


Beings and Mythos:

The Space-Eaters
Frederick Paul Kiesche III

randomly determined direction. (Roll 1D8. 1: N 2: NW 3: W 4: SW
5: S 6:SE 7:E 8: NE.)After a first encounter with a Space-Eater in
the physical sense, the drone is recognized as what it is-the
hunting~rackingcall of a Space-Eater!

Damage
Paralyze
No damage, but II successful, the Space­
Eater is now able to track the character.

'The fog will attempt to condense around a character (unless II is

LIFE CYCLE
A Space-Eater cycles through three forms, called (because of

their rough resemblance to these familiar earthly things) the fog
form, the hand form, and the brain form. Unless the Space-Eater is
successfully attacked by physical or magical means (see below), a
creature of this race will arrive in a new dimension in its fog form and
start to change on the following schedule:

Hours 1-3: Space-Eater in fog form.
Hours 4-6: Space-Eater in hand form.
Hours 7-9: Space-Eater in brain form.
tt is suggested that the Keeper make a sliding scale to help him keep

track of what form the Space-Eater in question is in. This could be done
simply by making a line wllh 24 divisions (to represent the hours of aday)
and another line with nine divisions (broken up into three sedions, to
represent each subcycle of the overallille cycle). These two lines are
made so that you can move them around (i.e., make one on one piece
ofpaperand anotheron a second piece of paper), so thatthe smaller nine­
hour cycle can be moved around on the 24-hour cycle.

At the end of the ninth hour (unless the Space-Eater has been
successfully attacked, see below), the cycle will start over again
with the fog form and wor!< its way around again. This will continue
until one or another of two goals is reached: the complete destruc­
tion of all Ille in the dimension the Space-Eaters are in or a
successful attempt at driving away the Space-Eaters.

During all stages of the cycle, the Space-Eater will attract an
unnatural amount of moisture to ~s body. The closer you get to the
creature, the thicker the fog will be (in the case of the fog form, this
would be the center of the fog bank, as the creature is then so
diffuse that you can actually walk into the body).

FOG FORM
The Space-Eater has no solid physical appearance; it is unorga­

nized, and its molecular "structure" exists in a highly incoherent
fashion. The only way to determine where the creature is would be
to walk through the fog that is attracted to it. The Space-Eater will
be at the center of the fog bank (the place where the fog is thickest).

Attacks against the Space-Eater in the fog form and against a
character by a fog Space-Eater are outlined below.

CEUUlACTERISTICS
STR 106+2
CON 4D6+4
SIZ 8D6+8 (varies-gas form)
INT 3D6+3
POW 3D6+3
DEX 106+1
MOVE 4
Weapon Mack
Smother' 20"10
Bind" POW vs. POW

The Space-Eaters are a race from another dimens~n, only rarely
connected with ours. They are an immensely cunning and evil race, filled
wllh avast and relentless hungerforthe minds and souls of otherbeings.
When an intelligenceother than theirown travels through thedimens~ns
and contacts them by accident (nobody wants to contact the Space­
Eaters on purpose!), they attempt to follow that intelligence back to lis
home dimension. There they feed on that dimension's IOe forms until the
Space-Eaters are full (usually when all the Ille in that dimension is
consumed) or until they are driven away.

Whenerrountered,wheth9finanoth9fdimensionorinacharacte(shome
dimension, adroning SCXJnd wlll be heard by the charader (actually, II will be
heard telepathi::aJIy, but until a charad9f is able to deduce this, every
impression should be given that the droning is heard with the ears). A
charad9f who is first encountering the Space-Eaters (or is encountering
themaloneofthe'bindingtimes")mayattempttoescapecontadbywinning
a POW vs. POW struggle on the Resistance Table. These attempts should
be made by the Keeperwllhout the krowledge ofthe p1ayercharacler, as in
this example:

Keeper: "You heara droning sound, as ifa vast hive ofbees were
approaching you. "

Player: 'Whereisltcorningfrom?lsearchtheareaaroundthehouse."
Keeper: (Rolls POW vs. POW; the Investigator is free.) "The

sound vanishes when you attempt to locate It. "
Player: (Not knowing how lucky he is.) "Darn!"

A successful match for the PC means t~at the Space-Eater has
lost contact with the character. II the creature wins the match, II will
be able to find the character no matter where he goes-across time
and space to the character's home dimension or physically in
whatever dimension he and the creature happen to be in. 1D6
Space-Eaters will be able to bind themselves to one character (or
NPC) at a time, following that person to his own dimension and
manllesting themselves within 2D6 miles of the character in a

11
t first I didn't see anything but the tall trees, all white and
glistening with the fog, and above them a thick, white
mist that hid the stars. And then something long and
white ran quickly down the trunk of one of the trees.... It
ran so quickly down the tree that I couldn't see it clearly.

And it was so thin anyway that there wasn't much to see. But it was
like an arm. Whoever heardofan arm as tall as a tree? Idon't know
what made me compare it to an arm, because it was really nothing
but a thin line, a string.... But it gave me the impression that it was
looking for something that it had dropped. For a minute the hand
seemed to spread out over the road, and then It left the tree and
came toward the wagon. It was like a huge white hand walking on
its fingers with a terribly long arm fastened to it that went up andup
until it touched the fog, orperhaps until It touched the stars.... "

The fog was like a living thing. Its long fingers reached up and
slapped us relentlessly on the face. It curled about our bodies and
ascended in great, grayish spirals from the tops of our heads. It
retreatedbefore us, andas suddenly closedin andenveloped us....
It was the shape that towered above the trees, the vast formless
shape that moved slowly to and fro across the sky. ... "If we see It
clearly we are losll... " "Pray that It remains without form/"

From "The Space-Eaters" by Frank Belknap Long
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wounded, see below) and cut off his breathing. This will paralyze the
characterfor 2D6 minutesandtemporarily drain 1D6from the character's
CON. Essentially, this slows a victim down to make ~easierto catch later.

"A fuller explanation at binding is provided under Binding and
Space-Eaters.

Armor: Because of the highly unorganized and incoherent
nature of the Space-Eater while in this form, knives, spears, bullets,
etc. have no effect on it. Explosions will have only one-quarter of
their full effect on the creature (for a fuller explanation, see below).
Primal Signs will have full effect. (Primal Signs are discussed under
Attacking Space-Eaters, below.)

SAN: Seeing a Space-Eater in fog form will cost the viewer no
SAN, primarily because there is nothing for the viewer to focus on
and lose SAN over!

HAND FORM
The Space-Eater is becoming physically coherent and orga­

nized when it obtains this form. It resembles a long, thin, white arm
or rope, ending in a "hand" of many fingers or tentacles. The exact
size and thickness of the arm and fingers will be hard to determine­
because the creature still attracts a lot of moisture (and is still
wrapped in fog) and because the shape and thickness, as well as
the total number, of the "fingers" constantly change. They become
thicker and thinner, grow and decrease in number, etc.

At this stage, the creature spends much of its time in trees or
other thick vegetation. A favorite hunting trick is to remain in a tree
(or similar organic structure) until a victim walks underneath it, then
jump down. A Keepercould make good use of this habit, especially
with the proper (ahem) atmospheric use of the thick fog.

CHUUlACTERISTICS
STR 3D6+3
CON 4D6+4
SIZ 4D6+4
INT 3D6+3
POW 3D6+3
DEX ·2D6+2
MOVE 6 crawling/8 leaping
Weapon Anacl< Damage
Sting' Automatic 1D3 of STR and POW
Bind" POW vs. POW No damage, used to 'lrack" victims
Whip'" 40% 1D6 CON

'With this attack, the Space-Eater drills into the forehead of a
bound victim, making a hole in the forehead and going all the way
through the brain (without coming out of the other side). This attack
will happen painlessly and instantaneously, like a hot knife going
through butter. Note that aithough the attack is automatically
successful, it can only be used against victims that are boundto that
particular creature (that is, those on whom it has executed a
successful bind attack). If a character is not bound to that particular
Space-Eater, this mode of attack cannot be used.

Bound characters are still allowed an attempt to break away from
a bound state at the beginning of the Space-Eater's sting. A dodge
must be made by the character (using a DEX roll). If successful, the
creature then physically misses the victim, and the victim must win
a successful POWvs. POW struggle to escape his bound state. The
Space-Eater will continue to strike until the character fails his DEX
roll or escapes the bound state.

When a character final~ faiis at a dodge attempt, the SpaCe-Eater
begins to penetrate his skull. Atthis point the character can make a last­
drtch POW vs. POW attempt on the Resistance Table to escape his
boundstate.lftheSpace-Eater'svictimfails in his POWvs. POWattempt,
the victim will not lose blood, but will lose 1D3 points of STR and paw.
The Space-Eater will gain these points of POW and STR, but on~ on a

temporary basis. When ~s form shifts again, the gain will be lost, and the
creature will on~ have whatever STR and POW ~ would normally have
for ~s form. In add~ion to the lossof STR and POW, w~hin a period of3D6
minutes, the character's brain will begin tofeel "cold"--aburning cold that
wili cause him to shake and shudder constant~. This shaking and
shuddering will be so bad at times that the character will have to roll
against his DEX to keep from falling down (Keeper's discretion).

If the victim is abie to break his binding at the start of the
penetration, the Space-Eater wiillet him go. The referee should roll
for STR and POW ioss (1 D3 points each), but the victim will be able
to regain back some but not necessarily all of the lost characteristics
within 10 minutes. (Roll1D6. 1-2: 1 point 3-4:2 points 5-6:3 points.
Roll for POW and STR separateiy.) Whatever is not regained is
permanently iost. The brain chill described above does not occur.

··A fuller explanation of binding is provided under Binding and
Space-Eaters.

'''The whip attack occurs when the Space-Eater uses its body
to physically strike an intended victim. This attack can be used
against bound or unbound victims: It is used to keep the victim
within easy reach of the creature by paralyzing him until the Space­
Eater changes form again. The whip attack is similar to the fog form
smother attack in that it temporarily drains 1D6 points of CON when
it paralyzes the victim for 2D6 minutes.

Armor: The Space-Eater still has no armor, but it is not yet
coherent and organized enough (the shifting of size and density, as
well as the variable number of fingers is an indication of this) for
attacks to have full effect. Knives, spears, bullets. etc. will have one­
quarter of their full effect, and explosions wiil have one-half of their
full effect (see below). Primal Signs wiil havetheirfull effect. (Primal
Signs are discussed under Attacking Space-Eafers, below.)

SAN: Seeing a Space-Eater in the hand form will cause the PC
to lose 1D10 points of SAN, unless he is able to make his SAN roil,
whereupon the character will lose only one point of SAN.

BRAIN FORM
The Space-Eater obtains ~s most coherent and dense shape during

this stage of ~s lITe cycie. nresembles a brain, w~h a tail made up of the
nerves of the spinal oord. The brain is approximately one foot in size. and
the tail is about six feet in length. The brain moves by edging on a trail of
slime extruded by asuppleforefoot, much inthesame mannerthatasnail
moves along the ground. The brain also has the abil~ to ieap while
attacking, as well as being able to crawl up walls or trees, or hang from
branches, ceilings, etc., by means of suction. The Keeper should delight
in describing this form of the Space-Eaterto hisplayers: rts slimyform, the
shiny trail ~ leaves, the sucking sound ~ makes when ~ moves, the
pulsating "veins" on the exterior.

Once a Space-Eater has attacked a victim and killed him, ~ will
remain by the body until it changes back into the fog form, making
no attempts at movement unless it has to defend itself or desires to
paralyze another potential victim if that vicfim approaches ciosely.

CHUUlACTERISTICS
STR 4D6+4
CON 4D6+4
SIZ 2D6+6
INT 3D6+3
POW 3D6+3
DEX 3D6+3
MOVE 8 crawling/1 0 leaping
Weapon Anacl< Damage
Drain' Automatic Full drainofSTR, POW and SAN, aswell as

consumption of all nervoustissue in skuli and
spinal column (see below).

Bind" POW vs. POW No damage, used fa 'lrack" victims.
Whip'·' '50% Paralyzes
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Sliding Scale
This sliding scale is designed to help you keep track of the

life cycle of the Space-Eater. Photocopy the page, then cut
out the two 12-hour scales and tape them end to end (so that
11 a.m. meets with noon). Also cut out the smaller nine-hour
life cycle scale. Next, determine when the Space-Eaters arrive,
and matchthattimewrth Hour 1.00 Fog onthe lije Cycle scale.
At the end of the ninth hour, the cycle will start over again with
the fog form. This will continue until alilije in that dimension is
destroyed or the Space-Eaters are successfully driven away.

·This attack can only be used against victims that are bound to
a particular Space-Eater. tf another victim is approached, even if it
is bound to another creature, it cannot be attacked in this fashion.
Victims who are drained must have been successfully stung.

A character that is bound will feel the cold in his brain and the
droning grow in intensity. If a controlled character is attacked by a
brain form Space-Eater, the Space-Eater will leap from the ground
and wrap its tail around the neck of the character. The character
may throw it off in a STR vs. STR struggle, but onlyil he also is able
to make his OEX roll (the "cold" will make his shaking increase, so
movement will be more difficult). If the Space-Eater manages to
hold on, it will insert its tail into the hole made previously and drain
the characteristics of STR, POW and SAN. It will then cut a circular
section out of the top of the skull, remove that section, and eat the

Midnight

1 a.m.

2a.m.

3a.m.

4 a.m.

5a.m.

6a.m.

7a.m.

8 a.m.

9a.m.

10a.m.

11 a.m.

Noon

1 p.m.

2 p.m.

3p.m.

4p.m.

5 p.m.

6 p.m.

7p.m.

8 p.m.

9 p.m.

10 p.m.

11 p.m.

1.00 Hours
Fog

2.00 Hours
Fog

3.00 Hours
Fog

4.00 Hours
Hand

5.00 Hours
Hand

6.00 Hours
Hand

7.00 Hours
Brain

8.00 Hours
Brain

9.00 Hours
Brain

brains and spinal tissue of the victim.
If the bound character is able to throw the Space-Eater to the

ground, he will have a chance to attack it physically or engage it in
another POW vs. POW struggle in an attemptto shake the binding.

"A fuller explanation of binding is provided below.
"""The whip attack can be used against bound or unbound

victims. In this attack, the brain leaps and uses rts tail to lash around
the victim's throat in a paralyzing attack. This will cause the
character to lose 106 points of CON and to be paralyzed for 206
minutes. This attack is similar to the whip attack of the hand form
and the smother attack of the fog form.

Armor: The Space-Eater is at rts highest stage of coherency and
organization during this form. Bullets, knives, etc., will have one­
half of their normal effect, and explosions of any kind will have their
lull effect. Primal Signs will have their full effect. (Primal Signs are
discussed under Attacking Space-Eaters, below.)

SAN: SAN loss at this stage is greatest. Acharacter who sees a
Space-Eater in the brain form will lose 1020 points of SAN if he fails
a SAN roll. Even if a character is able to make a successful SAN roll,
the character will lose 106 points of SAN. If a bound character is
successfully drained, he is killed, and all SAN is lost (of course).

BINDING AND SPACE-EATERS
Binding is what sets the Space-Eaters apart from othercreatures

in the Cthulhu Mythos. It is similar in operation to the binding used
by the Cthonians or the hunting ability of the Hounds of Tindalos;
however, rt does not cost a Space-Eater any POW to bind itself to
a character, and the character can still move (the binding acts more
like a tracking device than anything else).

There are several times during its life cycle that a Space-Eater
can attempt to bind itself to a victim, and several times that a bound
victim can attempt to break free. Note that if a Space-Eater is sent
back to a fog form, this counts as one of the times that a bound victim
can attempt to break free. Space-Eaters can bind any victim in any
part of the world. They will usually only bind victims within reach
(because 01 their slow form of travelling) for ease of feeding. A
Space-Eater may bind up to 10100 victims during each binding
time, and more than one Space-Eater can attempt to bind to a single
victim (although the Keeper should be merciful in this respect).
However, of course, each victim can make an attempt to escape at
each stage mentioned below. And, of course, the Space-Eater can
only physically attack one victim at a time.

To break free, in all cases, the victim must successfully do battle
with the Space-Eater in a POWvs. POW struggle on the Resistance
Table. Note that at certain times, a victim may have lost POW, and
the Space-Eater may have gained POW during the time a character
was bound, so the odds can gradually stack up in favor of the
Space-Eater l

The first stage at which a Space-Eater can attemptto bind a victim
and that a victim can attempt to break free is when a Space-Eater
is initially contacted-either in the creature's home dimension (prior
to an attempt on the part of the Space-Eater to track the visitor back
to his dimension) or in the victim's home dimension. This first stage
is also considered to exist (for purposes of breaking free) when a
Space-Eater is reduced to its fog form as a result of an attack.

The second time a victim may attempt to break free is when the
Space-Eater shifts from fog form to hand form. This is also the
second time the creature may attempt to bind new victims.

The third attempt alfreedom comeswhen aSpace-Eatertriesto attack
a bound victim and drill a hole in the victim's forehead. This must be
coupled wrth a OEX roll in which the victim successfully dodges the hand
on rts first (and subsequent) passes, until the Space-Eater erther
successfully attacks or the victim is able to break away. The creature is
unable to bind new victims in hand form after 15 minutes to han an hour
past the time in which nchanged from fog form.
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The fourth time a victim may attempt to break free is when the
Space-Eater shifts from hand form to brain form. Note that at this
point, a bound victim has lost some POW and the creature has
gained some POw. The struggle takes place during the transition
from one form to another, when the creature still has its temporary
gain. This is also a time when the creature may attempt to bind a
new victim.

The fifth time a victim may attempt to break free is when the
Space-Eater is attacking him in the brain form. The process is
similartotheoneoutlined above-a dodge must be made using the
DEX roll. The creature will then physically miss the victim, and the
victim must win a successful POW vs. POW struggle. If the victim
is not successful in his POW struggle, the creature can make
another leap, the victim make another dodge, etc., until the combat
is resolved one way or another. The Space-Eater is unable to make
an attempt at binding new victims after 15 minutes to half an hour
past the time in which it changed from hand form.

At each point where a character can make a POW vs. POW
struggle, the Keeper must do it for him unless the character fully
understands what is going on. The Keeper should be fair when
doing this for the character, and allow the character every chance
to break loose from the creature. After all, the object of the game is
to scare people and make them sweat, notto kill them all off without
any chance of surviving!

ATTACKING SPACE·EATERS
A variety of methods can be used to attack Space·Eaters.
Physical Attacks in Fog Form. The Space·Eater starts out

highly unorganized and incoherent in nature in fog form. Physical
attacks will have the following effectiveness: All knives, bullefs, etc.
(penetrating attacks) have no effectiveness against the Space­
Eater. All explosions have one-quarter effect.

Physical Attacks in Hand Form. In the hand form, the Space­
Eater increases in organization and molecular coherency. Physical
attacks with knives, spears, bullets, etc., have one-quarter of their
normal effect; all explosions have one-half of their normal effect.

Physical Attacks in Brain Form. When a Space-Eater has
transformed into the brain form, it has reached the highest amount
of coherency and molecular density. All bullets, knives, etc., will
have one-half of their normal effect, and all explosions will have
their full effect.

Interrupting the Life Cycle. If a physical attack is carried out
which reduces a Space-Eater's hit points to zero, the creature will
not be killed, nor will it be sent back to its home dimension. Its life
cycle will instead be interrupted. No matter what form it is in, the
creature will be changed back into the fog form. It will remain that
way for the rest of the current cycle (i.e., if it is in the second hour
of the hand form, it will remain in fog form for the next four hours­
during which it would have normally transformed into the brain
form), plus the full range of the next cycle (another nine hours),
making, in this example, a full 13 hours in the fog form. When
recovering from a physical attack, a Space-Eater will be unable to
move, bind, or use the smother attack to defend itself. A bound
character may make an attempt to free himself by useof a POW vs.
POW struggle on the resistance table. If successful, the victim will
have all the creature's recovery period to make an escape or to find
some way of driving the Space-Eater back to rts own dimension.

Magical Attacks. When attacking Space-Eaters by magical
means, all magical attacks will have their normal effect, except that
whenever the word "kiW is used in the magical damage descriptions
or when the effect of death would occur, substitute the effect of
having the Space-Eater return to its home dimension or being
disrupted tothefog form as mentioned above under Interrupting the
Life Cycle. The fate of the creature is determined by using a
percentile die: On a roll of 1-75, it is disrupted; on a roll of 76-100,

the creature must return to the dimension of the Space-Eaters. If
this attack is taking place in the home dimension of the Space­
Eaters, then the Space-Eater is rendered essentially harmless, and
the character will be permitted to leave without being tracked
(unless another Space-Eater is tracking him!).

Primal Sign: The only way to drive a Space-Eater back to its
home dimension, using "magical" means that will not cost a
character points of SAN or POW is to use what is known as a Primal
Sign. If the character is searching for clues and makes asuccessful
Idea or Cthulhu Mythos roll, he will realize that he must make an
impression of a primal religious sign: a Star of David, a Christian
Cross, an Egyptian Ankh, a Pentagram, an Elder Sign, or some
other form. The character must make some sort of somatic,
physical, or visual representation of the sign. The effectiveness of
the different methods of sign making are indicated as follows:

Physical Sign.·The character uses across, ankh, etc., in physical
form (i.e., the character takes a cross from around his neck and
holds it in front of him). This has a 20% chance of working.

Motion Sign: The character makes the sign somatically (with
hand motions). For example, acharacter crosses himself. This has
a 20% chance of working.

Motion Sign with Artificial Light: Making the hand motion with a
flashlight or another artificial light source. This has a 30% chance
of working. In addition, being near an artificial light source alone
with the first two methods mentioned adds 05% chance of the sign
driving the Space-Eaters back to their home dimension.

Motion Sign with Flame:This can be any kind of flame-match,
burning newspaper, lantern, bonfire, torch-as long as acharacter
can outline the sign with flame. This has a 70% chance of working.
"Outline" means that a character would take a torch and make the
sign of the cross, for example.

Physical Sign with Flame: Taking a Primal Sign and setting it on
fire. Forexample, a church catches on fire andthecross burns. This
has an 80% chance of working.

Making a Primal Sign several times (crossing oneself several
times in rapid succession) will add +01 %to the chance of success.
(As an example, our character is using flame. That will give him a
base chance of 70% of driving away the Space-Eater. He waves the
flame in the shape of a cross four times. This gives him a +04%
bonus-a total of a 74% chance of the sign working.)

The Keeper should realize that physically confronting a Space·
Eater-especially one in the hand or brain form that is attempting
to choke a character or drill a hole in his brain-may excite a
character so that panic and desperation set in. If the playeris acting
in such a fashion (showing signs of fear), make the character at·
tempting to form a Primal Sign roll his DEXor under. An unsuccessful
roli means that, in his panic, the character has fumbled (dropped the
torch, for example). A really good roll means that the character was
able to master his panic and face the Space-Eater with a steely glint
in his eye, driving the creature back to where it belongs!

If a PC succeeds in driving away a Space-Eater in this fashion,
a primal, psychic scream is heard, and the Space-Eater is returned
to its home dimension to lick its wounds and plot revenge. The PC
should receive a 1D20 boost to his SAN (provided he feels that
Space·Eater problem has been resolved-meaning that no more
are in evidence). His character has helped save the universe and
may have learned not to poke around in obscure dimensions
without a road mapl Q

The creatures in this article are taken from ''The Space-Eaters" by
Frank Belknap Long las collected in Tales of the Cthulhu Mythos, edited
by August Derleth, and published by Arkham House and Ballantine
Books). The Space-Eaters are a Lesser Independent Race.

For an adventure involving the Space-Eaters, don't miss "The
Horror out of Partridgeville" in this issue!
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I
n September 1920, a casual acquaintance of the inves­
tigators (Dr. Henry Armitage, chief librarian of Miskatonic
University) receives a bizarre letter from a writer friend.
Afew days later, the friend is found dead-apparently of
murder, but a murder of very strange form and circum-

stance. Dr. Armitage thinks-<>n the basis of that letter-that
supernatural forces are at work, forces that caused the death of his
friend!

KEEPER'S INFORMATION
The writer, Harold Langley (a noted author of occult fiction for

popular magazines and local newspapers) was killed while experi­
menting with the occult. He accidently contacted the Space-Eaters,
an obscure independent race of beings in the Cthulhu Mythos.
Three of the Space-Eaters broke free from their dimension, killing
Langley, and are now wandering the area, looking for more food.

The adventure takes place at or near Miskatonic University, but
Keepers may alter the location and time. The Keeper should show
the PCs a newspaper article outlining the facts in Langley's death.
That night, while gathered in the Student-Faculty Club (if the
investigators are connected with Miskatonlc University) or a local
social club, they will be approached by Dr. Henry Armitage, who will
ask for their help.

Langley's was killed the night before the characters learn of the
murder. Determine the exact time of the death and start the "clock"
on the cycle of the Space-Eater's torm-changing life cycle. Empha­
size to the pes that a heavy fog has covered the area since the
death (it will remain throughout the adventure, starting in the
morning of the first day). For a more detailed explanation of the tog,
see Fog below.

CLUES
Certain clues will give the players insight into the mystery before

they encounter the Space-Eaters. The first clue should be the
article in the Arkham Advertiser, the local newspaper. From there
the players should encounter the fog, then meet with Dr. Armitage
and read the letter he carries.

An afticle appearing in the Arkham Advertiser on September 23,
1920:

Writer Murdered in His Home
Harold Langley, a local occult writer, was killed in a bizarre

murder last night in his home. Langley was 42.
Police state that the investigation is proceeding "smoothly," but

they have no leads at this point. Two Miskatonic University profes­
sors are reported to have found the body when keeping an
appointment with Langley.

Langley wrote occult fiction for popular magazines and local
newspapers. Some of his more famous stories are "The House of
the Worm," "Shadows of Yog-Sothoth," and the infamous "The
Defilers," which set a record last year when it was published by this
periodical and caused 110 letters of indignation to be written by
local readers.

Details of the murder are being held pending notification of
family. No relatives are presently known, so police are making
official inquiries.

The investigators will be approached by Henry Armitage (M.A.,
Miskatonic, Ph.D., Princeton, Litt.D., Johns Hopkins) of the
Miskatonic University Library. Armitage was a friend of Langley's
and assisted him in his research on the occult (the Miskatonic
University collection of occult books is known around the world).

Armitage received a letter from Langley shortly before the
murder. On the basis of the letter, several conversations with
Langley, and Langley's strange behavior before his death,Arm itage
thinks the murder was not committed by humans, but by something
from the Cthulhu Mythos. He shows the investigators the letter, and
asks for their help:

Excerpts from
the Letter
It is the shadowy

terrors that lurk be­
hind and abovethem
that are mysterious
and awful. ...

Our little brains­
what can they know
of vampire-like entities which may lurk in dimensions higher than
our own, or beyond the universe of stars? I think sometimes they
lodge in our heads, and our brains feel them, but when they stretch
out tentacles to probe and explore us, we go screaming mad....

Coldly mal9n intellgenoe from beyond the stars---<;uppose there
were a greater horror? SuplXlse evil things from some other universe
should decide to invade this one? Suppose we couldn't see them?
Suppose we couldn't feel them? Suppose they were of a color unknown
on Earth, or rather, of an appearance that was without color?

They would not exist for us? They would exist for us if they could
give us pain. Suppose it was not the pain of heat or cold or any of
the pains we know, but a new pain? Suppose they touched
something besides our nerves-reached into our brains in a new
and terrible way? You cannot oppose what you cannot see orfeel.. ..

Suppose they should eat their way to us through space I"

Langley's Behavior
Armitage will state that Langley always struck him as an odd

chap and that he was always talking of places other than our own
time and space. Langley believed it was possible to travel to other
dimensions or other times by freeing one's mind/spirit/essence
from the body and allowing it to roam through lime and space.
Langley spent a lot of time in the Miskatonic University Library and
studied the many occult books that are found there-jncluding a
rare edition of The Necronomicon. A few days before Armitage got
the letter, Langley claimed that he was on the verge of a big
breakthrough in dimensional travel. Then Armitage heard nothing,
got the letter, and again heard nothing-Langley ceased his usual
daily visits to the library and did not call or write. Then Armitage
heard of the murder.

FOG
By now the invest9ators should be ready to venture outside. The

Keepershould keepcarefultrackof wherethe Space-Eaters areand their
current form--this will help to determine what "random" events and dues
the invest9ators will find in order to help them to unravel the mystery. As
the Keeper tracks the creatures' movements, and as the investigators
move through the countryside, the Keepershould indirectly indicate their
current location through talking about the thickness of the fog (i.e., ~ gets
thicker as the investigators move toward the Space-Eaters and thinner
as they move away from them).

ARKHAM ADVERTISER
At the office oftheArkhamAdvertiser, the investigators may learn

the following for each successful Fast Talk or Oratory roll: Areporter
will say, Langley was killed in "a horrible fashion-his head," then
the reporter will shut up and refuse to talk any further. It the PC is
successful with another roll, he will learn that "it looked like he was
shot in the head, but it was peculiar--<lverything was gone." What
"everything" is the reporter will refuse to disclose. On further
successes, the reporter will reveal that the police are unofficially
"very puzzled" by the murder. He will also reveal the names of the
two professors who found Langley's body: Melvin Giles of the
Department of Anthropology and Welles Kedding of the Depart­
ment of Economics. Both were close friends of Langley and visited
on a regular basis for tea and conversation.

MELVIN GILES' HOUSE
It the investigators visit Giles' house, they will find a very shaken

person. Giles wilt not be able to reveal much more than the reporter
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The Fun Of Role Playing

CORONER
At the county coroner's office (located at the County Complex),

players will only be admitted on a successful roll of Oratory, Law, or
Bribe. Fast Talk attempts will only result in having the doors shut in
their faces, and further attempts at the former skills will become

at the Arkham Advertiserdid---<:>ther than that he and Kedding went
for their usual Sunday night visit and found the house apparently
empty. They noticed that things seemed disturbed and that the
house was full of fog. Thinking that Langley had gone for a walk and
left a window open somewhere (allowing the fog to enter), they
looked around downstairs, checking all the windows, then went
upstairs. There they found the body. After revealing this, Giles will
shut up and refuse to talk any further.

MULLIGAN'S WOOD
In Mulligan's Wood, the fog will be especially thick (at least one

Space-Eater should stay in the wood). The Keeper should use all
his storytelling skill in building an eerie atmosphere and may even
wish to use extra props (eerie music, incense, candles, wind
chimes, "dry ice" and water to make fog, etc.) to help to sustain the
spell. The investigators should encounter the Space-Eaters here
first if possible-the trees (draped with moss and dripping wrth
condensation), sick and dead plants, and ever-present fog should
make it an ideal place for an encounter.

As the investigators make their way through the wood, they will also
discover more dues. Dead animals and possibly one or more dead
tramps are present, all with mutilations similar to Langley's-aven
squirrels wrth tiny tittle 'bullet holes," and the missing brains and skull­
caps! But be sure not to overdo the number of bodies strewn about.
Follow the Ine cyde ofthe Space-Eaters exactly. nis permissible to have
some dead animals and NPCs-if the Keeper wants more dramatic
dues, then he can allow a few of the attacked NPCs to escape the grasp
of the Space-Eaters. There should never be more bodies than the
number of Space-Eaters (in this case, three) plus the number of "Ine
cycles" that have passed could aocaunt for.

more difficult (impose an appropriate modifier). If the investigators
reveal that they are friends of Langley (a slight lie if Armitage is not
there), the coroner will grudgingly show them the body.

Langley is pale and waxen. There is a small hole in the upper left
portion of his forehead, like a bullet hole, but no blood is present.
The hole is utterly smooth-no jagged skin or bone-as it whatever
made the hole was so powerful and fast that it cut through skin and
bone before it had achanceto splinterthe bone ortearthe skin. The
skull cap is missing from the top of the head, and the brain is gone.
Upon questioning, the coroner will reveal the following:

• The "bullet hole" was made approximately three hours before
the skull was removed.

• There is no exit path for the hole, unless one counts the
removal of the skullcap. However, that can't contain the exit path
because of the nature ofthe wound and the angle of the hole, which
would indicate an exit somewhere at the base of the skull.

• The skullcap was removed in much the same fashion as the
hole was created-no tearing of the skin and no splintering of the
bone are evident (the skullcap was found near the body). Although
some blood was spilt. the amount that one would normally expect
from such a massive wound was not present.

• Not only is all of the brain missing, but a good portion of the
nerves that go through the spinal column are missing as well.

• Langley lived for about three hours between the "bullet hole"
wound and when his brain was removed!

NEIGHBORS AND RANDOM CLUES
At anyof the houses in the neighborhood, either in Partridgeville,

Mulligan's Wood, or the surrounding area, NPCs will talk (on a roll
of Oratory, Fast Talk, Law, or Bribery) about the fog, the death,
Langley, etc.-in general.

The Keeper should be keeping track of the Space-Eaters (and
their life cycle). Althe proper time, he should attempt to ensnare the
investigators or NPCs wrth them in the psychic trap of the Space­
Eaters' binding attempts. Therefore, it is possible for investigators
or NPCs to have encountered the Space-Eaters in a variety of ways
at this point.

If the investigators encounter the creatures, the Keeper should
determine actions and resurts as explained below. If only NPCs
have been "approached" and bound/attacked, the investigators will
have to search and question before they start learning strange
things. Neighbors and NPCs will reveal that they have seen strange
shapes. Some people will appear shaken and refuse to talk, and
some may even have the "bullet hole" marking.

Finally, it the Space-Eaters' life cycle brings about a murder, the
investigators may discover (or hear of) another body-with the
same grisly characteristics as Langley's!

124,998 BC-Tides
tum in human's favor
and cat skin coats are
all the rage,

SHERIFF
At the county sheriff's office (in Arkham, in the County Complex,

along with the coroner, the courthouse, etc.), no information will be
available-the police are very curt and abrupt. They will resist all
attempts at Legal, Fast Talk, Oratory, Bribery, etc. They will say the
investigation is "proceeding" and that details will be released tothe
public if necessary. II the investigators persist in questioning the
police, they will be threatened with arrest for interfering with police
business. If the investigators persist further, the police will arrest
them, and they will spend a night or three in jail (someone, perhaps
Armitage, will eventually get them out if the police don't just release
them-having "learned their lesson"-by then).

WELLES KEDDING'S HOUSE
II the investigators check Kedding's house, they will get even less

information than from Giles. Kedding will refuse to talk to the
investigators unless they have brought Armitage along. He will then
talk to Armitage in asecretivefashion. If questioned later, Armitage
will reveal only that Kedding thought the police were on the wrong
track and that perhaps "there was something to Langley's stories of
'vast and unknown powerful forces in the universe.'"

Important moments in history

499,998 BC-Ten
minutes after the
first humans come
out into the open,
Kharll the mutant
Bobcat devours five
of them.

124,999 BC-Humans
invent the Axe.
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LANGLEY'S HOUSE
Howard langley's house will be in disarray. First, if the investi­

gators look around the outside of the house, they will find a slime
trail (about a foot wide, with indications of asmaller '1ail" mark inside
the wider '100t" mark) leading from the woods to the langley house
(this is indicated by the direction the grass is pushed, leaves are
piled, etc.). The trail will proceed to the side of langley's house and
continue up and through the open window of the bedroom (the
investigators need not be told thatthis is the bedroom, only thatthe
trail leads through an open window-if they eventually enter and
search the house, they will be able to deduce this themselves). The
PCs can enter the house without any problems, as there is no lock
on the door. The house is full of fog. On the ground floor, they may
discover the following:

living Room: The living room contains a fireplace, table, and
some random furniture. A chair to the right side of the fireplace has
been knocked on its side, facing right; the fireplace set located on
the left side of the fireplace has been knocked over (to the left) and
scattered about-if the contents are examined carefully, the in­
vestigators will find that the poker is missing. Finally, a lamp has
been knocked off the table in the middle of the room (another lamp
remains there intact). Thefallen lamp is lying on the 1I0or, shattered,
in a pool of slowly spreading oil.

library: This room contains approximately 800 books on a wide
variety of subjects (history, anthropology, science, fiction, etc.).
There are few books on theoccu~-langleypreferred to work atthe
Miskatonic University library.

Bathroom: This is a normal bathroom, except for the fact that
there is no (gaspl) hot water.

Kftcllen: The kitchen looksnormal. ~ is a liltle messy (afterall, langley
was a bachelor), but nothing out of the ordinary will be apparent.

Storage Room: Access to the storage room is through the
kitchen. The room is situated under the stairs which lead up to the
second floor. It is filled with a variety of canned foods, dried meat,
dried and fresh vegetables, dried and fresh fruit, etc.

Stairs: Due to the heavy fog, unless the PCs have a light, they will find

The Essense of Role Playing
Rapport Games is proud to present:

The Role Playing Game!

Once, long ago, monsters roamed among
men. The occasional conflict was to be
expected. Then, they all disappeared.
The knowledge of monsters degenerated
to myths...

Now they are back. But this time the
humans are slightly better armed.

ndifficu~ to go up to the second flcor wnhout tripping on the stairs. (Call
for DEX rolls. and see nthe investigators drop anything nthey fail.) Oil
lamps can be found in the living room, library. and knchen.

Second Floor: looking down the hall, the PCs will notice that all
the doors. except for the one leading to the study, are closed. The
door leading to the room wnh the open window will be immediately
to their right when the PCs reach the top of the stairs.

langley's Bedroom: Upon opening the room, the investigators can
see abed, wardrobe, dresser, and chair. The window is open, and a slime
trail leadsfrom the windowto the middleofthe room. Afew dropsof blood
are scattered on the floor near the chalk outline of a body. II the PCs
examine the wardrobe, they will find nothing but clothing. In the dresser,
the PCs will find abox containing $50, several cufflinks and rings, and two
items of some importanee-an ornate gold cross and a green, five·
pointed, star-shaped piece of soapstone wnh an EkJer Sign engraved on
n(this is an EkJer Stone). They will also notice that the door leading from
langley's bedroom to his study is partially open.

langley'sSludy:This room is messy, mostlydue to a lackol cleaning.
II the room is searched, the investigators will find many books andpapers
scattered around. They will also find a pile of papers on langley's desk
that has some relevance to the case. Reading these papers will add 8%
to the reading Investigator's Cthulhu Mythosskill and will cost 104 points
of SAN. Those investigators who read the papers will find that the notes
discuss langley's attempts to travel into other dimensions, as well as
some of the outlandish creatures he contacted on his trips.

Second Floor Bathroom: An ordinary looking bathroom.
Guest Bedrooms One, Two, and Three: These bedrooms ob­

viously have not been used in many years; they are shut up and
dark. and smell very musty.

ATMOSPHERE
While the investigators are in the langley house, the referee

should emphasize the eerie atmosphere of being in a murdered
person's house. If the investigators spot the slime trail while looking
around outside, the thought should occur to them that whatever
killed langley might still be inside the house! After all, there are no
slime trails moving away from the house (the Space-Eater that
killed langley returned to fog form before the police arrived). A
careful Keeper could really raise the blood pressures of the inves­
tigators as they creep from room to room looking for the killer.

EVENTS
Much of this adventure is linked to the unique life cycle of the

Space-Eaters, so the adventure has deliberately been kept very
open-ended. The Keeperwi!l have to keep track of game time and
the corresponding subcycle that the Space-Eaters are in. Also, the
Keeper must keep tabs on where the Space-Eaters are so that he
can indicate tothe PCs how thick the fog is atthe moment (and how
close the players are to actually finding the Space-Eaters). If a
Space-Eater binds to an NPC, the death of the NPC should be
announced in the papers the next day. Or, if the Keeper feels
additional clues are needed, the investigators could also run into an
NPC being attacked, one who is experiencing the buzzing sound
associated with the Space-Eaters' binding ability, or even one who
has the "bullet hole" marking.

If more and more time passes and the PCs have not yet been
able to solve the mystery behind the deaths, the Keeper may want
to intervene more strongly and drop a few blatant clues. One
possibimy is to have an NPC relate tothe investigators how he was
able to drive off the "monster" when he "pulled the holy cross from
around (his) breast and drove it away'" n

Skill Combinatics!
85 different and unique skills!
66 different weapons, and rules
for making even more!

The adventure is inspired by "The Space-Eaters" by Frank
Belknap Long, as collected in Tales of the Cthulhu Mythos, edited
by August Derleth, and published by both Arkham House and
Ballantine Books.

For background information for use with this scenario, see "The
Space-Eaters" in this issue.
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I
r. Elwyn Darke, a prominent
occultist and an authority on
folk superstitions, has been~ murdered in the tiny Louisiana
town of Bayou Perdu. The local

police have no suspects in the killing. The
investigators may elect to look into the
matter on their own or may be asked by
one of Darke's colleagues at Marshall
University in Indiana to find out what really
happened. Or the player characters may
simply be travelling in the area. The inves­
tigators should not be well acquainted with
the late Dr. Darke.

KEEPER'S INFORMATION
Bayou Perdu is the site of a strange

annual ritual performed by the inhabitants
at a circle of standing stones just outside
town. The purpose of the ritual is to rein­
force the power of a mystic sign that keeps
a horrible Shoggoth imprisoned beneath
the stones. Darke was attempting to break
the spell and release the monster when he
was killed by the local deputy sheriff,
Breaux.

This adventure is intended as a change
of pace and a way for Keepers to surprise
players who have become so paranoid
and reactionary that they reflexively anni­
hilate anything out of the ordinary. In this
case, the "sinister townsfolk" are the good
guys, and the murdered man was an evil
cultist.

BAYOU PERDU
Bayou Perdu (population 1022) is a

small hamlet deep in the swamp country of
Louisiana. It is located 15 miles southwest
of Houma and 50 miles from New Orleans.
It can be reached by a single poorly paved
road or by boat along the bayou for which
it is named. Thetown's chief industries are
rice farming and fishing.

The town consists of a small cluster of
houses and shops where the road crosses
Bayou Perdu. The town is surrounded by
swamps, which are thickly wooded with
skeletal cypress trees wreathed in Span­
ish moss. The buildings are all shabby and
run-down looking. Bayou Perdu has a
drugstore with a lunch counter (Landry's
Drugstore), a doctor's office (Dr. Mouton),
a deputy sheriff's office, a church (Our
Lady of Eternal Vigilance), and a general
store with gas pumps (Mouton's General
Store). As the PCs enter the town in the
middle of the afternoon, they will see few
people about. Several young men are
lounging around on the porch of Mouton's
General Store, but otherwise the streets
are deserted.

Unfriendly Reception: The investiga­
tors will not exactly be welcomed to Bayou
Perdu with open arms. The cajuns are
fairly suspicious of outsiders to begin with

68 Challenge 48

The
Bayou
Ritual
By James L. Cambias

(especially since such outsiders generally
try to force them to abandon their native
language and culture, tax their meager
incomes, or take away their wine and
beer). In Bayou Perdu, the inhabitants
have even more reason to be unfriendly. If
the player characters attempt to talk with
anyone on the street, the natives will claim
to speak only French. The loungers at the
store will be downright hostile and will not
very subtly encourage the PCs not to
linger in Bayou Perdu.

There is,one house with rooms for rent,
but the landlady, Mrs. Landry, will demand
the outrageous sum of $10 per person to
stay the night. A successful Bargain skill
roll may persuade her to reduce the rate to
$7 per night. She warns the PCs that she
wants no trouble of any kind in her house.
The rooms are small but very clean, and all
the beds have mosqu~o netting to keep
guests from being bitten as they sleep.

Oepuly Sheriff: Deputy Breaux is the
local representative of the authorities. He
is a conscientious official and will do his
best to be fair and pol~e to the player
characters, although he warns that if he
gets any complaints from the townspeople,
he'll lock them up.

If the PCs ask Deputy Breaux about
Darke's murder, he can provide the fol­
lowing information in a very businesslike
manner: Darke was found dead, shot to
death with ashotgun at close range, among
the standing stones just outside of town.
The estimated time of death was 2 a.m. It
was a rainy night, so no footprints were
found. It is impossible to trace the weapon.

Breaux says he suspects that Darke
stumbled across a group of bootleggers
and was murdered. He claims to have no
knowledge about the stones or what Darke
might have been doing up there. A Psy­
chology roll will reveal that Breaux is
probably lying and seems to be afraid of
something.

Darke's possessions are being kept in
Breaux's office. If the PCs want to exam­
ine them, they will have to make a suc-

cessful Debate or Fast Talk roll. The prop­
erty consists of some ordinary clothing, a
wallet containing an Indianadriver's license
and $200 in cash, a book ent~led Occuft
Sites in Not1hAmerica, and a strange gold
ring. The ring is decorated with a Itttle face
that anyone w~h any Mythos knowledge at
all will recognize as being the visage of
mighty Cthulhu itse~.

The book is a listing of all Indian sacred
spots, haunted houses, and places where
strange phenomena occur in the Un~ed

States and Canada. It is very complete.
From the standpoint of an investigator it is
too complete, for it lists 10 bogus occutt
sites for each genuine one. The listing for
Bayou Perdu says the following:

"Bayou Perdu, Louisiana, has a fairly
interesting stone circle, said to have been
built by Indians. A legend 01 the vicinity
claims that the Devillrequently plays the
flute among the stones. "

Dr. Moulon: Doctor Albert Mouton is
the local general practitioner, and per­
formed the autopsy. He will confirm Deputy
Breaux's account of the murder almost
exactly word for word. Mouton is abit more
friendly than the other townspeople and
has a large collection of books at his
house. He can answer questions about
local history.

If the PCs ask Mouton about the stones
or the annual ritual, he will give factual, but
undetailed, answers. The ritual is per­
formed every year at about this time. It is
an old tradition handed down from the
Indians. The stones seem to have been
put up by the Indians. Beyond these
meager facts, he will not go.

cmCLE OF STONES
Just outside of town is a small rise

crowned with oak trees. (This kind of rise
is common in swamp country and is called
a chenier.) This chenier is unusual, for at
the top is a circle of 13 large, upright
stones, about 100 yards across. A suc­
cessful Geology roll will determine that
these stones are not from the area; they
occur naturally in the Appalachians.

Scene of Ihe Crime: The spot where
the body was found is roped off, and fre­
quent rains have obliterated all traces of
the shooting. A successful Spot Hidden
roll, however, will allow the PCs to notice a
book lying under some bushes. Appar­
ently Darke dropped it when he was killed.
The book is a facsimile edition of the
Pnakotic Manuscripts. It is damp and
starting to get mildewed, but is quite
readable. An examination will show that
one set of pages is spattered with blood,
indicating the place Darke had it open to
when he was killed.

One passage on that page is particularly
noteworthy:



"The Sarsen-circles areplaces ofmighty
Power, andtherein maybe confined Those
who come from Without. But the stones
weaken from season to season and must
be strengthened again when the skies are
right. The stones must have their blood,
and the ancient words must be said, else
the Power that is in the stones will falter."

Tante Marie: Not far from the stone
circle is the cabin of "Tante Marie" Breaux,
an incredibly ancient old lady. She speaks
only a little English and will at first be very
suspicious of outsiders. If addressed in
French, she will be more friendly, and a
successful attempt to Fast Talk her will
resu~ in her inviting the PCs inside for
coffee.

If the player characters ask Tante Marie
about the stones, she will tell them the
following:

"Oui, les rochers, they are very old. The
Indians raised the stones, or perhaps the
ones before them. Beneath them lives one
of the old bad ones. It is bad luck to speak
of such things at this time of year."

She will say nothing more about the
stones.

If asked about the murder, she has this
to say:

"Just before dawn, it was. Julien killed
him up among the stones. C'est triste, but
he was a bad man and shouldn't have
been there. "

She shrugs fatalistically and will not
answer any more questions.

LmRARY RESEARCH
If the players use the library of Tulane

University in New Orleans or L.S.U. in
Baton Rouge, they can learn that Bayou
Perdu was settled by Acadian refugees
from Canada in 1761 and has a population
of 1022.

There are only two other mentions of
interest: One of the early French Jesuit
visitors to the area in 1695 noted the
strange circle of stones and described a
barbaric pagan ritual performed by the
Indians there at this time of year. In 1875,
a historian visited the area and noted with
amusement the "quaint folk festival" held
each year on the same date.

There is no library in Bayou Perdu, but
at the town church Father Boudreaux has
some old chronicles kept by his prede­
cessors. The priest is one of the group that
maintains the spell at the stones, so the
pes will haveto convince him that they are
on his side. Aplayer character would have
to succeed by rolling under half of his
Oratory skill in order to convince
Boudreaux. The local chronicles are writ·
ten entirely in French and only mention the
ritual once. In 1825, they note:

':An attempt was made by certain per­
sons to prevent the annual rite at the

stones. Theyceasedtheiropposnion when
the truths of the matter were explained to
them."

lithe PCs pretend to be some sort of evil
cu~ists, there is no way they can get any­
thing from Father Boudreaux, and he will
inform Deputy Breaux. After that, every­
one will be even more unfriendly, ~ that
seems possible.

STRANGERS IN TOWN
The investigators are not the only

strangers interested in Bayou Perdu. The
day after the PCs arrive, two men will
come to town. They are Mr. Gray and Mr.
Waite, and claim to be friends of the late
Mr. Darke. They will occupy the remaining
rooms at Mrs. Landry's house and will start
asking many of the same questions as the
PCs.

They will be friendly wtth the investiga­
tors, sharing any discoveries they make
about the town, but not revealing very
much about themselves or their connec­
tion with Dr. Darke. At their first meeting
with the player characters, Gray and Waite
will make a curious remark: "Soon night
will fall." (They will say this even if it is
morning.)

A successful Cthulhu Mythos roll will
recognize the words as part of a verse
from the Seven Cryptical Books of Hsan.
The correct response is, ':And Darkness
will spread its wings across the world. "If
the investigators give this response cor­
rectly, Gray and Waite will be more com­
municative. They still won't tell exactly why
they are in town, but they will tell the PCs
that Darke was attempting to discover how
the stones were enchanted, and what
purpose they served, when he was killed.

II the player characters try to search the
strangers' room, they will find acopy of the
Pnakotic Manuscripts (identical to the one
Darke was carrying) and apeculiar dagger
engraved with writing in no known alpha­
bet. There is also a letter from Darke,
which says:

Brothers,
A great discovery. The circle of stones

here at Bayou Perdu contains something
ofenormouspower. Iwillattempt to dissolve
the enchantment on the sarsens tonight. If
I fail, you mustprevent the localidiots from
renewing the containment. Soon it will be
Night.

E.D.

THE NIGHT OF THE RITUAL
On the night of the ritual, about three

days after the PCs arrive in Bayou Perdu,
13 townspeople will gatherat the stones at
midnight.

Father Boudreaux and Dr. Mouton will
be among them, and the ceremony is

CALL or
CTHULH[J

guarded by Sheriff Breaux and four other
local toughs armed with shotguns. Under
the direction of Father Boudreaux, who
reads from an ancient copy of True Magick,
the 13 participants chant and spatter the
stones with the blood of a freshly killed
goat. The rite takes an hour to complete
and temporarily drains one point of POW
from each participant. Player characters
overhearing the rite will note a similarity to
the spell Create Elder Sign, if they know
the spell.

Waite and Gray will attempt to interfere
with the ceremony in order to release
whatever is being kept bound. They won't
try a frontal assau~ on the circle-the
townspeople have too much firepower.
Instead, the two men will summon a
Hunting Horrorof Nyarlathotep, using Mrs.
Landry as a blood sacrifice. Any of the
investigators remaining at the house will
undoubtedly hear the chanting and the
muffled screams coming from the back­
yard. If the PCs do nothing, the Hunting
Horror will swoop down upon the stone
circle and devour those performing the
ritual.

If the ritual is not performed before
midnight, then at 1 a.m. the chenier will
tremble, the stones will topple, and the
ground will erupt as a titanic Shoggoth
bursts forth, smashes the village, devours
anyone who does not escape, then oozes
into the bayou and disappears.

NPCS
The characters will have an occasion to

interact with the following NPCs in this
adventure.

Deputy Sheriff Breaux
Julien Breaux is a rugged-looking man

in his early thirties. He served in the army
during the Great War and returned home
with a bad lung after being gassed. He is
a good policeman and keeps order in
Bayou Perdu. But he understands that
there are some occasions when the laws
of the state of Louisiana just don't apply,
and killing Darke was one of those situa­
tions.

Breaux is normally quite friendly, but the
Darke incident has made him suspicious
of strangers, and the investigators will find
him very brusque and uncommunicative.
Breaux is always armed with his .38 re­
volver and carries a 12-gauge pump
shotgun in dangerous situations.
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Shoggoth
The Shoggoth is a huge, formless mass

of tissue with malignant eyes opening and
disappearing oonstantly on its surface. It
will seek to destroy the town before escap­
ing into the swamps.

STR 45, CON 12, SIZ 45, INT 6, POW
12, DEX 4, Move: 10.

Skills: Crush 100% (doing 306 of darn­
age, plus an addnional 606 per subsequent
turn as n tears tts victims apart). k takes
minimum damage from physical weapons,
cannot be impaled, takes ha~ damage from
fire, and regenerates two points perturn. n

no SAN, and which halves the recovery
time for damage) and Elder Sign.

Hunting Horror
This hideous servant of Nyarlathotep is

a huge, black winged serpent, whose form
continually shifts and changes.

STR 30, CON 12, SIZ 30, INT15, POW
22, DEX 15, HP 21, Move: 7/11 flying,
Armor: 9 points.

Skills: Btte 65% (for 406 damage), Tail
90% (Grapples). The Hunting Horror cannot
be impeled by normal weapons. tt knows the
following spells: Shriving, Contact
Nyarlathotep, CreateGate. Seeing the Horror
costs 1010 SAN on a failed SAN roll.

Mr. Gray
Edward Gray is a member of a sinister

cuk called the Brotherhood of Night, which
serves Nyarlafhotep. Darke was also one
of the Brotherhood, and Gray and Watte
have come to Bayou Perdu to find out why
he was killed. Gray is a small, dapper man
wtth piercing eyes. He owns a .45-ealiber
automatic and will not hesitate to use it.

STA9, CON 11, SIZ9, INT 13, POW 16,
DEX 12, APP 10, EDU 15, SAN 0, HP 10.

Skills: ReadlWrite Latin 65%, Cthulhu
Mythos 65%, Occult 40%, Archaeology
35%, Sneak 30%, Handgun 30%, Debate
20%. He knows the following spells:
Summon Hunting Horror, Bind Hunting
Horror, Contact Nyarlathotep, Voorish Sign,
Contact Deep One.

Mr. Waite
Frederick Watte Is a very fat, slow-moving

man whose placid expression oonceals the
fad that he is a dangerous fanatic devoted to
serving the evil will of Nyarlathotep. Mr. Wane
always carries a large, sharp kn~e wtth him,
and enjoys using tt.

STR 13, CON 6, SIZ 16, INT 14, POW
16, DEX 9,APP8, EDU 16, SAN 0, HP 11.

Skills: ReadlWrite Greek 60%, Knife
55%, Cthulhu Mythos 50%, Anthropology
45%, Spot Hidden 40%,Archaeology 30%.
He knows the following spells: Summon
Hunting Horror, Bind Hunting Horror,
Contact Nyarlathotep, Shriving.

Marie Breaux
Tante Marie is well over 80 years old and

has lived all her I~e

in fhe tiny cottage
near the chenier.
She knows an as­
tonishing amount
abouttheplantsand
animals of the re­
gion,andhasagreat
many charms and
hexes to ward off
evil. Her native lan­
guage is French,
and her English is
heavily accented.

STR 4, CON 8,
SIZ 6, INT 14,
POW 17, DEX 12,
APP 6, EDU 4,
SAN 70, HP 7.

Skills: Botany
65%, First Aid
60%, Speak En­
glish 50%, Zoology
45%, Diagnose
Disease 40%, Oc­
cult 40%, Treat
Disease 35%,
Cthulhu Mythos
15%. She knows
the spells Heal
(which costs three
Magic Points and

ant about him. Since then, she has been
suspicious of strangers, particularly those
asking questionsabout things which should
be left alone,

STR 6 CON 8, SIZ 12, INT 10, POW 16,
DEX 14, APP 11, EDU 6, SAN 80, HP 10,

Skills: Speak French 75%, Listen 75%,
Bargain 60%, Sneak 40%.

Young Toughs
These young men work as fishermen or

trappers in the swamps around Bayou
Perdu, but their chief love in I~e is lounging
around outside Mouton's General Store,
drinking home-brewed wine. They are
basically friendly, but are suspicious of
outsiders-especially nosy ones. They all
have effectively identical attributes and
abilities. All carry hunting knives, but they
prefer to fight wtth fists and clubs. On the
night of the ritual, four of them will be
around the chenier, armed with 20-gauge
shotguns.

STA 16, CON 16, SIZ 12, INT 8, POW
10, DEX 12, APP 8, EDU 4, SAN 50, HP
14.

Skills: Speak French 80%, Punch 70%,
Track 65%, Climb 65%, Swim 50%, Club
45%, Shotgun 40%, Sneak 40%, R~le

30%, Camouflage 20%, Sing 20%, Occult
5%.

A Quarterly Publication
Dedicated to the World
of RolePlaying Gaming.
l'~- ~ Only

$1 0
." .~~.
I' ".,.. .1'"

~
Per Year!

'lrbe
~croll

STR 15, CON 6, SIZ 15, INT 14, POW
11, DEX 12,APP 10, EDU 14, SAN 65, HP
8.

Skills: Speak French 85%, ReadlWrite
Latin 60%, Speak Latin 50%, Psychology
40%, Debate 20%, Occuk 20%, Cthulhu
Mythos 10%.

Dr. Mouton
Pascal Mouton is the only doctor in

Bayou Perdu and the surrounding area.
He is a heavyset, red-nosed man who is
quick to prescribe a Itttle red wine for
medicinal purposes. He isn't sure if he
believes this stuff about the stones, but is
willing to keep the facts hidden to protect
Deputy Breaux. Mouton doesn't generally
go armed, but if pressed he will defend
himself with a surgical scalpel (treat as a
small knife),

STA8, CON7, SIZ14,INT15, POW 12,
DEX 10, APP 6, EDU 16, SAN 60, HP 10.

Skills: FirstAid 90%, Diagnose Disease
80%, Treat Disease 75%, Speak French
75%, Treat Poison 70%, ReadlWrite Latin
50%, Knife 35%, Pharmacy 30%, Chemis­
try 25%, Psychoanalyze 15%.

Mrs. Landry
Clair Landry is a stout widow in late

middle age. She rents out rooms to visitors
and owns some land which her nephew
farms. Darke rented a room from her, and
she noticed something odd and unpleas-
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By Dan Snuffin

New YorkCity, NY: Policeare investigating
the theft ofa rare book from the privatecollec­
tion of C. AnhurLocke. The thieves broke into
theresidenceearly in theeveningandstolearare
copy ofDaemons of/he Fire.

Locke shotand killed oneof the burglars,
but the other escaped with the book. The
value of the stolen book was not known.

O
ne of the PCs stumbles upon
the above article, dated Sep­
tember 8, 1926, while read­
ing the morning newspaper.
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A successful Cthulhu Mythos roll will
reveal to the characters that Daemons
of the Fire is a Mythos book.

This adventure is located in Boston,
but the referee may adjust the location
to fit his campaign. The referee will
have to decide how to involve the char­
acters based on their situation and his­
tory. If one of the PCs is a professor,
Miskatonic may send him to investi­
gate. Or possibly one of the characters
knows C. Arthur Locke or is interested
in the stolen book.

KEEPER'S
INFORMATION

A horde of Deep Ones is pbtting to mett
the Arctic ice by summoning Cthugha. The
rise insea levelwillexpandtheirunderwater
domain while causing serious disasters for
the surface dwellers.The Deep Ones have
stolen DaeroonsofRrebecause ttcontains
the Summon Cthugha spell. They have
hijacked the freighter Blue Star to carry
them and the more human members ofthe
hordle up to the Arctic sea. Afterall, that's a
bng way to swim!



iX:.
'I(JI/ """,,' .

NEW YORK CITY
Locke will not conduct any interviews

overthetelephone, but he will invile the
investigators to his home to discuss the
theft. Travel by train from Boston to
New York City will cost $5.70 and will
take seven hours.

The Locke residence is a two-story
mansion ofweathered bricksurrounded
by a large, well trimmed lawn. C.Arthur
Locke is a tall, heailhy looking man in
his early tnties who wears a green
sweater of questionable taste. He will
cooperate with the investigators after a
successful Oratory roll has been made.

Locke will tell the investigators that
he was silting in the den when he heard
noises coming from the reading room
where he keeps all his books. He pulled
a revolver from his desk drawer and
went to investigate. He saw two men
sneaking down the hallway toward an
open window, one carrying the book.
He yelled at the men to stop, and the
first turned toward him while the second
continued down the hall. When the first
made as if to attack him, Locke shotthe
man in the chest. The other jumped out
the window and escaped.

Locke is notaware olthe Mythosvalleof
the book,.nor is heawarewhythatparticular
bookwas stolen. Hewill explain thathetried
to read konce, but the messy old English
text required too rroch effort.

If the PCs ask to see the rare book
collection, Locke will proudly oblige. There
are many rare tkles, but no Mythos books.

If asked about anything unusual that
may have happened or about the man
killed, Locke will remark. "The man
looked very unhealthy. His skin was dry
and scaly, and he had no hair.'

AFastTalkorOratory roll will getthe Pes
into the ciIy mollJ.le to view the body.
Gunsrot wound aside, the man looks un­
heailhy indeed. His skin is dry and scaly,
andheappearsto haveIostallofhishair. His
ears are set to close to his head, and his
eyes are a little large. His identily is still
unknown.Asuccessful Cthulhu MyttDs roll
will tell the PCs that this man is halfway
through the transtomnation from human to
Deep One.

DISAPPEARANCE
The next day, the party will get an

alarming phone call. If one of the inves-

tigators is a journalist, it will be from his
editor. Otherwise, the caller will be a
journalist contact acquainted wilh one
of the characters. The caller will inform
them of the mysterious disappearance
of the whole population of Rockport, a
small costal village in Massachusetts.
Approximately 125 people.,pompletely
vanished wilh no trace. Th;Jdisappear­
ance was discovered late (ast night.

Rockport is about 35 miles from Bos­
ton, two and a hall hours away by car. It
is a remote fishing village of old, weath­
ered wooden buildings and shacks in
various states of disrepair. Most smell
only of fish, and every1hing looksundis­
turbed. A Fast Talk or Oratory roll will
get the party past the loose security
surrounding the area.

Ailhough very old and warped, the
docksof Rockport are very strong. Boats
are still tied up on most docks. While
looking in this area, anyone making a
successful Spot Hidden roll will notice a
life ring caught in some cattails right off
shore. The white ring has the words
"Blue Sta(' on it, and the preserver
looks relatively new.

One building in Rockport is identified by
thesignoverthedoorasthe"EsotericOrder
Ot Dagon: TtDse making a successful
CthultuMytrosrollwill knowwtD Dagonis.
Inside are many old chairs leisurely orga­
nized in rows facing abare stone altar. The
buiding is otherwise corrpletely el'\lXY, as
everything of irJllOrtancewas taken on the
voyage. Obvbusly this is a very poor ex­
cuse for a rouse of worship. While looking
in this area, anyone making a successful
Spot Hidden roll will notice a small scrap of
paper lying beneath one of the chairs. The
papercontains the word "tar,'wlh anything
once preceding that inscrl>tion tom off.

Rockport has a grocery store, but
there is no food here-the shelves are
bare. The inventory records are miss­
ing, but there are many empty crates
and boxes in the back room. If the PCs
check the labels to see what was once
in the crates and boxes, they will find
three labeled "fur parkas." The rest of
the boxes are labeled "candles,' "oars,'
different types of food, etc.

BLUE STAR
A call to the Boston Port Commission

(BPC) will reveal that the Blue Star is a

cargo freighter that left Boston harbor
on September 2 for Libson. One day
later, all contact was lost, and it was
presumed that the freighter may have
sank in the heavy storms that hi! at the
lime radio contact ceased.

If the PCs ask the BPC for details
about the Blue Star. a successful Fast
Talk roll will reveal that the captain of
the freighterwas Sarroel Westhouse. A
total of32 crewmemberswere on board.
The cargo was wheat, various food­
stuffs and tobacco.

If the PCs mention that they found a
life ring from the Blue Starin Rockport,
the BPC will say that's not possible,
considering the ship's posilion and the
currents concerned.

If the PCs investigate the matter fur­
ther, they may discover that two of the
crewmembers were from Arkham. This
is a red herring, but it might lead the
characters on an interesting wild goose
chase.

MISKATONIC
UNIVERSITY'

The best place to find information
about the Esoteric Order of Dagon or
Daemons of the Fire is Miskatonic Uni­
versity. At the library, many hours of
work and a successful Library Use roll
(or a suilable contact, il the PCs have
one) will reveal that Dagon is an ex­
tremely large, fishlike humanoid and
leaderof a race of similarbeings smaller
than himsell. The Esoteric Order of
Dagon is not mentioned.

The rare books section of the library
where Daemons of the Fire or more
sensitive information on the Esoteric
Order of Dagon can be found may only
be accessed il a PC is aprofessor at the
university orthe PCs are accompanied
by a professor. A translation of Dae­
mons of the Fire is available to those
wilh the proper clearance.

II the investigators try to find out more
about the Esoteric Order of Dagon, Dae­
nxlnsofthe Fueorcul activity at Rockport
through the faculty, they will eventually be
referred to Dr. Jim Aarenson, professor of
Anthropology. IIanyofthecharacters either
teach or attend Miskatonic Universily, as­
sume they know Dr. Aarenson. Aarenson
will tell the investigators that he is not sur­
prised to hear of cuI activity in Rockport
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Dr. Jim Aarenson,
Professor ofAnthropology

STR 10. CON 12.SIZ09,INT17, POW 17, DEX 11,APP 12, EDU 18. SAN 66.
Hit PIs 11.

SkIlls: Anthropology 95%, Archeology 55%. Chemistry 25%, Cthultu Mythos
33%, Debate 45%, Dodge 22%. FirstAid 40"10, Geology 20%, History 65%.lbary
Use 90%. Make Maps 30%. Clccul80%, Oratory 75%, Spot Hidden 45%.

Spells: Call Cthugha, Call fthaCJlCl, Create Gate. Powderoflbn-Ghazi, Summofl'
Bind Byakhee, Voorish Sign.

I· Aarenson is 47. although he looks Ike he is In his slxIles. His hair is gay and
thinning, his skin wrinkled, and his voice bw and raspy. He habitually poUshes his
sunglasses when talking, and, yes, he does love hiswork.

Theprofessor'sofflce isasmaUarchaeologicall1llseumandIllrary. Fossils,stones
andancient tools fine the shelves ofonewall, andaoorJlllete library fiUs anotherwaB

, and the space above his desk. Everything here is neat and orderty.

Daemons ofthe Fire
Language: English.
+ to knowledge: =5%.
Spell Multiplier: x3.
Effect on SAN: -108.
Thisbookwaswrilten in theearty 180OsbyamanwhoidentBieshimseBinthetexl

only as 'Winiam.· "is primarilyabout Cthugha, hisexistence on Fomalhaut. and the
cu" around him. " also'oontains two speUs: Cal Cthugha and SummorVBind Fre
Vampire. Aday of browsing through the book wiB reveal these general details:

Cthugha resembles an enorrrous buming mass oontlruaUy varying in shape. fts
'filIace of origin is the star Fomalhaut. but ft may be surt1moned to earth. Cree
summoned. Cthugha will blast and bum the area with intense heat and flame,
destroying l oorrpetely. The book also contains a 21-page poslsCllll. " mainly
lliscussesthe fabled existence of the Cityof the Old Ones and of strange creatures
referred to as the EiderThings that existed before the dawn of life on Earth. " hints
thatwhat remains ofthiscily isstDllockedsomewhere inthe Ice, great secrets frozen
within ft. (01 oourse, this postscript is thrown In only to mislead and oonfuse avid
Lovecraft readelS.) Thisknowledgewill add +1%tothereader'sCthulhu Mythosskill
and cause a SAN loss of 104.

because Dagon is often worshipped by
simple fisher-folk in remote coastalvillages.
He can give the adventurers the same
general informationas the library butwill be
hesttant to say rruch more. He is all too
familiar wnh the Mythos and does not wish
to subject anyone else to the horrors olthat
knowledge. However, I the PCs show him
that they already know the Mythos, he will
open up to them. ff the PCs mention the
possible connection wtth the Blue Star,
Aarenson will show sudden interest in the
case and will be more than eager to help.

SIGHTING
Six days after they begin their investiga­

tion, the PCs will learn that the Blue Star
has been sighted by a trawler off the coast

of Greenland. The ship, which appeared
almost Ileless,washeadingnortheast,pos­
sibly toward the A!clic Sea.

Three days after the sighting, the
International Ice Patrol (IIP-anorgani­
zation set up to monitor icebergs after
the Titanic disaster) will report that n
has found the Blue Star loosely locked
in the Arctic Sea off Greenland. Heavy
storms prevent the liP from investigat­
ing further.

If the PCs do not decide to travel to
the Arctic, Miskatonic may ask them to
join a team sent to investigate the ap­
parent link between the Blue Star and
the mysterious disappearance at
Rockport. In either case, Aarenson will
want to accompany the group.

ARCTIC
Travel by plane will take approxi­

mately four days. The closest setl1e­
ment to the Blue Star's reported loca­
tion is Hudsonland, asmall fishing com­
munity on the coast of Greenland. The
Greenland Sea is frozen at this time of
the year---€verything is covered with
snow and ice. Temperatures are gener­
ally in the teens, and the wind chill
factor may bring the actualtemperature
close to zero degrees. A PC not
equipped with warm clothing can sur­
vive outside a numberof minutes equal
to his CON before taking a point of
damage. This cycle is repeated until the
PC loses haij of his hit points in this
manner, at which time he falls uncon­
scious. If unattended, he will freeze to
death quickly thereafter.

A small store here carries most es­
sential supplies, charging 150% of the
normal price.

If the PCs contact the liP, they will
learn that fierce snowstorms have pre­
vented the organization from investi­
gating the freighter's condition. Luckily,
the weather is much more hospitable
today. Travel by sled to the site of the
Blue Star will take three hours. The
freighter has been ransacked, and the
whole ship smells of dead fish. Much of
the floor is covered in slime. Aarenson
will tell the PCs that this is a sure mark
of the Deep Ones.

The Deep Ones have not strayed far
from the ship; they are caJTlled only five
miles away. For each hour after one hour
that the characters search, there is a 25%
chance ofdiscovering the DeepOnes, and
there is also a 20% chance that the Deep
Ones will discover them. ij the characters
arediscovered,35-50 DeepOneswilichase
them 3-4 miles and will post guard around
their settlement thereafter. Otherwise, the
party should be able to find a su~able

vantage point from which to observe the
DeepOnes.There are 115 DeepOnes and
74 humans present. The sight of 115 Deep
Oneswill cost the PCs maximum SAN (six
points) I they fail theirSAN roll-<>ne point
I the roll is made.

What happens after the discovery of
the Deep Ones depends upon when
they were discovered. If they were dis­
covered within a day of the discovery of
the abandoned boat, they will be at-
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tempting to summon Cthugha. If the
PCs arrived at any later time, the inves­
tigators will be around just in time for
Cthugha to appear.

If the PCs try to take on the Deep
Ones as a group, they will have the
element of surprise, but they will none­
theless be ripped to shreds unless they
come up with something very clever. If
the PCs do succeed in disrupting the
ritual, the Deep Ones will try the sum­
moning again in three days. Only death
will stop the fanatic cultists from even­
tuallycompletingthe summoning. lithe
PCs are unable to interrupt the ritual or
just wait around to see what happens,
Cthugha will arrive five minutes after
the chanting is completed.

CTHUGHAARRIVES
Only four of the Deep Ones actually

know the spell, and they will be leading
the Deep Ones in the casting. The
cultists are ringed around a large bon­
fire. They will have to chant for 25
minutes, but the spell will be automati­
cally successful. Suddenly, the flames
turn blindingly white, and an intensely

bright point of light floats up from the
fire. When it reaches a height of about
22 feet, ~ erupts into the huge flaming
ball that is Cthugha, while fire vampires
begin to jump from the bonfire. All
present must make their SAN rolls or
lose 1020 SAN. Those making the roll
lose 103 SAN.

Suddenly, it is very hot. The Deep
Ones will flee, running back toward the
freighter. The hard-packed Arctic ice
instantly begins to melt.

The characters will only have one
chance to try to banish Cthugha.
Aarenson will lead them in the banish­
ment spell, expending full magicpoints.
Each character who knows the spell
may also expend all his magic points,
while others may only contribute one
magic point. Nine points must be ex­
pended to match Cthugha's POW, and
each additional point will give them a
5% cumulative chance of dismissal. II
the spell succeeds, Cthugha will leave
in a blinding flash of light before doing
any serious melling. The PCs will gain
1020 SAN. They will also gain 1010
SAN, realizing that they have saved the

world from disaster.
If the spell fails, the PCs will have to

run to avoid being burnt to a crisp. The
PCs have failed, and Cthugha will glee­
fully turn most of the Arctic ice cap into
water, causing numerous weatherprob­
lems, plus worldwide coastal flooding
as sea level rises about 60 feet. The
horrified PCs will lose 1020 SAN, and
life on earth will be changed forever.

CLEANING UP
If the PCs successfully prevent

Cthugha from melling the ice cap, the
Deep Ones will not try to summon it
again, thinking that they somehow lost
favor with the being.

II our heroes let ~ get out that they
were responsible, theycan expect many
Deep One revenge encounters in the
future.

Finally, when the PCs return to Bos­
ton, they will be contacted by C. Arthur
Locke, who wishes to hire them to re­
cover Daemons of/he Fire. Regardless
of whether the book survived (keeper's
option), this could be the beginning of a
completely new adventure. Q

The most powerful force
in the universe is the
Vortext. Nothing can

escape it's pull. Not light.
Not ID1J..

NO genre escapes our pull, we cover it all.
Fantasy, Science Fiction, Horror...

Vortex! Magazine provides you with a fresh, unbiased approach to gaming in all it's varied
forms. Adventures, articles, expansion ideas, and morc are yours in every issue. Ask for
Vortex! at fmer game stores and hobby shops in your area.

A one - year subscription, conSisting of four fabulous issues, can be yours [or only $10,
(California resident', unfortunately, must add 81/4% sales tax). Send eheck or money order
to, Vortex! PublL,hing, 5506 Beaudry St #C, Emeryville, Ca. 94608
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By Jane M. Lindskold

O
ne of the pes receives the news
that he has inherited a country
estate in the west of Ireland from
a distant relative. The executors
will provide keys, deeds and

maps showing the location of the house.
Cond~ions of the inher~ance are that the
heir must personally take possession of the
property for at least five years. The execu­
tors will not have any add~ional information.
~ relativas are questioned, the heir will dis­
cover that the deceased was weallhy and
eccentric. Several other relatives received
similar bequests. The heir will be encour­
aged to accept the inheritance.

The house is located outside the fictional
hamlet of Kraighten, about 40 miles from
Ardrahan. pes will find conversation difficull in
Ardrahan, near impossible in Kraighten. In the
1890s and 1920s, Gaelic was still the main
language of the western peasantry, and most
other Irish could not undarstand ~. Treat Gaelic
as a separate language proficiency; even a
character w~h Linguist skill should have to
struggietocommunicatewlhtheloca1s.Through
the 1990s, the hamlet of Kraighten remains
behind the times. Ardrahan is the closest rail
station to Kraighten. Trains stop twice daily. A
car and drivercan be hired to takethe investiga­
tors to Kraighten.

The terrain is desolate. To borrow
Hodgson's words: "(Kraighten) is s~uated,

alone, at the base of a low hill. Far around
there spreads a waste of bleak totally inhos­
p~able country; where, here and there at
great intervals, one may come upon the
ruins of some long desolate cottage­
unthatched and stark. The whole land is
bare and unpeopled, the very earth scarcely
covering the rock that lies beneath ~, and
w~h which the country abounds, in places
rising out of the soil in wave-shaped ridges."

Kraighten is a very primitive town-even
in the 1990s, there are no hotels or inns. ~
the pes arrive too near dark to go out and
seek the house and are w~hout camping
gear, they may rent space from a family.

Even jf the language barrier is crossed,
none olthe locals will know where the house
is. ~ a very elderly resident is patiently
questioned, he will recall fragments of old
legends about the house. No details will be
available, but the informant should utter
vague comments about the house being a
"queer place, unholy and dreadfui, a piace
that is shunned."

The estate's map shows that the house is
iocated on a riversome milesdownstream from
Kraighten. As there is no road, the river is the
only guide. The trip will take about two-thirds of



aday's walk due to the roughness of theterrain.
Nenhervehicles norriding animals can be hired
orpurchased in Kraighten. ~thePCs haveacar,
travel will still be slow, and the referee should
check for tire punctures and other appropriate
nuisances.

PARK
Much to surprise of the PCs, the river will

suddenly vanish beneath a high embank­
ment, apparently stranding them without a
guide. If they continue over the embank­
ment, they will see that the terrain has
completely changed. The valley below holds
a green tangled mass of trees and shrubs,
a verdant contrast to the rocky waste.

PCs who roll against Geology or Botany
skills will deduce that the river runs under­
ground in a network of smaller branches
and so more effectively waters this limited
area. There is no immediate sign of the
house, but a roll on Botany will recognize a
good number of the plants and trees as
domestic or ornamental varieties (fruit and
nut trees, rose tangles, mint and other pe­
rennial herbs). This wild, tangled wood is
the remains of an estate's park.

There are no paths in the park, but a Spot
Hidden roll will discover a large column of
haze-like spray near the center of the wood.
If the day is sunny, tiny rainbows will reflect
from the spray, creating a strange and won­
denul display. Any PCs with appropriate
professions should be permiUed an Idea roll
to realize that what they are seeing is prob­
ably the spray from a watenall.

HOUSE
The PCs will find the house on a small

rise at the center of the grounds, about 300
yards in front of the ravine into which the
watenall crashes. The building is a strange
edifice, apparently built outside of any par­
ticular architectural tradition, though there
is something of both the solid fortification
and the gingerbread Victorian about it. It
stands high (interior investigation will show
an aUic and a basement as well) and is
basically square, wnh a wrap-around porch.
From the roof, a small, almost Arabesque
tower needles forth.

On first impression, the house looks ut­
terly normal. But under close scrutiny, one
begins to notice strange exceptions. For
instance, the house is built of adense green­
ish stone that even a successful Geology
roll will fail to identify. The roofs are tin. The
windows are of heavy, transparent leaded­
glass set in decorative geometric pat­
terns.The windows on the lower floor are
covered with heavy iron bars set six inches
apart. The exterior doors are all solid, iron­
studded oak. The house is in very good
repair except for the rampant vegetation
which, although it grows right up to the
house, does not touch it any point.

INTERIOR
The house is no more dusty than if ten­

ants had just left. All of the floors on the
porch, ground floor and basement are of the
same green stone as the exterior. On the
ground floor, the stone is polished smooth,
resembling green marble. The floors on the
upper stories and stairs are of oak. In rooms
with fireplaces, the chimney and hearth­
stone are constructed of the same stone as
the house. Awhne variety has been used for
variation and patterning.

Curiously, given its apparent age, the
house features simple in-door plumbing. A
pump in the kitchen yields slightly rusty­
tasting water. On the upper floor is a bath­
room with a simple toilet, sink and tub.

The house has neither gas nor electricity.
In a storeroom off the kitchen is a supply of
oil for lanterns (two 10-gallon drums), as
well as wicks, lantern chimneys and candles.

The house is furnished, although there is
no evidence of personal nems. Each room
contains good quality furniture appropriate
to the room's function, including running
clocks on many mantlepieces. Although at
first glance the decor appears to be early
1880s, contradictions and anachronisms
are apparent to anyone who bothers to look
closely.

Closet: The linen closet on the upper
floor is stocked with ample linens. Curi­
ously, none of these smell at all musty, or
show any sign of moths or insects. In fact,
throughout the house there is no evidence
of any vermin-insect or rodent.

Kitchen: The kitchen is stocked with pots
and pans. A fire is prepared, but remains
un In in the hearth.

Study: The study contains many books
of general interest (science, history, litera­
ture, etc.), though none were written any
later than 1850. On an excellent Library Use
roll (-30% after at least a half hour's study;
+5% for each additional half hour, not to
exceed the PCs' skill percentage), the PCs
will notice that about 25% of the books deal
with odd subjects (history of countries no
one has heard of, strange scientific theo­
ries, etc.) or are wr~ten in languages noone
has ever heard of. There are no personal
papers or books of magic occult lore. Over
the fireplace in the library, elaborately
framed, is a piece of needlework bearing
the following couplet:

Those are not dead who let their dust lie.
Disturb your dust and certain death die.
Besides being reminiscent of a certain

famous couplet, these words will mean noth­
ing to the PCs. If the PCs do not notice the
needlework at this time, they should be
encouraged to notice n before the start of
the spin through time.

Attic: The aUic is an empty storage area
with some small rooms partitioned off.

Basement:The basement contains three

rooms: a wine cellar, a root cellar and an
empty storage room. With a Spot Hidden
roll, on the storage room floor the PC will
find a trap door. If it is lifted (resistance 09)
by means of alarge iron ring set in the stone,
it reveals empty blackness and no steps. if
the PCs listen, they will hear the sound of
rushing water. On a successful Listen roll,
the PCs will also hear a faint but unmistak­
able tiner: If they continue to listen, the titter
wiil grow to a raucous, mocking laughter for
a moment before fading to tiUering again. If
light is lowered, the only things the PCs will
see are reflections as off water or wet stone.
~ the light remains down the trap door for
more than a few minutes, it will be smashed
(by a stone thrown by a swine-demon).

TIBBS
When the pes have been in residence

about an hour, their exploration will be inter­
rupted by an unearthly wailing moan. This
wail will start on a low pitch and rise, then
drop and start again. A Listen roll will identify
the noise as coming from the kitchen. A
successful Idea roll by any PC familiar with
domestic animals will identify the sound as
the cry of a cat.

When the kitchen door is opened, in will
march a matronly calico cat. She will be
trailed by five kittens, all about six weeks
old. The eat's collar reads "Tibbs," matching
the basket by the fire. She will rub against
the legsofthe PCs, meowing to be fed. If the
PCs feed her, Tibbs and her litter will stay
and behave like normal cats (which they
are-they were "suspended" by the spell
that held the house until the house was
reoccupied, where upon many things started
waking).

PIT
This deep, dark ravine is where the river

emerges to form a small rocky waterlall that
runs for a brief way before vanishing again
underground. The pit is mostly a tangle of
growth so thick that n canopies the shallow
river (which can be waded in most spots).

The distance from the top of the pit to the
boUom is about 150 feet-there is no easy
trail, but the PCs can pick their way down
along the side. Have each PC roll (Dexx4)
+Climb for each 50 feet. ~ the PC fails, have
him roll a jump_ ~ the PC succeeds, no
damage is taken. Hthe roll is failed, the PC
takes 1D6 falling damage. If the PCs have
tied a safety line, there is no damage. To
leave the pit, PCs must roll againstthe same
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SPIN THROUGH TIME
The spin through time is an increasing

acceleration of time, part of mysticai rites
used by the Great Old Ones to separate the
house and ~s inhab~ants from their own
time and and bring them to the Arena. Dur­
ing the spin, common physical urges are
suspended. Mostly, ~ is simply disorienting.
However, it can be dangerous.

The spin will begin w~h the twilight of the
day selected by the referee. In the early
stages, only an incredibly observant PC
would notice that anything is dillerent. How­
ever, by the arrival of full dark, PCs will be
given an Idea roll -20% to notice that the
clock's hands are moving faster than they
should be. W~h the arrival of daylight, the
PCs only need to make a normal Idea roll to
notice that the clock's hands are spinning
visibly faster. Soon, days and nights pass so

percentage, with the same consequences
for failure.

II the PCs decide to explore the pit before
entering the house, they will see nothing
more than a vegetative tangle. However, if
they explore after the house has been
opened, they have a 50"10 chance of en­
countering 1-6 swine-demons. These will
not join battle unless provoked and will
usually retreat before they suffer fatalities.
The longer the PCs explore, the greater
chance they have of at least seeing signs
that something is living down in the pit
(broken branches, rough trails, footprints,
etc.).

The river eventually vanishes again into
the rocky ravine wall, but the opening the
water vanishes into has been enlarged by
the swine-demons (roll against Spot Hidden
or Geology to notice the marks). This cave
opening is only about three feet tall and
opens into a maze of low-roofed tunnels.
These eventually run underneath the house.

II the PCs decide to check out the tun­
nels, they will soon discover that the going
is rough. For the first 100 yards, the roof is
never higher than four feet (the swine-de­
mons go on all fours) and the corridors
rarely wider than five feet. The floors are
damp'with run-off from the river, mold and
rotting vegetation. The chance of attack by
the swine-demons rises to 75% here, and
before any attack the PCs will hear the
tittering chuckies of the swine-demons.

If the PCs penetrate deeper than 100
yards, they will find that a wide ravine bi­
sects a large cavern. The river water spills
into this ravine, creating a rapidly flowing
subterranean course. Without aboat, cross­
ing the ravine would be impossible.

Any PCs who explore the pit should
emerge with the realization that the house is
vulnerable from below. They may also real­
ize that the swine-demons were restraining
themselves in any attack.
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quickly that the sun and the moon appearto
chase each other across the sky, becoming
mere blurs of light and then not even visible,
then the seasons will change, slowly at first,
then faster and faster.

The PCs can watch the kittens mature
with incredible rapidity, then all the cats,
starting with Tibbs, will die, turning to skel­
etons and then pillows of dust.

By now the PCs should notice them­
selves growing older, more slowly than the
cats but definitely changing: beards and
hair grow; wrinkles form; clothing wears
thinner and tatters. In time, they will actually
see their bodies die and, like those of the
cats, become heaps of dust. Their spirits
stand separate, however, and are able to
move things in a poltergeist-like fashion.

At this point, players should make a SAN
roll for their characters. Characters who fail
should be treated as zero SAN for the dura­
tion of the spin.

Gradually, the house itself will deterio­
rate. Referees may detail as they wish the
cracking and falling of plaster, the breaking
of glass, the crumbling of stone, etc. Then,
from the spot where the house stood, the
pes will see the very sun and solar system
age and die. They will feel theirspirits rushed
through nothingness toward a green sun
into which they are sucked to whirl around a
bit and then be spat out into the Arena.

Dangers: Leaving the house once the
spin begins will be nearly impossible, as
doors and windows seal, etc. Any PC who
manages to leave the house once the spin
has started will be lost, killed by maleficent
magic. On a successful Occult roll, the PCs
should realize that the house is protected
and that staying inside is a good idea.

Remember the couplet overthe fireplace?
It's meaning may now become clear: II the
piles of dust (the PCs' remains) are dis­
turbed, the PCs will die, regardless of the
events in the Arena. If the PCs have no Idea
what to make of the couplet, the referee may
offer hints on the completion of a successful
Occult roll.

ARENA
When the PCs are regurgitated from the

green sun, they will find that everything is
apparently back to normal. Any PC who has
gone insane will be back to pre-spin condi­
tion.

The illusion of normality lasts until the
PCs look out the window. Then they will
realize that they, the house and a portion of
the park have somehow been transported
into a broad chasm between circling moun­
tains. The chasm bottom is a perfectly flat
circle 10 or 12 miles in diameter, framed by
unclimbable mountains,

II is doubtful that anyone would want to
climb those mountains, for lounging among
the peaks, like spectators on bleachers, are

enormous representations of ancient gods
of evil. Some are easily recognizable by
those who make a theology, oocull or an­
thropology roll: Set, Kali and others. Some
are known tothosewith appropriate Cthulhu
mythos knowledge: Cthulhu, Hastur, Yig,
etc. Still others are wild and alien beast-like
horrors of unknown races.

While the PCs study the scene, they may
notice an earflickor a tentacle wiggle-they
will soon realize that these are not statues,
but somehow forms of the gods themselves.
PCs need to make a SAN roll, losing D3/D6.

The reason for the relatively low SAN
loss is that the gods are distant and shad­
owed, so their full horror is not apparent.
Also, these are spirit projections (similar to
those PCs) not the gods themselves.

A 20-foot-tall, black-robed figure will ap­
proach the PCs from the foot of the moun­
tains. The shape is human, but the features
are hidden by the cowled robe. Any PCs
familiar with Nyarlathotep should feel an
unpleasant tingle of recognition. The PCs
will hear the following speech:

In days notlong past, a sorcerersought to
create a way through which the Old Ones
could come through to your world at will. He
was successful to a limited extent. With
stone brought from beyond your plane, he
crafted a house that stood on the border­
lands oftime andspace. Through this house,
he sought to bring the Old Ones and their
minions to selVe him.

His early summons brought him crea­
tures to serve him, but they also brought the
house to the attention of those who oppose
the return of the Old Ones. They destroyed
him and sealed the house in spells, it being
beyond their power to destroy it.

When you entered the house, you broke
some of those spells, But, for the house to
be completely freed from theguardian magic,
the minions ofthe old sorcerer must win the
house.

Thus, you are broughthere, For24 hours,
as you measure them, the house will be
besieged by the minions. If you keep the
house, at the end of that time you will be
returned unharmed to your time and place.
Ifyou fail, the house will be returned, but the
minions will be free to do with you as they
wish.

Nyarlathotep's drychuckle gives no doubt
that the PCs would not be likely to survive
what the minions have in mind for them.
Then he will step back and, with a thunder­
boll clap of his hands, announce, "Begin I"

BATILE FOR THE HOUSE
Each battle for the house will be as indi­

vidual as the PCs who defend it. Following
are notes on what will and will not work.

Defense: All weapons, ammunition and
other gear brought by the PCs will work as
normal.

Spells will function as follows. Summon,
Call, and Contact spells will not work. Gates
will not work. The Elder Sign will work, but
these are not quickly drawn. Other spells
will work as usual, as long as they do not
involve employing the energies of another
being.

The house is apparently in the same
shape as when the PCs took possession,
no longer the decayed hulk of the spin. This
means furnishings, etc. are available as
barricades, projectiles and whatever other
uses creative PCs can come up with. The
referee should be reasonable but not liberal
about what Is available. This is a furnished
house, not a store or warehouse.

The house can be ex~ed now, so the
outdoor resources of the park are available.
If the PCs leave the park and try to cross the
Arena, they will find that the surface is
similarto a desert made of sail. Variant wind
currents make flight over the Arena's sur­
face impossible. Also, the minions will take
possession of the house in their absence,
and the PCs will be lost.

Offense: The swine-demons and the
Thing will attempt to enter the house first by
breaking in the doors. The outer doors (if
barred and locked from w~hin) have a resis­
tance of 18. If this does not work, the min­
ions will become more subtle.

Possible tactics include attacks from
multiple sides at once, anacks from beneath
the basement, climbing to the roof, burning
the house (~ won't burn, but the smoke will
be an irr~ant and provide cover), etc. The
referee should use these as guidelines, not
as a blue-print for how the minions will
attack,

The minions are not very bright, but they
are determined to win back the house, and
there are a good number of them, While the
PCs need to rely on intelligent planning, the
minions can '1uzzy-wuzzy" the opposition.
They are not suicidal, but they will sacrifice
members of their group to win. The morale
of individual un~s can be broken by large
losses.

Swine-demon weapons are primitive:
thrown spears, slung rocks and hand-to­
hand combat, but they do know what guns
are and will use them ff they can capture
any.

SWINE-DEMONS
(Lesser Independent Race)
Hodgson describes the physiology of the

swine-demon: "It had a grotesquely human
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tiIIate red and green. Its claws contain a
peisonous phosphorous (petency 14) that
glows even in daylight and spreads to cover
its victim. Victims makes a resistance save
each day. If the save succeeds, the peison
retreats, taking the same number of days to
vanish as it did to spread. When the victim
is covered (3-6 days), it dies. One Thing is
an ample threat unless the PCs have a large
number of distance weapens; then the ref­
eree should consider adding others.

Str: 50
Cen: 50
Size 60
Int: 9
Pow: 14
Dex:20
Hit Points: 55
Move: 12
Weapens: Claws: 4D6+6D6 and phos-

phorous peison (see abcve)
Armor: 4 peints due to thick, rubbery skin
Spells: None
SAN: 1D3/108 n

This adventure is freely adapted from
Wilfam Hope Hodgson's novel, The House
on the Borderland. This story, while not one
of the Cthulhu my/has tales, was praised by
Lovecraft as "a classic of the first water.'

Hodgson, William Hope. The House on
the Borderland. Carroll & Graf Publishers:
New Yori<, 1983.

Damage
1D6+104
1D6+104
104+102
1D4

Average
12-13
12-13
15
9
7
10-11
14
9

30
25
25
20

Attack%

Characteristics
Str: 3D6+2
Con:3D6+2
Size 2D6+8
Int: 2D6+2
Pow: 2D6
Dex: 3D6
Hit Points: ­
Move: 9

mouth and jaw; but with no chin of which to
speak. The nose was prolonged into a snout;
this it was, Ihat, with the Irttle green eyes,
gave it such extraordinary swine-like ap­
pearance. Of the forehead there was little,
and the whole face was of an unwholesome
whrte color."

The referee shculd assign a base force of 30
swinlHiemons, plus 10 addnional for each PC.

Weapons

Armor: 1 peint (hide)
Spells: None
SAN: 0/1D6

THE THING
(Lesser Independent Race)
The Thing looks much like a swine-de­

mon but stands 40 feet high. Its eyes scin-

Claws
Spear (melee)
Spear (thrown)
Sling

No. 113
$4.50

Honesl John
ocket w/l<luncher

Dept. l·CHl
350 E. Tioga St.

Phila., PA 19134 USA
(215) 426-2873

With IH C's ROCO Minitanks,
Half the Battle's Won!

International
Hobby
Corp.

No. 329
$5.00
Leopard 2 Banle T"'nK

Send $3.98 for 64.page Color Catalog & Price List.
Send certified check, MO. Me, or Visa (supply card no"
expo dale & signature) for prompt service.

o

TW IN ENG INE GAM ING PRESENTS:
Out Time Days

a game of Time Travel in an alternate dimension

THE EXPERIENCE: OTD is a game of life on a ('f:~~R~
strange world. Although populated by a variety of
semi·humanoid races, it is nothing like the Earth
that your character left behind. Gone is the industri­
al might of large nations. TIle multi-talented worker
is a thing of the past. Even your famed Time Jump'
ing skills have been checked 1c? a certain degree.......
However, you do happen to be one of the few Time
Jumpers on this world, and that in itself is a major strength.

Vou'll choose one of several sects to ,work with, or attempt to
creatc your own from scratch. which will help set your general meth­
od of operation. As each new time opens. there are new discoveries to
make, new lands to chart, and new people to meet. The world awaits
change, and you are the catalyst.

our TIME DAYS is a highly interactive role-playing Play-By-Mail
game with turns processed weekly. It has received excellent reviews, 11--+---1[lj""'....+---+-­

,-_, notably from F1agship and Paper Mayhem. Turn cost
is S5.00. The game is open ended and 99% computer

moderated. The rulebook may be obtained for $5.00 11i-c
1
jfC'=-+----1'.:.._+--+­

(refundable with startup). A special startup is
available that gives you the rulebook, the startup 11-----+----1--+--+­

tum, and five turns for only SI5.00.
o

Dependable, _Idy, enor-free turns since 1984 jfC' ~

~ Twin Engine Gaming; Dept 209; 3254 Maple Leaf ct.; San Jose, CR 95121 ~
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BOSTON-Police have 'few clues"
to follow in the unexplained death of
Michael E. Trout, editor of Stupefying
Stories, a popular fiction magazine.
Trout was founddeadin hishome Thurs­
day, the victim of severe burns. The
house showed no signs of fire.

Police Captain John O'Banion was
unwilling to comment on any possible
connection between Trout's death and
the Friday nighl fire which damaged the
offices ofAcme Publications, publisher
of Stupefying Stories.

Trout, 43, hadedited Stupefying Sto­
ries for six years, building the maga­
zine's reputation for entertaining sto­
ries of adventure, "science-fiction" and
horror. Acme President George D. Wil­
son said, "Trout was the best editor I've
ever known. I'm not sure if Stupefying
Stories will continue without him at the
helm."

Wilson declined to speculate about
the fire atAcme. "The fire marshal is still
gathering evidence," he explained. "I
have nothing more to say. "

S
omething peculiar is going on
at Acme, and George Wilson,
the companypresident, wants
to know why. He is prepared

to offer the PCs reasonable pay, plus
expenses to find out.

Acme is located in a shabby, four­
story building in Boston's Back Bay
area. The bottom floor is occupied by
bales of paper and bundles of maga­
zines awaiting shipment. Minorfire dam­
age is visible at the rear of the building,
and many of the paper bales are still
soaked with water. The second floor is
filled wtth printing presses. The third
floor holds the editorial offices for Stu­
pefying Stories, Thundering Western
Adventures, Passionate Tales of Ro­
mance, All-StarSports Storiesand Two­
Fisted Crime Action magazines. The
top floor holds the business offices for
Acme Publications, including Wilson's
office.

Wilson is a large, cynical man. He
never reads his magazines and has
only contempt for those who do.

'Poor Mike used to knock himself
out, trying to get good pieces for SS,"
Wilson tells the PCs. "The readers would
askfor 'less high-brow stuff, more blood.'

I still let him slip in a quality story every
so often just so he wouldn't get de­
pressed. I'm not even going to look for
a replacement for Mike. S.S. was only
breaking even anyway, and with him
and three of our regular writers dead, I
doubt tt can keep going."

If asked about the authors who died,
Wilson can provide the following infor­
mation: Dale Guthurste died aboullhree
months back-fell and broke his neck.
Richard Black got food poisoning in
Chicago about a week after that, and
Celia Abbott was in a car accident a
month ago.

If the PCs ask Wilson about the fire,
he will become defensive. "I keep tell­
ing those apes in the warehouse not to
throw cigarette butts around. But do
they listen? A whole building full of
paper, and they throwcigarettes around.
And that fire marshal trying to make it
look like maybe I started the fire for the
insurance. If I wanted to bum the place,
why did I just put in a $2000 sprinkler
system, eh? That sprinkler saved the
whole building."

STORms
The PCs may wish to read some of

the stories written by the dead authors.
Of particular interest are the pieces
which appeared just before each au­
thor died. Summaries of the stories are
given below.

After reading the three tales, any PC
making a successful Read English roll
will notice that the writing style of the
stories is very similar.

"Statue of Khoor" by Dale Gu­
thurste (May 1925): A man inherits a
strange Egyptian statue of a horrible
mouthless monster. He gradually be­
comes obsessed with the statue, hears
voices and has strange dreams of an­
cient Egypt. Finally, utterly possessed
by the statue, he attacks his wife with a
knife. She flees and tries to topple the
statue onto her husband. The statue
shatters, breaking the evil spell control­
ling his mind.

"Feast of Blood" by Richard Black
(JUly 1925): A young man finds a se­
cret door in his basement leading to a
hidden network of tunnels. He explores
the tunnels and finds a chamber where
sinister cullists are sacrificing a victim

to a huge stone image. The cultists spot
the hero and pursue him through the
tunnels until he emerges in a cemetery.
He tells the police, but is then unable to
find the door in the basement.

"Terror In the Museum" by Cella
Abbott (September 1925): A beautiful
young college cooed is kidnapped by an
insane archaeologist who worships an
ancient idol in a museum. Just as the
professor is about to sacrifice her to the
statue,the girl is rescued by her fiance.
The professor kills himself, screaming
that the idol must have a victim. The two
students are horrified to see that the
statue moves to lap up the spilled blood.
The fiance smashes the image with a
fire axe.

ABOUT THE AUTHORS
The PCs may wish to contact the

families of the three dead writers.
Richard Black: Black lived alone in

a cheap apartment in Chicago. Accord­
ing to neighbors, he was a quiet fellow
with no family who typed a lot late at
night. His landlord has rented out the
room but has kept Black's things in the
basement. It will require a successful
Fast Talk or Oratory roll (or a small
bribe) for the PCs to get access to
Black's stuff. An inspection of his prop­
erty reveals a number of story manu­
scripts and drafts, but none for "Feast of
Blood" except for a single, perfectly
typed final draft.

Cella Abbott: Abbott lived in Tulsa,
Oklahoma, with her mother, who is still
in mourning. According to Mrs. Abbott,
her daughterwas killed by a hit-and-run
truck driver while crossing the street.
Unfortunately, Mrs. Abbott knows noth­
ing about Celia'swork. "I always thought
it was a waste of time, writing those
peculiar stories. I kept telling Celie to
get out more often, maybe meet some
nice boy." She has already thrown out
all of Celia's manuscripts.

Dale Guthurste: Guthurste lived in
Sheboygan, Wisconsin, with his wife.
Mrs. Guthurste will be very suspicious
of anyone asking questions about her
husband. Attempting Fast Talk will only
make her more suspicious, but a suc­
cessful Oratory roll might convince her
to speak with the PCs. Mrs. Guthurste
will say she is nervous because some
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men came around asking questions
about her husband right before he died.
She knows his death was just an acci­
dent-hefell down some stairs atwork­
but ij still makes her uneasy. All Mrs.
Guthurste can recall about the men
was that they were nicely dressed in
black suijs and drove a big black car.

If the PCs are polite and show enough
interest, Mrs. Guthurste will let them
see her husband's papers. Dale
Guthurste apparently kept everything
neatly filed. In the folder marked "Statue
of Khoor" the PCs will find a final draft
copy of the story and a letter from Phillip
H. Valecroft. The letter reads as follows:

Enclosed is the final revision ofyour
tale, which I have retitled 'Statue of
Khoor.• I have alteredyour original in a
numberofrespects, removing the more
conventionaleldritch elements-the liv­
ing mummy, the curse, et cetera-sub­
stituting some more cosmic and origi­
nal concepts in their place (in this case
the idea that the evil influence of an
inanimate object might cause the hero
himself to attack his wife). I have also
renamed the statue, as I think your
suggestion of King Amen-Ra lacks a
certain poetry. Ibelieve mychanges will
give the story a needed freshness and
ensure itspublication. My fee, asagreed,
is $10.

REFEREE
Insane cullists attempting to bring an

ancient statue to life have murdered the
three authors and the edijor of Stupefy­
ing Stories. The authorswere murdered
because they wrote stories which al­
most exactly described the 'actions of
the cull. What the cullists do not know is
that all three storieswere actuallyghost­
written for their authors by Phillip
Valecroft, a reclusive writer living in
Arkham near the cUllists' meeting place.
Valecroft has been having vivid dreams
depicting the cull's activijies and has
turned his dreams into stories, unaware
of their basis in fact.

As they conduct their investigation
the PCs will be approached by a young
man calling himself Charles Ramsey,
who claimsto be an avid reader ofweird
fiction and a great fan of the dead
writers. Ramsey will confide in the PCs
that he suspects something sinister in
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the recent rash of deaths and will offer
to help them find the truth. If they accept
his offer, Ramsey will accompany the
PCs, running errands and making him­
sell useful. If they decline his assis­
tance, Ramseywill still tag along, friendly
and cheerful, always turning up when
the PCs least expect him.

Ramsey is actually an agent of the
Brotherhood of Night. He hopes the
PCs can lead him to whatever source is
leaking information about the cull's ac­
tivijies.

VISITING VALECROFT
Phillip Valecroft lives alone at 66

College Street in Arkham. The neigh­
borhood is home to a number of
Miskatonic Universijyfacully. Valecroft's
house is huge and decaying, with an
overgrown yard and peeling paint.

Valecroft is a confirmed recluse and
tries to avoid dealing with people face­
to-face. His eccentric lifestyle makes
him seem very much like a sinister
servant of the Great Old Ones.

If the PCs pay him a visij, he will
refuse to see them, saying through a
closed front door, "I'm busy right now.
Send me a letter, and I'll give ij my
complete attention. Now please leave."

If the PCs attempt to force their way,
Valecroft will flee to his study to call the
police.

If the PCs keep the house under
observation, theywililearnthatValecroft
only goes out at night, when the streets
are mostly deserted. He buys groceries
at a seedy all-night store and never
receives any guests.

If the PCs attempt to communicate
by mail or by phone, they will find
Valecroft both interested and helpM­
he only dislikes dealing wijh people in
person. lithe PCs can establish friendly
relations with Valecroft in this manner
and convince him of the importance of
what is going on, he may even agree to
see them in person.

The PCs may eventually get into
Valecroft's house, eijher by invijation or
by breaking in. Most of the rooms are
empty-Valecroft has had to sell the
furnijure to supplement his tiny income
as a writer. The place is poony main­
tained and in need of a good cleaning.
Many of the windows are broken, and

most of the upstairs rooms have leaky
ceilings.

Entrance Hall: This room still has a
beaumul Oriental rug and some ornate
Victorian furniture. Valecroft keeps this
room fairly tidy, as it is the one room
which visitors might occasionally see.

Bedroom: Valecroft is using the old
dining room as his bedroom. The room
is filled wijh books piled on the floor, the
chairs, even the bed. A huge steamer
trunk filled wijh old clothes serves as
Valecroft's wardrobe.

Kitchen: The kitchen is a mess. The
sink is piled high with several weeks'
worth of dirty dishes; the stove is en­
crusted with grease; and the floor is
sticky. Valecroft will not willingly let any­
one enter this room. Adoor in the corner
leads to the basement stairs, but ij is
partially concealed by a pile of boxes
filled with canned vegetables.

Basement: The basement is mostly
empty. A few boxes of junk are piled
against one wall. There are no secret
passages or tunnels leading out of the
basement.

Library: This huge room is where
Valecroft works. Il holds the posses­
sions most dear to him-his collection
of books. Many of the volumes on the
shelves are rare first editions, but they
share space with cheap paperbacks
and damaged books bought second­
hand. Valecroft has the works of all the
great horror writers (Poe, Machen,
Stoker, Hearn and others). He also has
numerous books on the occulI, ancient
history, astronomy and Massachusetts
history. There are no Cthulhu Mythos
books.

The libraryalso holds Valecroft's desk,
which is heaped with manuscripts and
papers. The PCs can find early revi­
sions olthe stories byAbbott, Black and
Guthurste, along wijh material by sev­
eral other wrijers. There are also some
original stories by Valecroft; his work
tends to be confusing and dream-like,
wijh vivid images but no real plots. In his
typewrijer is a sheet of paper bearing
some typed phrases:

Khoorgolan walks the earth. The sky
is dark and streaked with red. Arkham
burns. The Miskatonic is red with
blood-panicked crowds. A new God
walks the earth-men and women bow
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down. It feeds on blood and flesh, and
breeds a horde of awful spawn. Earth
cleared of life-soon it will split like a
rotten fruit. Khoorgolan andall its spawn
will tread the paths beyondspace (?) in
search of new prey.

VALECROFT'S DREAMS
If the PCs are asked to visit Valecroft,

they will find him faunlessly pome and
strangely old-fashioned. Even his
speech sounds slightly archaic, yet he
is obviously still a young man. Though
reclusive, he can become very talk­
ative.

If the PCs ask where he gets his
ideas for stories, Valecroft will explain
that he derives most of them from
dreams. He has recently had a series of
very vivid dreams, which he used for
ideas when he rewrote the stories by
Abbott, Guthurste and Black. He ex­
plains:

The dreams started about a year
ago. I began to have nightmares about
a horrible stone statue-an image with
nomouthandhuge, terrible eyes. Some­
how I knew it was from Egypt, though it
didn't look like any Egyptian statue I'd
ever seen. I could tell it was infinitely
evil, and when I dreamedof those eyes
boring into my brain, I would wake up
screaming. Then I began to see the
statue in a dark room, somewhere deep
underground. Robed figures were wor­
shipping it and chanting. They were
killing people and pouring their blood
out over the statue. Just a few weeks
ago, I began to dream that the statue
moved. It would bend down and drink
the bloodwith the tentacles on its head.
Those terrible eyes would shine when it
drank, and I could see that it was evil
and totally insane.A man was there,
leading the chant-a tall bearded man
with white hair. He was the one who
killed the victims, and all the other wor­
shippers obeyed his commands.

Recently the dreams have changed
again. I've written down some impres­
sions-sometimes they come in handy
for stories. (See above.)

THE CULT STRIKES
Afterthe PCs find Valecrofl, the Broth­

erhood of Night will attempt to eliminate
him. Four cultists will break into
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Valecroft's house and attack him w~h

knives.
If the PCs are not present during the

attack, Valecroft will be killed. Any PCs
later making a Spot Hidden roll at the
scene of the crime will notice several
small pink blossoms on the carpet. A
successful Botany (or Knowledge) roll
will identny them as being from a crape
myrtle tree. Such trees are common in
the south, but they are ornamental
shrubs in New England.

If Ramsey is present during the at­
tack, he will not join the fight but will
instead try to maintain his cover story. If
he can slip away, he will try to summon
a Fire Vampire to attack Valecroft and
the PCs.

If the PCs are present during the
attack, the referee should add a num­
ber of thugs equal to the number of
guards, just to keep things interesting.
The cultists will not allow themselves to
be captured alive, and they carry no
identification. All wear rings made of a
strange greenish metal bearing an im­
age of a mouthless face surrounded by
tentacles (the face of Khoorgolan).

PCs making a successful Idea roll
after the attack will note that any assas­
sins killed have small pink blossoms
adhering to their shoes. If Valecroft is
alive, he will recall that a house down
the street has some crape myrtles in the
yard. If Valecroft is dead, any PCs mak­
ing a successful Idea rolf will notice
this. The house, located at112 College
St., belongs to Dr. Peter Sandison, a
noted Egyptologist at Miskatonic Uni­
versity.

SANDISON'S HOUSE
Sandison lives alone and spends

most of his time at home when he is not
teaching classes at Miskatonic. His
dwelling is a modest two-story brick
house, surrounded by well-kept gar­
dens and a wh~e picket fence. The
doors and windows (even on the sec­
ond floor) are locked from the inside
w~h very strong dead-bon locks. Inside,
the house is very tidy and well-kept,
with furnishings of the highest quality
and taste.

When Sandison is gone or is in the
temple hidden beneath his house, the
dwelling is guarded by a Dimensional

Shambler, which has orders to slay
anyone who does not wear a green
metal ring bearing the image of
Khoorgolan.

Basement: The small basement con­
tains a new oil-burning furnace and a
few old trunks which hold equipment
from Sandison's last expedition to Egypt.
There are no tunnels or secret pas­
sages.

Dining Room: This room contains a
lovely mahogany table with matching
chairs. The fireplace has a beaumul
carved mantlepiece. Characters mak­
ing a successful Spot Hidden roll will
notice a tiny portrait of Khoorgolan in
the center ofthe mantlepiece. Pressing
the image will cause the bottom of the
fireplace to swing open, revealing a
ladder (leading down to the temple
chamber).

Study: Sandison's study is lined with
bookshelves, and ahandsome oakdesk
stands by the windows. In one drawer
of the desk are copies of Stupefying
Stories containing the stories byAbbott,
Guthurste and Black. The bookshelves
hold an impressive array of tomes on
Egypt and ancient history, as well as a
copy of Lord Wendy-Smith's G'harne
Fragments on loan from the Miskatonic
Library's special collection.

HIDDEN TEMPLE
The underground temple is where

Sandison and the other cultists make
their blood sacrifices to Khoorgolan.
The chamber is a large rectangular
room, adorned with Egyptian heiro­
glyphics. At one end is a steel cage
containing victims for Khoorgolan, and
at the other end is the petrified god.
Behind the cage is a tunnel leading to
the Arkham sewer system, which is
how the cultists come and go w~hout

being observed.
Cultists: When the Brotherhood of

Night is not worshipping Khoorgolan,
the temple is usually left empty except
for one attendant who takes care of the
sacrificial victims. The attendant is
armed with a club and a .38 revolver.
During sacrifices, a dozen cultists will
be present, along w~h Sandison. The
cultists will be armed w~h knives, and
Sandison will have his pistol. All will
fight to the death.



Attacks:Khoorgolan can attack physi­
cally by kicking wnh a clawed foot,
lashing its powerful tailor striking wnh
up to six of ns tentacles. The tentacles
have sucking mouths at the ends, and
a hn from one inflicts 1D6 damage. The
tentacles will remain attached, doing an
additional 1D6 per turn, until the victim
successfully overcomes a Strength of
15 on the Resistance Table.

Spells: Khoorgolan knows all Sum-

dedicated to the destruction of Iffe and
sanny. His hair is dyed; his glasses are
fake; and he carries a .22 revolver in an
ankle holster.

STR 14, CON 15, SIZ 11, INT 16,
POW 18, DEX12,APP9, EDU 10,SANO.

Hit Points: 13.
Skills: Fist 60%, Move Quietly 60%,

Fast Talk 45%, Debate 40%, Cthulhu
Mythos 40%, Library Use 40%, Hide
35%, Track 35%, Revolver 30%, Ora­
tory 25%, Occuij 20%.

Spells: Summon Fire Vampire, Bind
Fire Vampire.

KHOORGOLAN
(GREAT OLD ONE)

Khoorgolan is a large reptilian mon­
ster wnh a long tail and no arms. Its
mouthless head bears a dozen ten­
tacles, each ending in a mouth, sur­
rounding two huge, mad eyes. When
not in its petrified state, Khoorgolan is
covered with atranslucent reddish slime.

Khoorgolan remains petrified most of
the time. It can only become active
when it is given a blood sacrifice, and n
then remains active for one minute for
each 10 SIZ points of the sacrfficial
victim. While petrified, Khoorgolancan­
not move and can only use its psychic
attack.

STR 40, CON 40, SIZ 30, INT 20,
POW 30, DEX 10.

Move: 10.
Hit Points: 35
Armor: Khoorgolan has four points of

armor and cannot be impaled. It regen­
erates two hit point per turn, even after
it is reduced to zero hit points.

Victims: Four victims are locked in
the cage. All are healthy young men
kidnapped from New England towns by
the cuijists. All suffer from temporary
insanity as a resuij of having witnessed
Khoorgolan feeding. Two are catatonic;
one is stupefied and babbling incoher­
entl~; and the fourth has become ma­
niacal, raging and tugging madly at the
bars of the cage.

Ritual: If the PCs enterthe temple at
night, they are quite likely to wnness a
sacrifice. The cultists will begin a dron­
ing chant that gradually becomes more
and more frenetic. The victims will be
brought forward from the cage and flung
to the ground before Khoorgolan.
Sandison will cry out a mystic phrase
and slit the throat of one victim, spilling
the life blood on the floor.

Then Khoorgolan will begin to move,
bending forward to suck up the blood
with its tentacles. Slowly, Khoorgolan
will transform from a statue to a hideous
living monster. Gibbering with delight,
the thing will snatch up the remaining
victims, draining them of blood. It may
also seize a few cuijists to feed upon,
sucking them dry and discarding the
bodies. The chanting will reach an in­
sane peak as the cultists collapse and
Khoorgolan drains 1D6 Magic Points
from each of them.

Khoorgolan will remain in an active
state for a few minutes, then petrify. The
cultists will gradually recover and shuffle
away, the ritual at an end.

DEFEATING
THE MENACE

To neutralize the cuij, the PCs will
probably have to kill Sandison or find
have him put in jail. Without Sandison to
lead them, the Brotherhood of Night
won't make any further attacks on
Valecroft (assuming he survives). It is
impossible to permanently destroy
Khoorgoian, but smashing the statue
and scattering the fragments, or en­
tombing nin the temple chamber would
certainly prevent the Old Onefromcaus­
ing any trouble for awhile.

PHILLIP H. VALECROFT
Valecroft is a tall man in his early

thirties, very thin and pale. He dresses
in threadbare, out-of-date clothing older

than he is, and affects an archaic style
of speech reminiscent of the 18th cen­
tury. He is very eccentric and hates to
leave his house. Valecroft is fascinated
by horror and the occuij, but has no
knowledge of the Cthulhu Mythos. If the
characters are friendly and take the
time to gain his trust, he will be very
helpful. Threats and violence will make
Valecroft uncooperative and frightened.

STR 7,CON 7, SIZ 11,INT16, POW 7,
DEX 11, APP 10, EDU 15, SAN 35.

Hit Points: 9.
Skills: ReadlWrite English 95%, li­

brary Use 65%, Occuij 55%, History
45%, ReadlWrne French 20%, Speak
French 20%, Astronomy 20%, Psychol­
ogy 15%, Archaeology 10%.

DR. PETER SANDISON
Dr. Sandison is a well-respected ar­

chaeologist on the facuijy of Miskatonic
Universny. Two years ago he exca­
vated the vault holding the statue of
Khoorgolan and gradually fell victim to
its sinister influence. Finally, his mind
snapped, and he became an insane
worshipper of the ancient being.
Sandison now leads the Brotherhood of
Night, and Khoorgolan has taught him
powerful magic and mind-twisting
knowledge.

Sandison is a dignified-looking man
with white hair and a beard. He dresses
impeccably and now wears a strange
greenish metal ring bearing the visage
of Khoorgolan. He always carries a .38
pistol in his coat pocket.

STR5, CON8, SIZ10,INT17, POW 21,
DEX 10, APP 8, EDU 18, SAN O.

Hit Points: 10.
Skiffs: Archaeology 60%, Cthulhu

Mythos 60%, History 50%, Revolver
50%, Library Use 50%, ReadIWme Latin
40%, Occuij 30%, Debate 25%, Anthro­
pology 20%, Chemistry 20%.

Spells: Contact Nyarlathotep, Shriv­
ing, Voorish Sign, Contact Cthonian,
Contact Khoorgolan.

CHARLES RAMSEY
Charles Ramsey is a tall, gangly

young man wnh unruly red hair, thick
glasses, and a bowtie. He always seems
cheerful and eager, full of enthusiasm
and helpful suggestions.

Actually, Ramsey is an insane cuijist

Weapon
Tail strike
Kick
Tentacles (6)

Attack%
50%
40%
40%

Damage
4D6
3D6+1D10
1D6 per turn
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POW 10, DEX 10,APP9, EDU7,SANO.

Hit Points: 12.
Skills: Fist 60%, Steanh 50%, Re­

volver 40%, Knife 40%.

DIMENSIONAL
SHAMBLER

The Dimensional Sharnbler is a hid­
eous creature that wanders between
the universes. Its skin is loose and
wrinkled, and iI has huge chitinous
claws.

STR 20, CON 18, SIZ 20, INT 6,
POW9,DEX6.

Move: 7.
Hit Points: 19.

Claws (2)
Grab
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CULTISTS/ASSASSINS
Members of the Brotherhood of Night

are all normal-looking people, perhaps
a little glassy-eyed or degenerate. Dur­
ing the hideous riluals underground,
they wear black, hooded robes.
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"",

mon and Contact spells, but cannot use
them while petrified. In that form iI can
attack psychically, matching its Magic
Points against its target's on the Resis­
tance Table. If Khoorgolan can over­
come the target's Magic Points, then
the target loses 106 Magic Points.
Khoorgolan will keep up the attack until
the target loses all ils Magic Points and
collapses unconscious.

SAN:Seeingthe statue of Khoorgolan
costs 106 SAN on a failed Sanity roll;
otherwise, it has no effect. Seeing
Khoorgolan in its living state costs 501 0
SAN on a failed roll and 106 SAN even
IT the roll succeeds.

54 Challenge 58



60 Challenge 60

Shape Demons, also known as shapeshifters or doppel­
gangers, are beings of energy from anotherdimension. Their
physical manifestations in our dimension are simply a 3-D
facet of their polydimensional existence, and they can only
be summoned from a 2-D surface. Aijhough they are very
intelligent creatures within their own realm, the process of
altering their forms to conform to a 3-D universe drives them
insane, and they become dangerous beasts within our
dimension.

Shape Demons cannot be commanded to "stop eating,"
and they will attack and devour any person when they
become hungry, usually after 106 hours have passed since
their last feeding.

When summoned, Shape Demons lose their own identi­
ties, so they must constantly consume sentient beings to
satisfy their hunger for identity of their own. This is impos­
sible, of course, but they continue to try until they are
released back into their own dimension. The "natural" torm
of the Shape Demon, the shape taken before consuming a
living creature, is that of a huge tentacle ending in a gaping
mouth. Their bodies are composed of energy, although they
immediately take on the outer skin of whatever substance
they are summoned from.

RETURN TO THEIR OWN DIMENSION
Shape Demons can only return to their dimension in one

of two ways. They must either consume 500 points of POW
to reform themselves in their own dimension, orthey must kill
their summoner.

COnsuming POW: Shape Demons detect magical en­
ergy in the same way humans hear sound, and they attempt
to devour any sources of POW they find.

When Shape Demons attack a living being, they try to
drain the being's POW while digesting the material form of
the being in order to understand its biological and chemical
structure. Once that is done, they form themselves into the
being they have consumed.

KIlling their Summoner: This method of retuming to their
dimension is the most appealing because of ns simplicity. Shape
Demons can read mystic auras and immediately discover the
particular aura of the creature which has summoned them.

Since Shape Demons do not like being summoned, they
immediately seek out and devour their summoner unless
they are bound. Thus, a wizard that summons one must
either move around a lot or continually cast binding spells
upon the creature.

The binding spell was once forgotten by history, but the
Shape Demons' appetite for human minds (I.e., human
brains) has made them of particular interest to Nyarlathotep's
wish that demons be loosed to eradicate humanity and
prepare the earth for the return of the Great Old Ones.
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SHAPE DEMON CHARACTERISTICS

NEW SPELLS
Summon Shape Demon: This spell requires an en­

chanted item, embedded with the words of the spell and
marked with the sign of the pentagram. The spellcaster must
then induce a magnetic field around the object. Once this is
done, the gate which summons the Shape Demon will be
formed, and the demon itself will appear.

The spell also requires a living human sacrifice to be
consumed by the demon. If there is none, the demon will
immediately attack the spellcaster. If the sacrifice resists the
attack for three rounds, the demon will give up and return to
its own dimension. Casters of this spell preferto use hu mans
with a low POW for their sacrifices.

In medieval times, wizards used large pieces of lodestone
arrayed around a pool of water to summon a Shape Demon.
In modern times, the computer has become the pertect
means of summoning a Shape Demon. The spell is en-

Damage
See below
4010

Average

Attack%

29-30

80%
75%

17-18
21
14
35
12

Characteristic

Weapon
Bite
Fist

STR: 506-20
CON:AsPOW
SIZ: As victim
INT: 506
POW: 606
DEX:4D6
Hit Points
Move

A Shape Demon's bite attack must first drain the victim's
POW to be successful. Treat as a POW vs. POW attack on
the resistance table. If the victim loses, all the victim's POW
is immediately drained, and the Shape Demon absorbs the
upper hall of the victim's body. The Shape Demon will then
metamorphose into the victim's shape and appearance.

Physical weapons have no effect on Shape Demons,
allhough they will remove the creatures' outer layers of skin
to reveal the substance underneath.

Shape Demons can be destroyed in two ways-by drain­
ing their POW or by using magnets. Shape Demons are
energy-based creatures, so they are susceptible to mag­
netic fields. A small bar magnet will do 104 damage to the
creature, a half-pound magnet will do 1010 damage, and an
extremely powertul electromagnet will cause 10100 dam­
age. Unusual forms of radiation, such as X-rays, cause 108
points of damage per round that the Shape Demon is within
the radiation field. If a demon is ever impaled by a magnet,
it is automatically destroyed.

Armor: None.
Spells: None.
SAN: Anyone viewing the summoning of a Shape Demon

must make a SAN roll with a cost of 1 SAN point if the roll is
a success and 106 SAN points if it is not, in addition to the
SAN cost of seeing a human being devoured. Anyone
viewing a Shape Demon in its elemental form must make a
SAN roll at a cost of 104 for a failure, 0 for a success.



crypted onto a disk, which is then is placed in the disk drive,
where magnetic fields cause the triggering of the spell.

Bind Shape Demon: This spell is exactly like other
binding spells. See the Call of Cthulhu rulebook for details.

Enchant Disk: This spell is similar to other enchant lIem
spells. It requires the permanent loss of 1point of POW, 1D4
SAN points, one day of time and a blood sacrllice. The magic
point cost of the enchantment is equal to the cost of any
spells placed upon the disk.

Five drops of blood are taken from the sacrllice and placed
on the surface of the disk to form vertices of the pentagram.
The disk must next be wrlle-protected.

At this point, the disk is a magic lIem and can be used to
cast the spell encoded on II. Writing a spell in computer
language requires a knowledge of the spell and five con­
secutive successes in Computer Use. Once this is complete,
the program will function as an automatic spellbook, recre­
ating the verbal components of a spell through electronic

If you liked "Madness from the Mythos," don't miss a
new adventure by Patrick Sheats in Challenge 61 :
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veloped a method of integrating technology and magic,
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enchanted computer disks.
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means. The spell programs must be written onto the disk
before the enchantment is cast.

Using a disk to cast a spell can only work II the spell has
verbal components, and all other requirements for the cast­
ing must also be met. Forexample, II an enchanted diskwere
usedto cast Contact Spawn of Cthulhu, II must be used althe
seashore. If the spell was Summon Servllor of the Outer
Gods, then the casting must be on an unhallowed night, and
a flute must still be played.

If the disk is damaged in any way that would harm a normal
disk, or II the wrlle-protect seal is broken, the programs will
be lost, and the disk will lose lis magical abililies. The spell
programs cannot be copied onto another disk. They must be
encoded by the spellcaster.

Using disks to cast spells can be dangerous. Intelligent
creatures of the Mythos cannot be fooled by disks and will
identify the caster of the spell as the wizard who enchanted
the disk, although some Mythos creatures will still treat the
immediate user as a blood sacrllice. The cost to cast the spell
embedded upon the disk is 1 magic point, except that the
spell draws magic points from the computer's user. If there
is no user, then the spell will not work. If the user is aware of
the presence of the spell and lis drain of magic points, he can
refuse to allow the spell to be cast.

The following spelts may be used wllh Enchant Disk:
Summon/Bind Shape Demon, SummonlBind Hunting Hor­
ror, Summon/Bind Servitor of the Outer Gods, Summon/
Bind Star Vampire, all Contact spells (except Contact Deily
spells), Contact Cthulhu, Contact Tsathoggua, Contact Yig
and Create Gate (the gate will be the monllor screen, so this
should onlv be used II the screen is really large). n
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This adventure is designed for two to five
PCs in a 1990s urban environment. Itcan be
modified for use in whatevercity the referee
desires.

hile at home one evening, one olthe
PCs receives acall from LarryJames,
an aid friend from college. James
sounds very nervous. "There have
been some weird things at work lately,

'and I think I'm involved. I need your
help." If asked for more information,
he'iI say that ,he phones cannot be
trusted" and insist that the characters

visit him personally.
lithe charactersgotoJames' house, they

see a dim blue glow coming from his study,
where he is working on his computer termi­
nal. As they approach the house, they hear
a loud pop and see a blinding flash from his
study. The study window shatlers, and they
hear a brief scream, then siience.

II the PCs run in to investigate, they see
James' lower torso, blackened by fire, fall
over from his chair. His upper torso is miss­
ing. The computer monitor has exploded,
and the window has not just shatlered, but
that has been tarn out of its frame. Sanity
rolls should be made for all, costing 1D6
SAN itfailed, and 1 SAN if successful. II any
PCs make a Luck roil, they notice a faintly
glowing bluefiguredisappear into the bushes
next door, but any atlempt to find the figure
will resull in failure.

Anyone investigating the computer will
notice that the monitor has exploded and
melled into slag, but the computer's CPU
and disk drive are stiil intact. Anyone open­
ing the disk drive will find a 5'/." disketle
marked "NEW PROJECT" on the labet and
the emblem of the Graves Software Com­
pany, James' employer. The PCs may notice
that the disk has strange bumps on its sur­
face, each bump apparently corresponding
to the points of a pentacle.

ENTER DETECTIVE STILES
Police cars, fire trucks and an ambulance

quickly arrive on the scene, and the PCs are
questioned by authorities. II the characters
have not hidden the disk to avoid having it
confiscated by police, have them make Idea
roils to figure this out. II they still have not
hidden the disk, it will betaken by police. II it
is taken from the person of a PC, the whole
lot of them wili be rounded up as suspects in
James' murder and will be held for 24 hours.

They may be charged with obstruction of
justice and be forced to pay bail to be set
free, it the referee feels malicious. Other­
wise, the forensic report quickly leads the
police to believe the characters could not
have killed James.

PCs will be questioned by Detective Reg­
inald Stiles, the man in charge of James'
case. He does not believe that the charac­
ters killed James, but he thinks they know
more about the killing than they are admit­
ting. He will try to intimidate them and will
advise them to stay within the city limits until
this matler is solved.

The night of James' murder, a series of
bizarre killings strikes the town. According to
the papers, four people were kiiled that
night, in the same manner as James, with
the only remains being the lower halves of
the bodies. This knowiedge wiil cost the
players 0/1 D3 SAN when they realize that
whatever killed James is on the loose and
still hungry.

The attacker is the Shape Demon, which
assumed James' physical form after de­
vouring him and embarked on a kiiling spree
on the city streets.

DISKETTE
lithe characters have the disk, anyone

making a First Aid roll will recognize the
bumps as being dried blood, apparently
treated with sealant. Exactly why they are in
a five-pointed patlern is a mystery, allhough
it is a fairly obvious guess that it has some
occult signiticance.

The PCs can load the disk onto another
computer (any IBM-<:ompatibte computer
will accept it) and look at the programs. The
opening screen shows the symbol and the
name of Graves Software, along with the
menu:

CRYSTAL COMPENDIUM
A Collection of New-Age Softwere

t Horoscope Generator.
2. Biorhythm Tracker.
3. NewA~ Encyclopedia

Horoscope Generator and Blorhy1hm
Tracker: II the characters select either the
horoscope orbiorhythm programs, they must
make successful Computer Use and Occull
roils to use them properly (they may com­
bine their skills to do so). These programs
function exactly as they are supposed to,
with nothing unusual happening.

-----------By Patrick Sheats-----------
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New Aga Encyclopedia: The New Age
Encyclopedia is more interesting. It is actu­
ally a database of occult terminology, and It
has a great deal of information on New Age
philosophy and modern magic terminology.
It is organized alphabetically, and selecting
a ietter key will show a page of headings in
the database. If the characters investigate
the database thoroughly, have them make
Cthuihu Mythos rolls to recognize some
unusual and rather disturbing words-such
as "Azathith: "Elder Sign: Nyarlathotep:
and others-although the entries are not as
detailed as a good occult tome would be.
The New Age Encyclopedia on this diskette
can be considered a Mythos book, with a
Knowledge modifier of +3%, a spell multi­
plier of x1, and a cost to SAN of -1 D4.

Programming Structure:Anyone inves­
tigating the programming structurewlth Com­
puter Use will notice nothing unusual about
the programs. However, ~ a PC checks the
diskette's directory thoroughly, have him
make an Idea roll at ha~ value. ~ successful,
the character notices that the programs do
not take up as much memory as is indicated
by the directory readout, and that a substan­
tial block of memory is occupied by an un­
listed program. Without more sophisticated
equipment, the character will be unable to
examine this program, and the program
cannot be run from the language interpreter.
Any computer programmer will know that It
is probably run by some password, but what
that password is is unknown to the PCs.

The missing program is the key to the
mystery, although the PCs will probably not
realize it yet. The hidden program is run from
within the database program-the letter "S"
must be selected, then the words "Shape
Demon" must be keyed in. When this is
done, the computer monitor will become a
gate, and a Shape Demon will appear, glow-
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ing with the coiors of television static. It will
slowly bulge out of the monitor until It sud­
denlyforms a huge, toothy maw and attacks
the person sitting at the terminal. The bite, ~

successful, will consume the user's upper
ha~, and the demon will leap out of the
monitor and assume the form of a devoured
victim. Meanwhile, the gate (and the moni­
tor) will be consumed in flames, although no
other objects in the room will be damaged.

INVESTIGATIONS
Information on Graves Software is easily

found in business periodicals. A fledgling
software company, It has risen quickly in
stature, recently receiving contracts for de­
velopment of software for defense projects.
Its reputation is built on Its line of advanced
language interpreters, such asGravesPascal
and GravesC, and operating systems such
as G-DOS. The company also makes sev­
era/ entertainment programs, and its New
Age software collection is a best-seller.

Information on Arthur Graves is more
difficult to come by. Although he is the owner
of Graves Software, very little else is known
about him, and he has refused to grant
interviews with business magazines. ~ the
characters iook for his name in the local
papers (this requires successfui Library Use
roll at 'h), they will find that Arthur Graves
has had a checkered past. He was appar­
ently brought in for questioning about a
string of murders that occurred seven years
ago. He was eventually released, but the
murders remain unsolved to this day. Graves
Software was created shortly after his re­
iease.

The murders that Graves was questioned
about invoived the disappearances of five
people, four men and a woman, who later
turned up in a shallow grave on the outskirts
of town. All of them had been murdered with

a dagger and had their hearts cut out. Fur­
ther research (another Library Use roll at 'h)
will reveal that Arthur Graves had been
confined to a local mental institution for
awhile, although no details of his illness are
available. Graves was released from the
institution nine years ago.

The PCs may wish to godirectly to Graves
Software and talk with Arthur Graves. ~ they
do, hissecretary informs them that Graves is
outoftown on business. ~theysnoop around
the building, see Graves Software below.

ATTACK
Duringthe day, as characters move around

town, they are followed by hirelings ofArthur
Graves. There are four of them, each armed
with silenced .45 automatic pistols. If they
think they are being followed, the PCs must
make a Spot Hidden roll at '12 to notice the
car tailing them.

Eventually, the PCs are attacked by the
thugs, who use their pistols, only resorting to
hand-to-hand combat if necessary. If one of
the thugs falls in combat and cannot escape,
he will kill himself with his pistol. ~ one of the
thugs falls unconscious and cannot be res­
cued, one of the other thugs will kill him.

After four rounds of gunplay, another car
arrives on the scene, and a figure gets. out
and starts to shoot at the thugs from the
hood of the car. The figure is Detective
Stiles. He has called for backup, as well as
an ambulance, which should arrive within 10
rounds. Once the combat is over, Stiles
checks with the characters to see ~ they are
all right and administers first aid to any who
need It. He also takes the PCs to the station
for questioning.

GRAVES SOF1WARE
After another evening of questioning by

Detective Stiles, the characters are finally
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Liber Ivonis, which can be recognized by
any character making a successful Cthulhu
Mythos roll as being a powerful and evil
piece of work. In Graves' filing cabinet, a file
labeled "New Project" gives details on the
spells Enchant Disk, Summon Shape De­
mon, Bind Shape Demon and Gate.

Computer Lab: This room is accessible
only through the air10ck on the east wall. h is
filled whh computer terminals and large tables
covered whh pieces of electronic apparatus,
drcuh testers, disassembled disk drives, etc. A
couple of monilor housings on one toible are
somewhat mohen, very much like the monhor
found in James' room when he died. In acorner
of the room, well away from any magnetic
storage media, are four magnets, weighing
about one-ha~ pound each. Otherwise, there is
little of interest in this room.

Malnfranne:This room hasan air1ock.lnside
is the company's mainframe computer, a unh
the length of a car and about four feet high.
There is nothing else of interest in the room.

The computer is the reposilory for all the
company's business files and projects un­
derdevelopment, including the "newproject,"
which is stored under the file name SHAPE
and is embedded wilh enormous security
subroutines. To gain access to this file, PCs
may access the mainframe through any
terminal in the building. They will have to find
a Shape file by using Graves' logon code
and password, then accessing the file itse~

with a special password. Otherwise, loading
these files with another logon will require five

•
1100 N. Town East Blvd #103
Mesquile. TX 75150
Foreign: '-214-681-8506
Fax: 1-214-681-8521

Lunchroom and Kitchen: This is a typi­
cal employee lunchroom with tables, chairs
and a counter at the far end connecting the
room whh the kitchen. There is nothing of
interest here.

Meeting Rooms: There are three meet­
ing rooms. The room on the first floor is the
largest, having a small wet bar. Otherwise,
they are all straightforward meeting rooms,
each wilh a large toible and several chairs.

Mall Room and Copy Room: This is
where the company's mail is processed, as
well as where the employees come to have
photocopies made. A counter separates the
mail room from the copy room. Two employ­
ees work in the mail room during the day,
handing out the mail and doubling as copier
technicians. Six photocopy machines are
located in the copy room. There is nothing
else of interest.

Sales: These rooms are where the man­
ager and assistant manager of sales work.
There is nothing of interest in these rooms.
The managers know nothing of the "new
project."

Programming: These are the offices of
the programming staff. Programmers work
in here when they are not working in the
computer lab. Each room contains a desk,
file cabinet and computer terminal.

One of the offices closest to the meeting
rooms is marked "Larry James" on the door. In
that room, and in the two other offices nearest
h, diskettesmarked "NEWPROJECT"iie onthe
computer desks. These are incomplete por­
tions of the disk which
the PCs found at
James' home. These
disksaredevoidofany
bumps on their sur­
faces. Otherthanthis,
there is nothing un­
usual in these offices.

Reception: This is
the reception area for
Graves' office. A re­
ceptionist sils at the
deskduring business
hours. There is noth­
ing unusual here.

Arthur Graves'
Office: This room
containsalargedesk
facing the double
doors from the re­
ception area, plus a
four-drawer filing
coibinet and a com­
puterterminal. Other
than this, the office
is bare. All the draw­
ers on the desk are
locked (Mechanical
Repairroll to pickthe
locks). In one of the
drawers is a copy of

released. But as they make their exh, they
are seized by police in front olthe station and
taken to police cars wahing on the street.
Detective Stiles is nowhere to be seen. They
are roughly forced into the cars and are
taken to Graves Software.

Graves Software is in a small, two-story,
giass-and-stone office building on the edge
of town. Anyone investigating the earlier
Graves murders will realize that the building
is shting on the exact spot where the bodies
were discovered seven years ago.

Lobby: The lobby is largely bare, except
for the plants around the wall-length win­
dowpanes and the polished granite security
desks. At least one guard is always present
at each desk. Guards are part of Graves
Software and are not from a private security
agency, which is rather unusual for such a
small office.

in fact, all the security agents are de­
ranged followers of Graves, and will obey his
orders to the letter. Otherwise, the guards
are like normal corporate security guards,
ahhough they never show flashes of humor
or friendliness. When the PCs are broughtto
the building, the guards' job is to ensure that
they do not leave.

Office of the Security Manager: In this
office is a desk, a three-<lrawer file cabinet, a
securitymonhorand acomputerterminal.Atthe
bottom of the file cabinet is a locked drawer
containing secret dcssiers on most of the pre>­
gramming staff, including afile on James which
contains a note that he has been selected for
'the new project." The drawer also contains
dossiers on the PCs, ahhough these are very
thin. In the top drawer of the desk is a gmm
Parabellum pistol.

Security Office: Four guards are usually
seated at security stations-, monitoring every
room by security camera, except the
restrooms, which are monhored by audio
sensors only. Inside a locker against the wall
are eight M-16A2s and four hhaca shot­
guns. Each of the assauh rifles has six clips
of ammunition. All securhy guards have a
key to this locker, although hwill take awhile
to find the right key, since the guards have at
least 20 keys each.

Data Processing (DP): This is where
permanent and temporary employees trans­
late datafrom papertocomputerdisk. Whhin
this room are several cubicles. Within each
cubicle is a small desk covered whh papers,
as well as a computer terminal.

Atthe east end olthe room are two offices
belonging to the data processing manager
and assistant manager. There is nothing of
interest here.

There are also some DP cubicles on the
upper floor. The recent increase in business for
the company has meant a temporary inaease
in the DP staff. These new employees have
been placed upstairs, ahhough they still report
to the DP manager dcwnstairs.
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consecutive successes with Computer Use.
The whole process will take 10 minutes, and
if any of the rolls are failures, another 30
minutes will be required before a character
may start again. The file contains all the
programming codes for the enchanted dis­
kette, as well as notes on the enchantments
required to make spells work, just as the file
in Graves' filing cabinet.

HELD CAPTIVE
The police who hold the characters cap­

tive are fakes sent by Arthur Graves. When
the characters are brought to Graves Soft­
ware, they are immediately taken to the
computer lab. As they are escorted through
the building, they see that it is completely
empty of personnel. In the lab,ArthurGraves
is standing in front of a row of desks with
computer terminals on them. In his hand he
holds four disks, identical to the one the
players found. As the players are strapped to
chairs in front of the computer terminals,
Graves inserts the disks into the disk drives
of the computer terminals in front of them,
grinning at the characters as he does so.

Before he is able to turn the terminals on,
however, he is interrupted by the breaking of
glass downstairs. As the fake police head
out the doors toward the stairs, Graves
slowly walks toward the switch that will acti­
vate the terminals, saying, "You may now
ask any questions you have. Since you will
all soon be dead, I will be happy to provide
you with answers."

At that point, gunshots and screams erupt
from the hallway outside. One of the PCs will
notice that his bindings are not secured very
well. He can use the distraction to free his
hands (with a successful DEXx5 roll), undo
his foot bindings (another DEXx5 check),
and free a second PC (another DEXx5
check). The sound of a scuffle draws closer
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to the lab, and suddenly the door bursts
open. A security guard stands before them,
except he has holes in his torso ringed w~h

spots of glowing blue static. His eyes are
also glowing blue.

This is no ordinary secur~ guard! h's the
original Shape Demon, determined to return
to ~s home dimension by killing Graves, who
enchanted the disk that summoned ~.

The figure launches ~se~ at Graves, who
will run to the corner of the room containing
the magnetsandpicktwoofthem up. Graves
will then engage in hand-to-hand combat
w~h the creature. As the PCs try to free
themselves, they see Graves and the Shape
Demon writhing on the floor, w~h Graves
slowly gaining the upper hand as he uses
magnets to pull away shards of energy from
the Shape Demon as the creature tries to
tear away Graves' flesh with various mouths
that form from ~s body.

Eventually, Graves suoceeds in plunging
one of the magnets deep into the demon's
body, causing it to disperse completely in a
cloud of electronic particles. Graves will then
try to reach the computer switch to activate
the terminals with the enchanted disks, hold­
ing off the party w~h his 9mm pistol.

If Graves succeeds, the computers will
activate. After the internal memory check,
the programs will load and activate the sum­
moning program. Five new demons will ap­
pear and attack anything thatthey can find in
the room. Graves will attempt to make a
hasty escape. The players may use the
electromagnets against the demons, ij they
wish.

CONCLUSION
~ the PCs succeed in stopping Graves

before he unleashes the demons, or ij they
defeat the demons before the creatures
escape form Graves Software, eacil PC

should receive 101 a SAN, with 102 SAN for
each demon defeated in combat.

~ the characters then destroy the disks
and all the files containing the summoning
programs, they will gain another 106 SAN
each.

As the action winds down, Detective Stiles
arrives on th9 scene with several policemen.
The characters are interrogated briefly, then
released. ff they have been cooperative,
they will have made a friend in Detective
Stiles and a possible ally in future adven­
tures.

ARTHUR GRAVES
SlR 11, CON 12, SIZ 12, INT18, POW 16,

DEX 16, APP 14, EDU 18, SAN 0, H~ Pts 12.
Skills: Aocounting 20%, Bargain 50%,

Cred~ Rating 60%, Computer Use 95%,
Cthulhu Mythos45%, DriveAutomobile50%,
Fast Talk 50%, Handgun 60%, Hide 60%,
Library Use 40"10, Oocult 90%, Read Latin
60%, Read English 100%, Rifle 40%, Sneak
60%, Spot Hidden 70%.

Spells: Enchant Disk, SummonlBind
Shape Demon, Gate, Contact Nyarlathotep,
Contact Hound of lindalos, Dread Curse of
Azathoth.

Arthur Graves is a tall, slender man w~h a
long, almost elfin face. He has short black
hair and piercing blue eyes. He wears a
business suit almost constantly and speaks
in a very punctual manner, never showing
flashes of emotion except when he is work­
ing directly on some Mythos-related project.
At that time he becomes quite animated and
talkative, allhough nobody understands what
he says.

Intelligent but unstable since he was a
child, Graves was always a loner. Comput­
ers became his friends, and he still enjoys
working with them. He also bears a burning
hatred of the rest of human~y for harsh



treatment of him during his youth.
A long-time follower of the occult, Graves

managed to obtain a copy of Liber tvonis
during his adventures. He went to college
and learned Latin in orderto understand and
translate the work. Using the spells gleaned
from that book, he managed tocontact Nyar­
lathotep, who saw in Graves the opportunity
to unleash a new horror upon the Earth. ~

was Nyarlathotep whogaveGraves the spells
required to enchant disks and summon
Shape Demons.

His contacts with the Mythos have made
Graves into a complete sociopath with delu­
sions of grandeur. He believes that Nyar­
lathotep has chosen him for some special
destiny, and he has pursued his new project
with total commitment. He will destroy any­
thing that interferes with his dreams of be­
coming a powerful wizard.

He is not stupid, however. Graves will
mask his intentions among others, trusting
no one. Although he is not a friendly man, no
one (save Detective Stiles) believes him to
be a madman. Since he came under suspi­
cion in the serial murders seven years ago,
Graves has been the perfect citizen, avoid­
ing even traffic violations. His company has
given generously to char~ies, and he is
known as astern but fair employer. Hewears
amask of civility in order to achieve his ends.

REGINALD STILES
sm IS, CON IS, SIZ IS, INT 14, POW 9,

DEX 14,APP II, EDU 12,SAN 65,H~Pts15.

Skills: Dodge 55%, Dive 60%, Fast Talk
55%, First Aid 50%, Handgun 75%, Hide
50%, Law 65%, Library Use 50%, Listen
70%, Spot Hidden 70%, Sneak 65%, Me­
chanical Repair45%, NightstickAttack 60%,
Nightstick Parry 45%, Occu~ 35%, Psychol­
ogy 30%, Track 45%.

Spells: None.
Reginald Stiles is a classic police detec­

tive. W~h a typical build, a paunch and a
receding hairline, he is apictureoftheburned­
oul c~y cop. He was originally assigned the
serial murder case seven years ago, but
could not find enough evidence on Gravesto
press charges. Since that time, he has gone
on to solve several other cases and has
performed well enough in the line of duty to
earn two commendations from his depart­
ment. Nevertheless, his failure in the Graves
case disturbs him, and this case will give him
the opportunity to put Graves in prison for
good.

Stiles is a man who believes strongly in
justice. He will not harass the characters
unless he feels that such acts will serve the
greater good of putting Graves behind bars.
He will try to pressure the characters into
giving information, then bargain with them to
assist in his investigations, but he will not
press charges against them unless they
comm~ blatantly illegal acts. He feels some
kinship with the PCs, seeing them as pursu­
ing the same goal as himself. II the charac­
ters betray him, however, he will not rest until
he sees them punished.

SECURITY GOONS
AND FAKE POLICE

STR 14, CON 12, SIZ12,INT8, POW10,
DEX 13,APP 12, EDU 10,SANO, HilPts 12.

Skills: Law 40%, First Aid 40%, Fast Talk
60%, Handgun 60%, Submachinegun 50%,
Rrrle 50%, Fist Attack 50%, Knrre Attack 40%.

These men are all from the fringes of
society, taken in byArthurGraves and trained
to be his personal group enforcers. Like
him, they are sociopaths, and they conceal
their true desires to maim and kill in order to
better serve their master.

SHAPE DEMON
STR 32, CON IS, SIZ 12, INT 17, POW

IS, DEX 14, EDU -, H~ Pts 35.
The abll~ies of the Shape Demon are de­

scribedintheartde"MadnessFromtheMythos"
in Challenge 60. This particular demon will
roam the streets from the time thal ~ is un­
leashed until the climax of the adventure.

II any of the characters wish to find the
demon before then, they will have a 5%
chance of encountering the creature (not
cumulative).

II the characters do find the demon, how­
ever, they will be severely handicapped in
combat unless they know about the demon's
peculiar weaknesses. n

For more on Shape Demons and en­
chanting computer disks, see "Madness
from the My/has"by Patrick Sheats in Chat­
tenge60.
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It's 6p.m. on a bftterly cold winterday. For
the last few months, George Charteris has
been a patient in Purfleet Psychiatric Clinic
in East London. It's an excellent clinic, and
he's made a slow recovery from the ordeals
that drove him over the edge of sanity. An
hour ago, he called from Purfleet Station to
let you know that he's finally out and needs
a lift home. It's snowing, and British Railhas
done fts usual efficient job of canceling all
the trains into Central London. As you drive
out, you switch on your radio to catch the
traffic news, which follows the news head­
lines on local radio.

"The RSPCA reports a record number of
calls about frozen tortoises, and advises
owners to bring them indoors and let them
spend the winter awake. Don't let them
hibernate.
40 Challenge 62

'SirAlbertAnthony, the late commissioner
ofmetropolftan police, was buried this after­
noon. He was a controversial figure who
forced the resignation of several officers
with socia/links to known criminals. He died
in a fall at his home last week. Anthony was
55.

"The charity Sheller has announced that
deaths among London's homelesshaverisen
by 28% since the start of the cold weather.
Causes of death have included hypother­
mia, pneumonia and fires in derelict build­
ings occupied by vagrants.•

As the traffic news finally begins. you
reach Purfleet Station. To your surprise,
Charteris isn't waiting; the station entrances
are closed, and allyou can see are a couple
of torn shopping bags and some scuffed
footprints in the snow.

Ii
his modern-day Call of Cthufhu
adventure is set in London, but ~
can be converted to any big c~.

The adventure should be run sev­
eral months aher an important

NPC (or a PC) has been committed to a
psychiatric inst~ution. ij no such character is
available, invent one. For convenience, this
character is referred to as George Charteris
throughout this adventure. but you may
change his name and description to su~your

campaign.
Note: Investigators in this adventure may

suffer arrest, injury or death. Call ofCthulhu
is set in a universe in which the odds are
stacked strongly against humanity; invesli­
gat",s shouldn't be able to escape the con­
sequences indefinitely. You may want to run
this adventure to close a modern-day cam-



paign orto terminate expendable characters
to remind players that investigators walk the
edge of a lethal precipice.

WEIRD CRIMES
For many years Scotland Yard's Weird

Crimes Squad fought the occu~ in London
and was itself the target of numerous sinister
plans. Unfortunately, the squad was dis­
banded (and most officers asked to resign)
in 1936, when cultists tricked the squad into
arresting the Vatican City ambassador on
witchcraft charges.

Without the vigilance of the squad, Scot­
land Yard was soon infiltrated by cultists.
who extended a web of magic. corruption
and blackmail, slowly ensnaring hundreds
of police officers. Today, almost all sections
of the metropolnan police have been infil­
trated by a variety of evil cults. from Satanists
to servants of the Cthulhu Mythos. Some
departments are entirely corrupt; the rest
are headed that way. Fortunately. there are
many conflicts of interest, and no one cult
has ever gained control. There is acontinual
struggle for supremacy, totally unseen by
the public, with occasional uneasy truces
when the interests of several cults coincide.
One common ground is the concealment of
cult activities-no one wants the public to
know anything about the reality of the occult,
so everyone cooperates to disguise sacri­
fices and cult-inspired murders as traffic
acx:idents, suicides, drunken brawls and
other "innocent" deaths. The police have
unusual advantages in procuring victims,
typically homeless vagrants and alcoholics
who will never be missed.

Sir AlbertAnthony recently became com­
missioner. A politically appointed outsider.
he dismayed all factions by launching a
sweeping investigation into police corrup­
tion. He learned just enough to endanger the
cultists, who decided to destroy him. One
department had the power to do the job
quickly and quietly-the Flying Squad. which
specializes in armed operations against
known violent criminals. This squad has
long been run by servants of Th'Yas­
ku'hakula. a L10gir living beneath London's
docks. The L10gir demanded 100 lives as
payment for the killing.

Since Anthony was killed, members of the
Flying Squad and several other cults have
been making an all-out effort to capture
enough vagrants, transport them to the
Docklands for sacrifice, then dump the bod­
ies back on the streets. Th'Yasku'hakula is
using the magical energy of the sacrifices for
its own long-term plan. With this final boost
to a pool of magic it has accumulated over
decades, it intends to drive humanity out of
Britain by inducing a new Ice Age. The
unseasonably cold weather is the first step
in this plan, although mostof the extra deaths
reported by Shelter are actually sacrificial

victims, drained of their magical essence
and life.

Unfortunately, some of the officers con­
cerned in the mass sacrifice have grown a
little careless. Seeing an "obvious vagrant"
at the station, Detective Inspector Mondale
and Detective Sergeant Anders of Purlleet
CID (both devout Satanists) have "arrested"
Charteris. He is now locked in the cells atthe
local police station, pending transportation
to the Docklands and a sacrificial ceremony
disguised as an acid house party. A van will
arrive soon. Charteris' fragile mental state
didn't prepare him for this ordeal; he has
suffered a relapse and can't defend himself.

MISSING PERSON
Charteris is missing. No one at the station

recalls seeing him, but the abandoned bags
hold his clothing and a few clay ashtrays. the
products of an occupational therapy class.

Eventually, the PCs should find three por­
ters taking a long tea break in the station
buffet. One remembers seeing Charteris
about half an hour before the PCs arrived. If
the PCs examine the road carefully, they'll
find the tracks of acarorvan in the snow, but
the details are too blurred to be useful. There
is also a blood stain-Charteris' nose was
hn as the police bundled him into the van.
The tire tracks can be followed onto the main
road, but they are then lost among hundreds
of slushy ruts.

If the PCs don't decide to go to the police
for help. one ofthe porters decides they are
acting suspiciously and calls the police. A
car arrives a few minutes later, with two
uniformed constables who want to know
what the PCs are doing. By chance. these
two officers aren't part of the conspiracy.

If the PCs act reasonably and explain
their problem, the police suggest that they
call in at Purlleet Police Station and fill out a
missing person report. If the PCs act stupidly
(for example, by pulling agun on the police),
the constables call for backup, then attempt
to arrest the PCs.

Atthe police station, the PCs are taken to
an interview room. After a few minutes,
Detective Sergeant Anders arrives and starts
to type a report as the PCs explain the
disappearance. He'lI try to keep things low­
key and as routine as possible, while sug­
gesting that Charteris has simply wandered
off. Once he learns that Charteris recently
left the asylum, he says, "He's a nutter, isn't
he? You can't expect us to put out an all
points alert-nutters just don't do things like
normal people."

Anders doesn't try to explain why the
bags were left. If someone mentions the
blood, he suggests that it might have been a
cat or abird. If someone mentions the occult,
he says, "What do you think I am, an idiot!"
He then tears up the form and tells the PCs
to stop wasting valuable police time.

Eventually, the telephone rings. Only
Anders' end of the conversation is audible:
"Hello....Yes, speaking....Yes, Mondalewants
n picked up right away....Yes. I know it's
bloody snowing! So bloody what? No, I
can't talk about it now-try me later Okay,
if you insist-I can pop down for a minute."

THERE HE IS!
After this call, Anders apologizes and

says he has to pop out for a while. He leaves
the PCs sitting in his office. Naturally, all
drawers. etc.• are locked; in any case, they
don't contain anything incriminating.

On a successful Listen roll, the PCs will
hear an engine start several minutes later.
The curtains are closed, but it's easy to open
them and peep out into the yard behind the
police station. There are bars on the window,
and it is locked and double-glazed. so there
is no way to open the window or get out.

Anyone looking out the window sees two
plain-clothes officers (Anders and Mondale)
pushing someone into the back of an un­
marked green van, which lurches off into the
night. It isn't possible to identify the person in
the van with any certainty, but it looks suspi­
ciously like Charteris. On a Spot Hidden roll,
the licence number of the van can be read­
it's GLE 36J, a very old licence number. but
the van looks quite new. If the adventurers
have contacts with access to the Police
National Computer. they'll learn that this
number belonged to a Honda moped that
was scrapped in 19So-the licence plates
are fakes. How do the PCs react?

If they run out of the room and start to
make trouble, or if they make trouble when
Anders returns, they will be locked up. The
next day, Anders and Mondale deny any
knowledge of Charteris, and even deny that
they were out in the yard. There is no evi­
dence to the contrary. A few days later.
Charteris is found dead in the Thames below
Purlleet. an obvious suicide. The PCs are
charged with a breach of the peace (or
assault or firearms charges, if appropriate)
and fined or sentenced to prison terms.
Mondale and Anders go to ground, conceal­
ing their activities and arranging for friends
from the Fraud Squad, Drugs Squad and
other branches of the police to give the PCs
a very bad time.

If the PCs leave the station without wait­
ing for Anders to return, then follow the van,
no one will attempt to stop them. Naturally,
Anders knows something is wrong and
guesses that they might have seen the van.
He radios the van driver to watch for pursun.

If the PCs do nothing, Anders will return a
few minutes later. His boots and trouser
cuffs are damp with snow. If the PCs finish
making their report and leave quietly. they
find that the tracks of the van soon merge
into the slush of the main road. They may
want to stake out the police station and wait
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for Anders or Mondale to leave. Both detec­
tives leave 10 minutes later in an unmarked
red Volvo.

HOSTILES
The van (and, later, the Volvo) takes the

A13 west toward central London, near the
Thames, speeding along the slippery neon­
Irt road in fairly light traffic. The van driver
soon realizes that someone is following, and
he speeds up as he enters heavier traffic in
East Ham, losing the PCs unless their driver
makes a series of successful Drive rolls. The
van driver is very skilled, and the vehicle has
all-weather tires which won't skid on snow.
However well the PCs are doing, they lose
contact with the police somewhere in the
complex of road junctions and interchanges
at Canning Town.

During the chase, the PCs should realize
that"they are being followed by a grey BMW
estate car (six seats) with several radio
aerials. The driver makes no attempt to
disguise the fact that he's following, and he
beckonsforthe PCs to stoponcethey've lost
the trail. If they have a car phone, he'll call
them, having looked into the car and noted
the number while they were in the police
station. The driver is in his mid-eighties, but
still looks fit and alert. He smokes a foul black
pipe and has the look of someone who has
lived a hard, violent life.

The man introduces himself: "My name's
Harry Raglan. I think I can help you. I've
heard the police talking about you on the
radio-seems you've been meddling in
something they've been doing, something
pretty naughty. What do you know about the
Powers of Darkness?"

Raglan tells the PCs about the Weird
Crimes Squad. He explains that he was
forced to resign in 1936 and worked as a
private detective until he retired in 1980.
He's spent his retirement trying to solve
some of the cases abandoned when the
squad was disbanded, and he has found
evidence of corruption in the police force. He
suspects Satanism, but has no r<lal proof.

Raglan has been tapping police radios for
several days. A few minutes ago, he heard a
message telling "Unit Zed Zed Nine" to be
alert for pursuit by "hostiles." He has learned
that this word is used by the cultists to
indicate someone who is not part of the
conspiracy. The message included the PCs'
licence number, a description of their car
and other details. As luck would have it, he
was nearby and decided to see if he could
find out more by talking to the PCs. He
suggests that they join forces with him and
abandon their car before it's stopped by the
police.

THE GREAT RACE OF YITH
Some of Raglan's story is true, but he

omits some important details. He nowworks
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forthe Great Race ofYith; and he has a very
good idea what's going on in the Docklands.

To further rts studies of humanrty, the
Great Race needs many resources and
sources of information. Building anewchain
ofcontacts each time someone ispossessed
would be inefficient, so the race set up trust
funds forthe hireof lawyers and other agents.
Raglan was hired in 1941, but soon became
curious about his employers. He learned the
truth, realized that the Great Race wasn't
interested in harming humanrty, and de­
cided that he might as well stay on the
payroll and continue doing work that inter­
ested him. There aren't many other job op­
portunities for trained occult detectives.

The Great Race doesn't care about the
struggle in Scotland Yardorthe livesof a few
tramps. But its current projects require an­
other 20 to 30 years of study at the British
Museum and other British centers of knowl­
edge-an Ice Age would seriously disrupt
the research. The Great Race has detected
the buildup of magical energy and calcu­
lated the probable effects. A lawyer on its
payroll has asked Raglan to come out of
retirement and investigate.

Raglan's car is equipped with an illegal
police radio scanner/receiver. He has a 12­
gauge pump shotgun in the trunk, with 25
cartridges.

While Raglan is talking to the PCs, the
radio occasionally crackles with police mes­
sages. Most seem unremarkable-distur­
bances nearpubs, burglaries, traffleoffenses,
drunk drivers, accidents and so forth. One of
the messages is a request for any sightings
of the PCs' car, again identifying them as
"hostiles." A little later: "Control to Zed Victor
Nine. We have a telephone report from a
nightwatchman on the Thameside Industrial
Estate. Says he can hear an acid house
party somewhere near the river."

The reply is loud, as though the transmit­
ter is nearby, and almost drowned in the
throbbing beat of savage music: "Zed Victor
Nine to Control. Message received. I'll turn rt
down a bit. We'll be through for tonight in
about an hour. Keep him stalled until then."

If the PCs don't head for the estate,
Charteris dies 45 minutes later, and the
"party" ends soon atterward. The police dis­
perse, dumping the bodies at various loca­
tions in London, with no clue to the exact
location of the murders. There will be an­
other ceremony the next night, giving the
PCs a further chance to confront the cu~ists,

but too late to save Charteris' life. In the
meantime, the police are looking for the
PCs, who must lie low to avoid arrest on
trumped-up drugs charges.

Atter hearing the radio message, the PCs
can easily find the "party." Most of the indus­
trial estate is completely dark and deserted,
except for a few trucks and construction
vehicles. The music should guide the PCs if

they just get out of the car and listen. Near
the river, a warehouse is surrounded by cars
and vans, noisy with the throb of acid house
music.

ACCCCCllrnllllDDDDDDD
The warehouse is a modern building re­

cently sold to a supermarket chain, but not
yet in use. The owners would be horrified to
know its current role. There are no windows
at the front, just massive folding steel doors
which are firmly closed and locked. The
musicseems to come from behind the doors.
The door on the west side is closed but
uhlocked, and can be slid open. There is a
small locked door on the east side of the
building, and the van the PCs saw at the
police station is parked there. If they fol­
lowed Anders and Mondale, the Volvo is one
of the cars beside the warehouse. Most of
the cars near the warehouse are unmarked
police vehicles, equipped with radios, and
concealed lights and sirens.

Before the PCs go any further, a kind
referee might suggest that they don't really
stand much of a chance against these odds.
(Are you feeling kind?)

If the PCs pull out at this point, Charteris
will be killed. Raglan will try to enter the
warehouse alone and will be killed before he
accomplishes anything. The police will ob­
serve the pes for many months to ensure
that they haven't found out anything about
the cu~, and will frame them for drug of­
fenses and other crimes if they make any
attempt to investigate further.

II the PCs decide not to pull out, Raglan
won't lead them into the building. He'd prefer
them to take the initiative, and he says he's
"not as quickon my feet as I used to be." He
gets his shotgun from the car and gives it to
the leader if none of the PCs are armed. The
trunk also contains tire irons, spanners and
othertools, enough to give everyone a club.
As he hands out the weapons, Raglan pre­
tends to stagger, puts a hand on his chest
and says, "There goes my ticker again. I'll
have to sit down for a few minutes." He won't
let any of the adventurers help, and he won't
accept first aid (which would reveal that he's
perfectly well). He tells the PCs to "off and
help your friend before it's too late."Once the
PCs enter the building, he'll follow them in,
extremely cautiously, hoping they'll divert
attention from him.

The main warehouse is a huge chamber,
reverberating to house musicat hundreds of
watts. Apart from an amplifier, speakers and
a tape recorder near the main doors, rt's
completely empty.

Heavy Equipment Area: In this area are
four parked fork-lift trucks. All are immobi­
lized, with the ignition keys removed and a
padlock stopping the steering wheel from
turning. Another sliding door leads into the
cold-storage sedion of the warehouse.
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Offices: In the center office are two plain­
clothes policemen w~h a radio transmitter.
They are genericFlying Squad officers armed
with .38 revolvers, with 9 and 11 hits, respec­
tively. if the PCs followed Anders and
Mondale, they are also present, arguing with
the other officers. If the PCs eavesdrop,
they'll hear Anders ask for the return of
Charteris, saying that the kidnapping has
attracted too much attention. The other po­
licemen refuse. It isn't hard to eavesdrop
because they are shouting above the noise
of the music. There is another door into the
cold store from this room.

The other offices contain neat piles of
c1othing-men's in the northern-most office
and women's in the one to the south. Each
pile includes shoes and underclothes, and
somewhere in each pile are apolice warrant
card. handcuffs and other equipment. Sev­
eral piles are topped with holstered .38 re­
volvers. Each room also contains a hamper
of brown sacking robes, with hoods which
would cover most of the head and shade the
face of the wearer.

Cold Storage: The cold storage area is
kept at 4'C. Most of the rooms are empty,
with a few notable exceptions:

Prisoners: Two of the rooms in the cold
storage area contain prisoners-tramps
snatched from the street. Most of them are
alcoholics or psychiatric patients released
due to cuts in social service funding, and
they will act irrationally if they are released.
At least one should start singing or shouting
if they are rescued. All the prisoners are
handcuffed. Charteris is in the western-most
prisoner room, in a near catatonic state of
terror. He will revive slightly if he is freed, but
he won't be able to help with the escape.
Three policemen guard the junction of corri­
dors outside the prisoner rooms room. They
have 9, 10 and 12 hits, respectively, and are
armed with .38 revolvers in belt-clip holsters.
They wear normal street clothing.

Cultists: The largest room in the cold
storage section contains most of the cultists.
If the PCs are captured elsewhere in the
warehouse, they'll be broughf here. From
outside. it's just possible to hear chanting
and a rhythmic thudding noise from this
room, although the commotion is almost
drowned out by the music.

CEREMONY
Inside a room roughly30 by40feet in size

are dozens of police officers, all wearing
brown robes and chanting rhythmically. All
carry truncheons (night sticks), which they
thump on the ground in time to the chant.
They are gathered in an ellipse around a
complex pattern of chalk lines, which twist in
a manner that hints at non-Euclidean di­
mensions (or bad draftsmanship). Any PC
making a Cthulhu Mythos roll will realize
that a powerful summoning spell is in

progress. but won't recognize it more pre­
cisely. In fact, the spell is unnecessary­
Th'Yasku'hakula has been in thewarehouse
in its invisible form for several hours, watch­
ing the worshippers assemble and check­
ing that there is no danger. It needs to
materialize to take the sacrifice, but ~ won't
do that while there is any danger of an
attack. If the PCs interrupt the ritual,
Th'Yasku'hakula will try to use lis power to
destroy at least one interloper, then sink
back into the floor and the underlying rock if
the PCs aren't overcome by the police. It
won't automatically spot the PCs as outsid­
ers if they disguise themselves in robes and
do nothing to disrupt the ceremony.

If the ceremony isn't interrupted, or if the
PCs are captured, Th'Yasku'hakula materi­
alizes half an hour after the radio message
was overheard. The worshippers begin an­
other chant, while the prisoners are brought
in, pushed toward the L1ogir, and knocked
out with truncheons. Th'Yasku'hakula starts
to drain magical energy from the uncon­
scious victims, taking a Magic Point from
each victim each minute. A minute after the
victims are drained to 0 Magic (most start
with 6 to 10 points), their bodies frost with
ice as the L10gir draws the remaining life
force from their defenseless bodies.

FINISH
Raglan makes his own way to the sacri­

ficial chamber. When the L10gir material­
izes, or manifests its power, he'll throw his
energy grenade (see below) at the L1ogir,
shout "Run for it!" and depart rapidly. Wise
PCs should follow if they are able. Raglan
has no intention of staying anywhere near
an angry L1ogir.1f the PCs catch upwith him
before he starts his car, they are welcome to
ride with him. Once he's moving, anyone lett
behind should start running very fast.

The grenade disrupts the L1ogir's control
of its store of magic, which is released in a

powerful underwater explosion that raises a
gigantic waterspout over the Thames, sink­
ing several barges before II dies down. The
L10gir then retreats to lis lair beneath the
Thames, its plan ruined by the loss of ~s

hoard of magic. Any remaining prisoners
are killed by the surviving cullists, who will
then start a hunt foreveryone who escaped.

If the PCs blow things so badly that Rag­
ian is captured without using the grenade,
the L10girwill continue accumulating magic,
but globai warming and other factors will
moderate lis power and prevent another Ice
Age. The winters will be severe for the next
few years, butthat's all. Eventually, Th'Yasku'
hakula will give up or devise another plan.

If they work really well, the PCs may
disrupt the ceremony, kill a few cultists and
rescue some or all of the prisoners. This
leaves them pursued by enemies equipped
with all the technical advantages of a mod­
ern police force and unhindered by any
regard for due process of law. Even if they
managed to kill everyone in the warehouse,
dozens of cultists and hundreds of others
will want to track down those who know too
much about the dark side of the force.

GENERIC CULTIST POLICE!
FLYING SQUAD

STR 14, CON 14, SIZ 14, INT13, POW10,
DEX 12, APP 10, EDU 14, SAN 35, HP 14.

Damage Bonus: +1D4.
Weapons: Fist/punch 60%, 1D3+1D4;

Truncheon 65%, 106+104; Grapple 55%,
damage special. (Flying Squad only: 25%
chance of .38 revolver, 50%, damage 1D10.)

Skills: Climb 55%, Credit Rating 20%,
Cthulhu Mythos or Occull1 0%, Drive 65%,
Law 45%, Sneak 25%.

Spells: 10% chance of one appropriate
cult-related spell.

Equipment: Most have radios, handcuffs,
notebooks and other police equipment. All
have police warrant cards. n
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From~w
the [I W\i

By Adam Geibel
Nightmares, both real and imaginary, are a given byproduct of warfare since the

beginning of recorded time. As man became more efficient at slaughtering himself, his
nightmares grew stronger and more numerous. During the Great War, so many torments
were born in battle that naming them alf was impossible. Most of these terrors died quickly
on the battlefields, while many more were later put to rest on psychiatrists' couches.

From "Treatments on the Front: Healing Unseen Wounds:
Dr. Fritz Lieberstrauss, Vienna, Austria, 1924.

Continued on page 62.



Continued from page 60.

I
he following adventure offers a
choice of openings and outcomes
to suit your individual campaign.
A copy of Arkham Unveiled is
recommended.

First Opening: The PCs are contacted
by a stranger based on their reputation.

Since our last trip to Miskatonic, a dark
cloud seems to follow me. But until today, I
thought I had nothing to fear from my
mailcarrier. In addition to the bills was a thick
leNer addressed with the shakiest script.
The return address read "Miskatonic Veter­
ans' Home. n A man I'd never heard of was
begging for help. Said he'd read something
about me in the newspaper after that last
trip. He thought I could help him fight a horror
that had followed him home from the war.

Second Opening: The PCs by chance
meet up with an eccentric old man.

We were in Parrington's gun shop topid< up
shells for Saturday's goose hunt. Just as we
were about to leave, a wizened, bedraggled
man entered the store. In a rasp, he asked for
a case of.30-06 shells. When Edslappedabox
of 20 down in front of him, he snapped back,
"No, man, a caselA case of 10001" Parrington
asked the question we were all thinking. The
eccentric smiled back, then answered, "Have
any ofyou ever been in the trenches?"

Third Opening: One of the investigators
is a veteran of the Great War, preferably a
survivor of the trench-fighting of 1918. He is
contacted by an old friend.

I hadn't seen Anderson since the war. He
had returned from his last patrol grievously
wounded; I thought the had died since then.
That is, until I received a short telegraph
begging that I come see him at the veterans'
home. The Anderson I remembered was tall,
athletic and should be around 30. At first, I
thought we had the wrong room. A be­
draggled old man sat on the edge ofhis bed,
staring out the window, not noticing me until
I whispered his rank. My blood ran cold
when I saw his sallow face. With recognition
came a spark of life, and he invited me to sit
down. Jglanced at my friends, took a corner
of the bed and listened to his tale.

Fourth Opening: The PCs are staying in
a run-down old home in Arkham. One
evening, they apprehend an intruder who
tells them that the house formerly belonged
to his parents. He claims that "something he
needs" is still hidden in the basement. If the
pes allow him to proceed, he reveals a
cache of weapons burled in the dirt floor of
the basement, under the stairs.

UNDER A DARK SKY
With slow, measured speech and labored

breathing, Anderson took more than an hour
to spin his tale. It went something like this:

In the last days of the Great War, the
trenches were a place of horror. To be Qut-
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side, to ignore the periscopes or look at the
sky was to invite a sniper's bullet, the whirof
a trench mortar or the attention of a spotter
floating in aplane high above one's head. So
the men hid under the bunker roofs like so
many rodents during the day. At dusk or
under the cover of the late fall rains, they
would slither out their holes. Negotiating
their way from wire crater to gully to col­
lapsed trench, they made their way through
no-man's land and into the enemy's back­
yard. Gaining information ratherthan ground
was the objective, and stealth rather than
bravado brought them back alive.

One particular raid would forever haunt
the life of the sole survivor. On the last night
of October 1918,15 men of Company A, 2nd
Battalion slipped out ot their trenches and
crept toward German lines. Theywere heavily
armed, and all were veterans of a score of
trench brawls. Within the last week, two
other from neighboring companies had com~

pletely disappeared in front of a section of
the Hun's lines thought to be deserted.

A Company's patrol was halfway across no­
man's land when the oorp:Jral heard something
and signaled a ha~. Suddenly there was a
deafening roar, and several shadows rushed
the patrol. At first it seemed that the Germans
had discovered them, but the light of a distant
artillery flare said otherwise.

The attackers were bigger than men,
seemingly naked, very large and very angry.
Anderson fired his rifle as fast as he could,
reloaded, emptied it again. One beast fell to
a volley of grenades, and Branton's Lewis
gun downed three more. Then the weapon
ciicked dry, and they were on the poor kid.

The patrol tried to pull back, but the with­
draw turned into arace, and three more men
fell. The rest of the company made it to the
safety of a shell crater, hoping to catch their
breath in some defensible position. But a
half·dozen of the creatures swarmed over
the lip of the pit, and in the darkness a close
and confusing fight whirled around the shat­
tered hole. Anderson put his rifle against the
back of one of the creatures and fired. It
registered pain but didn't stop disembowel·
ing the soldier in its grip.

Anderson grabbed two men and tied, half
out of his mind. One of the nightmares broke
offfrom the slaughter and gave chase, quickly
felling one fellow without even breaking its
stride. The other soldier tripped over barbed
wire and cried out for help. Pausing, Ander­
son made eye contact with his lone pursuer
for a second, then he ran for his life.

Anderson somehow made it back to his
lines, unaware of the wounds to his legs and
arms. He tried to tell the first sergeant, the
officers, the medics, about the beasts. No
one would listen. He went into a panic, and
when he woke up, he was in a hospital
outside Paris-the war was over. His ques­
tions and warnings were met with a stony

assurance that "it would be looked into." But
the whispers that followed said much more.

Anderson spent the rest of the year on
convalescent leave in Paris. He became
paranoid, convinced that something trailed
him from the sewers below. He went so far
as to buy a few battlefield relics for personal
protection and ship more back to his par­
ents' home. And at the beginning of the new
year, along with thousands of other soldiers,
he returned to America and his native state.

KEVIN ANDERSON
Born October 30, 1899, Anderson was a

precocious youth. He graduated with honors
form high school a year early and was at­
tending his first year at Miskatonic when the
war called. He volunteered for the infantry
and was with the first American troops de­
ployed in France in 1917.

Promoted three times on the battlefield,
Anderson was adept at surviving the fighting
and became something of a local media
hero. The future seemed quite promising.
But when the war ended, he came home a
physically broken and mentally listless man.

Anderson attempted to continue his stud­
ies, but the spark was gone. His failing
health and shaky mental state was further
aggravated when his parents sickened and
died (possibly of typhoid) late in 1919.

Thatwas the last straw, and Anderson lost
his tenuous grasp on reality. He was treated
brietly by a university psychiatrist, but things
just never worked out. Anderson became a
shriveled caricature of his former self, with~

out appetite, desire or emotion, given to long
periods of listlessness.

Two months ago, Anderson caught a
glimpseof something horrifying familiar from
his window. He had seen the threat, and he
knew too much. It was still after him.

Anderson doesn't really believe anyone
will be willing to help him. But he is desper­
ate, and he will tell his story to anyone who
seems interested. He wants to recover the
entire cache of weapons from his parents'
home, then go for broke. This time, he says,
only he or the monster will walk away.

Attributes: STR 8, CON 6, SIZ 13, INT 14,
POW 16, DEX 9, APP 7, EDU 13, SAN 10, HP 7.

Weapons: See Anderson House, below.
Skills: Camouflage 70%, Occult 15%,

Drive Auto 45%, Dodge, Hide 45%, Listen
40%, Operate Heavy Machinery 45%, Make
Maps 30%, Throw 30%, Track 65%, Sneak
75%, Spot Hidden 80%, Listen 55% FirstAid
40%, Speak German 20%, Handgun Attack
75%, RifleAttack 80%, Shotgun Attack 75%,
Machinegun Attack 35%, NightstiCk/Club
55%, Knife 40%.

WHAT'S HAPPENING
Is Anderson really facing a battletield de­

mon or just a figment of his guilt-ridden
imagination? The following options are pro-



vided so the referee can pick one to match
his campaign situation or roll 106 to ran­
domly determine the resull.

1: Survivor's Guilt: This is a wild goose
chase. The creatures and all subsequent
events are residents of a tormented mind.
Anderson's last patrol was no less realistic
or violent than any other he had participated
in. But this time, it was his men rather than
the enemy who were surprised and wiped
out. "Survivor's guilt" is what the experts call
his condition-guilt that turned mere men
into monsters. After all, how could an all­
American hero survive when his comrades
fell to a vicious enemy?

2: Dormant Spirit: The creature is a
physical manitestation of Anderson's guilt. A
spirit laying dormant in the house now occu­
pied by the veterans' home has been feed­
ing on the depression. Anderson's intense
feelings have given it an invitation to come
out and play, even giving II a form and a
mission to assume.

3: Human Predator: The "creature" is
actually a human intent on murdering Ander­
son. Charlie Gould was the young private
who tripped on the barbed wire during that
fateful patrol and was subsequently cap­
tured by the Germans. He only spent a week
in detention, and while he was hungry most
of the time, he wasn't really mistreated.

Gould was young and full of high hopes
when he went to war. Unfortunately, nothing
has gone right since. And failure and disillu­
sionmenthave caused bitterness and blame,
and a misguided conclusion that all his prob­
lems are the result of his imprisonment.And
Anderson was the one person who could
have saved him-and didn't.

Charlie went home to Boston, eventually,
and became a small-time hood and semi­
competent hit-man for a local gang. Not too
long ago, he saw a small article in a Boston
paper about an Arkham war veteran who
'wigged out" and shot up a local graveyard
(see result 4, below). It took awhile, but
Charlie drove all the way up here in his
clapped-out Model-T to pay his old army
buddy a visit.

Attributes: STR 11, CON 8, SIZ 9, INT 10,
POW 10, DEX 6, APP 5, EDU 9, SAN 22, HP 8.

Weapons: Garrote, knife, .32 automatic.
Skilfs:Jump25%, FastTalk50%, Bargain

35%, Camouflage 70%, Climb 40%, Orive
Auto 55%, Electrical Repair 35%, First Aid
40%, Hide 65%, Listen 50%, Operate Heavy
Machinery 45%, Rifle Attack 70%, Pistol
Attack 50%, Knife 60%, Sneak 60%.

4: Graveyard Ghouls: Thecreatures from
the battlefield are figments of Anderson's
imagination. But what he has been seeing
lately are ghouls from the Old Wooded Grave­
yard. Since Anderson spends so much of his
Ine looking out of the window, II was only a
matter of time before he caught sight of his
unnatural neighbors and swore to strike

back at what he thinks are his old enemies.
Anderson's state wouldn't allow him to

leave well enough alone. Sneaking out of
the home late one night, he went on patrol
again. He actually managed to kill one ghoul
with ashotgun retrieved from his house. The
police arrived quickly and apprehended him
while the ghouls recovered their body.

Now the ghouls know about Anderson
and won't leave him alone. At night, they
taunt him from high perches, hiding when­
ever he brings semeone to witness their
antics. The ghouls may not be too bright, but
they know that if they can lure him back, he'll
make a fine meal.

5: Giblchung: The creatures are real, the
product of Genman experiments on African
apes taken from the Berlin Zoo. Anderson's
patrolwasone of the lastgroupof victims before
theGerman H9hCcmmand cameto IIssenses
and exterminated most of these things.

Known as Gibichungs, these creatures
stand seven feet tall and weigh 300 pounds,
with brown-tinted flesh and a mockery of
human body hair. Statistics are as follows:

Attributes:STR35, CON 16, SIZ22, INT
6, POW 13, OEX 18, SAN 0, HP 25.

Dam Bonus: Bite 106+4/206+4.
Hand: 106+4.
The Germans' intent was to create a

superweapon without draining already mea­
ger resources-a soldier that could clear a
section of battlefield without the need for
increasingly complex weapons or burdened
with the limitations of fear or pain. However,
in the process of initial deployment, the
creatures became uncontrollable and were
just as likely to turn on friend as foe.

The beast now stalking Anderson is very
real. In fact, it is the same creature that met
his gaze on that long-ago battlefield. Ander­
son may have won on that day by escaping
with his life, but now the beast is intent on
settling the score.

The ocean that separated them after
Anderson returned home offered a tempo­
rary frustration. But using its elevated in­
stincts and cunning, the creature somehow
crossed theAtJantic and oontinued its hunt to
sleepy Arkham.

6: Glblchung Revisited: The Gibichungs
were created as explained above. One of
the creatures was wounded in battle, cap­
tured and subdued by a French Army de­
serter. After keeping it drugged for a year in
an unused wine cellar, the deserter sold it to
a travelling carnival, which eventually made
its way to America.

As long as the creature was fed a steady
diet of drugs, II was fairly docile. However, by
a strange twist of fate, the Gibichung es­
caped the carnival the night after it reached
Arkham. Anderson saw the creature roam·
ing past the graveyard, on its way to find a
meal. It found the ghouls, which were almost
as satisfying. The combination of ghoul flesh

and a lack of its usual medication is restoring
the Gibichung's former antisocial tenden­
cies. The Gibichung will continue its spree
until it is killed, something attracts it to new
hunting grounds, or its owners reclaim and
subdue it.

VETERANS' HOME
The Miskatonic Veterans' Home is a di­

lapidated, three-story, brick building on
Boundary Street, across from the Old Wood­
ed Graveyard. Ayard of weeds is surrounded
by a rustling iron fence. Inside, yellowing
paint peels from walls, and steam pipes
groan, adding to the aura of depression.

The home is staffed by two nurses, two
orderlies and a cook to care for the 25
veterans living there. A disinterested doctor
from SI. Mary's makes semiregular visits,
and there is no staff psychiatrist. The staff
members cannot be said to earn their sala­
ries. Recovery is unlikely-this is a human
warehouse for those waiting to die.

ANDERSON HOUSE
The Anderson house is a three·story, brick,

row home. Oil-heated, it includes three bed·
rooms and two baths, kitchen, basement
and attic. From the outside, it is unassuming
and even a bit run-down, but everything
inside works, down to the electricity and
running water. Brokerage is handled by
Manton & Manton Real Estate, and the
home rents at $25 a month or $200 a year.

What makes the Anderson house unique
is the weapons cache buried in the dirt floor
of the basement, under the stairs. The prize
piece is a pristine .30-06 Lewis gun wllh
three 47-round pans and one 97·round air­
craft drum, heavilycosmolined and wrapped
separately, as well as a .45 government
automatic and three magazines.

FINAL NOTES
There isn't much monetary reward forthe

investigators in this case. However, played
well, this adventure could give the investiga­
tors a base of operations in Arkham.

Anderson doesn't have much in the way
of worldly possessions other than a $2500
bank account and his parents' house. If the
PCs offer their assistance, Anderson might
be inspired to draft and even have notarized
a will leaving everything to one of the inves·
tigators (50%). This assumes that they're
generally nice to him, in addition to believing
his story. A successful conclusion will defi­
nitely put them in Anderson's will (99%),
provided he is alive to write one.

Given enough time, Anderson will be able
to function in society. He will be grateful to
the PCs for their assistance, opening his
home to them and essentially becoming
their major domo. However, he will never
have the starn ina to be an investigator and
will refuse to listen to any "ghost stories." n
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Valley of Twisted Apes

II
hen one sets out for adven­
ture in the universe of H. P.
Lovecraft, one quickly learns
to expect the unexpected. Not
all dangers are From Beyond,

and not alltrails lead to the Spawn of Cthulhu,
though investigators tend to assume they
do. Sometimes, otherwise sinister and un­
earthly-seeming investigations lead to truly
unexpected conclusions. Natural, terrestrial
ones. That there is absolutely nothing of the
supernatural about this adventure is what
makes it so unusualfor a horror-genre game.
That is not to say, of course, that there is no
danger! Nature can be a harsh mistress, as
foolish investigators will discover.

"Valley of Twisted Apes" is a short adven­
ture intended to be run between major epi­
sodesof acampaign, probably as investiga­
tors are travelling from here to there. It is
primarily intended for play with the Cthulhu
by Gaslight background, though it can easily
be adapted to a 20th-century CallofCthufhu
campaign (since the Dutch were in Java up
to the 1940s), or even the Space: 1889
game system. In the latter case, the adven­
ture might take place in a Lizard-man village
on Venus; replace Batavia with Venusstadt,
and replace fhe Dutch with Germans.

Due to the absence of powerful, mind­
blasting beasties, this scenario is suitable
for investigators of any number and ability. A
low-power group with its wits about it will do
as well as a more powertul group. This
interlude serves nicely as a recovery period
for otherworld-weary investigators who aren't
quite over their last bout of insanity.

The key to running this adventure is atmo­
sphere; build the tension just as you would with
any other horror scenario. There is plenty of the
weirdness typical of Mythos adventurespresent
to keep the investigators nervously flipping
through the Necronomicon looking for ape ref­
erences, absolutely sure that the Creeping
Horrors are just about tommeout of hiding.Any
time now. Stringing your players along can be
lots of fun Gust remember, they're the ones
assuming Mythos creatures are behind all this).
Of course, nthe guikgetsto you, just putagroup
of ape ghouls in the valley, together w,h some
sort of Weird Artifact!

Java
Java is the dominate island in the Dutch

East Indies (other islands of note are
Sumatra, Borneo and Celebes). It is part of
a mountain chain that runs through Thailand
and into the Pacific. to rise up again farther
to the south as the Indonesian islands. Most
of the higher mountain peaks are volcanic in
origin. and many are still active. There are
plains on the north and south coasts.

Java is very hot and humid, and since, is
almost on top of the equator,' stays that way
all year round. Rainfall is heavy, especially in
the summer and winter monsoon seasons.
The east of the island is characterized by a
savanna-type climate, while the remainder
is covered in lush tropical rain forests_

Since crops thrive in the fertile volcanic
ash that is found throughout Java, , is not
surprising to note that in the 1890s, Ja~a is
the most densely settled island of the Dutch
East Indies. Almost 30 million people live on
Java by the late 19th century-among them
the Dutch colonists, and Chinese, Indian
and Arab laborers and merchants.

Batavian Layover
After a grueling case in Australia, the

investigators are returning to England via
the Miranda Gale, a steamer oftheAdelaide­
Tiibury Company. The ships of the Adelaide­
Tilbury line ply regularly between Essex and
Sydney, with numerous stops along the way,
including Singapore, Rangoon, Bombay,
Aden and Cairo. Batavia is the first stop out
of Sydney and is a one-night layover.

Batavia is the largest city in the Dutch
East Indies, the center of the Dutch trading
empire. Once a walled fortress carved out of
tiger-infested jungle, Batavia is now sur­
rounded by gardens, orchards, fields grow­
ing sugarcane and rice, and mills for sugar,
corn and gunpowder. Batavia is about as
lively a city as one can manage to cultivate
in a predominantly Islamic country.

The Dutch colonizers occupy fine neighbor­
hoods in the center of town. Due to the Eurc:>­
pean arch,ecture, the canals running through
the city, and the streets cobbled w,h the ballast
stones from merchant ships, the downtown
area is very reminiscent ofc,ies in Holland. The
middle-class sectors are well demarcated eth­
nic neighborhoods in which the Chinese, Indi­
ans and Arabs live. The shanty-town areas and
run-down slums atthe edge oftown and around
thehaiborarethedomainoftheurbanJavanese.

British Embassy
One of the upper-class PCs has an old

school chum posted at the Br,ish Embassy and
suggests that the group look him up and have
him showthemthetown. Whenthey arrive, they
find the embassy in a quiet uproar. Apparently,
aBr,ish subject hasdisappeared understrange
circumstances, and the staff is casting about for
a way to look into the malter wrthout appealing
to the Dutch for help.

At this point, the school chum, John
Becket, bustles up. He is a fit man of indeter­
minate age (though hewill, of course, bethe
same age as the investigator he knows),
with a thick blond mustache, a matching

thatch of hair and a strong grip. After a brief
reunion and introductions, he recalls from
past correspondence that his investigator
friend is a "b, of a adventurer w,h an odd
tasteforeerie and occult affairs." Noting that
he has been placed in charge of this "damned
Stadwick affair," he wonders" the investiga­
tors might be interested in helping him out,
since the case seems right up their alley.

Aftersettlingthegroup in his office, Becket
tells the investigators whatthe commotion is
all about. Apparently, Dr. Roger Stadwick,
an anthropologist associated with the British
Museum, had been travelling around Indo­
nesia for the past few months, studying
totemism in small villages. Stadwick had
sent weekly reports to the museum via the
Br,ish Embassy in Batavia. Early reports
dean w,h the mundane matters of organiz­
ing an exped,ion through the steep moun­
tains of Java, w,h preliminary studies of
various tribes and villages encountered.

Subsequent reports grew a trnle stranger,
as Stadwick described his discovery of a
village named Tanjungselor. which was sur­
rounded by trees on which were weird carv­
ings of horribly distorted simians. Then men­
tion was made of some damned-odd secret
valley, a valley in which no natural animal
can Iiv~r some such rot.

Justthismorning,Stadwd<'sguides returned
to Batavia, extremely excited and bearing the
news that Stadwd< had disappeared into the
junglethree days ago Iookingforthe mysterious
valley_ When the village boy who had guided
Stadwd< into the jungle returned gibbering
about the horrible ape gods making off w,h
Stadwd<, the poor buggers made for home.

The Dutch author,ies have offered to
mount an investigation, but, so happens
that Stadwick is the brother-in-law of an MP
of some note. This being the case, the
embassy would prefer a quiet, Br,ish in­
quiry, with no Dutch entanglements.

Appealing to their curiosity in such a strange
case, Becket asks the investigators to look into
the malter and find Stadwd<-<Jr at least his
remains. Moreover, Becket hopes the cause of
Stadwd<'s death can be established once and
for all and, "rt be murder, that the murderer be
brought to justice. Surely, he says, there is
enough of the eerie and macabre surrounding
this unfortunate affair to interest them.

The crown will pay for reasonable expenses
(Becket trusts his friend to be honest) and will
transfer the group's berthing to the next En­
gland-bound ship to stop in Batavia Becket
providesthenamesandaddressesofStadwick's
guides, directions to Tanjungselor and any
needed funds (in guilders), then wishes them
luck. Unfortunately, the embassy cannot spare
any marines to occompany the group.
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Trip Inland
Tanjungselor is roughly 80 miles from

Batavia to the interior. The first leg of the
journey can be made by train. Travel from

Kota Railway Station in Batavia to Bandung
will take a few hours. From Bandung ~ will be
necessary to travel south by road for 20
miles to Tanjungselor. Wagons, horses and
mounts can be rented in Bandung. This last
leg of the journey will take five hours, due to
the poor quality of the clay road. Theweather
is hot and very humid, and heavy but brief
showers are frequent. The road goes steadily
uphill, surrounded by jungle and heavy
growth. Mountains can be seen in the dis­
tance. From time to time, small animals can
be glimpsed moving about in the under­
brush, as well as an occasional tiger or
panther (the latter encounters can be a
source of considerable excitement on the
part of the guides, who are eager to display
their prowess with their rifles).

Tanjungselor
The approach to Tanjungselor will be

marked, as Stadwick warned in his reports,
by hundreds of carvings in tree trunks of
gnarled and grimacing ape figures. Many
are obviously ancient, while others look
newer. Some are fat, squat beasts with
bulging, pouting lips, while others are tall
and distorted, with distended mouths yawn-

ing wide to display huge fangs. All are eerie
and ugly as sin.

Tanjungselor is a clearing in the jungie
through which the rude road wanders. It
lies in the shadow of a modest dormant
volcano, which rises from the jungle some
distance away. Rice patties and small gar­

,-------------------, dens surround the area. The village
is made up of small rattan and palm
thatch huts, some 40 of them
sprawled in a rough circle. In the
center of the circle is a much larger
building, apparently the village
mosquo, with an elaborate, wooden,
tiered roof. Beside it is a long house
with a roof that curves up at the ends
like the horns of the buffalo.

Interviewing the Headman: The
investigators will be seen at once by
workers in the fields and will be di­
rected to the horned building, which
is, as ~turnsout, the community build­
ing. Here the investigators will be re­
ceived by the village headman. He is
a large, imposing fellow, who will greet
the Westerners impassively. He does
not need to guess why they are here­
no European visited Tanjungselor be­
fore Stadwick.

The headman will confirm the
guides' story-Stadwick slipped out
of the village one morning with a
foolish local boy while everyone was
working in the fields. Regarding the
valley, he will say only that it is
cursed-a valley in which no bird

sings, no animal lives, and only large moths
and butterflies hover over unpleasantly
lush plants. He will not show the investiga­
tors where it is.

II asked about the simian carvings adorn­
ing the landscape, he will smile and say that
~ is an ancient trad~ion for each boy of the
village to carve the image of the creature that
reveals itsell to him in the vision that accom­
panies the passage-to-manhood r~ual.Since
the guardian animal of Tanjungselor is the
ape, it is not surprising that the boys claim ~

as their guardian as well.
The headman will be hosp~able to the

PCs, though he plainly wishes them gone.
He apologizes for not being able to be of
more service to the investigators after their
long trip. He will offer them use of the com­
munity house as a sleeping area for the
night, since he expects they will be leaving
for Bandung in the morning.

Fast Talk attempts will come across as
being very rude. If the headman is so ac­
costed, he will react negatively, and insist
the investigators leave the village at once.
Other skill rolls will have no such effects but
will be as ineffective-the headman has said
all he will say.

The whole village was roused very early the next morning by the boy
Stadwick's Guides Weapons: Knife 50%, 106 damage; le-

Tha gUides, three brothers, live in a crude ver-aetion rifle 45%, 206 damage.
shanty in a rather unassuming section of
town. They speak broken English, but will
not be very forthcoming unless one of the
investigators makes a successful Oratory
roll. In this case, they tell their tale.

Aooording to the guides, the party
entered a small village named Tan­
jungselor after visiting severalotherunre­
markable villages. This village was sur­
rounded by trees on which were carved
weird drawings of horribly distorted sim­
ians, and their presence madethe guides
very nervous-they had never heard of
such totems in Java.

The group lived with the villagers of
Tanjungselor for several weeks, while
Stadwick conducted his research. He
seemed very curious about some se­
cret valley that had something to do
with those horrible monkey statues,
but no one would tell him where it was.
Then one morning, he roused the
guides and told them he had found a
boy to take them to the valley. The
guides refused to go, and Stadwick left
with the boy, cursing.

They never saw him again, but the
whole village was roused very early
the next morning by the boy running
back into the village, shouting that the
apes had got Stadwick. That was it for
the guides; they left at once in a terrible
fright. They will underno circumstances
agree to return to that "awful village of
leering ape faces." If the PCs mention that
they are looking for guides to take them to
the village, Stadwick's guides might be per­
suaded (with another Oratory roll) to sug­
gest a relative or friend who speaks English
and may be interested in an expedition.
Such a reference will cost a few guilders.

Hiring New Guides
The PCs may want to hire guides of their

own, unless one of their number speaks one
of the Malay languages spoken on Java.
Guides who are familiar with the inland ar­
eas and people are not hard to come by, but
most of them speak only Dutch, Javanese
and some of the inland dialects.

English-speaking guides are quite un­
common. The investigators' best bet is to
askStadwick'sguides for references. Becket
might be able to oller some leads as well.

Typical English-Speaking Guide
STR 16, CON 15, SIZ 15, INT 10, POW

11, DEX 13, APP 09, EDU 5, SAN 40, HP 18.
Skills: Hide 60%, Ride 65%, Sneak 75%,

Speak Dutch 85%, Speak English 35%,
Speak Javanese Subdialects 50%, Spot
Hidden 85%, Track 80%.
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The peculiar aspect of the valley in this
adventure was inspired by a story that ran in
Weird Tales a numberofyears ago, "Funeral
of the Fog" by Edward D. Hoch.
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There are five miles of dense jungle be­
tween Tanjungselor and the mountain the
village boy indicated, which means wagons
and horses must be left in the village or
elsewhere along the road. The trip will take
most of aday and will be an exhausting one.
The forest is very dark, because most of the
light is intercepted by the canopy of upper
branches. The ground is clear of heavy
undergrowth due to this lack of sunlight.
Hogs, deer, tigers, panthers and apes
abound, and snakes and lizards are also
common. Most animals ignore or avoid the
group, but some of the predators might
follow for a distance out of curiosity and may
attack if provoked. Having a curious ape tail
the group might unnerve the players.

Investigators who make a successful Spot
Hidden roll will notice an occasional ape
carving in a mossy trunk, which is a good
sign that the investigators are on the right
track.

Valley
The valley is actually at the top of the lone

mountain-the long-dead crater of the ex­
tinct volcano. The mountain is not particu­
larly large and the slope is not steep. Its
sides are covered in foliage. It can be as­
cended in a matter of two hours.

The crater is a shallow bowl which gradu­
ally slopes toward a central low point. Its
slopes are covered in a tangle of vines,
scrub growth and great, larvae-white mush­
rooms. The floor of the valley is likewise
covered in unwholesome growths of lush,
unnaturally green plants.

Ringing the valley are thousands more of
the ape totems. These carvings, if anything,
are more morbid than their fellows back at
the village and appear to be quite old. Some
depict humanoid figures being thrown into a
volcano while apes dance and cavort (this
isn't just a cliche-people really were sacri­
ficed to volcano gods by some isolated
Javanese tribes in past centuries, though
the practice has been abandoned by this
tribe). The artists were probably not young
boys. There do not seem to be any recent
additions to the collection.

Multitudes of butterflies and other insects
hover and flutter over the valley, though
someone making a successful Spot Hidden
roll will observe that they do not seem to
actually enter it to any great degree.

The valley's most distinctive feature is the
hundreds of ape corpses and skeletons
sprawled on the valley floor. This morbid
feature of the local terrain is at the root of
Tanjungselor's slightly off·kilter religious
observations and explains why the village's
religious traditions are even more animistic
than the mainstream Javanese ones. There
is no sign of Stadwick.

running back into the village, shouting that the apes had got Stadwick.
Deadly Secret

Large quantities of carbon dioxide seep
up out of fissures in the floor of the extinct
volcano. The toxic (and invisible) gas builds
up in the valley's low points, displacing the
oxygen as it fills up the cavities. Since it is
heavier than air, the gas hugs the ground­
the most toxic levels are concentrated in a
six-foot-high layer blanketing the floor of the
valley.

Anyone under six feet tall moving about
on the floor of the valley will slowly asphyxi­
ate, eventually to die from lack of breathable
air. Those over six feet will only suffer the
milder effects of the gas, as described be­
low.

The poisoning will be a gradual process,
as investigators move from the clean air at
the rim, tothe mildly contaminated air on the
slopes, to the toxic air on the valley floor.
Symptoms begin with a shortness of breath
and proceed to a mild dizziness. Everyone is
susceptible to these general symptoms.

At the investigators move onto the valley
floor, begin using the drowning rules in the
Cal/ of Cthulhu rulebook to determine how
everyone under six feet fares with the gas.
An investigator (or NPC) failing a roll will be
overpowered by an overwhelming sleepi­
ness and will faint if he does not leave the
valley that round. Once a character is un­
conscious, he will take 108 points of dam­
age each round until carried out of the valley
or until death comes.

Taller PCs will expose themselves to the
gas as they kneel to examine fallen com­
rades or the corpses.

The valley is periodically purged of its
noxious fumes as particularly fierce winds
lash through the jungle in the monsoon
seasons. There have been no such storms
recently, but a Mythos spell might be cast
that would have a similar effect.

Stadwick's body can be found among the
apes in the center of the valley. Stadwick
died of the same malady the apes did­
curiosity (they are drawn into the valley by
the sight of so many fallen comrades). His
body is in moderately good condition for a
week-old corpse in a tropical climate, and it
doesn't seem to be disturbed. His pack lies
nearby, containing hispersonal effects, posi­
tive identification, camera and anthropologi­
cal notes. The British Museum would be
glad to claim the notes and may even con­
sider sponsoring future expeditions by the
investigators if said expeditions coincide
with museum interests and are led by a
reputable scientist or academian. n

Interviewing the Vfllagers: The investi­
gators may elect to interview as many villag­
ers as they like, but few will even speak to
them. Those who do will say no more than
the headman did. Those who might have
spoken more freely before Stadwick came
have been frightened into silence by his
disappearance (and more so by the insanity
of the local boy). Fast Talking Westerners
will strike the villagers as extremely impolite.

Interviewing the Local Boy: The head­
man will not grant the investigators an inter­
view with the boywhoaccompanied Stadwick
into the forest, and, indeed, there is no real
way of determining who he is. All the older
boys the investigators see seem sane
enough, albeit shy of strangers. However,
some time after the investigators have en­
tered the village, the boy will burst out of a
nearby hut and beg to speak with the group.

The boy is quite insane. Though there is
nothing supernatural about the valley, the
combination of superstitious fears, the dark
night, Stadwick'scollapse in the valley among
the ape corpses and an already unstable
mental condition culminated in an encounter
that pushed the boy overthe edge. He is now
a babbling idiot and will have little to say
which is readiiy coherent. Most of his con­
versation will consist of random utterances
about creeping horrors and ape gods, but he
will indicate the direction of the valley in his
ravings, pointing at the lone mountain tower­
ing over the village. He will lapse into inco­
herence in moments and be led off by upset
villagers. They will not welcome or honor
any requests to see the boy again.

Into the Woods
The investigators can spend as much or

as little time in Tanjungselor as they like,
though there is little more to be learned here.
Indonesia's Islamic heritage came by way of
India and is, therefore, colored by strains of
animism. The valley'sproximity has inspired
a more than usual reverence for apes and a
strange form of totemism. However, there
are no degenerate religious practices or
cults to be found in the village, though there
likely were such in the distant past when the
volcano was more active. The villagers sim­
ply give the valley a wide berth and seek to
placate its "gods" with their statues.

Sooner or later, the PCs will want to
investigate the valley Stadwick wrote of.
They will wear out their welcome if they stay
in the village more than two days, especially
after the encounter with the village boy. If
they haven't offended the headman, they
have a hut to stay in for a night. After that,
they must rely on their own resources. If the
investigators openly declare their intentions
to go on to the valley, they will be paid little
attention. They have been warned.





any Call of Cthufhu play­
ers expect to meet huge,
sanity-destroying· mon­
sters or· ancient, ban­
dage-shrouded mum­
mies. In this adventure,
they discoverthata pretty
creature an inch and a

ha~ long can be just as deadly. The
adventure is written for the 1920s but
fits easily into e~herthe 1880s Gaslight
era or Cthulhu Now. A~hough it was
written to be placed in London or Cairo,
any town or c~y with a museum and a
river will do. If the investigators are not
already members of the museum staff,
they can be brought in to investigate the
death of Sir Richard Lesley-Smith, a
leading Egyptologist, by the museum
or his next of kin.

NEPHRA-KA
Sir Richard Lesley-Sm~h was a lead­

ing Egyptologist who recently returned
to London (or Cairo) after leading an
expedition to discover the tomb of
Nephra-Ka. In 1911, he discovered the
mummy of a handmaiden of Nephra­
Ka and returned it to America at the
request of New World Industries, which
is sponsoring the expedition. This
mummy was placed in a storeroom
near the bridge on the Titanic. Unfortu­
nately, ~ was, of course, lost when the
Titanic sank on April 4, 1912. After
much research, he subsequently be­
lieved he had again discovered the
mummified body of aservant of Nephra­
Ka in a rough tomb far to the west of the
Nile onthe border with the Italian colony
of Libya. Because of the earlier loss,
the mummy has now been brought to
London (or Cairo) by land for initial
investigation. With the body were
brought various objects from the tomb.
They were kept in the basement rooms
for examination and were not planned
to be placed on display or transported
to America yet.

On night one of the adventure, Sir
Richard decided to start work on the
examination without waiting for his as­
sistants,Alan Griffiths and Emma Ward.
He had a meeting during the day w~h

the museum curator, Dr. Henry Usher,
and so was not able to start work on the
mummy until early evening. The follow­
ing morning, his body was found by
Ward. The investigators may be brought
in on day two.

MYSTERIOUS DEATH
The basement of the museum has a

large table in the center. On this lies the
mummy. All the bandages have been
carefully removed and placed to one

side. The head of the mummy has been
removed using a sharp instrument. The
head ~se~ is missing. The body is not a
normal mummy in that the internal or­
gans have notbeen removed and stored
in canopic jars. This is clear from the
lack of the usual large opening down
the length of the body. There is, how­
ever, a circular hole in the center of the
chest in the region of the heart, about
two inches indiameter. Nexttothe body
lies a dissection kit comprising a set of
very sharp scalpels, probes, etc. Around
the room are shelves containing all the
other ~ems removed from the tomb.
They include a bronze mirror which still
retains a reflective surface, a clay jar
w~h a picture of a flying scarab beetle
and an inscription in hieroglyphics, a
statue of the cat goddess Bast, a statue
of Osiris (protector of the dead), and
some gold jewelry. On the floor lies the
mummy of a cat.

To one side is a desk containing Sir
Richard's notes of the discovery of the
tomb, a list of all the ~ems found in the
tomb and copies of his published books,
Secrets of the Ancient Egyptians and
Khephu: The Black Pharaoh.

The basement door was found open.
Next to it is a second room containing
the furnace which heats the central
heating for the museum.

Sir Richard's body was found lying
on the floor in the main basement room
near to the desk. His
face had a look of utter
horror on it as if he had
just witnessed some­
thing which had af­
fected his sanity. His
mouth was open as if
he died screaming. He
had slashed both his
wristsw~h ascalpel and
bled to death very
quickly. He lay in alarge
pool of blood. Next to
his body lay the scal­
pel. Obviously, hisbody
was removed to the lo­
cal mortuary. The time
of his death was diffi­
cu~to calculate as rigor
mortis set in surprisingly
quickly.

CLUES
The museumcurator,

Dr. Henry Usher, will tell
the investigators that
the expedition was
sponsored most gener­
ously by New World In­
dustries, which is noted
for ~s support of both

the arts and scientific research. Dr.
Usher did not go on the expedition. He
met Sir Richard on the day of his death.
Sir Richard had no worries, no money
problems and no enemies, a~hough he
was upset by cr~icism of books and his
ideas. On the day in question, he had
no reason to kill himse~. He had ap­
peared happy and relaxed, a~hough

perhaps too eager to start his research
on the mummy.

Griffiths and Ward both went on the
exped~ion. They can describe the dis­
covery of the tomb in the desert. It lay
behind a thick stone slab which was
inscribed with a curse calling down the
"Curse of the Centuries" on any who
disturbed it. E~her of the assistants, or
the list of ~ems recovered, will reveal
that no mummified cat was found in the
tomb. Both the assistants can help w~h
Sir Richard's theories, which are con­
tained in his books. Each book will take
one full day to read.

Secrets althe Ancient Egyptians:
Secrets ofthe Ancient Egyptians men­
tions Sir Richard's theories concern­
ing the origins of Egyptian mummifi·
cation. He believed in the reality of the
lost continent of Mu and believed that
the Egyptians learned of mummifica­
tion from the priests of Mu. The people
of Mu worshipped gods more ancient
than the Egyptian gods, and mummi­
fication was a form of sacrifice to those
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ancient gods. In Egypt, the most ter­
rible form of punishment was to be
mummified alive. No one knows how
this was achieved. But to protect the
body from anyone showing mercy on
the victims, a curse was placed on the
mummy that either death or living
mummification would befall anyone
who interfered with the body.

Thisbook received wide cr~icismfrom

the Egyptologists, who cempared Sir
Richard's ideas w~h those of Charles
Piazzi Smyth-a great insu~ to some­
one of Sir Richard's standing.

Khephu: The Black Pharaoh:
Khephu: The Black Pharaoh describes
the chaotic fourth dynasty of Egypt,
which was ruled by the evil black pha­
raoh Khephu and his daughter-wffe
queen Nitocris. He worshipped an an­
cient evil god known as "the Black Pha­
raoh." As a living god, Khephu himself
took the same t~le. He was challenged
by an equally evil wizard-priest named
Nephra-Ka whom he slew, but the
priest's followers stole the body and hid
~ in the western deserts. In revenge,
Nitocris hunted down those followers of
Nephra-Ka and subjected each ofthem
to the u~imate horror of living mummffi­
cation.

Sir Richard's Notes: Sir Richard
believes the mummy he found was that
of a follower of Nephra-Ka who had
been mummified alive by N~ocris. He
was found in a rough stone tomb. The
body itsell was found in a stone sar­
cophagus. The bronze mirror was held
in the mummy's wrappings in such a
position that the victim would be ableto
see into the mirror. The sealed clay jar
was nearby, as were the statues of Bast
and Osiris. The tomb had a large stone
slab across its entrance.

Clay Jar: II translated, the inscription
reads, "May the winged death destroy
those who seek to disturb the rest of he
who awa~s Osiris." Inside is a papyrus
with more hieroglyphics. If translated, ~
is headed, "Curse of Centuries· and
centains the spell Summon Ghatano­
thoa. The spell need not be read aloud­
reading it silently to oneself will suffice.
II read near an enchanted mirror, an
image of Ghatanothca will appear.

Other Clues:Aspot hidden roll whilst
examining the mummy will reveal that
the wound in the center of the chest is
new and was caused from the inside
outward. Ward will comment that the
museum's pet cat, Cleo, has run away
and cannot be found.

NEXT DAY
When the museum's furnace is

cleaned out the next day, a human skull
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is discevered. The top of the skull has
been removed. Theteeth show no den­
tal work at all, possibly indicating that ~

is not modern. The skull is very delicate,
and anyone touching it must save
against DEX or ~ will crumble to dust.

The museum's library has a restricted
section. II the investigators gain ac­
cess, they will find acepy olthe Book of
Eioon and von Junzt's Nameless Gufts
(the Bridewell translation of 1845), also
known as The Black Book. The British
Museum, but not the Cairo Museum,
has a copy of the Neuronomiccn.llthey
research the lost continent of Mu, they
will find references to the ancient god
Ghatanothoa, the sight of whcm petri­
fied the luckless victims and converted
them to living mummies-the living brain
magically preserved in the dried mum­
mified body.

Finally, at the end of the day, the PCs
will hearfromthe mortuary that a strange
wound has now been disccvered in the
center of Sir Richard's chest. It is a
circular wound about two inches in di­
ameter and reaches to the area of his
heart, but gives the impression of being
caused from the inside outward.

FACTS
The investigators should be able to

piece together the facts and confirm
them by an experiment on the cat (SAN
loss of 106 ff they do).

Sir Richard's theories are, ofcours9,
perfectly correct. The Egyptians did
indeed learn about mummffication from
the evil priests of Mu. The punishment
of being mummified alive, known as
the Curse of the Centuries, was per­
formed by a victim being bound in
bandages with an enchanted mirror in
front of him. A priest would read the
spell Summon Ghatanothoa from be­
hind the safety of a solid stone slab,
and Ghatanothoa appeared in the mir­
ror. The victim turned into a mummy,
but his brain remained alive, trapped
in the body for eternity. He could only
be released by his brain being de­
stroyed. To prevent anyone from tak­
ing pity on the victim and releasing
him, and to bring revenge on those
who did, a sacred scarab beetle was
placed in the mouth of the still-living
victim. It crawled down the throat to
remain near the heart, to eat its way
out and seek revenge if anyone cut
the body. When Sir Richard started
the autopsy on the mummy, he started
with the head. Upon opening the skull,
he discovered a still-living brain. Be­
fore his sanity fled forever, he removed
the whole head, took it to the furnace
and consigned ~ to the flames. By the

time he returned, the scarab beetle
had eaten its way out and had started
to perform the spell Summon
Ghatanothoa in front of the mirror.
Fortunately, Sir Richard bled to death
before the spell was cempleted, and
only the museum's pet cat was mum­
mified. Still disorientated, the scarab
then crawled into Sir Richard's mouth
and hid near his heart to eat its way
out the following night after the body
was removed.

The scarab will now hunt down all
those involved w~h Sir Richard-in­
cluding the investigators.

DEATHS CONTINUE
The scarab starts a series of killings.
Dr. Usher is seen by many w~nesses

to run from a side road into a main road
and is instantly crushed to death be­
neath the wheels of a heavy truck-his
head is torn off, wedged between the
rear tires (SAN loss 106/0). W~nesses
will describe him running, looking back­
ward and swinging his arms around.
Several will have the mistaken impres­
sion that he was being chased by some
giant invisible monster.

Alan Griffiths is found lying face down
in the river, which seems unnaturally
misty at the time. He has drowned ,but
when his body is recovered, it is obvi­
ous that both his eyes have been bitten
out (SAN loss 106/0).

Emma Ward can be visited at the
museum or at home. When the investi­
gators arrives, Ward crashes through
the third-story window and is impaled
on the spiked iron railings below (SAN
loss 1081104). She does not die imme­
diatelybut manages to say, "Gold. Gold.
Ws alive," before dying. On her right
hand is a strange injury similarto a large
insect b~e. Oninvestigationofherroems,
the doors and windows are all locked
from the inside, and one window has
been left open by an inch to allow some
fresh air to enter. On a table, acollection
of gold Egyptian jewelry is laid out which
she was apparently cataloguing.

The scarab will start to hunt down
and attack the investigators-prefer­
ably while each is alone. Theirbest plan
is to try to trap the scarab in a sealed
room or in a car, and destroy it by fire.

REWARDS
Solving the mystery of the death of

Sir Richard: 106 SAN.
Destroying the jar and papyrus: 106

SAN.
Freeing the cat from the horror of live

mummffication: 106 SAN.
Destroying the scarab: 106 SAN,

plus they get to live.



DIFFERENT TIMES
The following will helpa referee adapt

this scenario to a different setting.
1880s Cthulhu by Gaslight or

Space: 1889: This was the great age of
Egyptology w~h most European coun­
tries digging up Egypt. It was domi­
nated by the greatest expert of Ancient
Egypt ever-William Matthew Flinders
Petrie. His 1885 book, The Pyramids of
Gazah, adds 10% to the investigators'
knowledge of Egypt, and his massive,
three-volume HistoryofEgyptadds 25%
but should be published too late forthis
era. These books will, of course, be
available in the 1920s or 1990s. If the
investigators wish to contact Petrie for
help, he will be excavating the pyra­
mids at Hawara and be out of contact.

The investigators may also learn of
Charles Piazzi-Smyth, the astronomer
royal for Scotland. His book, Life and
Work at the Great Pyramid, attempts a
mathematical analysis of the pyramids
and was much derided by his peers. II
was used by subsequent wr~ers to prove
a magical basis for pyramids. Anyone
reading this book must roll against In­
telligence. A successful roll reveals the
book as rubbish; a failed roll indicates
the theories are believed and means a
loss of Egyptian Knowledge of -5.

In this age, Dr. Usher is killed by a
horse-drawn vehicle and is decapitated
by iron-rimmed wheels.

1920s: It will be well-known to all
investigators that Howard Carter and
Lord Carnarvon discovered the tomb of
Tut-ankh-amen in 1922 and opened it
in March 1923. A curse fell on all the
members of the team. Carnarvon died
later from an infected mosqu~o b~e to
his cheek, and 30 other members all
died soon afterward. The curse of the
Pharaoh became well-known via the
press-lhere was an Egyptian mummy
on the Tftanic.

1990s: The plundering of Egypt has
ended, and Egyptian treasures remain
in the Cairo museum. Research still
continues, however. In a present-day
adventure, the scarab is also slightly
radioactive, sufficient to show on radio­
activ~y detector badges and to register
on Geiger counters. The scarab is not
immortai, but its life span is linkedtothe
radioactive decay. Tut-ankh-amen has,
of course, changed his name to
Tutankamun.

GHATANOTHOA
The full description and statistics for

this ancient evil god are found in the 4th
edition of Call of Cthu/hu. Its most im­
portant aspect is the fact that when
summoned to appear in an enchanted

mirror, all present must save against
their CONxS on 1D1 00 each round the
image is present, or they will start to
mummify. A victim loses 106 DEX a
round as his body stiffens until at 0 DEX
he is totally petr~ied, only his brain
remaining alive forever (or until de­
stroyed) in an immobile body. Everyone
seeing the god also loses 1D1 00 SAN
on a failed roll or 1010 on a successful
roll. (The petr~ication process will oc­
cur even if the god is not actually seen
because the victim has his eyes shut or
is asleep, allhough no SAN is risked in
such a case). Seeing a friend mummi­
fied costs 1D1 0/1 D3 SAN. The sum­
moning spell takes one round to cast.

SCARAB BEEnE
The scarab beetle, a lesser indepen­

dent race, is approximately one and a
ha~ inches long. II is not the common
black scarab of Lower Egypt (Scarab­
aeus sacer) but the original golden­
green scarab of the Upper Nile
(Scarabaeus egyptorium). It is evil,
highly intelligent and very dangerous. II
is also bent on revenge.

STR: 1, CON: 10, SIZ: 1/10, INT: 15,
POW: 18, DEX: 1 Crawling/17 Flying,
APP: 18, EDU: 18, SAN: 0, HP: 1,
MOVE: 1 Crawling/9 Flying.

Skills: B~e 60% for one h~ point of
damage. The b~e is poisonous, inflict­
ing an infection of (CON 19).

The wound is often
mistaken for an ordinary
mosqu~o bite but soon
goes septic and can be
fatal. The beetle deliber­
ately attacks exposed
areas of skin, especially
the face and eyes.Aspe­
c~ic attack area is still at
60%.

Unless a room has
been spec~ically sealed
w~h cloth or similar sub­
stance around the doors,
over the fireplace, etc.,
and all windows are
closed, the scarab will
find a way to enter.

SpeUs
Summon Ghatano­

thoa: Because olthe d~­

ferences in the eyestruc­
ture and nervous sys­
tems, insects are not af­
fected by the appearance
of Ghatanothoa and do
not become petrified.
Scarab beetles worship
him. II an enchanted mir­
ror is present they will

summon him.
Mist: The scarab can raise a thick

mist for an area up to 200 yards around
~self but can only do so where there is
a large body of water. The ability can be
used at sea, or on or near a large lake
or large river.

Mlsdlrect:Allhough not magnetic it­
se~, the scarab uses the Earth's mag­
netic field to navigate as do many in­
sects. The scarab can however also
cause a temporary local variation in the
magnetic field and so change compass
bearings. It can use this to make ships
sail off course.

The scarab has a high flying dexterity
and is very small. It is impossible to M
w~h a rijle or hand gun. Shotguns at
point blank range however are at their
normal percentage chance. tt is sus­
ceptible to fire but not to poisons-the
normal insect sprays are useless against
~. All other blows w~h blunt instruments
are at 1/4 their normal chance.

The scarab is golden in color and
rather attractive to the greedy. ~ can
remain stilllor long periods oltime (cen­
turies) and can pretend to be an orna­
ment until someone touches itortries to
pick ~ up when it will b~e their hand.

It is intelligent enough to wait t<l
attack victims while they are driving a
car, causing them to crash. It will nor­
mally try to make its attacks appear
like accidents. n
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Continued from page 74.
The Cthaat Aquadingen is a book

whose name suggests an alien origin.
Ranked by Brian Lumley as second
only to the Nacronomicon, the Aqua­
dingen appears most otten in his fiction
as an English work. Yet there is darkly
hinted at the rumor of another, even
rarer tome. This article investigates the
existence of this second volume, which
bridges the previous nonhuman version
wnh the safer, English one.

The titie of the Cthaat Aquadingen is
an unholy union of three languages.
The first word may be derived from
ancient Kthatan, a language said to pre­
date primal Nacaal (Betelguese). Is this
an implication that the book, or at least
ns language, is older than the Elder
Gods?

The second word, "aquadingen:
translates as "water-things." It is a com­
bination of Latin and German, implying
that the ednion preceding the English
one may have been in both Latin and
German. This was not uncommon
among certain German monks during
the Middle Ages. The monks of Medi­
eval Benedictburn, who compiled the
Carmina Burana, were partial to bilin­
gual and even trilingual compositions.

As for physical characteristics, the
English version was translated from
Latin/German circa 1550. The printing
run must have been very short, since
we are told that only three books remain
in existence. One of these is bound in
human skin that still sweats when the
barometer falls.

The Latin/German ednion would be
rarer still, being in hand-written calligra­
phy, possibly illuminated wnh painted
scenes from the Mythos (lots of sanRy
lost hero>-justthe book for players who
like to "flip" through the pages to see
what ns about!). Thus, the possible ex­
istence of the older edition, in atternat­
ing Latin and Medieval German, de­
rived from a third inhuman-and prob­
ably bloody-tongue.

CTHAAT AQUADINGEN
(MEDIEVAL EDmON)

Compendium of lore by a nameless
monk(LatiniGemnan,+15CthulhuMythos,
-2010 SAN, x4 spell muttiplier).

Spells: Elder Sign, Contact Fomnless
Spawn, ContactTsathoggua, Contact Star
Spawn,ContactCthulhu, CallBugg-Shash
(described below), Call Yibb-Tstll (see Call
ofCthulhu 5th ednion).

We are warned that this book con­
tains complete sets of working spells
and invocations, devised to raise things
out of the water-demons of the ocean
orCthulhu. Among these is the Nyhargo
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Dirge, the spell for the Elder Sign, the
Tsathogguan Rnuals and at leastlourof
the Sathlatta (spells for summoning a
variety of beings). The tome also intro­
duces us to the concept of Cthylla, a
being described vaguely as the "daugh­
ter" of Cthulhu. Her signilieance in re­
vivilying the Lord of R'lyeh is, mercilully,
only hinted at.

CALL BUGG-SHASH
Contained in the Third Sathlatta, this

is an extremely dangerous spell, due to
the nature of the entny. An enchanted
pentagram, wnh a circle in the center, is
drawn. Candles and braziers of mild
hallucinogens are placed in a precise
pattern around the pentagram. Atter
magic points are expended, the lights
wnhin the pentagram wink out, one by
one. Then the bubbling mass of mouths
and eyes that is Bugg-Shash will fill the
pentagram in an ever-increasing pillar.
A human sacrilice will allowthe casterto
command Bugg-Shash to perform one
service. Thecommand must be phrased
carefully, for Bugg-Shash will attempt
only to obey the working, not the spirn,
of the command.

"there is no sacrilice at hand, Bugg­
Shash will attempt to engulf and take
the caster. Bugg-Shash can be dis­
pelled by any direct source of light, even
a candle. However, the next time the
casterfinds himself in nearortotaldark­
ness, Bugg-Shash will be waiting.

DISMISS BUGG-SHASH
The Dismiss Bugg-Shash spell is very

rare, involving reversing the Third
Sathlatta The pentagram is drawn as
before, wnh the caster standing inside
n.As in the summoning, thecandlesdim
as the spell is cast. Bugg-Shash will
then fill the area around the boundary of
the pentagram, gradually forming agro­
tesque ceiling above. " the caster ne­
glects to keep a light source in the
pentagram, this ceiling will slowly de­
scend and engu" him.The Dismiss spell
is found only in the Cthaat Aquadingen
and must be learned separately.

Bugg-Shash
Eibon described Bugg-Shash, the

Filler of Space (Great Old One), as a
"drowner: one whose "kiss is the slimy
kiss of hideousdeath."Its trail is like that
of a monstrous snail, leaving pools of
clear, stinking liquid. It attacks ns vic­
tims by engu"ing and drowning them in
~s own hideous essence.

Bugg-Shash can only manifest nse"
in darkness and can be dispelled with
the flick of a light swnch. Unfortunately
for the victim, such dispelling is only

temporary. Althe nextopportunRy, when
the lights fail or a cloud obscures the
moon, Bugg-Shash will appear and
engu" the screaming wretch.

Starting wnh the first round, anyone
who is engu"ed by Bugg-Shash must
make a drowning saving roll, as per the
Call of Cthulhu rulebook. "the roll fails,
take damage as normal, as the lungs fill
up with the juices of Bugg-Shash. "the
victim is near an electric light, he may
make a OEXx4 roll to turn n on and
dispel the horror. Should the character
die, then Bugg-Shash departs for ns
own dimension, taking the body of the
victim wnh n.

The final horror is that Bugg-Shash,
who "wakes the very dead to his com­
mand: can reanimate anyone it has
drowned. These undead servnors ,e­
tain much of their earthly knowledge,
can cast any magic they knew and can
perform complex tasks (like sabotaging
the lights).

Statistics: STR NlA, CON 40, SIZ 80,
INT 21, POW 35, OEX 20, Hn Points 50,
MIove 7, Weapon AttkSO"lo, Engu~ 90%.

Armor: None, but Bugg-Shash will take
minimum damage from fireamns, ignoring
impales. Rre and electricRy do ha~ dam­
age but are more likely to dispel n(tempo­
rarily). Spells will affect Bugg-Shash.

SAN: ~ seen at the instant of dispel­
ling (in a beam of light), 1020/1. If the
subject of attack, 1020/103.

Game Suggestions
Kiss of Bugg-Shash: The investiga­

tors are visned one night by a frantic
man who claims to be cursed by a
"thing/demon"thatvisns him inthedark.
He may be an associate of the investi­
gators. Unless the characters are will­
ing to help him, he will briefly turn the
lights out, subjecting all present to the
horrible "kiss" of Bugg-Shash. Need­
less to say, the investigators who have
been visned are now prone to attacks
themselves. Nowthey must help in ban­
ishing the thing-or suffer the same
fate.

Revenge: An enemy invokes Bugg­
Shash against the investigators, but
makes a mistake in the summoning/
binding and is carried off in their place.
Socn he returns to this world, undead,
slime coated and seeking revengo>­
revenge that Bugg-Shash is alltoo ready
to assist with.

SummonIng: The investigators dis­
cover the spell Cail Bugg-Shash, and
atter learning the spell, decide to try n.
During the summoning, enher one of
them or an assistant goes insane and
oversteps the boundary or, worse, acci­
dentally puts out the last candle. n
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The news sweeping London in late
October 1893 is that Jack the Ripper is
back plying his trade in the back alleys
of Whitechapel and Stepney. Seven
prostitutes have been murdered in less
than three weeks. Scotland Yard is say­
ing nothing about the details of each
case, but rumors and gossip have told
of such horrid details as missing or­
gans, bodies drained of blood and
necrophilia (among other gory tales).
The entire East End of London is in
sheer terror, and neither the London
Police norScotland Yard have any clues.

THE INVESTIGATORS ARE
BROUGHT IN

The investigators are summoned by
Col. Edmund Warnford, an ex-soldier of
the Queen's Army, who is distressed by
the sudden disappearanceof his young­
est son, Oswald, last seen three weeks
ago. The police conducted a search, but
with no sign of foul play, the case was
put on hold. Oswald is a bookish yet
very eccentric young man with a keen
interest in things occultic. Warnford is
worried that Oswald; a part-time cellist
with the Primrose Chamber Orchestra,
has either run off with his "strange,
devilish friends" (other occuitic fans,
including an "Aleister something") or
has come to foul play in the lesser
sections of the city. With his wife in
Cornwall visiting her sister, the colonel
has offered £250 forthe investigators to
find out what happened and if possible
find his missing son.

K£EPER'S NOTES
What has happened is that young

Oswald, in his diligent studies in the
Royal British and Royal Natural History
museums, believed he discovered the
cave where legendary Merlin lies--right
here in London on the Isle of Dogs!
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Entranced by
his "discov­
ery,"he told no
one-not
even his close
friend, Profes­
sor Andy Par­
tridge of the
Royal Mu­
seum-and
raced to find it.
Luck was with
Oswald, for in
his searching
of the local
sewers, he
uncovered a
sealed crack
which led to a
series of cata­

combs. Here, he found a single stone
coffin. Ironically, this was notthe resting
place of Merlin, but rather of Mhae-Yrn,
an ancient Druidic priest of Shub­
Niggarth. Using the Charm of Waking,
Oswald woke the sleeping wizard, who
took on the eager young man as his
apprentice. Mhae-Yrn was interred here
by Roman troopers who thought they
had executed him.

On the night olthe New Moon, Mhae­
Yrn will attempt to call Shub-Niggarth to
Earth. To do so, he must have 200 SIZ
of human blood to first summon five
Dark Young and then ShutrNiggarth,
who will probably flatten the city. Right
now, Mhae-Yrn and the now-insane
Oswald are doing the dirty work them­
selves, but they are also conjuring up
ghouls and ghasts to huntfresh victims.
One victim has not been sacrificed to
Mhae-Yrn's experiments but rather to
his lust-5he is kept in the catacombs.
it Mhae-Yrn gets enough blood, he will
use Greenwich Park to enact his sum­
moning. The investigators will have six
days in which to solve the case or Lon­
don will be destroyed by the malignant
entity.

SEARCHING FOR OSWALD
Upstairs in the Warnford home,

Oswald's bedroom iscluttered with hun­
dreds of books, notes, and an odd as­
sortment of art, sketches and trinkets.A
successful Occuit roll will determine a
large number to be of various mystical
and occuitic natures. The artwork in the
room is all in an Arthurian Britain slant.
Most of them deal with Merlin the Magi­
cian. The housekeeper, with a success­
ful Persuasion or Psychology roll, will
reveal to the investigators that Oswald
was nearly obsessed with the legend of
Merlin.

According to Warnford and the house-

keeper, Oswald's main retreats were
The Natural History Museum (twoblocks
away), Albert Hall (where the orchestra
often practices), Regents Park (another
music locale), the London Library (mostly
in the Legends and Lore stacks), the
Royal British Museum (in the British and
Medieval Antiquities department with
Partridge) and London University Col­
lege (a hangoutfor his "occuitic"friends).

The staff at the Natural History Mu­
seum and London Library all know
Oswald from his nearly daily visits. Wrth
successful FastTalkorPersuasion rolls,
the investigators will convince the stait·
ers to discuss Oswald's most recent
research. Otherwise, the investigators
are referred to the History and Litera·
ture sections.

Vernal's Poem: The references that
helpedOswald deducethewhereabouts
of Merlin are in the London and Royal
British libraries, which have an old copy
of Vernal's "Merlin" poem that contains
reference to a year 999 quest to seek
Merlin to "save the world from the mil­
lennium."

10th-CenturyManuscript:The sec·
ond clue is a 1oth-<:entury manuscript,
written by a Christian monk, located in
the attic of the London Library. A suc­
cessful Library Use roll will uncover this
text in one to three hours. A second roll
is allowed aft~rthe third hourof search·
ing. The writer suggests that "old Ro­
man records in the City Center could tell
of Merlin's resting place" (where the
witch Nimuii imprisoned him). There,
the mage would be awakened and help
bring forth King Arthur (considered an
ancient British persona of Christ). No
evidence of a successful quest by the
monk are to be found.

The Mage ofthe/s/e; Another book
in the London Library, The Mage of the
Isle by R.J. Davidson, contains a refer­
ence to Merlin's long slumber, including
the "Charm of Waking," an alleged magic
spell that will awaken the sleeping wiz·
ard and restore Camelot. However, the
charm is actually a spell to return a
dreamer from Earth's Dreamlands,
where Mhae-Yrn sent his mind before
his execution. The page has been writ­
ten on, and an investigatorwith asample
of Oswald's handwriting will seethat it is
his.

ProfessorAndy Partridge: Partridge
is the assistant directorolthe museum's
Antiquitiesdepartment. Hecan befound
in his office, mulling over some recent
archaeological finds. He has been wor·
ried about his young friend, and when
informed of his disappearance, will be
cooperative as possible. He knows abit
of Oswald's more bizarre habits, nota-
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bly hiding in the building after hours,
spending up 10 hours a day research­
ing trivial items and other compulsive
habits. The professor also knows of
Oswald's present research area, but
not of its results. The last time the pro­
fessor saw Oswald was the day before
his disappearance.

Islas Can inus: The Royal Museum
contains old Roman records, which are
actually those of an execution by drown­
ing of a suspected barbarian "wizard,"
the Druid priest Mhae-Yrn. The death
occurred three miles away (Roman
equivalent) on "Islas Caninus," a sharp
bend in the river resembling a dog's
tooth. Oswald's enthusiasm and poor
Latin skill made him miss the part of the
execution.

Oswald's Friends: Oswald's occultic
friends-Geoff and Lydia Page, Harlan
McGuillicutty, Esther Daniels, Christo­
pher Simms, Shephanie Nichols, Roger
Kemp and young Allister Crowiey-may
be found in a bohemian-type ceffee
house, The Myst Eternal. They all ap­
preciated Oswald's interest in magic
and knowledge of Arthurian Britain, but
sometimes tired of his dull academic
attitudes. Most of them are into the
occult for prankish fun, except for the
sinister-looking Crowley, who will qui­
etly tell the PCs fhat Oswald is a fool
who will be swayed by powers greater
than man. The PCs are leh with the
vision of Crowley's evil smirk.

TERROR IN THE EAST END
The problem in Whitechapel is unof­

ficially cited to Jack the Ripper, but
police sense several disturbing differ­
ences in these new crimes. First, the
only wounds found were two lacera­
tions in the back of the head and four
deep gashes in the pressure points,
indicating blood drain. None of the vic­
tims suffered any other type of injury.
The investigation is not going well, and
police are none too cooperative to nosy
investigators with wild tales of "mon­
sters and wizards."

Inspector Roland S. Hanson is the
Scetland Yard detective in charge of the
"Jack" case. Not in the mood for more
crackpot insights into the murders, he is
qu~e disturbed by the case, as it is
definitely not the work of the original. In
order to talk to the inspector, the inves­
tigators need to roll a successful Fast
Talk, Law or Persuasion task to avoid
being shown the door, physically re­
moved from the scene or even arrested
as a public nuisance. If convinced olthe
investigators' intents, Hanson will pro­
vide as much aid as he can.

Local Reaction: The locals in White-
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chapel are terrified. Citizens are now
extremely wary of all strangers, so any
"strange" behavior ceuld warrant a call
for the bobbies, who are nervously try­
ing to prevent more murders or even an
unruly mob intent on dealing out "jus­
tice."

Streetwalkers: Local prostitutes are
eitherflippantly uncaring, paranoid (trav­
elling in armed groups) or on temporary
leave. The numerous brothels are
searching their patrons for weapons
and turning over any armed men to the
police. One of the local "dollymops,"
Mitzi Robbins, is certain she's seen
"Jack," along with "pagan heath'ns." A
young but seasoned veteran, she re­
ported tothe police "a bony-white noble­
looking devil whi' a ferrin' accent" and "a
strange littie lad 'cumpnin' a tall, old,
bearded feller with Arab clothes sneakin'
about the alleys." Authorities discount
such fantasies. The investigators will
have to interview 3D10 streetwalkers
before hearing Robbins' story. The
"bony-white feller" is actually an inno­
cent Romanian oflicialtaking in the local
"business,n in case the investigators
decide to go vampire-hunting.

McRory Brothers' Meat Market:
Another less conspicuous story is that
the McRory Brothers' Meat Market in
Rotherhithe had several whole steer
carcasses stolen with no sign of forced
entry. Thi's is the work of Mhae-Yrn's
conjured ghasts, who worked their way
through the city sewers and then into
the slaughterhouse for cellecting blood
and a light snack.

YI 500ang: lithe investigators choose
to do so, an expedition into the Chinese
section of the East End (Limehouse) will
reveal more clues.

A number of Chinese laborers have
disappeared, but the authorizes flat out
ignore these events as unimportant.
Inquires will generally be directed to an
elderly shopkeeper, Yi Sooang. He al­
legedly saw one of the victims being
attacked by what Sooang describes as
'1he most evil of the Yeti race," the
creature being tall, semi·human, with
'11aming eyes, burning like two lanterns
in the night." The thing slipped under­
neath a sewer grating with a motionless
body in its clawed hand. II the party
members take him seriously, Sooang
will present each investigator with a
clasp of "magic herbs" and advice that
the "Yeti" fears the day and will die if
caught in sunlight. The herbs smell
pleasant, but are rather useless against
the ghasts.

TRACKING DOWN mE PAIR
As the area was industrialized, the

network of caves in which Mhae·Yrn
was interred have been covered over
with streets, docks and warehouses.
With successful Persuasion/Fast Talk
rolls, the investigators will learn that
local workers have noticed a "rather
exciled young pup of a lad" snooping
around several sewer openings.

City engineers have noticed a mysteri­
ous loss of water at Pump 44, but ~ is not
seriousenoughtowarrantrepair. Thewater
losscernes from the reopened cavern that
leads to Mhae-Yrn's chamber.

Also, workers have noticed that three
local beggars have seemed to "move
on." A resident hobo of the area,
"Wheezer" Evans, has been trying to
get the local policeto investigate asewer,
where he claims, "tree 0' me mates got
'et by a demon, sir'd by ole Scratch
he'sef." Known for his tall tales, the
terrified old man is ignored by the police
as either adrunken hallucinatoror just a
great storyteller. The demon was actu­
ally one of Mhae-Yrn's conjured ghasts
which leh the cave entrance searching
for more victims. The three unlucky
hobos ended up as dinner. Wheezerwill
latch onto any professional-looking in­
vestigators who happen through the
area and plead his story. Belief and
perhaps a little nip of alcehol will reward
the investigators with a wealth of infor­
mation.

The old man does not know of the
exact location of Mhae-Yrn's cave, but
he will lead the investigators to where
he's seen the ghasts, including the s~e

of the attack on his friends. Roll Spot
Hidden to locate bizarre footprints of
unknown origin. Three successfu ITrack
rolls are required by the group to follow
the prints to an isolated sewer opening.
Otherwise, the investigators will have to
search the dark and fog-strewn alleys
for two to 12 hours before meeting one
of the ghasts.

Roll the party's average LUCK. If the
roll is successful, the investigators will
spot a hulking and hideous shape dart
into a sewer opening. If the party fails
the roll, a PCor NPCwili be snatched by
the monster (keeper's discretion). That
unlucky person will have to roll a suc­
cessful Dodge in order to escape the
ghast's vicious claws. Otherwise, the
other investigators will hear a bloodcur­
dling scream and see a pair of strug­
gling legs sail forever into the shadows.

THE WORLD OF WIZARDRY
Upondiscoveringthesewerentrance,

the investigators can either heroically
enter the underground viaducts or intel­
ligently return later with maps readily

Continued on page 77.

CthuIhu by Gaslight



Continued froim page 74.
available (with Fast Talk/Persuasion!
Credit Rating) from the London Public
Works Office. The sewers are pitch dark,
clammy, and filled with malodorous sew­
age. If the weather is rainy, the flow is
moderately swift and deep. Since the
tunnels are big enough, small boats can
be used fortravel. The investigators will
have to search the entire Isle of Dogs
sewer system, taking three to 18 hours,
unless they have the clue about Pump
44. In this case, the trip takes just under
one hour, the long boat ride taking just
as long as walking.

Unfortunately, Mhae-Yrn has several
ghouls patrolling the sewers for unwary
interlopers. One to three ghouls will
attack from their overhead grottoes us­
ing their inherent Sneak skill to deter­
mine surprise, if the investigators are
not inspecting the ceiling. If the investi­
gators are actively on guard, use their
average Spct Hidden on the Resis­
tance Table (ghouls are a passive 16).

Afterthe investigators reach the Pump
44 section, the current pick ups, and the
sound of rushing water fills the putrid air.
A section olthe sewer has broken away
into a six-foot-high cave entrance, with
water pcuring through. Use either a
Climb or DEX percentile roll to enter the
cavern. Wading through knee-deep
water, the investigators must watch out
for several holes and side passages
that end with bottomless waterfalls.
While travelling in the cave, the party
will meet up with one or two ghasts, who
stand guard near the main chamber.

Just past the guards, the investiga­
ters enter a lighted cave room adorned
with new carpets, faded tapestries and
rugs, rough-hewn shelves filled with
Druidic scrolls, two large pillows and a
10-foot-long stone table covered with
furs. A Critical Success on a Spot Hid­
den roll will also reveal a secret passage
to the shore of the Thames. In a rear
room, there will be several large barrels
of blood (human and animal) and a
dazedfemalechainedtothewall. She is
a kidnapped scullery maid who was
spared being sacrificed in order to be­
come Mhae-Yrn's mesmerized consort.
After a week of hospital care, she will
regain her identity and recover. If the
lifth night has past, the barrels will have
been taken to aseerst location in Green­
wich Park, awaiting the summoning.

Mhae-Yrn is in the chamber 70% of
the time and will be alerted to the intru­
sian. If the investigators arrive on the
fifth day or sooner, the wizard and
Oswald will attempt to escape with the
majority of their magic items to set up
shop elsewhere and wait for the next
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new moon to attempt the summoning.
But jf the investigators arrive on the day
of the new moon or overwhelm the
ghasts in short notice, Mhae-Yrn will be
forced to combat the intruders with
spells. If the battle goes badly lor him,
Mhae-Yrn will have Oswald throw sev­
eral smoke bombs and escape via the
secret passage, leaving his "appren­
tice" behind.

Oswald will be in a hall-crazed, bewil­
dered state, sobbing maniacally and
wondering aloud why Merlin has for­
saken him. A successful Psychoanaly­
sis or halved Persuasion will induce
Oswald to reveal that "Merlin will call
forth the King at midnight at the Center
of the World." This pertains to the fact
that Greenwich Park is at 0 degrees
longitude. Only Oswald knew this-the
ancient Druid has no concept of modern
cartography. If the investigators are just
as ignorant of the fact, permit them an
Idea roll.

Using Library Use skills with Mhae­
Yrn's scroll collection will reveal his
worship of '1he Black Goat with a Thou­
sand Young" (they'll find a drawing of
such a creature as Old Gaelic is not to
easy to read) and the plans to summon
it.

BAREHOOVED
IN THE PARK

If Mhae-Yrn gets to Greenwich Park,
he will first consecrate his stone altar
(actually a memorial to George Gra­
ham, renowned astronomer and inven­
tor) and then attempt to summon one to
three Dark Young to assist in calling
forth Shub·Niggarth (a base chance of
50%+10-30% per Dark Young sum­
moned). The surviving ghasts are carry­
ing four barrels 01 blood (200 SIZworth),
plus two beund and gagged female
victims (one is English, and the other
Asian). If not rescued, Oswald will loy­
ally carry Mhae-Yrn's magic tomes,
along with several of his own.

The best time for the investigators to
stop the Druid is before he conjures the
Dark Young or before Shub·Niggarth is
summoned. The ghasts and any re­
maining ghouls will circle their master to
protect him from attack. If the ghouls
and ghasts are stopped, the Dark Young
will then join in the fray with spells and
physical combat. Smart investigators
will cause diversions and then attack
with long-range spells or weapons. If
Mhae Yrn is incapacitated, the ghouls
will run away; the ghasts will be dumb­
founded for 10 minutes then run away;
and the Dark Young will sop up the
sacrificial blood and go their merry way.
If Shub-Niggarth is summoned but dis-

missed by the investigators, the Dark
Young will vanish with their "mother."

ENDING THE ADVENTURE
If Mhae-Yrn is captured alive in the

cave and Oswald is rescued unharmed
(although insane), the investigators will
get 106 SAN and the assorted reward
monies. If the PCs are forced to kill the
Druid or Oswald, they only get 1-3 SAN
and just the reward for the "Ripper."

If Mhae·Yrn gets to Greenwich Park
before being stopped, the investigators
will gel 1010 SAN plus 1-6 SAN for
each defeated monster. However, if the
Dark Young escape, the poor investiga­
tors will lose 1-6 SAN for allowing these
horrors into the unsuspecting country­
side.

If Mhae-Yrn is successful in sum­
moning Shub·Niggarth, the investiga­
tors will lose 1010 SAN plus the loss for
witnessing the awful event. If the inves­
tigators cannot dismiss the Great Old
One, London will be trampled under
hoof, and thousands will die orgo utterly
insane, destroying British society and
possibly the world.

NPCs
Oswald Warnford: Oswald is a 25­

year-old cellist with a nearly obsessive
interest in the supernatural, notably that
dealing withArthurian BrITain. He is beok­
ish, with rather wild tendencies punctu­
ating his duller moments. Somewhat
elfish in appearance, he has short black
hair and small reading glasses. He now
wears old street clothes when on the
surface and Druid robes below.Atlhough
not completely insane, he is utterly en­
thralled with his "master" and oblivious
to the murder and mayhem going on.
Oswald seriously believes he has be­
come Merlin's sale apprentice and can­
not be readily cured of this disorder.

STR: 9, CON: 8, SIZ: 10 DEX: 13,
APP: 12, POW: 8, INT: 15, EDU: 14,
SAN: 20, HPs: 9.

Skills: Art (Cello) 55%, Bargain 30%,
Credit Rating 45%, Fast Talk 25%. His­
tory 60%, Library 65%, Occult 50%,
Gaelic 40%, Latin 50%, Persuade 30%,
Sneak 35%, Spot 50%, Babble Wildly
80%, Follow Idol 90%.

Weapon: Enchanted cane.
Mhae·Yrn: He is an ancient resur­

rected Druid priest intenton conquering
the world for his god, Shub-Niggarth.
Clad in a mix 01 robes and modern,
colorful fabrics, he stands seven feet
tall, with long, grayish·silverhairflowing
over his pointed facial features. His
speech is rough English with overwhelm­
ing Gaelic overtones. He does look the
part of Merlin.
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STR: 13, CON: 20, SIZ: 17 DEX: 11,
APP: 10, POW: 22, INT: 17, EDU: 21,
SAN: 0, HPs: 18,

Skills: Astronomy 55%, Chemistry
30%, Climb 50%, Grapple 40%, Hide
35%, Listen 60%, Medicine 25%, Oc­
cult 60%, Sneak45%, Throw 40%, Dag­
ger 40%.

Spells: Call Shub-Niggarth, Summon/
Bind Dark Young, Summon/Bind Ghast,
Bless Blade, Command Animal, Create
Mist of R'lyeh, Death Spell, Dominate,
Enchant Knife, Enchant Stone, Enthrall
Victim, Flesh Ward, Implant Fear, Mes­
merize.

Weapons: Enchanted cane, two
blessed daggers, fiveflash-powdergre­
nades.

Ghasts (3): STR: 22, CON: 13, SIZ:
21 DEX: 12, POW: 10, INT: 3, HPs: 20,
Damage Bonus=2D6.

Weapons: Bite: 40%, Dam=1D10;
Kick: 25%, Dam=1D6+bonus.

Armor: 3 points of skin.
Skills:Sneak70%. Sunlight kills them

instantly.
SAN Loss: 0/1 D8
Ghouls (5): STR: 16, CON: II, SIZ:

13 DEX: 13, POW: 9,INT: 10, HPs: 12,
Damage Bonus=104.

Weapons: Claws: 30%, Dam=
1D6+bonus; Bite:30%, Dam=1 D6+dis­
ease.

Armor: Projectile weapons do on8-

half damage.
Skills: Burrow 75%, Climb 85%, Hide

60%, Jump 75%, Listen 70%, Sneak
80%, Spot Hidden 50%.

SAN Loss: 0/1 D6.
Dark Young (104): STR: 44, CON:

16, SIZ: 42 DEX: 16, POW: 17, INT: 14,
HPs: 27, Damage Bonus=4D6.

Weapons: Tentacle 80%, Dam""
bonus+STR drain; Trample 40%,
Dam=2D6+bonus.

Armor: Impaling weapons do 1 point
damage;fire, electricity, poison do none.

Skills: Sneak 40%, Hide in Woods
80%.

Spells: Contact Ghoul, Create Gate,
Summon/Bind Byhakee, Bait Human,
Pipes 01 Madness, Dampen Light.

SAN Loss: 1D3/1 Dl O.

NEW
WEAPONS

Flash-Powder Grenade: Causes a
blinding bright light and then athick gray
lasting seven to 10 minutes (D6+4).
Treat as a CON 5 poison on Resistance
Table for choking.

Blessed Dagger: Treat ~ as atypical
dagger but with an additional 1D6 dam­
age.

Enchanted Cane: When used to hit,
the cane drains 1 POW from the target.
If touched by anyone but the owner, ~

still drains the point of POW. Q
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"Is it not wisely said that there are things buried
in the earth that should never be disturbed? Is it
not said that there are things best left alone in
their dark slumbers? Woe be it to those who
disturbsuch things. MayAllahcurse theirnames."

Translated from Arabic by Dr. Phileus Sadowsky

down-on-his-Iuck miner named
George Jones in 1849 accidentally
freed a Gaunt from the shaft it had
been imprisoned in by Native Ameri­
can shamans. The Gaunt killed the
miner's companions, but took him as a

servant. Jones was told to lure people into the
area with the gold that had been used to imprison
the Gaunt. He did so, and soon the Gaunt was
feeding off the people who arrived and con­
structed the town of Green Grove.

After learning that the townspeople planned to
flee the area, the Gaunt killed them all in an orgy
of destruction. The horror of the experience
broke the being's hold overJones, and during the

day, with the help of four mules, he used stones,
wood and all his gold to seal off the entrance to
the shaft in which the Gaunt slept. He died during
his monumental effort, and his bones lay amidst
the rubble and gold. The empty town was discov­
ered later, and the incident became known as
'The Mystery of Green Grove."

The area was undisturbed by anyone until
1992, when the King Movie Company began
filming "The Mystery of Green Grove," a horror
story loosely based on the historical mystery.
The basicplot ofthe movie is that miners intruded
on an ancient NativeAmerican burial ground and
stole the gold within it. The ancient spirits that
protected the tomb were released and set about
killing off the miners and the rest of the town for
good measure.

The filming went along smoothly until the
company suffered financial difficulties and pro­
duction stopped.

By Michael C. LaBossiere
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Books

ARRIVAL
If the investigators decide to aid

Gardner, they can secure transport via
airplane or bus, or they can drive out on
their own. If they go by airplane, they will
have to take the bus to the nearby town
(a three-hour drive), and Gardner will
pick them up in town. ~ they go by bus,
they can go directly to the town, and
Gardner will pick them up. If they drive,
they can go all the way to the fiim stte,
and Gardner will meet them there.

Gardner will offer the investigators a
place to stay on the film s~e, or they can
seek lodging in town at their own ex­
pense. There is one motel in town ($20
a night for a single) as well as a YMCA

ing in the nearby town. He will also wrtte
that the local paper reports that Joe
Miller, a nightwatchman, went insane,
babbling about "a thin thing, a thin thing
that ripped him apart." ·And two days
later, Gardner writes, the paper reports
that a wino saw something that took one
of his buddies. The night after the inci­
dentwtththewino, Gardnerwrttes, there
was another reported disappearance,
and the locals have started calling the
unknown criminal "Thin Jack." Gardner
will conclude his letter by wr~ing that he
thinks there is more here than just a
psycho grabbing poople, and he will ask
the investigators for aid. Most of
Gardner's money is tied up in the film,
so he will only be able to provide very
minimal financial aid tothe investigators
for their travel expenses.

($5 a night per person). ~lhey select the
film stte, they will be sleeping in the
barracks-like building along wtth the
camera crews, gophers and minor ac­
tors.

BOOKS
Relevant books are detailed below.
Newspapers:The local newspapers

contain the articles Gardner mentioned
in his letter. One article makes refer­
enee to "The Mystery of Green Grove;
and the wrtter wonders (but not seri­
ously) ~ the same thing is happening to
thetownthat happened in Green Grove.

"Unaxplalnad Vanlahlnga": This
book (and others like ttl is available in
almost any public library, and the town
library has a copy of tt. The book briefly
mentions the town of Green Grove,
which was found empty in 1849. The
book goes on to note that none of the
missing people were ever heard from
again, even though almost all of them
had relatives in other places.

"Indian Legends": This book (and
others like ttl is available in almost any
public library, and the town library has a
copy of it. One section of the book
discusses a monster ''that came from
the earth" and was driven back from
whence ~ came wtth magic and gold. It
was supposedly sealed beneath the
earth by the use of golden wards. Ac­
cordingtothe book, the monster's name
translates into English as "The Thin
One" or "The Skinny One."

"Book of the Underlands": This
Mythos book contains information on
the various beings (such asChthonians,
Ghouls and Oholes) that dwell beneath
the surlace of planets or are associated
w~h the underground places (known as
the Underlands). The book is very diffi­
cuk to find in English and almost impos­
sible to find in the original Greek. The
town librarian, a descendent of an in·
vestigator who was active in the 1920s,
has a copy of tt. She will only reveal it ~
the investigators earn her trust. The
book has a section describing a race of
beings known as Gaunts (no relation to
Nightgaunts) that dwell beneath the
earth. These beings are described as
"inhumanly thin" and are known to "fear
gold, for ~ is their bane." While these
creatures are reported to be "invincible
in battle; they are supposedly vulner·
able because they had to "reside w~hin

their foul p~s" during the day "and could
not abide the light of day."

The English version of this Mythos
book contains Contact Ghast and Con·
tact Ghoul, and the Greek version con·
tains both those spells, plus Contact
Chthonian. See the Books table.
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One of the actors, Dave Parker, wan­
dering about while waiting to leave,
came across the shaft and did some
digging. He discovered some of the
gold and later returned to dig the rest of
tt up. He sold tt and used the money to
fund the film, and the shooting began
again, with Parker as the new star. The
Gaunt, which had dug tts way to the
surlace after the gold was removed,
discovered the movie people three days
after the shooting had started up. It
began killing that night, taking an immi­
grant worker back to tts lair. The next
night tt took a cameraman who had a
fight wtth the director. The third night, tt
took Parker, who offered to serve tt in
exchange for his life. He told tt about the
nearby town and offered to drive tt there
at night ~ tt would let him live and leave
the film stte alone. k agreed, and Parker
has driven tt to the ctty each night,
where it takes a victim.

GETIING THE res INVOLVED
While the adventure must be located

in an area that was part of the historical
gold rush, ~ is up tothe referee to decide
exactly where to place tt, based on his
campaign needs.The PCs will be drawn
into the adventure by a letter (or fax)
from an old friend. William Gardner, a
horror story writer, will write to say that
he believes something unnatural is oc­
curring. The letterwill saythattwo people
vanished from the movie site about two
weeks ago and that there have been six
reported incidents of people disappear-
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is from a hunting trip (Parker does hunt
and has often bragged about his kills to
the others), and he will tell the Gaunt
about the investigators. The Gaunt will
then seek out tho investigators and try
to kill them.

ParsanaI Effects: H the investiga­
tors examine the barracks, they will find
that the missing peoples' lockers are
still locked. Hthey pop or pick the locks,
they will find that both men's personal
effects are still present. The fact that
Padre "'eft behind" all his hard-earned
money will probably convince the inves-

Ino

Trail.,s

o000-

CLUES
The following describes various clues

the invastigators may find.
Parker's Jeep: H the investigators

examine Parker's jeep, a successful
Spot Hidden skill roll will reveal small
blood stains on the back of the fold­
down seats in the rear of the vehicle
(Parker puts a plastic sheet down, but
some of the blood has run off it). The
blood, h tested, will be found to be
human blood. A rolled-up sheat of plas­
tic can also be found under one of the
seats. Hconfronted, Parker will claim h

Sheri" Newspaper

cameraman. He was seen fighting whh
the director over pay and the way the
fiim was being done. Most people think
he just left one night. The general con­
sensus is that there is some psycho
loosa in town, but that the incidents in
town are totally unrelated to the people
who left the film she.

Dava Parker: Hthe investigators talk
to Parker, a successful Idea roll will
reveal that he seems to be underagreat
deal of stress (which is not surprising,
given that he is playing his first major
role), and a successful Psychology skill
chock will reveal subtle signs of mental
disturbance. Parker, being a skillad ac­
tor, will handle the invastigators' ques­
tions well and will do his best to keep
them from suspecting him. He will say
that hethinks '1hisThin Jack isapsycho,
like the ones you hear about all the time.
I hope they catch and fry the bastard."
He will say he thinks the people vanish­
ing from the film she simply left and were
not victims of Thin Jack.

INVESTIGATION
Following are individuals/groups the

Investigators may wish to talk to and the
information they can provide.

Pollee: If the investigators go to the
police, they will only be told that the
police are working on the case. Hthe
investigators have enough clout, fame
or status to impress or influence the
police, they will be told that the police
have no leads, except that the person
they are looking for (ff ~ is just one
person) is thin. The crimes are particu­
larly baffling because they seem to have
no common element, except forthe fact
that a person is taken each time. The
police will be grateful for any help the
investigators can offer, provided they
stay w~hin the law.

Joe Miller: Joe Miller is the secur~y

guard who went insane due to seeing
the Gaunt feeding upon one of its vic­
tims. He is currently at the town hosp~al

and will be transferred to the state men­
tal institution ff he does not recover
soon. The investigators can see him ff
they get permission from the police or
are able to bluff or persuade their way
into doing so. An investigator using his
Psychoanalysis skill will be able to calm
Miller down and draw out a description
of what he saw. He will say: "ff was
horrible. Thin, very thin. Yes. ff had him
in its claws. Was ripping him apart.
Eating him bit by bit. He was alive. Althe
start. Alive. Yes. ff was thin. Very thin.
Yes." He will then stare up at the ceiling
and begin drooling profusely. (He will
eventually recover and have no recol­
lection of what he saw.)

Bill Newsmlth: Newsm~h is the wino
the newspaper article mentioned. Hthe
investigators inquire at the newspaper
office, they can find out who he is and
where he tends to hang out. Newsm~h
is a Korean vsteran who was captured
by the Chinese during the war and es­
caped after severe mistreatment from
which he never quite recovered. Hthe
investigators buy him a drink, or are
willing to listen to his war stories for a
while, he will tell them what he saw: "It
was real thin and smeff like adead body,
like the ones in the war. It grabbed upold
Will, and his screaming woke me up.
Haven't heard screams like that since
the war. It ran off w~h him. I think ~ was
going to eat him."

People at the Film Site: Anybody at
the film s~e can tell the investigators
that three people vanished from the
she. The first was Manual Padre, a
migrant worker who had been hired to
do manual labor atthe she. Most people
think he simply moved on. The second
person to vanish was Homer Wilson, a
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Gaunt
(Lesser Independent Race)

Gaunts have a three-stage IWe c.ycle. The first is an egg stage in which the Gaunt is
encased in a thick globule 01 slimy resin that gradually hardens into a shell-like material.

The Gaunt then enters its second stage, in which ~ assumes ahuman-like form by using
the body 01 the human that ~ was provided w~h by its "mother."AGaunt in the second stage
oIlWe looks likeadesiccatedcorpse 01 aperson who died 01 starvation.The skinoftheGaunt
is coated w~h a thick slima that is grayish-green in color. and there are thin tendrils coiled
all over the surface 01 thebody, which writhe and move in a most disturbing manner. During
this stage, the Gaunt feeds on the flesh and powerof living creatures at the rate 01 one per
night (~can kill many more, however, but cannot use their power). When ~ has consumed
500 powarpointsof sentientbeings, ~will undergoametamorphose into ~s third stage.This
takes one night to occur.

The third stage GauntlllTlllIges the next night and captures as many humans as ~ can,
upto six. It then Inserts an egg inIoeach human and digs a hole lor each egg, puts a slimy
globuleof resin In the bottom oIthe hole, then pushes the human into ~.Aher laying sixeggs,
the mature Gaunt dies, having expended its IWe energy producing the eggs and globules.
A Gaunt in the third stage looks very much like an adult Chthonian, but their tentacles are
longer, and they are not accompanied by a chanting noise.

Gaunts at stage one or two communicate via telepathy and can communicate w~h

humans that way. They can communicate with one another up to a distance of 100 miles,
and can communicate w~h (and detect) humans at a distance 01 one mile.

Armor: Because of their nature (which is largely nonphysical), Gaunts at all stages take
minimal damage from all physical weapons (even Impaling weapons). Gaunts atstage one
must be attacked through the globule (~Is metersthick), butthey have no armorolthelrown
and are easily killed. Gaunts at stage one have 4 points of armor and regenerate 6 points
a round, while Gaunts at stage three have 8 points 01 armor and regenerate 12 points a
round. Gaunts take normal damage from magical weapons or weapons made 01 gold or
magical gold weapons.

Vulnerabilities: Fortunately, Gaunts have vulnerabil~les. First, they are extremely
vulnerable to solar radiation and take 1010 during each round they are exposed to direct
sunlight or ~s equivalent.

Second, they mustsleepat leastsix hoursaday In their egg. Foreach day they gow~hout
such sleep, they take 1010 points of damage and lose 1 point 01 power permanently.

Third, they can only consume power w~hin their egg. If a Gaunt cannot bring ~s kill into
~s egg w~hin six hoursof the kill, ~ will not beable to gain the power 01 the victim. Destroying
the egg is one obvious way to destroy a Gaunt. Doing so would require explosives, lots of
acid or any other means oIlarge·scale destruction. The egg is vulnerable to conventional
weaponry.

Fourth, Gaunts are vulnerable 10 gold. The inIrinsi: prcperties 01 gold acI in such a way as 10
repel Gaunts. Each ounce 01 gold will create a "repulsion zone"one maler from thecenter01 the
gold mass which aGauntcannot enter. II ~ istrapped~in a repulsion zone, ~will be paralyzed
lor as long as the gold is present, although ~ can sliII communicate telepathically.

Spells: None.
SAN:ThosewhoencounteraGauntegg lose 1SAN Wtheirrolls fail, none Wtheysucceed.

Seeing astagetwoGauntcosts 108 Wthe roll fails, only 1Wthe roll succeeds. Seeing astage
three Gaunt costs 206 Wthe roll fails, only 1 Wthe roll succeeds.

12 pointslrd
8 points
Tentacle 40% 206
Crush 306

tigators that he didn't leave voluntarily.
Financial MaUers and New Roles:

The investigators are likely to learn that
the film ran into financial difficulty a
while back, and shooting had to stop
until new funding could be found. If the
investigators can access the records of
the film company (e~her by hacking into
theirfiles orby good old-fashioned break­
ing and entering) they will learn that
Parker provided the money (almost $1
million). II the investigators check on
Parker's financial dealings and gain
access to the broker he did business
w~h (~ is listed in the movie company's
files) they can learn thatlhe money was
from the sale of a great deal of gold. h is
well known that Parker replaced John
Stand (a fairly well known actor who left
after being replaced) in the role of the
main character. Some of the people at
the s~e think Parker must have had
something to do w~h the new money,
but they don't know what. h asked,
Parker will say that he doesn't know
where the money came from, but he got
the new role because of his talent.

AREA MAP
The area map shows the general

details of the area around the rebuih
Green Grove.

Paved Roed: This infrequently trav­
eled road leads to town (north).

Dirt Road: This road was put in by
the movie company.

Trail: Asuccessful Track skill roll will
reveal the presence of the tracks of
some sort of creature, about the size of
an aduh male. However, the footprints
are very odd and are clearly not human.
This is the path thatlheGaunt takes into
Green Grove each nightlo meetParker.
A roll against one-quarter of an investi­
gator's Tracking skill will reveal that a
truckor jeepwent up this way some time
ago. This was Parker's jeep.

GREEN GROVE MAP
The original Green Grove was even­

tually worn down by the elements. The
current Green Grove is a movie set. All
olthe buildings are plywood mockupsof
the buildings they are supposed to rep­
resent, w~h nothing inside (interiorshots
are actually done on a sound stage
back in Hollywood). The stables, how­
ever, are real and hold the animals used
for the filming (six horses).

Trailers: There are four trailers. Each
houses two people (four «:tors. the dirac­
torandGardner) in relalivecomlort(shower,
color TV, small knchen, etc.).

Film Compound: The compound
contains three buildings. One is a
wooden barracks-style building wnhlwo
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bathrooms, two sleeping rooms with
bunk beds and lockers and a common
area. The minor actors, camera crews,
gophers and so lorth sleep here. There
are 20 men, 17 women and 12 children
housed here. The second building is
what amounts to amess hall wherelood
is prepared and served. The third build­
ing holds the equipment and props.

Powerforthe buildings and trailers is
provided by three generators located
adjacent to the equipment building.

MINE
The mine is a 3D-loot shaft dug down

into the earth that ends in a chamber.
Parker knows about it, but no one else
does. The mouth of the shaft is still
clogged with hunks 01 stone and wooden
timbers. There is a pile 01 rubble near
the edge of the shaft, and the timbers
and stones show recent marks from the
cables Parker used to winch them out.
Any people in the area will notice a hint
01 a vile odor, and a successful Idea roll
will indicate that the investigator notices
that no animals go near the shaft en­
trance and that the plants around it are
unhea~hy looking.

tfthe investigators examine the shaft,
they will notice that the smell is stronger
in it, and a successlul Spot Hidden skill
roll will reveal to the investigators that
there are odd scratch marks on the
timbers and stones in the shaft, as ~

something with claws had been climb­
ing out 01 it. nthe investigators decide to
climb down into it, they must make their
Climbing roll once every 15leet. The old
shorings are in poor shape, and there is
a 20% chance that one will give way.
Such an occurrence will require a Luck
roll on the part 01 the investigator to
avoid lalling. rn course, ~ the investiga­
tors think to use ropes, the descent will
be much easier.

Chamber: The walls and lloor 01 the
chamber are odd looking. Theyresemble
some sort of soliditied dark green resin
material, and Irom the walls hang tat­
tered strips 01 some sort of reddish
material. The chamber stinks of death,
and the floor is lined with human bones
and is stained black Irom blood. During
the day, the Gaunt resides in this cham­
ber, and this is where it leeds.

ACTION
The Gauntwilileave its lair each night

when itislullydark. ~thenwililopetothe
saloon mockup and wait until Parker
meets it there. The two will go to Parker's
jeep, and Parker will drive it to the town,
where the Gaunt will select its next
meal. Parker will then drive the Gaunt
back, and it will return to its lair to linish
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its meal. Parker will then clean out his
jeep, and wash off and hide the plastic
under the seat. He will then go to sleep.

If the investigators are watching
Parker and he is not aware thatthey are
doing so, they will be able to see him
meeting the creature and transporting
it. nParker notices that the investigators
are watching him, he will pretend that he
doesn't notice and lure them into a trap.
n the investigators allack the Gaunt,
Parker will aid it, but not at the risk of his
own I~e. nthe investigatorsdecide to go
into town and wait for Thin Jack, it is up
to the keeper to determine what resu~s
their efforts yield.

~ is important that an aura of horror
and mystery be buih up over the course
01 the adventure. To build horror, the
keeper may find it useful to allow the
investigators to catch a glimpse 01 the
Gaunt (they might see it leaping Irom
rooftop to rooftop, clutching its latest
victim) and see someof its handiwork (it
may tear someone apart for no reason).
The exact nature of what is going on
should not be revealed too quickly. The
investigators should have to work for
their clues and information and should
have to think things through carefully
belore realizing what is actually going
on. The keeper may also lind it useful to
introduce red herrings and sidetracks
into the situation to keep the investiga­
tors guessing. For example, the keeper
may wish to have a minor earthquake
nearby which might lead the investiga­
tors to suspect Chthonian activity (es­
pecially if they have access to the "Book
of the Underlands"), or the keeper may
use a copy-eat psycho as a red herring.

RESOLUTION
The Gaunt is an extremely danger·

ous opponent, and it will be difficu~ lor
the investigators to defeat it. nthey do
succeed in imprisoning it, each investi­
gator involved will receive 103 SAN as
a reward. nthe investigators actually
destroy it, each involved investigator
should receive 106 SAN as a reward. n
the investigators defeat the Gaunt, they
will earn the goodwill of the movie com­
pany as well as that 01 the people of the
town. The movie company will offer the
investigators roles in the film (which will
turn out to be the year's surprise box
office smash), and the townspeople will
be willing to aid the investigators in the
future. If the investigators flee without
imprisoning or destroying the Gaunt,
they wiileach lose 103 SAN. In such a
situation, the Gaunt will continue to ter­
rorize the town, and it will soon kill
Parker and the entire film crew. Eventu­
ally, it will undergo its metamorphosis (it

is left up to the keeper as to how much
power the Gaunt has consumed), and
its reign 01 terror will end until its off­
spring start theirs.

WILLIAM GARDNER
Gardner is a famous horror writer

who earned his lame with his novel,
"Days 01 Hell," which became a suc­
cessful movie. Uke many horror writers,
Gardner believes little about the super­
natural oroccu~,and it will be difficu~lor

him to accept the existence 01 a real
supernatural horror. However, he can­
not escape the lacts 01 the situation.
Gardner will aid the investigators to the
best of his ability and will not shy from
any tough situations.

STR 12, CON 14, SIZ 10, INT 14,
POW 14, DEX 12, APP 11, EDU 15,
SAN 64, HP 12.

Weapons: .22 long pistol 30% 106.
Skills: Computer Use 25%, Credit

Rating 85%, Drive Auto 30%, Library
Use 75%, Occu~ 75%, Handgun 30%.

BILL NEWSMITH
Newsmith is a wino. During the Ko­

rean War, he was shot down and cap­
tured. He later escaped, but never re­
covered Irom his mistreatment. Despite
his run-down appearance, Newsmith is
still in good shape and still remembers
a lot 01 his training. nthe investigators
ask lor his help, he will clean up, shave
and ask lor a gun. Newsmith saw the
Gaunttakeoneof his buddies, and he is
eager for revenge.

STR 13, CON 15, SIZ 13, INT 13,
POW 15, DEX 14, APP 10, EDU 13,
SAN 45, HP 14.

Weapons:.45 service automatic 60"10
101 0+2, Kn~e 45% 106+104.

Skills: Climb 35%, Conceal 40%,
First Aid 45%, Hide 55%, Listen 40%,
Navigate 50%, Korean 15%, Pilot (Sa­
bre jet fighter): 66%, Handgun 60%,
R~le30%.

DAVID PARKER
Parker is a lairlytalented actor, but he

is obsessed with his own fame, which
he sees as his ticket to immortality (his
greatest lear is dying an unknown).
When he found the gold, he used it to
fund the movie on the condition that he
be given the starring roll. When the
Gaunt took him, he pleaded for his lite,
and the Gaunt recognized a person it
could use. He will serve the Gaunt loy­
ally as long as doing so serves his own
end. Parker has six ounces of gold
hidden in cutout books on his bookshen
in the trailer.

Skills: Acting 65%, Fast Talk 45%,
Listen 40%, Persuade 45%. n
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By Greg Unger

KI.EPER'S INFORMATION
The MacGillivray family has gone

insane. Roy Jr. (or just Junior), son of
Roy and Millie MacGillivray, has been
living as a ghoul beneath the Boston
area for some time now and has de·
cided to pay his old family a vis~. See·
ing as ghouls are, by our definition,
insane anyway, Junior has decided to
eat a civilized meal w~h his family. The
human MacGillivrays are all afflicted
with Panzaism and consequently act
as ij everything is perfectly normal. It is
up to the investigator to notice that the
family is acting ratherpeculiarly. ttshould
bequ~e clear that sincethe MacGillivray
family isproviding the character's wages
and/or keeping him as a boarder, the
player character has no real business
objecting to what the MacGillivrays say
or do; he does so at the risk of being
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dismissed or evicted.
If the investigator is a servant, he will

be responsible for serving the family at
meals, dusting, cleaning up, etc. The
keeper should decide on additional du­
ties for the character based on gender
and the period. Servants eat in the
kITchen.

If the character is a bearder, he will
eat with the family and can, to a limited
extent, participate in the family's oon­
versations. The character has no say in
the meal, and is limited to his bedroom,
the veranda and the dining room.

BOARDING HOUSE
The MacGillivray bearding house is

situated on Chapel Street in Boston,
both facing and flanked by establish­
ments of similar purpose. At the south­
eastern end of Chapel Street lies the
stone Grace Church. The house is con­
structed of crumbling reddish-brown
brick and abrownish-blackgambrel roof,
offset by fresh green trim. Out front is a
dun-colored veranda WITh thick wooden
raiiing which overlooks a cobbled front
walk and a roughly clipped yard. In the
tiny back yard, amidst a tangle of dark
and shriveled brown and green vines, is
an ornate, lichen-encrusted fountain.
The planked, wooden fences enclosing
the back yard are rife WITh untended
shrubbery, and a weathered tongue of
stone pokes from one clump. An ad­
equately maintained path of stone leads
lrom the rear entrance of the house to
thelountain, paralleled by a clothes line
which has been secured to a spur of
carved stone extended from the
fountain's top.

Occupants: The masterofthe house
is Roy Jonas MacGiilivray, a 30-year
veteran of the army. He is a large and
boisterous man in his early fifties, with
several commendations to his record.
Roy is currently a warrant officer and
works as a military engineer. He is plan­
ning to retire from the service in May
and maybe begin sharpening his car­
pentry skills.

His wife, Millie, is the one who man­
ages the bearders. The MacGiilivrays
are placing the petty money gained
from their boarders toward Roy's retire­
ment. Millie is not afraid to speak her
mind. She is small, a busybedy, and a
bit stern and caring in a schoolmarmish
short of way.

Also iiving in the house are the
MacGillivrays' daughter, Mabeline, and
her fiance, Dirk Brotworth. Mabeline is
normally a very reserved girl, but is very
talkative in the presence of her be­
trothed, almost condescending in her
manner. Dirk is generally pleasant, but
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a Psychology roll reveals that he is only
putting on a facade of nicety for the
MacGillivray seniors. He is rather well­
to-do and somewhat arrogant, and of­
ten injects subtle sarcasms when con­
versing with those he dislikes.

Interior: The house's interior is done
in polished hardwood. The living room,
dining room and all bedrooms have
been wallpapered, with mahogany trim.
AllthefurnITure in the house is very well­
crafted. Both the foyer and the living
room contain plush Oriental rugs. Con­
venient shelving is fitted in the corridors
and the rooms, providing space for
brass-framed photographs, ornate kero­
sene lamps, statuettes, sculptures and
carvings, among other bric-a-brac.

The master bedroom is used by Roy
and Millie. The other four rooms serve
Mabel, Dirk and the investigator, WITh
the last to be tenanted by Junior when
he arrives.

The smallish library also doubles as a
study and contains a number of old
becks. These include many family jour­
nals, histories, genealogies, military
accounts and military fiction, carpentry
and craft becks, a 65-year-old medical
text in Latin and many Christian reli­
gious books (Protestant-oriented), in­
cluding a fat Lutheran Bible. The room
contains an oaken desk and two beok­
cases, and several family photographs
and war commendations hang on the
walls. A small glass case rests on an
ornate oorner table, displaying a pair of
war medals and a monocle.

Policy: Millie will tolerate no cussing,
no alcohol and no night visitors. Smok­
ing is allowed after dinner, but no one
may begin smoking until Roy has lIT his
after-dinner cigar. Also, no one may
read the newspaper, which is always
folded neatly on the mail table, before
Roy has. The family generally eats ITS
meals at 6:30 a.m., noon (sans Rayon
weekdays) and 7p.m. How serious miss­
ing a meal is depends on whether the
investigator is a bearder (minor) or ser­
vant (major).

EVENTS
1: The scenario starts with the inves­

tigator overhearing a dinner conversa­
tion in which Millie mentions, "Brother
should be arriving soon, tomorrow per­
haps." If questioned, Millie will answer
that the person mentioned is their son,
Junior, who has been away for qUITe a
while. II pressed as to the exact reason
for Junior's absence, Roy responds,
chuckling, "Oh, to get away from the
nest a bIT, I suppose, and try his hand at
some things. Just like Mabel here will be
doing soon." The MacGillivrays are

pleasant and discuss a few courteous
inanities with their boarder.

2: Due to either an errand, work or
studies, the investigator will not notice
whether Junior has arrived or not. No
new boots, coat or other outerwear are
present in the main closet if the investi­
gator is of the mind to look.

The keeper should secretly make a
Spot Hidden roll for the investigator. II
successful, the investigator notices con­
siderable dirt smeared on the Oriental rug
in the foyer. An Idea roll gives him the Idea
that someone has wiped his feet on the
rather expens"e hall rug. Some crumbles
of dirt are also on the stairs.

By eITher curiosity, cleaning duties or
chance, the investigator should notice a
weak trail of damp soil that leads up to
the only vacant guest bedroom. Knock­
ing will eliCIT no answer, and a nosy
investigator will find the door locked. If
the investigator is uncouth ertOughtotry
to break down the door, the room is
unoccupied.

3: Sometime the next day, a freshly
pressed gray suit arrives. If the investi­
gator is a servant, it is likely that he will
be the one to pick up the suit from the
tailor. Millie is rather busy, but if asked,
she will say the SUIT is for Junior.

4: Later in the day, the investigator
notices an unholy odor that seems to be
permeating the halls of the house, The
smell is faint, but rank and putrid, WITh a
vague hint of sulfur mixed in. The rest of
the family appears not to notice this
smell at all, and everyone insists they
smell nothing out of the ordinary if it is
remarked upon by the investigator,

5: Another day passes, and the in­
vestigator has yet to see Junior, who is
apparently not showing up for meals.
Millie says that he has some business to
attend to and that he will be having
dinner with the family tonight at 7:30
sharp. If the investigator is a servant,
Millie will announce that this is to be a
special meal, so the good silverware
and royal china are to be set out,

With the exception of the dining room
and the kITchen, the investigator will
notice that the house is getting a bit
shabbier. The family members are not
picking up after themselves, and dirt
has been tracked throughoulthe house.
Various ornaments are in disarray. A
servant will notice when dusting that
there are a few deep scratches on the
mahogany mail table in the foyer. Some
of the food in the icebex, including the
milk, hasgone rancid unexpectedly (Jun­
ior has been thirsty), The stench noticed
earlier is more pronounced. There is a
large, filthy stain on the Victorian sofa in
the living room.
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A Library Use roll made in here, with
the intent of researching the family or
Junior, reveals that there have been
several officially undocumented cases
of insan~ in the MacGillivray line, tak­
ing place in isolated incidents, with the
exception of a single violent outburst
involving the entire clan about 65 years
ago.

A second Library Use roll uncovers a
journal written by Junior's grandfather
(now deceased), who began the compi­
lationoffamily history. This journal states
that both of the MacGillivray children
(Mabel and Roy) had difficu~births, and
that Millie had four stillborn children
priorto her two successful pregnancies.

Cellar (4-6): Should the investigator
go into the cellar (to fetch some pota­
toes for the meal, for example), he will
notice a depression in the floor. Exami­
nation reveals that someone was ap­
parently digging here. A wooden bucket
in a corner has some fresh soil clinging
to the inside. The strange smell noticed
earlier is stronger here, even mixed with
the cellar's dank and earthy smell.

Junior's Room (5): A servant inves­
tigator will have a leg~imate reason to
enter this room, which will be unlocked
and unoccupied. The room is rather
shabby, and there is dirt tracked on the
floor. The furn~ure is not qu~e in disar­
ray, but far from neatly arranged. Un­
derneath ~s covers, the bed is coated in
damp soil, w~hin which squirm a few
small earthworms. ~ emanates a ter­
rible smell. An Idea roll yields the real­
ization that there is no iuggage, no
suitcase, no personal effects and no
clothes in the room-<lxcept for the
room's general disorder and filth, no
one appears to be living here.

Guest Washroom (6): A look at this
washroom reveals a tub w~h a ring of
mud and Mh. The sink and toilet have
fared slightly better. One of the towels
on the rack is black w~h dirt. A frayed
toothbrush, sticky w~h baking soda and
a yellowish slime, is stuckto the counter.

DINNER
Juniorfinally decides to s~ down to a

meal with his family. Regardless of
whether the investigator is a boarder or
servant, he will enter the dining room
last, w~hout seeing Roy until then. A
boarder will be sitting down to have
dinner, while a servant will enter only
when after-dinner tea is called for. A
servant eavesdropping on the dining
room conversation will hear laughing,
talking and, beneath this, a horrendous
smacking, sucking anlslurping, as ~
someone were eating grossly.

W~hin thewell-furnished dining room,
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CLUES
Som e clues are only available at cer­

tain times, based on which events have
occurred. Such clues will have a range
listed after their title (e.g., "4-6") which
indicates the first event and last event in
which the clue is available.

Back Yard: The tongue of stone pro­
truding from the shrubbery is in fact a
tombstone, which the MacGillivrays say
has been there since they moved in.
The inscription has been removed.

Grace Church: Church records lists
the tombstone of Roy MacGillivrayJr. to
have been erected in the church cem­
etery in absentium. Anyone bothering to
search the cemetery will find no such
tombstone.

Public Records: Junior was listed
as missing and presumed dead over
five years ago.Atombstone was erected
in Grace Church Cemetery.

Newspaper: Any research into the
disappearance of Junior uncovers an
articie dated five and a half years earlier
that details the search for the boy, who
was 15 at the time, when he failed to
come homefrom school. Hewasthought
to have run away until several articles of
his clothing were found near a drainage
d~ch. He was then presumed drowned,
and a memorial service was held at
Grace Church. Millie, who did not at­
tend, was reported as being quietly ada­
mant in her belief that Junior was still
alive.

MacGillivray Library/Study (4-6):
Anyone looking at the display case in
the corner will notice thatthe monocle is
gone. Noonewilladm~tohave taking ~,

though a Psychology roll reveals that
the inv@stigator is the one suspected.

6: When going up to his room, or
when on cleaning duty, the investigator
will overhear arguing in the spare room
(Junior's room). The only voice discern­
ible is that of Millie. A Listen roll, ~ the
investigator chooses to try to eaves­
drop, reveals that only Millie is speak­
ing, apparently scolding someone in the
room. "Look at this terrible mess," she
says. "Now, Idon't care howold you are,
I expect you washed up for supper.
Here, give me this. Can't you control
yourself? And lying in ~ all night? Dear
oh dear oh dear." If the investigator is a
servant, add the following, "Now move.
We can't expect poor (insert servant's
name) to clean up this Mhy mess, can
we?"

Any knocking at the door or attempt
to enter will resu~ in an angry Millie
ushering the investigator away, rather
insu~ed that this person would intrude
on what she calls "personal business. PI
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RESOLUTION
SeeingJuniorprompts

a Sanity roll, w~h failure
indicating that the inves­
tigator loses 106 SAN.

There are several pos­
sible outcomes to this
adventure, probably in­
cluding the investigator
fainting, or running
screaming from the
MacGillivray house and
off down the street.

The investigator may
even decide, while in the
clutches of madness, to
sit down for some tea and
biscuits with Junior and
his family. n

hooked, crocodile teeth,
freshly brushed, sets the
engraved wine glass
down, wipes its mouth
with an embroidered
cloth napkin grasped deli­
cately in one crooked,
leprous claw, and beck­
ons for the potatoes.

Millie notices the PC
standing in the doorway,
and asks if he would iike
to join Junior and the rest
of the family for tea.

,
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the entire MacGillivray family is sitting
down to dinner around the large hard­
wood table. Everyone is enjoying a
splendid meal of roast duck garnished
wrth rich gravy, spiced bread and creamy
butter, all of ~ served in the family's best
china. A freshly baked apricot pie and
basket of sweet rolls and biscu~s are
wa~ing on a nearby serving table. Ev­
eryone seems to be thoroughly enjoy­
ing the meai, and the family is laughing,
discussing things, reminiscing old times.
Millie has put on a lovely pink silk dress
and her good pearls for the evening,
Roy is wearing his milhary uniform com­
plete with medals, and everyone around
the table is looking quite impeccable
and in good humor. Evidently, a bettie of
white wine has been opened for the
occasion, probably with the slight dis­
approval of Millie, though she has a
dainty wine glass in her hand.

This is not what makes your jaw drop
in horror.

Perched awkwardly on one hard­
backed ornate chair, sipping wine from
a glass held with freshly manicured
digits, and interacting normally with the
rest of the family with a bubbling laugh
and nods, is a well-dressed figure in a
handsome gray su~, replete with flow­
ered lapel, cufflinks and monocle. This
warped parody of a man, which more
resembles a scabrous canine with





helnvestigalors have dis-­
covered an unusual,
brass-bound. ornate.
locked book 01 unknown
origin. The pages 01 Ihe
book are not visble, as
lhe cover is c:ornp'elely
enclosing. II Is Ihe

keeper's prerogative as to whether a
141e, English or otherwISe, is Inscrbed
on the book. AIocksmlh wil determine
lhe existef'ICI of liny liaments woven
through lhewmblers, making the lock·
smih hesl1a18. ABiology ro' on lhe part
of the locksm~h equales these to trig­
oer-hairs such as Ihose found on car­
nivorous planiS like the Venus·llytrap.
Biology I. III one-nalf lor anyone nol
making the locksmith roll to reach the
same conclUSIOn. The locksmith may
pmaled 10 pick Ihelock at this point; no
further rolla are called for. However,
anyone presenl who makes an klearoU
will put forward lhe concepl that the
book Is ltappod in $Offie way. to be
triggered by anyone picking the lock.

There are lew ways olellamJnlng the
book In depUl TaIOOg the book apart at
the seams will probably set off the lrap
by delav" X-ray machines are uncom­
mon In the '20$, bu1 a well-establlShed
dlxtor late in the decade might have
access loone. Thetriggec-hairs w I not
show up on X-ray photograph,. buc
several vials are seen 10 be embedded
In Ihe caslng and binding. These might
th8Ol'lilCically contain chemicals 01 some
kind-perhaps explosrves or acid, de­
signed lodestroythe book'scontenls or
klJl Ihe opener. A Knowledge roll al x:2
can make an anabgy be:w..n lhis and
certain obscure Oriental puzzle-boxlls,
which were designed 10 SlOre both rare
treasure and. grenade-whlch would
ellplode were lhe correct technique not
employed in openrng Ihe boll.

Investigalors wllh access 10 1990s
technology can determinelhet the vials
contain cooUagratory chemicals re­
leased by the reac'lion 01 trigger·hairs
10, apparenlly, any opening 01 the book.
There are wen a multiude of these
triggers embedded in lhe cover and
bi'lding itsel:opening the bookbybnrle
foree is no solution, eithltf.

The book was wrlten in the fibh cen­
IUry byChinese scholars. who reoorded
what Ihey ".rnlld 01 Glaaki and the
Cthulhu Mythos from their jouf'l"lQYs to
Polynesia. The bookexperienced many
change 01 hands (Ihe actual journey
can be pieced togelher by clues 5, 6, 8,
9, 10. 11, 12 and 14 bQlow) before
arriving In the hands of the Investlga­
10rs. It contains an Ingenious (perhaps
nomerlan) pressure· and tam~r·sen-
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sitive mechanism which destroys tha
book's contllnts Hthe book Is opened
Inoorrecl1y Thekeycan beslmulaled by
an expert k:lcksmlth. However, the book
can SliM only be safely opened when In
a Iow-pressurll eoveronmenl, equiva­
!enllo 18.000 teat above sea· level Of

higher (hlilf'lCe dues 16 Ihrough 18).
This deaensiliz.es th_trigger·hairs, dis­
QO(ll'l8C1ing the destruct mechanism. In
lhel920s, noplaneexistedwtlichcould
fly that high, btA: such heights had and
could be dimbed,

The book conlains • sheal of lightly
packed, brilleparchments. These have
been written on each side 01 each page.
Fortunately. Ihese parchments wer.
penned 10( reading 10 an emperor, $0

they ar. not cryptic or aslnoomplete as
oneWlOu!d,uspecl a lSOo-year-old book
lobe.

ADDITIONS
The book Is in excellent condition,

and manymuseums and libraries would
t>. vfJrj anxIOus to get aho$d 01 it. Tn.
more prolessiona1s and InsliMes con­
taaad by thelnvesligatora with regards
10 lhis book, the gramerthe chance lhat
one Of mOle such instil.ltes or collectors
wi. offer to purt:hase the book. EllOfbf.
tam amountsmight: 9VIlnu,rally btquoted
byac:certricdilettanlGS:laiing this. some
museums might even re&Or1 tocrimnal
ectivlliea to acquir. such a prieMss
Ireasure. The keeper can expand on
Ihis as deslred,lncluding curiousbtadl.­
mar1l.lt188r., caI·burglara, and rltlhless
an and curio dealers.

Werelhe book's conlents 10 reach a
major Instiluleof learning, thepresumed
knowledgeot Polynesl3t'1and Indo-Chi­
nen myths and cultUle would be seri­
ously expanded; manklnd would thus
creep everdoser to Ihe mInd ·ahatlal ing
revelations of the Cthulhu atld Glaaki
myth<yctes.

CWES
ThePCscanatiaintheloUowingdues

1hroughout their investigalion. The
SOUlces c( each specllic due ate de­
tailad under the Acqu,mg Clues sec­
llOn, below.

1. The book IS definitely ChInese in
origin--bronze was used by Orieotal
clJtures eartier than any Middle Easl or
Weslern nation.

2. SLlCh books ware writlen btlw..n
450 and 515 AD.

3. There may be many sUCh bOOks,
each with 8 diff.rent solulion.

4. Rel&rel"lC8 to the "Gordian KnOl"
mylh: Alexander came upon an intri­
cately knotted rope in hrs conquest of
the Middle East. b was presented to him

by DChinese scholar and was labledlo
unlock gr8at secrels if opened. Alex·
ande, failed to solve Ihe puzzle and cut
the knot wbh his aword in lury. Apossibly
related arlic!e explains thai Alexander
of Macedon fen Into a slate 01 depres·
sion after falling tVs quest of know!­
edg.......nancient Iodwd bookbound in
brass and foreign In origin wu de­
stroyed in .. ~ning.

5. Each bocJk needs a key to be
opened.

6. Keys 10 lemples and case. (and
possibty book.?) were kept around the
neck of a high print or monk in many
Easlern religions, Taoist monks wore
keys to their most sacred wrhings.

7. The books wele proialC and were
burned on the orders 01 Emperor Yang
in A.D. 550. Scribes copled the manu·
SCl'ipts (a libl'ary Use roll shows thai the
manuscripts WIIr. originallycopied Irom
slone tablelsl, lhen laler locks werll
lorged so only the emperor and the
scribes could USB them.

8. The books originally went 10 mon­
astery vaults in dIstant Nepal afIlK the
lall 01 Emperor Vang.

i.Theb:lokswere taken by the monks
10 escape persecution, and travelfacl to
India, then 10 the MIddle East {in a
p!grim"""l.

1o. The Ottoman Empire swd::lwed
up the Middle East In the 14th-15th
centuries. Many books WQfe desuoyed
or scanered with the disruption 01 mon­
asteries. Moslemslmpofled ,elics. and
they adopted techniques of embalming,
even 10 the extent of importing corpse•.

11. Great disturbances InvolY1ng IOf­
eign cutts ftom the EilSl (either India or
the Aighan~azakh &rea). Many tombs
were desecrated and looted In Tumey
between 18tO and 1822,

12. Turkey previously possessed
Greece. but Greece gained Indepen­
dence In 1833.

13.Theb00k5probablyoriglnateftom
China Of the soulh Pacific. Chinese
saibes ventured 10 Polynesia-whlch
may explain rnany culls' oogins hom
and references 10 thal area.

14. The high priest of said cuh was
repUtedly buried In easllKn Turkey in
lhe early 1800s In an okf diy-ton. The
culls ohen holed up In such places.

15. ·S~ knc:ia may only be safely
opened 811 the lull height of Moum
Ximvane."An klea rotl translates "knots·
inlo "books."

16. A Iranslational quirk ahQred the
propel pronunciation of ·Olmvane~ to
"Ximvane: 'Olmvane" Iranslates 10
"Oemavend.·

17. t.bunt Oemavend is located In ceo-­
lraJ..easl ChIna. north of the Himalayas..
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18. The old Athens library bUfnod
down In A.D. 825.

19.The newAthens library was built

1"Ihe ruins of Ihe old.
" C;,u.l. ,S.... I(... ., 20. Some cults hid Qui in old, aban­
.... k.. \. !.,..J..~ dOfled city-forts. A History rolt yIelds

theselacls: Such forts were buIll in early
Greek history. These f0l15 ruled over
neighborTlgmud-hulviUages. Manyforts
were bulll 00 Islands, while others wet.
built near Ihe Pindus Mountains.

ACQUIRING CLUES
Whallollow!I at. the various sources

from which the PCs can allain the spe.
ciflc clues listed above. The clues al­
tainable (with the right questioning, ob­
viously) are listed 89 numbers beside
each heading. The keeper Is encour·
aged 10 add more clues and clue Ioca·
lions, as consistent with the uulng or
campaign slorytlne. 1.\

College Professor (1, 5, 13, end
maybe 11 and 20): ThIs prolessorcan
be an acqualnlaneeol the Invesllgalors
or may bo recommended by library au­
Ihorhle, as an expert in archs90logy
and anlhropology. He can ba convfnced
10 examill8lhe book asa fevorb)' good
roleplaying or Persuade rolls. If bribed,
he wWI certainly IiIlCamine Iha book, but
wlll become suspicious and may later
discuss his findings with an Institute he
Is associaled with, pBlhaps giving rise
10 the events desaibed in Additions to
this Scenario, above.

If cults are menlionecl, add " and 20
10 lhe allainable dues.

(Profe.sor'. College) LIbrary (1 , 2,
6,7,8,9,10,12, 16, 17, 18): ThIs can
either be the library associated with the
college pl"Ofessor, above, or else any
major American or British library.

BrlllahfAmerlcan Museums (1, 5,
111

Athenian SCtlbes '1,11, and maybe
20): These ,lte assumed 10 be worl<.lng
in the Athans Library. They might be
contacted Independently or recom­
mended by an acquaintance familiar
with Greece. They speak no English. A
sue:cesslul Persuade roll yields due 20.

Athens LIbrary (3,4,5,6,7,12,17,
18): ThIs Is the Iargesl such lnslitute in
the city and Is lhe focus for the nation's
scholars.

Athens College Ubrary (4" 10. 11):
This Is the cenlerof/eaming fO( the naOOn.

AthenlanAuthorltles(12,19):These
Include public riKX)rd archives and gov­
emmel'll offices. Making use oflhese a"
require Greek roUs.

Local History (Athens) (12,14,18,
10): These dues can be acquired by
vlnue of History rolls.

ScrolVother PaperS(1S, 15):These
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can be lound in the ruins 01 Ihe old
Athens Library. Tneclues requIre Greek
rolls to be reac:!. If only one Greek roll is
made. clue 15 should be Ille one thai Is
undllrstood.

BENEATH ATKINS UBRARY
The darl< cellars beneath the library

are aOCGssiblo by way 01 the old, grumpy
libra'ian (Ihil requirel a Fast Talk or
Persuade In Greek); through the col­
lege professor speaking on thelnvestl­
gators'bliilhaJf;or,laiting lhose, by break­
rng and entering. The door 10 Ihe cellar
Is large and II kepi padlocked at all
times.

The callar Is a chilly. unlit. disused
Jumble 01 hewn stone halls, crumbling
rooms and cracked flagslonlts. SPOI
Hidden rolls In variousroomswlM turn up
no!hing butanimal bones and shalle red
gla95. In a room at the end of Ihll hall,
where the HOOf has not yet cracked, a
Listen roll r8veals a continuous drip­
dr1>-drip coming from the corner. Invlls­
ligalion reveals the cause as a cracked
pipe in Ina ceiling. Since Ihe smooth
lloor Is not cracked, why doesn' Ihe
waler lUI Ihe room 10 some degree?
Sureenough,lnewatef isadually leak­
ing into space below Ihe cellar: namely.
Ihe old Athens Ubrary.AIook around Ihe
room reveals thai Ihll stones In one
section 01 the wans are loose and crum­
bling inward. Alewgood kickscan nnd
most of the rubble lumbling down a
rocky incline beyond the wall.

ThIs Is actually an ancienl marble
slalrway. which can be lollowed down
Into the crushed and dausttophoblc ru­
Insollheold Ilbrary-a thick slone tangle
01 fradored pillars and collapsing arch­
ways crouching over stained end bud<­
Ifng marble, with sprinkled remains 01
sculptures and books dlslnlegr~lng In
Ihe dusty puddles. A search 01 the BC­
cessible sections wlll turn up several
withered parchments unreached by
water, Including a fal scron panlaJIy
pinned by aSIZ45 pillar. Keepersshould
play up tile realization thai nobody has
been down here lorover 1000 years; at
any momenl, the entire mass, settling
slowly for Ollnluries, could be unbal­
al"lC9d by this inlrusbn and lurch down
onto the inlruders, crulnlng or pinning
them.

Invesligalors may notice a skelelon
pinned from the waist up under several
Ions of rock. This corpse was adually
that of an assasslnaled scholBf who
had planned 10 burn Ihe manuscripts
relating 10 the book.

CITY-FORT
The old cily-forts In lhe Pindus Moun-

talnl inGre9C8 have been around loras
long as anyone can remember. A lew
venerable old Greek men living In Ihe
villages outlying Alhens slll1 remember
stories of dark seds and lhoir unholy
riles, of secret pilgrimages ollhe dead,
and the sirange, allen peoploslrom tho
Far East and India, who brought w~h
Ihem the bound corpsos ollhe;, pl'iests
and hid thorn In Ihe decrepit forts. Show­
Ing these men Ihe book brings a collec­
live gasp 01 horror, and they speak In
hushed lones Ihallhe,e are reasons­
which Ihey wnl not disciJss-why such
books were given such locks.

Any compelent guide scoffs at such
superstition and can qulcf(ly Iocatelhe
city-fons closest to Athens lor paying
cUSlomers. Walking there willtak88 full
day. bUllIanspon by horsebackor truck
can be purchased, cutling Ihe travel
tima 10 lwo or foor hours, respGClively.
The Plndus Mounlains arecovered with
scruband providechaJleng!ng and twlsl­
Ing trails (hence Ihe advantage 01
horses),

One althe forts-e decaying, moss­
covered slone affair overgrown wbh
lough scrub, burlton the side of a moun­
lain----sports an archway Irantlng a pas­
sage Ihat has been chopped out 01 the
mountaIn. Considerable brlckwor1( near
and around the arch have been laId to
rubble by the knoned shrub that has
diligently workltd ~s roots Ihrough Ihe
lort's wall overthe decades. An Idea roU
spawns the thought that this entrance
was lormerly bricked up.

CRYPT
Beyond the archway, the short lunnel

angles awkwardly Into a ragged, very
crude stairway. This unexpectedly ends
at alarge, black, iron-bandeddool filling
Ihe entire passage. The door Is STR 1.9" 9
to be opened. Unwitting investigatofS
whopush the doorwldarlhatl nQeded 10
getlhrough wiJl,eaJize, belatedly. Iha! it
had been supporting pan of Ihe decay­
ing calling, at the cosl 01 206 HP; those
making a Luck rolilhink 10 look up in
time enough 10 move mostlv out of the
way, losing only 103 HP.

Beyond the door Is what looks like a
Iow-<:&ilinged nalural cavernpartitioned
by mud·brlcked walls. The layout Is
rather simple. rl chaotic. 150 that a per­
son making his way forward comlils oul
Into a large opGn arQa contaIning an·
other arch. Anyone wandering around,
however, finds the bridtwork to be a
verilable maze, whic:hperiodic:allyfuses
wfIh natural channels and caves In Ihe
rocks: which lead further inlO lhe moun­
lain. tI a lew moronic Investigator! sial<
off Into thIs maze, allow them each a
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TrackroIIlc return once theyquil. explor­
ing. Failure means they 81e~
bst in the natural eave system and will
wand.,. into a Iatge natural cavern in
104+1 days. Tnscavernc:ontams a 1$­
foot. r9CIangular. black. stone arch sel
In one wan. Geology ro(ls col'lltrm the
stone as basalt. ArchelIOloglt rolls incH­
cale the architecture to be unlike any·
thlng known. AsStonomy rolls recognize
whZ appear to be famt eatVlngs on the
arch to be $lar charts. A 1igh1 breeze
goes Inward through the arch. Twenty
yards In Is alargeimprosslOf"llike.. one·
toed prIm Zoobgy rolls prove Un 10 be
01 no known aeature. Cthulhu Mythos
rob c:onvlncelhehapJess invesligators
to turn tu and run batorethey gel 100
yards in.

Anyone nol'getting Ios1 CLe.• they go
forward, as above) will be able to con·
tinua thlOUgh IhelDw c:8V&m and "'10 a
ncrturally narrow and vaulting chamber
within which are t.Yo large stone sar­
cophagI. The first is empty, bUllhe see·
ond contains 8 mummified "corpse."
This is in fact a hbGmating Servam ol
Gfaakl blC 11 is much too lar away from
Polynesia WId much too rotted to move
anymore. If its !lash is erposed 10 $Un­

light. the Green Rol will run rampam
Ihrough it. dQ$troying ilNdeously wilhm
hoors. However. if it is ever taken 2000
yards Of more abova saa level. It will
mak.econtad with GIaaki and rise to kill

again. (KeepefS shoukt have some fun
I thelhi'tg is airtift~ badt to the U.S.)

On the fas sde of the chamber. a
dangerously steep and cramped, but
short passage wlfKls into athird cham·
ber, which is apparenlly a deserted
shrlno 01 some sort, 'eplatlt with crum·
blWlg candles, loreh holders, and what
appe8fS to be tile body at a shrouded
warrior monkdesiocaling aw<rt 00 alow
stone table. There &. a slrong, strange
smel here (A Know'edge roll iden&ifleS
1hlS 8S embalming fluids.) The corpse is
clutching a carved wooden scepter.
Al'lYono oxamining Ihe sceplet' notices
thai one end Is pointed and d.epty
stained. One guess as to with what.
Anyone daring 10 look underlheshroud
wi! see thallhe ec:wpse wear. aliny key
around itsnedl. Thachain is fairly strong.
is ~ long enough to pull oyer lhe
corpse·s head and has rusled shlL To
tree the key, the investigators must eJ.
therfip this STH 9chain or else pull il off
through Ihe oorpse's head (on SAN
Iossl,

SCEPTER
This length 01 IMkwood has been

C8fVed, and a smooth piee8 of obsidian
is inset at one end, while the other end
has been .harpened 10 a bIood-st31ned
poilU.

The scepter Is in llld enchanted:
anyone wilhalle3st 1%C!hulhuMythos

is IlIlowed to anempt 10 roll his POW Of
lesson 1010010 realize this. 'Thestatf
currlHltty has 6 MagIC Point!; stored In it.
and lhese are If'NOIuntanly expended
when spellcasting, belore its wIelder's
MPs are drained "the scepter is used
10 kiM someone or something by stab­
bing it through the head Of th,oat w~h
lhe pointed end, all MagIC Points pos­
sessed by the victim are ab60rbed into
the scepter. Illhe scepter IS broken, or
theoblsidian tamp8l'ed with,1he scepter
beoomes permanently inactive n

GcM"N T1IF WAllS IN'[Crs
~ IIP1'UfiN.:'-".'.

0If IIE:Vf" lilt>.
A _,.,.,.,

~ y."Jlu ...r ~tO-'.'



38 Challenge 73

friend has disappeared. In
this scenario, she is ajour·
nalist by the name of June
Kelly, but the keeper may
subsmute any NPC known
to the investigators. The
adventure can be set in
either the 1920s or mod­

ern day and in any location, allhough a
city with a large italian or Irish immi­
grant population is preferable.

Kelly is the type of journalist who
specializes in unusual stories of the
supernatural or the occull, travelling
great distances to look into reports of
ghosts, hauntings and any other strange
happenings. She has not been seen or
heard from for over a week now. tf the
investigators enter her flat, either Ie·
gaily or illegally, they will find a list of
events she considered worthy of inves­
tigation. Each will have a newspaper
ciipping, letter or other notes attached.
The keeper may invent any red her­
rings he wishes to the list for the inves­
tigators to research:

1_ Car driver forced off road by ghost
car. Phantom saloon causes accident.
(This is really adrunkdriverwho cannot
think of any better story to explain why
he crashed.)

2. Devil's footsteps cross garden.
Hoof marks in flower bed. (This is really
a practical joke played by students.)

3. Suicide woman's ghost returns
home. Devil woman seen in house.
(This story is genuine. it occurs four
days before the vampire story, below.
The additional notes state that Mary
Wilson saw her neighbor, Pat Bibby,
return to her house the night after her
funeral. She had hanged hersell. On a
pad by Kelly's telephone is the number
of the nearby Falcon Hotel.)

4. Devil dog attacks child. Boy bitten
by black dog with glowing eyes. (This is
really a frightened child attacked by a
Rottweiler. )

5_ Vampire attacks pet animals. (This
story is genuine. It occurs four days
after the ghost story above and in the
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same city, only half a mile from the
ghost story location. The notes state
that several residents in that area have
had pet dogs and cats attacked and
had blood sucked from them.)

FALCON HOTEL
A visit or call to the Falcon Hotel

confirms that Kelly did register at the
hotel, but after two days, she failed to
return, leaving all her clothes, books,
notes and possessions in the room.
They have now been moved to a stor­
age room. If the outstanding room rent
is paid, the books and notes will be
handed over. The books include a dic­
tionary, a book on classical mythology
and one on traditional mythology. Each
has a paper slip in it. There are also
further notes:

"Saw M. Wilson-seems genuine.
Entered Bibby house-hanged --danc­
ing. This may be more serious than first
thought-must see priest." Wilson's
address is also here.

MARY WILSON
Mary Wilson is an honest-looking

woman in her sixties. She can give the
following information:

Bibby was a typist, poor but honest.
She had been married to an Italian
sailor, but he deserted her. He was
really a bad man. Bibby was a Catholic.
On the day of her death-a Saturday­
Wilson saw Bibby when a parcel was
delivered to her. Later, she had seemed
very happy. Wilson had seen her danc­
ing in her house-it was a strange sort
of jig-all jerky movements. On Mon­
day morning, the police came around
and found that she had hanged herself
on Saturday night. The funeral was on
Thursday at Our Lady of Grace-Fa­
therO'Brian held it. Wilson doesn't know
where the burial was, but as a suicide,
it would not be on sacred land. That
night, she saw Bibby walk up to the
house and enter rt: As large as life, the
dead woman went back to the house.
Wilson is positive it was her. Twenty
minutes later, the ghost left the house
again. Wilson also remembers Kelly
asking about it all. Kelly was interested
in the dancing and the church.

BIBBY HOUSE
Bibby's house is easily entered via

the back door. Kelly removed the board­
ing put up after the police broke in here.
The contents are poor but clean. In the
lounge is a picture of the Virgin Mary,
and overthe bed hangs acrucifix. In the
hall hangs a rope from the ceiling, with
achairon rtssidebeneath.lnthelounge,
a Spot Hidden roll reveals a wooden
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box approximately 15 cm square with
brown wrappings. These have Bibby's
address, Italian stamps and a postage
stamp from Taranto, Italy. The box has
air holes drilled in it and is lined with
silky gossamer material with a central
spherical depression as if something
fragile had been contained. Close ex­
amination also reveals some very small
crystals. Analysis shows them to be
crystals of uric acid (they are excreted
by spiders).

FATHER PATRICK O'BRIAN
Bibby was poor but honest, a mem­

berof his church. She was 48 years old,
and Bibby was her maiden name. She
knew suicide was a mortal sin. Her
office called the police when she failed
to show up at work on the Monday
morning after her death. She had been
deserted by her husband, an evil and
ungodly man. He had come from South­
ern Italy but was no longer Catholic.
Her death was a great shock and had
no apparent reason. O'Brian conducted
the funeral. As a suicide, Bibby could
not be buried in sanctified land. Her
grave is in the grounds of the house of
the Sisters of Mercy, who made all the
necessary arrangements. O'Brian has
not visited the Sisters since, but is due
to make a routine call tomorrow. If asked
about other injuries, he will remember
that Bibby had apuncture wound on her
right wrist. If asked about vampires, he
knows that three foolish parishioners
claim that their pets (two cats and a
dog) have had blood sucked from them.
This is in the area immediately around
the house of the Sisters of Mercy.
O'Brian has bigger problems to worry
about. The O'Connors'toddler-a child
ofthree years-went missing last night.

SISTERS OF MERCY
This is not a religious order but a char~

table organizatkln devoted to aiding the
sick and relieving the poor and destrtute.
They are referred to as "sisters: but the
head of each house is a matron, not a
Mother Superklr. The sisters are usually
young Irish Catholic girls who wish to hep
the needy and train to become nurses
w,houtbecoming nuns. They have houses
in many large crties.

If the investigators visit the Sisters'
house before or with FatherO'Brian, he
will be killed during his visit. If they delay
for more than two days, they will see a
newspaper headline: "Priest Missing. n

RESEARCH MATERIAL
Dictionary

Provide the investigators with a real
dictionary.

Tarante/la,-e/le (n). Rapid whirling
Italian dance once held to be cure for
tarantism.

Tarantism (n). Dancing mania, espe­
cially that originating in Southern Italy
among those who believe they had
been bitten by the tarantula.

Tarantula (n). Large spider of South­
ern Europe whose bite was formerly
held to cause tarantism; other kinds of
large spider especially found near
Taranto in Italy, where it abounds.

Books on Natural HIstory
Tarantula, or tarentula. A family of

large, hairy Arachnids of the suborder
Orthognatha (Mygalomorpha). An ex­
tremely ancient suborder who mainly
construct subterranean burrows. While
the males only survive one year, the
females often live upward of 20 years.
They appearto be highly intelligent and
are often kept as pets-the red-kneed
tarantula being especially pcpular. Other
species are very venomous, producing
a strong neurotoxin which causes se­
vere pain and muscle cramps which
can lead to either paralysis or to hyper­
tension and a twitching or "dancing"
motion. Fatal~ies are recorded among
children, although most victims can re­
cover within a few weeks without per­
manent injury. The spider is carnivo­
rous or haemovorous, sucking blood
and body fluids from rts victim.

Any Book
on Classical Mythology

Arachne. A Lydian maiden, daughter
of Idmon, a famous dyer in purple. She
excelled in the art of weaving and chal­
lengedAthenato compete with her. The
goddess tore her cloth after finding no
fault in rt, and Arachne killed herself.
Athena made her immortal, but changed
the rope into a cobweb and Arachne
into a spider.

Any Book
on Traditional Mythology
Vampires. Traditional blood-sucking

corpses of the dead. It is often believed
that only suicides can become vam­
pires. The stake through the heart be­
loved of films and Gothic novels will not
destroy a vampire. By tradition, the
head must be removed and destroyed.
Some traditions also advise that when
dealing with the undead, the mouth
should be sown up with thread.

Very Rare Mytbos Books
(especially the Book of Elbon)

Attach-Nacha. An ancient god re­
sembling a huge spider. It lives under­
ground and is eternally spinning a huge

Challenge 73 39



Sisters' room

bridge. It is worshiped by earth spiders,
and there have been limited human
cults in Turkey, Southern Italy,and Ru­
mania. (Dance appears to have some
signiticance in the worship.) Its worship
is extremely ancient, and some believe
it is the same spider god known as Zath
and worshiped in the city of Yesud in
Zamora in the Hyborian Age, an area
which roughly equals the modern
Carpathian mountains of Transylvania.
The worship of 2ath involves many
dancing maidens.

THE HOUSE OF
THE SISTERS OF MERCY

In the enclosed rear garden are four
graves. These are quite old. The most
recent has been dug up. There is fresh
soil and two spades nearby. The cheap
coffin is empty. The headstone reads
"Patricia Ann Bibby RIP 1944·1992"
(amend the date for a 1920s scenario).

All the rooms in the house are clean
and neat, exceptforthe abnormalquan­
tity of cobwebs, which seem to cover
the whole house.

Entrance Hall: Asister hangs by her
neck from a rope from the ceiling. A
tarantula hides nearby. If FatherO'Brian
visited before the investigators, his body
lies on the floor. There are fingerprints
deep in his throat, and apuncture wound
in his throat and a puncture wound in
his neck. He died of a heart attack.

Visitors' Room: The body at athree­
year-old child lies here. It is drained at
blood, with several puncture wounds.

Offices: A Spot roll or a specifically
declared look reveals a rope tied to a
ceiling beam. It has been cut through a
few inches down. The door to the cellar
is in here.

Kitchen: Two more sisters hang by
the neck from ropes. Two tarantulas
hide nearby.

Chapel: On the altar lies a body. It is
tie:J to the altar by a web of fine silk
threads. It has numerous puncture
wounds over the neck and shoulders,
and has been sucked dry over a num­
ber of days. Investigators recognize the
body as Kelly (San 1 on 106). Ten
tarantulas hide in here.

Dining Room: A dead cat in here
has been drained of blood.

Second Floor Office and Phar­
macy: Empty except for first aid equip­
ment.

Patient Rooms: Each bedroom con­
tains a bed with one elderly patient the
sisters were nursing. All are dead with
puncture wounds in their necks.

Matron's Room: Like each sister's
room, it has a bed, locker, dressing
table, personal effects and a Bible.
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Sisters' Rooms: There are two
single beds in each room. In the center
room is a dead sister drained of blood
and covered in cobwebs. One tarantula
hides in here.

In the last room hides surviving Sis­
ter Mary Ruth. She has barricaded the
doorwith her bed and locker. Mary Ruth
is weak from hunger and almost insane
through fear (SAN 2). Successful Ora·
tory and Psychology rolls will reveal her
story (Fast Talk or Debate will lead to
automatic failure).

She will tell of Bibby's funeral, then of
one of the sisters seeing her ghost re­
enter the garden through the rear gate
and enter the house. Matron ordered
the grave dug up. The coffin was empty.
Matron went down into the cellars, and
when she came back up, she was ill­
doing a strange dance. Matron then
hanged herself in her office. The sisters
cut her down, but then Matron came
back form the dead.

Then Mary Ruth fled to her room,
barricading herself in. Since then, she
has heard intermittent screams from
various parts of the house and clawing
at her door. With much care and psy­
choanalysis, Sister Ruth will eventually
make a complete recovery and be­
come a nun.

Attic: This is used for storage. It is
dusty, but nothing of importance is in
here.

Cellars: The cellars are very dark
and musty-smelling. There are consid­
erably more cobwebs here.

Above the cellar steps, five tarantu­
las hide to drop on intruders.

Down here are the bodies of Pat
Bibby and Matron. Both are undead
servants of Atlach-Nacha. Bibby is slen­
der and dressed in a shroud. Cobwebs
cover her hair and body. Her eyes bulge,
and her mouth hangs open. A trickle of
fresh blood can be seen on her chin.
Matron isdressed in her uniform. Around
her neck, she still wears the noose she
hanged herself with. She also has bulg­
ing eyes and an open mouth. The San­
ity cost of seeing each of these undead
is 104/108. Also in the cellar is the
body of the last sister. She is so cov­
ered in cobwebs as to be almost
cocooned. She has been dangerously
drained of blood and, although still alive,
is beyond saving. She is also insane by
now.

At one point is a complicated web
over the wall. It is possible to pass into
the web. This costs 6 Magic points. On
the far side, investigators find them­
selves standing on a web bridge-like
construction which spans an area of
interdimensional hyperspace. (SAN
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loss 106/1012). II the player charac­
ters stay there, Atlach-Nacha ap­
proaches them after 1D20 rounds. The
bridge is far incomplete, and the spider
god will not pass through the web gate
until his bridge is finished.

It drains another 6 Magic points to
pass back through the gate. The web
gate is very easy to destroy from the
cellar side-the investigators need
merely tear the web up. But they must
destroy Bibby and Matron first.

TARANTULA
(MYGALOMORPHA)

(LESSER INDEPENDENT RACE)
STR 1
CON 3
SIZ 1
POW 12
DEX 8
HP 2
INT 12+106
Movement: Climb (any surlace) 3,

jump 4, scunle (1 move only) 6.
Spells: Create Servant of Atlach­

Nacha.
Skills: Hide 90%, Detect Movement

via Webs 10%.
Fangs: 60%, venom (see special

rules), suck 1 HP blood a round.
Venom: The spider can at will use its

venom either to paralyze or to create a
servant of Atlach-Nacha. Its strength is
12 plus a factor dictated by the location
of the "bite" (actually, spiders do not
bite): leg:12+2=14; lower body or
arms=12+4=16; head, neck, upper
body=12+6:18.

However, extreme physical activity
on the part of the victim, such as per­
forming a whirling dance (the taran­
tella), will disrupt the venom and halve
its strength.

SERVANT
OF ATLACH-NACHA

This monster consists of two parts: a
large tarantula spider and an undead
zombie-like host. In its normal condi­
tion, the spider inhabits the host's mouth,
controlling all its body movements. First,
the tarantula "bites" the victim, but the
venom attacks only the arachnoid mem­
brane-a cobweb-like structure which
covers the brain, spinal cord and back
of the eye. As the venom infiltrates the
membrane, the victim is subject to un­
controllable twitching and jerking
spasms which resemble a strange
dance. This "dance of death" lasts as
many rounds as the victim has CON
points. When the membrane is fully
penetrated, the spider has limited con­
trol-it now forces the victims to kill
themselves. This must be a suicide by

hanging. The victim then becomes an
undead zombie. The spider crawls into
the victim's mouth and gains full control
over its host via the envenomed mem­
brane, which it connects to its own silk.
The spider controls all the body's move­
ments, including the ability to see
through the zombie's eyes. II the spider
leaves the victim's mouth, it has only
limited control, but can summon the
zombie to come to it. The zombie host
is extremely strong and resistant to
damage-all gun shots do minimal dam­
age.

They have two special forms of at­
tack:

• The zombie can open its mouth
and the spider leap on a victim. The
zombie remains stationary until re­
entered.This attack always commands
a first initiative and is at 60%.

• The zombie can grip the victim by
the throat with its hands on a successful
grapple. The hands and the arms are
then locked, and the spider can crawl
out of the mouth, down the arms, and
bite the victim's throat. This takes one
round and is successful unless the spi­
der is successfully engaged in that one
round. The anack also causes a 1D6
SAN loss.

PAT BIBBY
UNDEAD SERVANT OF

ATLACH-NACHA
STR 20
CON12
SIZ 5
HP18
INT 17 (spider)
Move 5
Grapple 40%

MATRON
UNDEAD SERVANT OF

ATLACH-NACHA
STR 24
CON 16
SIZ 11
HP 20
INT 8 (spider)
Move 4
Grapple 30%

REWARDS
1D8 for destroying each servant.
1D6 for rescuing Sister Mary Ruth.
1D20 for destroying the web gate.
Anyone suffering insanity will subse-

quently suffer from arachnophobia-a
fear of spiders-and possibly scio­
phobia-a fear of shadows. n

For further adventure, don't miss
"Momenro Mori" by J. B. Hill in Chal­
lenge 74.
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he investigators are ap­
proached by a represen­
tative of the Sisters of
Mercy. The Sisters are a
charitable organization,
not a religious order. They
help the poor and run a
series of hospitals to care

for the elderly. The nuns are called
"sisters,"butthe head of each hospice is
referred to as Matron, not Mother Supe­
rior. If the adventurers were involved in
"Dance of Death, "they are approached
by FatherO'Brian and Sister Mary-Ruth
(assuming they survived that scenario).
If not, the PCs are approached by Dr.
Eastman, who is the locai regional di­
rector of the Sisters of Mercy. In any
event, a meeting with Eastman will be
arranged, and he will describe the situ­
ation to the PCs:

I hope you can help solve an ex­
tremely serious mystery. It involves a
house the organization has inherited.
The original owner was Mrs. Bibby, or
rather her husband. He was an Italian
seaman called George Gino Granelli.
He lived there alone at first, then took
Pat Bibby as his wife to live with him.
After many unhappy years, he eventu­
ally deserted her-probably returning
to Italy. She remained in the house and
reverted to her maiden name. She con­
tinued to live there alone for 10 more
years, until recentfy, when she commit­
ted suicide by hanging herself.

She was buried in land attached to
the Sisters ofMercy-leaving the house
to us.

The house remained empty for sev­
eral months. Then, a localpoor family,
the Conrads, lost theirhome and asked
the Sisters for help. The empty house
seemed the obvious solution, and the
family moved into the house as a tem­
porarymeasure. Thenextmorning, they
were all dead.

The father, Herman, was laying on
the floor, with the mother, Sophia,
crouched in the corner of the bedroom,
and their young child dead as well. All
three apparentfy died of heart attacks,
but with expressions of utter horror on
their faces. And all had been bitten-a
small animal bite on their throats.

We hired a private investigator to
check out the house-Simon Batesby.
He spent the night there, too, armed
with a .38 revolver. The next morning,
he, too, was dead. He died of a heart
attack like the Conrad family-with the
same look of horror, the same strange
bite in the throat. He was foundsitting in
the chair of the parlor.

All told, we have been responsible
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for the deaths of four innocent people,
including ayoung child. Please help us.

Eastman will answer any questions
put to him. The following topics may be
covered:

George Gino Granelll: A sailor and
adventurer. A evil man who was widely
travelled, as he had visited America,
Britain, Turkey, South America and the
South Seas.

Pat Bibby: No one ever understood
why this good Catholic woman married
the likes of Granelli. According to re­
ports, she apparently hanged herseif
after receiving a letter from Italy which
upset her. She was buried in a private
garden. Alas, tragedy followed, and all
the sisters in the house died later of
extreme food poisoning. This is the offi­
cial story. If pressed for the real story,
Eastman will give a second version:
Bibby was sent a live spider from Italy
which bit her. After her burial, she re­
turned as a vampire, destroying all the
Sisters (except Sister Mary-Ruth). Now
all the vampires have been destroyed.
Unless the PCs actually took part in that
adventure, Eastman will not admit that
Bibby was not a true vampire but a host
to a Cthulhu Mythos parasite.

Conrad Family: The Sisters provided
clothes and supplies to this pear but
honest family, and gave several sec­
ond-hand dollstothefiveyearold, Beth.
No one can now trace where the dolls
came from. Eastman attended all three
autopsies. They definitely all had heart
attacks.

Simon Batesby: A lone private de­
tective hired to stop local "vampire" and
"ghost" stories. Immediately before his
death, he fired his gun four times-all
the bullets were found in the wall facing
him.

Strange Bites: All four who died had
nonfatal bites on the throat. The bite
radius was just less than one inch. They
were definitely not spider bites, not tra­
ditional twin vampire punctures, and not
rodent bites. They looked like very sharp,
small monkey bites. None of the bodies
had suffered any unusual blood loss.

BIBBY HOUSE
The investigators may search the

house by day but eventually will have to
spend the night there. Each room is
furnished with poor but clean furniture.
There is rather too much furniture, so
there are many shadowy areas for some­
thing evil to hide in.

Parlor: The window has heavy, folded
drapes. By the fire is a bucket with
wooden logs in it. The wiring in here is
defective, causing the lights to flicker.

Kitchen: Shelvescontain pets, pans,
mugs and cups. A basket still holds
fruit-most now turning brown. Acheap
mirror has aging defective silvering on
the back, causing a roughly human­
shaped shadow to appear in the mirror.

Hall and Stalrs:Ahole in one raising
tread is large enough for a rat to pass
through.

Main Bedroom: One cupboard door
refuses to stay closed. Inside are a
number of toys, including a teddy bear,
a stuffed toy monkey with its head miss­
ing and a clown doll. On the floor stands
a mechanical doll. (In an 1880s or 1920
setting, this is a Swiss clockwork doll. In
CthulhuNow, it is aplasticbattery "Good
Pal "doll [remember Chucky?!]) It has a
defective on-off switch, and as the in­
vestigators look around the room, it will
suddenly activate, walking jerkily across
the floor, opening and shutting its little
mouth. (SAN loss O/IDA). AMechanical
Repair roll shows the faull is quite ordi­
nary and not supernatural.

Cellar: The cellar is in two halves.
One side is not as deep as the other,
and the far wall is obviously of much
newer brick with amateur mortaring. It
should be clear to any investigator that
something is walled up in the space
behind. An hour's work with a pick or
heavy hammer reveals the headless
body of a man. It is mummified in the
warm still air, and its head has been
removed cleanly with a sharp blade.
There is no sign of the head, and its
hands are normal.

Allie: This is an overcrowded stor­
age area full of boxes and cases. Two
dead rats are to be found here-both
with bites on their necks.

A Spot Hidden roll reveals atthe back
of the area an old sea chest with the
initials GGG (or could it say 666?) on it.
It is padlocked-5TR=12. Inside are
sailors' clothes and a strange mixture of
other items-a bundle of pernographic
pictures, a small green statue of a hid­
eous creature with a squid-like head
and wings (SAN loss of 104), a photo­
graph of a sailor with a repulsive hall­
fish mutant girl, a photograph of the
same sailor in which his hands have a
web of skin joining his fingers together.
Both photographs have notes on the
back indicating that they are of George
Granelli. Also in the chest is some tree
bark wrapped in cloth, a glass jar with
brown paste, a black obsidian stone
knife and a metal rasp file. An oilskin
wallet contains notes written in Italian of
Granelli's travels in the South Seas and
explorations in South America. It tells of
his time with the Jivaro Indians and
describes several spells he learned.

Challenge 74 67



TSANTSA
The traditional Jivaro shrunkan haad

is about the size of a grapefruit. It is very
repulsive to see. The face still retains
human features but is very wrinkled. the
lips are drawn back, revealing the gums
and pointed teeth, sharpened by being
filed to razor edges and tipped with the
curare poison. Its eyes are black and
bulging, giving it the look of a dead
monkay. It is capable of movement. Its
jaw muscles are extremely strong, and
by snapping its jaw, it can spring up to
five feet. It is also an intelligent being,
abla to hide, for example, in curtain folds
or on tha shoulders of the toy stuffed
monkay. Mhough it will spring for the
throat, ~ normally will haunt from be­
hind. Its victims will hear a sound from
behind, or catch a glimpse of move­
ment, but when they turn to look, they
will spot nothing there. It is very difficult
to destroy. Bladed weapons do nodam­
age, blunt weapons only one-quarter;
pistols and rifles dofulldamagebutonly
M on one-quarter of ability.

Statistics: STR-6, CON=20, INT=5,
POW=20 OEX.4.

Move=SpringSfeet. HP: 13.Hide=90%.
Attack: B~e 60% fatal. The b~e con­

tains curare poison and will kill within
three rounds. The victim will appear to
have suffered a natural heart attack.
Curare poison will only be discovered at
an autopsy ~ ~ is being specifically sought
aftar. Sanity loss is 104/106. n
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taking his small statue of Cthulhu with
him. He found that the tribe members
had all been killed by the neighboring
islanders. On his return, he jumpad ship
in Ecuador and travelled inland, where
hewascapturedbyJivaro Indians. They
ware just about to kill him when thay
discovered tha statue of Cthulhu and
immediately recognized it as their own
god whom they knew as Choc-Tula.
Following his release, he stayed with
tham for a year and a half learning their
language, customs and much of their
magic, including the ability to create the
famous Jivaro shrunken head-the
tsantsa.

Eventually, he settled down and mar­
ried, but remained an evil man, often
sneaking away at night. Without his
wife's knowledge, Granelli kidnapped a
stranger and took his head, walling tha
remaining body up in the cellar. When
he eventually completed the tsantsa, he
was ordered to kill anyone, except him­
sell and his wile, who stayed in the
house overnight. Eventually, his night­
time adventures led him into conflict
with a stronger sorcerer and forced him
to flee suddenly for his life.

GRANELLI'S NOns
Granelli's notes in Italian and Jivaro

multiplied by 2 Mythos 2%. Spalls ara:
Call Choc-Tula.
Create Were Jaguar.
Create Tsanta: The notes do notgive a

clue as to what a tsanta is except that a
human haad is an essential ingrediant.

Summon/Bind Vampire Bat: This
does not affect vampires in bat form.

SummonIBindAmazonlan Tree Frog.
The notes also detail how to creata

two poisons-eurare from tree bark and
arrowhead poison from the tree frog.

RESOLUTION
An acephelous body behind a brick

wall in a cellar apparently protected by
rats may make players think of
Y'Golanac. They will be wrong.

Granelli's ancestors were sailors. One
was the only non-Innsmouth man to sail
with Captain abed Marsh tothe Panope
Islands in the South Seas. The family
now worships Cthulhu. George Granelli
sailed to the Pacific to revisit Panope,

OTHER VISITORS
The investigators are not alone in

having an interest in what is happening
in the house. A pack of 12 black rats
hava already discovered the answer.
Having already lost two of their kin, the
remaining 10 are seeking a way to turn
the secret to their own advantage. They
ara living in the attio-black rats prefer
to climb rather than burrow. They are
extremely intelligent and will try to pre­
vent the investigators from entering ei­
ther the attic or the cellar, even by sac­
rificing the lives of mora mambers of the
pack.

Black Rat (Rattus ,attus): Lesser
independent race. Also known as the
Old English, Ship or Plague Rat. They
worship Y'Golonac. The body is about
seven iriches long, and the naked, scaled
tail is another eight. Tha nosa is more
pointed than on the Brown Rat, and the
fur is blue-black with gray or silver tips.

Statistics: STR=2, CON=4, INT=15,
OEX-18, Move-14, HP-3.

Climb=8S%, Jump=70%, Locata
Food_99.S%.

Attacks:B~a60%, 1 HP of damage but
will try to attack the eyes to blind the victim.

Special Attack: Victorian writers ob­
served a special attack. If the victim
opens his mouth to scream or shout, a
rat will dive into the mouth and wedge
~sell in the throat, leaving only its hind
legs and tail visible-the victim dies of
shock and suffocation. The attack is at
40%, and tha drowning rules apply after
the first round, with an added SAN loss
of 104/106.

Main
Bedroom

Child's Bedroom

.....

o
Kitchen

Ground Door

Hall

Attic

•Old Sea Chest

Second Roor

Cellar
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A Call of Cthulhu adventure by J.B. Hili Art by Mark Ryberg
Theadventurersrecentlyinvestigated

themysteriousdeath ofProfessorLeslie­
Smith, an eminent Eqyptologist who
committedsuicide byslashing his wrists
while examining the mummy of a ser­
vantofNephra-Ka, an evilancientEgyp­
tianpriest. In Lesley-Smith's book, Khefu
the Black Pharaoh, the PCs read of the
power struggle between the evil pha­
raoh Khefu and his daughter-wife
Nitocris and the high priest Nephra-Ka.
Khefu and Nitocris overthrew Nephra­
Ka and killed him. But before they could
destroy his body, it was stolen and hid­
den deep in the western deserts by the
priest's followers. In revenge, Nitocris
hunteddown these followers ofNephra­
Ka and subjected each of them to the
ullimate horror of liVing mummification.
They were each exposed, via an en­
chanted bronze mirror, to the image of
the ancient god Ghatamothoa, which
resulted in their still-living brain becom­
ing encased in a petrified body It was
the body of one such mummified ser­
vant that Leslie-Smith discovered and
was examining at the time of his tragic
death. For more details ofhis fate, refer
to "Curse of the Centuries" in Chaf­
lenge65.

he investigators are ap­
proached by museum
authorities concerning the
notes of the late Profes­
sor Leslie-Smith. Three
museum professors sit
facing the investigators.
Behind stands a man in­

troduced as a representative of the gov­
ernment. He does not speak, and nei­
ther does he smile. One of the profes­
sors speaks:

"Gentlemen (and ladies). You were of
great assistance to the museum at the
time of our friend Lesley-Smith's tragic,
er, death. As you know, many of his
papers, diaries and notes were in his
own personal shorthand. We have now
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translated these and made an amazing
discovery. The good professor had for
many years sought the resting place of
the priest Nephra-Ka. It is reputed that
when his body was taken to the desert
by his servants, they took many of his
possessions-gold and precious
gems-nowworth a king's ransom. Also
left were papyrus scrolls with ancient
knowledge dating back to legendary
Mu. Oh, and one other item-the secret
of etemallife.

"Lesley-Smith discovered a map and
certain other objects and clues, which
we believe reveal the tomb of Nephra­
Ka. Because the tomb lies not in Egypt
but to the west of Libya, the recovery of
the secrets of the tomb must be under­
taken with as little publicity as possible.
We would like you to enter the desert,
locate the tomb and recover its secrets,
bringing them back to us. We will ar­
range an escort for part of the way, and
they will protect your return. We are
assured that the whole expedition will
be perfectly safe, and, of course, you
will be provided with the best equipment
available at our expense.

"You may secure one half of the value
of any gold and other treasure recov­
ered. The scrolls will be deposited in the

museum. As far as the secret of eternal
life-well, it is of course pure fantasy,
hardly worth speaking of. But if it should
have some, er, beneficial effects in pro­
longing life, you would share these se­
crets with us three here and well, let us
just say, a certain influential person in
the government."

The investigators are then shown a
map. From Wadi et Sheikh, they are to
proceed west to the Bahamya Oasis,
then further to the south of the Qattaru
Depression to Sitra and Bahrain to the
Siwa Oasis. Here they will leave their
escort and travel west into Libya, south
of Jaghbut to a location marked on the
map as the Lost Oasis of Phorcydes.

"One other matter," the professor
adds. ''The professor mentions a key of
life. This object was found within the
servant's body which Leslie-Smith was
examining, and it fits the description of
the key of life. It seems that this must be
carried to the tomb by one of you. Re­
grettably, we know not why, nor what it
opens, but its relevance is obviously of
foremost importance.1t

The Investigatorsare handed aquartz
ankh with an udjat-eye engraved in the
top. An INT roll will indicate that both are
symbols of life.

The referee should note which char­
acter carries the key of life.

KEEPER'S BACKGROUND
The scenario can be set in the 1880s,

1920s or present times. In each case, a
trip into Libya is a dangerous operation,
as the investigators will realize.

1880s: The desert is the domain of
the BedouinArabs, whowillprotecttheir
home from infidels. Any outsider cap­
tured by the Bedouins will be tortured to
death in a hideous manner.

1920s: Libya is an Italian colony. In
1922, Mussolini's Fascists came to
power. They are now exploring the
Libyan desert, seeking the lost city of
the Gorgons. If they capture the inves-
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Mummlftecl sand DweRer
OEX 10, Amor 6, Hit point 20, Attack-ctaw 25%,106 + 106.

Egyptian Cobra-Naja or Aspic (NaJa HaJe)
STR 2, CON 6, SIZE 2, POW 3, OEX 14.
HP, Move 4 (3 swimming).
Hide 80%, Track 60%, Climb Tree 30%.
Bite 400/0---<lamage, extremely poisonous, neurotoxlc.
Venom strength 12---<leath occurs in minutes.
+Save against CON or suffer 104, local tissue deslruction.
Save against CON again or gangrene sets in.

ChamberolStalues: Limestone sta­
tuses are randomly distributed around
this room. All are most lifelike and ap­
pear to be warriors from various ages.
Some are Greek, some Roman and
some Arab, but all have expressions of
grave horror on their faces. All are defi­
nitely post-Egyptian. If the investigators
try to leave after entering this room, the
baboons will return and prevent their
retreat. The baboons will not hurt the
one carrying the key 01 life, but will
activate a mechanism on the outSide,
closing the store door. It cannot be
opened from the inside.

Anlechambers:Therearethreebronze
mirrors, one in each room. As the investi­
gators enter, the mirrors shimmer, and an
image appears. A priestess of ancient Mu
materialize5--<'>ach mirror is a gateway.
The priestesses are extremely beaut~ul,

with exquisite faces and figures. Not even
the hissing snakes in the place of hairspoil
the beauty 01 these women. Anyone who
see a priestess (except the holder of the
key of life) must save against CON. If they
fail, then in one round, their joints start to
stiffen withwhatappears to bearthritis, and
they lose ha~ of their OEX. If they fail a
second roll the next round, then muscles
start to calcify and ossify, their skin be­
comes dry and chalky, and they lose an­
otherhalfof their new lowerOEX.lf they fail
a third roll on the third round, they tum to a
chalky limestone-like statue. The holderof
the key of I~e suffer the ill-€ffects, but ~ he
holds the key up and orders the pnest­
esses to depart, they will obey his com­
mand. Sobeautiful arethepriestessesthat
they charm any human, male or female. A
successful POW roll must be made to look
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Sacred Baboon of Thoth or Hamadryus Baboon
(Cynocephalus hanadryus) (Lesser Independent Race)

Anaveragetroopwill numberover200indMduals.Themales8l8s1lwrandthel8male8~
brown. Although worshiped in Egypt, the Sacred Baboon himselfworshlps the moon.

STR 406, CON 306, SIZ 206 + 3, POW 306, OEX 206 + 12, INT 2fl6.
Move 18, HP 20.
Arrnor-point of lur.
Claw 60%, 106 + 106, a baboon has one bfte and two claws.
Bite 40%, 108 + 106, attacks each round.
Climb 80%, Jump 50%, Sneak 80%, Track 40%, Operate Machinery 100/0;

TOMB OF NEPHRA-KA
The tomb may now be entered. The

stone door rolls aside easily.
Main Shaft: This leads steeply down

into the rock. It is cool down here. The
tunnel is partially blocked by a wall.
Engraved upon the wall is a figure of an
Egyptian goddess with a snake's head.
She appears to be staring at the inves­
tigators. A successful Egyptology roll
reminds the investigators that the figure
is of the Goddess Buto, protector of
sacred places. Like most snakes, she
had the power to petrify victims with her
stare. The Egyptian cobra was sacred
to her, and this serpent was also used
as a guardian. The figure has one hand
raised, as if warning trespassers to pro­
ceed no further. The keeper may wish to
have an Egyptian cobra at this location.
It is pale brown on top, with a yellow
belly and the famous hood. It was often
used to guard tombs.

Then, just as suddenly, the enemies
are attacked by baboons. These are
fearsome creatures 01 high intelligence,
with great manual dexterity. Although
many baboons are killed in the battle,
the baboon band savages every en­
emy, tearing outlhroats, ripping off heads
and creating carnage. Some of the en­
emies attack the investigators, but the
baboons fight to save any party mem­
ber in danger, especially the person
carrying the key of life.

After the savage fight is over, the
baboons will depart back into the desert.
The investigators should have several
injuries to treat before they can enterthe
tomb.

JOURNEY
Iflhe investigators research the name

"Phoracydes," upon a successful library
roll, they will find that it is a name asso­
ciated with fhe mythical Gorgons who
by legend derived from Libya.

Sitra: The passage through Egyptian
territorygoeswi1houtseriousincident. While
at Sitra, one investigator, the one in pos­
session of the key of life, will be quietly
visited in the night by a tall black man. He
will speak pertee! English and be expen­
sively dressed, wearing darkglasses even
though it is nighttime.

"My friend," he will say, '1here are
many mysteries in the desert. Rely on
the hand of the desert for help, and he
will send the Children ofThoth to protect
you. Remember, the eye will protect you
from evils you can see."

The mysterious stranger will then
leave. No trace of him is ever seen by
the party.

Siwa: A Siwa, the adventurers meet
a drunken Irishman living with the Ar­
abs. He will welcome any visitors, ex­
cept British, which he hates. In any
event, he will mumble about mysterious
activity in the desert before becoming
unconscious. In the morning he is
dead-his throat is cut-and the Arabs
are preparing to move on.

tigators, they will certainly shoollhem or
worse. (This adventure can be influ­
enced by the Indiana Jones films.)

PresentDay: Ubyaisunderfhecontrol
of the mad ruler Gaddati. It is used as a
training ground for such terrorist groups as
the PLO and the IRA. It the investigators
are captured by these groups, they will be
shot if they are lucky.

LOST OASIS OF PHORCYDES
Eventually, the partywill enterLibya and

locate the oasis. It is set within a rocky
valley and seems very peaceful-there is
cool fresh water, shade and swaying palm
trees. It is an ideal place to camp.

It will not take the investigators long
locate the tomb entrance, which, ac­
cording to the map, is at the north end of
the oasis.

Suddenly, the camp is attacked and
surrounded as follows:

1880s: By Bedouin tradesman each
armed with a sword and a rifle.

1920s: By fascists armed with ma­
chineguns.

Present Day: By terrorist guerrillas
armed with AK-47s.

In any case, the PC group is completely
surrounded. The leader approaches the
group and is obviously hostile. The adven­
turers should suspect that they have only
minutes left to live.
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away and a OEX roll each round thereafter
to prevent an accidental looking at the
pnestesses. The pnestesses cannot be
attacked-they only appear in image inthe
mirrors. There is no SAN loss to see them,
but there is a SAN loss of 106+1020 to
witness the petnfication of a fnend.

Treasure Room: This is everything
the investigators hoped for-full of gold,
diamonds, emeralds and pearls. Unfor­
tunately, it is guarded by mummified
sand dwellers. If anyone attempts to
move any treasure, a sand dweller
mummy activates and prevents the re­
moval. Sand dwellers are even more
hideous than human mummies, similar
to wooden statues with hard black claws.
Seeing one still has a SAN loss of 0/
106. To see one activated has a SAN
loss of 104+ 1010. They will not attack
the person with the key of life.

Machine Room: A lever opens the
stone door if it is closed.

Tomb of Nephra-Ka: The tomb is plain
stone with a stone sarcophagus in the
center. The wooden lid is in pertect condi­
tion and is easily removed. Nephra-Ka is a
typical human mummy-swathed in ban­
dages. He holds in his hands a scroll
parchment. If anyone removes and exam­
ines the parchment, the viewer will have to
save against POW or be paralyzed as
many rounds as he has magic points. He
loses 1 magic pound a round until all are
gone, and he then falls to the ground

unconscious. The spell is a visual pattem.
It needs to be viewed, not read.

Nephra-Ka was not killed by Khefu
(as Khefu realized, hence the search to
destroy the body). The priest was mum­
mified alive, voluntarily viewing his god
Ghatanothoa. His brain is still alive and
functioning. He is as sane as he ever
was-that is, he is mad, but not totally
insane. He has one remaining spell, a
mind transfer, which he can cast on the
person carrying the key of life. It is the
key to Nephra-Ka's life He also has an
unnaturally high POw. The person car­
rying the key will apparently suffer a
seizure. The pes have as many rounds
as the victim has magic points to solve
the problem, or Nephra-Ka will transfer
to the victim's body. After a successful
transfer, Nephra-Ka (with the keeper
now running that character) will claim to
have lost his memory. He will agree to
return to civilized society, but will try to
kill each of the other investigators in
turn. The victim of the spell will indeed
have discovered the secret of eternal
life-he is now trapped within the living
brain of the ancient mummy forever.

RETURN
Upon their return, the PCs will be

interviewed by the representative of the
government, who will cross-examine
them in detail-especially about the
desert activities of other governments

or organizations. He will adviS:8 them in
the strongest way not to discuss what
they have seen with anyone.

Afterwards, characters will realize that
they are being followed, that their mail is
being opened and that their telephone
is tapped. If they act foolishly, a large
black saloon will sideswipe their car off
a remote road. If they continue to act
foolishly, another large black saloon will
overtake them and open fire with at
least three submachine guns of govern­
ment-issue caliber.

UNREWARDS
If the mind transfer is oompleted, the

victim becomesan NPC with agreatknowl­
edgeofthefourthdynastyofancientEgypt,
but has a oomplete lack of understanding
for anything modem. His fellows lose 106
SAN for the loss of their fnend.

If they realize what has happened,
they lose 1010 to realize that Nephra­
Kainhabits his body and 1012 iftheykill
their friend's body.

If they realize that their friend's mind
is trapped in the mummy, they lose
1020 whether they destroy the mummy
or let their friend continue to suffer. n

This scenario follows from "Curse of
the Centuries, "which was published in
Challenge 65. And don't miss "Evil of
the Centuries," also by J. B. Hill, in
Challenge 76.

"Boost" your NUCLEAR WAR game into the 1905-
with Nuclear War Booster Packs!

Each pack contains 8 new, full-color, randomly selected cards that can be added
to your Nuclear War, Nuclear Escalation or Nuclear Proliferation card games,

All new cards to enhance your game. More warheads (like the awesome 200
megaton) new secrets, more special cards, (like the horrifying doomsday device)

There are more than 40 different cards in all.

So get 'em fast - before they blowout of the store!
$2 rOT an 8card pack. (Sorry you can't ask rOT specific cards) Flying Buffalo Inc. P.O. Box 1476, Scottsdale, AZ 85252
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The human bones were severed
cleanly with immense strength. On
the guard, allthe limbs were torn from
the torso and the long bones snapped,
the marrow sucked from them.

CHARLIE'S STORY
"It was horrible-horrible. Me and

Dave, we was brewing up a cup of
tea, and Dave-he says he heard a
sound outside. He draws his gun and
goes to the door. Suddenly, it goes

MEDICAL EXAMINATION
Both bodies exhibit severe inju­

ries. The girl's amputations could be
single bites from a large animal. The
injuries to the dead guard certainly
were. None of the severed flesh has
been recovered, but examination of
the torso shows the teeth configura­
tion to have been:

Egypt room. David was also found­
or at least quite a lot of him was. His
limbs had been severed with what
appeared to be single bites of ex­
treme strength. Most of his body was
eaten. It looked like a shark attack on
dry land-in the locked museum. SAN
loss 1D6 if investigators find him. The
guards had fired many bullets be­
tween them to no apparent effect. At
least Arthur and Bob were released
from custody. Charlie is now in the
asylum. Now no one will enter the
museum at night.

EGYPTIAN SPIRITUAL BELIEFS
In the West, some believe in sev­

eral different types ofspirits orghosts.
But the ancient Egyptians believed
each person had several distinctspiri­
tual aspects, and upon death, they
separated and could have distinct
individual existences. These are as
follows:

1. Khat, the physical body, which is
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NATURAL HISTORY RESEARCH
The tooth pattern appears to be

that of the striped hyena (hyena
striata) which is found all over North­
ern Africa, Asia, India and Persia. It is
considered by the Arabs to be an
unclean and cowardly animal. It is
particularly found around graveyards
and ancient burial grounds, where it
exhibits ghoulish practices. Its teeth
and jaws are extremely strong, being
able to sever the leg of a cow with
ease. It has been known to torture its
victims-biting off their feet to pre­
vent escape and then watching as
they die. Its laughing sound is fa­
mous, but extremely eerie and fright­
ening when first heard. It is also at­
tributed with a high, albeit evil and
cowardly, intelligence.

STRIPED HYENA
LESSER INDEPENDENT RACE
STR 16, CON 15, SIZ 12, INT 8,

POW 10, DEX 8, HP 15, MOVE 10.
Bite 30%, Damage 1010 + 104,

can crash through heavy bone armor.
1 point for Track by smell 50%,

Locate grave 80%.
SAN loss caused by laugh 0/1 D4.

very dark, and there's this smell like
an old graveyard opened up. Dave,
he goes out. I hear him fire-bang,
bang, bang, bang. Then he screams
horrible. In the door appears the devii
itself. With a dog's head, but stood
upright at first like a man with a dog's
head. He comes in. Then he goes
down on all fours and he's changing
into a dog. A huge misshapen dog­
all up at the shoulders and down at
the back. Ahunchback dog with black
and gray stripes. It comes at me, and
I run and run, and it comes after
laughing-laughing like a devil-all
inhuman. I'm in a room, there's no
other doors-I know I'm gonnadie.1
crouch behind this glass case thing.
Then suddenly it goes away-van­
ishes. But it'll come back for me.
Laughing. Laughing. Helpme,please
help me."At this point, nurses have to
subdue the man, who has sunk back
into insanity.

3-3
3-3
1-1
1-1
4-4
4-4
1-1
1-1
=34 teeth

Incisors

Molars

Premolars

Canines

MUSEUM STAff
The guards have all been loyal

employees for many years. The
strange disturbances have only
started since the Nephra-Ka expedi­
tion returned from Libya. The foot­
steps, dark feeling, smell, attacks and
inhuman laughter all appear to be
separate, individual and distinct mani­
festations. The glass case Charlie
was crouched behind contains vari­
ous Egyptian objects. These include
a set of ceremonial daggers used in a
strange ritual called "the real death."
No mummies were stored in this im­
mediate area. The mummies here
had all been examined, and none
have bullet holes in them.

THE STORY
Rumors have started to spread­

especially among the night security
staff, that one of the mummies has
come to life and is searching the
museum at night looking for some­
thing. No one has of course seen it
but strange footsteps have been
heard. The museum now has a cold
threatening feeling, and strange
musky smells of death have been
noted. The museum authorities have
laughed at these ridiculous stories­
they are the product of over-imagina­
tive guards with too much time on
their hands. (In the 1920s and 1930s,
they suggest the guards should stop
reading trashy pulp magazines with
stupid stories by that man Lovecraft
and others. They are obviously put­
ting foolish ideas in the men' minds.)

It is a pity that the young secretary
Susan White did not pay more atten­
tion to the stories when she stayed
late to finish cataloguing the Nephra­
Ka exhibits. She was found dead
later that night by the security guards
Arthur and Bob. They had been
alerted by "strange demonic laugh­
ter" and herscreams when they found
her in a corridor. Both feet had been
severed above the ankle. She obvi­
ously dragged herself some distance
down the corridor until she died of
shock and loss of blood-SAN loss
1D4 if the investigators find her. Both
guards were arrested and kept in
custody but both denied the killing­
they only described the horrible laugh­
ter. Her feet were never found.

The following night the other two
guards, Charles and David, were ob­
viously very nervous, and both kept
loaded firearms with them. Alas, it did
not help. When the police arrived the
next morning, Charlie was shivering
with fear behind a glass case in the
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The PCs are involved with a mu­
seum which specializes in Egyptology.
The museum must contain a large
collection of Egyptian relics and mum­
mies. It may be either Cairo mu-'
seum-an ugly square brick building,
or a London museum-the British
museum on Great Russell Street,
Westminster would be ideal. The
museum should be large and dark,
and have corridors, back rooms, stor­
age areas, cellars and dark threaten­
ing places in large number. It should
also have a large library for research.

The original victim ofthe mind trans­
fer remains in a deep coma. He is an
empty body with no mind and has no
prospect of recovery.
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mummified.
2. Sa, the mind or intelligence.
3. Ka, the soul oremotional aspect.
4. Sekhem, the store of magical

power.
5. Sah, an astral body or

doppleganger.
6. Khaubit, the shadow or aura.
7. The Ren. a true name which

gives power over the others.
After death, it is believed that each

of these---<:>specially the Saand Ka­
have separate existences while still
remaining one persona.

In a ritual called "the true death,"
several enchanted daggers are used
to destroy each spiritual aspect. A
silver dagger with a jackal head de­
stroys the Ka; a bronze dagger with
an ibis head destroys the Sa; a cop­
per dagger with scarab beetle de­
stroys the Khaubit; an iron dagger
with ram's horns destroys the Sah; a
gold dagger with a hawk's head de­
stroys a Sekhem. Each can be de­
stroyed separately after the death of
the Khat.

From more obscure occult times
on Egyptian beliefs including the
"Necronomicon" and "Cults des
Ghouls";

1. Sy ceremony known as "The
Curse of the Centuries," the Sa could
be imprisoned in a mummified body.
Often it was a punishment, but some­
times powerful priests would undergo
the ceremony willingly.

2. Sy using a mild transfer spell,
the Ba can be transferred into the
body of another person, or into an­
other "empty" mummy.

3. The Ka often hides in and travels
with the Khaubit after death to mate­
rialize as it wishes.

4. The Ka often takes on an animal
appearance according to the nature
of the individual-this is also known
in Chinese, Indian and American In­
dian beliefs. In ancient Egypt, this
could often be a hyena if the person
was SUfficiently evil.

5. If the Khaubit is destroyed while
the Ka is separate in a materialization
form, the Ka must remain a physical
and material entity and can be de­
stroyed. The Arabic (and Cthulhu)
ghoul with its dog's head is a half
transformation. The ghoul is trapped
in this hyena form in a material physi­
cal body-hence ghouls come upon
the Earth. Apowerful wizard can com­
plete the transformation of his Ka into
a full material hyena. In Arabic coun·
tries, hyenas are known to be semi·
spiritual ghoul creatures-unclean
and cursed.
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6. Lycanthropy is a physical mani·
festation of the Ka.

KUPER'S INFORMATION
The players must obviously track

down the various and separated as·
pects of Nephra-Ka's spirit. I! is very
dangerous. Modern weapons have
no effect at all-ijuns are useless.
Ancient-style weapons, like knives
and spears, do half damage but do
not destroy- at nil hit points the spirit
dissolves away if it has a physical
manifestation, only to reappear at full
strength after 20 hours. Each spirit
must be destroyed with the correct
dagger. Fortunately, the museum has
a set.

The Ka is the most dangerous. The
Sacan move from mummy to mummy
at will, but a stab with the correct
dagger through the head will destroy
it in combat.

The Sa needs to be at rest and
meditate for one full round to transfer
to another mummy. To transfer to a
living human, it must overcome his
POW for as many rounds as he has
magic points (i.e., it must drain his
Sekham). The Ka can become mate­
rial or dissolve into a nonmaterial
state at will, but if the Khaubit is
destroyed before it becomes physi­
cal, orwhile it is physical, it is trapped
in the physical state. This often hap­
pens accidentally upon death, thus
creating many ghouls. The aura fades
after death unless it is kept alive by a
powerful magician.

THE SPIRITS OF NEPHRA-KA
Sa: Nephra-Ka's mind can trans­

fer from mummy to mummy at will
provided he is at rest and not attempt­
ing to undertake any other action. He
has decided against occupying a liv­
ing person again for the time being
but is still capable ofdoing so.At night
he seeks his true name written on a
roll of papyrus amongst the exhibits.
I! will take him 1020 nights to find it.
He also seeks the mummy of his
handmaiden. Alas, he never will as
long as it lies in a strongroom behind
the bridge of the SS Titanic at the
bottom of the Atlantic. His Sa has no
hit point of its owo but assumes those
of the mummy or person presently
occupied. The mummies fight as or­
dinary mummies under the rules. I! is
his Sa which is capable of casting
spells. He may know whatever spell
the keeper wishes.

Ka: Nephra-Ka's Ka can take not
only the material form of a ghoul­
really a semiwere-hyena-but can

then transform into a full hyena. I!
must go through the change in this
order. I! cannot .materialize as a hy­
ena although it can dematerialize from
one. I! will normally dwell within the
"aura," but this is not essential. How­
ever, if the aura is destroyed prior to
or while materialized, itwill be trapped
in material form. I! will still be capable
of transforming from ghoul to hyena
and back.

I! will fight and has the normal hit
points for a ghoul or hyena.

Sekhem: This has no separate
form. Nephra-Ka has a POW of 38
and 24 magic points comprising his
Sekhem.

Sah: It is assumed in this adven­
ture that Nephra-Ka's normal "ghost"­
his astral body or doppleganger­
was destroyed in magical battle with
the Black Pharaoh Khefu several cen­
turies ago. However, if the keeper
wishes, his normal ghost may also
appear-use the normal ghost rules.
After death, the Egyptians believed
the Sa occupied the Sah.

Khaubit: His aura appears as a
large black shadow accompanied by
an evil smell and a distinct sense of
coldness and blackness. I! has 20 hit
points as a shadow but is only de­
stroyed by being stabbed with the
correct dagger. It moves at a rate of
40. A successful roll against a half
Spot Hidden is required to see it at
night. SAN loss is 0/104.

Ren: His true name is hidden on a
papyrus scroll. Since the investiga­
tors can have no idea what it looks
like, they have no chance of finding it
before the Sa does.

If the Sa can find the Ren, Nephra­
Ka can become virtually immortal,
bringing all his spiritual parts together
and taking over another human body,
transforming it both visually and to­
tally into a new self. Only being
stabbed with all the daggers within
one move will destroy him then.

REWARDS
The investigators receive normal

Sanity rewards for destroying a
mummy and a ghoul. They can re­
ceive 104 for destroying the aura.
Anyone receiving a bite from aghoul
were-hyena will be relieved that they
show no adverse effects at the next
full moon. This feeling is only short­
lived, as they become a ghoul at the
next new moon-the night the ghoul
priests worship their charmed god. n
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