camp Street to the river, is dominated by fruit, poultry, and other pro-
duce wholesalers; and Carondelet Street is where the cotton brokers reside.

Despite al of these vulgar, commonplace Americanisms, greater New
Orleans has its share of fascinating and intriguing locales, detailed in this
chapter. At first, sections of town are discussed in order of their distance
from the French Quarter, beginning with the riverfront, a stone's throw
away from the Vieux Carré. After that, afew individual sitesof interest scat-
tered throughout New Orleans are listed. As in the French Quarter, street-

I n 1803, the powerful Creole families of New Orleans were horrified to
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carsand buses service all parts of the city, Maximum travel time between
any two partsaof town israrely more than forty-fiveminutes.

On the Waterfront

The wharf system of the Port of New Orleansis ten mileslong, extending
from Audubon Park to the narthwest, passing in front of the Vieux Carré,
and ending at Jackson Barracks (a training ground and arsend for the
Louisiana National Guard) to the southeast. The city isone of the United
States primary seaports, ad shipsfrom around the world dock hereregular-
ly. A large network of railroads-at least ten separate lines—emerge from
the waterfront to transport foreign cargo to different partsof the country.
The waterfront's fecilitiesare extensive. Along its shore lie twenty-four
public warehouses, two public cold-storageplants, nine private cotton ware-
houses, ad five railroad warehouses. There are forty-three docks, six of
which are drydocks, thelargest of which iscapabledf holding a 15, 000-ton
ship. Sx milesof wharf spaceistaken up by enormousmeta storagesheds,
ranging in volume anywhere from no larger than a small house to airplane
Harbor and Shi ppi ng hangar-sze. On either sidedf theshedsar e loading platforms; railroadtracks
are found on thecity
side of the plat-
forms, so cargo can
be loaded directly
from the shed to
storage cars. The
wharves tend to be
divided into differ-
ent sections, each
reserved for apartic-
ular cargo—ocoffee
docks, cotton docks,
and so forth.
Investigatorsvisiting the waterfront during the day will find it a bustling
maelstrom of activity. Barechested dock workers unload coffee, molasses,
and sugar recently arrived from exotic ports. Sailors screaming in foreign
tonguesload American cotton, grain, and oil onto ships destined for harbors
half aworld avay. When the banana ships anive, multiply thischaostenfold:
New Orleans is the lar-gest banana port in the world, and an estimated
23,000,000 stems pass through the city annudly. The dock workers arrive
before dawn to grab green boulder-sized bunches off the cranesthat pluck
them from the hold of the ship. Singing all the while, the men tote the
bananas from the
wharf to the boxcars
waiting nearby.
Everyone turns out
to watch the men
work, and the affair
has the atmosphere
o a carnival about
itt as vendors sd|
sandwiches  and
sweet cakes to
observers.

Stuyvesant Docks




At night, activity at the waterfront subsides dightly, but the unloading
or loading of shipscan goon at all hours, and the bananaworkersfrequently
work until dawn. Pleasure ships, modeled after the old-time steamboats,
take off from the docks at nine o'clock for an evening of dancing and fine
food, returning a little after midnight. The levee a the river end of Canal
Street is a favorite moonlight stroll-spot for lovers, young and old. The
wharf area is well lit, and investigators planning illegal enterprises must
exercise caution: Warehousespost armed sentriesat night. Most dock work-
ersare Italianor black, and theunionsaf both races have been heavily infil-
trated by their respectivecriminal organizations, so the waterfrontis afre-
guent nighttime rendezvousspot for membersof the Mafiaand the Zobop.

Underneath the wharvesisarickety network of water-level catwalks, so
sguatters and repairmen may travel between the docks' towering supports.
Occasionally rowboats, skiffs, and other small water craft may be found
moored here. One has to hop from board to plank to get anywhere; under
unusual circumstances—like being shot at by irate cultists, for example—
investigatorsneed to make successful Jump rollsto move hastily acrossthe
catwalkswithout falling into the river.

A large number of derelicts, known as "wharf rats", live permanently
underneath the wharves. They bore holes up through the wharvesto pilfer
goodsand hide during occasional policesweeps. They can make good deep
onealliesor crazed cultists.

Investigatorswho are dumped in the Mississippi immediately regret it.
The muddy, debris-clogged water is haf a milewidethroughout most of the
city, and in the spring the current isextremely heavy. Player charactersdes-
perate enough to try to swim across the river will need to make five suc-
cessful Swim rollsin sequence, with a penalty of -20%in the spring. They
will have to dodge boats, too.

Rampart Strect

When Rampart Street crosses Canal, it becomes what is known as the
"Harlem of New Orleans." Extendingfor about six blocksto the southwest,
and one or two blocksto the east and west, is a nearly unbroken stretch of
black-owned apartment buildings, businesses, coffee houses, restaurants,
and speakeasies. Thisis generally a working-class neighborhood, however,
and upwardly mobile blacks and Creoles of color frown on its denizens,
thinking they epitomize the worst possibleracial stereotypes. These blacks
have aless kind namefor Rampart Street: " Niggertown."

Regardless, white people are tolerated here—especialy at the black
nightclubs and speakeasies, homes to the best music in New Orleans. The
bluesand jazz groups here put the rest of the city's bandsto shame, and the
dancing can last until dawn.

Before the Civil War, Rampart Street wasthe center for the placage, or
concubinage, system. Back then, it was perfectly acceptable— even expect-
ed—for single Creole men to take mulatto, quadroon, or octoroon mistress-
es. These women were cared for financially by their whitelovers, and set up
in oneof the many white houses that once dotted Rampart Street. Although
the relationship was meant to end when the gentleman found a suitable
whitewife, more often than not it didn't, and the tryst sometimes continued
for life. This tradition continuesduring the twentiesin theform of Rampart
Street's al-black brothels, which cater exclusively to white men; nowadays
public divulgenceof such a relationshipwould surely cause a scandal.
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MAmMA Zu Zu

Mama Zu Zu, as her name
implies, is fond of mothering
player characters: She always
complains that they aren't eat-
ing enough, that they shouldn't
put themselves in danger so
often, and so on. However, her
matronly demeanor masks a
shrewd businesswoman; she's
more than happy to look over
artifacts the PC's bring her, or
give them mystical advice —for
a price. More importantly, she's
on good terms with Dr. John
and Julia Jackson (see pages
60 and 61, respectively), and
can direct investigators to them
for some hands-on magical
assistance. Unfortunately, she's
constantly decrying againstvice
in the black community, a
stance that will undoubtedly
attract the wrath of the nefari-
ous Zobop (see page 34).

MAMA ZU ZU, Occult
Entrepeneur, age 74

STR 9 CON18 SIZ10
INT13  POW15 DEX 11
APP10  EDU10 SAN 75
HP 14

Damage Bonus: None

Skills: Anthropology 24%, Bargain
69%, Cthulhu Mythos 6%, English
65%, Fast Talk 86%, First Aid 40%,
History 36%, Medicine 24%,
Natural History 74%, Occult 84%,
Persuade 52%, Pharmacy 47%,
Psychology 55%
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Contact Yig: The caster must first prepare a hoxious red potion fram the poison glands of a sacred snake of Yig
(see Callof Cthulhu 5.1, p. 126), which in Louisiana iS an enormous copperhead with a crimson crescent 0N
the top of its head. A thoroughly bathed sacrifice—the “goat without homs™—is made to drink the potion, which
induces horribly painful muscle spasms. During the convulsions, the 'sacrifice is strapped upon the altar, while
all those in attendance chant something which sotinds #ke; “Aye zobop, aye ya Bye, zobop ...." If the spefl
is successful, a child of Yig spontanéously grows out of the sacrifice's stomach, slithers up his throat, and sticks
its head in his mouth. Yig converses with followers for up to five minutes through this snake. VWhen the Father
of Serpents departs, the sacrifice’s torso bursts forth with 2d10 sacred copperheads, killing t he sacrifice imme-
diatsly. As with all Contact Deity spells, Contact Yig requires the expenditure of 1 pow and 1d6 san to Cast.
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Rampart Street is dso the center of the New Orleans voodoo commu-
nity, and numerous hungans, mambos, and conjure doctors live and work
here; many have humfor (see page59) in their gpartments. Drugstoressel |
voodoo dalls, gris-gris, and other charms next to more conventional forms
o medicine. Investigators browsing in Mama Zu Zu's Junbo Qunbo
Emporium find all sortsof magica paraphernaiafor sale, for example: ju-
ju~money potions, love ails, goofer dust (dirt from graves and tombs),
mojo powder, John the Conqueror root, mad water, fast luck drops, salt-
peter, lodestones, shrunken heads, and more. Mama Zu Zu swearsdl her
merchandiseisone-hundred-percent effective, but, ultimately, any mystical
traits these trinketsmay haveisleft up to the Keeper.

It is also important to note that Rampart Street is the only part of the
city the Mafiarefuses to enter; investigatorswho haver un afoul of La Cosa
Nostra will find a momentary haven here. Of course, the Mob hasdeclared
Rampart Street off-limits only becauseit is controlled by the nefarious
Zobop, which organizationcould prove even more dangerousto investige-
tors hedth. Infact, it is rumored that the top floor of a Zobop-controlled
speakeasy containsthe society's central Templedf Yig.

Garden District

When a Mississppi flood destroyed many of the plantations near the
French Quarter in 1816, much of the land was bought up by land specula-
tors hoping to capitalize on the newly arived—and newly rich—
Americansin New Orleans. The land was parceled out into neatly defined
city blocks, and the mansionsand villas constructed theresoon becameone
o the most famous—and most exclusive—suburbs in American higory.
Legend hasit that afamily hed to be a resdent of the Garden Didtrict, the
socid center of the' American Quarter”, for twenty years before being con-
Sidered "part of the neighborhood.” Even in the 19207, its huge, beautiful
houses attract the

Crescent City's most

/V\

Garden affluent  residents

District Nowhereelsein New
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gate to form a cul-de-sac in front of the rear colonnade, near the gargon-
niere. During parties, guest s stride down carpets on the rear colonnade to
enter the house, their names called out in the main hall by tuxedoed atten-
dants. A smdler drive continuesfrom the cul-de-sac to thefamily's garage.
The garden colonnadeis usudly the one most visible from the banquette,
and during parties numerous guests can be seen here, chatting and drinking
punch. As the nameimplies, the garden colonnade’s stepslead to thelavish
floral gardens which take up the mgority of the lawvn, complete with bird
baths, sundials, and so on. The"' fase" colonnadecannot beenteredfrom the
house; usudly this gdlery isfor the family’s use only, a placeto St in the
shade while they watch croquet or badminton games played on the lawn
facing them.

The mansions interiors were not laid out with flooding in mind, as
were French Quarter homes, so important rooms for entertaining, such as
the dining room and parlor, may be found on the bottom floor. The design
is usudly a combination of Creole plantation idioms—note the winding
gdlery staircase—and Greek Revivad motifs, such as the colonnades. The
servantsare meant to be invisiblewhen not fulfilling their duties, so theser-
vants area is in the rear of the house and cannot be seen from the road.
Servantsenter the house by the small staircase beside the kitchen, which is
divided into two rooms—the "hot™ kitchen, where the ovenslie (in the far
comer of the housg, for fire safety), and the " cold" kitchen, where salads
and such are prepared and where the servants themsdlves eat. The " cabi-
nets”" (#9 on the map) are multipurposerooms, used for sundries, pantries,
and water closets.

Until 1925, there was a mansion at 1319 St. Charles which was called
the Devil's Mangion. It was said that the house was built by the Devil him-
f in the 1820's as a home for his mistress. When she proved unfaithful,
he devoured both her and her lover. The house passed through numerous
owners and was finally demolished in 1925. Could the "' Devil" have been
Nyarlathotep in human form?

Directly in the center of the Garden Didtrict is Lafayette Cemetery #1
(Sixth St.), the oldest cemetery in "uptown’™, which contains the tombs of
many wedthy non-Creole families.

Univer sities

Although New Orleans is home to numerous prep schools, technical
schoals, liberal ats colleges, and seminaries—and will be home to many
more, after the New Ded —only three universities are worth noting here.
Generaly spesking, collegessegregate both thesexesand the races, co-edu-
cation has not yet come to the South in the twenties.

Loyola University (6363 St. Charles Ave) was established in 1911 by
the Jesuits and has about three thousand students. The campusis decorated
in a serenereligious motif, with statuesof saints and holy men dotting its
grounds. The school is best known for its dentistry school and the
seismologica observatory, used in conjunction with smilar buildings in
Jesuit colleges around the world to keep an-eye out for earthquakes.
Marquette Hall houses Loyola’s library, well known for its Irish manu-
scriptsand afull collectionof Jesuit records.

Tulane University of Louisana (6400 St. CharlesAve, across thestreet
from Audubon Park) isthelargest university in New Orleans and onedf the
most respected schools in the South. The studentstend to be weslthy, but
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PROFESSORFRANCIS WHITWELL

Whitwell was one of the first acad-
emics hired by Tulane's Depart-
ment of Middle-America Re-
search, and he's rapidly become
one of the brightest jewels in its
crown. Born in Massachusetts,
Whitwell received his doctorate in
Archaeology from Miskatonic
University, specializing in Mayan
and Aztec cultures. His current
work involves proving his theory
that the Indians of southern
Louisiana were heavily influenced
by the Mesoamericans; conse-
quently, he has become an expert
on the burial mounds dotting the
surrounding bayou country (see'
page 54). Intense and uncompro-
mising in his pursuit of historical
truth, he has been known to
reduce graduate students to tears
during thesis examinations, in
which he savages poorly thought-
out hypotheses with surgical preci-
sion. Investigators could do worse
than getting into his good graces,
though: Whitwell can get them into
restricted-access sections of Tu-
lane's archaeological holdings, or
authorize them to accompany offi-
cial university expeditions on digs.

Professor FRANCIS P.
WHITWELL, Single-minded
Scholar, age 51
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APP 8  EDU22 SANS50
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Damage Bonus: +1d4

Skills: Anthropology 61%,
Archaeology 86%, Art
(Mesoamerican) 90%, Astronomy
33%, Chemistry 41%, Credit
Rating 59%, Geology 42%, History
70%, Library Use 88%, Occult
21%, Persuade 73%, Ride 70%;
Languages: Chickasaw 25%,
English 95%, Queche 40%,
Spanish 63%
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seriousin their studies; the student body is
al-male, although Tulan€e's sister school,
H. Sophie Newcomb Memorial College
(1229 Broadway), hasfull use of thefacil -
ities. Newcomb and Tulane students think
of themselvesas going to the same school.
The campusis made up of about ten build-
ingsand afootball stadium.

- The E W. Tilton Memorial Library has
over 100,000 volumes, making it the
largest library in the city. The collection's
proudest feature is a cache of Elizabethan
and el ghteenth-century manuscripts.

- Gibson Hall, the oldest campus building,

holds the administrative offices, the

Tulane University College of Arts and Sciences, the main
lecture hall, and the Tulane Natura History Museum (open Tuesday
2:00-5:00; researchersalowed at other times). The museum has a vari-
ety of stuffed and mounted fauna, an impressivefossil collection, and the
comparative vertebrae of several species. Investigatorswill be intrigued
by artifactsfrom Indian burial mounds (see page 54), such as bone and
pottery fragments. In later years, the museum will be home to a pair of
Egyptian mummies.

- New Science Hal was completed in 1923 and houses the Biology
Department, the Journalism School, the Law College (withitslibrary),and
the brand-new Department of Middle-America Research, dedicated to the
study of the Caribbean, Mexico, and Central America. The department was
founded in 1924, when an anonymousdonor bought a valuable collection
of manuscripts and books about Middle America; the donor gave the texts
tothe university, dong with money to hirefaculty. Already, the department
has become incredibly respected in itsfield. Itslibrary isa gold minefor
investigators, containing several sixteenth-century Mayan manuscripts,
and papers by and about the conquistadors. Its knowledgeableand ambi-
tiousstaff uses the anonymousendowment to embark on valuablearchae-
ological expeditions. Assuming the investigators have the proper creden-
tials, they may beallowed to join a university dig in Mesoamericanruins.

- Richardson Memorial Hall houses the School of Medicine and its
Newcomb College Museum of Microscopic Anatomy (viewing by
X ' T appointment only) and Museum of Anatomy (open
weekdays 8:30-5:00). The former is known for its
exhibits on embryonic birth defects, the latter for its
anatomical dissection displays. Questions about
strange wounds or deformitiesshould be directed to
the curators.

Xavier University (Magazine St. and Jefferson
Ave) was established by the Sisters of the Blessed
Sacrament in 1915 as a black prep school and was
expanded to university-sizein 1925. Xavier isfairly
small —its campus has only two buildings—but is
well known for its Schools of Pharmacy and Social
Work, and those departments’ libraries are the best in
the city.
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L ke Pontchartrain

One df the largest lakes in the United States, &
Pontchartrain is about 41 miles long and 25 =8
miles wide. The French explorer the Sieur =
d’Iberville found Indians (probably the
Bayougoula and Houma}) living on its shores
in 1699, and they showed him how they
portaged their canoes from the lake to the
Mississippi River to the south. Despite the
Indians’ ominous namefor the area—""Portage
o the Lost”—d’Iberville thought the portage
would makean excdllent sitefor a French set-
tlement, an idea his brother, the Sieur de
Bienville, would put into action amost twenty
years later. The real advantages of
Pontchartrain’s proximity to the Mississppi
would not be fully realized util 1921, when
the Inner Harbor Navigation Canal (caled the
“Industrial Cand" by natives) was completed,
which connects the lake to the river. Today,
shi ps and boats of all 9zescan beseen taking
this nautical "'short cut” from the northern to the southern end of the city.
The New Cand Lighthouse, which towers afew miles to the west, dutifu -
ly scans thelakefor potential disasters.

Lake Pontchartrain’s shore has always been a favorite recreation Spot
for Orleanites. On the northwest border of the city is the Southern Yacht
Club, with all the upper-crust frills one might expect. Swimmers, boaters,
fishermen, and sun-batherscan be found on the beach at all times d day.
Spanish Fort Amusement Park facesthe beach near the mouth of Bayou St.
John. For ten centsadmission, investigatorsmay take their chanceswith the
usual assemblage of poorly oiled rides, stomach-corroding concession
stand wares, dlightly shady gamesof " skill™* (such as theshooting gdlery),
and belligerent, unhygieniccarnies. The park’s more uniqueattractionsare
aboardwalk and vaudeville theater. At night, the gleeful screams of riders
and spinning, multichromatic lightscan be heaerd and seen for miles.

Spanish Fort itsdlf, three milesdown Bayou St. John from the lakefront,
isnow adecrepit, uninterestingruin. After passing through French, Spanish,
and American hands, it v&s virtually abandoned after the Battle of New
Orleans and dlowed to decay into a few unstable stone ramparts, An
unmarked grave lies under anearby pair of oaks, said to contain a Spanish Spanish Fort
officer dain by an Indian chief for rananci ng
his daughter. Legend hes it the Loui siana
Pocahontas spiritcan beseenroamingtheFort o
at night, trying to find her lover. Investigators g
aremorelikely to find unruly teenagers getting
dr unk here than ghost s, however.

It shouldd so be noted that famed Voodoo
Queen MarieLaveau conducted d| her impor-
tant ceremonieson the Bayou St. Johnshoreof
the lake. During her reign, voodooists called
Pontchartrain "S. Jobhn’s Lake", and the ani -
md sacrificesmade here weresaid to turnt he

Southern Yacht Club

/s .i//"
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S beach red. Orleanites aretill trying to find the
%r“: “Wishing Spot"', where Laveau held her rites, in
7 . o
™~ order to put coinsin a cypress stump therefor
Cf good luck.
s - -
Lo | Plantations

sl | investigatorsventure outside city limits and
follow the serpentine path of the Mississippi
>| River in either direction, they will encounter
B, the few remnants of the former backbone of
New Orleanss economy: the sprawling sugar
and cotton plantationsthat were the prideof the
antebellum South. Before the Civil War, these
o enormous farms were city-states unto them-
24° | selves, sometimes housing upward of 300
! Z daves and a small army of attendantsand ser-
R vants, the largest had their own hospitals,
e churches, and shops, ruled by the king-like
landowner. The southern patriarchs Greek
Revival mansions were testament to the fact
that, before 1860, L ouisianawas home to more
T %% | millionaires than any other state in the Union;
‘4, y . :| the estates were given evocative names like
e 5\\?4,\3\, Seven Oaks, Evergreen, Fdlicity, Shadows-on-
ment S the-Teche, Lady of the Lake, Magnolia Ridge,
and Wytchwood. During Reconstruction,
though, the plantations perished with the
- dreamsof the Confederacy: Whileinvestigators
dﬂfﬁf[ﬂﬂ ouSL find antebellum-style plantations that are still

; up and running, they stumbleacrossmany more

sciLe (reer) jutting out of theswamp or squattingin disused
FRST ALOOR fields, abandoned, the mansion’s pillarsleft to
P e ity RN rot, the gardens choked with weeds, the once-

GALLERY
;[ o b L C prosperous acres parceled out to sharecroppers.
BILLIARD DINING
GREAT HALL
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P These ruined plantations, with the bayou water
RO Roor creeping up to their homes' galleries, are excel-
— — lent, atmospheric placesto set adventures.
6 — V1 F—U— In antebellum days, visitors to a plantation
e uighRy FoveR s g would be admitted through its mammoth gate
N J]mﬂfg Mt to awide drive, usudly attended on either side
GROUND GALLERY by gigantic, drooping oaks or willows. Behind
: s ; the plantationhousespreadama~ centfloral
SECOND FLOOR garden, which contained vauable herbs and
r_ (S o B .y * vegetables along with the magnoliasand roses.
5 v T On the southern cornersof the garden werethe
MEN'S PARLOR WIFES tower-shaped, two-story outbuildings. Most of
the time, one of these structureswas usad as a
garconniére (see page 14), the bottom story
servingasa parlor and dining room, the second
floor as living quarters. The other outbuilding
wasthe plantation doctor's quarters, wheresick
slaves and servants could be attended to or

OFFICE

GARGONNIERE HUSBAND'S
BEDROOM \SI.ID'NE DooRS

WOMEN'S PARLOR

GARGONNIERE
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quarantined. At the northern comers of the gardens were the white or free
black servants houses; thedaves overseer, or foreman, usualy had a house
for hmedf and his family. Beyond the garden, dirt roads encircled the
perimeter of the fields themsdlves, which could extend for severa square
miles. Along theedge of theeasternroad sat thedaves cabins, with their dirt
floors and lesky radfs. A chapel sat between the landowners complex and
thedaves "village", where both master and chattel could pray together.

The interior of the plantation house was designed to provide the
landowner's family with the maximum amount of plessure at al times.
Daybeds were placed strategically around the house for midday ngps. On
particularly sultry evenings, servantswould drag their nasters' beds onto
the second-floor gdllery, so thefamily could deep out of doors. The rooms
on the exterior of the house's gdlery were usd as a gargonniére for the
younger sans, or asspacesfor thelibrary, billiardr oom or office. Thewomen
and men of the household would await the evening med in their respective
parlors: The men smoked and drank brandy, while the women played music.
Once dinner arrived, the doors segregating the two parlors were thrown
open, and the table was placed between the rooms. After dinner, the doors
would be closed again, the sexes going back to their respective rooms.
When entertaining, guests wereled past the enormous, winding staircase in
thefoyer to thegreat hal, itsfloor inlaid with whiteand black tile.

In New Orleans proper, dong Bayou St. John (adjacent to City Park),
there are numerous housesinthe plantation style, conserved from the days
when farms, not residences, dominated this area. These lavish homes are
almost as choice as the Gar den Didrict's mansions, but do not have the
acreagefor any additiona plantation buildings, of course.

Entrance to Audubon Park

Areesd Interest T .

SN % T ’ﬁ’;:
17. Audubon Par 4 df st. Charl es A (?%ﬁ’r\,
AVG _l";‘ ¥ ' f

John James Audubon (1785-1851), famed illustra-
tor, naturalist, and ornithologist, completed much
of hislandmark Birdsd Americaa his homein the
French Quarter, so thecity renamed New City Park
(asit wasknown for ashort timeafter its 1871 ded-
ication) in his honor. Just over amilelong, the park
will be of mog interest to investigators for the
Zoologicd Gardens and Aquarium on its grounds.
Between the two facilities, they house a complete
menageriedf exotic and mundaneanimd lifed the
land, sea, and sky. Weird animal s confiscatedfrom
voodooistseventua ly end up here.

18. Chari ty Hospital, 1532 Tulane Ave.

Founded in 1736 by the Ursuline sisters, Charity has beenin this building
since 1832, with facilitiesfor up to 2,000 patients. Unfortunately, the pop-
ulation of New Orleansis thirty timeswhat it wasin 1832, and Charity is
grotesquely overburdened—patients end up deeping on the floor when
thereis no other placefor them. Despitethe crowding, the hospital iscl ean,
efficient, and modernized, containing al the latest in medical technology.
The opening of Mercy Hospitd (public, whitesonly) and Southern Baptist
Hospita (private, whites only) in the early twenties eases the strain on
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Charity's fadiliti es somewhat. Tulane Univer Sty'smedical school operates
. Male and female patients of bath races are
admitted. Visiting hours ar e from 9:00-5:00.




19. Gty Hospital fa Mentd Diseases, 2700
Tulane Ave.

A public asylum for men and women, white and black, City Hospitd is
capable of caring for up to one hundred patients, but usualy houses twice
asmany. The harried staff doesnot have thetimeto be little morethan care-
takers of the insane—the hospitd's cure rate hovers between 15%-25% at
any given moment—so investigatorswould be better off committing their
comrades to the state asylum, up in Baton Rouge, or to one of the numer-
ous discrete, private (and expensive) institutions dotting the city. Visiting
hoursarefrom 1:00-3:00.

20. City Park, between Bayou &. John and
Orleans Ave.

Dedicated in 1850, the park is three miles long and almost a mile wide,
making it the sixth largest in America. Numerous footpaths wind through

City Park

weekends, the baseball diamond, football stadium, swimming pool, and golf
course are crowded with city-dwellersof al classes. At the comer of the
park grounds near Esplanade Avenueis an enormous statue of Creole gen-
eral P G. T. Beauregard, Confederate veteran of Fort Sumter and many
other Civil War battles, mounted on a horse.

In the heart of the park, dong Lelong Avenue, is the Issac Delgado
Museum of Art, a subtropical Greek hall showcasing its philanthropist
founder's collection of nineteenth century European paintings, Greek pot-
tery, and Asian bronzes. Themuseumisopenfrom 10:00-5:00, and isclosed
on Mondays.

Near the museum stand somefamoustrees. The " Dueling Gaks™ earned
their name by being the favorite spot for New Orleans gentlemen to settle
disputes on the field of honor.
The branchesof " Suicide Oak”
once bore the noose of many a
despondent citydweller.

Before the public-works
projectsdf the 1930’s, the part
of City Park toward the lake
wasavirtual wildernessarea—
perfect for things like sum-
moning byakhee or other blas-
phemousrituals.
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JosepPH D. GALVEZ

One of City Hospital's perma-
nent residents is Joseph D.
Galvez, a former New Orleans
police officer. A participant in
the 1907 raid on the Lafourche
Parish cultists (see page 52),
Galvez caught a glimpse of
Great Cthulhu during the bust,
and the sight destroyed his san-
ity. He resides in a small room
covered with posters of Arizona
and desert scenes. Due to his
experiences, he has contracted
a horrible fear of moisture and
water, and incessantly babbles
that once he saves enough
money, he's moving to Tuscon.
Investigators who end up room-
ing with Galvez during a stay in
the asylum might learn informa-
tion which could bring them into
contact with the Esoteric Order
of Dagon (see page 54).

JOSEPHD. GALVEZ,
Aquaphobic Cop, age 43

STR17 CON12 SIZ13
INT 9 POW10 DEX 16
APP13 EDU14 SAN2
HP 15

Damage Bonus: +1d4

Skills: Cthulhu Mythos 5%, Desert
Trivia 97%, Handgun 60%, Inspect
Water for "Things® 98%, Law 45%;
Languages: English 42%, Spanish
70%

|saac Delgado Museum
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e

Henry Clay Statue

Presbyterian Church

21. Confeder ate Memorial Hall, 929 Camp St.

A meeting hall for the L ouisana Historical Association and arepository for
Confederateartifacts and memorabilia, on display to the public. Of partic-
ular interest to investigatorsis its collection of rare, unpublished manu-
scripts by Confederate generds, officials, and sympathizers. Open week-
days 9:00-3:00.

22. Haunted Jail, cor ner Hampson and Short Sts.

Th s jail, in the old Carrollton neighborhood, was built in 1852 as part of
an administrativecomplex which included a Greek Reviva court house. It
ishaunted by ghostsof several of the peoplewho wereexecuted on thegib-
bet behind the jail. One prisoner in particular, a murderer lynched in the
prison courtyard by an angry mob, threstened to get away "through the
wall" and come back for revenge (could he have used a Gatespell?). (Even
thoughthejail isdemolished in 1937, people continueto report hearing the
sound of the gibbet's heavy wood doors being sprung, while others have
heard the nauseating sound of ahuman being dowly choking to death.)

23. Hibernia Bank Building, 812 Gravier St.

Ten centsto thelift operator will buy investigatorsartrip to thetop of this
the tallest buildingin New Orleansat twenty-three stories high. On aclear
day one can see ten milesin any direction from the observationdeck For
investigatorscraving a little more excitement, thereisa lantern on aspire
abovethedeck Assuming thelantern can be put out of commission, thisis
an excellent spot from which to cast the Summon Hunting Horror spell.

24. Lafayette Squar e

The civic center of New Orleansis dominated by two statues: one of the
"Great Compromiser”, Henry Clay, and the other a monument to local
bus nessman John McDonogh. McDonogh was a despised skinflint by the
timehedied in 1850, but he donated the mgority of hisvast fortuneto the
New Orleans school system, with the strange stipulation that public
school children put flowers on his grave annualy in
gratitude. Every first Friday in May, kidsaretrotted
out in front of the memoria —whites in the mom-
ing, blacks in the afternoon—to decorate
McDonogh’s effigy with wresths and bouquets. A
statue of Benjamin Franklin is added to Lafayette
Squarein 1926.

City Hall faces the square from the west. The
three-story tal Greek Revivd building houses the
mayor's office, the City Council Chamber, and all
major Commissioner’s departments (Public Hedlth,
Public Sefety, etc.).

The Post (fi ce building faces the square from
the east. Besidesbeing the largest post officein New
Orleans, this neo-Renaissance structure (decorated
by four musesrepresenting history, theats industry,
and commerce) houses the federal courts, the
Department of Justice, the Secret Service, the
Bureau of Narcotics, and the U.S. Marshd's office.



More federa buildings face the square from the south. They house
armed forcesrecruitment officesand dl the national agenciesnot contained
in themain Post Office.

Facing the square from the north, until it istorn down in the 1930’s, is
a Presbyterian church. It was designed by Henry Howard and replaced an
earlier Greek Reviva church, which had burned.

25. Hew Q| eans Police Department
Headquarters, Tulane Ave. and Saratoga St.

The men in blues dilapidated old quarters, adjacent to Congo Square, was
razed in 1919, and the NOPD temporarily resdeshere—in theequally crum-
bling Old Criminal Courthouse—to wait for a new building to be built on
North Broad Street (the new building is completed in 1931). Since the area
surrounding Police Headquarters isafarly seedy dum, the dipshod fecility
does not nake one fed vary safe. Incredibly, a disused cdlar benesth the
NOPD HQ has becomehometo acolony of homelesspeople, who siphon off
the building's electricity and hesat for their own use. The police occasionally
descend into the basement to chase out the transients, but they invarigbly
return newspaper reportershavesardonically dubbed thecellar the'"Hotdl de
Badtille™” Thewily bums know many secret entrancesto variousparts of the
Police Department, and could prove to be a valuableinvestigator resaurce
The building also houses the Criminal District Court of the Parish of

Orleans, the Coroner's office, and the parish prison. The prison may
accommodate up to 800 prisoners—four to a cel —and, for ajail, itsfood
issurprisingly good. When the morgue becomes overburdened, the facili-
tiesdf nearby Charity Hospita (see above) are aso used. The NOPD <0
has precinct housesscattered throughout the city.

26. New OrleansPublic Li brary, 1031 St. Charles St.

Modeled after a Roman temple to Mars, god of war, the library's primary
attractionsare its extensive collection of Civil War recordsand an impres-
sive periodicd department. A stately marble statue of Benjamin Franklin
stands guard over its reading room. Open 9:00-9:00 Monday through
Saturday and 9:00-1:00 on Sunday; whitesonly. This branch of thelibrary
closesin the 1960’s and moves to a new location on Loyola Avenue.

The black branch of the library is on Dryades and Philip Streets.
Significantly smaller than the main branch, this library is distinguished by
its impressive collection of ora histories of the New Orleans black com-
munity. Hours are the same as the white branch.

Acrossfrom the Public Library, at 601 Howard Avenue, isthe Howard
Library, a public referencelibrary that does not circulate books. It has the
best collection of early
Louisana and Civil Wa
materia. In the 1930°s
Tulane acquires t he Howard
Library ad consolidates its
holdingsinto the F. W. Til-
ton Library( now called the
Howard-Tilton Library). In
the 1990’s the building is
owned by the Universty of
New Orleans Foundation.

B s

Public Library (white branch)
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Potice INSPECTOR RIORDAN
O’DONNELL

This grizzled old warhorse is
one of the few honest cops in
the Department; consequently,
he gets stuck with the bizarre,
dirty cases no sane detective
would Want to touch with a ten-
foot pole-in other words, most
cases involving the investiga-
tors. While the constantly com-
plaining, constantly irritable
O’Donnell is never happy to see
the player characters—and
doesn'trefrain from saying so—
he recognizes that they fight the
Good Fight. He'll never buy wild
stories about Weird Beings
from Beyond the Stars, but he
knows when he's ot of his
league: He may call in the
investigators on an "unofficial
consultant” basis far a case
smacking of the supernatural.
O'Donnell learned a long time
ago not to depend on the turgid,
corrupt pofice bureaucracy, and
needs all the help he can get.

Inspector RIORDAN O’DON-
NELL, World-weary Detective,
age 58

8TR14 CON12 SiZ12
INT 12 POW 11 DEX 16
APP 7 EDU 17 SAN 55
HP 13

Demage Bonus: +1d4

Weapons: .357 revolver 94%,
damage 1d8 + 1d4

Head Butt 37%, damage 1d4 +
1d4

Skills: Bargain 89%, Engfish 85%,
Fast Tak 40%, Law 60%,
Persuade 70%, Psychology 76%,
Spot Hidden 67%
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Muey P. LonG (1893-1935)

During the mid-twenties, investigators encounter
the colorful Husy Long while he campaigns for the
governorship of Louisiana. Long gathers big
crowds with hi flery rhetoric, accusing the corrupt
state government of neglecting the common work-
ing man. As a state public service commissioner,
he proudly proclaims himsslff a “redneck” (he
cames from t he northern hill country) and swears
that, if elected, he will 'spread the wealth” to the
poor in the form of better roads, bridges and
schools. Although Long has fervent support among
Cajuns and rurd farmers, the cosmopolitan Giti-
zens of New Orleans distrust him as a two-faced
demagogue, or, worse, a communist.

In 1928, however, he wins the office he desires
and quickly becomes the most powerful governor
in American history. Admirers call him The
Kingfish”; critics decry him as the “Dictator of
Louisiana." Long delivers On almost all of his cam-
paign promises--new government construction
projects spring up all over New Orleans—but rules
the state with an iron hand, crushing those who
oppose his policies with political pressure, public
scandal, or worse. He accepts bribes, is in bed with
the Mafia, and is not above any dirty trick to get
what he wants. Investigators find that he sincerely
believes that allt he evil he commits is for the good
of his constituents; In practice, however, he spends
most of his time grabbing and holding onto all the
power he can get. Long is elected to the U.S.
Senate in 1932 and aspires to the presidency. His
ambitions are
finally cut short by
an assassin's bul-
let in 1935, his
killer the son-in-
law of a judge
whose career he
had rulned in his
seHf-deluded pur-
suit to help "The
People.”

(Note: Even as
a candidate, Long
rarely goes any-
where without se-
veral WWN armed,
surly-looking
bodyguards.)

HUEY P LONG, “The Kingfish”, age 34

STR10 COMt4 SIZ14 |INT11 POW13
DEX14 APP11 EDU17 SANG65 HP-12

Damage Bonus: None

Skitls: Accounting 55%, Bargain 78%, Credit Rating
84%, English 85%, Fast Talk 84%, Law 61%, Library
Use 31%, Persuade 67%, Politics 96%, Public Speaking
87%, Psychology 65%; Rifie 45% .
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At the end of the passable road they alighted, and for miles splashed on in silence
through the terrible cypress woods where day never came. Ugly roots and malignant
hanging nooses of Spanish moss beset them, and now and then a pile of dank stones

or fragments of a rotting wall intensified by its hint of morbid habitation a depression
which every malformed tree and every fungousislet combined to create.

— H. P. Lovecraft, The Call of Cthulhu

Iternately called the "Dead Water”, " Sleeping Water™, or "Liquid
A Land", the bayous of Louisiana are created by waters which have

escaped from the mighty Mississippi onitslong journey south. The
water seeksto find ashorter way to the Gulf of Mexicot han theriver's own
route, but gets lost along the way. Trapped in the Mississippi Delta Plain,
the river's water comes to a standstill, allowing jungles and swamps to
grow around it. The Choctaw Indians named these areas bayuk, or creeks,
and in Louisianathe word bayou is primarily applied to the swamp-covered
waterways which make up a triangul ar-shaped portion of the state's south-
em terrain.

Not only a natural wonder, the bayou country playsan integral part in
Louisianas civic and cultura life. Oil rigs, sugar cane plantations, and, on
the western prairies, cattle ranches thrive in its cleared and drained aress.
Thanks to the isolation of the bayou jungles, the unique culture of the
Cajuns, descendants of French Canadians, has flourished without interfer-
ence from mainstream American modernity. Indians who have lived in the
swampsfor centuriesstill reside here: The Houma Indians largest settle-
ment is on Bayou Pointe au Chien, in Terrebone Parish; the Choctaw
Indians live on Bayou Lacomb in St. Tammany Parish, on the northern
shore of Lake Pontchartrain. The "Everglades of Louisiana’, the
Atchafalaya Basin, sprawls for aimost 150 miles in length, bordered by
Bayou Laforge to the east and Bayou Teche to the west. The Atchafalaya
holds some of the bayou country's most unexplored swamps—it was a
favorite hiding placefor Confederate draft dodgersduring the Civil War.

Investigatorsneed drive only an hour or so outsideof New Orleansto
come across these beautiful, deadly swamplands. It will not be long before
they will have to abandon their modem vehicles and resort to much more
primitive means of transport to explorethe liquid land. Although near one
of the United States's largest cities, PC's will find themselves entering a
natural time warp in the bayou country, a throwback to some tropical pre-
historic epoch.

Traveling the Swamplands

The only way to get around the bayous is by boat. Canoes can be rented
from rural swamp-dwellersfor fifty centsa day, rowboats with small out-
board motorsfor adollar. Cajuns prefer to use pirogues (peer-owgs)—flat,
narrow canoes made from hollowed-out cypress logs, a trick Acadians
learned from the Indians. Well knownfor itsability to travel easily through
the shallowest of waters, a pirogue can hold up to three people, and inves-
tigators should be able to get their hands on one for a quarter a day.
Pirogues are also notorioudly sensitiveto sudden movement—PC's execut-
ing anything other t han the simplest tasks (boarding, etc.) will have to roll
under their DEX X 5 to avoid capsizing the craft.
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As investigators drift through the primordial stillness of the swamp-
lands, time seens to come to a halt. A msty haze S%  over the cam,
unmoving water, which is punctuated only infrequently by aneddy o a
brief current. The eerie Slence seems deafening, pregnant, as if the jungle
were waiting to erupt into activity at any moment. Investigators st be
wary, for one stretch of swamp tends to look like another: Navigate rolls
(sometimes at a penalty) will need to be mede continuoudly to prevent the
party from becoming hopelessly lost Hiring a Cajun guide to accompany
them i swise (agood oner uns one to two dollarsa day), for PC's can gofor
hours in the bayous without seeing any sign of human habitation.

Thereisnoshortagedf neturd beauty to marve &, however. Oaks and
cypresstreses crowd the banks, their branchesfrozen in twisted, tormented
contortions, draped with jungle vines and bushy masses of Spanish moss.
Gigantic, fan-like palmetto leaves need to be pushed out of the way so
boatsmay pass under them. Bamboo and black-eyed Susans jut out of shal-
low pools. Sundews and pitcher plants await unwary insects Pond lilies
and water hyacinthsbloom as they bob on the water's surface.

The southern bayous aso teem with animal life. Crawfii bullfrogs,
vater snakes, shrimp, salamanders, turtles, oysters, and largemouth bass fill
the waters, The ar is populated by woodpeckers, flyi ng squirrels, egrets,
sparrows, owls, mourning doves, and pelicans. Cgun hunters keep an eye
out for nutria, Nk, muskrat, opossum, otters, wild turkeys, raccoons, and
white-tail deer.

Finding somewhere to camp for the night is difficult, Snceland in the
bayou comesinflat, moist*idands" no more than a couple hundred square
feet insurface area. When an idand isfound, it must be cleared of decay-
inglogs, fungus, and nests of fire ants (consider them a land-based verson
of sasp svarms, see Call & Crhulhu 5.1, page 135) beforetats can be
pitched. Duckweed, the world's smallest flowering plant, coversstretches
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BELLEROPHON LA SALLE

While floating around the
Atchafalaya Basin, investiga-
tors may stumble across
LaSalle’s trapping cabin. Rising
high above the bayou's banks
on tall wooden stilts, it should
initially strike PC's as some-
what sinister: The brick of its
walls is a combination of mud
and Spanish moss, its roof a
woven strip of palmetto leaves.
Afoul-smelling cistern squats at
ground-level. Investigators with
the bright idea of sneakingup to
the shack have a problem:
LaSalle has laid nutria traps
around his cabin and in the sur-
rounding jungle, noticeable only
with a Spot Hidden roll.
Unobservant player characters
wili receive 1d 3 points of dam-
age if their feet are caught in
the steel jaws; the traps have
an effective str of 14, and only
a STR vs. STR contest on the
Resistance Table or a
Mechanical Repair roll will free
them.

Fortunately, LaSalle spends
most of the daylight hours trav-
eling around the jungle,
inspecting his traps, so he can
free PC's easily. He has a ten-
dency to pop out of the under-
brush with startling sudden-
ness, though; since he looks
Lke a wild-eyed, bushy-bearded
wild man in a dirty muslin outfit,
weapons and animal skins dan-
gling from his belt, the first
impression he makes is ustaly
a scary one. But because he
doesn't encounter other people
_often, he is exceedingly friendly,
and tends to lavish strengers
with hospitality. If PC’s find a
way to communicate with him,
they discover him to be an
excellent guide, more than will-
ing to lead them anywhere he
knows how to get to. LaSalle is
fond of playing pranks on slick-
ers from 'La Ville", as he calls
New Orleans, though. Investi-
gators may find themselves
being led on a bogus 'snipe
hunt” for his personal amuse-
ment LaSalle's faithful hound,

(continued 0N page 52)

of water with laad-looking green; neophyteinvestigators—or carelessones
pursued by monsters and cultisss—will need to make an Idea (or Natura
History) roll to avoid mistaking the millimeter-thin expanse of duckweed
for solid earth. Failing, they run onto the** ground” —and plungeinto water
1d10 + 2feet deep.

When darkness falls, the jungle stillness should make investigators
even nare paranoid than usud. Underbrush rustlesmenacingly; the hum of
bullfrogsand the burr of cricketsstopsand startsinexplicably. Theslence
is sometimes broken by a woman's high-pitched scream; investigators
rushing to the rescuefind nothing, for they have been tricked by the human-
sounding cry of the mink.

The nastier wildlife comes out a night, too. Poisonous snakes—cot-
tonmouths, copperheads, and coral snakes—Ilurk just below the water's sur-
faceand in the underbrush. These serpents havea Moved 6, apex of 3d6
+ 3, and |1d6 + 1 HP; their venom has a pot of 10-12. Although not com-
mon inthe 1920’s, wolves, bobcats, cougars, and black bearsaretill sight-
ed in the bayou now and again (these statisticsare in the Call d Cthulhu
rulebook; for cougars, usethe mountain lion gtats). Alligators rarely attack
humans, but will enter campsto foragefor food (use the crocodilestats in
CoC 5.1, page 130, but gatorsare smaller than crocs, SO reduce sTr and stz
by 1d6 each). Snapping turtles are not common, but are pugnacious when
found (sTr 3d6 + 1, Movedf 4 in the water, 3d6 HP; Biteat 50% for 1d10
and will hold on until killed; 6-point shell armor). They can easily takea
hand off wth one bite.

Investigatorsshould keep in mind that, in theswamp, anythingthat can
rot, will. And quickly. Corpses will be little more than bones within a
month. Unprotected food goes bad by theend of the day. After forty-eight
hoursin the bayous, even PC's clotheswill start to grow mildew.

Cajuns

In 1755, the English governor of Nova Scotia expelled some 6,000 French
cd on sts on the pretext that they would eventualy prove didoyal to the
British crown. After being shuffled from one colonial port to artother, the
French government took pity on them and allowed them tosettleinthe bay-
ousd southern Louisana The Canadian newcomersadopted to swamp life
quickly, interbreeding heavily with escaped daves and Indians, over time
creating their own unique culture and language. The settlers came to be
known as "'Cguns’, acorruptionof Acadia,t he regiondf NovaScotiafram
whence they were banished.

Although many Cajuns work on the sugar plantationsand oil fields
that dot southern Louisiana, and live in Cgun towns—L afayette, New
Iberia, and Morgan City are among the largest—most make their living
by fur trapping, fishing, and raising oystess, resding in dmogt total iso-
lation from civilization int he swamps themselves. Investigators explor-
ing the bayous can easly encounter a small village of less than fifty
inhabitants rising almost spontaneously out of fhe jungle. PC's traveling
‘the bayou find themselves emergingfrom dense jungleinto asmal clear-
ing, the banks bolstered by corvées (cor-vays), or protective levees.
Ramshackledocksjut out of the levee, pirogues moored alengside. Hewn
from theforest nearby are afew acresof fairly prosperous corn, which all
thevillagerssharein harvesting. A few chickensadd alittlevariety tothe
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Cgjuns diet, as doesthe herb garden growing in a
commons iN the town's center.

Tt O el s c &
Tyt Caun anelings ve ot v | G AT HOME

moss. The raised cottage is usually placed on tilts,
with a steep interior staircase leading to a storage | center

attic. None of these houses have indoor plumbing, HALL
instead making do with nearby pumps, outhouses,
and cisterns. In close proximity to most of the homes
isasmall shack, usad as a pantry and loom-chamber
during the day and as a garconniére (See page 14) at bepeosn -1 |

night. The house has a gakrie, or open-air living
room, usually facing the bayou itself; unless the
investigatorsarrive at aCajun village past midnight,

PARLOR
they are likety to see the inhabitants of the house

lounging on the galerie, drinking, playing bourré
(Cajun poker), or listeningto music.

Caunsare, for the mogt part, a friendly, fun-lov-
ing people, and will shower visiting player characters
with hospitality. No one knows the bayous better than o 5 w0
they, dthough investigators may find the language ";:'L:‘H‘

barier a problem—while a didect of French, Cgun

=
5% _ A KITCHEN
|~ £ = BEDROOM
IR\ /T
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1 N . b
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RAISED COTTAGE

sounds very different, and was heavily influenced by

English, Spanish, and numerous Indian dialects. Mot swamp-dwellers
cant speak English and in the most remote regions even true French is
unknown; however, assume that investigators with a French skill level of

60 or higher haveabase Cgunskill level of one hdf their Frenchskill leve

(and vice-versa).

Investigatorscan sse many novel sights while spending time with the
Cauns. Cockfightingisafavoritesport, held in friendly farmers’ barns, and
investigators may pick up afew extra dollars betting on favored roosters.
Moss-ginning is an industry unique to the Acadians, a moss-picker's boat,
alargebargepushed by theginner's hooked pole, i sfrequently encountered
on the" Slegping Water." The maoss harvestersusethe barbed poleto collect
barbe espagnole—Spanish moss, literadly, " Spanish beard’ —from high
cypr ess branches, bringing the moss back to Cgun villagesfor mechanized
ginning. (The pole can aso be used as a wegpon—treet it asalarge club.)
When he has accumulated enough moss, the moss-ginner heeds to larger
townsto sell it asfurniturestuffing and insulation.

Catholicto theman, Caunsarealso afairly superstitiousgroup. The
most fearsome entity of their legends are the couchemals (koosh-mals),
the ghosts of babies who died before baptism. Denied entrance into the
afterlife, thesetranslucent shades wander the swamps, preying on solitary
nocturna travelers. On the other hand, one of the more respected mem-
bersaf any Cgjun community isitssagefemme (wisewoman), or traiteur
(tre-tour). The"'treater” isafaith healer and folk magician with traditions
based in the pagan practicesof the Acadians’ Brittany ancestors, with a
little voodoo thrown in for good measure (about ten percent of the Cgjun
population are full-blown voodooists). All sage femmes are |left-handed
and the nieced another traiteur. Thetraiteurs primarily usetheir skills to
heal: For bites from poisonous snakes and fire ants, for example, a trai-
teur-would pray to Catholic counterparts of the loa (see page 64), then
hide fingernail clippings of the afflicted in a cypress sump. Strangely
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Alleman, has a tendency to get
annoyed with his master's con-
stant tricks, however, and will
probably give away the game if
he gets bored.

BELLEREPHON LaSALLE, Cajun
Trapper, age 38

STR 12 CON 17 SIZ15

INT 11 POW9 DEX 16
APP 9 EDU 6 SAN 45

HP 16

Damage Bonus: +1d4

Weapons: Fist/Punch 65%, dam-
age |d3 + 1d4

Hunting Knife 70%, damage |d4 +
2+1d4

.30-.06 Bolt-Action Rifte 8556, dam-
age 2d6 + 4

Skills: Bargain 48%, Climb 62%,
Dodge 46%, First Aid 33%, Hide
85%, Jump 35%, Listen 72%,
Mechanical Repair 25%, Natural
History §9%, Navigate 87%, Pilot
Boat 90%, Sneak 92%, Spot
Hidden 88%, Swim 69%, Track
80%; Languages: Cajun 65%,
French 32%

ALLEMAN, Pragmatic Hound,
age7

STR 11 CON18 SiZ6
POWG6 DEX 16 HP9
Move 12

Damage Bonus: None
Weapon: Bite 48%, damage 1d6

Skills: Hide 9356, Listen 80%,
Track 95%

enough, t hese methods tend to work —roll under a traiteur’s Medicineskill
for her successfully to cure PC's of ailments. Traiteurs can often be found
tramping through the jungles, looking for John the Conqueror root and
other obscure plantsfrom which they devise medicind potions and poul-
tices.

"The Call of Cthulhu"

In his mogt famous story, H. P. Lovecraft describes how New Orleans
Policel nspector John Raymond Legrasse wassummoned to aCgun village
south of the Crescent City on November 1, 1907, to ded with Mythos
cultist activity in thearea. According to thestory, L egrasseand hismen " set
out in the late afternoon™ from New Orleans and arrived at the Cgun vil-
lagearound dusk, suggestingatravel timed no morethan two hours. Upon
consulting a map, one can infer that Legrasse probably found himsdf in
Lafourche Parish, aston€e's throw from Barataria Bay. Oncethere, the police
traveled ‘through the sivamps on foot until they reached a clearing, where
an "'indecribable horde of human abnormality™ chanted to Cthulhu around
abonfireand a" great granitemonolith someeight feet in height”, atop which
sat agtatuette of the Great Old One. Theauthoritieskilled seven cultistsand
arrested forty-seven, and Legrasse took the statuetteas evidence.

Many adventure scenarios can spring from the aftermath of
Lovecraft's tale. One option is presented in the box about the Esoteric
Order of Dagon (see page 54), but there are many others. In 1927, when
Lovecraft’s narrator visitsLegrasse, the now-retired detectivestill hasthe
statuette in his possession (Legrasse’s stats may be found in CoC 5.1 p.
140). Focusing on the artifact while casting the Contact Cthulhu spell
(see CoC 5.1, p. 146) adds 20% to the caster's chance for success, and
merely gazing upon it costs 0/1 san. What other potentialy apocalyptic
properties might the statuette possess? The captured cultists languish in
New Orleans jails and madhouses, but severa of the blasphemouscrew
escaped into the swamps back in 1907. Might they be plotting revenge
againgt Legrasse and the other surviving policemen who destroyed their
cabal ? Presumably, the monalith in Lafourche Parish still stands, and the
area around it is rumored to be rife with iniquity. In the story, Cgjuns
whisper "'of a hidden lake unglimpsed by mortd sight, in which dwelt a
huge, formless white polypous thing with luminous eyes, and squatters
whispered that bat-winged devilsflew up out of cavernsin inner earth to
worship it at midnight." These black winged ones were rumored to per-
form the abductions that provided the cultists with their helpless human
sacrifices. And what of that "hidden lake?’ Could Lafourche Parish con-
tain a portal to the dread corpse-city of R'lyeh?

Oil-drilling Complexes

Oil and naturad gas were discovered in the swamp marshes of Louisanain
the 1830’s, but seriousdrilling did not begin until very latein the nineteenth
century. In the twenties, the bayou country iscovered with rigsand pumps,
and New Orleans has become, dong with Houston, the premier oil port of
the United States. While many Cguns have grown rich thanks to black
gold, many more have hed their land stolen or bought out from under them
by unscrupulous city Sickers from “"La Ville” (New Orleans) and “Take-
Us' (Texas).
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The typicd &-
drilling set-up car be
fairly well guarded, to
protect itself from
hostile wildlife and
troublemakers. A
twelve-foot high
wobden fence with
steel posts and cross-
beams, garlanded by
barbed wire on top,
encircles the com-
pound. Although no
sentries are posted on
the fence itsdlf, a tall
lantern atop a pole in
the northwestern quad-
rant keeps the whole
areawell lit. Thereisa
single gate on the
southern wall, large
enough for two trucks
to pass through at one
time. A guardhouse on
the western sideof the
gate holds a round-
the-clock sentry; the
shift changesevery six hours, beginning at midnight Thereis a telephone
inthe guardhouse which the sentry USESto contact the main building for
clearanceto allow trucksa visitorsentrance; the gate remains closed and
locked with a heavy bat (str 40) util thesentry opensit himsaf.

The compound containsa large central building, asmaller bunkhouse
for thecomplex's workers, an enormous drilling rig, and six oil pumps. The
bunkhouse istwo storieshigh, and thirty laborers, sentries, and technicians
sl eep and relax here during their off-hours; in the rear of both floors are a
small lounge and communal showers. During the day, expect 1d 10 workers
to be here catching ngps, playing cards, or listening to the radio; that num-
ber increasesto 2d10 + 5 at night, most of whom are deeping. The single-
story main building containsthe administrative officesfor the complex, a
meeting room, and the main geology labotatory.

Therotary drilling rig is 150 feet tall, and requires at least two suc-
cessful Climb rollsto scaleits derrick. 1d10 workersand techniciansmill
about t he rig during the day, when it isin operation. Five huge mud tanks
(eachten feet deep) lie nearby, their contents pumped at the drilling bit as
coolant. Between the mud tanks and the drawworks are four tdl butane
tanks, which fuel the rig's steam generator; destructi on-ninded FCSs nay
use a combination of combustibles and Gemstry and Mechanical Repair
rolls to blow thet aks sky-high. Theensuing explosion causes 20d6 points
of damage to anybody within a two yard radius, 19dé in yards 3-4, and SO
on (consult theexploson rules in CoC 5.1, p. 32). Thedarrick's structural
support s have 70 hit points each, and are four yardsfrom the butane tanks.
Anyone who is standing underneath the demck if it topples over will not
live long enough toregret it.

Southeastern Louisiana Parishes
(including Lafourche Parish)
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These oil complexes make wonderful headquarters for campaign bad
guys. For that matter, the pretext of petroleum exploration can provide a
front for nefarious Mythos-related activities, such as drilling to locate a
buried deep one or mi-go colony. Don't forget that the sounds of inhuman
chanting can be easily drowned out by the cacophony of the drilling rig!

| ndian Burial Mounds

Lou siae, Mississippi, and Arkansas are dotted by pyramidal burial
mounds, constructed anywhere from a century to a millennium ago by
Indians. It would be difficult to make a definitive list of dl the Indian
nations that have inhabited the bayou country throughout their nomadic
existence, but it is known that, at the time of European colonization, the
Houma, Choctaw, Natchez, Chickasaw, Chouacha, and Bayougoula were
all active within afifty-mileradiusof present-day New Orleans. Many of
these tribes built burial mounds in the bayou country, but most of the
mounds were raised centuries ago by tribes which have long since disap-
peared, tribes who are believed to have migrated to the Mississippi River
Valley franMexicosome time beforethe riseof the Maya.
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A typical mound
is eighty-five feet in
diameter and eigh-
teen feet high. The
bottom layer of earth
is the burial mantle,
upon which thechar-
nel house, or "bone
house", once stood.
Choctaw  funera
custom dictated that
the deceased had to
liein the open air to
putrefy for a certain
amount of time, after
which the body was

CENTRAL “TEMPLE®
MOUND
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stripped of its flesh.
The skeleton was then placed into a coffin and carried to the bone house,
where mourning and funeral rites were held. Once the bone house was
filled to capacity, it was covered with dirt, forming the™* primary mound™ in
the diagram. Many bones were removed from the house before burial and
then were arranged in a pyramidal or conical arrangement around the pri-
nary mound, and a second layer of earth waslain—thisis the " secondary
mound™ in the diagram. In certain circumstances, a particularly revered
individual was interred in the burial mound, and his slaves or followers
buried in the secondary mantle (such as in the case of a sorcerer and his
retainers). Typicaly, tools, pottery, quartz crystals, and other items of
importance to the departed were buried with him (the reader should note
that funeral customsvary fromtribeto tribe).

Sometimes whole villages were buried. Nanih Waiya, the sacred
mound of the Choctaw (in present-day Winston County, Mississippi), was
oncea fortresssurrounded by high paisades, visited by De Soto and Vega
Great roads, still visiblein the surrounding forests, led to the city, which
was the center of sun-worship. The flattened top of the central mound was
used as an open-air templeto Aba Inki, or the" Great Sun Father", where
praises were sung and offerings burned.

To the Choctaw, Nanih Waiyaisthe* cradle” of their race. According
to one legend, the mound conceals a network of cavernswhich lead to the
center of the earth. Aba Inki rammed his foot into Nanih Waiya, which
caused Ishki Chito, or "' Great Earth Mother™, to disgorge the first humans
from her subterranean womb to the surface world. Apparently, these sem-
ina persons were wet, slimy, and flaccid, so Aba Inki had to hang them
from the city's ramparts to dry. Another legend has the Choctaw and
Chickasaw traveling to the Mississippi River Valey from a " great west-
ern country™ (Mexico?) during a severa-week deluge. They were only
able to spot Nanih Waiya by the enormous** pole” (monolith?) jutting out
of its center. After the rains subsided, the two tribes made this site their
capita city.

Nanih Waiya undoubtedly influenced the mound-builders of the
bayou country, and Keepers are encouraged to make use of the charnel
pyramidsin their campaigns. The hurricanes which lash the swampsduring
the summer monthscan uncover heretof oreunderbrush-conceal ed mounds,
their secrets ready to be unleashed. Investigators hoping to excavate the
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TAamTED CAJUNS

Entire vilages in the vicinity of
Barataria Bay consist of the
human descendants of deep
;ones. The tainted seaside
dwellers have a recognizable
‘Innsmauth look™ to them—
bulging eyes, bloated faces, flat
noses. These villagets pass for
hums easily enough, and
mingie well with human -soci-
ety—many work in New
Orleans as dockworkers or
‘carnies at Spanish Fort
,Amusement Park (sae page
39)—but solitary trayelers who
end up at their disheveled,
. bring-encrusted hovels are
rarely seen again.

Typical TAINTED CAJUN,
Innsmouth Cousin

STR14 QGONt2 SIZ15

INTIOP OW 9 DEX10
APP 5 EDU 4 SAN 0
HP 14

Damage Bonus: +1d4

Weapons: FistfPunch 60%, dam
age 1ds + 1d4

.30 Lever-Action carbine 38%,
damage 2d8

Skitis: Climb 59%, Cthulhu Mythos
50%, Dodge 27%, Geotogy 30%,
Listen 42%, Mechanical Repair
59%, (per at e Heavy Machinsry
75%, Pilot Boat 64%, Spot Hidden
48%, Swim 95%; Languages:
Cajun 50%, French 25%

mounds may have trouble with tocat farmers Or treasure-seekers, Who plun-
der theminiaturepyramids in the hopes of discoveringsome cache of gold
buried by Gulf pirates. Thelegendssurrounding themounds certainly ¢ould
have dniser connections to the Mythos: The pole could be the granmite
obdl i sk Lovecraft mentions in “The Gal | of Cthulhu”; the "wet, slimy, and
flaccid" fird hunrans suggest the translucent couchemals of Cajun legend
(caled “Nalusa Falaya” by the Choctaw). Who knows if the subterranean
caverns beneath the moundsexist, and, if they do, to what Stygian night-
nar es they lead?

Acadian Coast

Asinvestigatorstravel further and further south from New Orleans, they
will find that the bayou country makes asubtle, gradual declineintot he
Gulf of Mexico. Along thecoastlineof Louisiana, thedensejungleforests
disappear, replaced by a completely flat expanse of coastal marshes,
Watery meadows of tall three-cornered grass stretch for miles, infre-
quently occupied by asingle, lonely treeor elegant egret. The gulf waters
are held-back from the coast by cheniers, enormous sandbar s that have
been built up by years of sedimentary deposits. These ridges range from
afew feet to afew milesin length, and are usually covered by mgty
oaks. The cheniers protect the plant life of the marshes from salt water,
allowing freshwater plantsto flourish.

Numerous (3 Un villages squat by the waterside. These towns are
dominated by sprawling, makeshift waterfront dstricts, piers, and board-
waks held together by twine and rusty nails—a stiff wind looks strong *
enough to reduce the place to plinters, and hurricanes tend to do just that.
Thelr inhabitantsmake their living by deep-sea fishing and shrimping, their
trawlers coming and going at all hours. Others bunt the tidal ponds for
crawfish, oysters, frogs, and clams.

A few 1Tl es offshore, investigatorsencounter Rum Row, thehub of the
Mafia’s extensive bootlegging operation. A long line of shipsis moored just
outside United States territorial waters. They act asfloating acohol distri-
bution sites: The smaller ships (usualy modified fish or shrimp trawlers)
are marine liquor stores, where customersshow up, buy their booze, and
leave; the largest are converted cargo shi ps or pleasure boats which have
becone extralega nightclubs, offering dancing, gambling, and fine dining
along with the hooch. Sincethregat s from the United States Coast Guard—
and piracy by rival gangs—are congtant, thecrewsar theseships are always
well armed.

Foz these unabletofind a boat to makeit to RUmRow, thesalt marsh-
es and bor der i ng bayeu sSwampsprovideseveral secret storagefacilitiesfor
the Mafia’s liquor. Ndb boats rendezvous with Rum Row—which receives
shipments of booze from Cubaand Jamaica.daily—to load up with car go,
then return to the Acadian Coast to dump it into waiting trucks near the
fringe of the salt marshes. The booze is then transported to barns, houses,
and shacks throughout the jungle, where customers may examine tfe ille-
gal wares and eventually transfer them to speskeasies or hones in New
Orleans. Many Cgjuns pick up extra money by using their boats or man-
power to belp with La Cosa Nostra’s Rum Row eperations. Investigators
who stumble across the smugglers at any point Will haveto explain them-
selves to several trigger-happy mobsters, ME of whom are quick to
assume the PC’s are members of a rival gang.
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The Mafia

In the late nineteenth century, New Orleans was second only to New York for the number of mafiosi entering the country from Italy.
La Cosa Nostra operated without restraint in the 1880’s, wresting control of the rackets from the Irish gangsters who had previous-
ly dominated the city. New Orleans, however, has always been a very anti-Italian town, and public sentiment against La Cosa Nostra
exploded in 1891, when a vigilante mob attacked a jail housing eleven mafiosi suspected of involvement in the 1890 assassination
of Police Chief David Hennessey. Nine of the suspects were gunned down in their cells; the other two were lynched in the streets.

The current godfather of the Crescent City, Charley Matranga, is old enough to remember the lynchings, and he has forbidden
all mobsters from killing policemen. That edict, combined with Prohibition, has caused the public’s opinion of the Mob to do an abrupt
about-face in the twenties. The efficient manner in which the Mob maintains Rum Row has earned them the respect and money of
a city filled with avid drinkers. :

Consequently, the gang situation in New Orleans is relatively stable. The Mafia kingpins have begun to flaunt their newfound
wealth, running expensive night clubs and buying up property all over town. The only people who complain about this are the older
Creole families, more concerned with the nouveaux riches’ Italian heritage than their underworld connections. A full third of the city’s
police force is on La Cosa Nostra’s payroll, so they have little trouble from the authorities. Their only significant criminal competition
comes from the Zobop (see page 34), but (although no mafioso would actually admit this out loud) the voodoo gangsters scare the
beejezus out of the Mob. They’re more than willing simply to deliver booze into the hands of the Zobop, and let the Red Sect con-
trol Rampart Street without interference.

It is doubtful that investigators will encounter the Mob in an adversarial role, but rather as speakeasy owners, bouncers, and
the like. Unless, of course, they stumble across a Rum Row shoreline drop-point while exploring the Acadian Coast. Or if they inad-
vertently shoot up a Mafia-controlled casino while on a case. Or if they somehow get drawn into a full-fledged gang war between
the Mafia and the Zobop. Or ...!

Typical MAFIA HENCHMAN

STR15 CON14 SiZ14 INT11 POW 11
DEX12 APP11 EDU10 SANS55 HP15

Damage Bonus: +1d4

Skills: Deliver Booze Discreetly 60%, Dodge 45%, Extort Money 25%, Handgun 50%, Intimidate 35%, Sneak 40%, Submachine-
gun 50%; Languages: English 25%, Italian 50%

Typical MAFIOSO

STR13 CON13 SIZ12 [INT14 POW M
DEX12 APP12 EDU12 SANS55 HP 13

Damage Bonus: +1d4

Skills: Dodge 35%, Extort Money 45%, Fast Talk 50%, Handgun 50%, Intimidate 45%, Pay Bribe 40%, Sneak 40%; Languages:
English 35%, ltalian 60%




V oodoo

The way We tell it, hoodoo started way back before everything. Six days of magic
spells and mighty words and the world with its elementsabove and below was made
And row, God isleaning back taking a seventh day rest. When the eighth day comes

around, HEll start to making new again

Man wasn't made until half-past five on the sixth day, so he can't know how anything
was done ....

—Zora Neale Hurston, Mulesand Men

oodoo, or hoodoo, or vaudou, voudou, or vodun, is an African-
& /- derived religion, influenced by Roman Catholicism, that has been
practiced in the United States (mostly Louisiana), the Caribbean
(mogtly Haiti and the Dominican Republic), Mexico, and South America
for centuriesby thedescendantsof Africandaves. Focusing on theintimate
relationship between the relm of humankind and the redm of the loa, a
group of divine spirits related to Catholic saints and African tribal gods,
voodooisin dl itsaspectsaliving faith, in which its believersarein con-
stant contact and conflict with the supernatural . Voodoo has been subjected
to much sensationalismand distortion; thefollowing ruleshopeto remainas
respectful to faith and legend as possible, while till providing Call d
Cthulhu garnerswith playablerulesand background

Although no precise date for the conception of voodoo is available,
scholarsgenerally agree that the religion began in the mid-seventeenth cen-
tury, when Africansfrom the Congo, Guinea, and Dahomey were brought
to the French Wegt Indies as daves. Hoping to preserve their native beliefs
in theface of aggressiveconversion attempts by French Catholic misson-
aries, thedaves (at first clandestinely) incorporated Christiandoctrineinto
triba tradition. With the passing of generations, the dichotomy between
Catholicism and African polytheism disappeared, replaced by the single
faith of voodoo. Most voodooists today (and in the 1920's) consider them-
selves Catholics, seeing no distinction or contradiction between voodoo
and the teachingsaof the Church.

While all voodooists profess belief in a supreme, neo-Christian God
whichinfluencesal things, theloa (also knownas the Mystéres [Mysteries]
or the Invisibles) remain at the center of the voodoo tradition. Like many
deities, the loa possess specific spheres of influence (the sea, snakes, love,
and so forth), and many myths detail their intrigues with one another;
unlike many deities, however, the loa are pa pably human, possessing the
same petty jealousies, grand passions, and impulsive schemesas their wor-
shipers. Furthermore, the loa are exceedingly accessible, and voodooists
consult them about the most commonplaceactivities: Theloaassi st humans
in lovedfars, advisethem on investmentsin the stock narket, influence
trialsin their favor (or against their enemies), and appear in their dreamsto
provide vital advice. Theloa areas much a part of the voodoo community
as the humans, and are referred to as respected (al beit unseen) elders.

While the precise practice of voodoo may vary from nation to region
to village, all voodooistsagree that thereare two distinct tribes or families
d loa TheRada tribe are the gods most unchanged from their African ori-
gins, originatingin theancient practicesof Dahomey. Radaloaarethe good
spirits, the ones mogt 'friendly to humankind and the deities most often



invoked by the voodooist. Seven of the Rada loa are discussed in detail in
"The Loa” section (page 64).

The other tribe of loa, the Petro, have hazy origins. Some claim these
are the gods o the Congo, some claim they did not arise until the daves
cameto Haiti, and others merely say they are*'not of Africa™* Although not
all Petro loa are baka, or evil spirits, they are certainly more violent and
hostileto humansthan the Rada loa. All Radaloa have Petro counterparts,
darker haves, so to spesk, which few honest voodooists summon for fear
o provoking their malignant wrath. The bloody 1804 dave revolt that
threw the French out of Haiti wasincited by a Petro loa ceremony.

VVoodoo cameto New Orleansin 1719, when Louisiana began import-
ing large numbersof davesfrom the French Wes Indies. Despiteeffortsby
the Spanish and French to suppress voodoo (its practice was illegd until
the United States purchased Louisanain 1803), the religion thrived in the
large black community. By 1925, it would befair to estimate that approxi-
mately 10%af the New Orleans population are practicing voodooists (of
this number, 75% are black, 15% are Hispanic, and 10% are white).
Although the sections below refer mainly to Haitian and American voodoo,
with little modification they should hold true for voodoo practiced any-
wherein the world.

Humfor

The voodoo worship-place, or humfor, may be a room in the mambo's
house, an open-air lean-to, an abandoned building, or a shack built espe-
cidly for this purpose. If the humfor isindoors, thereisasmall antecham-
ber just outside it, where supplicants may wait for the ceremony to begin.
Drawn on the ground in the doorway leading to the humfor’s interior isa
series of lines and whorls designed to block the entrance of beka
Theoreticaly, the evil spiritswill try to follow the pattern of circles and
becomeforever logt in the design.

Theinterior of the humfor is"hdd up" (metaphoricaly spesking) by
two poles—one around which the women are to congregate, and another
for the men. The wadls are usudly painted with designs of serpents or
dancers, and necklaces of snake vertebrae are hung for decoration. The
Catholic background of voodoo is not forgotten in humfor design: Icons,
crucifixes, and
images of the
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Black Spiritualist Churches

In the 1920's there were sever-
al black spiritualist churches in
the city, falling theologically
somewhere between voodoo
and Christian Science. They
were part of the general spiritu-
alist boom in the 1920’s, but
had a New Orleans twist.
Almost all were founded and
run by charismaticwomen lead-
ers. Two examples:

- The Church of Helping
Hand and Spiritual Faith,
located at 2925 Audubon
St. Founded by Mother L.
Crosier. About 500 mem-
bers. Mother Crosier per-
forms faith healing and
casts out spirits. Services
nightly at 8:30 p.m.

St. James Temple of
Christian Faith Number 2,
located at Felicity St. and
Jackson Ave. Founded by
Mother E. Keller. About
300 members. Mother
Keller claims to have
learned voodoo from an
Arab prince in New York,
but renounced it. She
heals the sick, foretells
the future, and reveals
secrets about members of
the congregation. Ser-
vices nightly at 8:30 p.m.

Virgin Mary
abound. The dtar
is a the front of
the room, covered
by a white lace
tablecloth upon

CHAMBER

WAITING I

which lie jugs o
wine or fruit, and
plates of fancy
cakes and cigars
for the loa. The
design on the
floor in front of
the atar is the

MALE POLE

FEMALE POLE

0/
@
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;LALTAR

L~ DRUM¢S
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DR. JoHN

Dr. John ts one of the more
flamboyant voodooists in New
Orleans, striding around town in
his stove-pipe hat, black cape,
and elaborate facial tattoos (he
claims they are ancient
Dahomeyan warior markings).
He lives in an dl-black apart -
ment building on Ursuline
Street, in the French Quarter.
Almog dl of theresidents of the
buldng are members d Dr.
John's congregation, and the
hungan holds his ceremoniesin
the house’s courtyard, which
has been converted into an
ar humfor. More than a
littte high on himsdf, Dr. John
tdls anyone within earshot that
he works the best mgo in
Ameica Invedtigators can
exploit his pride to persuade
him ino hdping them via a,
"W, if yau dont think you can
handeit ..." goproach.

DR. JOHN, Hubristic Hungan,
age 40

SIR 8 CON 14 SIZ 9
INT 13 POW15 DEX 11
APP16 EDU11 SAN75
HP 12

Damage Bonus: None

Spells: Contact Loa, Contact
Spirits of the Dead, Enchant Gris-
Gris, Enchant Ju-Ju, Soul
Extraction

Skills: Art (Dancing) 34%, Art
(Drums) 26%, Art (Singing) 45%,
Bargain 84%, First Ad 97%,
Natural History 48%, Occult 61%,
Persuade 81%, Pharmacy 70%,
Psychology 64%; Languages:
English 76%, French 38%

which the godsenter the humfor: The northernmost circle representsearth,
thewestern onesky, and thesouthernonesea, and the pattern isusualy sur-
rounded by acircledf cornmeal, Drammers—who accompany the ceremo-
ny's dances—sit on the right of the atar, and the mambo sitsto the left of
thealtar on astool.

Mambos and Hungans

In America, voodooO is primarily a matrilineal religion. A congregation is
led by apriestess known asa manbo, or VVoodoo Queen, whose mantle is
handed down from daughter to daughter. Typically, a mambo will choose a
male assistant as an gpprentice, or hunzi, who eventualy rises to the post
o hungan, or Voodoo King. The hungan is the man hand-picked by the
mambo t0 lead ceremonies and rituals, while the mambo watches intently
from the sidelines, occasiondly giving commands or lending advice (in
Haiti, the hungan is nare often the heed of the congregation). Often the
nmanibo will be given the title "Mother™ or " Man&" (e.g., Mother Smith,
Mama Jones).

In game terms, mambos and hungans should be powerful NPC’s with
high ™, coN and pow. They have high skill levels in Art (Dancing,
Drums, and Singing), Bargain, First Aid, Natura History, Occult, Persuade,
Pharmeacy, and Psychology. if a mambo (or hungan) has any Cthulhu
Mythos knowledgeat all, it is just enough to know what to warn her fol-
lowersaway from. It is possiblethat powerful mambos possessoneor two
of the more benign spellsfrom the Lesser Grimoire.

Wl awaredf thefear and prgjudicetheir faithinspires in the uniniti-
ated (whitesin particular), voodooists rarely divulge their secrets to out-
siders. Investigatorshoping to meet ahungan or mambo must first befriend
amember of avoodoo congregation and gain that person'strust. Theinves-
tigators friend will bethe intermediary between the mambo or hungan and
the party; the voodoo leader will agree to meet with the PC's only if they
are in some dire need of assstance, or if they are fighting a threat which
could endanger the mambo's congregetion. Alternatively, investigators
could encounter a mambo in her day job, since being a voodoo leader is
rarely a full-time occupation: PC's may be shocked to learn that the maid
in their hotel or the comer newspaper vendor moonlights as a powerful
voodoo priest or priestess. If thisisthe case, the mambo may approach the
PC's hersdlf, warning them of some supernatural danger of which the loa
granted her foreknowledge.

After theinitia meeting, the mamboor hungan decideswhether or not
the investigators’ case warrantsfurther scrutiny. The voodoo leader acts as
physician, therapi<t, and financial advisor to her congregation, and will per-
form the same tasks for the party, if she judges their need to be grest
enough. For PC's, themambo will bemost useful in her ability to diagnose
and cure hexes or spells which may have been cast on the investigators,
usualy with potions created from strange herbs, obscureswampflora, and
other weird ingredients(like dirt from thegravesaof murdered children, for
example). The Keeper should roll under the mambo's Pharmecy skill level
for success (theeffectivenessd voodoo treatment against Mythos magicis
up to the Keeper's discretion, however). If the investigators’ troubles are
especially severe, the mambo may arrangefor the PC's to meet with theloa
themselves, which will involve atrip (usualy with theinvestigatorsblind-
folded) to the humfor.



Conjure Doctors and Bokor

The most frequently encountered voodoo magician—asde from the mam-
bos and hungans themsdalves—is the conjuredoctor. Often afailed hunzi or
hungan on the skids, the conjure doctor does for money what the mambo
doesfor her parishioners for free. Most of the conjure doctors' activities
involve magicdly influencing their clients love and business lives.
Although charlatansabound, bonafide conjuredoctorsshould know sever-
a Voodoo Grimoire spells and have a high Pharmacy skill level.
Investigators coming to conjure doctors to have curses, hexes, and mali-
ciousspellscast (such asenchanted dolls, wanga, or a Sending of the Dead
spell) should expect to pay upward of fifty dollarsfor their services. Many
French Quarter conjure doctors number membersof the white Creole elite
among their clients.

Whilethe conjure doctor is treated with the same respect a physician
or lawyer deserves, the bokor, or evil sorcerer, is universaly feared and
despised by the voodooist. The bokor are those magicianswho "' serve with
both hands'—they worship the maevolent Petro loa in exchange for
wedth and magica power. Bokor are the bogeymen of voodoo tradition,
congtantly seeking to swindle honest folk, seduce innocent women, and
promotetheir own selfish agendas.

Bokor often band together into secret societies, performing human sac-
rifice and other blasphemies at their midnight rites. While the most well
known and feared secret society is the Zobop, other organizations of bokor
are whispered to have superhuman abilities. The loups-garous have been
given the powers of shapeshifting by the baka; the most common formis
that of awerewolf (see CoC 5.1, p. 136), but other loups-garous have been
known to transform into giant cockroaches or goats. An exclusively female
group of bokor are the dreaded sucettes (*"suckers™), or vampires (see CoC
5.1, p. 135). The common victimsof these sorceressesare young children,
who arelured away by the women's beauty to befeasted upon en masse by
the bloodsucking brood.

Like conjure doctors, many bokor offer their services for hire.
Particularly vindictiveindividualspay bokor to turn their most hated ene-
miesinto zombi, the walking dead; a descriptiondf that spell may befound
in the Voodoo Grimoire. VVoodoo zomhbi differ dightly from the type listed
intheCall d Cthulhurules: A true (voodoo) zombi possessesthesamesTr,
siz, and Dex it did in life; its con should be rerolled on a 4d6, its Nt and
POWoN a |d6. Zombi have no armor, and their only wegponsarefids (dam-
age 1d3+db) and any weapons their masters command them to use. True
zombi are near-mindless automatons; the most fearsome thing about them
istheir utter |listlessness, the horrendous reluctance of their movements, as
if each step they took brought them further and further from their beloved
graves (asan check isrequired only if the person attacked knew the zombi
inlife; if acharacter failsthe check, the san loss is 1d6+1). \Voodoo zombi
look like sleegpwal king humans, and may walk through living society with
relativeease.

A zombi created by hireisdeliveredintothehands of itsformer enemy
asadave, where it remains until it has decayed into uselessness, or until
the bokor who cregted it dies. When this happens—or, if the Keeper gives
credenceto some folktales, when salt is placed on its tongue—one of two
thingsoccurs. One, the zombi may return to itsgraveand attempt todig its
way back in; or two, the zombi rolls under its INT X 5 on a d100. If suc-
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JULIA JACKSON

Julia Jackson is one of Ram-
part Street's more prosperous
conjure doctors. She owns a
large house on Perdido Street
and a chauffeured limousine.
Although she has an evil repu-
tation, in reality she's a busi-
nesswoman, pure and simple;
she hasn't gotten where she is
by playing favorites, pursuing
vendettas, or choosing sides. If
someone has paid her to hex
the investigators, she will gladly
remove that curse if the PC's
make her a more lucrative
counteroffer: Those are her
ethics. The sign on her door
reads "PERSONAL CONSUL-
TANT."

JULIA JACKSON, Shrewd
Conjure Doctor, age 31

STR 11 CON9 siz16

INT 12 POW14 DEX 9
APP 14  EDU 12 SAN70
HP 13

Damage Bonus: +1d4

Spells: Contact Loa, Contact
Spirits of the Dead, Enchant
Candle, Enchant Doll, Enchant
Gris-Gris, Enchant Ju-Ju, Enchant
Wanga, The Sending of the Dead

Skills: Accounting 52%, Bargain
72%, Credit Rating 43%, Drive
Auto 69%, Fast Talk 81%, First Aid
50%, French 77%, Law 40%,
Medicine 12%, Natural History
42%, Occult 89%, Pharmacy 82%,
Psychology 36%;Languages:
English 65%, French 54%
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ELIWAH

Born into slavery, Elijah (surname
unknown) learned from Azzaca-
petro (avatar of Shub-Niggurath)
the secrets of the loups-garous.
This shape-shifting sorcerer has a
wealthy Creole planter under his
power and has ordered the man to
restore his family's dilapidated
Bayou St. John home, which Elijah
eventualty plans to use as his
headquarters. Visitors to the plan-
tation house notice that the work-
men seem a little ... sluggish.
They're all zombi under Elijah's
command, and he caresses and
coos at them as if they were his
own children. When in werewolf
form, Elijah hunts in City Park for
his favorite diet of unwary muggers
or hobos.

ELIJAH, Bltter Bokor, looks 65

HumaN FORM

STR 16 CON8 Si1Z13
INT 14 POW16 DEX 9
APP 12 EDU11 SAN 0
HP 11

Damage Bonus: +1d4

Spells: Contact Azzaca-petro (actual-
ly Contact Shub-Niggurath), Contact
Loa, Create Zombi, Enchant Wanga,
Shrivelling, Soul Extraction,
Summon/Bind Baka (actually
Summon/Bind Dark Young)

Skills: Architecture 44%, Astronomy
39%, Cthulhu Mythos 25%, First Aid
45%, French §8%, Medicine 15%,
Natural History 93%, Ocoult 72%

Loup-caRoU FORM

STR28 CON14 SIZ13
INT 14 POW 16 DEX 18
HP14 Movel2

Damage Bonus: +2d6

Weapons: Bite 30%, damage 1d4 +
2d6

Claws 45%, damage 1d8 + 2d6
Anor: 1-point hide, plus regenera-
tion of 1 HP/round

Skills: Hide 60%, Sneak 76%, Spot
Hidden 46%, Track 80%

Sanity Loss: 0/1d8

cessful on the latter, the zombi awakens from its necroleptic trance and
becomes what Haitians call a zornbi savant, or recovered zombi. The for-
mer zombi will still be mildly retarded—his ™t may return to only 9 or
s0—and peoplewill be haunted forever by his soullesseyes, but heis now
capable of carrying on amore or lessnormd life.

A bokor is aso willing to contact the horrible baka, for a hearty fee.
Wereit not for their incredible power—rivaing that of the loa—and their
knack for knowing the whereabouts of buried treasure, it is doubtful that
any sorcerer would be foolish enough to summon baka to the mortal plane
(see the Summon/Bind Baka spell in the Grimoire for details). It is poss-
ble for an exceptionally wily bokor to bind a baka to a particular localeas
a guardian spirit. In this case, the baka will guard the area for al eternity
unlesssomehow dispelled by aloa or powerful mambo. Gameattributesfor
individua baka are left up to the Keeper, although beka probably possess
a leest @ 4d6 in al physica atributes and a 2d6 + 6 in Nt and pow.
Wegpons include claws and barbed tongues. As asick joke baka take the
form of harmless animas—grasshoppers, lambs, occasondly infants—
which then transform into hideous versionsaof themselvesin order to terri-
fy victims (at a saN loss of at least 1d3/1d8). The true forms of baka are
unknown; presumably they ar e too hideousfor any morta to gaze upon and
survive with her sanity intact.

Bokor should be constructed by Keepers with the same basic template
as mambos and hungans, occasionally in possession of some of the nastier
non-Mythos spells from the Lesser Grimoire. A bokor's san should be
lower than that of the average voodooist, as his Cthulhu Mythos score is
usudly higher; a bokor's pursuit of magica power may take him into the
presence of those weird beingsf rambeyond space and time.

Voodoo and t he Mythos

As the previous sections suggest, the intimate, very humanistic world of
voodoo lies in stark contrast with the cosmic, alien horror of the Cthulhu
Mythos. Keepers may be leery about introducing some of the folksy ele-
mentsaof voodoointo acampaign which hasled playersto believethat san-
ity-blasting revelationsawait their investigatorsaround every comer. This
section offerssomesuggestionsfor Keegpersto incorporatetheloaand their
followersinto the campaign, while still remaining faithful to Lovecraft’s
basic concepts.

If the loa are aware of the existence of the Mythos, they would
undoubtedly despise them. After dl, if human beings are wiped off the
earth, the loa would have no one to worship them. As deities friendly to
humankind, theloa could be persuaded to assist investigatorsin their strug-
gles agang the Mythos in the form of spells, advice, and clues.
Investigators would find hungans and mamboas vauable alies if the loa
favor their quest, providing hiding placesfrom the authoritiesand protec-
tion in communitiesunder their influence.

Mythos beings are not likely to be known under their true names; it is
more probablethat a voodooist would refer to them asasubspeciesdf baka
Hence, Dagon, Cthugha, and Atlach-Nacha are known as “fish-baka”,
“fire-baka”, and “spider-baka”, respectively. Bokor are the voodooistswith
the mogt frequent contact with baka, and thereforethe ones mogt likely to
consort with the Mythos—ether as sorcerers occasondly calling on the
"bakd' for magical knowledge, or as dyed-in-the-wool cul t.,usng the



veneer of voodoo to mask more blasphemousactivities. Thislatter form of

bokor isthet ype most likely to employ servitor racesas foils. Investigators
will find many voodooistseager to help them purge a Mythos-influenced
bokor from their midst.

Another, more sinister possibility exists, however. The loa of the
bokor-favored Petro tribe, the non-African, more aggressive and violent
family of spirits, may be composed entirely of Mythos entities. In other
words, the Petro counterpart of a Rada loais, in fact, one of the Mythos
deities. If thisisthe case, then the Mythos/Petro counterpartfor each of the
seven Rada loalisted in "' The Loa” section are as follows:

« Pgpa Agwé—Cthulhu

+ Damballah-weédo—Yig

« Ezili-Freda-Dahomey— Yibb-Tstll
« Father Legba—Y og-Sothoth

» Ogu—Hastur

- Baron Samedi—Nyarlathotep

« Zaca—Shub-Niggurath

Voodooists know these Mythos entitiesonly by their Petro names—
Cthulhu is known as Agwé-petro, Yibb-Tstll as Ezili-je-rouge—but bokor
and mambos alike are aware of their existence and fear their power. The
Contact Loa spell, when ussd to summon a Petro loa, invokes a lesser
avatar of theMythO6being desired. Theseavatars, if encountered in dreams
or depicted in frescoes, resemble their Rada counterparts, but with
grotesque physical characteristics that betray their Mythos origins. For
example, Agwe-petro hasa mgjestic beard, like PapaAgwe, but it isafes-
tering mass o tentacles; Ezili-jé-rouge is a woman in a dress, like Ezili-
Freda-Dahomey, but hasglowing red eyesand aset of Yibb-Tsll's writhing
teats. These avatars may be beseeched and spoken to as any loa, but their
responses are adightly humanized verson of the unfathomable desires of
their incomprehensiblenasters, and rarely turn out well for humankind.
Honest hungans and mambos Infrequently deal with these maevolent
deities; Mythos-connected bokor may circumvent the avatars atogether
and dedl with the Mythos entitiesdirectly. The Rada loa are awvare of the
destructive nature of their Petro cousins, and urge their followersto assist
investigatorsbattling the Mythos in any way possible.

Of course, the possibility that the Petro loa are avatars of the Mythos
raisessevera vexing questions. What are the Rada loa? Benign, corrupted
versons of Mythos deities, which have warmed to humans over centuries
of worship?Are they yet another machination of Nyarlathotep, sent to lure
unsuspecting voodooi stsinto fal se complacency, which will be yanked out
from under them whent he starsareright, and the Great Old Onesagain rule
the Earth? Is there some terrifyingly powerful Mythos artifact hidden in
Haiti, suchas an abandoned mi-go colony, from which thedavesgained the
knowledge of Mythos (Petro |0a) worship?
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PAPA SCREECH

Papa Screech (whose real name is
unknown to any save himself) assumed
leadership of one faction of the New
Orleans Cthulhu cult after the raid of
1907. He has converted it to a cult wor-
shiping Hastur. He condescends to
whites that he meets, feigning igno-
rance and servitude while at the same
time relishingthe thought that someday
the power of Hastur will squash them.
His speech is sdft, abrupt, and to the
point. He always carries his Bowie knife
in his boat, and will carry a gun if he
suspects trouble.

Papa Screech's contemptuous
eyes first rivet and then skewer the
casual onlooker. He is a black man of
medium build and has prematurely
graying hair and a beard. He dresses in
working-class clothes, but always with
bizarre accessories, such as a snake-
skin belt, or a leather thong around his
neck hung with half a dozen rattlesnake
rattles. Sometimes he sports a card-
board badge with the Yellow Sign hand-
painted on it.

PAPA SCREECH, Bokor Cultist,
looks mid-40’s

STR13 CON 11 SIZ13
INT 14 POW31 DW12
APP 8 EDU9 SANO
HP 12

Damage Bonus: +1d4

Weapons: Bowte knife 5%, damage
1d4 + 2
.38 revoker 37%, danage 1d10

tem Carried: Whistle made from femur
of a human child (enchanted to add 40%
to chances of Summon/Bind Byakhee)

Spells: Brew Space Mead, Call Hastur,
Create Gate, Dominate. Enchant
Byakhee \Whistle, Power Drain,
Shrivelling, Summon Ghost,
Summon/Bind Byakhee

Skills: Camouflage 32%, Cthulhu Mythos
1%, Dodge 43%, Fast Tak 42%, Hide
34%, History 52%. Listen 47%. @ t
80%, Psychology 35%, Sneak 33%, Spot
Hidden 54%, Throw 38%; Languages:
English 40%, French 50%
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Loa

Father Legba, open w de the gate!
Father Legba, where are thy children?
Father Legba, we are here.
Father Legba, open wide the gate that he may pass!
— voodoo i nvocati on

Although the number of 10a are legion, the seven most commonly contacted
membersof theRada family arediscussed below. For game purposes, theloa
areconsideredto be akin to ghosts, as per CoC 5.1, p. 131 Their only attrib-
utes are INT and pow, since they manifest themselveson the earthly plane
only through the possession of human hosts (q.v. the Contact Loa spell for
details). Most loahaveskillsrelated to their spheresof influenceat near-per-
fect skill levels (Papa Agwe, the ssaspirit, would have Navigate at 98%, for
example). Provided in each loa's descriptionis his or her physica descrip-
tion (if encountered in dreams), persondity, favored offerings, possession
habits, symbol(s), and counterpart in the Catholicand Petro loa hierarchy.

Papa AGWE (also known as Agwe-Woyo)
INT 13 POW 18

A handsome mulatto with glowing green eyesand afull beard, Agweisthe
patron loaof mariners and thesea. He may only besummoned at the beach,
whensmall skiffsfilled with champagne (his favoritedrink) are pushedinto
thesurf for i MUnfortunately, those possessed by him have a tendency to
diveimmediately toward the ocean, so they need to be restrained by atten-
dants. Despitethis, heisan amiable deity. Symbol: Boat. Catholic counter-
parts: St. Ulrich, St. Amboise. Petro counterpart: Agwe-petro.

DAMBALLAH-WEDO
I NI 17 POW 25

At oncea ran, lightning, and snake deity, Damballah-wédo is usualy pic-
tured as a handsome, gentle young man, one of the kindest and most fre
quently consulted loa. Damballah prefersawhiteanimal (usually a chicken)
as a sacrifice, and Thursday is hisfavoriteday to appear. Those possessed
by him act like snakes, darting out their tongues, dithering on the ground,
and climbing trees. The hosts whistle instead of spesk, Damballah's words
interpreted by the attending mambo. Symbols: Snake, rainbow. Catholic
counterparts: St. Peter, St. Patrick. Petro counterpart: Damballah-flangbo.

EziL1-FREDA-DAHOMEY
INT 11 POW 12

A beautiful, hedonistic mulatto, Ezili is the patron loa of the feminine
graces. Most often summoned to help with problems of the heart, she
prefers make-up and soft drinks as her offerings. Whether she possesses a
man or a woman, that personimmediately beginsto apply the make-upand
demand pretty dressesto wear. She speaksthrough her host in high-pitched
French. Symbol: Heart. Catholic counterpart: Virgin Mary. Petro counter-
part: Ezili-jé-rouge ("'Ezili of the Red Eyes™), patron of loups-garous.

FATHER LEGBA

INT 21 POW 40

The Master of Crossroads, Father Legba guardsthe gate between the reatm
of gods and men. Considered the interpreter of the loa, Legbais the first
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spirit summoned at any voodoo ceremony, and his nameis alwaysinvoked
when aspell iscast. Hisappearanceof aman dressed in rags, with onelame
leg, conceals his nature as a mischief-maker and seducer of women.
Although he may be contacted anywhere, he preferssacrificesof cocksand
goats. Those possessed by him are usually gripped by violent spasms.
Symbol: Crutch. Catholic counterparts: St. Lazarus, St. Anthony the
Hermit. Petro counterpart: Maitre-Carrefour, patron of bokor.

OGu
INT 10 POW 12

A veteran soldier in a tattered uniform, Ogu is the no-nonsense war god,
consulted for adviceduring conflict. Unlikeother loa, Ogu refusesall offer-
ings. When he mountsa host, he wants to prove his toughness, so a pan of
flaming acohol is providedfor him. Ogu thrustshishost's handsin thefire,
keeping them therefor quite a while—athough the host is never bumed.
Those possessed by Ogu constantly criticize the moras and work ethic of
the congregation in incredibly profane language. Ogu’s bark tends to be
worse than his bite, however. Symbol: Saber. Catholic counterpart: St.
James the Elder. Petro counterpart: Ogu-yansan.

BARON SaMEDI
INT 18 POW 320

Theamord personificationof death, the Baronisatall, sinister maninsun-

glassesand a top hat, alwayssmoking a cigarette. All murders and necro-

mantic magic—such as the creation of zombi —must be cleared by Samedi

before they can be performed. The Baron prefers rum and tobacco as offer-

ings, and may only be summoned in a cemetery. Those possessed by him
frequently punctuate their speech with deep, chilling laughs. Symbols. Top
hat, reverse cross. Catholic counterpart: St. Gerard. Petro counterpart:

Baron Zombi, patron of necromancers.

ZACA
INT 10 POW 14

Papa Zaca is referred to as the Minister of Agriculture somewhat ironical-
ly, since he is depicted as a country bumpkin in disheveled work clothes.
Consulted by farmersand peasants, those possessed by him speak in arural
twang, referring to parishioners as "cousin.” Simple commeal is his
favored offering, but since hedistrustscityfolk, it isdoubtful hewill appear
often in New Orleans. Symbol: Straw hat. Catholic counterparts. St.
Isidore, St. John the Baptist. Petro counterpart: Azzaca-petro.

V oodoo Grimoire

To avoodooi s, the supernatural is commonplace. Magic and magical sys-
tems in voodoo have been stripped of their mysterious trappings, so much
so that "magic” is rarely the term used: “Trick” or "help” would be more
gppropriate. Voodoo magic is neither mysterious nor awe-inspiring; it sm-
ply is, ard most voodooists have collections of charms, powders, and
amuletson their personsor in their homes, which are as common to them
as the average household appliance. Consequently, the magic system of
voodoo is much less difficult to learn than the more esoteric schools of
mystical thought. Thisis reflected in the Voodoo Grimoirelistings by the
low amounts of saN, pow, and MP needed to work magic.



Thisishardly a comprehensivelist; magicruns like water through the
voodoo world, and any respectablemambo would invent spells to suit her
immediate needs. So should the Keeper. Interested readers are directed to
Zora Neale Hurston's Mules and Men, which details many more specific
voodoo procedures. What follow are merely the most commonly cast spells.

In the spell descriptions, the word ** supplicant™ indicatesthe personfor
whom the spell is being cast, since the caster rarely works magic for him-
self. Conjuredoctorsand bokor havespellsfor sale; standard pricesarelist-
ed in each spell description, athough a successful use of the Bargain skill
could drive the cost down. An honest hungan or mambo would never cast
CreateZombi, The Sending of the Dead, or Summon/Bind Baka, however.
Those spellsare exclusively the province of evil bokor.

As with all spells, voodoo magic may be taught to investigatorsby a
skilled practitioner. After each week of intensive practice with the voodoo
sorcerer, a PC may roll under her vt or less on d100 in order to learn suc-
cessfully the spell. White people will be taught these spells only under the
most extraordinary circumstances.

CoNTACT LoAa: Thisspell may be cast by one person or by agroup, depend-
ing on the mambo's preference. Most typicaly the ceremony involves a
small congregation of worshiperswho dance to the beat of voodoo drums.
Beforehand, the desired loa's symbol, or vé-vé, must be inscribed in the
floor of the humfor or aspecified place. Offeringsarelaid beforetheloas
ve-ve and asummonsissung by the congregation.

At this point, all those present expend up to 5 magic pointsand 1 point
o san. Add up al the magic points sacrificed, and multiply that by five. If
the caster (or the Keeper) rolls under that amount, the loa in question will
"mount*, or possess, one of the parishioners present, or an assistant if the
hungan is more or less alone (the loa will not mount the spellcaster or an
unwilling host). The host's iNT and pow are replaced by thoseof theloa, and
the loas voice emerges from the host's mouth. The host isimpervious to
pain during the duration of the mounting—he will still lose hit points, but
cannot be stunned or knocked unconscious.

The caster may now deal with the loa as she would any NPC, asking
questions or making requests with social skills, Persuade being the most
useful. Theloa usually will assist the supplicantin theform of information
or advice (which option to take, or how to removea particular curse), or by
increasing a supplicant's Luck roll for a particular task —parting seas and
smiting enemiesar e not theloas style!

At the end of the ceremony, the loa devoursits offeringsand departs.
Afterward, the person possessed fallsinto a deep sleep, and rememberslittle
or nothing of the mounting when he awakens the next morning. Standard
Price: Payment is not normally accepted for casting a Contact Loa spell;
one must beinvited to haveit cast for him.

ConTACT SpiriTs OF THE DEAD: This spell has many different variations;
only one version is presented here. A tent of white sheetsis erected near a
river and jugs full of the stream’'s water are placed inside. Then, as per
Contact Loa, songs are sung, dances are danced, and an entreaty is made
for the dead to gppear. Add up all the magic points expended (1 san islost
per person casting), multiply the sum by five, and roll under that result. If
successful, the voice of the dead emergesfrom the water jugs, which may
be heard and argued with by putting one's head in the tent: As usual, the
supplicant may deal with the spirit as he would any NPC. Be careful,
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though—not all spiritsrealizethat they are dead, and some would be rather
perturbed if told. Standard Price: $50.

CRreATE ZoMsr: The bokor's victim must be brought to a state of near-desth
by a paralysis powder made of blowfish innards, akaline roots, and other
blasphemousmaterials. The poison, which hasa roT of 25, must beinhaled
by the victim. The victimfallsinto a deep trance, so resembling death asto
be indi stinguishabl efrom the real thing with twentieth-century technology.
Horribly, the victim is still conscious, although incapable of muscular
movement. After twelve hours like this, the victim must make san rolls
every hour or lose permanently 1 point of pow and |d6 san (Pow may drop
no lower than 1).

Onceincapacitated, the victim is put into a coffinand buried aliveina
nearby cemetery, a small tube connecting the coffin to the surface so that
the “corpse” may have alittle air to breathe. After three nights, the bokor
arrives at the victim's gravesite to cast his spell, expending 10 magic
points. The caster pits his pow against his victim's on the Resistance
Table—since by this time the victim's pow has probably been severely
diminished, it is likely that the bokor will win this contest. He digs up the
victim, who is now a zombi completely bound to the will of the bokor. If
the bokor loses the pow vs. pow contest, he simply covers up his victim's
breathing hole and |eaves the poor victim to suffocate. Caster and suppli-
cant both lose 1d6 saN. Standard Price: $250. (Typicaly, the bokor will
perform the Soul Extractionspell [see below] on the zombi aswell, in order
toinsure hisslave's obedience))

EncHANT OBJECT: Hungan and bokor frequently mount everyday objects
with spiritsfor various supernatural effects, both good and bad. Rather than
learning a single spell, each procedure for each different magic object is
dightly differentand must be learned separately. However, all enchantment
spells require an hour-long ritual, are permanent in duration, and cost 3
magic points each. Only the spells which cause harm cost san. Some com-
mon itemsthat may be produced are asfollows, with their effects:

CANDLE: The supplicant's fingernail clippings or hair scraps must be
mixed into the candl€'s wax when it is made, and the event which the
supplicant wishes to be influenced must be written on the side. While
the candle burns, the supplicant must perform her task, receiving some
suitable bonus—+20% to a particular skill, for example, or electing to
make a Luck roll to see if a person fallsin lovewith her—for that task
only. Standard Price: $5.

DoLL: The infamous voodoo replica of an intended victim is con-
structed primarily by soaking thedoll in a magical dlixir and affixing a
lock of the victim's pubic hair to it. When partsof thedoll are stabbed
with a needle, the corresponding part of the victim's body suffers
excruciating pain (roll vs. con on d100 to avoid having physica skills
halved). The doll may also induce vertigo, impotence, or nausea
Supplicant and caster both lose 1d3 san. Standard Price: $40.

GRIS-GRIS: Created by throwing tiny bundlesof clothand herbs, half of
which have been mounted by bad spirits and the other half mounted by
good, in asmall drawstring bag. The two natural enemiesfighting in
the bag will create a magic aura which will improve one aspect of the
wearer's life, specified before the creation of the bag. He will gain a



+5%bonusin oneskill, for example, for each magic point invested in
the bag. Standard Price: $8.

JU-N A ward against black magic, which can be made from literally
anything. A mummified cat has been known to be used as a ju-ju—
which in Haiti is known as agad—just as often as the more tradition-
al medallion. When created, aju-ju will beshunned by evil denizens of
thevoodoo world (sorcerersincluded). A ju-ju may be worn by thesup-
plicant or placed over adoorway or window. Standard Price: $10.

WAaNGA: Poisoned or cursed objects mounted by evil spirits to cause
illnessa bad luck if touched by a specified victim. A persona object
of the victim will be spirited away to be turned into a wanga
Frequently areligiousitem, such asarosary or a crucifix, will be poi-
soned in this manner by a particularly ruthless bokor. The victim's ill-
nessor bad luck (-20%on al skillsand Luck rolls) will last until the
wangais identified and destroyed. Supplicant and caster both lose 1d3
saN. Standard Price: $35.

THE SENDING OF THE DEAD: This isthe deadliest spell in a bokor's arsenal .
The caster Contacts(q.v.) Baron Samedi, who demandsthat the supplicant
bring specific offeringsto his ve-veat midnight, aswell asseveral handfuls
of earth. There the caster performs this ritual, costing 10 magic points,
which binds maliciousdead spirits to the earth. The supplicant must now
lay the earth (sometimes contained in a miniature coffin) where his victim
will trod upon it. When the unfortunate soul doesso, the dead will enter his
body. The victim pits his pow against the caster's on the Resistance Table.
If the victim fails, roll 1d8 to gauge the effects of the spell:

1-4The victim immediately loses 1d10 san.
5-7 The victim contractsa terribleillness, losing |d6 str and |d6 HP.

8 The victim fallsinto a comaand will diein 1d6 days unlessthe dead
are somehow removed.

Inall casesthe victim will suffer from horriblenightmaresfor the rest
of hislife. Caster and supplicant both lose 1d4 san. Standard Price: $180.

SouL ExTtrACTION: Therearetimesin which one's soul becomesalliability,
especially when one is pursued by sorcerousenemies. It is possibleto hire
a conjuredoctor to removeone's soul from one's body for protection. The
exact ceremony variesfrom caster to caster. In one version, the supplicant
kneelsduring acomplex ritual (usually taking place at a humfor) wherethe
spell is actually cast, with an expenditureof 8 magic points by the caster.
Tuftsof hair are cut from various partsof the supplicant's body and placed
in asmall bottle, which is lashed to his head aong with chunks of bread
soaked in white wine. That evening, a white chicken is eaten without fla-
voring by the person's family, and the bonesare wrappedin a pillow which
the supplicant spends the night on. During the night, the supplicant's soul
leaves his head and arrives in the caster's clay pot.

A person may livearelatively normal life with amissing soul; in addi-
tion, he may make a Luck roll against any voodoo spell cast against him. If
the Luck roll succeeds, the spell has no effect on the soulless supplicant.
However, should theclay pot (with hissoul inside) fall into the hands of an
enemy, the bokor may now cast spells directly at the pot itself, in which
case the unfortunatesupplicant suffers the maximum effects of the spell!
Standard Price: $75.
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SuMMON/BIND Baka: Also known as Point Chaud, or **hot point™, thisspell
isidentical to othersof the Summon/Bind Servitor class (see CoC 5.1, p.
143). After the spell is cast, the baka appearsto the supplicant in one of its
many forms. The supplicant then asksthe baka to grant a certain wish. The
baka states what it wishesin return. If the priceistoo high and the suppli-
cant refuses the offer, the baka returns to the spirit world in a snit. If the
supplicant agrees, however, the baka fulfills its end of the bargain within
|d6 days and returnsto the supplicant to exact its payment. The baka have
a tendency, however, to use insdious wordplay in order to trick their vic-
timsinto giving away more than they bargained for: A request for "a roost-
er and somechicks" during the Point Chaud may turn out to be the suppli-
cant's husband and children when the timefor debt-payingfinally arrives,
for example. The baka exist only to inflict pain, and delight in cheating
their "partners” out of their very lives.

The Keeper should note that numerous spells caled Point Chaud by
bokor are actually Summon/Bind, Contact, or Call spellsfor Mythos enti-
ties—see "Voodoo and the Mythos." Standard Price: $500.

MARIE LAVEAU, Voodoo Queen of
New Orleans, at age 50

STR13 CON17 SIZ14
INT 16 POW21 DEX 15
APP18 EDU14 SAN 70
HP 14

Damage Bonus: +1d4

Weapon: Fist/Punch 70%, damage
1d3 + 1d4

Spells: Call/Dismiss
Thunderstorm, Cast Out Deuvil,
Cloud Memory, Command Snake,
Contact Loa*, Contact Spirits of
the Dead*, Curse of Darkness,
Dampen Light, Enchant Candle*,
Enchant Doll*, Enchant Gris-gris*,
Enchant Ju-ju*, Enchant Wanga*,
Heal, Implant Fear, Induce Sleep,
Mesmerize, The Sending of the
Dead*, Soul Extraction*, Summon
Baka*

(Spells marked with an asterisk [*]
are described in this chapter in the
Voodoo Grimoire. The others are
either in the Lesser Grimoire (Call
of Cthulhu, page 148) or are self-
explanatory.)

Skills: Astronomy 69%, Art
(Dancing) 94%, Art (Singing) 96%,
Catechism 87%, Cooking 93%,
Credit Rating 73%, Cthulhu Mythos
29%, Fast Talk 37%, First Aid 96%,
Hairdressing 78%, Law 30%,
Listen 83%, Natural History 91%,
Occult 95%, Persuade 86%,
Pharmacy 93%, Psychology 90%,
Spot Hidden 82%; Languages:
English 70%, French 92%,
Spanish 58%




Scenario:
Twilight of the
Fifth Sun

esigned for asinglesession of gaming, " Twilight of the Fifth Sun
D isan adventurewhich introduces playersand investigatorsto many

o the people, places, and concepts discussed in The New Orleans
Guidebook. Although the scenario barely scratches the surface of the
Crescent City's gaming potentid, its plot sends PC's through high Creole
society, Rampart Street voodoo shops, a Gallatin Street dive, Tulane
University, a French Quarter mansion, the Magie Noire nightclub, and a
Garden District Mardi Gras ball. The Keeper should familiarize himself
with those pertinent partsof the book before running the adventure, toflesh
out detailsof mood and setting only touched upon in this chapter (many of
the NPC’s’ statistics are given in other chapters).

While intended to serve as a springboard for an ongoing Call of
Cthulhu campaign set in New Orleans, Keepers who wish to insert
"Twilight of the Fifth Sun™ into an aready-established campaign have lit-
tle causefor concern. PC's based e sewherein the world could be in town
to vist friends during Mardi Gras season, when the adventure is set.
Through their host, they meet well-to-do cotton broker Marcel Franju, who
hasa thorny " private problem™ he calls upon them to solve....

Getting Started

""A colored voodoo-doctoristrying to'cheat my sister out of all her money,”
cotton broker Marcel Franju tellstheinvestigatorsin hischaotic Carondel et
Street office, across the street from the Hibernia Bank Building. Harried
clerksconstantly buzz in and out of theroom, shoving formsunder Franju's
nose for him to sign. ""Her mind is in a weakened state, as her husband is
only two months dead—he was the victim of a horrible automobileacci-
dent, over in the Garden District. It wasin all the papersat thetime.”

The phone rings; on the other line is the foreman at Franju's dock,
complaining that a cotton shipmentissevera hourslate. Franju argueswith
his lackey and td ks to the investigatorsat the same time. "' This—'Jamie
Stardust’, | think he calls himself, istaking advantage of Béatrice’s grief,
filling her head with all sorts of rot. Channels my brother-in-law's spirit
through his body, and so on. He's obvioudly a charlatan, but Béatrice has
fallenfor hischeap parlor tricks. She takesafter Father —he wasafineman,
but his head was permanently in the clouds.”

Franju hangsup the phoneand fixes theinvestigatorswith astern gaze.
"'Fortunately, Mother taught me pragmatism. I'm going to giveeach of you
twenty-five dollars a day, plus expenses, to find anything on this Negro |
can givetothe police. | want Stardustin jail beforemy sister can give him
ared cent. | won’t put up with that kind of embarrassment. Youll find your
first week's payment with Monsieur Garance, my assistant. Report your
progressdirectly tohi m Good day."

Twilight of the Fifth Sun — 71
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BEATRICE DEBURAU (nee

Franju), Spellbound Widow,

age 42

STR 9 CON15 SiZ 12
INT 12 POW7 DEX 15
APP 13 EDU 15 SAN 30
HP 12

Damage Bonus: None

Skills: Archaeology 26%, Art
(Piano) 76%, Credit Rating 89%,
History 35%, Law 47%, Persuade

64%, Pseudomystical Babble 62%,

Ride 54%; Languages: English
75%, French 85%

Deburau’s truangular tile

Garance, an earnest, slightly rotund young man, escorts the investiga-
tors to the building's lobby. He gives them the address of Béatrice
Deburau's home in the French Quarter, but stresses that under no circum-
stances should she know that the player charactershave been hired by her
brother to investigate Stardust; should that occur, the investigators employ-
ment will be immediately terminated. He also providesthe PC's with a cer-

al check, a photograph of Stardust (taken in Beatrice's parlor), and his
own homenumber and address. The investigatorsareto call Garanceat any
time, day or night, should they require monetary or legal assistance, but he
will not become personally involved in the adventure in any way.

The Widow

Investigatorswishing to interview Mrs. Deburau must concoct some cover
story in order to disguisetheir motives, thereby obeying Franju's order. The
Keeper should alow any plausible explanation to succeed, provided it is
bolstered by socia skills.

Black curtains have been drawn on all the windows of the Deburau
ngse, at the northern end of Dauphine Street, plunging its interior into a
murky gloom (use the "*French Quarter Courtyard House, Large’ map on
page 14 for reference). When the investigatorscall, asevere-looking mulat-
to maid, Anne, answers the door, and has them remain in the " courting
room" while she bringstheir cards of introduction to Béatrice. While they
wait for Anneto return, the investigatorsmay note that the courting room
isdecorated with Choctaw and Houma artifacts, such as pottery and arrow-
heads, and framed photographs of a youthfully middle-aged man (Louis
Deburau, Beatrice's late husband) directing archaeologica digs in bayou
country burial mounds.

If not otherwiseoccupied, Beatricereceivesthe player charactersin her
parlor. Dressed in black from head to toe, a white lace handkerchief never
far from her eyes, Mrs. Deburausitsin afar comer, somedistancefrom the
investigators, 30 sheseens hazy and opaguein thedimnessaf the room. She
can tearfully tell thestory of her husband's death, asdescribedin Player Aid
#1 (see page 83); sheaddsthat thedriver of the car wasnever found. A detail
not mentioned in the newsstory is that Deburau was killed while leaving a
meeting of The Feathered Serpents, a new Mardi Gras krewe organized by
Louisand some of his archaeology friends (see page 9 for a discussion of
krewes and their functions). Beatrice's voice cracksas shesaysthat the new
club's very first tableau ball is mere days from now, the ball Louis daved
over 20 feverishly. A successful Psychology roll at this point confirms
Franju’s opinion of hissister: Béatrice’s mind ill labors unhedthily under
theweight of her husband's death, even her voice hasafaraway qudity toit,
asif they werelisteningto her through a wall.

"At first, | had no desire to attend the ball,” Mrs. Deburau continues.
"My husband was killed infront of the very housein whichit isto be held.
However, Louisinsisted that | go—through Monsieur Stardust, of course.™
While discussing her dealings with Stardust, the widow invokes what we
would now call "tired New Age clichés™: **He has cured me of blindness”,
"He has shown me that Hope is the true religion™, etc. She says that
Stardust channels Louis spirit through his body; the ghost givesher advice,
helps her through her grief, and instructs her how to tidy up his affairs.
Béatrice declines to elaborate any more than that, not wishing to discuss
such matters with strangers. Despite what Franju believes, she indignantly
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deniesthat Stardust istrying to chest her: "'l have yet to pay one penny for
hisservices! Hecalled on me, saying my dear Louishad chosen him to be
the vessdl through which he spoke, and that | was to give him no money!
He is a wonderful, spiritual man!" Player characters who press Mrs.
Deburau on thisissuefind themselves summarily gected from her house.

If the player characters have broached the subject of Stardust with Mrs.
Deburau at al, however, Anne takes them aside before she escorts them
out, hissing in their ear. Highly protectivedf her employer, Anne doesn't
trust Stardust in the least—she's been eavesdropping on their channeling
sessionsfrom the dining room. Anne says that Louis—through Stardust—
asked Mrs. Deburau to remove some articles from the dead man's safety
deposit box. One item in particular was a triangular-shaped piece of tile
covered in odd characters—one of Deburau's treasures from a dig in
Mesoamerica. Béatrice now wears the pyramid as a pendant, beneath her
clothing. ""Louis" also instructed Mrs. Deburau to take Stardust with her to
the tableau bdll, as her "assgtant.” Anne finds this particularly galling,
since thisis the only way a black man would be able to gain admission to
such an important Creole affair; the maid is convinced that Stardust plans
on locating more wedlthy victimsat The Feathered Serpents party. "Bt |
told Mrs. Deburau's brother all about that, and the safety deposit box, too,"
Anne concludessmugly. "*Mr. Franju’s a powerful man. Hell take care of
that uppity faker."

Should the investigatorscall on Béatrice between 11:30 am. and 1:30
p.m., sheand Stardust will be having onecdf their **channdling™ sessionsin
the parlor. If the investigators persuade Anne to let them join her at her
eavesdropping post—a crack in the wal behind one painting—they can
hear Stardust go into his melodramatic "trance.” An Occult roll assures
investigatorsthat the trite mystical phrases he chants have nothing to do
with voodoo or any other kind of magic; they're completely phony. At the

9’ N
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STARDUST'SBOUND NIGHT-
GAUNT, Faceless Servant

STR13 CON10 SiZ13
INT 5 POW12 DEX 14
HP12 Move 6/12

Damage Bonus: +1d4

Weapons: Grapple 38%
Tickle 40%

Armor: 2-point leathery skin
Skills: Hide 90%, Sneak 90%
Sanity Loss: 0/1d6

end of this bogus "ritud", Louis Deburau suddenly "awakens" and sup-
posedly takes over Stardust’s body. Although Stardust doesn't speak in a
different voice, his performance is utterly convincing; a Psychology roll
confirmsthat Stardust seems to know intimate details about the Deburau
family that would be nearly impossiblefor a charlatan to fake. Thereis
nothing sinister about their conversation, however—Mrs. Deburau tells
"Louis" about her day, "'Louis” asks after friends, and so on. It would be a
completely banal discussion, wereit not for thefact that one of its partici-
pantsis supposed to be dead.

Investigatorswho conduct some unchaperoned snooping observe that
theIndian motif continuesthroughout the house; L ouisDeburau's chamber
(the “husband’s room™ on the map) is decorated with numerousAztec and
Mayan artifacts. A large stone codex glares down at the four-poster bed
from onewall. Removing thetablet revealsa wall safe behind it. The com-
bination to it apparently died with Deburau, but if the player characters
somehow manage to open it, inside they find a seriesof journals, dating
from 1621 to last November 3. Although every few decadesor so the jour-
nas switch handwriting, they are all written in French, and a| record the
samewriter's vivid, imaginativedreams. Flipping through the journas, one
noti cesnumerous referencesto the Dreamlands—Yibb-Tstll and the Jungle
of Kled seem to be the most common. Readingal| thirty or so volumes of
the journal t akes |d6 months, costs 1d6/1d10 pointsof san, and adds 15%
to one's Dream Loreskill and 10%to one's Cthulhu Mythos (spell multi-
plier x2). It containsat least the spell The Waking Slumber (see page 78).
The journals either detail the dreams of a serpent person sorcerer from
Hlanith who dreamed that he was trgpped on Earth asa human mae, spend-
ing centuries collecting the correct components for the spell that would
send him home; or they detail thedreamsof ahuman sorcerer who dreamed
that he was trgpped in the Dream-landsas a serpent person, spending cen-
turies collecting the correct components for the spell that would send him
home. It is nearly impossible to tell.

A largeflagstonein the center of the courtyard is emblazoned with an
Elder Sign. Annesaysthat Mr. Deburau got it on onedf histripsto Mexico;
a Cthulhu Mythos roll suggeststhat thisis the same kind of Sign required
by the Summon Nightgaunt spell.

The Charlatan

Investigators initial inquiriesinto Jamie Stardust's background provefrus-
trating. He has no criminal record, no birth record, no marital record, nor
any recordsof any kind at any public source. His nameisn't even listed in
the phone book. After running around in circles for severa hours, a suc-
cessful Idearoll may suggest to stymied investigatorsthat * Jamie Stardust™
is probably a fake name.

Other voodooists can suggest this, as well. Practitionersaof voodoo the
investigatorscontact (consult Chapter Fivefor some guidelinesto voodooist
and PC interaction) do not recognize Stardust's photo, nor have they ever
heard of the man. Since he obvioudy hasn't been practicing in New
Orleansfor very long, the voodooists will advise PC’s to visit Mama Zu
Zu's Jumbo Gumbo Emporium (see page 36), where Stardust might have
bought supplies. Indeed, Mama Zu Zu says Stardust came into her shop
about a month ago, and bought nearly two hundred dollars worth of occult
supplies—mostly “flashy jurk,” she explains, "'for impressin’ the tourists,



like he was goin’ to open a card-readin’ parlor or somethin’. But he was
new to the Faith, that's for sure—that boy couldn't tell a mojofroma gris-
grisfrom a ju-ju!” He purchased such a quantity of Mama's waresthat she
had to have them delivered to his home; she still has the addresson hand.

TheaddressMamagivesthe player charactersisno card-reading parlor,
but a Gallatin Street flophouse, whichtakesup twofloorsaboveafilthy pool
hal. Unless they've "dressed down™ for their visit, the investigators stick
out like sore thumbs. The drunken sailors, prostitutes, and petty crooks that
crowd thepool hal fall silentand leer at the PC's fancy clothesasthey cross
the room to reach the stairs to the second floor, where Stardust's apartment
lies. It's likely some of thestreet scumwill attempt to mug the investigators
astheytry toleavethebuilding, or smply pick afightfor theantisocia thrill
of it; thi s event dependson whether or not the K eeper judges her playersin
need of some cathartic violenceat this point in the adventure.

Player characterswho ask around (most of Stardust's neighbors can be
found in the pool hal—the pool hdl's proprietor also manages the hotel)
or stake out Stardust's apartment learn that he's there ailmost al the time.
The only exceptions to this are from 11:00 am. to about 2:00 p.m. (when
he's at Mrs. Deburau's), and from 6:00 pm. to 7:00 p.m. (when he hasdin-
ner at a greasy spoon down the block). No one claims to know much about
him—apparently the man keepsto himself.

The flimsy door of Stardust's efficiency is always locked (sTr 11).
Inside, investigatorsfind a bed, a wardrobe, asmall writing desk, and atiny
water closet. The wardrobe containsseveral drab suitson hangersand afew
of Mama Zu Zu's voodoo-style robes. A wallet is nestled in the pocket of
onedf thesuit jackets; it holdsabout $150in cash and an identification card
belonging to a George Modot, with an address near Rampart Street. The
remainder of Stardust's purchases from the Gumbo Emporium lies in the
writing desk's drawers, although the vias of grave dust and packages of
gris-grisdo not appear to have been opened.

Of most interest to investigatorsis the dream journa lying beside the
bed. A continuation of the diariesin Deburau's house, its entries begin on
this past November 7, and end on the day the investigatorsdiscover the
book. Apparently, the dreamer is very closeto returning “*home”, despite™a
rather vexing complication.” Reading just thisjournal takes |d6 days, costs
1/1d3 san, and adds 1% to one's Cthulhu Mythos and 1% to one's Dream
Loreskill (it holds no spells).

Of course, the only way to read the journa al the way through is to
takeit out of Stardust's apartment. Unfortunately for investigators, a night-
gaunt has been bound to retrievethe stolen book within 1d3 days, slay the
thief, and return the book to Stardust. The Faceless One attacksthe inves-
tigator in questionwhen heleast expectsit, and preferably when heisaone
(the Keeper should time the assault for maximum shock value).

Should the PC's allow Stardust to discover that his room has been
searched—by stealing articles from it, for example—he will relocate to
another anonymousdive assoon as possible, making him virtually untrace-
able for the remainder of the adventure (unless the investigatorsthink to
follow him from Deburau's house). If they confront Stardust in person, he
gives them an earful of the same peace-loving psuedomystical babble he
tellsMrs. Deburau, explaining he is merely the light which guidesa strick-
en soul out of the dark valley of grief. Heflees if the confrontationturns
physical —if the player charactersinsiston fighting him, refer to “The Gate-
crashers” section for guidelines.
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The Misi ci an

George Modot's apartment is now inhabited by a family of twelve. The
building super can tell investigatorsthat Modot moved out of his place the
first week in November without leaving a forwarding address. This cal-
lousness upset the super, who considered Modot to be his friend; Modot
was a clarinetist, and the super would often go to the Magie Noire night-
club, on Bourbon Street, to listen to him play with the house band.

When the investigatorsvisit the Magie Noire, it is painfully obvious
that whomever the Funky Buttsgot to replace Modot isn't quite up to par:
Their rendition of ""Shake It and Break It" leaves much to be desired. All
the band membersexpressafeelingof betraya over Modot's abrupt disap-
pearance. The trouble started the day he tried to help Deburau, " thet fancy
Creolewho got hit by acar” (consult Player Aid #1 on page 83). When the
Funky Buttsvisited him in the hospital, Modot acted cold and distant, asiif
he barely knew them. Asfar asthey cantell, assoon asModot was released
from the hospital, he moved out of hisflat and vanished. They're al still
angry with hi m but, if shown the photograph of Jamie Stardust, they cry in
relief: "My God! It's George! Where’d you get that—and why is he wear-
ing that stupid robe?* (According to the Funky Butts, Modot is no
voodooist, but adevout Baptist.) Photos of the original Funky Butts togeth-
er on the Noire’s walls also prove that George Modot and Jamie Stardust
are the same man.

The Scholar

Digging in one of New Orleans many libraries uncovers nothing on
Stardust or Modot, but Louis Deburau's name constantly appears in the
newspaper file, usualy in conjunction with some new archaeological dis-
covery in the Yucatdn or Louisianas rura parishes. The name of Professor
FrancisWhitwell, Deburau's primary liaison to official academia, tendsto
pop up in these articles as well. (The Deburau name also appears in an
obscure book of loca history, which can be found in the Louisiana State
Museum Library or in Tulan€'s F. W. Tilton Library —read Player Aid #2
on page 83.)

The professor can tell the PC's that Deburau's primary archaeol ogical
interest was in rare, triangular-shaped mosaics found infrequently in the
Yucatan or in certain American Indian charnel mounds. He takestheinves-
tigatorsto the Tulane Natural History Museumto show them replicasof the
tiles. A Cthulhu Mythos roll identifiesthem as being similar to the infor-
mation plates used by serpent people (that the tiles were found both in
Mayan and Choctaw sites supportsWhitwell's theory that the two cultures
wereclosely related). Bashfully, Whitwell admitsthat he hasused hisinflu-
ence to remove temporarily most of the authentic tilesfrom the university
for aspecial project.

Whitwell is a cofounder of The Feathered Serpents Krewe with
Deburau and a few other well-to-do Mexicophiles. Deburau designed the
decorativepatternfor thisyear's tableau ball himself, and Whitwell regrets
that hisfriend didn't live to attend the ball he planned. *He had concocted
some party game that he claimed would make this the soirée to end all
soirées,” Whitwell chuckleswistfully. “It’s too bad well never learn what
it was." Due to the krewes’ code of silence, Whitwell refuses to elaborate
on thedecorativeschemeof the tableau ball, nor can he provide investiga-
tors with invitations. The only thing Whitwell is willing to divulge is the



title of the tableau ball, which is a reference to an Aztec myth regarding the
commencement of a new age of man: “Twilight of the Fifth Sun.”

The PC’s can locate the Garden District mansion where the party is to
be held, the residence of an Yves Rouard (a member of The Feathered
Serpents), but will not be admitted under any circumstances. Inside,
Tulane’s tiles have been combined with artifacts from Deburau’s immense
personal collection to transform Rouard’s ballroom into a nearly exact
replica of the Temple of the Magician in the ancient Mayan city of Uxmal.

The Holy Terror

As if the investigators didn’t have enough problems already, they realize
late in the adventure that someone is shadowing them. When the Keeper
deems it appropriate, he should have his players make a Luck roll: Those
characters who succeed note a young blond-haired man staring at them
Over a newspaper—or, say, peering up at the banquette.
Other occurrences make them paranoid

apartments ransacked, for example.

Investigators who decide to pursue the person following them are led
on a merry chase through whatever section of the city they happen to be in
(consult Chapter Three: The waterfront is an excellent setting for a chase
scene). Unfortunately, just when the player characters are convinced they
have trapped their prey, they round a corner into alleyway
vacant lot and find that he has vanished. An the
with a Spot Hidden uncovers

other refuse. descends unspeakably foul
system (PC’s must make periodic CON avoid getting sick)
Investigators could wander around the maze of cisterns for hours withou

discovering a sign have
drowning or being
characters the with another

ever: With luck, they find a secret door that opens
spirals even further into the earth, beneath the
tunnels lies.

The investigators need several successful Navigate rolls to keep from
becoming completely lost in the dank, low-ceilinged, lightless caverns
(Keepers in a sadistic mood might populate the tunnels with a few city-bred
alligators to terrorize their players). Periodically, stairs lead upward to the
sewers, or to other sections of the city. Eventually, however, one tunnel
terminates in a huge, locked iron door (STR 40) decorated by a green Elder
Sign. Behind the door lies the Holy Brotherhood’s high-arched headquar-
ters, built from stone dating back to Napoléon’s time, and lit by tapering,
flickering torches. The torture chamber looks particularly fearsome in this
light, something out of Poe or de Sade.

The investigators only get to wander around La Santa Hermandad’s
headquarters for a few minutes, however, before the blond man—Alain
Kristel, a high-ranking Brother—steps out of the shadows, pointing his gun
at them. He demands that they immediately tell him why they are investi-
gating Louis Deburau and The Feathered Serpents, or he will kill them on
the spot.

As Kiistel’s statistics indicate, he is a formidable opponent. A
Capuchin monk and lifelong member of the Brotherhood, Kristel assassi-
nated Louis Deburau as the culmination of La Santa Hermandad’s seventy-
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Brother ALAIN KRISTEL, Anti-
Mythos Fanatic, age 25

Weapons: P08 Luger
Fist/Punch 75%, 1d3

1d4
special +

Art (Singing) 44%,
Catechism Mythos
Climb 64%,
Credit Rating Dodge 36%,
Drive Auto 73%, First Aid 70%,
Listen
Martial

Hidden 54%, Torture Suspect 25%,
English
Latin
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GEORGE MODOT, a.k.a. “Jamie
Stardust” [soul/mind of "Louis
Deburau"], aage 23

CON14 sizZz12

STR 11

INT 17 POW 20 DEX 14
APP10 EDUn/a SAN O
HP 13

Damage Bonus: None

Spelis: Contact Yibb-Tstll, Create
Elder Sign, Implant Fear, Mind
Transfer, Summon/Bind
Nightgaunt, Summon/Bind The
Black, The Waking Slumber (see
below), Wrack

Skills: Anthropology 85%,
Archeology 71%, Astronomy 41%,
Credit Rating 41%, Cthulhu Mythos
44%, Dreaming 93%, Dream Lore
74%, History 3%, Occult 27%;
Languages: Choctaw 63%, English
96%, French 95%, Queche 30%,
Spanish 50%

THE WAKING SLUMBER: temporarily
breaks down the barriers between
this plane and the Dreamlands,
causing the two dimensions to
exist in the same time and place.
Requires a complicatedset of ser-
pent people information tiles, each
inscribedto Yibb-Tstll and chris-
tened with 20 siz worth of sen-
tients’ blood. A large group of peo-
ple must perform the chant which
activates the dimensional transfer;
the caster must expend 5 MP and
1 point of pow for every minute he
wishes the juxtaposition to last.
Useful for physically interacting
with creatures from the
Dreamlands. San losses are
halved while the spellis in effect
due to its narcotic effects. This
spell costs 2d3 san to cast.

year investigation into his activities. Deducing that "' Deburau™ was merely
the current identity of a sorcerous symbiote that had been hopping from
body to body over the centuries, the Brotherhood gave the order to kill
Deburau after learning of Twilight of the Fifth Sun, which the Brothers
wereconvinced wasthe cover for some heinous Mythosritual. Through the
Brotherhood's many spies, Kristel learned that the investigators were dig-
ging into Deburau's death, he decided to shadow them, to make sure they
weren't confederatesof the dead man, planning on continuing his blasphe-
mous work. Kristel still inclines to that theory, and is very hostile toward
the investigators. He will divulgelittle of what he knows, unlessthe PC's
somehow manage to overpower i mphysicaly. If the PC's capture him
underneath St. Louis Cathedral, ashrill whistlefrom Kristel summons1d10
more Brothersto the rescue, all of whom have the same statisticsas he.

A dangerous loose cannon, Kristel’s role in the adventure hinges on
what the investigators decide to tell hi m about what they've learned.
Primarily, he wantsto scare the PC's off the case, and demandsan oath that
they will give up any activities involving the Mythos before he allows
them to leave his presence alive. If they confess suspicions about Jamie
Stardust, he lets them go, but appears at Twilight of the Fifth Sun to kill
Stardust (seebelow). In any case, Kristel has no desireto get chummy with
the player characters; the members of the Holy Brotherhood trust no one
but each other.

Alternatively, investigators may hit upon the idea of searching the
French Opera House ruins after reading Player Aid #1 (page 83), thereby
discovering the entranceto La Santa Hermandad’s tunnelswithout chasing
Kristel (see pages 20 and 24). In that case, their confrontation begins when
Kristel stepsout of the shadowsto stop them from trespassing on his head-
quarters. The tone of the conversation then starts with, *"Who are you and
what are you doing here?" rather than**Why are you investigatingDeburau?*

The Gate-crashers

The Keeper should have The Feathered Serpents' tableau ball, Twilight of
the Fifth Sun, occur soon after the investigatorsencounter Kristel, to give
the adventure's climax a note of dramatic urgency. The party beginswith
a paradedown St. CharlesAvenuefrom Tulane to the Garden District —the
krewe membersand their attendantsare decked out in Aztec, Mayan, and
Mexican costumes, aboard floats that depict scenes from Mexican Indian
wars with the Conquistadors, and the like. At nine o'clock the party isin
full swing at YvesRouard’s estate (use the™ Garden District Mansion'™ map
on page 36 for reference).

The first obstacle the player characters have to overcome is actualy
sneaking into the party. Generally speaking, the most guest-popul ated areas
are the ballroom, main hall, dining room, library, colonnades, and garden
(where the band and dancers are). The kitchens are manned by 2d8 black
servantsat all times. Large, ill-tempered bodyguardsin tuxedos periodical-
ly patrol the house and grounds to keep the peace. Ul ess they plan on
being discovered immediately, the investigators will somehow have to
acquire costumes—drunken guest s heading into the rear bushesto relieve
themselves, or lustful couples rendezvousing in the bedrooms upstairs, are
useful in thisregard. Black investigatorsmust get their hands on servants
uniformsin order to proceed undercover.



Once that problem has been solved, the investigatorshave a chanceto
mingle while plotting their next move. The créme de la creme of New
Orleanshigh society isat the Rouard house, anong them gubernatoria can-
didate Huey Long and oil magnate Jean Lafitte. Marcel Franju, in sombrero
and bandoliers, is constantly dashing from the ballroom to the phonein the
library, inthe middle of yet another cotton-related crisis. FrancisWhitwell,
dressed as Montezuma, comesover and strikes up a conversation with cos-
tumed investigators, not recognizing them at first. Should he discover their
identities, he will raisean alarm and have Rouard's goons g ect them from
the premises. Alain Kristel, quiteasight in his Spanish marquiss finery, sees
through the player characters deception immediately —since they havedis-
obeyed his order to stay away from the Deburau family, he decidesto pick
them off one by one, with his martia ats skills, if he can get them aone.

Béatrice Deburau and Jamie Stardust, inseparable, remain in the ball-
mom throughout the party. The huge chamber has, indeed, been trans-
formed into a Mayan temple, covered from floor to ceiling in the weird,
metallic serpent people mosaic tiles (a Cthulhu Mythos roll suggests they
form some sort of gate). Mrs. Deburau, acting on "Louis" instructions, is
implementing the party game he designed — servantsaffix asmall piece of
paper, each of which has a different three-letter syllable on it, to each
guest's back. The guests have been told that when the syllablesare read off
each other's backsat midnight, they will spell out someribald quatrain. The
attendantsreplace any paper the investigatorsremove from a guest's back
immediately, and player characters interfering with the game's progress
further will be nabbed and tossed out by the bodyguards.

Confronting Stardust now proves fairly unproductive. A serpent man
whose consciousness was somehow banished from his home city of
Hlanith, in the Dreamlands, he has spent his three centurieson Earth wan-
dering from host to host, eventudly finding the tiles required to cast The
Waking Slumber, the spell that might get him home, in the New World (as
Deburau, he originally married Béatrice Franju because her family owned
bayou land in which important burial moundslay). He has waited centuries
to escapehisexile, and he's not about to et the investigatorsstop him now.
In the city, he wards off physica attacks with spells, summoned night-
gaunts, or The Black (consult CoC 5.1, p. 125); at the party, Mrs. Deburau
prevents investigators from pestering Stardust by summoning Rouard’s
thugs. "Louis" assumed the identity of Stardust after he was forced into
George Modot’s body because he knew that his mystical snowjob was the
only way to gain hiswife's undying loyalty ... and thereby gain admittance
to the tableau ball.

At midnight the party guests assemble, conge-line style, and read the
gyllables off each other's backs; this is the chant that casts The Waking
Slumber. When this happens, Stardust yanks the triangul ar-shaped pendant
off Mrs. Deburau's neck (“"Louis’ asked her to wear it to the ball) and
insertsit in arecessnear the ballroom's mantelpiece. It glowsalimegreen,
signifying that the final piece of the spell has fallen into place. For a
moment, nothing happens;, the party-goers exchange disappointed 1ooks
over the nonsensicd (to them) phrasesthey just chanted.

Then, everyone in the house is filled with inexplicable dread; a san
check is required. Those who fail lose 1d3 points as they hear the buzz of
many huge, alien insectserupt around them. The shadowsdf densejungle
foliage are t hr own against the walls, and the mansion's rooms fill with a
aultry, cloudy mist. Everyone and everything in the house seems much fur-

Twilight of the Fifth Sun — 79



80 — The New Orleans Guidebook

ther away than usua as the Jungle of Kled suddenly materializesin our
world, and vice-versa—and rising out of the center of the ballroom, slow-
ly, silently revolving in place, is the hideousform of Yibb-Tsll, a host of
nightgaunts nibbling at its toxic teats. San losses for seeing Yibb-Tsll are
1d3/1d10 (haf of normal; see below).

Jamie Stardust throws up his arms to the Outer God, a joyful expres-
sion on hisface. “O Great Patient One, | bid you welcome! | beseech you
to transport me bodily back to your plane! In return for thisservice, | offer
asamost unworthy sacrifice—these humand™

Yibb-Tstll’s incomprehens ble expression does not change, but a cloud
o nightgaunts detaches from its bosom and descends on the by-now
screaming and panicking revelers, trying to snatch as many as they can and
bring them to Yibb-Tstll to be devoured (assumeall the nightgaunts statis-
ticsare the sameas the one on page 74). Stardust's body startsto glow, and
another form is superimposed on it: that of a crimson robed-serpent man,
mimicking his movementslike ascaly reflection. The two figures begin to
merge together, crackling with ozoneand light. Within, say, fifteen combat
rounds, the transformation iscomplete, and the Dreamscape vanishes, 2d10
party-goerslost to our world forever—

—unless the investigatorsstop Stardust. Thanks to the narcotic effects
of The Waking Slumber, halve dl san lossesfor the duration of the battle.
This should even the odds somewhat (characterswho do go insane suffer
nightmare effects, as per the table on CoC 5.1 pp. 194-5, though). The
investigatorscan play out their Night d the Living Dead fantasies, fighting
off the flapping, tittering horde of nightgaunts with pieces of furnitureas
the Facel ess Ones roar through the house, snatching anybody they find. No
one can leave the house—the grounds stretch off into the Jungleof Kled—
but investigatorshave afew optionsto reverse the spell's effects:

« Kill Stardust. This is the most obvious and expedient method, but it has
its drawbacks. An Idea roll tells investigatorsthat by killing Stardust,
George Modot’s soul will be forever cut off from its rightful body—
wherever hissoul may be. Additionaly, thanksto the spell's weird spa-
tial distortion, it takesinvestigators1-4 combat rounds to reach Stardust,
no matter where they are, atangle of hysterica guests, murderousnight-
gaunts, quicksand, and overturned furniture between them and him.

Evenif they reach Stardust, Mrs. Deburau throws herself infront of him,
refusing to dlow him to come to harm. This doesn't dow down Alain
Kristel, though, who may beat the investigators to the alleged
voodooist—cursing himsdf for delaying in attacking his victim—and
who will shoot Béatrice in order to get her out of hisway. Stardust goes
berserk if Beatriceis harmed, locking himsdlf in a struggle with Kristel.
This prevents both men from attacking the investigators, buying them
moretime.

- \&& Stardust down. Within four minutes—at peak form— Stardust will
runout of magic pointsand thespell will end. Theinvestigatorscan con-
centrate on stopping the nightgaunts from kidnaping party-goers, thus
depriving Yibb-T4ll of hissacrificial lambs. If, when the four minutes
are up, no party-goershave been successfully brought to the Patient One,
he and the Jungle of Kled vanish. Exhausted, Deburau's consciousness
dissipatesinto limbo.

Destroy the glowingtile. The tile on the mantelpiece—the one Mrs.
Deburau wore as a pendant—glows and flashes throughout the duration
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of thespell. It isthecornerstonedf the dimensiond gate, and if removed

" or destroyed (it has 10 HP), the spell ends abruptly. Stardust's screams
echo through the space between the planes, and investigators see the
“mirror image" of the serpent man implodein aflash o light. Hs body
dumpsto the ground, unconscious. (Stardust isaware of the importance
of thetile, of course, and will defend it with hislife, unlessheis other-
wise occupied by Kristel or other investigators.)

When theJungledf Kled fadesback to unredity, the party-goerssump
to their knees, sobbing, spent, exhausted. Kristel disappearsinto the dark-
ness, reluctantly admitting that the investigators have earned a brief
reprieve from the wrath of The Holy Brotherhood. Mrs. Deburau cradles
Stardustin her arms, begging her not to leave him. Eventualy, he openshis
eyesand looksaround, asif waking from adeep deep.

"'Did anyone get thelicenseplate number o thet car?" heasks, confused.

George Modot’s soul has been returned to his body.

Conclugon

George Modot will mogt likely be blamed for the eventsat Twilight of the
Fifth Sun—the police will assume the "faker" drugged the party punch, or
somethingaf that sort—and facesalengthy prison term. However, that fate
is preferableto the one the investigatorsrescued him from: eternity trapped
in Louis Deburau's moldering corpse. For this, and for thwarting Deburau’s
plot, they earn 2d6 pointsaof san each (if they haveto kill George Modot’s
body to succeed, reduce the reward to 1d6 points).

Franju (if <till dive) handsomely rewards the investigatorsfor **rescu-
ing" hissister from Stardust’s clutchesduring the party. For that matter, the
player characters have rescued some powerful people at Twilight of the
Fifth Sun—grateful Creoleswho could become potentid clientsor dlies.
Between that and the contacts they've made a Tulane, the underworld
community in Gallatin Street, and the voodoo culture of Rampart Street,
thePC's arewd| positioned to set up an occult investigationservicein New
Orleansthat will last for along, long time.
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BELOVED PHILANTHROPIST SLAIN IN AUTOMOBILE ACCIDENT‘

Police Scour Quarter for Death
Car Driver

Heroic Negro Fails to Revive
Victim

Louis Deburau, noted charity organiz-
er and amateur historian, died after
being struck by a car as he left a
friend’s house on Fourth Street.
Eyewitnesses report that the driver of
the car, a blond Caucasian, swerved
directly into Mr. Deburau as he
attempted to cross the street. After
committing this atrocious act of vio-
lence, the driver callously drove away
as if nothing had happened.

George Modot, a Negro musician
who bore witness to this heinous
deed, pulled the mortally wounded
Deburau to the side of the road and
attempted to revive him, but to no
avail. Mr. Modot himself fell uncon-
scious from the strain of his exertions,
and was rushed to Charity Hospital.
The doctors there report he is on his
way to a swift recovery. Tragically, Mr.
Deburau was not so lucky: He
expired from his injuries on the way to
Charity, in the ambulance.

The murder weapon, a 1918
Ford Model A, was found abandoned
minutes later on the corner of
Bourbon and Toulouse, in front of the
remains of the Opera House. Police
later determined that the car had
been reported stolen by someone in
that same neighborhood earlier in the
day. The assassin has yet to be
caught, and police ask all citizens to
report any intelligence on this vicious
crime to Inspector O’Donnell at Police
Headquarters.

Mr. Deburau, who was fifty-four

years of age at the time of his death,

dedicated his life to sewing the civic
and historical interests of New
Orleans. Founder d the Southern
Louisiana Archaeological Society, a

frequent contributor to charities bene-
fiting the Choctaw and Houma

Indians, Deburau also personally

funded and supervised excavations

of Indian burial mounds in our neigh-
boring parishes. He donated most of
his findings, and a generous endow-
ment, to Tulane University’'s Depart-
ment of Middle-America Research.
Professor Francis P. Whitwell of that
esteemed institution told this reporter,
“To lose such a great man and bril-
liant scholar in such a senseless
manner is a double tragedy. | mourn
the loss of my friend, and this city
should mourn the loss of one of its
finest citizens.”

Mr. Deburau is survived by his
wife of seven years, Béatrice. A
memorial service in his honor will be
held on Friday at the Schettino Family
Funeral Home. All are invited.

CeURLC My 0BT

Combination Flower Bowl

Readersd a sensitivenature may be shocked to learn that the French marquises used
Jackson Square as their Place des Armes, back when public executionswere the pleas-
ant diversionsd the day. If the Square could speak, what stories might it tell! For exam-
ple, the old recordstdl us o a scoundrel named Deburau, who met his Creator where the
effigy of "Old Hickory" now stands. Deburau had been banished from his native France
for unnamed crimes, and angered Governor Bienville by selling arms to hostile Indiansin
exchange for a handful d their worthless trinkets. Strangely, on the morning o his exe-
cution, Deburau swore up and down that he was not the man the authorities thought he
was, but in reality was the priest who had visited him in his cell the night before, to read
him hislast rites! Thi s fanciful last-minute pleafor clemency failed to impress our French
fathers, however, and the mad traitor met the firing squad with nary a delay.
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New Orleans(1817) . .. .. ..o oot
New Orleans (1920's) ............ .. .....
PlantationHouse . .. ....................
PlantationLayout . .. ......... ...........

New Spells

ContactLoa ...........................
Contact Spiritsof theDead ...............
CreateZombi . .........................
EnchantObject ..................... ...
EnchantCandle ........................
EnchantDoll .................... ... ...
EnchantGrisgris.......................
EnchantJu-ju . ........... ... ... ... ...
Enchant Wanga ........................
Sending of theDead, The . . ...............
Soul Extraction ............ ... .. ... ...
Summon/BindBaka . ....................
Waking Slumber, The . .. .................

Non-player Characters

Alleman . ... . 52 (stats)
de Marigny, Etienne-Laurent . ... .............. 12 (stats)
Deburau, Béatrice ... ................ ....... 72 (stats)
Destrahan, Katherine . . ................... 28, 30 (stats)
Destrahan, Laurence .. ...................... 27 (stats)
Dr.dohn ........... 0., 28, 33, 60 (stats)
Elijah ... ... ... 62 (stats)
Esoteric Order of DagonLackey ............... 54 (stats)
Gavez,JosephD. ... ... 43 (stats)
Hurston,Zora Nede ..................... 24 (stats), 67
Lafitte Jean ................. 3, 16, 21, 22 (stats), 54, 79
Faulkner, William .............. .. ... .. ..... 7 (stats)
Jackson,Julia. . ......... ... . 33,61 (stats)
Klansman ........... ... ... ... . ... . ... 46 (stats)
Kristel, Alain ................... ... .. 77 (stats)
LaSalle, Bellerephon .. ................... 50, 52 (stats)
Laveau, Marie ............... 3, 15, 16, 19, 38, 70 (stats)
Long,Huey ... ... ... ... .. ... . ..... 3, 46 (stats), 79
MafiaHenchman............ ... .. .......... 57 (stats)
MafioSD . . ..o 57 (stats)
MamaZuZu ........... .. .. 33 (stats), 74
Modot, George . .. ... 78 (stats)
Motes,Reverend ... ...... ... ... .. 19 (stats)
O’Donnell, Riordan . ... ..................... 45 (stats)
PapaScreech . ... i 63 (stats)
Santa Hermandad Brother . ................... 25 (stats)
TantedCaun .......... .o 56 (stats)
Turner,Luke . ....... ... ... .. ... ... 28, 30 (tats)
Whitwell, Francis ............. ... . .... 37 (stats), 76
YinCheng-Kung ................ . ...... 28 (stats), 30
Zobop HairlessOne .. ....................... 34 (stats)

Zobop Lieutenant ........... ... ... ... 34 (stats)



