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Introduction

The Harllewick Horror is an
adventure module for use with The
DOCTOR WHO Role Playing
Game. It is ideally suited for one to
four players and a gamemaster.
Players may play their own char-
aclers, generated using the rules in
The DOCTOR WHO Role
Playing Game, or they may use
the pregenerated characters found in
the Cast of Characters section
of this booklet. The adventure is
specifically designed for less-
experienced players, but it can be
easily adapted to suit more experi-
enced adventurers,

What follows in this booklet is
essentially for the gamemaster's
eyes only. Players reading any
further will completely eliminate the
surprise and challenga inherent in the
adventura. They should be exposed
to the information herein only through
actual play of the game.

Eefore beginning play, the
gamemaster should be thoroughly
familiar with both The DOCTOR
WHO Role Playing Game and
The Hartlewick Horror booklet.
Gamemasters should read this
booklet two or three times, undar-
lining or highlighting the important
paris as necessary. Gamemasters
should also feel free to make any
changes necessary to suit thair
individual campaigns or preferances.
Such alterations should be made
before beginning play to avoid
confusion.

Plot Synopsis

Because the many events and
encounters that make up The
Hartlewick Horror can easily con-
fuse tha gamemaster, the overall plot
is summarized here.

The players in this adventure
take on roles of one or mere Time
Lords and their human Companions.
The adventure begins when they are
sant by the Celestial Intervention
Agency to investigate a large energy
field, operating at a wavelength close
to that of the human brain, on
Temporal Mexus Point Earth inthe
year 1923. When the player char-
acters materialize at the coordinates
set for them by tha CIA, they will find
themselves in the small English
village of Hartlewick, where there
recently have been a number of
mysterious nightly disappearances.

Unknown to everyone, the
missing villagers have been capiured
by the Serad-Dur, servitors of Gib-
Thothath of the Elderand race. He
was imprisoned in a vault beneath the
Earth (near Harlewick) for violating
his race's doctrine of peace. By
tapping the mental energies of the
captured villagers into his
Cerebretron

machine, Thothath can force the
Serad-Dur to dig for the ancient
buried space freighter that contains
the Greater Seal, the key to his
prison vault,

Thothath has also managed to
gain control over Baron Alfred von
Mueller, a German archeologist now
working with Lord Richard Denbigh on
an excavation of an ancient Druid
burial mound, which lies nearthe site
of the wrecked spacecraft. Thothath,
through von Mueller, is slowly
stesring part of the excavation
toward the freighter,

The player characters arrive in
Hartlewick at the site of the latest
disappearance as described in A
Scream in the Night. There they
will meet a couple of constables who
inform them of the strange happen-
ings in town. Taken up to Chelten-
wick House, the characters meet tha
Denbighs and von Muellar. Here, they
learn about the dig at the Druid
mound. Madame Sylvia Arrives
portrays Madamea Sylvia, a telepath,
and a group of angry villagers visiting
the house and complaining that the
dig disturbed sleeping demons who
ara now carrying off Hartlewick
residents.

The Hartlewick Horror / 3




The next day, the characters will
visit several sites in and around
Hartlewick in order to find the source
of the energy field and the missing
townspeople. They will probably go 1o
the dig site with Denbigh (as detalled
under Six¥-Leaguas-Bottom) o
look around for clues. Among the
Druidic artifacts, they find a power
pack from the wrecked space
freighter. They are trapped in a cave
by von Mueller, who wishes to kill
Denbigh (and tha snooping char-
acters) in order for him to take over
the digging and concentrale on
finding the freighter and the Seal.
After they escape, Denbigh dis-
covers his archeological catalog Is
missing (von Mualler has stolan it).

In The Seance, Madama
Sylvia holds a seance to discover the
nature of the "demons”. She will
actually tap into the energy field
crealed by Gib-Thethath and learns
that the "demons” plan to capture the
Vicar, As the characters rush over to
the church, thay find they are too
lata~the Vicar has disappeared.

There is a murder occurring
elsawhere in tha village, and when
the characters rush over to inves-
tigate the victim's scream, they
discover a trail of blood. Following the
trail brings them to Old Tom's
Shelter. Old Tom is one of the

4 / The Harlewick Horrar
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missing townspeople and has
become quite insane. He managed to
escape from Thothath and steal
some objects from Thothath's lair,
including von Mueller's notebook.

The players will probably want to
chack out von Mugller's office in The
King's College. Here they find the
missing archeological cataleg and
another catalog describing the dig for
the space freighter, thus linking the
Baron to the strange happanings.
The Voorg, a gargoyle-like robot
created by Thothath, attacks them
here.

Using von Muellar's catalog, the
players discover the location of his
excavations around the freighter.
Unfortunately, von Mueller already
has discovered the freighter, and
Thothath used his psychic power to
move the earth away from the entry
hatch. In The Wreck of the
Menkaran Freighter, the players
will discover a book of Elderand lore,
from which they learn of the evil
Thothath and his imprisonment on the
Earth. They learn the importance of
the Seal, but will be dismayed to
discover that the Seal has already
been retrisved by von Mueller.

The players now must find
Thothath's caves before he is
released and wreaks havoc on the
Earth. Tha players will either use their
energy field apparatus to 'home in' on
Thothath's powerful signal, or they
will be captured by a patrol of the
Serad-Dur and brought to The
Caves of Gib-Thothath. n these
caves, the ceremeny for the opening
of the vault is about to begin, with the
help of von Mueller and the Seal. The
townspeople are also in the caves,
but unfortunately, they are as insane
as Old Tom.

The players have several
opticns. They can try to subdue von
Mueller and all of the Serad-Dur, they
can smash or short-circuit the
Cerebretron, they can try to steal the
Seal, or they can smash it. But
whatever they decide fo do, they had
better do it quickly. Once Thothath
escapes, there is ne limitto the
destruction he could wreak in this
galaxy.

Description of
Contents

This booklet contains all the
information needed to play The
Hartlawick Horror. It is organized
into five sections.

The Adventura describes in
detail each of the events that make
up this adventure. Descriptions of
the settings are also included.

Maps contains maps and
datailed descriptions of Hartlewick
and other areas that the player
characters may want to investigate.

Cast of Characters provides
complete statistics and descriptions
for allthe non-player characters the
adventurers will encounter, Also
included are statistics for seven pra-
generated player characters, in-
cluding the fourth incarnation of The
Doctor and some of his Companions.

Background Information
contains all the information on the
Elderand race and descriptions of Six-
Leagues-Bottorn and 1923
Hartlewick.

Gamemastier's Notes
provides the gamemaster with helpful
hintz on running the adventure,
descriptions of Gib-Thothath and his
activities on Earth, and suggestions
for developing new adventures fea-
turing the Elderands, Gib-Thaothath,
and the Serad-Dur,




Story

"It is time to address tha
tribunal, Gib-Thothath,” Pax-lslyssor
rasped in the hoarse, barely audible
voice typical to Elderands. "You have
been convicted of wilfully and
maliciously conspiring to overthrow
the Council of Elders, exploiting
primitive cultures for your own gain,
misusing technology to confuse and
distort the minds of cthers, and
abandoning pity and compassion fo
commit acts of a heinous nature too
nurmerous 1o describe in detsil.
Before your punishment is deter-
mined, thase involved in the case will
have an cpportunity to make some
final comments for the benefit of the
Chronicles. Does anyone presant
wish to speak? Upon concluding his
statement, Islyssaor folded his tenta-
cles around his guivering, gelatinous
body. He then probed the rocky, geo-
matric vault of the tribunal chamber
for aresponse.

"I shall speak,” rasped anothar
of the creatures in a slightly lower
voice.

“Let the Chronicles record the
statement of Ahrk-Dgalothet, he who
hunted Gib-Thathath and brought him
befara this tribunal.”

The hunter paused before begin-

ning. "l am relieved io think that
when this tribunal convenes, an affair
that has occupied all my ahility and
concern for the last 200 revolutions
will also convene. | would like the
Chronicles to show that it is the
opinion of myself and the people of
Eldsrand that Gib-Thothath has
posed our raca with the gravest peril
in our recorded history. His dreams
of congquest and glory are for mad-
men. What could his conquests bring
us that we do not already have?"
Upen hearing this, Thothath
waved his tentacles angrily, and the
hunter continued, "Even now, ha
spits back like the vipar ha is, Does
he not realize that the thirst for power
increases infinitely and that those of
his mold are never satisfied with what
they possess? The forerunners of
our race discovered this long ago,
just as they discoverad that friend-
ship should replace conqueast and

that peace should replace war. |
must advise that the punishment
selected for this monster be harsh
enaugh to insure that he is removed
iram our society forever.”

With this, the crowd collectively
gasped. Violence and killing had long
been abandoned by the Elderands.
Was Dgalothet. one of the strongest
adherents of the doctrine of paace,
suggesting that Thothath be
executed?

"Let the Chronicles show,” con-
tinued Dgalothet,"that while | believe
our doctrine of peace to be the most
sacred possession of our paople, |
must recommend that llitithlir select
complete annihilation as the punish-
ment for this, the most dangerous of
criminals. We have underestimated
the eunning and resourcefulness of
Gib-Thothath in the past, and we
must make sure we do not do so
again. There is only one way we can
guarantesa that his menace will naver
touch us again.”

With the conclusion of the
hunter's remarks, Islyssor ritually
pronounced, “Tha Chronicles have
recorded the remarks of Ahrk-

Dgalothet the hunter, Are there any
othars present who wish to speak?”

"l wish to spaak,” Thothath
shouted in his booming, insolent
voice.

"You will get achance to make a
final statament for the Chronicles
atter your punishment has baen
announced. Are there any others who
wish to speak before we summon
IItithlir to render his judgement?”

After it had bacome cbvious that
none af the other Elderands wished
o make any comment, lslyssor
began the traditional litany neces-
sary before summoning lltithlir, the
judge. "This tribunal has convicted
Gib-Thothath on all the counts on
which he was accused. We now
summaon llitithlir, the judge and wise
one, to render his decision, Verak
conue it-thal, beyente conue ziltam
manoras.”

Upon completion of the
incantation, a low rumbling filled the
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tribunal chamber. A panel of the
rocky, geodasic wall slid slowly back
revealing the ancient and venarabla
form of llitithlir resting on a stone
dais. His cloudy chamber emanated
blue light, and a low hum filled the
tribunal chamber,

llitithlir, as usual, had already
determined the punishment he was
about 1o bestow upon the criminal.
He paused, however, before begin-
ning his announcement to probe
about the tribunal chamber.

"l have analyzed the Chronicles
pertinent to the case and have made
my decision,” he began. "l have
studied with great interest the
remarks of Ahrk-Dgalothet, who
recommends the annihilation of the
convicted, While he is correct in
painting out the seriousness of
Thothath's transgressions, he has
failed to realize that what makes the
peace doctring so sacrad is that no
exceplions to it can ever be made. If
the doctrine is ever broken, it will
soon cease to exist. This fact is
inherent in the doctrine itself. | thera-
fore command that the convicted ba
imprisoned in a vault deep below the
surface of a primordial planet to ba
determined by our scientists, and
sealed there forever with the power of
the Greater Seal. This is my will."

With this, the rocky panal slid shut,
and the low hum disappeared.

"llitithlir has spokean, and his
judgemeant will be carried out,”
intoned |slyssor.

"This is a most grave mistake,”
Dgalothat shouted, causing a minor
outburst from the rest of the gathered
Elderands.

Islyssor quickly gained control
of the tribunal chamber. "Lord
Dgalothet, you have had your chance
to make your comments. Now it is
time for the convicted 1o make his
final statement before sentence is
carried out. Gib-Thothath, do you
wish to addrass the Chronicles?”

"Indeed | do,” he bellowed. "This
mockery of justice should concern
me, but it does not. Inthe end, | will
get my revenge. My power dwaris
that of the strongest of you, and | will
outlast you all. Yes, in the end | will
return, and your destruction will be
among my highest priorities. There
i= no way you can keep me im-
prisoned for long. There is no way.”

And with this, the Elderands had
heard their last from Gib-Thothath.

The Hartlewick Horrar / &
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The adventure bagins with the
player characters aboard their
TARDIS. Atthis point, the game-
master should encourage the players
to roleplay their characters, perhaps
discussing thelr previous adventure
or their next destination. Each player
should describe o the gamemaster
and the rest of the group exactly
what his character is doing.

When the group finally comes up
with a new destination and the
TARDIS cperator attempts to set the
coordinates, he will notice that there
5 already a set of directional time-
space coordinates entered into the
navigational computer. Asthe
TARDIS operator is quite certain that
no one aboard the TARDIS sel them,
the coordinales must have bean
entered by an outside party. If the
coordinates are checked (this can be
done by anyone who makes a Skill
Roll against his character's rating in
Navigation and Temporal
Vehicle Operation ), their kocation
will prove to be near the city of

Cambridge, England in the year 1823,

While the baffled players are
busy discussing the possible
sources of the coordinates, have
each of the Time Lords in the group
make a Saving Roll against their
characters' iy score at Difficulty
Lavel VII. If they all fail, wait a
couple of minutes, then ask for a roll
at Difficulty Level VI, Keep de-
creasing the Difficulty Level of the
roll until someone makes it. The first
person who successfully passes this
roll will realize that the coordinates
were set by the Time Lords them-
selvas, probably the CIA. (All
TARDISes can be controlled from
Gallifray, if necessary, unless a
special override switch in the capsule
iisell is thrown). They will also under-
stand that if the CIA manipulated
their navigaticnal computar from
across space and time, they may
have implanted a message in the
TARDIS data core explaining why.

6/ The Hartlewick Horror

After a quick search, the players will
find the following message:

FROM: Lord Palmac, The
Celestial Tnterventlon Agency
TO: (CIA agent's name)

one of our other cperatives detected an
energy field operating near these coordinates
while on assignment. The field was operating at a
wavelength near that of the human braln
(wavelength Delta 14 on the Hurnfield Energy
Apparatus}). Because such a field is bevend the
technology of the local inhabitants, we belisve
there may be some sort of extra-terrestrial
involvement. As these coordinates lie on Temporal
Mexus Polint Earth, this could be gulte
dangerous.

If possible, you should investigate this
energy field and try to locate its ‘source. Take
any action necessary to insure that the
timestream near Temporal Nexus Point Earth is

not disrupted.

The gamemaster should explain
to the players that the Hurnfield
Energy Apparatus is a small,
handheld instrument for detecting
and measuring energy fields. The
Apparatus is a common device that
will definitely be aboard their TARDIS,
and =0 the players may wish to carry
it with them during the adventure.

ROLE PLAYING GAME

The Hurnfigld Energy \

Apparatus: The apparatus is a
small, hand-held machine for
detecting and measuring energy
fields. It is approximately six
inches long and three inches wida.
It has meters that indicate the
wavalength and intensity of an
energy field. If necessary, and the
eomect information is known, the
apparatus can be convaered o
become a direction/range finder
pointing toward the nearest energy
sourca. Duringthe adventure, the
apparatus will show an energy field
operating in the area anytime
Thothath actively uses the
Cerebretron for anything.




e )

'_=_¢,Li
E P“I A ScreamInThe
||| Night

|S/m

When the player characters

materialize, the first thing they will
probably do is oparate the TARDIS
scanner to get a look at their sur-
roundings. Itis quite dark outside,

but they will still ba able to make out a
grouping of three small stone and
plank cottages about fen meters
ahead of them. There is a light
burning in the end cottage.

When the characters step ocut of
their TARDIS, give them a much more
complete descriplion of their sur-
roundings. They will feal the coal
night air and hear the wind rushing
over the Cam River, which they will
discover is right behind them. The
grass near the river bank is tall and
unkempl. From where they are
standing, the player characters can
sea Hartlewick Bridge and the
Cheltenwick House up on the hill.
Light is coming from several windows
in the house. The rest of the town will
ba, for the most part, dark and
strangely quiet.

Aftar the players hava a minute
or two to obsernve their surroundings,
a sharp scream cuts the air, Any
player making a Saving Roll against
his character's my score at Difficulty
Level lll can datermine that the
scream came {rom the end cottage
(the one with the light on). Other-
wise, simply inform the players that it
came from the area of the coltages,

If the players investigata the two
other cottages, they will find them
quiet and sacured. |f thay investigate
the end cottage, they will find that the
door has been burst asunder. A faint,
slimy, green trail seems to begin out
of nowhere a short distance away
fram the cottage and leads through
the burst door.

(GAMEMASTER'S NOTE: Mo
matter how quickly the players arrive,
they will not be in time to stop the
kidnapping or see the assailant
fleeing the scena).

Inside the cottage, they will find
signs of a horrible struggle. Whila
giving the players this description,
the gamemaster should allow them to
refer to the floorplan of the cottage

=

found under Maps. One of the first
things they will notice is a smell
resembling that of stagnant water
pervading the room. The slimy trail
leads across the carpet to an easy
chair that has been partially torn and
cast aside, it appears thal a foot
stool got in the way of whomever or
whatever left the trail, and was
kicked aside. It now rests near the
stone fireplace at the south and of
the room. Above the fireplace hangs
a deer-head trophy, and on the
mantle are afew porealain curios,
which have been untouched. Other
furniture in the path of the trail has
also been disturbed, but nothing
alse. The trail finally passes out
through a window on the eastern wall
and vanishes after afew mora feet.
The light in the room is provided by an
oil lamp resting on a table just
opposite the main door.

Through a curain opposite the
main door is a bedroom, which has
been completely undisturbed, It con-
tains a bed, a curtained-off closet,
and a desk. Through another curtain
is what appears o be a smithy,
containing a woerkbench, a tool stand,
heating and cooling pits, and two
anvils. Finally, a panel-door on the
narth wall leads to a small kitchen,
Tha smithy and the kitchen are both
untouched as well,

There are several clues in the
cottage that the players may find. If
anyone looks under the bed, he will
find a small, unlocked strongbox
containing about 20 pounds in
English currency, which means that
whoever broke in was not interested
in meney. Secondly, if anyone looks
closaly at the carpst, he will notice
that the trail has been marked by
what appear to be acid burns. Also,
anyone who examines the door and
makes a Skill Roll against his
character's rating in Physics at
Difficulty Level V will determine that
whoever smashed it in possessed
super-human strength. At some
point, the players will probably take a
reading using their Hurnfield Energy
Apparatus. This will show that an
anergy field similar to that described
by the Time Lords was directed at tha
immediate area within the last ten

ROLE PLAYING GAME

minutes. It will also show that the
emanations were definitely broadecast
from another location, but the traces
ara not strong enough 1o identify the
sOUrce.

After the players have invas-
tigated the cottage for awhile, two
figures (Police Constables Chapman
and Favor) carrying a lantern will
enter through the main door and
catch them by surprise. One of them
{Chapman) is shaort and fat, and tha
othar (Favor) is tall and thin. The
gamemaster should check the
constables® reaction to each of the
characters as described in the Cast
of Characters section.

At first, the constables will
demand to know who the player
characters are and what they are
doing here. Unless the players
answer immediately with a suitable
explanation (making a Skill Rall
against their characters’ ratings in
Verbal Interaction), Chapman will
blurt out, "Ay, wait a tick, ye wouldn'
be the chaps from the Yard finally
comin' round to investigate, would
ye? Mind you, we could use a couple
of detectives,” To convince the
constables that they are the Scot-
land Yard detectives, the players -
must make a Skill Roll against their
characters’ rating in Negotiation/
Diplomacy at Ditficulty Lavel 111,

In this case, the constables will wait
until the playars are finished inves-
tigating the site, and then take them
to Cheltenwick House where they
have set up their base of operations.
The constables will explain that they
waora patrolling the village and heard
the scream, bringing them to the
area. Ifthe players provided some
other explanation for their presence
or falled their Skill Rolls, they will be
taken to Cheltenwick House to be
questioned about the disap-
pearances.

In any case, as the players
leave, select one of them at random
and ask him to make a Saving Roll
against his character's my score at
Difficulty Level IV. If tha roll is
successful, he will notice someone
watching them through a window. If
anyone goas lo investigate, they will
find that whoever was watching them
has disappeared. The cbserver is
Michael Redjack, the reporter for

The Globe. He saw the characters
enter the cottage and has bean
obsenving them ever since. He will be
suspicicus of them and will begin
following them discrestly, as de-
scribed |ater in this section,

The Hartlewick Horror !/ 7
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When the characters leave the
cotftage, the constables will lead
them across the churchyard and onto
the road that leads up to Cheltenwick
Hause, the residence of Lord and
Lady Denbigh. The house, a tradi-
tional Victorian mansion with 30
rooms, is situated on a hillin the
northwest quadrant of the town. As
no action is expected to take place at
the housa, no floorplans have been
provided, If, for some unexpected
reason, such plans become neces-
sary, the description below should
provide the gamemaster with encugh
information to improvise his own
plans.

The house has two stories and a
basement lavel. Visitors anter on the
ground floor through the receplion
room wheare Devitt, the butler, takes
their hats and coats. The reception
room leads off to the sitting room,
whera the Denbighs spend much of
their time. The sitting room is dec-
orated with antigue furnitura and
paintings, and contains a number of
glass cases displaying archeclogical
antifacts that Denbigh has uncovered
from all over the world. Also located
en the ground floor ara the study, the
liorary, a large dining room, a kitchen,
and various pantrias.

From the sitting room, a large
slaircase leads to the upper lavel,
where are located eight bedrooms
and several bathrooms. Lord and
Lady Denbigh occupy one of the
bedrooms, von Mueller occupies ane,
and each of the constables occupies
one. An open space exists inthe
floaring of the upper story, allowing
someane 1o look down aver a rail o
the sitting room below, Like most of
the rast of the house, glass display
cases containing archaalogical
fragments are scattered about the
upper story.

The basemant lavel contains the
wina celiar, laundry, and some of the
sarvants' quartars. The Denbighs
employ a total of six servants to take
cara of the house. Two of the ser-
vanis live in the basement, and the
other four five in a separate building

8/ The Hartlewick Horror

located on the grounds. (If their
presence should become necessary,
the sarvants can Use the statisties
for the typical Hartlewick villager). In
the wine callar, concealed behind a
wine rack, is von Mueller's secret
entrance leading to the cave systam
described latar in this chapter.

When the player charactars
enter the house, they will be intro-
duced to Lord and Lady Denbigh and
Baron van Muefler. Lord Deanbigh will
fill them in on his background as an
archeologist and will inform them that
von Muellar is there to help him study
ane of his latest finds. If pressed for
details, he will tell them about his dig
at Six-Leagues-Bottom (described
balow).

if the constables believe that
the characters are Scotland Yard
detectives, they will give them a full
report on the situation. The con-
stables will inform the characters that
they are from Cambridge and are in
Hartlewick to investigate a series of
disappearances (they will assume
that the characters know that
Hartlewick is too small to have its
own police force). The constables will
then turn over a folder containing all
their findings to date. These findings
state that aver the last four nights,
there have been four similar disap-
pearances with no clues as to who is
behind them. At the sile of each
disappearance, the constables have
found signs of a struggle and a great
deal of damage to propery, but there
is no mention of a slimy trail, If
questioned, the canstables will tell
the characters that the trail found at
the site of the latest disappearance
| has not been observed in any of the

background information on the latest

d victim, a Scotsman named Tom

MacBrida. MacBride, called Old Tom
by the villagers, was the village
blacksmith.

It the players failed in their
attempt 1o imparsonate the detec-
tives or if they gave another explan-
ation for their presence at Old Tom's
cottage, they will be questioned
briefly. Because the victim (or his
body) was not found, the constables
will be quite certain that the char-
acters are not responsible far the
disappeaarances. If the characters
show their willingness to help
| investigate and if any of them can

make a Skill Bell against their
(| charactar's rating in Negotiation/
Diplornacy at a Difficulty Lavel 111,
the constables will take them into
their confidence because they badly
need manpower. In this case, thay
will show the characters their findings
as described above, but they will not
ba as cooperative. Throughout this
adventura, the players must maka
Skill Rolls against their character's
rating in Leadership and Negotiation/
Diplomacy whenever they wish to
convinca the constables to follow
their instructions.

If the characters are helping the
investigation for any reason, Lord
and Lady Denbigh will offer them the
usa of the remaining bedrooms for as
long as they wish to stay. Otherwise,
the constables will recommeand the
inn in town (everyone in the adven-
ture will know that the characters are
not residents of the town.) It the
players decide to travel ta the inn or
back to the TARDIS, they will run into
Madame Sylvia and her followers, as
described below,

previous cases. They will also have
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ﬁ the villagers will flee the village the

Madame Sylvia
Arrives

Either after the characters have
finished looking over the constables'
{indings on the disappearances or
when they are leaving Cheltenwick
House, a large mob approximately 50
strong comes mareching, lanterns in
hand, up the path loward the house.
At the head of the group will be a frail
old weman, Madame Sylvia. News of
the latest disappearance spraad
around the town quickly, and
Madame Sylvia managed to get this
group together to come out and
speak to the constables.

When the group arrives at
Cheltenwick House, Madame Sylvia
will knock on the door, When Devitt
answers, she tells him that the group
demands 1o see the constables. If
they believe that the characters are
detectives, the constables will insist
that they meat with the crowd.
Otherwise, the constables will meat
with the crowd, but will ask the
players o attend. W the characters
are leaving Cheltenwick Housa, thay
should be encouraged to stay and
listen to what the villagers have to
say

After tha constablas, the char-
acters, or bath come out 1o meet har
and the other villagers, Madame

e )

demanding that they faree Denbigh
and von Mueller to stop their exca-
vations al Six-Leagues-Bottom. She
will insist that by digging inta the
anciant burial mound, they have
unlaashed the demons that have
been murdering the villagers of
Harlewick. The villagers will point
out that the disappearances began
on the same day as the excavations
did. Madame Sylvia will read a
passage from one of har books an
the occult that, according to her,
provas this theory. She will also
insist that she has had psychic im-
pressions of the demons” presence
during tha exact time of each disap-
pearance (she is a well-known
‘medium’). The passage reads, "The
demon-servants of An-Aman always
leave a murky trail, proof of their
prasence, at the site of thair
appearanca.” If asked why the slime
trail wasn't found at any of the other
disappearance sites, she will reply
that diferant demons were invalved.
Any Time Lord character who makes
a Saving Rell against their char-
acter's mt score at Difficulty Level V
will realize that Madame Sylvia must
be atelepath who has felt the energy
field tha Time Lords described (re-
member, it operates nearthe
frequency of the human brain; a
telepath would definitely feel a
disturbance). Characters who have
the special ability of Telepathy

need anly make a Leval lll rell
against their ability level. Madame
Sylvia will conclude by insisting that
the villagers should not have to live in
constant faar, and immediate action
should be taken. Indeed, some of

next day after hearing of the latest
disappearance. The villagers leave
Cheltenwick House after they are
assured by the characters (or the
canstables, if they ara doing the
talking) that they will look into the
possibility of the presencs of
demons.

If the players have not heard
about Denbigh and von Mueller's
work at Six-Leagues-Bottomn already,
Denbigh will tell them all about it after
the crowd of villagers leave. If the
players ara thinking and ara familiar
with typical DOCTOR WHO
situations, they will want to get a lock
at the digging site at Six-Leagues-
Bottom. Denbigh works there every
day and will be happy 1o take them
with him the next moming. Thea
players may, hawaver, wish to sneak
aut that night and go directly 1o the
site. If so, proceed directly to Slx-
Leaguas-Bottom in this section,

The players may also wish to
spaak to Madame Sylvia. Her de-
scription of the slime trail was quite
accurate, and there may be other
infarmation in her books that may be
helpful. f approached that night, she
will tell the characters that she is old
and needs her sleep, but will ask
them to come to her cottage the next
day. If they do so, they willba
allowed access o her occult library.

With two leads 1o follow, the
players may wish to split up. This
should not be a problem for an ex-
parienced gamamaster bacause their
paths should soon cross again. A .
baginning gamemaster should prob-
ably discourage the players from
splitting into two groups.

Sylvia will make a short speech

DIOCTTEYR.
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Six-Leagues-
Bottom

Six-Leagues-Bottom is located in
the fens to the north of Cambridge. It
15 the site of the ancient Druidic burial
mounds where Denbigh and von
Mueller are excavating. After hearing
Madame Sylvia and the villagers, the
players will most likely want to visit
Six-Leagues-Bottom. As mentioned
previously, Denbigh will be happy to
take them to the site and show them
around the next moming. The police
constables will spend all of the day
after Old Tom's disappearance going
over his cottage with afine tooth
comb, and they will atempt to talk
the characters out of visiting the
mound or Madame Sylvia, claiming
that neither course of action is
relevant 1o the case. If the char-
acters ara fravalling to the mound
with Denbigh, they will drive 1o the
edge of the fen and walk the rest of
the way (Denkigh and von Mueller
have the only cars in Hartlewick). If
the characters are travelling on their
own, they will probably hava to walk
the entire distance. Using the
ragional scala map (1 square =1 km
and 1 turn = 2.5 hours) of the terrain
around Cambridge and Hartlewick
found inthe Maps section, the
gamemaster can describe to the
players what they see as they travel,

Excavations at the mound begin
avery morning at 8:00 au and ceasa
at 5:00 u. A group of Denbigh's
students from Cambridge work in
shifts lo excavate the site. When
there is a lot of digging to do, Denbigh
and von Mueller plan to hire a group
of locals to come and help them out.
Denbigh is almost always present
during these times, Baron von
Mueller is generally present for half
the day (spending the cther half in his
office). He also visits the mound
secrelly each night after dusk to
conduct his secret digs.

Denbigh and von Musller have
divided the site up into areas. A dig
crew works an area, clearing as much
of the dirt and debris as possible, and
irying to expose any antifacts that
may be hidden there, Next, a
recovary crew sorts out as many of
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the anifacts as possible and

attempts to reclaim any wall murals or
friezes. The recovery crew also
keeps a complete record of the exact
point where every item was found.
Finally, a study team analyzes the
area and the arlifacts found thera

and then attempis to draw conelu-
sions. These teams are usually led

by Denbigh or van Mueller.

The site consists of a low mound
in a deep recession within the fen.
On the mound are the ruins of an
anciant structure that served as a
temple whare membars of the triba
could come and hold ceremanies for
their ancestors. Also on the mound
are several of what appear to be sink
holas roped off by the archeologists.
Each of these holes leadsto a
separate burial chamber. Because
the excavations were begun justa
few days ago, only the main hele has
been exXplored. Before entering the
hole, Denbigh will give each char-
acter a pair of black rubber boots to
wear, He will lead them down into this
chamber where von Muellar, Mike
Melson (see Cast of Characters)
and saveral other university
students will be warking. Refer to the
map of the chamber, found under
Maps.

ﬁ The antifact tables are where the

artifacts are taken after they have
been cataloged and recorded., As
soon as the characters approach,
they will notice a small metallic cyl-
inder lying on cne of the tables. Any
Time Lord character can tell that the
cylinder is a power-pack from an
extra-tarrestrial weapon. Any player
character can tell that it is definitely
not of Earth technology. If ques-
tioned about tha piece, Denbigh will
admit it is odd and that he has not
seen it before. He will promise to look
it up in the catalog after he gats
home.

Inthe storage area, a large pile
of crates rests in the center of the
floor with several other boxes scat-
tered around the chamber. Behind
one of these boxes, resting near the
north wall, is the entrance to the
tunnel leading to the area around the
wrecked spacecraft that von Mueller
is excavating. The entrance is wall
hidden, requiring a Skill Roll against a
character's rating in Trap Discovery

at Difficulty Level Vlto find, unless
the players know that it is there (by
finding the archeclogical record of
van Mualler in his office at tha
university).




VON MUELLER'S TRAP
it the characters are visiting the

mound with Denbigh, he will wait and
show them the Regal Chamber last,
By tha tima they get there, it will be
time for the workers to go outsidea for
their two-hour break., After Denbigh
has begun to show the characlers
the chamber, they will hear a loud
snap, and the stone suspended over
the entranceway will crash to the
ground. The Baron has cut the rope
that holds up the rock, sealing them
all inside. The Baron will certainly

feel no qualms about eliminating the
characters as wall, Ifthe characters
are visiting the mound at night and on
their own, they can be trapped in the
chamber at this time. Von Mueller,
who will ba working near the
Menkaran wreck, will detect them and
seal them inside when they entar the
regal chamber. Anyona snooping
around the mound during his nightly
digs Is definitely a threat to his plans
and must be eliminated. In this case,
von Mueller should decide to end his
cperations for that night just after

ﬁ trapping the characters, and so thay
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will find no one in tha caves afterthey
ascapa, but they will find the evi-
dence that the rope was cut and the
footprints as described below.,

When sealed, the chamber is
airtight. The player characters must
find a way out in less than an hour, or
die due to lack of oxygen. If Denbigh
is with them, he will inform them of
this fact; ctherwise the players must
make a Skill Roll against their char-
acters' ratings in Physics at
Difficulty Level V to discover it. (Time
Lord characters, with their by-pass
raspiratory system, can operata a
longer time.)

Fortunately, the Druids believed
that one day their king would rize
from the dead to sava them from
disaster, and so they provided him
with an escape, Scattered around the
room ara various murals and hiero-
glyphics similar to those found all
over the rest of the mound. If asked,
Deanbigh will translate. The murals
say, " After the dead king walks down
eighteen paths, he will arise from the
dead and save his paople.” If
Denbigh is not along, a player may
read the murals if he can make a Skill
Roll against his character's rating in
Archeology at Difficulty Leval V.

One of the murals is unusual, |t
is a square grid, with each space
containing a number of colored dats,
Below the grid are nine rocks pro-
truding from tha wall, with all but one
bearing a series of colored dots
similar fo the ones in the grid. The
grid is actually a puzzle. The number
of dots in each row either vertically,
horizentally, or diagonally adds up 1o
gightean. Ifthe charactars pullthe
rock with four dots on it (the number
missing from the empty spacaon the
grid), it will slide out and part of the
wall will crumble, revealing a tunnel.
This tunnal leads to the storage room
where another section of wall has
crumbled,

After Denbigh or the characters
have had a chance to read the
murals, the gamemaster should show
them the illustration of the puzzle. If
any of the players figure it out and
inspect the rock with the four dots, it
will slide out easily, thus freeing
them. If none of the players figure
out the puzzle, have them make a
Saving Roll against their characters'
wnT score at Difficulty Level 1V,
Success means that their character
understood the puzzle and pulled the
rock. If the players all fail their rolls,
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some of the workers can return from h

their braak early, sea that the stone
hasfallen, and raise it again with
block and tackles just in the nick of
time. If the players were on their
awn, Denbigh could visit the mound
that night 1o check on something,
and frea them.

If anyone checks the rope, thay
will determine without a doubt that it
was cut. There are also bootprints
around the stake where the rope was
tied, but because everyone in the
expedition wears identical black
boots (remember, Denbigh gives the
characters a pair each), the prints
will be of little use. No one saw von
Mueller cut the rope, and ha will have
a reasonable alibi if questioned.

After the group returns to
Cheltenwick House, Denbigh will
discover that many of the arche-
ovlogical catalogs and records from
tha excavation site are missing. If
the players have asked Lord Denbigh
to check on the 'item’ found on the
artifact table, he will discover the
records missing then. lf the
characters do notgo to Six-Leagues-
Bottom with Denbigh, the records will
be discovered missing during the
afternoon of the day after the
players’ arrival. In this case, Danbigh
will inform the constables that the
records are missing and ask them to
do what they can to find them. The
records are quite impertant to
Denbigh, and he will be very upset
after he finds them gone. The
records actually have been stolen by
von Muellar and taken to his office at
Cambridge. The Baron tock the
records to use in planning his nightly
excavations with the Serad-Dur,
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MEETING WITH
MADAME SYLVIA
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if the characters visit Madame
Sylvia the day after the villagers
gathered at Cheltenwick House, she
will b& more than happy to allow them
access to her large occult library.
She will also describe in more detail
how she "ell” the demons, giving any
Time Lord character another chance
to determine that she is telapathic.
Finally, if the players seem inter-
asted, she will inform them of her
plans to hold a seancs that evening
to delermine exactly what demons
are involved inthe disappearances
and what their purpose is.

Since she spoke at Cheltenwick
House, Madame Sylvia has dona
more research into the disappear-
ances. She is now cartain that one of
the demons involved is a creature
sha refers to as "An-Amon”. lf the
players seem interested in her occult
theory, Madamea Sylvia will show
them a book called Qriging Of
The Nerther Foes, written by a
man named Abdul Al-Alik. The book
gives a complete description of haw
An-Amen and his assistants capture
and feed on humans. The players will
immediately notice that the book's
description greatly resembles the
situation at Old Tom's cottage. It
describes tha smashad furniture, the

ol |
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signs of struggle, and the slimy trail.
The book also relates how, through-
out history, An-Amon has been
occasionally released. Each time, he
and his assistants have captured

and devoured several humans. After
they are sated, they go info dor-
mancy and hide for a number of
years, usually in a dark place some-
how connected with death (a grave-
yard, etc.) until they are disturbed or
awakened. Sylvia belisves they were
sleeping in the mound at Six-Leaguas-
Bottom until Danbigh disturbad them,.
The most impertant clue the players
will gain from the book is Al-Alik's
statemant that "Each time An-Amon
rises, he chooses a servant from
among the humans to spy for him and
aid his followers.” Thereis alsoa
picture of An-Aman. Ha locks like a
writhing mass of tentacles connacted
to a slimy central body.

The book detailed above actually
describes Gib-Thethath and his
minions. The author somehow
managed to find out a little about
Thothath and his followers long ago,
and believed they were demons.

Much of tha work i= fillad with tha
author's wild suparstitions, but some
of it could be helpful to the players.

While the charactars ara locking
over tha book, Madame Sylvia willbe
busy preparing charms and other
iterns for the seance. If she tock a
liking to the characters (that is, they
made good reaction rolls), she will
ask them to attend the seance at
9:00rm. Whether they accept or not,
she will give tham each a charm to
bring them good luck against the
demons. Needless lo say, the
charms are useless,
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i table, join hands, and concentrate,

Efﬂ Encountering
|| Michael Redjack
LI
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Beginning with tha first night,
Radjack will follow the characters
from a discreet distance, He saw
them arrive suspiciously at Old Tom's
cottage, and thinks they might be
invalved in the disappearances. He
will follow the characters to and from
Six-Leagues-Bottom and Madame
Sylvia's, but he will not follow them
info either place.

At several points during the first
few encounters, select a player at
randam and have him make a Saving
Holl against his character's muscore.
The Difficulty Level of these rolls
should start at VI, but should de-
crease with time. When a player
succeads, ha will notice Redjack and
be able to confront him,

As mentioned in his character
description, Redjack can either help
or hinder the players for the rest of
the adventure. If the players are
inexperienced or their Skill Rolls
against their characters' ratings in
Verbal Interaction are particu-
larly good, Bedjack will put his re-
sources at their disposal. Otherwise,
he can get in their way, as the
gamemastar sees fit. If he does not
wark with the characters, he will
continue the investigation on his
own, arriving at Thothath's caves
shorily after the characters do. If the
playars fail to convince him that they
are not responsible for the
disappearances, he will continua to
follow them, being more discreat this
tima.

Before Redjack started on this
case, he checied newspaper
archivas in London. He learned that
over the past 200 years, thera have
been similar disappearances in
Harllewick three times. As long as he
is not hostile to the characters, they
can persuade him to reveal this
information.,

)
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] The Seance
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If the characters are attending
Madame Sylvia's seanca that night,
they should report to her cottage
shortly before 9:00 pm. Once again,
the constables will try to convince
the characters that they are wasting
their timae. The constables will tell the
players (if they are aiding the inves-
tigation) that a villager complained
earlier about somecne stealing his
chickens. They will suggest the
characters look into this matter when
thay find time.

When the characters arrive at
the seance, thay will find Madame
Sylvia and four other villagers ready
to start. Madame Sylvia will begin the
proceedings by lighting several
candles and laying out charms in the
pattern of a pentagram. She will then
ask those present to be seated at the

She will go into a light trance and
begin to mumble. After a short time,
her mumbling will become faster,
eventually working into a frenzy. At
this point, she will let cut a high-
pitchad scream and snap out of the
trance. if anyone takes a reading on
the Hurnfield Energy Apparatus
during the seance, they will find that
a large energy field, identical to the
one the Time Lords described, is
operaling In the area (Thothath is
using the Cerebretron to guide the
Serad-Dur to their next victim). When
Madame Sylvia comes out of her
trance, she will inform those present
that she has made contact with the
demons and learned that their next
target is Vicar Huntsby. She says
they must hurry to save his lifs, She
will then grab some of her magic
charms and rush out of the cottage,
followed by the other villagers and
probably the characters. Any Time
Lord witnessing the seance will know
for certain that Madame Sylvia is
telepathic (all Time Lords are slightly
telepathic themselves), and any
characler with the special ability
Talapathy will fesl a great disturb-
ance in his mind.

JIOCTENE
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The Villain
Strikes Hgain

About 30 seconds after Madame
Sylvia screams, the constables (who
will be on their nightly patrol of the
village) will come running o see what
happened. When they see the group
running toward the church, they will
follow. Then, a scream will be heard
coming fram the church. If tha
characters did not attend the seance
and are anywhere in Hartlawick
(including Cheltenwick House), they
will hear both screams as well and
probably will come to investigate.

When the group arrives at the
room adjacent to the church where
Vicar Huntsby lives, thay will find
they were too late. Assume that if the
characters were coming from a
different location, they will arrive in
the area at the same tima as Madame
Sylvia and the constables. Once
again, the room will show signs of a
struggle with broken furniture strewn
about. A slimy trail, similar to the cne
at Old Tem's cottage, will pnce again
begin out of nowhere, pass through
the room, and vanish.

While the group is poking around
Huntsby's rooms, they will hear a cry
of pain coming from the other side of
the village. they rush to investi-
gata, they will find one of the villagers
stabbed to death just outsida his
cottage. He undoubtedly heard the
earlier screams and was coming 1o
seawhat happened. By this time, a
small group of villagers will begin
accumulating around Huntsby's
rooms and at the site of the stabbing.
Anyone invastigating the stabbing
site will realize that the victim must
hava wounded his assailant because
a discernibla trail of blood leads away
from the area. If the characters were

not in Hartlewick during the disappear-
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ance and the killing, the constables
will wait for their return and imma-
diately inform them of both tha
murder and the trail of bleod. If the
players are not working with the
constables, they will return to
Hartlewick and notice a group of
villagers gatherad around the area of
the stabbing. A bystander will alert
them to what happenad.

The villager was actually killed by
Old Toem, who has since escaped
from Thothath's caves, Because he
had his mental energy drained info
the Cerebretron, he has becomsa
quite insane, and at times homicidal.
Tam has taken up residence in a
small shelter in a fen not far from
Harllewick. He was prowling around
the village at night looking for
something to eat when he came
across the villager. Seeing the
villager as a threat, Old Tom stabbed
him.

Oid Tom's
Shelter

Anyone following the trail of
blood will be led eventually to a
natural shefter made of large rocks,
deep in a small fen over the Cam
River from Hartlewick, about one
Kilometer away. Surrounding the
shelter are patches of tall, muddy
grass and pools of murky water. The
shelter itself measures approxi-
mately three meaters by four-and-a-
half meters, and the rocks that
enclose it are one-and-a-half meters
fall. The trail leads inside the shelter
where, some scraps of leather and
wood and a couple of dead chickens
are lying in a corner. Under the
scraps of leather are some items Tom
took from the caves including: a
Menkaran power pack, a small tablet
with {undecipherable) Elderand runes
scrawled on it, and a notebook
obviously belonging to Baron von
Mueller. The latter is a clue that von
Mueller is working for Thothath.

C

Inside it is a card inscribed with von
Mueller's olfice location at King's
Callege at Cambridge.

While the player characters (and
probably the constables) are poking
about the shelter, have sach of theam
make a Saving Roll against their
characters' mn scores at Difficulty
Laval V. Old Tom heard the
characters coming and is waiting in
ambush behind the rocks of the
shelter. Anyone who passes the roll
will detect him hiding in the rocks just
in time to avoid the ambush. If no one
detects him, Tom will jump downfrom
the rocks and attack with his pitch-
fork, with one free round due to
surprise. lf the players manage to
detect him, play out combat normally.

During the battle, Tom will rant
and rave, and it should be obvious to
the players that he is quta mad. The
gamemaster should make a Saving
Holl against Tom's unt score at
Difficulty Level IV at the end of every
round of combat. When he passas
this rall, he will drop his pitchfork and
suddenly becoma docile. During this
time, he will weep and intermittently
whimper about "the cavas”. After
about five minutes of this, begin
making his Saving Rolls again, with
success now meaning that Tom will
bacome enraged, pick up his pitch-
fork once again, and renaw the
attack. There is atactical map of the
shelter found in the Maps section of
this booklet. The rocks depicted on
the map require a Saving Holl against
a character's pex score at Difficulty
Level IV and four arto climb (See
Tactical Movement and Action
Foint Usa in The Doctor Who
Role Playing Game).

It the characters manage to
subdue Tomn, they will notice two
large burn marks on aither side of his
forehead. Anyone who examins him
and can make a Skill Roll against his
character's rating in Psychology at
Difficulty Lavel 1V will datarmina that
Old Tom's entire store of meantal
energy seems to have been drained
off, leaving him permanently insane.
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College

%F The King's
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If the characters find the note-
book in Old Tom's shelter, their next
logical step is to visit von Mueller's
office at King's College. Eveniithe
characters failed to find the note-
book, they will probably ba having
their doubts about von Mueller. He is
a very suspicious character. This,
linked with the clue found in Madama
Sylvia's book (that An-Amen always
recruits a human agent) and the
evidence that someone intentionally
sealed them within the Druidic crypt,
should be enocugh to prod players info
investigating von Mueller. i the
playars decide to follow him, thay will
find that he drives to the Druid mound
at night to conduct his secret exca-
vations with the Serad-Dur.Each day,
he returns to his office in Cambridge
to plan the naxt night's digging. If the
players manage (o avoid finding the
notebaok, and fail to become
suspicicus of von Mueller, they will
need a little steering to get back on
course. Michaal Redjack and the
constables are perfect for this. Either
of them could show the player
characters tha notebook from Old
Tom's shelter or fill them in on their
OWN SUSpIcions concerning the
Baron.

G

GETTING SOME WHEELS

A problam the characters will
ancounter when travelling to
Cambridge is how to get there, The
university is approximately sight
kilbmeters from Hartlewick. Hf the
playars are aiding the constables in
their investigations or have becoma
particularly friendly with Lord
Denbigh, he will be mora than happy
to let them use his car. If the players
are not so friendly with him, they can
try to steal his car, The carwill be
parked outside Cheltanwick Housa
(after Denbigh gets home from the
dig), and it will require a Skill Roll
against a character's rating in
Ground Vehicle Operations at
Difficulty Level V to start the vehicle
without the key, Lord Danbigh, his
servants, and the constables should
receive Saving Rells against their ims
scores to notice the theft.

It the characters are travelling
before 10:00 ru, they can walk to
Waterbaach (about two kilometers)
and take the train into Cambridge (the
whola process takes about 20
minutes each way). If the players
have the time or they have failled to
find other transport, they can always
walk the eight kilometers. Baron von
Mueller drivas his car (the only other
car in Hartlewick) to his office in
Cambridge each day, making
fellowing him there difficult.

ROLE PLAYING GAME

VON MUELLER'S OFFICE

The King's Collage (founded in
1441) is a broad building of white
limestone that is widely considerad to
be one of the world's finest master-
pieces of Gothic architecture. It
features wide-gated windows and
buttresses topped with conical
spires. Onca inside, visitors will
notice the beautiful fan-vauted
cailing and tiled flooring. No maps
are provided of the college itself, but
a map of van Mueller's office on the
second floor is includad in the Maps
saction. There will ba walchmen
stationed on the lower floor of the
college at night, but no one will try to
stop the charactars from entering
any of the offices. It Is common for
the professors to visit their offices,
even |ate al night.

The office door is locked, and 1o
open it requires a Skill Roll against a
character's rating in Lockpicking
at Difficulty Leval V. If the roll fails,
the characters can break the door
glass and open tha lock, but this
might attract one of the four
watchmen from downstairs. (Assume
the watchmen have the same
slatistics as the typical Hartlewick
villager, and give them collectively a
Saving Roll against their im score at
Difficulty Lavel V to detect the
noise.)

In von Muellar's office, tha
players will find the usual desk,
wooden filing cabinets, and book-
shelves. The characters will find the
missing archeological racords lying
on von Mueller's desk, showing that .
the Menkaran power pack was found
near what is now the storage areain
the excavation site. The playars will
also find von Mueller's records of his
secrat digs 1o look for the space-
crafl. This book indicates the
location of the secret entrance fo the
tunnel leading toward the wreck, and
it allows the players to find it
automatically if they return to the
mound, From the notes, the players
will discover that von Mueller has
found the wreck, but has a great deal
of digging to do belore exposing the
entry hatch. it will also be obvious
that he has plans to kill Denbigh, to
claim that there is an area of arche-
olagical significanca near the wreck,
and to divert excavations closerto it.
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THE VOORG

While the characters are reading
over von Mueller's notes, the Vioorg
will crash through a window and
attack them. Gib-Thothath detected
the characters when they first
entered the College and sent the
Voorg to take care of them. Play out
the battle using the standard combat
rules. Statistics for the Voorg can be
found inthe Gamemaslar's
MNotas section . Whilethe Vioorg is
attacking, the Hurniield Energy
Apparatus will indicate that the
energy field is operating in the area.
Once again, it will not be powearful
enough to trace (Thothath is using
the Cerebretron to guide the Voorg).
While judging the batlle, remember
that the Vioorg's perception is poor,
which makes correspondingly easier
any attempts by the characters to
flee and hide.
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e

)

The Wreck Of
The Menkaran
Freighter
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After the player characters have
invastigated von Muellar's office,
they will almost definitely proceed to
the site of the wrecked spacecraft.
When the characters arrive and walk
down the concealed tunnel, they will
find the wreck exposed. After
Thothath detected them at the
College, he perceived them as a
threat and grew impatient for release.

He drained off some energy from the
Cerebretron to break through to the
wrack, and sent von Musller and
some of the Serad-Dur to retrieve the
Greater Seal. This required an
enarmous amount of energy, and
anyona checking the Hurnfield
Energy Apparatus will note that a
tremendous field operated in the area
recently. This is a somewhat risky
mave an Thathath's part. To finally
raleasze himsalf from the vault, he
needs the Cerebretron charged as
much as possible. Hemoving the
aarth around the wreck drained a
great deal of its power.

If the characters somehow
manage to find the secrat entrance
into the tunnel before they visit
King's College, they will find that the
tunnel ends abruptly, apparently
leading nowhere (as Thothath has not
yet removed the dirt). They will also
find signs indicating fresh digging
toward the end of the tunnel and a hat
and some gear belonging to von
Mueller. In this case, Thothath will
delect them when they enter the
tunnel (if they are alona in the mound,
he will send the Voorg to attack), and
will remave the dirt that night during
von Mueller's regular visit. From the
avidence indicating that von Muealler
is conducting secrat digging, the
players will probably decide to follow
him, and he will lead tham to the
mound that night. The characters

ROLE PLAYING GAME

ﬁ would then see the dirt being re-

movad, and they will ba spotted and
attacked by von Mueller and a large
group of the Serad-Dur, This group
will only attempt to captura the
characters {the number of Serad-Dur
should be encugh to insure this) and
1ake them 1o the caves with the Seal.
if this happens, proceed immediately
to the next section.

If the characters are entering the
tunnel after Thothath has exposed
the wreck, they will find that the dirt
around the main entry hatch has
been complately removed. The hatch
will opan easily into the interior of the
ship, which will be in a state of total
disrepair. The crash severely
damaged the vessal, and over the
years, portions of the wreck have
deteriorated further. Everywhera
the characters look, they will find
rubble and wreckage, and a musty
smell will pervade the ship. Referto
the map and complete details of the
wracked fraighter under the Maps
section.

In the middle of the bridge is a
fragile cargo storage bin. The bin is
an open container, covered on four
sides by metal with a thick plexiglass
lid that slides down to cover the other

two sides for display. Inside the bin
are two placards identifying the items
that are normally placed above them.
They read "100776 The Fizal-Bentu,
Book of Elderand Lore”™ and 491304
The Greater Seal”. The Fizal-Bentu, a
large, leather-bound tome, rests in its
place abave the placard. Tha Greater
Seal is obviously missing, van
Mueller will have already retrieved it
by the tima tha characters arrive.
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The Fizal-Bentu
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The Fizal-Bentu found in the
fragile cargo storage bin is another
of the many artifacts found on the
Elderand planet. A gquick scan of the
book will reveal a passage containing
a great deal of information on Gib-
Thathath. The players will learn that
Thathath was a criminal and was
locked into a vault that resis just
under the present location of Hartle-
wick. The passage also reveals
Thothath's psychic powers, but
cantains nothing on the Cerebratron,
the Serad-Dur, or the Voorg. From
the boolk, the players will also learn
that the Greater Seal is the only item
that can openthe vault, and any Time
Lord character can deduce that it is
conceivable that Thothath is still
alive,

The book goes on to talk about
the nature of the Elderand vault,
revealing that the vault can only be
opened by the Seal after a special
ritual has beean pedormed (due to the
advanced science of the Elderands).
The computerized lock is somewhat
talepathic in nature and must raceive
the proper telepathic vibrations
(which the ritual provides) before
opening. The ritual will require
incradible concentration from
Thothath, and with the information
found in the book, anyone with
Electronics skill can easily reset
the Hurnfield Energy Apparatus to
home in on his brain pattern. As soon
as the characters rewire the
apparatus, they will begin receiving a
signal. This signal will lsad them to
the concealed entrance to the caves
on the bank of the Cam River.

3
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I% EE The Caves Of
[ 10| Gib-Thothath
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The climax of the adventure
takes place in Thothath's cave
system below Hartlewick. (Sea the
Maps section for a description of the
caves.) One entrance to the caves is
found concealed in the bank of the
Cam, and tha othar is hiddan in the
wina cellar of Cheltenwick House. If
the characters are entering the
caves of their own accord (by tracing
Thothath's brain pattarn), the
gamamaster should try to stress a
tone of urgency. Thothath has
already begun making preparations
for the ritual that will eventually lead
to his freedom. The Fizal-Bentu
emphasized how powerful Thothath
was, and the characters should
realize that if he managed to free
himsell, he could do untold damage
on countless planets and seriously
jeopardize the timestream of Mutter's
Spiral.

Thothath's cave complex lies
somewhera between Chaltenwick
House and the Cam River. Leng
tunnels lead from each of the sacret
antrances to the complex. As the
characters travel down one of the

ROLE PLAYING GAME

tunnals, thay will ses no activity until
they come very close to the caves,
At this point, they will begin encoun-
tering patrols of the Serad-Dur, The
Serad-Dur will be travelling in groups
that outnumber the players two- to-
one, and will attempt to capture them
in order to use their minds forthe
Cerebretron. The encounter should
be played using normal combat rules.
If the Serad-Dur manage to capture
the characlers, they will be taken to
the prisoner holding area and
guarded by a band of Serad-Dur that
outnumbers them by four- lo- one.
After a short time, the characters will
be brought to the Cerebretron as
described below.

if the players defeat the first
patrol, they will mest up with at least
one similar patrol before they reach
the main cave, The main cave will be
flooded with Serad-Dur (and will also
contain the Voorg and von Mueller if
they are still in action), all of whom
will atternpt to capture the players as
soon as they enter, as describad
above.

One option open to the players is
to remove the long robes from a band
of dafeated Serad-Dur and to wear
them themselveas. This will allow them
lo mova around tha cave complax
with relative freedom, unless they
atteampt somea suspicious action. In
this case, the gamemaster should
make Saving Holls against the Serad-
Dur's mu score far any of the
craaturas to notice the characters
and raise the alarm, bringing other
Serad-Dur.

The Hartlewick Horrar £ 17
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THE CEREBRETRON

As soon as any player saes the
Cerebretron in the main cave, he
should make a Skill Roll against his
character's rating in Electronics at
Difficulty Level IV, success meaning
that he understands the machine was
buil to amplify Thothath's mental
power. Any player that understands
the function of the Cerebretron can, if
given an cpportunity, try to alter it
{such an attempt will probably come
while the characters are sneaking
around in robes or during a diver-
sionary escapa attempt while being
led to the Cerebretron). If the player
can make a Skill Roll against his
character's rating in Electronics at
Difficulty Leval VI, they will see a way
to "reverse the polarity of the neutron
flow", meaning that when Thothath
tries to use the Cerebretron to drain a
victim's mental energy, it will instead
drain his own mental energy and
destroy the machine, The effects of
this are described below.

THWARTING THOTHATH

If the characters have baen
captured, a group of Serad-Dur will
lead them out into the main chamber
{and into the Cerebretran) just after
the ritual begins. The ritual consists
of intricate chants and dances, and
the Serad-Dur will attempt to energize
the Cerebretron with the characters'
payches. After the characters are led
into the main chamber, one of the
characters (the one with the highest
mnT scora) will be placed inthe
chamber to be drained. At this point,
the player can try to fight off the
effects of the machine. Have the
player roll 106 and add the result to
his mnt level each tactical round far
five rounds. If the total of these die
rolls equals or exceeds 45, the
character has fought off the effects
of the Cerebretron and destroyed it
If this happens, the Serad-Durwill all
be destroyed along with it {thay rely
on energy from the machine to
survive), The ritual will have been
completed, howeaver, and von Muellar
will try 1o use the Seal to open the
vault, prompting the characters to
stop him. The Seal is a two-foot- long
crystal rod topped with a red globe.
When it is inserted in a hole in the
vault wall, the vault will open and
Thothath will be released. The rod is
fragile, and the characters might
smash it easily.

If the total of the die rolls is less
than 45, the player has failed to fight
off the effects of the Gerebretron.

His mental energy will ba totally
drained into the machine, leaving him

18 / The Hartlewick Horror
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permanently insane, Afterthe
process is ovar (at the end of the five
rounds), the Serad-Dur will putthe
character with the next highestunr
score into the Cersbretron boath, and
the procass will repeat itself.

If one of the characters manages
1o "reverse the polarity of the neutron
tlow™ before a victim is placed into the
booth, the machine will leave the
victim unharmed, drain Thothath's
mental energy (thus killing him), and
averload, giving the characters five
minutes to get a safe distance down
the tunnels before the machine
axplodes and kills everyonae still in
the complex.

If the characters did not have an
opporiunity 1o alter the Cerebretron
or do not want to risk battling the
Cerebretron, they may attemptto
simply fight their way through the
Serad-Dur and destroy the Seal and
the machine. Destroying the
Cerebretron can be done by anyone
taking time to inspect it fully and
making a Skill Reoll against his
character's rating in Electronics at
Difficulty Level lll. When sabotaged,
the machine will overload as
describad above. |n this situation,
Michael Redjack and/or the con-
slables can show up to halp the
characters fight their way to the Seal
and the Cerebretron, The Voorg and
von Mueller, who will always be in
possession of the Seal, will join in the
battla with the Ssrad-Dur against the
characters and their allies. Play out
this battle according to normal
combal rules.
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HARTLEWICK

Area Scale
1 square = 15 meters

1 turn = 1.5 minutes
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SIX-LEAGUES-
BOTTOM

Entry Way (1)

Access to the chamber is
provided by a rocky path about nine
meters long. The rocky steps lead
down at about a 45- degree angle,
descending approximately eight-and-
a-half meters. At the bottom of the
path is an oil lantern to provide
ifumnination, Similar lantermns are
positioned throughout the chamber.

Burlal Site (2)

The main chamber was parti-
tioned by the Catenavvellavni into
saparate areas by low, wooden walls.
In each of these areas, one man was
laid to rest. Most of the wooden walls
have almost completely deteriorated
over the years, but some still stand.
Each burial site contains a wooden
sarcophagus (most are badly
aroded), and several urns, chests,
and containers holding the posses-
sions of the buried man. Among
these possessions, one can usually
find smaller sarcophagi containing
the animals belonging to the man
(usually pigs and dogs). At some of

VON MUELLER'S
OFFICE

the sites, the possessions are
missing or buried. These areas are
now being worked on by the recovery
teams.

Burial Sita (3)

This is a burial site identical to
the ones described in (2) abave,
only it has been roped off and pre-
pared for further digging.

Rockfall Area (4)

Part of the roof of the chamber
caved in long ago, making access to
the lower area difficult. Because of
this, no heavy or large equipment can
be moved to this area. Dig crews are

currently attempting to remove the
rubble,

Artifact Table (5)

Small artifacts are taken to these
tables aftar having been cataloged
and recorded. It is on one of these
tables that the characters will find the
Menkaran power-pack.

Regal Chamber (6)

This is one of the first great finds
at the site. This entire chamber is
actually the burial site of one of the
kings of the Catenovvellavnl. ltis a
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1 squara = 1.5 meters

much mora grandiose version of
those described in (2) above. A
huge stone slab, originally resting
over the entrance 1o this chamber,
currently hangs suspended ovar the
antrance by ropes that are tied to
stakes in the ground. The characters
will probably be trapped in this
chamber by von Mueller as described
in The Advanture.

Slorage Area (7)

This area was originally the burial
site for the wives and maidens of the
men buried elsewhere in the mound
(the Catenovvellavni balievad women
of the tribe to be subservient 1o their
male counterparts). The sarcophagi
containing the women have been
moved out into the main chamber by
the dig crews and this area is used to
store ropes, stakes, and other
supplies needed for the excavation.
Alarge pile of crates rests in the
center of the floor with several other
boxas scattered around the
chamber. Behind one of these boxes,
resting near the north wall, is the
entrance leading to the area around
the wrecked spacecraft that von
Mueller is excavating.
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Bridge (1) by the time the characters get into

The freighter was totally con-
trolled from here. As the characters
enter, they will notice a raised dais
containing two crew stations, an old,
worn console, and a captain's seat,

A thin wire railling separates most of
the dais from the rest of the room.

On the wall opposite the entry haich
is a large, non-functicnal computer
bank, and in the middie of the room is
the cargo storage bin containing the
Fizal-Bentu, the book of Elderand
lore. This bin also contained the
Greater Seal of the Elderands, which,
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the ireighter, has been retrieved by
von Mueller and taken te Thothath's
caves. Also found on the bridge is a
ladder leading down to the lower
deck. -

Crew Quarters (2)

There are three identical state-
rooms aboard the freightar. Each
contains a bed, nightstand, desk,
wardrobe, and table. On the desk in
one of the stateroom’s is a Ship's
Log. The log explains that the ship
was carrying archeological finds from

Elderand andwas pulled far off
course by an unknawn force.,

Washroom (3)

The ship's head is located onthe
lowar deck in the middle of the cargo
bay.

Cargo Bay (4)

The cargo bay is a large, rubbla-
strawn room. In one corner are
saveral small metal boxes strapped
to the floor. The boxes contain
various archeolegical trinkets found
on Elderand.




THE CAVES OF GIB-THOTHATH

Main Cave (1)

This is the hub of the complex. It
is a large cave that almost always
contains a fairly large number of
Sarad-Dur. Around the walls of the
cave are a few murals poriraying Gib-
Thothath, drawn by the Serad-Dur.

In the middla of tha cavais
Thathath's vault, a large, green,
maetal cube. Attached to this cube is
the Cerebretron. The Cerebretron is a
large machine with controls inside
and autside the vault. Attachedto it
iz a booth (where victims are placed
for psychic draining) and a large
archaic-looking control panal,

Prisoner Holding Chamber (2)
This is the area where human
prisoners about to undergo the
procass of psychic draining and
those already drained are held. In
the middie of the room is a large iron
cage that holds all the villagers
recently disappeared from
Hartlewick. Unfortunately, they are
all in a state of madness similar
to that of Old Tom. There are usually
four guards on duty for every human

prisoner in the holding chamber. The
cage contains four prisoners
(including the Vicar), and so there are
16 Serad-Dur on duty here.

Annex (3)

This chamber, usually used for
storage, is being used as a prepa-
ration area for the ritual to open the
vault. It contains several spare
robes and crates of supplies. Baron
von Mueller will wait hera with the
Greater Seal until the ritual bagins,
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Player
Characters

The seven player characters
presantad below canbe usedina
number of situations: a group may
not have the time required to
generate their own charactars, the
players may be inexperianced in
generating their own, or the game-
master may wish to show beginning
players soma examples of player
characters to inspire their own
character designs. The firstthrea
characters presented balow were
generated using the standard rules
found in The Players Manual
from The DOCTOR WHO Rale
Playing Game. The last four
characters are from the DOCTOR
WHO talevision series and are
presented in a form that allows them
to be used as player characters, The
use of these four should be reservad
lor experianced players with good
knowledge of the TV =eries.
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Cast Of Characters

Name: KELLALPHALUDNER (KELLY)
Race: Gallifreyan
Sex: Mals
Prodession: Time Lord
Attributes;
5TR— Level Il CHa — LawvalV
EMD — Lovel IV WMNT — Lavel VI
DEX — Lawel IV ITH — Lewal IV

Spaclal Ability:
Luck Leval ¥

Combal Statistics:
AP, 7
Unarmed Combat, Martial Arts Leval IV

Signilicant Skilla Leval
Artiztic Expression, Paining 1
Leadership Wil
Lile Seiencas, Exchiclogy W
hadical Sciencos

General Madicine, Gallifreyan W

General Madicineg, Human i
Military Sciencas

Trap Discovery v

Trap/Ordinance Dizarmament I
Physical Soiences

Chamisiry 11}

Computar Sdencas v

Mathematics I

Physics I
Sacurity Procedures

Stealth v

Surveillance 1l
Social Sclences

Archedlogy ; m

History, Galactic )
Space Scences

Astronomy mn

Astrophysics [}

Mavigation ']
Technology

Astronautics n

Cybarmatics I

Electronics Vi

TARDIS Systems W
Termporal Sciencas Wi
Trivia, Art W
Vehicle Operation, Temporal Wi
Verbal Interaction

Megatiabon/Tiplomasy

ADLE PLAYING GAME

Appearance;
Helght. Average
Eulld: Averape
Looks: Altractive
Apparent Age: Middle-aged adult
Actiral Age: 800+
Regemnarations Used: 1
Recognition Handle: A very aristocratic
alr, with regal and refined feahires.

Distinguishing Physical Characteristics:

Kelly sparts a carefully-kept shock of white
halr and i3 usually seen wearing a maroon
Venusian dinner jacket (complate with two extra
sleaves that he Bes behind him). Attimes, ha
wears & French baret and carres an ornate
swagger stick, Cwvarall, his appearance is
immaculata. His short leather bools are always
wall-palished, and his dothing is always
spofless,

Brlel Personal Histery:
Birthplace: Gallifray

Kelly, a membar of the Prydonian Ordar of
Tirne Lords, was an instructor at the Galifrayan
Academy, An excallent prospect for membar-
ship in $e High Councll, he became friends with
sgveral of its membaers. Over tha years, he
began o see the folly In the Time Lords non-
interventionist policy and joined the GlA, though
he never admitted s 1o his fdends on the High
Coundl. On his first migsion, he easily defoated
a Dalek invasion of a primitive finge world.
Since then, ke has ancountered many of he
fraditionad Termnparal Marauders,

Personality:

Kelly has been so successiul on his
misslons that he tends to see himsalf as suparior
o most of e creatures he must batie, He
doubts very much that he will ever be callad
Lpon o undedake a mission that presents o real
challanga to his abilites. He considers violance
in ad its forma primitive and uncivilized, butwill
resort i it if absolutely neceasary. Ha anoys all
kinds of art, and oflen isolates himsolf wilh a
canvas for days al a time,

Manner;

Kelly abways maintaing a very serious
gxterior (much 1o the amusemant of his
traveding companions). He has a cerlain air of
suparigdty about him that vary few people
question. He balioves himse!f (and Time Losds
in general) 1 be suparior to almost everyanae he
ancountars, and often lats tham know it
Although ha is ofien sarcastic with thosa he
considars primitive’, he preaty enjoys the
company of his Companions [though he will
never lel them know this). The Decior, while in
his third Incarnation, said of him,"If hi'd only
leam to laugh onee in a while, he'd be one of the
most decent chaps in the agency.”
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MName: PHILLIF DulAKE
Aace; Human
Sex:Male
Profession; Gentleman

Altrlbutes:
5TR— Leval IV cHA — Lavel ¥
END — Leval V' MNT— Lawal I
DEX —Leval VI My — Level IV

Combal Statistics

AP i1
Armmed Combal :
Fail Lewel VI
Flimtiock Pistal Lol W1

Unarmed Combal, Brawling  Level V

Mame: GWENDOLYN FRAZIER
Haea: Human
Sex-Famale
Profession: Murse

Aitributes:

STR—Lawel [l CHa— Level Vi
END —Level V' MNT—Lavel IV
DEX —Leval Vv ITH — Laval ¥V

Combal Slatistics:
AP |
Armed Combal, Handgun Lerval 111
Unarmed Combaf, Brawling  Level Il

Significant Skills Laval
Artistic Exprassion
Poatry v
Carousing W
Climbing v
Gaming, Chass [T
Leadarship v
Public Performance Vi
Security Procadures
Concaalment IV
Staalth )
Trivia
Horsemanship Vi
Pra-17Tth Century Literature W
Varbal Inferaction
MegotationTiplomacy v
Haggling ¥

Appearanca

Height Average

Buwild: Average

Looks: Striking

Apparert Age; Mature adult

Actual Age:28

Reacogmition Handie: & refined-iooking
gentieman with deep blue eyas.

Distinguishing Physizal Characteristics:

Fhillip has shoulder-tength brown hair, a
thin moustache, and a regal beard. He always
drosses in hs native dathing: awhite blouse with
loose sheaves, crimson rousers and vest, & pair
of high leather bools, a wide balt, and a ‘Wide-
brimmed, plumad hat, He usually carries 8
flintlock pastol becked into his belt and a foll at his
side, His speech and movements are always
fliowery and siylish.

Significan Skils Lewvel
Adrministration In
Arbsbc Exprassion, Dance I
Carousing Vi
Leadarship Il
Medical Sooncos

General Medicing, Human IV

Peychology, Human v
Sacurity Procadures, Stealth IV
Social Sciences, Hislory, Earth IV
Spors, Swimming IV
Trivia

Earth Music, Early 19608 v

Earth Faghions, Eardy 19805 v
Vahicla Operations, Ground IV
Verbal Ineraction

MegotationTiplomacy Vil

Appearance:

Height: Short

Buifd: Slim

Looks: Attractive

Apparen! Age: Young Adult

Actual Age: 23

Recogniiion Handle: A short, pratty girl
with kang, honey-blonde hair and dark, deap-set
ayas.

Distingulshing Physical Characieristics:

Gwan usually waars & mini-skirf, blouse,
calf boots, and a scarf tied anund her neck. Sha
Is ahways bubbly and enthusiastic and {io the
anmoyance of Kelly) is fond of such phrases as
“groovy™and "ab”.

ROLE PLAYING GAME

Brief Paraanal Hiatary:
Birthplace: Earth, 1821

The son of & nobleman, Phillip eamed the
repulation of balng the best swordsman in Paris
at avery sardy age. Eventually, he grew tired of
the noble [fastyle, and resigned himsatf to
frequenting the inng and tavems of the city,
eaming encugh monay to make a living by
reading his sonnets o whomeverwould listen.
While visiting 17th-cantury France, the Time
Lord Kelly encountered Philllp and ook quite an
interast in his poatny, After Phillip managed io
show up Justin ime 1o save the Time Lerd from
a group of ruffians, thelr fdendship was
carmanted.

Personallly:
MotivationsDesresGoals!

Phillip has & fair for the daring and
adventurcus. He loves the excitement that
travaliing with Kelly brings and has na desire (o
retum home. Heis & great belever in the “code
of honor™, which often gets him into trouble.

Phillip aleo has a strong compassionate
side that often surfaces, He may be confused by
the stranga technology and alen races he
encountars while traveliing with Kally, but he
recognizas injustice when he seas it and does
what ha can io prevent it Ha is alss known to
become emotional ower the lozs of an ally, offen
composing & special sonnet or two as a tribute
on the spot.

Manner:

As mentioned earlier, Phillipwalks, talks,
arvd acls with a carlain elegant stiyle, Hais vary
oulgoing and curious, and he possesses
Impeccable manners. He treats everyone with
respect untl they show him otherwise. The poot
in him often tends to bring out long, hyrc
dascniptions of his plight and the "demaons® he
seams o encounter almast too requently since
mieating Hally.

Brief Personal History:
Birthplace: Earth

Gwan ia one of the many “dolly-birds™ Bt
roamed 1860 s “swinging™ London al the tirma of
the early Beatles. The daughter of a wealthy
family, sha oftan freguented jat-sat parties
thnown by yaung membars of tha Brtish arsios-
racy. Through her joi as a nurse, she met Kely
and Phillip, and became invotved inrepelling an -
attempled awakening of the stil-dormant
Fendahl. Sinca than, she has chosen to remain
with the Time Lord.

Personality:
MotivationsDestras/Goals;

Gwhen is a very kindhearted parson who
often places mora trustin peopla than they
dasarve. She will gladly sacrifice almast
anything she has to save someone.Har main
problam is that she is exiramaly cunous. She
can't help but go off and investgate (aften on
her own and violating direct Instructions fram
Eelly), no matter what the poasible dangers. [is
io satisty this burning cunasity that she travels
with Kally,

Marnar!

Gwandolyn is bright and bubbly, She is
usually the first \o introduce herself and (s
ahvays seoking new fiends. She somehow
manages o keep up this bouncy demeanar
aven when facing the gravest of perils. Sha has
aalmng sense of “fun®, and is currently angaged
in atternpling to teach Phillip some of the dances
from her time penod. Kelly, of coursa, will have
nothing to dowith anything so fivolous.
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RAlternate Player
Characters

Heme: THE DOCTOR (FOURTH
INCARMATION)

Race: Gallifreyan

SexMala

Profession: Time Lord

Attributes:
5TA— Level IV cHa — Lavel VI
EMD — Lol [V MTH — Lovial VI
DEX —Loavel IV TN = Lawval V|

Special Ability:
Telepathy Lewed Vi
Hypnotsm  Level VI

Combat Statistics:

AP: Fi
Ammed Combat;
Sword Level [V
Staser Plstol Lawal i1l
Crosshow Lewval Wl
Unarmed Combat, Brawling  Level il
Significant Skills Lawvel
E nvircnmental Suit Oparations 1)
Gaming I
Leadership Vi
Life Sclonces
Batany 1
Exobalogy 1)
Zoology IV
hadicnl Soences
General Medicing, Gallifreyan v
General Medicing, Human v
Psychodogy, Human Vi
Mildary Soences
Trap Discovery IV
TrapiCrdinance Disarmamant I
Physical Sciences
Chemisiry i
Computer Sciences IV
Mathemabes v
Physics v
Security Procodures
Concealment Iy
Lockpicking U
Stealth I
Survaillance 1]
Sochal Sclancas
Archeology, Earth [T}
Political Scienc 1]
Higiory, Earth W
History, Galactic W
History, Galifrey W
Spacs SOsnces
A trononmy {1l
Astrophysics v
Mavigation v
Sreatwise W
Technology £
Asironautics I
Computer Sysiems [}
Cybernelics in
Eleciromics [
Force Field Syatems {1}
TAHRDIS Syslams vV
Temporal Sciences Wl
Waorschs Oparation
Aircraft 1]
Ground Vahiclas (1)
Wataer Vahiclos 1]
Spacacraft Ll
Temporal Vehicles )
Verbal faracton
MagatiatisnDiplomacy Wil
Haggling Wi
Fascinate Wi

28/ The Hartlewick Horror

Appearance;

Halght: Tall

Huld: Avarags

Looks! Attractive

Apparen! Age: Middle-aged adult

Achsal Age: T80+

Aegenerabons [sed: 3

Recognition Handla: A tall man with
reddish-brown, cury hair and a prominent ncsa.

Distingulshing Physical Characteristios:

Tha Doctor, in hia fgurth form, always wore
sewma Byipd ol frock coal, ranging from weaist- o
cal-length, and rangsng in color from tan 1o gray
16 ripd-brown. Hewas raraly seen withouta
seventean-foot long scard, and often ware a
wida-brimmed, foppy hat, Atvarious limes, be
also wore & plaid vest, a loose-itting white
biouse, soft leather jack-boots, grey trousars,
and loafers,

Briel Parsonal History:
Soe the Sourcebook for Field Agenis.

—

Personality:
MaotfvationsDesirasGoal:

Asin all his ather forms, The Fourth Doclar
is driven chiefly by his sense of justica, right and
wrang, and fairplay. He simply can not stand el
or injustce, and will battle them anytime and
anywhere, Another characlarstic comman 1o all
The Doctors i theirinsabable thirst for knowl-
oda. Like his predecessors, the Fourth Doclor
loves wander the univarse and 568 as many
as the sights and encounier as many of 115
peopla as ha can.

Aarnrer

The Doctor's behavior in his. fourth fioem is
quibe erratic. Al imes, he will be silly and
energesc, and atother imes, profound and
brooding, He makes no attempl to disguisa his
accentncity, and at imes it makes communi-
cation difficult. In this form, hais {arguably)
mora arrogant than in amy of his ofer forma,
and he possesses amazing sell-conlidence.
Tha Fourth Doctor alway s saes the good side of
paople; thene aro very few that he accents as
totally evil,

Thie three abilities The Doctor relles on
mosl are his eXxpenence, his resourcafulness
(bath of which are virually unlimited), and his
amazing abiity towalk inio a room and win the
pecupants over 10 his side withan manutes.

B
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Wama: LEELA
Race: Human Derivative
Sex-Female
Profession: Warnar

Altribules;
STR— Lavel WV CHy — Lavel IV
EWD—Laval WV MMT— Lavel Hl
DEX — Lawel W I — Lawal V|

Speclal Abllity:

Heightened Dexterity
Danger Sense
Combat Statistics:
AP 11
Armed Combat:
Dagger (thrown) Lewvel VII
Bow Lewel
Crossbow Lavel W
Az Lewal Il
Sword Level IV
Spear Loval VI
Club Level I
Laser Rifle Leawal Il

Level W

Mame: SARAH JANE SMITH
Race:Human
Sox; Foemalo
Profession: Magazine Reporiar
Attrbules;
STA—Lavallll CHa—LavalV
EMO—Laval Il pSNT = Lowed IV

DEX—Level IV TN — LevelV

Coembal Statistics:

AR 7
Armed Combat:
Handgun Lewel 1|
Rifla Level [V

Unarmed Combat, Brawling Level Il

)

Significant Skills Lewveal

Climbing

Leadarship

Military Seoncas
Small Unit Tactics
Trap Discovery

Securty Proceduras
Cancealment
Stealth
Survelllancs

Sporie, Swimming I

Widarness Sundval, Warm Temperate VI

=< Z< <<

Appearance;

Hedgrht Tall

Bl Average

Looks; Striking

Apparam! Age: Young adulf

Achial Age: 25

Hecogrniton Handie: Long, neddish-
brown hair and beautifully-formed leaturas.

Distinguishing Physical Characteristics;

Leala usually wears a short, sleaveless
buckskin dress and boots, and never goes
anywhare withaut ber tnusty dagger. Early in her
adveniures wilh The Doclor, Leela had sparkling
blue eyes. Later, alter sha was exposed b a
poweariul Rash of light from an expioding Rutan
spaceship, hey changed to a light-brown color.
Leefa moves with cat-like grace, and always
carofidy obsarves her surroundings.

Brief Personal History:
Birthplace: The Planet of Xoanon

Leela was a warrior of the Sovateem, a
typical primitive hunting tribe thal descended
frem a group of human colonists. Shewas
eventually oxiled {rom the ribe bocause she
Spcke against Xoanon, the tribal god, and his
directive o dostroy the nearby [and somewhat

Slgnificant Skills Level
Administration W
Artistic Expression, Joumalism W
Leadarship n
Modical Scences

General Medicine, Human Il

Psychalogy, Human ([}
Sacurity Procedungs

Concealment fi

Siealth i}

Surveillance n
Socal Scencas

Economics i

Law, British 1]

Political Scencn 1]

History, Earth Il
Sparts, SWimming ]
Sireatwizo 17}
Trivia, Earth Fashions, 1980s 1
Vehicle Operation, Ground Vehicies Il
Verbal Interaction

MegofationTeplomacy y

Haggling I

Appearance:;

Helght Average

Build: Average

Looks: Attractve

Apparemt Age: Young adult

Actual Age: 31

Aecogniton Handle: Smiling expression
and dark, bouncy hair

Distinguishing Physical Characleristlcs:
Sarah is a typical English gid. She is almost
ahvays sean with a smile on her face. During her
travels with The Doctor, she wore a wide variaty
of suthts and costumes, mosi of them
fashionable vardations on styles from the 19805,

i

logically advanced) Tesh tibe, Shortly
aftar her exlie, sha mal The Doctor, wha dis-
covered that Xoanon was actually a malfunc-
barirg computar e mis-programmed years
age. The Docter and Leela ramoved the threat
of Xoanon, and taught the Sevatoem and the
Tesh o lva fogethar.

Because Leelawas so fascinated by The
Doctor and his technological wisdom, she
decided to accornpany him on his advenbures,
She helped him defeat the killer rebols enboard
thix Sandminer, foil fa plans of tme-criminal
Magnus Greel in Victoran London, repel a
Rutan invasion of the Earthy, combat the manace
of the Swarrm, and stop an atlempt 1o reawaken
the dormant Fandahl, While fighting & combingd
Vardan and Sontaran invasion of Gallifrey, she
fell in lowe with Andred, a citadel guard, and
remained behind o marry him.

Ferganallly:
MothationeDesiresGoals:

Like The Doclor, Leela is basically kind-
hearted (but anly to those who deserve it) and
can not sland injustice or cgpression in any
farm, Sho is fascnated by advanced knowledge
and tachnology, and is constantly struggling fo
learm as much of it as she can, Sha has a sense
of “good” and "ewvil®, treating those she considers
good with kindness, and those she considars
il with fierce oppasition.

Manner;

Leela rebies almost entirely on her Instinsls
and imtuition, which have nover faled her. Her
mood can range from bouncy and energetie
(mrourd those she trusts) to savagely
aggressive, Shewlll do anything (induding
sacriScng her own life) for a iiend, and isa firm
baliaverin e warrior's code. Leala is a fighter.
She simply cam not stand inacton, and this trait
often causes her to jump the gun,

Brief Personal History;
Birthplace; Earth
Sarah is a reparier for Metopolian

magazine, While working on one of her siories,
sha met The Doctor (in his third incamation),
and the two defeated a Sontaran warmior in the®
Middla Ages. Bacausa of har curiosity and love
of adventure, she continued 1o accompany The
Doctor and became one of his most avid
traviling Companions. Throughout her travils,
she encountered the Dalaks, the Cybemmen, the
Sontarans, the Kraals, the Zygons, and a
number of The Docleds other enamiss. When
The Mastar sent a falss recall signal frorm
Gallifrey 1o him, The Doclor was forced to leave
Sarah on Earth. Later, as a present, ha sant har
a version of K9 (Mark [11).

Fersonality:
MotivationsDesies Goals:

Sarah's one waakness in fife s her
insatiable cuvicsity, 1t this iralt that cawsad har
1o bsecome a jourmalist and to ramain travalling
with The Doctor for solong. She has a great
respect for The Doctor, and will follow his arders
without question. That is, until hes curosity
1akes over,

Marmmar:

Sarah has no frouble keeping in a happy
maod. She is often carefree and joking, and at
these Emes, she comminicates bastwith Tha
Doctor. She can be quite courageous, and,
though sha is often frightenad, she is rarely
scared, Eady in her travals with The Dactor, she
wias 8 staunch feminist, but [ater her manno
medowad, Shiwill s1ill have an adverse
reaction, however, o amyone beliting women.
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Name: HARRY SULLIVAN
Hace: Human
Sex!Male
Profession: Maval Doclor

Altribwutes:
STR — Laed W CHA — Leavel IV
EMND—LawvelY  MNT —Lavel [V

DEX —Lowal Y ITH — Laval Il

Cambal Statlstics:

AP 7
Armed Combat:
Pistal Leval IV
Rl Level IV

Unammad Combat, Brawling Lewval IV
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Significant Skills Laveal
Administration I
Carousing ' I
Chmbing I
Life Sciencas

Botamy I

Zoology 1
Medical Sclenoes

General Modicine, Hurman Vi

Psychology, Human 4

Pathology v

Surgery W
Mililary SGencas

Srmall Unit Tactcs I
Physical Sciancas

Chemisiny Il
Sacurity Procadures

Stealth il

Survaillanca 1]
Soclal Sclencos

Histary, Earth i

British Law i
Sporig

Boxing il

Swiming ]}
Vehicde Qperation, Ground Vahiclas n
Werbal bnteraciion

Megofiation'Diplomacy 1]

Haggling I

Appearance:
Height Averaga
Buid: Stocky

Locks: Atlrachve

Apparent Age; Mature Adult

Aoial Age; 32

Aecognifon Handle; Cury reddish hair
and a posreriul buid,
Distinguishing Physical Characterisiles:

While travelling with The Doclor, Harry
ofien wore a navy blue binzer and trousers, One
of his trademarks = his epeach, which often
inchudes a ibaral sprinkling of collogquialisms and
smippets of naval jargon,

TWH

ROLE PLAYING GAME

Briet Perasenal History:
Birthplace: Earh

Harey joimied My Hoyal Nawy aflar gatting
his doctorate in medicing., When Brigadier
Lethbridge-Stewar requested a full-ime
medical olficer lor s stalf, e navy atached
Sullivan to UNIT. Ora of his first duties was o
aliend o The Doctar during ©e arralic perod
Tollowing his third regeneration, After helping
The Doctor ramove the threat of Professor
Kellewell's rabot, Sulvan managed io
sccidentally lsunch the TARDIS whila Tha
Dector and Sarah wara showing it to him. This
propalied him into a serios of adveniures
incduding run-ing with the Wirrn, the Cybermen,
the Daleks, and the Zygons, A Harry does not
possass the love of advenbure thal many of The
Docior's Companions have, e declded o sty
on Earth alter the fygon afiair.

Personality:
Motfvations' Desiras'Goals:

Harry is a military man in mind and spévit.
He raspacts authoenty and follows instructons
wall, thowgh ha is guite capable of acfing on hiz
own inibatve. He also has a military mind that
altermnately amuses and disgusts The Doclor.

Manner;

Harry Is always sean as a bungler, thaugh
his reputation ks partially undeserved. Hals
courageous and keeps calm in nearhy af
siluabions. He s, however, very impulsive, and it
is fis feature that oflen causes him to make
mistakes. Hary is a man of action and does not
lixe 1o 5it around idbe. Though ha s no lover of
violenta, he efien sees il as the first solutien to
some problams,

— =
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g ﬁ Every time a charactar encounters f o E :
= an MPC for the first time and tries 1o guideline. The base Difficulty Lavel
make some sort of impression, the of the persuasion attempt should be
Non-Pla yer gamemaster should make a Saving modified by the circumstances and
Roll against the player character's the NPC's reaction to the character
Characters cHa score using the NPC's aeac as the gamemaster sees fit.
statistic as the Difficulty Level (the Betora beginning play, the .
result of this roll shauld be recorded gamemaster should read each of the
sothat it can be referred to later in character descriptions until he is
: the adventure). The gamemaster quite familiar with them. Much of the
Ea!-:w:r, the gamemaster will find should refer to the chart forthe enjoyment in the game rests on how
F:::fﬁplete information on all the MPC's basic reaction to the well the gamemastear can role play the
important NPCs appearing during the character. (See page 36 of the NPCs.
ad '-"ﬂlﬂt’i;i:_ _ y I Game Operations Manual for
n addition fo their usual game more information) This reaction can
statistics, ?ar:h HF_C'. is also given be used as a guideline when playing Dica HﬂNMHEMTIDHHﬁm,
two statistics not discussed in The the NPC. Target -5 Actively Suppartive
DOCTOR WHO Role Playing The ress statistic is the base ot Friendly
Rt AT arge Meutral
Game booklets: acac and pres, _ D|H|cul_lj.r1L-Bv&IIf:::r the Target +1 uﬂﬁimw
Negotiation/Diplomacy roll Targat +5 Aggrassively Hostile
necessary to parsuade the NPC to do
e e e o] EﬂmEthing. Thiﬁ- iE- iﬂtendﬂd ﬂnl}l' 45 a eSS - — |
Name: LORD RICHARD WILSON Slgnifleant Skill Lavel Briet Personal History:
CENEBIGH Adminisiration I Birthplace: Earth, England
Aace; Human Carousing IV Dunkbégh devaloped his interest in arche-
Sex:Mala Earth Sciences, Geology 1 ology at an early aga. He entered Cambridge
Profaasion: Prolessor Leadarship 1] Univarsity bo study the subject and has never
Social Scencas left, After receiving his doctorate, Denbigh
Allributes: Archeciogy Vi stayed on ai the University o teach, Eventually,
STR—Levellll  cHA—Level IV History, Ancient Earth Vi he was appoinied head of the sociological
END—Lovel IV MNT —Lowved Trivia studles division af King's Collage. His knight-
DEX—Level IV TN — Lewvel lil Latin Language v hood came with the now position. YWhen he
Fine Wines W began teaching, he and hiz wifa Eleanar bought
REAG: Lavel 11 PERS: Level NI Eal:l:ilde Oparation, Ground Vohiclos i Cheltervwick Howse from tha widow of Lord
arbal Interact : Jarlterson Taylor, its previous resident.
PP L N@ﬁ?ﬂu;réﬁﬁmaq i son Taylor, its residant.
AP _ ¥ s Personality:
Unarmed Combat. Brawding Level IV Appearance: AMetvationsDasires/Goals:
Height Average Denbigh's chial intarestin life is his wodk.
Buitd: Sfim He has bean excavating the site at Sic-Leagues-
Looks: Atractive Battom for four days at the tirme the advanture
Apparant Age: Middlie-aged adult begins, and he has hought of e elsa duwing
Actual Ape: 50 this pericd. Six-Leagues-Botiom is quite an
Recognition Hangle: A thin, handsoma archaological find, and be is sure itwill make him
man with graying black hair. Ha has a bushy, the most respected archeologist in the Britieh
but neaty-timmed moustache and usually lsles, Denbigh s very conscous of his profes-
waars a pair of round, wirg-immed spoclacles. sional reputation, but not to the point of vanity, [f
any of the players compliment him o sustably
Distinguishing Physical Characlerislics: impress héimwith thedr knowledge of archeslopgy
Whila al herne, Denbigh generally wears & (by making a Skill Roll against their character's
farmal dinner jacket and suit. While working, he rating In Archeology), the gamemaster should
waars the usual khakd dig ciothes. Denbigh five the character &n Bpprogsiabe madifier b the
tends o mumbse to himself and has a hakst of Difficulty Level of the roll to determine Denbigh's
prefacing many of his remarks with ™ say®, initial reaction to thal character,
Manner:

Lord Denkbigh i3 vesy Independant and
terds 1o keep B himsell. Whan he gats free
time, he likes to sit quietly and read or think.
Because ha is patrinfc and compassionate [he
ks currenily allowing the constables and perhaps
the characiers o use Chellerwick House asa
base of operatons), he will probably do anything
necassary to ald the characters in geting o the
bottom of the disappesrances, He will, howovor,
Iry 1o evoid direct Invalwernent untl e, his
farnily, or his work is threatened. In any case,
Denbégh will respect the player characters'

Il supariar ability to handie the matiar of the
disappoarances and will always consult tham
before taking action.

THE

AOLE PLAYING GAME
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Hame: LADY ELEANOR WINSTON h

DEHEBIGH
Hace:Human
Sox:Fomale
Profession: Lord Denbigh's Wile

Hame: BAROM ALFRED YOM MUELLER
Race; Human
Sex-Male
Professian; Prolassor

ditributes:

CTR = Level IV  CH&—Lawvel ||
END — Lewvel V. MNT —Level ¥
DEX —Lavel ¥V  ITH — Lawellll

REAC: Level VIl PERS: Laval VI

Combal Statistics:
e g
Armied Combaj, Revolver Lavel IV
Linarmed Combat, Brawling LevelV
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Attributes;
STH—Level |
EMO—Lavel Il
DEX — Lowvel IV

CHA& — Laval '
MMT — Lewed [V
T — LewellV
REAS: Laval ll PERES: Levelll

Cambat Statistics:
AR i

Significant Skils Level
Carousing I
Trivia, Enghsh Lilerature 1]

Appearance;

Helght: Short

Builg: Slim

Loows: Attraclive

Apparent Age: Middie-nged adut

Achual Age: 45

FAecognition Handle: A sharl, regal
brunatie

Distingulshing Physical Characteristics:

Eleanor has deep-blue eyes, a slightly
turmed-up nose, and elaborately atyled hair.
Like her hushard, she usually drassas in formal
wear, She has aweakness lor expensive
jewelny,

Significant Skllls Level
Adménistration
Canpusing
Earth Sciences, Gaology
Laadarship
Security Procodures
Steglih
Surveillance
Socal Soences
Archeohooy
Hisiory, Ancient Earth
Sports, Boxing
Triwvia, Elderand Lore
YWarbal Interacton
Megaotiation'Tiplomacy ]
Haggling ]

Appearance;

Height Tall

Bl Stocky

Looks: Average

Apparent Age: Middle-aged adull

Ackual Age: 40

Hecogrition Handie: Tall, well-musded,
and bald

e == =S
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Distingulahing Physieal Characteristics:

The Baron doas not look at all I%e a typical
archeologist He waars a monocle and talks wilh
an unusually high-pitched woice for his size. He
assumes an air of superionty , and will react
angrily if he is contradicted. He even speaks
condescendingly o Lord Danbigh, thadgh
Danbigh doses not notice il

Briaf Personal History:

Birfiplace: Earh, Germany

Won Mueller is a hareditary German nobla

wiha, like Denbigh, tak an interastin archegiogy
at an early age, and later became a profeszor of
the subject at the University of Bavada, Just
afier the end of the First Word War, Gib-
Thothath dedectsd von Muellers presence,
recogrized that he would make a perfect
imgrument im his

ROLE PLAYING GAME

Brief Personal History:
Glrthplace: Earth, England

Eleanor is e second daughleral a
woallhy businossman, who owns several coal
mines near Manchester, Sha met Richard
Denbigh while studying lilerature at Cambridge,
and thay were maried afer a long courship. At
first, her father was disappointed wath her choice
in husbands, but after Denbigh's promation and
kréghthood, he quackly changed hés mind.

Peracnality:
MorfvatianzDesiresGoals:

Eleanor leads a very contonted life. She
hias futfilled her goals long Bgo. Shea now has
ample time to devobs 1o her irst lowve, lilaratun
(Byron and Shelley are her lavonites), Her one
wish s for Richard to spend less ime with his
work and more time wilh Ber.

Manner:

Eleandr is a very oulgoing, Rappy person,
She is avery rusting individual who will provide
thia characters and the consiablas wilh amy
assistance they need. She is dalighled o have
&0 many guasts at Chelterwick Houso [Baron
won Muelles, the constables, and probably the
characters aswall), and will see that they ara
givan firsl glass accommodabions. Lady
Deanbigh is, howaver, quite sguearnish. Il she
witnesass amy violance, or anylhing alse
unusually fightening, she will probably faini,

plang, and fook over his mind. Thothath used his
o mind o brairwash van Moeller, and asa
result hie had to go inta dormancy Tor a few
yoars, ARerwards, Thothath directad von
Mueler towrite a a serdes of letiers o Professor
Deriigh of Cambridge Uiniversity, proposing a
joint dig at Six-Leaguas-Battom, a site long
suspeacted of holding great archeological
significance. The site had not been excavaled
earlier because of he high cost of dgging in e
fens, Tha Baron offered to put up the money
[which was providod by Thothath's minions) and
eweniually won Denbigh over.

Personallly:
otivalionsDesiresGoals:

Wion Mueller is undsar s Gmphela
dominalion of Gib-Thothath. He wlill do anying
o halp hiz master escapa his prison, induding
sacrificing his lifa. Thathath doos not have 1o
exart any acive control over von Musler, The
process he used to control the Banon |5 a
lechnologically-advanced version of brain-
washing., The Baron 15 actually corvinced in his
awn rrind Byat Thothath showhd be setfrea to
rule the unfvarse. The Baron has managed o
build up a great deal of influence with Lord
Denbigh by allowing him i fke ol the cradit far
e discovesies so far, Heais curmantly caing his
bast 1o dver the afiors of e main dg daser o
the site of the wrecked spacacraft. Each night,
he sneaks back to the mourd and conducts his
own urauthorzed excavation with the helpof a
group of the Sarad-Dur, trying to break b tha
wrackad spacecraitand find the Greatar Seal.

Manmear.

The Baran is the stole, slont type, but can
assume awide variely of personalifes whan
necassary 1o furthar his plans. If required, he
can be outgoing, charming, or bold, Heis very
cunning and man pulatve, The playars probably
will notlike him when they mesethim. Hehasa
high REAC scove because he views everyone as
a threat to his plans unkil proven othenwise, Mo
matier how good the players’ Verbal Inlerachion
rolls are, the Baron will net do amything that
would hinder Thothath's plans.
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Mame: MICHAEL REDJACK

Hace: Human

Sex:Mala

Prodassion: Newspaper Reporter
Attributes:
STR—Lewvel V  CHa — Laval |
END—Leval V.  MWNT—Lawval |V
DEX = Level IV ITH — Lawval Vi
REAC: Laval V' PERS: Laval IV
Combat Statistics:

{1

Asmrd Combal, Pevoher

Unarmed Combat, Brawling

Name: MADAME SYLVIA
Race: Human
Sex Femala
Prefassion: Medium

Aitrlbutes:
TR — Lawvel Il CHA — LovelV
EnMD — Lavel [l MNT — Level IV
DEX —Leval IV TN — Leval Vil
peac; Level PERS: Lawval ll
Special Ablilty:
Telepathy Laval W

7
Lewal [V
Lawil v

Slgnificant Skill= Lewvel
Adminlstration v
Anlistic Expression

Journalism 11
Carousing v
Security Proceduras

Shealth IV

Surveillancs v
Social Scencas

Law, Beitish v

Sports

Boxing I

Swimming I
Vahicle Cooration, Ground Vehicle W
Verbal Ineracton

MNagotationDipfomacy )

Appearance:

Heipht Average

Buitg: Stocky

Looks-Atiraclive

Apparent Age: Mature adult

Acisal Age: 30

Recognition Handle: A tough-looking,
shady character

Distinguishing Physical Characteristics:
Redjack's leatures seam hard and cruel,

He has shot, red hair and sports a small scar on

one chaek [a memento of a previous assign-

menty. Redjack ususlly wears & [oeeg, (B0 ench.
coat ever & dark Baroer and pants.

Brlef Personal History:
Birthplace: Earth, England
Wichasl Redjack is a reporier for The
Gioke, animportant London pariodical. Jus?
after the disappearances began in Harlewick,
he found out abaut them and travalled therein

Combal Statistics:
AP Fi

Significant Skilla Level
Leadership 1}
Medical Scences

Ganera Medicne, Human Il
Public Performance

Fortuna Teling Wl
Streatwise In
Trivim

Eldarand Lore |

Dol W
Verbal Imteracton

Megoiation/Diplomacy Wi

Appearanca:

Hedght: Shart

Build: Thin

Lioaks; Plain

Appareni Age: Tid Adult

Achial Age: 70

Recogmton Mandfe: An odd, rail woman
with white-siver halr and wrinklod features.

Distinguishing Physical Characteristics:

Madame Syhvia is usually dressed in an
old, tatered work dress and apron, and sha
wears & feded herchial on her head.

Brief Persenal History:
Hirltnlzce: Earth, England

hadame Sylvia discovered her unusugl
talent atthe age of ten. Since than, she has
wowked as a psychic and ferunateller ina
numbarof dreuses and magic acls, She has
since ratired and lives in the village of Harllewick.
Convinced that hor telepathy is supematural in

search of & story. Durdng his travels lar The
Glotwe, he has witnessed many bizarre things,
and so he is not likely to be shocked by anything
b experiances,

Personality:
MotivaionsDosiesGoals:

Like most newspamser reporiers, Redjack is
chiefly driven by his curiosity, Hoisavery
inguisitive person who abways likes to get fo the
bottom of things. Rediackwill usa all his skills to
discover the true nature of the disappearancoes
in orefer to wrila his slory. Hisinvestigations can
halp or hinder those of the players as the game-
masler seas &t If the players are inoxparienced
or are having a dilficult time solving the
advaniure, the gamermaster can use Redjack io
give them dues and provide muscle, Likewise, it
the players are having an aasy time of i,
Redjack can hinder them by arriving atimportant
scangs first and possibly conSscatng dues.

Marnner;

Redfack is like the typical hard-nosed
private eye of delechve fiction, He rarely trusis
anyona until Bey prove themsehvas [bevand all
doubth, His mannar s gruff and biunt. Whila
working on a stoey, ha raredy thinks of anything
else, applying all his skillz and concentration to
ks work. Ha 15, howaver, compassionate and
hates i 960 peopde misiroated or justica

HOTE: Michael Redjack would make an ideal
fraveliing companion, Tha gamamastes may
wish to alter his statistics and allow a player lo
take on his characher in the adventure,

iterwards, he could join the travallers in teér
TARDIS as a regular,

nature, Madarme Sylvia will refuse o admit that
e i any Goiantific explanation for it Bocausa
of this, she beliaves in the ocoult and has an
extensiva occull research liorary. Her library
includes some old and parialy inaccurate
raterial about Gib-Thothath, written by same-
one who somabow discoverad part of his secret
lorng ago.
Perganality:
MotivatoneDesiresGoals
~ Now that she has retired, Syivia only
wishes i ba leflin peace io read and siudy tha
pocull. She is sure, howaver, that the disap-
paarances have some sort of supematural
connaction [she has felt a telepathic presance
during each of them, which is achualy the mind
of Gib-Thothath guiding the Serad-Diur), and
shi has coma forth to Iy to siop hem, She
believes the disappearances are the work of
gemons and hat she is the only one who can
condront them,
Marnar
Syhda is a voluntary oulcast frem sodiety,
She will genarally be friendly to those wit an
open mind, but will react with disgust to anyone
dismissing her beliafs as “rubbish® or "poppy-
cock”. Aslong as the players show respect for
her, she will recognize (parhaps telepathicaly)
ther devation to the cavse of good and wil haip
them with their investigation as much as she
can. She will often make sugpestions on how to
deal with the "demons®, which might amuse the
playars, though they should nat display tha fact,
Sylvia has played upan the natural superstiions
prevalent in the village, and has rallied the
villagers to hor cause. She can oasily getany
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Hame: TYPICAL HARTLEWICK VILLAGER
The players should encounier many villagers
duing the advenbura in ooder to give the town
rnore favor, The garmemasier can use the
statistics provided below for the vitagers, adding
a sxill or alinbute level when appropnala, bn
addition to the individuals mentionad below, the
gameamaster should create as many individual
townspacplo as he can manage. Keap in mind
that most of the residents of Hartlewick are
unsophistcated and uneducated.

Atlrlbutes:
ETH—Lavel IV CHA— Lavel IV
END — Lewval IV WMT— Laval 1]
DEX—LavellV  ITH — Level Il

Bocause of tha villagers® general distrust of
outsidars, the gamemasier can assume they al
have REAC and PERS values of V. These should
be adjusted, natura®y, if e players seem to
hiave whon Madame Sylvia’s trust or the wvillager in
queston s asked by John Dooley to provide
whalever assistance is necessary,

Cambat Statlsiles:
AR T

Unarmed Gombat, Brawfing  Leval i
Significant Skills Level
Carousing [}
Trivia, Prodession n

Appearance: As appropriaie

Hame: TYPICAL UNIVERSITY STUDENT

Frofessor Denbigh has approximasely 45 of
his Cambridge studenis helping with the
ercavalion at Six-Leaguos-Botom, Twenty of
them will ba present ai the site, digging and
racording, batwean B:00 AM and 5:00 PM each
day. [ the players néad more muscle or are
having & hard time, the gamemasior can have
Denbigh asaign one or two of his students o
help them with their investigations, This should
ba done only alter the players have lound some
sort of connection between the dsappearantes
ard tha Druad Mownd, such as altar the atlampt
is mage an Denbigh's ife,

Attribules:
STH = Level [V  CHa—Lavel IV
EMD—Leve|V MNT = LevelV
DEX—Lavel IV INT — Lewal [V
REAC: Lewel Il PEAS: Laval Il
Combat Statisties:

A

Fi
Unarmed Combat, Brawling Level Il

Significant Skills Level
Administration Il
Carousing I
Social Sciancas

Archeology n
History, Ancient Earih i

Appearance: Az Appropriabs
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Old Tom: Oid Tom s the vilage Blacksmith, He
will b kidnapped by the Serad-Dur justwhen
the adventunees drmve, and will latis asagn as
describad in The Adventure. Due iothe
draining of his psycha, Cld Tom will be paramasid,
manic, and at imes homicidal when encoun-
fered. His 5TA and EMND scores ara at Level W,
and his LUnarmed Combaiskills with Knite and
Pitchlonk (treat as a Thrusting Spear) are af
Lewval . Ha will abways carry the knifa on him
and will keep the pilchfodk concealed back at his
hidesiit in the fena.

Mike Nelson: Mike iz one of Lord Denbigh's
best graduate students, and is generally in
charge of the dig site when Denbigh or van
hseller are not present. Nelson respects
Denbigh very much, and will become involved in
the invastigation into the o sappearances if he
belioves that Denbigh's life or the dig itsald are
threataned, Mike has Level IV in both Social
Sdances.

s ATHES
PR

AOLE FLAYING GAME

s

Yicar Hunisby: The Vicar is an old, compas-
slonate manwho lives ina small rcom in he
callar of 5L Augusting's church In Harlewick. He
wiill b the target of a Sarad-Dur kidnapping e
right afier the characters &rrive, His MNT score
Lavel V and his NegotiationDiplomacy skl at
Lewal VI,

Jahn Daoley: Dooley owns tha gonaral store
in the town and hodds the position of village
trueste (ke tha mayor), as elected by the
residenis, Assuch, they will look 1o Rim for
important decisions. Howill, of course, co-
operabe with tha players and conatables to the
bast of his abdity,

Name: TYPICAL POLICE CONSTABLE

Two constables, Eric Faver and John
Chapman, appaar in the adveniure. They are
ottt on lean from Cambrcge to investgate the
disappearances (Hartlewick is oo small 9 havi
Hg own pelice forca). The constables are staying
at Challenwick House and are using it as their
base of oparations. |t thay mistake the char-
acters for the Scotand Yard detectives, oril the
players are succaasiul with their Verbal fnfor-
actionrcis, tha constablas will follow all thedr
imsiructions. The constables will both waar the
uniform of the English “bobby”. Normmally, they
should be helphul and coopsrative, butif the
plaverss are having foo easy a time, the con-
stablos can hinder thelr investigations a bitby
Ering mistrustiul, atz.

Atiributes:
STR—Level IV &HA—Lavel 1
END— Leval ¥ MNT — Lewal 1]
DEX— Lawed IV TN — Lawval I
HEAC: Levei lll FEAS: Level Il

Cambat Statlsties:
AR Fi
Armed Combat, Club
Unarmed Combat, Brawling

Significant Skills Lewvel
Adménisiration ]
Leadership [
Military Sclence

Small Unit Taclics ]
Security Proceduras, Survaillanca Vi
Streabwise W
Yerbal Interaction

NegofationDiphomacy W

Appearance: As approprate




The information contained in this
section is available to the player
characters through their TARDIS
computer ar from the memorias ol a
Time Lord. Any playar whose char-
acter is an experienced Time Lord
(‘experienced’ baing left up to the
discretion of the gamemaster) should
ba given this information whan ha
specifically requests it. t can also be
given to the players through the
TARDIS computer, but again, only
when specilically requested,

|z | Hartlewick And
B '| England In The
lr[ 1920's

Hanlewick is one of a number of
small vilages that formed around the
major population center of Cam-
bridge. The village has a population
of about 200, most of whom work in
Cambridge (walking to Waterbeach
and taking the train each day) orin
small shops in the village itsell.
Hantlewick is much too small to have
aformal government, and conse-
guently, has no police forca.

The buildings that make up the
village are an interasting mix of older
and newer slyles of construction,
Many of the inhabitants live around
the outer perimeter of the village in
plank cottages that have a distinct

Backaround Information
?‘*‘Q
TN

18th-century feel to them. The middle
of the village is chiefly comprised of
small shops (tailors, wine, dry goods,
etc.) that are constructed with much
mare madarn brickwark. Chel-
tenwick House adds a rustic quality
to the village with its sweeping Vic-
torian architeciure and construction.

The Hartlewick Horror
takes place in England of the 19205,
At this time (during the reign of King
George V), England has just survived
the First World War, and it is one of
the greatest powers an Earth.
Between the World Wars, the people
of England are very conscious and
proud of this position.

Most of the adventure will taka
place in a rural setting. Rural England
during the 1920s was lairly similar fo
rural America, with the exception of
the sharp distinction batween tha
upper and lower classes,

During his travels, The Doctor
visited England during this era twice.
In the episode "Pyramids of Mars",
The Doctor foiled the plans of the avil
Sutekh on what would later become
the site of UNIT HQ. In "Black
Crchid®, he managed o becoma
implicated in a murder mystery, which
he was forced to solve. Game-
masters should look to these two
episodes for halp in creating the
praper atmospheare for Tha Hartle-
wick Haorror.

ROLE PLAYING GAME

%1@ Six-Leagues-
i | Bottom
|

Six-Leagues-Bottom is the sile
of an ancient Druidic burial mound.
The mound itsalf was constructed
around 10 s by the Catenov-
vellavni tribe as a burial chamber.
The Catenovvellavni warshipped
death and trees and believed their
dead should be placed in mounds,
such as the one at Six-Leagues-
Bottom, to pass inta the afterlife.
This type of burial, however, was
considered a privilege, and was
pravided only to the more important
members of tribal saciety.

Six-Leagues-Bottom is located
in the fens to the north of Cambridge.
Archeclogists knew about the site for
years, but they did not study it
because it rasts in a low-lying areain
the fans, making excavation difficult
(and such an undertaking is very
expensive). The Baron is providing
Denbigh with the funds {which were
provided te him by Thothath and his
minions) and is allowing Denbigh to
take all the credit for the discoveries.
He Is hoping eventually to route the
main axpadition toward the wreck of
the Menkaran freighter (which rests'a
short distance from the main mound)
and find the Greater Seal of the
Elderands. As of now, von Mueller
and the Serad-Dur are performing
preliminary secret digs in the area of
the wreck at night, chiafly to get their
bearings. After he is certain of the
wreck's resting place, ha willtry to
stear the expedition toward it. When
the expadition comes close to the
wreck, he plans to move in with the
Sarad-Dur, finish the job, and recover
the Seal. The Baron recently has
been ordered by the Gib-Thothath to
kill Denbigh (he has already served
his purposea) so that he will have total
control over the expedition. If
Denbigh visits the Druidic mound
accompanied by the characters, von
Mueiler will attempt to murder him as
described in The Adventura.
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The Elderands

The Elderands were a super-
developed race of squid-like craa-
tures who controlled portions of
Mutter's Spiral before the arrival of
humans. They had highly-developed
psionic powers with which they could
manipulate objects and communi-
cafe,

Atthe present point in the tima-
stream, very few life forms resemble
the Elderands, though it is believed
that the Rutans (and possibly the
lyteans) are evolutionary derivatives
of the basic Eldarand form.

HISTORY

The Elderands evolved from
amoeboid ife forms native to their
hemeworld, Elderand. The very first
protomembers of the species were
simply large clusters of thess
amoeboids functioning as a multi-
cellular organism. Later, following
normal evolutionary patterns, the
organism developed very rudi-
mentary psionic abilities, which it
used to sense vibrations and avoid
the lizard-like predators that were the
other major inhabitants of the planet,

Because of changes in the
atmosphere of the primitive planet,

¥orld Log: ELDERAND

Antransenical Data
Sysipm Mame: Kiyrar
Pasitlan in Syaiem: b
Hismbaer O Satellies: 2
Planetary Dals
Grawity: i1
Gl
Diamatar: 14,300k
Equalcdial Cloumiaranca; 44,000 km
Tednl Surface Area:

BE.1,000,000 £, Rt

FPlanetary Cendlilons
Major Land Area Types:  Workd Conlinaal
Major Waler Arsa 8 3 Ajor ooaans

Length Of Day, 27 b
Almospheric Danalty! Thich
Genaral Climate: Tropical
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the lizard-like predators died out,
leaving the multi-cellular amoebaids
to flourish and eventually develop
social instinets and intelligence. This
led to the first Elderand civilization.

Although most Elderands were
docile creatures, major wars often
broke out between the earliest satile-
ments. After the race developed the
rudiments of industrial technology,
they abandaned violance and
warfare,

Because of their pacifistic
nature, the Elderands flourished and
developed very quickly. They
reached the level of interstellar travel
much faster than other races inthe
galaxy, and began colonizing
neighboring worlds. This continued
until thay reached a point of almost
complete self-sufficiency and
developed a firm anti-viclenca code
that remained unchallenged for
thousands of years.

An encounter with an alien,
eXpansionistic race led certain
members of Elderand sociaty to
question the pacifistic code, arguing
that the only protection from outside
invasion was to become imperialistic
themselves. Around this time,
Elderand science was incredibly
advanced, incorporating meditational
chants and gestures designed to
fully tap their mental energies, [t was
in this period that Gib-Thothath arose
as a famous scientist and became
the leader of the imperialistic
Elderands.

Thothath gained many followers
and became very powerful. Soon the
more traditional Elderands saw a

need o take direct action against
Thathath and his forces, engaging
them in what amounted to a civil war
that lasted for years. The tradition-
alisls won out and put the captured
Thothath on trial, eventually sen-
tencing him to be locked in the vault
on primordial Earth.

Shortly after the civil war,
Eldarand was destroyed in a cosmic
disaster that even their super-
science could not prevent.

PHYSICAL
CHARACTERISTICS
Elderands are smallish, jelly-like
creatures with long tentacles pro-
truding from their green-grey bodies.
Thay spaak in a deep whisper, and
their features would horrify a human.
The Eldarands possess super-
developad minds and psionic powers,
making them masters of telepathy,
telekinesis, and rudimentary
hypnosis. In their basic forms,
Elderand psionics function as the
special abilities Telepathy and
Hypnosis in The DOCTOR
WHO Role Playlng Game.
Their talekinesis allows them to lit
mentally the same weight as a char-
acter with a sta score of Level VII.

THE MENKARANS

Tha Menkarans are a humanoid
life form that has colonized a large
porion of the galaxy. Their culture
has a highly-developed scientific -
community that rules overthem. An
exact description of the race has
been left as a creativa exarcise for
gameamasters.

Afien Crealune Record: ELDERAMDS
Environment Data

Typo: Sublarranean
Almasphene Broathed: Croygen'iiirogen
Fppaarancs
Sira: Smal
Body Ferm: Equid-fike
Lirrtras 48 eyl acdos
Boly Covaring: Rutabary skin
Altributes
-
Blrength: 25
Eaxlam;r : 7
T 10
Mamlalky: 18
Inttiftion: 1]
Sonses: Psionic daledtion
Lire Siyle: Pasahva orrriivone
Combat Statlstics
MAX OF ED Score; 12
;:;:f ':.bll Ty 2
| 0 H
Combal Proficency Laval: [l
- Damags Value: 108
Armad Walva: 1]

Civilizaton Log: ELDERAHD
World Name: Eldaramd

Full Index: 95883-578
Dominant Aace: Edorands

Gavirament byped ]

Canlraling Geovarnmesdad Bady!  Countl of Eldirs

Cheal Govarning Cfficer; The Judga
Technalogoeal Indax

Space Sdenca Index: ]

Phirsical Sciencn |ndaax; ]

Enginwmaring Index; &
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Setting The
Scene

The Hartlewick Horror is
intended to have the flavor of an
occult mystery. By using certain
techniques, the gamemaster can em-
phasize this flaver in the minds of the
players, adding to their enjoyment.

While giving descriptions, do not
be afraid to use all the old cccult
cliches. Constantly describe 1o the
players the sudden, mystarious

Gamemaster's Notes

gusts of wind and the dark, stormy
nights. If possible, try to startle the
players when they see the Serad-
Dur, the Voorg, orthe site of a
disappearance. This can ba done by
reading the description suddenly and
unexpectedly. Alsa, describe the
hamifying features of the Serad-Dur
and the Voorg in extremea detail. The
idea is to bring vivid images to the
minds of the players.

—

Adventure
Timeline

DAY 1
9:00 PM:

The players’ TARDIS materi-
alizes, and Old Tom is captured by
the Serad-Dur to help energize the
Cerebratron, The playars are taken to
Cheltenwick Housa,

10:30 PM:

Madame Sylvia and other
villagers gather near Cheltenwick
House, demanding that Denbigh stop
excavating the mound.

11:45 PM:

Baron von Mueller secretly visits
the mound at Six-Leagues-Bottom
with a group of Serad-Dur to exca-
vata further around the site of the
Menkaran freighter. They locate the
freighter, but do not find the entry
hatch. Old Tom escapes and hides in
the fans.

DAY 2
8:00 AM:

Archeclogical crews beginthe
day's digging at Six-Leagues-
Bottom.

11:00 AM:

Denbigh visits the dig site
(possibly with the players accom-
panying him) and is caught in the trap
sat by von Mueller. Archeological
catalogs of the dig site are dis-
covered missing,

9:00 PM:

Madame Sylvia holds the
seance, and the vicar is kidnapped
by the Serad-Dur. Old Tom returns to
Hartlewick and kills a villager.

10:00 PM:

The Baron once again secratly
visits the mound with the Serad-Dur.
Hea locates the wreck, and Thethath
moves the earth from around the
entry hatch, using up a great deal of
his enargy. Tha Baron brings the
Greater Seal to the vault, and
preparations are made 1o start the
ceremony to cpen the vault,

12:00 AM:

The ceremony to open the vault

begins.
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w enormous distances across any HARACTERISTICS
e wavaband. Thothath used the Thothath is a total megalo-
o p=sy Cerabratron to alter the avolutionary maniac. He believes that he is
i Gib-Thothath pattern of some of the Silunians, superior 1o every other being in the
: '1_ Earth’s first intelligent life forms, and universe and never aven considers
B created his servitor race, the Serad- the possibility of failure. He passes
i} Dur. Using the Cerabratron, howaver, off his defeat at the hands of the
= put an unexpacted strain on his mind, ather Elderands as a simple setback
causing him to enter a period of dor- to his plans. He is now bent on
Thothath is intended to ba mora mancy for over one hundred years. canguering the galaxy and, now that
of a presence in the adventura than When Thothath awoke, he began the othar Elderands are dead,
an active participant. He will probably prassing his powers to the limit by believes nothing and no one can stop
never even be released, and all that using the Cerabretron to influence him.
the characters are likely 1o hear of evants on a cosmic scale, hoping to
him is what the Fizal-Bentu and evanmually bring the Greater Seal of Attributes:
Madame Sylvia's books say. the Elderands, the only object that ELE,:LL;“:?J. ﬂ'. iﬁ__ﬂﬂm
can ever free him from his prisan, 1o DEX—Loved Il INT — Lavel [l
HISTORY Earth. To lessen the strain placed on |5 cacisi abilik:
Gib-Thothath is one of the his mind, he instructed the Serad-Dur Po TE|ENH,,: T
Elderands, a once-poweriul ancient to capture savaral of the intelligent Telekinasls VIl
race, now (almost) extinct. Hewas a Silurians and drained their psychic L
scientist-lurned-criminal that enangy directly into the Cerebratron. lcombat Statistics:
developed extraordinary psionic Faollowing his instructions, the Serad- AR: : B
powars and committed many Dur constructed the Voorg, an Unarmed Combat, Brawling  LevaelV
attrocities. Eventually, the other arganic robot, to help them capiure |signiticant Skills Level
Elderands overcame his power and their victims. E"'ﬂ“"&;'g":]ﬂ o Enaingeri v
imprisoned him within a spacially Over the next 200 million years, Elecrical Enganasting o
constructad vault just below the Thothath advanced his plan. He used Machanical Englneenng Vi
surface of the newly-formed planet the power of the Gerebretron to direct ‘-“dmg_ vi
Earth. a group of alien scientists (the s el Medickn Eldacand J
Through his powerful psionic Menkarans) ta his homeworld. Once Physical Sciences -
ability (even by Elderand standards), there, they began a series of arche- CIRIIRY, o 0 :
Gib-Thothath became more or lass ological excavations that lastad over Mathemalics Vi
immerial. Over the ecns, he used his 1000 years. Eventually, they Physics W
power to obsearve his race, eventually discoverad the Greatar Seal buried Sorily &1 ooso, Sieulky vl
witnessing its total destruction by a deeap within the ruins of the capitol Histery, Elderand v
cosmic disaster. Seaing thisaz a citadel. After waiting for millions of Space Sciences
chance for freedom, he began years, Thothath was able to pull a imﬁ'ﬂn 1.::
constructing (telekinetically) the Menkaran freighter carrying the Mavigatan n
Cerebretron, a machine that allows Eldarand artifacts far off course, and Tachnology
him to project his psychic energy caused it to crash on Earth close to o ST st
his underground prison. Eachtime Elecironics wl
ha exercised the powers of the *Hvia, Elcaranc Lore N
i : 3 4 Crebe 2l 3 B para Vehicle Operation, Spacecraft v
= RS dormancy was necessary because of
i ! ' % the great strain placed on his
psyche. More Silurian, and later
human, captives wera required each
B time to feed the machine.
At thetime the adventure
. begins, Thothath has just awakened
'1# G | from ancther leng period of dormancy

and is ready to begin operations for
the excavation of the Mankaran
freighter.
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GIB-THOTHATH'S MINIONS

The Serad-Dur

Thothath used the Cerebratron
to evolve the Serad-Dur from an
Isclated group of Silurians living near
presant-day Hartlewick long before
humans arrived, These creatures
now warship Gib- Thothath as the
savior of thair race, They are tall,
litha, lizard-like beings. An acidic
slima is constantly dripping from their
bodies, and they usually leava such
a trail behind them when they move.
if they have time and concentrata,
however, they can stop the slimy
secretion (which is why the slime trail
will only appear at the site of the last
two disappearances, where they will
be rushed). The Serad-Dur draw the
energy they need o survive from the
Cerabretron (and indiractly from
Thothath) and thus need not eat or
sleep. They usually wear long robes
that conceal their faces when the
hpods are drawn, and fight with sharp
spears. The Sarad-Dur have a
rubbery hide which gives tham 106 of
armor protection.

Altributes;
S5TR— Lewval V Gl — Lavel |
EMD — Loval W MNT — Lowal I
DEX —Loved W N — Laval ll
|Cembat Statislics:
AP T
Armed Combat, Spear Laval
Unarmed Combat, Brawling Level V
Signlfieant Skills Lewvel
Eecurity Procedures
Stealt Vv
Survaillance ']

Tha Veoorg

The Veoorg is an arganic robot
that Thothath instructed the Serad-
Dur fo build. It looks vaguely like a
gargoyle, with grean, stony skin,
short horns, and bat wings. Thothath
uses the Voorg to provide the Seraad-
Dur with extra muscle. Tha Voorg has
very poor perceplion, and so hiding
from it is easy. The gamemaster
should adjust accordingly the
Difficulty Levels of any concealment
attempts the players make. The
Voorg also has large teeth that he
usas for a weapon. Treatthemas a
dagger for damage purposes. The
Voorg's stony green skin gives him
the equivalent of 4D8 of armor,

Attribules:

STA — Lewel V]
END — Lavel VI
DEX — Leval IV

AR

Lrsirrmipd Camibal:
Branding
Bita

CHA— NIA
MNT = Laval |
INT — Levell

Combal Statistics:

7

Lewed W
Level WV
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Plot
Complications

There exist many possible
variations on the basic plot of Tha
Hartlewick Horror. Below, some
guidelines are given for gamemasters
who wish to modify the adventure to
suit their own campaign or 1o alter the
difficulty.

One obvious change isto add a
supear-criminal like The Master to the
stary. The Master can ba responsible
for attempting to releasa Gib-
Thothath in hopes of using him as an
instrument in his own plans to
dominate the galaxy. The criminal
could operate hand-in-hand with the
Serad-Dur in charging the
Cerebretron and attempting to find
the Seal. This would probably make
the adventure mora difficult bacause
the players would have the added
task of stopping the criminal.

Ancther possibility is to make
Thothath just one of many Elderand
prisoners trapped in vaults all ovar
the world. Thothath could be planning
to set all the prisoners free and to
incorporate them into his plans to
take over the galaxy. This can be the
beginning of a campaign in which the
players track down all the vaults of
the Elderand prisoners and make
sura they will not be a threat, Of
course, the gamemaster would have
to leave clues to tha locations of tha
other vaults.

Further
Rdventures

Many adventures drawn along
the same lines are possible,

One such possibility is another
escape attempt by Gib-Thothath
taking place far in the future. By this
lime, Thathath could hava rebuilt the
Carebretron. Perhaps he has found a
culture somewhere in the galaxy with
technology advanced enough to
makea another Greater Seal (maybe
avan Gallifray).

Perhaps a similar criminal
imprisoned by the Elderands on a
totally alien world is attempting to
gain his freedom. Again, this could
lead to a series of adventures in
which the players try to find and
render harmless all the Elderand
criminals imprisoned around the
galaxy. Or, an adventure could be
sat on Elderand itself just aftar the
civil war.

| Skill
E Explanations

A few new skills appearin The
Hartlewick Horror. Below are the
explanations.

TRIVIA, ELDERAND LORE

This is basically the knowledge
of Elderand culture and ritual.
Through her knowledge of the occult,
Madame Sylvia managed to gain
some minor expertise in this area.

TRIVIA, PROFESSION

Villagers are given this skilllo
reflect their abilities in whatever
profession they follow. A cab driver,
for example, would treat this as a
Vahicfe Operation skill, while a
butler may use it as Negotiation/
Diplomacy whan greating visitors,
ate.

SPECIAL ABILITY - DANGER
SENSE

Leela has an uncanny ability to
sanse when she is in immediate
danger. To reflect this in game terms,
allow her to make a Saving Roll
against har imn score at Difficulty
Level V whenever she is in jeopardy
of taking physical damage. A
success means she sanses dangar,
and a critical success indicates that
she has a vague idea of what kind of
dangershe isin ("someone is
walching ma®, ele.). This special
ability can only be used threa times
during the course of the scenario.
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