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6 — Mansions of Madness

This scenario is designed for play with one or more inves-
tigators. One investigator must live in his own home in an
expensive upper-middle class or better residential neigh-
borhood. Across the street from this investigator dwells a
kindly widower, Mr. Corbitt.

Player Information

The scenario begins on a Sunday evening in the home of
the selected investigator. Either he, or possibly his guests
(other investigators), are sitting around a dinner table or
living room. One of them, looking out the window, notices
the neighbor, Mr, Corbiut, park his nutomobile in front of
his house across the street. Unaware he is being watched,
Corbitt exits the car and pops open the trunk, withdrawing
from it two canvas-wrapped objects. One of the objects is
small and round, the other approximately the size and
shape of a small baseball bat

Carrying these to the front door, Corbitt holds them
both under one arm while struggling with the stubbom
lock. The larger of the two packages slides loose and falls
to the front porch with a resounding plop. The canvas folds
fall open and the watching investigator catches a glimpse
of something white and cylindrical lying in the gloom. If
the investigator can make a successful Spot Hidden roll he
will see at one end of the object what looks to be the hand
and fingers of o small child! (Lose 0f1D3 points of 5AN.)
Glancing around quickly to assure himself no one is watch-
ing, Corbitt quickly wraps the item up, then, after success-
fully unlocking the door, disappears into the tightly-shut-
tered house A moment later a light appears in a basement
window quickly blunted by a hastily drawn shade. If any-
one should quietly approach this window and make a suc-
cessful Listen roll he will hear gurgling noises and the
crackling of electricity.

As far as the investigators know, Bemard Corbitt has
always seemed a quiet, inoffensive, and normal man. His
only oddity is a touch of absent-mindedness. As mentioned
previously, he lives on a large, well-kept estate across the
street from one of the investigators, with whom Corbitt has

Mister Corbitt

In which the investigators get to know their neighbor and his family a little
better than they would like.

anodding relationship. He is one of the more respected and
prominent businessmen in the area and his habits and man-
nerisms are known to most of his neighbors.

Years ago Corbitt would ofien leave home for long pe-
riods of time, traveling out of the country to attend to his
business. However, the last few years have seen him spend-
ing more and more time at home. He maintains regular
hours, working five days a week in his downtown office,

Corbitt’s membership in the local businessmen’s club
sometimes keeps him out late, but other than that, he seems
to have very little social life, not an unusual pattern for an
over-forty widower, During weekends he usually stays at
home quietly but he regularly goes out in the late afternoon
on Sunday, usually retuming home before dark. If the
neighbor investigator can make a POwW x2 roll he has no-
ticed that Corbiit's late-afiernoon weekend excursions al-
ways lake place on Sundays between the hours of five-
thirty and seven or eight. Failing this, investigators will
have to keep an eye on Corbiit's comings and goings in
order to recognize the pattem,

Today, the Sunday on which the adventure begins, is no
different from those previous, except for the strange and
sinister items Corbitt scems to have collected on this
evening's excursion.

Mr. Corbitt’s personal history is also well-known in
town. Bom locally, Corbiit is the son of the late Theodore
Corbitt who founded the small but very successful Corbin
Importers of America, now owned and operated by Ber-
nard. Bernard took over the business fourteen years ago
when the elder Corbin was accidentally killed while the
father and son were hiking in the mountains of India.

Once married, Corbitt is presently a widower and lives
alone. His investigator neighbor will know that his wife has
been dead at least o dozen years,

Local people, including the investigators, all know
Corbitt to be a kindly and gentle individual. At one time a
medical student, Corbitt has ofien provided neighbors with
small bits of medical assistance. Two years ago his timely
first aid was credited with saving the life of a youngster hit
by a truck. He sometimes regrets having left medical




school to take over the family business but he is quick to
say that he has no complaints about his life.

Corbitt is an avid gardener and the neighbors, including
the investigator, are often recipients of the fruits of his
bountiful vegetable patch. In a greenhouse off the back of
the house he raises orchids and other exotic flora.

Keeper’'s Summary

Corbitt, a servant of Yog-Sothoth, has been indefinitely
insane since witnessing the terrible death of his father on a
windy mountaintop in India some fourteen years ago at the
hands of Ramasekva, a multi-limbed manifestation of Yog-
Sothoth. The experience caused Bernard to lose a large
amount of San and left him with a split personality and
partial, somewhat selective, amnesia,

He shortly thereafter mamied a young girl and then
allowed Yog-Sothoth (who took the form of Bemard
Corbitt) to father a pair of twins upon his bride. When the
children were bomn nine months later it caused the death of
both his wife and the more nearly normal of the two twin
boys. The surviving son, a grotesque creature, has been
kept for years in a secret basement room, fed and surgically
maodified by Corbitt to meet Yog-Sothoth’s unfathomable
demands. Growing at a progressively increasing rate, the
creature will soon be ready to fulfill its destiny, to the pride
of its foster father and the horror of the sane world.

The currently immature form of the creature is not hard
to kill, nor is the cautious and confused Mr. Corbirt likely to
present much of a problem to ruthless investigators. The
adventure does present a roleplaying challenge in that
Corbitt is a neighbor, not a stranger, and thus might retain
some right to being treated fairly and humanely.

Also, the well-to-do investigator who is the neighbor of
Mr. Corbitt should be reminded that there might be a lot of
questions if he and his friends simply blew up Corbitt’s
house with dynamite, or blasted it with long-range punfire.

The Yog-Sothoth Connection

Fourteen years ago Bernard Corbitt was called to India by
his father, an amateur student of the occult. The elder
Corbitt had happened upon a remote mountain village that
worshipped Yog-Sothoth in the form of a muli-legged,
multi-armed Indian demon called Ramasekva. Making use
of certain hallucinogenic drugs manufactured by the culi-
ists, the father had worshipped with the tribe and seen the
manifestation of the god.

Yog-Sothoth, after reaching out to read Corbitt's
thoughts, commanded the man to bring his son before him,
promising the elder Corbitt power beyond imagination and
eternal life for the both of them. Believing that he was
doing something wonderful for his only child, Theodore
Corbint despatched a telegram to America urging Bemard

Mr. Corbint—7

to join him immediately in India. Bernard left medical
school, never to return.

In India, Bernard followed his father into the mountains
and there, after ingesting the drug, was confronted by the
Ramasekva manifestation of Yog-Sothoth. Bemnard's father
was destroyed and consumed by the god who then reached
out and touched the terrified young Corbitt. Impressed by
the young man’s intelligence and force of will, the god
spared the youth to be his servant. Since that time Bernard,
his mind warped by the god, has lived to serve Yog-
Sothoth. On his chest he bears an ugly burn scar nearly two
inches wide, a mark that resembles the outline of the mulii-
limbed Ramasekva and would prove Corbint was touched
by the god to any expent stident of Indian occultism.

Returning from the mountains, Bernard explained the
disappearance of his father by telling the authorities the
man had slipped and fallen into a deep ravine while the rwo
were being pursued by bandits. The disheveled, haggard
appearance of Bernard went a long way toward convineing
the magistrate that his tale was true. Upon his return to
America, Bernard quickly made arrangements to take over
the family business. His mother, broken by the death of her
husband, soon lapsed into early senility and was supported
by Bernard in a New York nursing home until her death
three years later. Since the demise of his mother, Bemard
has been sole owner of the firm.

Less than a year after his experience in the Punjab,
Corbitt met and married the young Lynn Meyers. Yog-
Sothoth soon reached out to Corbitt’s mind and demanded
the right to father children upon the woman. Using his own
supply of the drug, distilled from the hallucinogenic plants
now cultivated in his greenhouse, Corbitt called forth Yog-
Sothoth. While the young man cowered in the basement, an
avatar of the Outer God, in the perfect resemblance of the
husband, bedded Corbitt’s wife.

Mrs. Corbitt, unaware that her pregnancy was caused
by something not human, went the full nine-month term
before delivering, at Corbitt’s insistence, in their own
home, Corbitt was the only person in attendance at the
birth, but & private nurse, Mona Dunlap, hired by Corbilt 1o
help care for his wife, was attracted by the shrieks of the
delivering woman. Opening the door to the room, she was
unfortunate enough to witness the birth of the horrible sec-
ond twin. Driven permanently insane by the sight of the
thing, she was hospitalized in a near-comatose state in the
local public sanatorium, to eventually die there eight years
later.

Corbitt hurriedly hid the surviving twin in a specially
prepared room in the basement, then notified the authori-
ties of the death of his wife and infant son. The condition of
the nurse he was unable to explain, theorizing the poor
woman must have suffered an untimely stroke while at-
tempting to deliver the child. He himself — as Corbitt was
quick to explain to the police — was not present at the time



& — Mansions of Madness

LOCAL BUSINESSMAN KILLED
IN ACCIDENT

It was learmed today that Theodore
Corbitt, owner of Corbitt Enterprises of Amer-
ica, is dead, victim of a tragle accident while
vacationing in India. Corbitt, while in the com-
pany of his son, Bernard, died in a fall while
the two were traveling through the high moun-
tains of the Punjab.

According to authorities, the two men were on a
hiking trip when they were set upon by a group of
bandits known to frequent the area. While being
pursued down the mountainside the elder Corbitt
apparently lost his footing and fell 1o his death. His
son managed to escape, eventually making it to
safety. The elder Corbill’s body has not yel been
located and authorties fear that it may be lost,
possibly consumed by the wild degs that roam the
mountain.

Theodore Carbitt is survived by his wife, Elaine,
and ane son, Barmard, At this time it is not known if
Bernard Corbitt will take over managemeant of Corbitt
Enterprises.

— (daled 14 years ago)
= Tt Coetul! Papers 1

of the birth and had only just returned home from his office
to make the grisly discovery. The police, unable to see any
reason for foul play, believed the story.

At the urgings of Yog-Sothoth, Corbitt began preparing
to equip the creature in his basement for life on this plane
of existence. As it lacked limbs as well as lungs and other
organs, Corbitt acquired the necessary parts through the
agency of an unscrupulous hospital orderly named Ran-
dolph Tomaszewski. Tomaszewski, bribed with drugs sup-
plied by Corbitt, saves certain desirable body pans from
incineration and puts them with the regular hospital trash,
which is eventually hauled away o the town dump. Corbitt
makes twice weekly trips to this dump, Wednesday and
Sunday evenings, and searches the fresh trash for any trea-
sures sent his way by Tomaszewski.

In order to perfect the techniques needed to medify the
child, it was necessary for Corbitt to spend many years
experimenting with the organs and limbs sent his way.
Using a combination of modern surgery and arcane magic,
he created a number of living and semi-living “ex-
periments,” most of which can be found buried in his veg-
elable garden. Once sure of his procedures, he began by
grafting lungs to the incomplete creature, Other organs
were later added and then came the limbs — many limbs.

The child is to be called Man-Bagari, a grotesque par-
ody of its multi-limbed father Ramasekva. It is destined to
become the Bridge, a necessary part of The Opening of the
Way. After many experiments, Corbitt has recently begun

attaching numerous arms and legs 1o the child-thing, with
excellent success. Pans deemed unsuitable have been used
in other experiments or fed to the ever-hungry Man-Bagari,
who eats only uncooked flesh. Parts that are totally unus-
able are buried, along with Corbitt's many dead experi-
ments, in the vegetable garden where they fertilize the ripe,
red summer tomatoes the neighborhood so much enjoys.
Corbitt presently finds the nearly mawred Man-
Bagari's growth to be increasing at a disturbing rate, neces-
sitating more and more small limbs. Also, its appetite has
become almost insatiable. Corbitt, a good foster father 1o
the child-thing, has pressed Tomaszewski to provide him
with more and more paris. Tonight, Corbitt will feed a par-
tially decayed spleen to the growing creature and will add
the near-perfectly preserved left arm of a young girl to
Man-Bagari's ever-growing collection of appendages.
Corbitt goes about his life, respected by his neighbors
and giving no outward sign of his connections with Yog-
Sothoth or with the horrors he keeps in his basement. Care
must be taken by the keeper so that Corbitt does not expose
himself. He will not reveal his magic abilities unless he is
in fear of his life or is sure there will be no surviving
witnesses. Yog-Sothoth 1akes lintle interest in the situation,
and if the Outer God senses that the investigators are inter-
fering with his needs, he will rely on Corbitt to take action
against the characters rather than taking any action himself.

Corbitt is likely to regard any threat to his pampered
child-thing as an attack on his “family”. He is loyal to
Yog-Sothoth and solicitous of the thing's welfare, and will
do whatever is necessary to preserve the creature's life. But
he will refrain from using more force or violence than is
necessary; he actally is a gentle man (remember that so
far, he has neither wounded or killed anyone, though he
certainly has accepled several killings by Yog-Sothoth
without question). One obvious tactic for Corbitt is simply
moving 1o another quiet residential neighborhood in an-
other town. Calling the police on the investigators is more
risky, but possible. His experiments with exotic hallucino-
gens have brought him a knowledge of obscure plant-de-
rived toxins and hallucinogens which can be used as indi-
rect attacks against the investigators. Some of these sub-
stances must be ingested and Corbitt will inject them into
food or use them to lace a drink. Others are airborne and
Corbint might apply these to a dusty rug that he beats when
the investigators walk by. His compounds cause the victim
to experience intense hallucinations. Anyone failing a re-
sistance check against Corbitt’s hallucinogens will suffer
from illusions of horrifying monsters, cataclysms, ete. The
effects last 2D4 hours and will cost the victim 1D4 san
points. Corbitt's poisons are so unusual and so subtle that
current forensic science is unlikely to detect their presence
{25% chance of success).

As a last resort, Corbitt will call upon Yog-Sothoth
himself to destroy the investigators. Yog-Sothoth, should




he condescend to respond, will
then attack the characters with his
bolts of silvery fluid energy. The
keeper is warned against bringing
such an awesome being as Yog-
Sothoth directly into the adven-
ture without proper ritual and
need.
Corbitt’s damaged mind re-
Hermard Corpir 12ins little or no memory of day-
to-day events, especially if they
are Mythos related. Since becoming aware of this problem,
Corbitt has kept a daily journal (see below). Even so, only
if cured of his insanity will Corbitt be able to fully compre-
hend all of the unspeakable acts he has committed or al-
lowed to happen over the last fourteen years,

BERNARD CORBITT

STR10 COW12 SIZ12 INT 17 POW 19
DEX13 APP15 EDU 15 SAN 22 HP12
Damage Bonus: none

Skills: Anthropology 70%. Astronomy 90%, Botany 97%, Chamis-
try 80%, Concoct Untraceable Poison 75%, Cthulhu Mythos 31%,
Drive Automobile 55%, Fast Talk 55%, First Aid B0%, Geology
45%, History 70%, Occult 45%, Pharmacy 85%, Speak French
60%, Speak Punjabi 30%, Speak Spanish 35%, Spot Hidden BO%,
ReadMWrite Chinese 55%, Read Sanskrit 40%, Unorhodox Sur-
gery BY%:, Zoology 60%.

Spells: Call Ramasakva, Contact Ramasekva, Dread Curse of
Azathoth,

Investigations
Local Newspaper Stories

If the investigators check the back issues of the local news-
paper, either at the newspaper’s offices or at the local li-
brary, they may find several stories of interest [see The
Corbitt Papers #% 1, 2, 3]. A successful Library Use roll
will be necessary to find each entry, and in the case of the
Tomaszewski story, they must know of this man’s existence
in order to notice the article.

The Hospital Connection

Corbitt was directed to seek out someone who could pro-
cure the necessary limbs and organs. Contemporary medi-
cal procedure calls for removed body parts to be first
wrapped in canvas (to keep anyone from seeing what they
are) then disposed of in the hospital incinerator. Occasion-
ally, specimens are saved for hospital and medical school
experiments.

Corbitt has found an orderly, Randolph Tomaszewski,
who is willing to select and save certain items he is in need
of. Tomaszewski has the unpopular assignment of cleaning
up operating rooms and disposing of the rubbish found
therein. Insiead of following normal procedure, he simply
puts some of the organs in with the unburnables and lets
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LOCAL MAN ARRESTED IN
ANIMAL SLAYINGS

Police today announced that a suspect has
been arrested in connection with the recent rash
of pet kidnappings in the southwest part of town.
Although released later for lack of evidence, Ran-
dolph Tomaszewski is considered the prime sus-
pect in the recent disappearances of nearly a
dozen dogs and cats from the homes and yards of
the neighborhood surrounding Central Hospital.
Tomaszewski is employed at the hospital as an
orderly.

It will ba remembered that many of the missing pets
have been discovered later in parks, usually mutilated or
partially eaten. Public outcry over the atrocities has been
strong and palice hope that they have uncovered a lead
that will eventually allow them to close this case.

— (dated 3 manths agao)

— The Corhitt Papars &2

OBITUARIES

CORBITT, Lynn Anne Meyers, aged 22. Died
in childhirth, in her home. A graduate of the
Pierpaint school, Mrs. Corbitt was married to local
businessman, Bernard Corbitt, two years ago. Fu-
neral services for both mother and child will be
held Saturday afterncon. Mms. Corbitr is survived
by her parents, Edward and Shirley Meyers, and her
hushand, Bernard Corbirt, president of Corbite En-

terprises of America.

Nurse Hospitalized After
Accident In Patient’s Home

Professional nurse, Miss Mona Dunlap
was admitted to Central Sanitarium yesterday
following an accident that took place in a
patient's home. Her condition was diagnosed as
SETIoUS.

Miss Dunlap, hired by Mr, and Mrs. Bernard Corbitt
to help with Mrs, Corbitt's confinement, apparently
suffered a stroke while attempting to deliver the
Corbitt's baby unassisted, Mr. Corbitt returned from his
office Wednesday afterncon to find Nurse Dunlap un-
conscious and his wife and infant son dead due to
complications of birth, Doctors at the sanitarium say
the woman has yet to regain consciousness and it may
be some time before the full extent of her injuries are
known.

— (both articles dated 12 years ago)

— The Cortitt Papers &3
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them be hauled away to the dump. The dump site itself is
mainly unsupervised and located in an uninhabited area,

When dealing with Tomaszewski, Corbitt is in his near-
possessed state and most of the time remembers almost
nothing of his relationship with the orderly. Traveling to the
hospital during his lunch hour, Corbitt usually takes
Tomaszewski groceries, vegetables from his garden, and
hallucinogens from his greenhouse. All of these,
Tomaszewski greatly appreciates.

Tomaszewski is a deranged, deluded worshipper of
Satan who uses the mild drugs supplied him by Corbirt in
fruitless attempis to “contact the dark master.” He believes
the organs are being fed to wild animals so they can de-
velop a taste for the flesh of children. He expects these
beasts will then be possessed by his evil lord, and go on a
rampage. Tomaszewski is paranoid, sadistic and masochis-
tic. He lives in a one-room apartment on the fourth floor of
a downtown building, the place filled with the paraphema-
lia of his misguided beliefs, If the characters are able to
track Tomaszewski down and confront him, he’ll panic,
artacking the nearest character and then attempting to es-
cape by running through the halls. Such an encounter will
most likely take place in the hospital — or his home — and
several floors up. Tomaszewski will use the nearest win-
dow to attempt an escape, only to fall screaming to his
death. A search of his body, his apartment, or his locker at
the hospital will tum up samples of Corbitt’s drug as well
as objects used in the man’s satanic beliefs.

RANDOLPH TOMASZEWSKI, Hospital Orderly
STR14 CON15 SIZ14 INT 11 POW 10
DEX 13 APPS EDU & SAN 15 HF15

Damage Bonus: +1D4

Skills: Dodge 409, Hide 50%, Occult 65%, Sneak 30%.
Spells: None

Weapons: Fist/Punch 60%, 103

Kick 40%, 1D6

Grapple 75%, damage special
Switchblade 45%, 1D4

The Sanitarium

If the investigators learn of the existence of the nurse,
Mona Dunlap, and track her down to the local sanitarium,
they will be told the woman died six years ago without ever
regaining consciousness. The attending physician still
works at the facility and if the investigators can make a Fast
Talk, Oratory, or Debate roll, the doctor will be willing to
talk with them. He can tell them little about the woman's
case the investigators don't already know, but he will re-
veal that, just moments before her death, the patient did
regain consciousness. Her last words were: “*1t was awful!
It didn't have any arms or legs or hardly a face! It should
have died! It should have died along with the other one!™

Garbage Hunts

If the investigators follow Corbitt
on one of his garbage hunts they
will have to make two Drive Au-
tomobile rolls to keep sight of
their quarry while lagging far
enough behind to keep from alert-
ing the suspect. If either roll is un-

successful, the wary Corbitt de-

Randolph Tomaszewski  tects them and turns down an al-
ternate road leading them on a
merry, but slow, chase that lasts almost three hours. The trip
seems more like a Sunday drive through town than an eva-

sion.

If the investigators are able to escape detection, the
unsuspecting Corbitt leads them to the city dump. Birds
circle the closed-up place, and the investigators may watch
while Corbitt slips through a hole in the chain link fence,
Once inside, Corbitt makes his way to one or two specific
piles of junk and from them extracts several canvas-
wrapped objects. He opens each and either discards the
object if the part is too mutilated or decayed, or keeps it if
it seems whole and useful. When he has one or two bags, he
will sneak back out. Investigators watching him from the
fence will have to make rwo Hide rolls to avoid being seen
while those following him into the dump will have to make
two Sneak rolls. Modify these according to the
investigators’ actions, but any unsuccessful roll will indi-
cate that Corbitt has spotted someone. It is probable that
Corbitt will ignore the investigators® presence, pretending
he has not seen them. However, he will now suspect the
group and begin laying plans to distract or mislead them.

Confronting Corbitt

If the investigators later visit Corbitt and guestion him
about these happenings, he discloses only that he has been
gathering bark and foliage samples for his studies. If his
frequent trips to the garbage dump are mentioned he ex-
plains that the dump is the best place to gather certain mold
specimens important in his research into special plant fer-
tilizers. He will go so far as to offer to give the questioners
a tour of his greenhouse should they express any interest in
“the gentle science of botany™ (See the section “The
Greenhouse™ below.)

If the characters choose to confront Corbitt at the dump,
he quails at their approach, He will not willingly reveal the
contents of his packages and fumblingly claims they are
tree branches bearing certain types of fungi he has been
searching for. If the investigators take the packages by
force Corbitt will try 1o escape to his automobile and drive
home. Corbitt only reveals his magical abilities if faced
with death or immediate incarceration. One of Corbitt’s
packages contains a human liver (0f1 5aN loss) and the




other the mangled leg of a ten year old boy (1/1D3 SaN
loss),

Corbitt’s Trip

If Corbitt’s actions fail to arouse the interest of the investi-
gators, he one day comes to the neighboring investigator’s
home and knocks on the door. When the investigator ap-
pears, Corbitt explains he is going on a week-long business
trip to New York and asks if the investigator would mind
keeping an eye on his place and collecting his mail. In
retum, Corbitt offers the investigator a basket of fruit and
vegetables freshly picked from his garden — a token of his
appreciation. The gift is benign and delicious (or at least
previous such gifts from the genial Corbitt have proven 1o
be so0).

If the investigator asks what type of business trip,
Corbitt replies, “Oh, don’t you remember? I'm in the im-
porting business, Corbitt Importers of America. [ have to
make arrangements with the Customs dept. regarding the
quarantine of a special shipment 1'm expecting soon.”

If the investigators have had past dealings with Corbi,
he asks, “Anything you want? Anything I can hunt up for
you? | expect to be in contact with some associates just
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returned from the Orient.” If the investigators make a re-
quest, Corbitt says he'll try his best. After the investigator
agrees, Corbitt gives his thanks and departs.

If Corbitt suspects the investigators have been waich-
ing him, the gifi he offers will be laced with a hallucinogen
POT 16. If an investigator can make a Spot Hidden roll at
-10% he will notice the small needle holes in the bottoms of
the fruits and probably avoid ingesting the drug. If the fruit
is consumed the investigator will have to make a successful
resistance roll or suffer the effects of the drug, These effects
include hallucinations of monsters, fits of screaming, pro-
fuse sweating, and loss of control of basic bodily functions.

If the neighbors have any guestion about an
investigator’s current state of mind, seeing him running
down the sireet in soiled trousers, screaming at the top of
his lungs about horrible monsters chasing him, ought to
convince them the character is in need of a long rest.

Corbitt’'s House

In the following section the yard and interior of Corbitt's
house is described. This is an expensive and respectable
neighborhood, and if the investigators are spotted breaking

M. Corbitt’s
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and entering by a neighbor or a passing motorist, it is likely
that the police will be called.

The Greenhouse

The back of Corbitt’s extensive grounds is his greenhouse,
Here he raises a number of dangerous and exotic plants
along with a few harmless orchids. If Corbitt is giving a
tour, he will allow the investigators only a few minutes in
the greenhouse, explaining that the plants are very delicate
and sensitive to the slightest change in their environment.
The investigators will be allowed no more than fifieen min-
utes in the building. If the investigators enter on their own
they can of course spend as much time as they like. Every
fifteen minutes of investigation allows one Botany roll.
Each roll reveals one of the following (in this order):

1) many of the plants are unusual specimens found only in
the remotest parts of Asia, Africa and South America:

2) aside from Corbint's orchids, most of the plants contain
powerful narcotic chemicals or toxing, and the collection
includes such things as coca and cannabis bushes, foxglove
and fly agaric plants, and deadly nightshade.

3) Two of the plants show no resemblance 1o any earthly
species and are of unimaginable origin,

The Orange Vine: One of the dangerous alien growths in
the greenhouse is a vine sporting large orange and blue
leaves. If one of these waxy, bitter-tasting leaves is thor-
oughly chewed, the chemicals it contains stimulate the pi-
neal gland allowing a characier to see objects outside of
this reality. Unfortunately it also allows the character to be
seen by the creatures who inhabit this ‘outside” world. I
can happen randomly {make a POW x 1 roll) or be brougli
on with concentration {successful POW-INT roll} any time
within three hours after ingesting the chemicals.

Such delvings into another reality last POW+1D10 min-
utes and reveal to the investigator a dark, rock-strewn land-
scape decorated with crysialline growths and occasionally
lit by flashes of rose-colored lightning. An investigator can
*explore’ this new world, moving about simply by exerting
his will. Anyone who explorés this new world for at least
ten minutes will increase their Cthulhu Mythos score by
1D4%. For every ten minutes spent exploring there is a
50% chance of being noticed by one of the denizens of this
world. The first intimation an investigator will have of this
is the sight of a scuttling spider-like form advancing across
the landscape directly toward him, Seven feet tall and ema-
ciated-looking, the scuttling thing hungers for human
blood. It will attack without hesitation and unless the char-
acter can escape this alien dimension (with a successful
POWx3 roll), he will have to fight with the creature. Inves-
tigators who have not chewed the leaves are unable to see
the monster and will watch helplessly as their companion’s
clothing and flesh are tom away and large quantities of the

victim's spurting blood sucked away into nothingness, See-
ing this event will cause a san loss of 1/1D6.

DIMENSIONAL BEING

STR18 CON16 SIZ19 INT 7 POW 10
DEX1& HP17

Mowve: 10

Weapons: Claws (x2) 63%, 1D8+1D6 damaga.
Sanity loss: 1/108

The Purple Flower: The second alien plant in the green-
house has spiky blue-green leaves and a large, fleshy, white
and purple flower. Sensing mobile lifeforms by their vital
energies, the plant atiempts to kill the lifeform and tumn it
into fertilizer for itself, After an investigator has been in the
greenhouse 40 minus (POW+CON) minutes, the plant tumns
silently tumn toward the character. The character will only
notice the slowly moving plant with a Spot Hidden roll. If
the investigator remains unaware of the menacing growth it
attacks by emitting a cold, cloudy gas that does not imme-
diately kill the character but rather sets in motion a rapid
decomposition of the victim's flesh.

Should the investigator inhale the gas before managing
to flee the greenhouse (by failing a CON x4 roll), he will,
within sixty seconds, begin to rot, losing 1D3 hit points
every round thereafter. The victim will suffer an intolerable
amount of pain as his flesh blackens and splits open like
rotting fruit. This process continues until there is nothing
left but a brown mush along with whaiever metal objects
the investigator may have been carrying at the time. Inves-
tigators who witness this will lose 1/1D6 points of 5ax.

The Vegetable Garden

Should the investigators hit on the idea of digging up
Corbitt's large vegetable patch they will be quickly re-
warded with the discovery of the grisly remains of the
madman’s many experiments. Rotting ribcages, decaying
heads, and, most frightening, the grafied atrocities created
by the insane Corbitt can all be found here. Headless
corpses with legs where arms should be, a human trunk
with six human feet growing from the ribs, numerous limbs
and other indefinable lumps of mud-coated human anat-
omy will cost the diggers a cumulative 0/1D4 5aN.

Entering the House

Eventually, the investigators should get around to peeking
into the house itself. At the very least they will have to visit
it in order to collect the absent importer's mail. When near-
ing the house, the investigators hear the crash of breaking
glass and the rattle of fumitre coming from the front base-
ment window. If they look through the window, into the
basement work room, they see something vaguely manlike
flash into view for a split-second before jumping into the
shadows. To all appearances, it seems as though a burglar is
afoot. If the players think to call the police, suggest they




may not get there in time to apprehend the thief before
he makes his getaway.

Corbitt’s Early Experiment

In order to perfect his strange surgical/magical arts,
Corbint practiced for years on early collections of finds,
Some of his experiments died and others eventually had
to be killed, One that he's found particularly amusing
over the years Corbitt has kept around the house. This
creature is a thing made from discarded pans of humans
and consists of a woman’s head with two arms sprout-
ing from where there would nommally be ears and a
single human leg attached to the neck. The thing is
nearly mindless, its brains replaced by a rudimentary
digestive system. The experiment, allowed the run of
the basement while Corbirt is at work, hops and scam-
pers about, behaving for all the world like a
housebound cat.

The basement windows are shut but not locked; a
STR versus STR of 8 will open any of them. As the inves-
tigators crawl into the house, the door to the next room
slams shut, as if the thief has just fled. If the investiga-
tors pursue, the experiment, temrified by the intruders,
will make its way up the stairs and attempt to batter-in
the lightly-latched door (STR 5). If successful, the thing
will flee to the upper floors of the home, leading the
investigators on a merry chase. If comered, the thing
hisses and spits in a threatening way, its semi-human
face twisted with fear.

SCAMPERING WOMAN-THING, Early
Corbitt Experiment

STR S COMN G SIZ5 INT 5 POW 5
DEX 8 HP 7

Weapens: Charge 30%, special, The crealure can charge pao-
ple if scared and trapped. If it succeeds with its attack, match its
STR versus a targel's pex. If the creature is successful, the
investigator falls and takes 103-1 damage. With the scamper-
ing thing kicking and charging at him, it will take the investigator
103 rounds 1o stand up.

Move: 9
Armor, Spells, Skills: none
Sanity Cost: 11108

The Ground Floor

The only room of special interest on the ground floor is
the front room, which contains several important items,

Front Room: This room is used by Corbitt as his study,
Above the desk is a collection of books standing on a
single shelf. The four most interesting books include an
Arabic copy of the Koran, a copy of Twenty Experi-
ments in the Ocenlt by the charlatan Dr. Arthur Turnley
(no Mythos or spell bonus), a well-worn copy of True
Magick by Theophilus Wenn (+6%%, x2 Spell Multiplier,
-1D8 5AN), and a large, crudely-fashioned book bound
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Corbitt’s Journals

Some notable excerpts are listed below; Journal One is from
fourtean years ago and Journal Fourteen is for the present
year. Entries not listed are very mundane, with statements like
“Mothing occurred today,” or “Purchased new suit in my after-
naon off.”

Journal One

Seplember 10 — Anather embarrassing memary lapse today.
This journal should help me deal with the problem.

September 13 — | have had Mother gign the last of the legal
papers that transfer ownership of Corbitt Importers of America
from her to mysell. She seems 1o be doing well in the new
nursing home and | hope they can give her the treatment and
attenfion she needs. I'm afraid her condition continues to de-
cline rapidly. The death of Father seems 1o have unhinged her
mind. If she knew my role in his death, although | don't in the
least feel responsible, I'm sure it would kill her. She would
never understand the power of my new lord, Ramasekva.
Could she have but experenced those momenis on the moun-
tain when HE appeared in all his terrible magnificence! He
spoke with me and laft his mark upon my breast. Then he look
hold af my father and the two became one with each other,
Before devouring him, Ramasekva tore my father's head from
his shoulders....

October 29 — Have met a charming young woman at a sodial
gathering, her name is Lynn Meyers. | have aranged to take
her to the pictures next week, My lord, | think, would approve
of her,

December 12 — Spent thirty hours in ceremony, have located
Ramasekva. He wanis a bridge to the world, and needs my
help. | have agreed. My studies have shown that Ramasekva
is an obscure Asura, an East Indian damon. The Asura are said
to be older gods, the ones who ruled before the coming of
Shiva. Cerain things spoken of in Wenn's book lead me to
believe there may be a link fo a baing called Yog-Sothoth,

in cobra skin, called The Key and the Gate, written in San-
skrit. There are also fourteen leather-bound annual joumnals
dating back to the time of Corbitt's first encounter with
Yog-Sothoth, complete up to the current year. A black
looseleaf binder holds Corbitt's notes regarding his botani-
cal experiments. )

If an investigator can read The Key and the Gate he will
leam about Yog-Sothoth and his manifestation in the form
of the multi-limbed demon Ramasekva, who splits worlds
apart and devours the survivors. Reading this book adds
5% to an investigator's Cthulhu Mythos, but costs him 1D6&
points of SaN. It contains the spell Call Ramasekva. The
spell is fairly complete and can be leamed with an INT x3
roll. Casting this peculiar version of the Call Yog-Sothoth
spell does not involve building a stone tower, but does
require the use of a drug Corbitt manufactures.

The journals describe the life of Bernard Corbitt since
India. It will take ten minutes to leaf through a single vol-

Journal Two

January 10 — | found myself wanting lo make Lynn my wife
and have sealed the thought by propasing to har. She accepted
and we have set the date of marriage for March 9 of this year.
Ramasekva assures me the time is right.

March 13 — Have returned from our honeymaon, Lynn and |
have decided to keep the family place as It Is excellent lor
ralsing childran, In May, all baing well, Lynn will accompany me
on my trip to Caylon for a new herbal tea supply. This may be
my last trip out of the country far a while, A man who plans a
family must be willing to settle down a bit.

April 1 — Had 1o send Lynn to visit her mother while | cast the
ceremony. | dont believe she is ready to understand yel
Ramsakva has teld me he wants a union of llesh. He demands
the union be made with my wife. | am o awail thirteen days,
cast another, easier ceremany, and then walt, Ramasekva is o
take my place.

April 14 — Cast the ceremony in the moming and Ramaseva
came. | waited in the basement while he visited Lynn for
several hours. She seems to suspect nothing.

July 19 — Have told my wife to remain in bed throughout the
day, as she has taken ill frem her pregnancy, | ook the day to
contact Ramasekva. | am 1o deliver the child mysali, at hama.
My mastar has directed me to raise this child as if it were my
awn.

Movember 21 — Horror of homrors! My lite is ashes. Poor Lynn
want into labor today and in the course of giving birth to the
child ghe expired, despite all | did to save her. Nurse Dunlap
blundered into the room at the wrong mement, and when she
saw the child, look leave of her sanses. In trying to take care
of her | may have neglected Lynn at a crilical moment. At any
rate, she is gona and | blame only mysell, A second child, a boy,
was born dead, and | have turned both bodies over 1o the
funaral home. The child of Ramasekva | have hidden in the
basement. The thing is imbless and appears to have trouble
breathing. | don't think it can live for long.

{cantinued naxt page}

ume; in-depth reading makes for boring fare and takes a
half hour per journal: see the boxed section “Corbint’s Jour-
nals” nearby [see The Corbitt Papers #4].

Corbitt's complicated botanical notes, somewhat soiled
and faded, can be comprehended with a Botany roll and
will tell about Corbitt’s experiments with drugs derived
from the plants growing in his greenhouse. Investigators
will learn that Corbitt uses fly agaric, along with extracts
from several other of his plants, to produce the drug he calls
“Soma,” a necessary ingredient in the calling of
Ramasekva, Using this drug to elevate his state of mind,
Corbitt can then successfully contact Yog-Sothoth in his
Ramasekva guise.

This potent drug can be correctly compounded by an
investigator with a Pharmacy roll. A supply of the drug is
hidden in a carved Indian box under a sofa in this room,
The drug can be identified as a hallucinogenic by a compe-
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November 25 — The funeral of Lynn and the child was held.
Her parents were heartbroken and felt pity for me. | later
consoled them and promised 1o stay in fouch.

HNovember 26 — The ceremony of Ramsekva brought him forth
to explain the child. He said the thing would live and that | am
1o spend the next ten years preparing for a time when it would
need ma, When the time comes, | am to equip it for He on
Earth. it will be given imbs and lungs. | am not to contact
Ramsekova until ten years and a day have elapsed.

Decamber 14 — | have found someone o help me, a man
named Randolph Tomaszewski. He works at the local hospital
and assures me that he can supply me with the parns neces-
sary to the experiments | need to conduct over the next few
years. He is an unsavory type but | need his help. | have agreed
to supply him with a small amount of the drugs he desires and
he, in raturn, will try to fill my needs. Perhaps through associa-
tion with myself, he will find a way to better himself. He seems
a particularly irreligious and bitter man. Neot week | will make
myy first trip to the dump and see what my confederate has been
able to find for ma. The expariments should prove a challenge,
but | have every confidence that | can learn, especially with my
lord Ramasekva’s guidance.

Journals Three Through Twelve

Nathing of impartance fo this scenaria is included in this time
pariad. The journals covar three Irips to the East, acquisitions
of unusual orchids and ather botanical curiosities, the meeting
of sevaral old Iriends, work matters and varlous accounis of
mundang purchagas and such, “Experimenis” are accasionally
mentionad but Corbitt does not alaborata.

Journal Thireen

Movember 25 — The child grows large, and the {ime has come.
Enterad tha caremony with Ramasekva. He told me that when
Spring has arrved that | am 1o search out fresh lIimbs and
organs to be added 10 the creature — the time of experimenting
Is over, As the thing is still a child, | will use anly the limbs and

tent analyst, and if ingested, costs the user 1D4 SAN from
the cosmic visions it reveals.

A second successful Botany roll will allow the investi-
gator to leam about the two alien species of plants kept by
Corbitt and perhaps allow them to avoid their respective
dangers. Their true origin is obscure but Corbitt claims the
seeds were gifts from Ramasckva.

Elsewhere in and around the desk there is nothing of
particular impornance. Four expensive dictionaries sit in a
drawer: Ancient Greek to English, Sanskrit to English, Chi-
nese to English and Russian to English. The other drawers
contain envelopes, paper, pens, ink bottles and a supply of
paper clips and elastic bands.

The Second Floor

Master Bedroom: This is the room of Bernard Corbitt; it is
relatively well kept, the closet only a third full of clothing.
A framed photograph of Corbilt's late wife has a prominent
place atop the nightstand next to Corbitt’s bed. There is

organs of children. My experiments show that the more youth-
ful paris adapt much better than older ones. Any pars that are
unusable | am direcied 1o feed to the child. Ramsekva wanis it
to develop a taste for such things and says thal it is now the

time for growing.

Journal Fourteen
March 19 — Tomaszewski says | am asking too much of him
and claims that he is having difficulty supplying me with parts.
The needs of the child increase all the time and | have boosted
again the strength of the drug | give the man, hoping thal it will
entice him to be more cooperative. | fear however that the drug
simply exacerbates his derangement.

| must admit to feeling guilt — aiding and abetting his false
beliels somehow seems wrong. However, to try and tell him the
truth would, I'm afraid, serve only 1o further unhinge his mind.
| will continue the pretense of believing in his ‘Master.” | value
the services Tomaszewski renders 0o much to risk further
damage to his grasp on reality.

Maost cf the child's organs are now in place and a few limbs
have been attached. The grafts heal nicely. My years of exper-
imenting are paying off.

March 28, April B, April 11, Apnl 19, May 14, May 25 — These
datas contain similar statements to those above. The increas-
ing growth rate of the child-thing, necessitating Increasingly
fraquent trips 1o the garbage dump, is a source of surprise (and
pleasura) for Corbitt.

Added Entries

If Corbiit has reasan 1o suspact that the Investipators weare
plotling against him, he will include his thoughts in hls Journal,
If ha knows the investigators have followad him 1o the dump or
braken inte his hame, he will leave an antry that reads: "I am
belng followed, If | cannat lind & way to deal with them mysalf,
in the next caremany with Ramasekva, | will be forced to ask
for thelr destruction,” Another antry mantions the possibility of
sending Tomaszewski to deal with the investigators,

— Tha Covblif Papers #4

nothing of particular importance here (unless the characters
enter at night while Corbitt is asleep).

Nursery: This room was intended for Corbitt’s child; it
now sits empty but for a dusty crib. Nothing out of the
ordinary will be found here.

Empty Bedrooms: Spare bedrooms used by previous gen-
erations of Corbitts. They sit unfurnished and empty.

The Basement

Laboratory: One end of the lab is filled with various chem-
icals stored in jars along with numerous beakers, retorts,
mortars and pestles, and balances. Several dried plant spec-
imens litter the table. On the other side of the room can be
found Corbitt’s surgery. Scalpels, catgut, needles, rib
spreaders, clamps and other implements are all stored in a
large metal cabinet.

When nearing this cabinet, the faint sound of an electric
compressor can be heard and it might be noticed that the
lowest drawer gives off a faint draft of cold air, If opened,
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The Child-Thing



the investigators discover a host of refrigerated human
nerves, tendons and blood vessels, all carefully stored for
what looks like future use (lose 0/1 $ax). In another part of
the lab are bottles of glucose and saline solutions. The place
is slightly confusing as it seems to serve a surgeon, a chem-
ical manufacturer, and a plant breeder. The investigators
may wonder at the cost of all this equipment; several thou-
sand dollars is more than most men are able to spend on
their hobby.

The Creature’s Room: The closet in the south of the lab is
empty, but anyone opening this door will immediately no-
tice the fetid, unidentifiable smell that pervades the closed
space. Anyone who investigates and makes a Spot Hidden
roll will see the back wall is a false panel which can be
easily removed. If this panel is disturbed, the investigators
will hear a faint, plaintive, gurgling from the other side.
When opened and light is produced, the investigators can
see the “child.” The homor stumbles out of the room, mak-
ing its way toward the investigators. Thinking they are his
father come to add more limbs and organs, the as-yet unde-
veloped Man-Bagari reaches for the characters with its
multiple little arms, whimpering for food.

The creature’s body looks like a huge, dense mucus
with the consistency of an overcooked pudding. An interior
skeleton can be seen poking through the body from time to
time while three great vents, closed by wrinkly lips, rhyth-
mically aspirate the monster with puffing, wheezing
sounds, Ten human legs, all children's, though of various
colors and sizes, rim the lower pant of the body, providing
it with locomotion, while the fifteen chubby little arms
encircling the upper side of its body writhe about, grasping
at nothing.

The thing is quite featureless except for a wet circular
mouth located on the creature’s underside that gurgles and
coos softly, in a way that resembles the sounds a human
baby makes. The creatre frequently stops to squat and
scour the floor with wet sucking noises, searching for food.

The thing's waste products are passed out of its diges-
tive system via a sphincter opening atop the center of the
monster’s body, much like that of a sea urchin. A near
continuous stream of foul-smelling brown goo issues from
this hole.

The whimpering child-thing will follow the intruders
about the basement, looking for food. If fed (and the crea-
ture will only accept raw flesh) it will prove somewhat
tractable, if clumsy. However, at its current stage of devel-
opment it requires regular feedings and if denied food for
more than twenty-four hours it will tum vicious and attack
and eat any investigator that comes near il.

If Man-Bagari sees an open door, it attempls 1o escape
the house, running down the street with great curiosity and
enthusiasm, grabbing at things and trying to evade any at-
tackers. However, it can recognize its foster father, Mr.
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Corbitt, and will obey his commands as long as they are
simple and clearly stated.

MAN-BAGARI, the Child-Thing

STR25 CONSD SIZ25 INT 8 POW 22
DEX 3 HP 38 :
Move: 9

Weapons: Fist 50%, 103+206 damage, The Child-Thing can
make up to three Fist attacks per round, on three separate targets.
Grapple 50%, special, The Child-Thing can make only one such
attack per round, and no Fist attacks that round.

Bite/Suck, anly if victim is grappled or prone, 80%, 108 damage.

Armor: Monea.
Skills: Dodge 20%, Sense Food 90%.

Magic: Mone (yet). However, if the investigators take too long kill-
ing the haplass creatura, it could turn cut thal it has a chance 1o call
upon its father for help in its howr of need....

Sanity Cost: 1/1D10

If the investigators try 1o keep the thing alive and happy
they will find it requires at least three pounds of raw meat
per day to keep its appetite satisfied. These demands in-
crease by 109% per week, its growth rate accelerating in a
like manner. If the investigators are crazed enough to nur-
ture the monster as it grows, they each lose | SAN per week
of such folly. They soon notice disturbing changes taking
place — the creature's immature arms and legs grow larger
and stronger, its size increases, and it begins to talk to them,

In only a year's time from the beginning of the adven-
ture the creature reaches maturity and calls itself Man-
Bagari, the Bridge. All its characteristics are doubled and it
possesses 10 points of armor. It cannot fly, but will be
capable of jumping up 1o 200 feet in a single bound. In
adult form it can grab hold of a lifeform, buming it and
draining energy from it, 1D4 CON per round, converting
these points into hit points for itself; a side effect causes a
1D2 loss of App for each CON loss. Seeing the thing at this
stage of its development costs 1D3/1D20 san,

Any affection the thing may have felt for its keepers is
long gone and investigators will be viewed as so much
potential food. Man-Bagari will be able to summon Yog-
Sothoth simply by calling the Outer God’s name (in a thun-
derous voice) and expending 8 magic points. It will be able
to leave this plane at will. The creature serves as the son of
Yog-Sothoth, herald for the eventual Opening of the Way
and the coming of the Outer God.

Resolving The
Adventure

There are various ways 1o resolve this scenario and a num-
ber of things that can happen to the investigators. If the
characters are discovered meddling with Corbin’s plans he
first anempts 1o intoxicate them with one of his hallucino-
gens, causing in the victim the symptoms of insanity. More
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drastically, he tries to separate the investigators and then
murder them either with poison or magic. If the investiga-
tors have waited until the child is near maturity, Corbitt
may simply release his creature on them, knowing the time
for it to leave is drawing near anyway.

If Corbitt is unsuspecting of the investigators, but they
know of the monster, they have a choice of destroying it or
leaving it be. Destroying the creature will bring an award of
2D6 s5AN simply from the knowledge that the horrible thing
is gone. If they fully understand the thing's link to Yog-
Sothoth and its role in the eventual Opening of the Way, the
5aN award will be increased to 2D8+2 points.

If Man-Bagari is destroyed, Corbitt’s remaining shreds
of sanity will dissolve, leaving the man in a near-hopeless
condition. The investigators may turm him over to the au-
thorities, but if they realize that Corbitt’s mental state keeps
him from taking responsibility for the things that have hap-
pened, they may choose to try and help him get his life back
together. Successful rehabilitation of Corbint will bring an
additional AN award of 1D4 points.

Should the investigators allow the creature to escape,
they will eventually hear stories of horrific sightings and
people disappearing. Strangely bumt and shriveled corpses
will begin to tum up. These stories will go on for two
weeks, 1D10 stories in all, and will be broadcast across

radio stations and printed in the newspapers. Each time an
investigator hears one of these stories he will suffer an
additional SAN loss of 0f1D2 points.

If the investigators choose to not deal with the monster
themselves and instead notify the authorities, the police
will arrive and enter the house. When they find the crea-
tures, one police officer will faint and another run scream-
ing from the basement. The police will then contact the
United States Bureau of Investigation (renamed the FBI in
1935) who will, after amriving on the scene, kill the crea-
tures, confiscate Corbitt's books, notes, and medical sup-
plies, and order the house burnt down, The government will
then track down Corbitt (if he still lives) and arrest him on
some obscure charge. He will not be seen or heard from
again. Hint to the investigators that certain people within
the government are aware of the Mythos threat and practice
a policy of misinformation to avoid creating a panic among
the public. A statement will be issued claiming the house
was infected with a contagious disease that required imme-
diate and drastic control. It was decided that buming the
property was the most expedient method of dealing with
this threat to the public well-being. Allowing the police and
federal government to take over the case will award the
investigators less SanN, 1D10 if they do not understand the
link to Yog-Sothoth and 1D10+3 if they do. l

The Plantation

In which the investigators search out the secrets of a swamp in the Deep
South, and descend into the lair of a being of passive disposition, but
exhibting an insatiable hunger.

This adventure is intended for investigators who have had
at least some experience with the Cthulhu Mythos. Al-
though scholarly skills may prove helpful, violent confron-
tations with cultists, zombies, venomous snakes and evil
serpent people should be expected. Good weapon skills are
almost essential.

The beginning of the story is nominally set in Arkham
but at the keeper’s discretion it could begin in almost any
city in the United States as long as there is a college or
university nearby. One of the leading characters, Professor
Albert Gist, teaches at this school. Even this may not be

necessary. Gist's profession could be altered if the keeper
so chooses.

Keeper’'s Information

The investigators are about to become the unwitting
pawns of Yig, the Great Old One and god of the serpent
people. Yig has been angered by an ancient serpent woman
sorceress who for ages has been absorbing the energy of
magical sacrifices and rites properly intended for Yig. This
depraved and bloated snake woman dwells in an ancient



underground temple beneath a backwoods swamp in South
Carolina. Yig has suffered enough from this interloper and
intends to use both the investigators and a serpent man
sorcerer as the tools of his revenge.

The investigators will be drawn into this adventure by a
young boy from South Carolina named Joe, Joe has trav-
eled to Arkham in search of Albert Gist, brother of Caleb
Gist, owner of the plantation where Joe's sharecropper
family works and lives. The evil Caleb has kidnapped Joe's
older sister and intends to sacrifice her in an upcoming
ceremony to Yig. Caleb and his cultists disguise their Yig
ceremonies as rites to Dambala, the serpent god of Obeah.
The rites of Obeah are a practice which, to some degree, are
tolerated in parts of the South, Caleb has so far managed 1o
fool the local authorities but he himself has been duped by
the serpent sorceress. All the energies of his rites to Yig are
sucked off by the serpent woman and used by her to sustain
herself. The sorceress, much like a god, has taught Caleb a
number of secret magicks in exchange for the rites he per-
forms and Caleb honestly believes he has been dealing with
Yig.

Although the investigators may at first believe the solu-
tion is to simply do away with the nefarious Caleb and save
Joe's sister, they will soon learn their task is much more
difficult. Either by way of the Messengers of Yig or
through the serpent man the investigators will learn the true
purpose of their visit to the plantation,

The adventure is presented in five parts, as follows:

Part I: Strangers Meet

The adventure begins with a near traffic accident: the in-
vestigators are driving in crowded afternoon traffic when a
small boy (Joe) suddenly darts in front of their vehicle. The
child is slightly injured, probably not seriously, and asks
the investigators to help him reach the residence of one
Albert Gist, who lives not far from Arkham. Helping the
boy find the place, they meet the seemingly innocent Albert
Gist then become involved in a shootout when cultists trail-
ing Joe lay seige to the house. Drawn into the story, the
investigators will be led to South Carolina.

Part II: The Journey South

Whether the investigators choose to travel by rail or auto it
will make no real difference to the cultists on their tail. A
huge zombie will be sent against them — a foe they must
face and defeat.

Part IIT: South Carolina

Arriving in Charleston, the investigators will probably
have at least an evening and part of a day to research local
sources (libraries, newspapers) before the arrival of Profes-
sor Gist's friend, Elihu Winsworthy. Winsworthy will give
them a ride to the plantation. On the way to the plantation
they have time for stops in the small town of Walterboro
and at the Gist Country store, meeting two possible allies:
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Colleton County Sheriff Virgil Trucks and the Reverend
lsaac Hilson.

Part IV: The Plantation

The investigators will be able to stay overnight at the de-
caying Gist family mansion. They will meet the owner,
Caleb Gist, his mistress Elly, the evil overseer Rafe
Bodeen, innocent sharecroppers, Yig cultists, and finally,
an ancient and deadly serpent man sorcerer, brought here,
like the investigators, to perform Yig's bidding.

Part V: The Night of Yig

The perverted ceremony will probably be held the night
after the investigators arrive. They will have a chance 1o
witness the depraved rites and perhaps, be able to prevent
the dreadful sacrifice of Joe's sister to an ancient god. Dur-
ing the ceremony the homunculi servants of the serpent
woman sorceress will appear, digging up through their
muddy tunnels to snatch unsuspecting cultists entranced by
the celebrations. These filthy burrows lead back to the bur-
ied temple of the sorceress, the lair of the one that Yig has
marked for revenge. Two undercover cops from Charleston
might be spotted and the investigators might be able to
enlist their aid.

Cast of Important Characters (in
order of their appearance)

Joe: This 12 year old boy has arrived in Arkham searching
for help for his endangered family. Joe is seeking Albert
Gist, brother of the plantation’s owner, Caleb Gist, in the
hope that Albert will help him. Although frightened of both
Gist brothers, Joe has been unconsciously led here by Yig
in order to involve both the elder Gist and the investigators,
Joe will first be met when he is nearly run over by the
investigator’s automohile.

Joe has lately been the victim of disturbing dreams —
dreams brought on by the Messengers of Yig (sce boxed
text on Yig). Yig wants both Albert Gist and the investiga-
tors to aid him in ridding the plantation of the gigantic
serpent queen, To this end he has manipulated Joe's dreams
to show him the worst possible conclusion — the sacrifice
of his sister during the perverted Yig rites planned by Caleb
Gist. Joe bears, on his left side, the Mark of Yig and it’s
possible that during some point in the adventure the inves-
tigators will discover the sleeping boy being visited by one
of the sacred Messengers.

Professor Albert Gist: Gist, 44 years old, is intelligent and
educated, a visiting professor of psychelogy at Miskatonic
University. He is sane but unstable, obsessed with the mys-
teries of the occult and the hidden powers of the human
mind. Having gained an inkling of the true situation at the
plantation, he intends to use the investigators as body-
guards and assistants while he determines the facts, Believ-
ing Caleb may have made some occult breakthrough, he is
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both curious and jealous. Although he will pretend to be
interested in the welfare of the sharecroppers, they are ac-
tually of little importance to him. He shares the legacy of
the Gist family and, like his brother Caleb, wishes deeply to
make contact with what he calls “the outer forces™. Albert
may try to replace his brother as the leader of the upcoming
Yig ceremony.

Special Note: Although Albent will be required to make
SAN rolls and have points deducted from his SAN total, he
will not be subject to insanity caused by any manifestation
of Yig or his powers. His overriding obsession to make
contact with Yig is practically an insanity in itself.

Big Rafe Bodeen: This is the new overseer at the planta-
tion, recently hired by Caleb Gist. A huge, hulking brute,
the 28-year-old Bodeen will first appear in Massachusetts,
attempting to kidnap or kill little Joe. If Bodeen is not killed
or arrested, he will return to South Carolina, showing up at
the plantation to further trouble the group.

Sheriff Virgil Trucks: The Colleton County Sheriff is
headquartered in Walterboro, along the route to the planta-
tion. Trucks is quite aware that Caleb Gist is up to no good,
but hesitates to make a move against the man. Caleb is a
long-time landholder in a tradition-bound South and wields
considerable local influence. The large masses of worship-
pers that have lately shown up at the plantation, ostensibly
to worship Dambala, also deter the Sheriff from actively
involving himself. His small force of men would be no
match against such a large and well-armed group should
the cultists decide to resist. However, the recent murder of
a Charleston detective has aroused the Sheriff's ire. The
Sheriff's role is undefined and he may be used as the keeper
sees fit, His presence in the area will serve to prevent both
the investigators and Caleb Gist from committing overt
acts of violence against each other prior to the ceremony.

Reverend Isaac Hilson: A black Baptist preacher with a
strong faith and almost magical healing abilities. A strict
Christian, Hilson decries all pagan religions, especially the
practices that have been going on at the Gist plantation,
Like the Sheriff, his role is undefined and it is up to the
keeper to make use of this character. He may secretly con-
tact the investigators looking for aid, or he may show up at
the last minute with a horde of torch-bearing, hymn-singing
Christians, intent on wiping out the nest of evil, If neces-
sary, they can arrive just in the nick of time, pulling the
investigators® fat out of the fire if it looks as though all is
lost.

Caleb Gist: Albert Gist’s less respectable brother and
ownerfoperator of the plantation. Caleb, 41 years old, has,
like all the Gists, been long obsessed with the mysteries of
the occult, He has for many years been under the influence
of the hidden serpent sorceress, mistakenly believing her to
be Yig. Caleb unknowingly serves the queen and, in return,

he and his mistress, Elly, benefit from what she teaches
them. The sorceress greedily absorbs all the magical ener-
gies released by Caleb's celebrations of Yig.

Caleb hates his brother, Albert, and will not be happy
when he shows up, especially since he is towing along a
bunch of nosy investigators from up North. Highly suspi-
cious of their intentions, Caleb would prefer to murder the
whole bunch of them and dump the bodies in the swamp.
But the time of the big ceremony draws near and Caleb
doesn’t wish to have the local Sheriff breathing down his
neck. He will try to make the investigators as uncomfort-
able as his southern hospitality — and the law — allows,
hoping fervently they will fall afoul of some ‘accident’
while prowling around the house or swamp. Caleb knows
the secret of creating zombies and both he and Elly can
charm poisonous snakes. If the investigators survive these
threats and still insist on staying on through the night of the
*Dambala’ ceremony, Caleb will strongly warn them away
from the place of the rites, claiming that white men *are
not welcome there.” He will then sneak out of the house
and join the cultists.

Although Caleb will be cautious about harming his
guests, he will make a definite effort to eliminate linle Joe
as soon as the opportunity arises.

Elly: This young black woman works as a maid at the
plantation house but, more importantly, she is Caleb’s mis-
tress and high priestess of the Yig cult. She is cunning,
crafty, and capable of brewing both poisons and love phil-
tres. She can charm snakes and will work with Caleb to
make sure the investigators do not disrupt the upcoming
ceremony. Elly, as an opponent, may prove to be more
dangerous than Caleb.

The Serpent Man: The Serpent man encountered in this
adventure is magically disguised as a voodoo priest and,
like the investigators, has been brought here by Yig to help
punish the bloated serpent queen. He knows what Yig ex-
pects of him and serves the god, but only because he feels
he has little choice. It is very likely the investigators will
find themselves in uneasy alliance with this serpent mage.

The serpent man has presented himself as a friend and
ally of Caleb Gist and has helped him make *corrections’ in
his rites. These corrections are supposed to finally allow
the Calling of Yig, something the Gist family has tried to
accomplish for nearly a century. He despises Caleb — as he
does all humans — and is merely making use of the planta-
tion owner to achieve Yig's demands. There never has been
anything wrong with the various Gists” atternpis to call Yig
— only the presence of the leaching sorceress has kept the
Callings from being successful.

The serpent man has included a human sacrifice in the
ceremony, claiming it to be an essential part of the rite. This
is a falsehood, the serpent man has included it only to
amuse himself. He is counting on Caleb to lead the cere-




mony (although either Elly or himself could suffice in a
pinch), and to this end will help to protect the man against
unruly strangers. Nevertheless it is likely that the serpemt
man will inform the investigators of what is really happen-
ing (o a degree) and recruit them in the fight against the
serpent queen. He can explain to them that, like himself,
they have been manipulated by Yig and that there ane few
alternatives to helping the Great Old One achieve his godly
ends.

The Human Cultisis: The cult of Yig worshippers pose as
followers of Obeah and claim to wership Dambala, the
serpent god. In truth, the cultists worship Yig, a far darker
being than Dambala, They have been lately holding large
ceremonies at the plantation four times a year and are well
organized and violent. Like Caleb and Elly, they are the
dupes of the hidden serpent gqueen. Caleb has invited a
horde of over 150 of them to attend this latest attempt 1o
Call Yig.

The Serpent Sorceress: Unknown to anyone save the ser-
pent man, beneath the swamp lives a great and powerful
being, an ancient and gigantic sorceress of the serpent peo-
ple, 5’ssruaxxa. This foul being, guilty of crimes too vile
for even the serpent people to comtemplate, has dwelt for
millions of years within her ancient temple, imprisoned
there eons ago by others of the serpent race. She lives cter-
nally, half awake, half asleep, preserved by her magicks
and tended to only by her servant homunculi — beaked,
man-sized reptilian beings created of her own flesh and
blood, and capable of burrowing to the surface to hunt food
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for their mistress. These homunculi are the cause of the
*hell-holes’ which some locals claim unexpectedly open up
to swallow dogs, livestock, and occasionally, even people.

Thousands of years ago the sorceress sensed the com-
ing of sentient beings — humans — and contacted these
primitives by way of their dreams. Wrongly believing her
to be a god, these early humans worshipped her and even-
tually erected a stone altar above the ground where she was
entombed, In the past century the worship of the sorceress
has passed from the hands of the local Indians to the Gist-
led cultists of Yig. The sorceress ‘feeds’ off the magical
energies generated by these rites.

Yig's Role: Yig, offended by the sorcerous queen and her
felonious leaching of the magical rites intended for him, is
manipulating fate. Using his Messengers of Yig he has
lured to South Carolina the serpent man sorcerer and now
attempts to draw in the investigators, planning 1o use all of
them as instruments of his revenge.

Putting self-interest first, like any sentient beings, both
the serpent man and the investigators may prefer not 1o be
Yig's agents of punishment. Once in South Carolina, how-
ever, it should become evident that the investigators have
but little choice. Brought here by Yig, they will be expected
to fulfill their role in the Great Old One’s plan. Both the
serpent man and Yig's sacred snakes will work to prevent
the investigators leaving the plantation before the sorceress
is uncovered and punished. Yig's plan is to use his newly-
recruited agents to attack or somehow distract the sorceress
during the Call Yig ceremony. With the serpent woman’s

Yig

Although one of those referred to in ancient texts as a Great Old
One, Yig is one of the least dangerous of these alien and terrible
beings. For centuries, primarily in the North American southwest
and the Andes region of South America, Yig has bean wor-
shipped by various Amerind tribes going as far back as the
pre-Incan Huari tribes. The Toltecs, Mayans and Aziecs also
paid homage to Yig (under names such as Quetzicoall and
Kulkucan) as did many of the more primitive tibes of North
America. With the coming of the white man and the destruction
ol Indian civilizations, Yig has been forgotten by many of the
tribes and is worshipped only sporadically, if at all,

Despite his semi-benevolent reputation, those few Indians
who still honor Yig know his true character. In the months of
August, Seplember, and October, Yig's reptiian hunger over-
comes the god and he stalks the Morth American plains and
dessens in search of food. It is said that during these nights
cerain learmed members of the Pawnee, Wichita, and Caddo
tribes hold nightly tom-tom rituals intended to drive the ravening
god away from them, keeping their people safe.

¥ig is served by his Children, the sacred snakes of Yig.
These are large snakes, always of a poisonous variety indige-
nous to the area in which they're encountered. These spaci-
mens are always much larger than a normal member of the
species and are easily identified by a white crescent on the back
af the haad, Their venom is far more potent than that of thair kin,

and a bite from one of ¥ig's sacred snakes always results in a
swift, painful death. The sacred snakes exhibil inteligence and
cunning far beyond that of normal snakes and additicnally serve
as Yig's Messengers. These messengers are sent directly by Yig
and bring to chosen humans (and others) dreams and vague
insights into luture events. Messengers silently approach sleep-
ing humans and, by inserting their tongues into the ear of the
individual, induce the strange dreams. Experiencing one of
these dreams costs a human 103 peints of SAN and leaves the
sleeper with what seems to be a certain precognition about
evenls and people. These hall-remembered dreams do nol
predict an exact future but only ene of many possible fulures.
¥ig chooses a fulure that will most likely cause the dreamer to
act in the manner Yig desires. Yig can only ‘dispatch’ his Mes-
sangers from an area that is sacred o Yig, which is why he has
nol contacled Gist and the investigalors more directly.

Occasionally, certain individuals are chosen to be ‘blessed’
by ¥ig. These individuals bear the mark of the white crescant,
usually hidden beneath an arm, and share a special rapport with
the ¥ig. Those whao bear this mark are immune ta normal snake
bite, nor will the sacred Children of Yig, unless sent by Yig
himself, attack a person bearing the mark of Yig. In retumn, the
person becomes a servant of Yig and cannot act against the
interests of the Great Old One. Yig can force these individuals
o serve him anywhere or anytime, contacting the persan by way
of his dreams. Any servant of Yig who refuses will immediataly
be tracked down by Children of ¥ig and slain.
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attention diverted, Yig will be able to take advantage of the
Call Yig spell and through it, enter this world and exact his
FEHECHHCG.

Snakes; Normal snakes, both wild and magically-charmed,
play a large roll in this scenario. For an extensive treatment
of this subject, see the appendix at the end of this adven-
ture.

Part I: Strangers Meet

It is a sunny afternoon and the investigators are in their
automobile going somewhere (library, school, work).
When a small black child suddenly darts out into the street,
the driver of the car will barely have time to hit the brakes.
If a Drive Automobile roll is made the driver is able to stop
the car just as it strikes the lad, knocking the boy off his fest
onto the tarmac for 1D2 points worth of scrapes and
bruises. If the roll is failed the boy will be hit much harder
and knocked flat to the ground for 1D6 points of damage (a
roll of 6 HP means his arm has been fractured and requires
a cast). In either case the boy will need some type of medi-
cal aid and only the most heartless of investigators will
refuse to help. If they choose to ignore the child, a police-
man who witnessed the event will show up on the scene.
The officer starts to talk about filling out accident reports,
making trips to the station, future court dates, etc. Investi-
gators wishing to aveid long entanglements should offer to
take the boy to a nearby doctor or hospital, and possibly

provide some first aid on the scene. The policeman will be

satisfied by these efforts and, providing they take the boy
with them, allow the investigators to leave.

They will spend the next hour or so with the injured
youngster, and during this time have the opportunity to
leam something of why he is in Arkham. Joe has a dis-
tinctly southern American accent and investigators may
wonder what he is doing so far north, and by himself.

“My sister's in a peck of trouble,” the boy explains, 1
was hopin’ to find Master Gist up here. Somehow I just
know he’d be willin' to help”.

As the boy's tale unfolds the investigators are amazed
to learn that the boy has traveled, all alone, from his home
far away in South Carolina, in search of Albert Gist. Most
remarkably, Joe has covered the 950+ miles by train, car,
and on foot, in little more than a week. Investigators notice
that his bare feet are torn and cut. If asked how the boy
knows that Albert Gist lives in this town (Joe apparently
doesn’t even know the name of the town he's in) he merely
shrugs and answers: “I don't know. [ just sometimes get
these feelin's and sometimes the feelin's come true.”

A Psychology roll allows an investigator to notice that
the boy seems upset when talking about his sister. If
pressed on the issue, Joe is reluctant to answer. “Somethin®
bad’s poin’ on back home. I have to see Master Albert right
away. Master Caleb’s up to no good.”

Further questioning brings no
additional information but Joe
I asks if they can help him find

“Master Albert Gist”. The boy is

i distraught, almost frantic with

4 WOTTY.
@ If any of the investigators are
employed by, or attending
JJ =i Miskatonic University, with a
Joe Know roll they recognize the
name the boy has given them.
Gist is presently in Arkham as a visiting professor at the
University, where he teaches psychology. This investigator
can learn where Gist lives by visiting the school's adminis-
tration building. Otherwise, a quick check in the phone
book will show a listing for a Professor Albert Gist. He
lives a short distance southwest of town, about eight miles
from downtown Arkham. Only the most callous investiga-
tors would refuse to offer the injured boy a ride.

e

Meet Professor Albert Gist

{Keeper's note: during this encounter the investigators will
be given numerous opportunities to involve themselves in
Joe and Albert Gist's problem. First, there is sympathy for
the boy they"ve injured. Then, they should also be intrigued
by what they learn of the activities of Caleb Gist, Albert’s
brother, Mext, the investigators will be involved in a shoot-
out — Caleb’s deranged cultists trying to kidnap Joe — an
event that might make them feel a need for revenge, espe-
cially if one of them is wounded. Lastly, failing all else,
Gist will fin