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For this issue of Codex, we

are exploring the theme of
darkness from a number of
different angles. We start

with Called, an original
microgame by Wendy Gorman
that is played in the dark.
From there, we move to The
Conjuration, a custom set-up
for The Final Girl involving

a dark basement filled with
murderous cursed objects.
Then comes Pizza Time!, a
scenario for Lovecraftesque
that explores a number of dark
themes. We switch gears a bit
with Plunged Into Darkness,

a 6d6 scenario by Jaye Foster
involving superheroes in a
city whose lights are going
out. Finally, in this month’s
miscellany, we visit some dark
& seedy taverns.
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CONJURATION

A scenario for The Final Girl by Oli Jeffery
[llustrated by Allan Dotson

THE SETTING

Ted and Elaine Burrows are darlings of the psychic investigation world. Their cases, exorcising haunted
houses and fighting off demons, have been the subject of books, movies and a hundred internet conspiracy
theories. Not everyone is in love with them, though. Some people think they're full of shit. Some people
think they failed.

There’s a locked basement in the Burrows’ mansion - paid for by their many grateful clients - where they keep
all the cursed items from their past cases, including the infamous Clarabella, the haunted doll. Every month,
a priest comes by to bless the room.

Tonight, the Burrows are the subject of a TV documentary for Gauntlet City Stories. They're going to meet one
of their strongest critics - the outspoken celebrity atheist Richmond Hawkins - before the crew film the priest
performing his ritual blessing over the cursed objects lurking in the basement below. But there’s another,
uninvited, guest - someone with a score to settle, and a shotgun.

THE KILLER

A horde of more demons, witches, ghosts and creepy-ass cursed dolls than you can imagine are out, and
they do not appreciate being locked up for years on end. Imagine the end of The Cabin In The Woods in a
New England mansion, blood splattering the chintz.

THE VICTING

TED BURROWS, THE SCHEMING MANAGER

A lot of people think that the Burrows are liars out for a quick buck, and Ted Burrows is one of them. He
doesn’t believe a single thing from one of his cases, but when he found Elaine, he saw a way of making a
profit. So he did what any self-respecting con artist would: he married her and started driving her up and
down the country to people who thought their houses were haunted or their dogs were possessed by the
devil, and charging them by the hour.

ELAINE BURROWS, THE FRAGILE CLAIRVOYANT

Elaine, on the other hand, is a true believer. She’s been seeing dead people since Bruce Willis was
moonlighting, and exorcising demons since she was in braces. But each case takes its toll on her, and she’s
now jumping at shadows, not able to tell what’s a premonition and what'’s real life.



RICHMOND HAWKINS, THE R ABID SKEPTIC

Previously known for his work in evolutionary biology, Richmond Hawkins has recently become famous for
his outspoken views on religion and many, many Twitter meltdowns. He’s got some good points, but they're
buried under mounds of sexism and racism delivered in the style of an outraged Victorian gent.

FATHER MARTINEZ, THE FAITHLESS EXORCIST

Martinez is a hot young priest who's been going through a crisis of faith since he started having an affair
with Ricky, one of his parishioners. He used to really be into exorcisms, but recently he’s started to think that
he’s just enabling the Burrows with his monthly visits.

DONNY WHITE, THE COKE- ADDLED PRODUCER

The network is on Donny’s back to keep delivering ratings, so coke has gone from fun to medicinal. Of
course, his dealer wants to get paid, and his salary ain't getting bigger. So now Donny has a loan-shark too.
It's fine. It’s fine. Everything’s going to be fine.

LENNY MCGILLIGAN, THE OVERLY FRIENDLY DRIVER

Lenny seems like a nice guy, initially... but then he just doesn’t leave. He'’s perfected hovering to the point it’s
surprising that he doesn’t actually levitate.




SARAH MCDONALD, THE TOXICALLY AMBITIOUS PRESENTER

Sarah was voted Most Likely To Succeed in high school. Sure, she had to threaten, cajole and bribe to
get it, but if that's not succeeding, what is? This is her first gig out of Brown but she'll be damned if she’s
not interviewing President Trump by year-end - and anyone in her way had better watch out. Oh, and it’s
pronounced MacDonnel, goddammit.

BECCA DENENBERG, THE SEEN-IT-ALL CAMER AWOMAN

Becca'’s been to war zones, she’s got cutting edge interviews by going deep into gang territory, and once,
when a coyote was trying to eat her sound guy, she rescued him by beating it with her own camera. But
she’s getting a little long in the tooth. Now, she just wants some nice safe jobs with no surprises. Too bad.

MARTY GIOVANNI, THE FRESH-QUT-OF-FILM-SCHOOL SOUND GUY

Marty’s eager to please but keen to second guess everyone else on the crew, because he knows he knows
his shit, and you're going to know it too.

LORALAINE BURROWS, THE ATTENTION STARVED LITTLE KID

While her parents go off galavanting around the US, eight-year-old Loralaine barely leaves the house except
to go to school, where the kids think she’s a freak. She’s mostly been raised by her nanny, Mary, and she
knows all the little nooks and crannies of the house. Especially the places she’s never meant to go.

MARY O'CONNELL, THE BITTER NANNY

Mary has been the Burrows’ Nanny since Loralaine was born. But while they’ve been moving up in the world,
she hasn't had a raise in eight years. Rather than ask for one, she’s started stealing objects from their home
and selling them as Burrows merchandise.

PAMELA LOOMIS, THE VENGEFUL PARENT

Pamela’s little boy, Billy, was possessed by a minor demon. She called on the Burrows. It should have been an
in-n-out exorcism, but something went wrong and Billy died. Tonight, Pamela’s borrowed her dad’s shotgun
and tracked down Ted and Elaine. And she’s not even the most dangerous thing in the house.

THINGS TO LOOK OUT FOR IN THIS SCENARIC

There's a couple of minor differences in this scenario from an average Final Girl game.

Firstly, there’s a little more direction in the introductory scenes than you'd normally have: namely that at
some point during scene 3, the door to the cursed basement must be left unlocked, and the ritual to bless it
must be messed up in some way - you've got an invasive TV crew, a vengeful parent, a bitter sceptic and an
attention starved little kid who all can and will get in the way, so we'll leave the specifics to you.

Secondly, this scenario is shooting for more theatrical-release prestige horror than straight-to-video gore
fest, which sadly always means less nudity. Don’t use the Screwing relationship. Replace it instead with the
Using relationship. Using, unlike the other relationships in Final Girl, isn't reciprocated: designate one player
who's being Used, and one who's the User. The Used character can help the User as if they were Friends, and
the User can hinder the Used as if they were Rivals.

You can find Brett Gillan’s brilliant slasher-movie storygame on drivethrurpg.com. A second edition
from The Gauntlet Podcast’s sponsor, Nocturnal Media, is coming in 2017!



WITNESS

Andy Ramos, a teenager who helps his father clean
the local Calamity Raccoon’s restaurant after hours. His
source of strength is knowing his father can't afford

to lose this cleaning contract. His personality trait is
curiosity.

OTHER CHARA(TERS

Ignacio Ramos, a hard-working man who runs a
cleaning business. He has contracts with several local
restaurants, but is not yet able to hire another full-time
employee.

Scott Hoheneder, the night manager at Calamity
Raccoon’s. He's usually around for awhile after the
restaurant closes, counting the money in the cash
registers or playing skee-ball with his girlfriend.

Audrey Nygaard, Scott’s girlfriend, who usually hangs
out while he’s closing-up the restaurant.

Susan Lundquist, the technician responsible for
repairing the restaurant’s numerous arcade games and
animatronics. She has worked at the restaurant since
the early 1970s, and is familiar with all the stories and
urban legends that swirl around it.

LOCATION AND ERA

Calamity Raccoon’s Good-Time Pizza Farm, located
in Hugo, MN, the last of a chain of pizza restaurants
that started closing-down in the early 1990s. It features
numerous arcade games, an air hockey table, a bank
of skee-ball machines, a ball pit, and a central dining
room with an animatronic stage show. The show
features performances by Calamity Raccoon & His
Barnyard Band, including Clarice the Cow, Pig Daddy,
Farmer Roy, and Vincenzo the Italian Pizza Chef.

OTHER LOCATIONS

Calamity’s Dressing Room, where employees change
into furry, big-head costumes of Calamity and his
Barnyard Band-mates. It’s also a popular place for them
to fuck, and over the years, many children have been
conceived under the gaze of the cheerfully dead-eyed
pelts that hang on the walls. The room reeks of stale
sweat, unwashed nylon fur, and old parmesan.

The Fun Hole, a maze-like crawl space located beneath
the main stage in the dining room. It was boarded-up
in 1986, and a number of bizarre theories explaining its
closure have taken hold in Hugo. The most popular is
that a little person with a sharp stick hid inside one day
and poked children as they crawled by, but some say a



girl celebrating her tenth birthday found the remains
of her missing grandmother inside the tunnels. Susan
Lundquist is the only person on staff who knows the
real reason the Fun Hole was closed, and she jealously
guards that particular piece of information.

The walk-in freezer, filled with pizza dough and frozen
meat. The overhead light is broken, and the flashlight
just inside the door is usually missing batteries. There

is a rumor that an employee was once locked inside
overnight and froze to death. There are wild scratch
marks on the interior walls that lend some credence to
this tale.

PIZZA TIMEl SAMPLE (LUES

An animatronic character seemingly turns on by itself
and says something eerily relevant to the situation at
hand.

Civil War artifacts keep mysteriously turning-up in the

merchandise case next to the stuffed animals, frisbees,
and other Calamity-branded tchotchkes. Their price in

tickets is always 1,863.

The Madame Zola fortunetelling machine reveals
prophecies of an increasingly dire nature.

The characters in the Urban Warriors Il fighting game
take out handguns and blow their own brains out
before the match begins, covering the screen in
pixelated blood and a “Game Over” message. You do
not get your token back.

A slick of purple ooze is found in the kitchen. For a brief
moment, it seems to recoil at your touch.

When viewing the live
feed from the security
cameras, a child appears
to be roaming around the
restaurant. When you go
to investigate, they are
nowhere to be found.

SPECIAL CARDS

« Flashback

- Early Reveal

» Anachronism

« A Strange Location

The Barnyard Band » Defeat the Evil

show suddenly springs

to life, with flashing

stage lights and moving animatronics, but there is no
music. Instead, a series of terrified screams mixed with
chanting and realistic animal noises can be heard over
the speakers.

The Employee of the Month wall shows the same
picture over and over, that of a worker who hung
himself in the main dining room back in 1984.

The ball pit occasionally turns up a clue related to a
famous missing child case.

When you turn off the lights in the women'’s restroom,
frantic whispering can be heard coming from one of
the stalls.

When you put a token in the skeeball machine, you get
seven normal, wooden balls, plus one covered in pink,
slimy flesh.

The back area of the restaurant smells like garlic,
cheese and cold pizza dough, except for the manager’s
office, which smells like lavender, burning hair, and
feces. There appears to be nothing out of the ordinary
going on in the office.

Author’s note: | used to work at an old Chuck E.
Cheese’s. In many ways, it was a fun job, but it also
had moments where it felt entirely creepy, or even
surreal. What | remember the most, though, are the
stories. Our location was one of the chain’s very first,

and it seemed like every employee, particularly the old

timers, peddled in urban legends, many of which were

bloody and lurid. I've never worked anywhere else
where that kind of weird storytelling culture
was so pervasive, but | gather it's a similar
situation at theme parks and carnivals.
Perhaps it's because these are places for
children? Maybe these dark stories and the
original Grimm'’s Fairy Tales are two sides of
the same coin? Who knows, but when you're
exploring whatever Lovecraftian madness
is going on at Calamity’s, | hope you'll make
some room for urban legends, too.






A STORY ABOUT A GROUP OF NEW HEROES AND THEIR FIRST BRUSH WITH DANGER. IT'S APPLICABLE T0
SUPERPOWER, PULP AND SCIENCE FANTASY SYSTEMS AND SETTINGS, THE TECHNOLOGY AVAILABLE 19
PRESENT OR NEAR FUTURE. NON-PLAYER CHARACTER INFORMATION IS PROVIDED FOR 6D6 2ND EOITION
AND BALANCED FOR PLAYER CHARACTERS WITH 70 CHARACTER POINTS,

SETTING

Garden City is a community on the edge of failure. Once an important stop on routes by river, rail and road, it
is now bypassed and forgotten. Its once beautiful parks are now untended wastelands that the people avoid.
Crime and corruption have robbed the city of its finances and its hope.

Not everyone has given up though. The self-titled Garden City Volunteers (GCV) are a team of vigilantes
who've taken to the streets to protect their city. They're on their own, with only their own skills and talents
to use in their fight to help Garden City. This is their second week of crime fighting. So far the worse they’ve
faced have been small groups of drug dealers and protection racketeers.

ACT | - DISCOVERY

IN WHICH THE CHARACTERS AND THE SCENARIO ARE
INTRODUCED. DrUG THUGS

It's mid-winter and just above freezing. There’s not been The number of thugs is the same as the number

any snow yet, but it’s forecast for tomorrow morning. of player characters. Half of them are by the van,

The Garden City Volunteers have been sat on top of the others by the warehouse door. Use the least

a warehouse on stakeout for three hours, waiting for threatening NPC for the system, armed with

a drug shipment to be moved. The adventure starts knives and small pistols. Combat should last just

with the characters trying to keep warm, amused and long enough for each player character to take an

attentive. At last, at 9 PM, a van arrives. action. Tactically, the drug thugs will split up and
attack a player character each.

Several thugs come out of the van and are met by more

appearing from the warehouse opposite the characters’ The drug thugs are 1d6+1 mooks with the

perch. The thugs wheel out a pallet truck of drugs and following traits - Charge, Ranged Attack (3), Run.

begin loading the van. Just after the thugs notice the

GCV but before the fighting starts, all the lights go out.
Anything battery powered fades over the next minute.
Once the thugs are dealt with, the characters discover that the entire city is without power.

ACT 2 - INVESTIGATION

IN WHICH THE CHARACTERS LEARN MORE AND HELP THE CITY.,

The following facts are available should the characters make sensible actions to discover them.

Both local power plants are running at maximum output, but the electricity is being drained away.
Management at both sites can't reduce the output as the controls have been overridden. Investigating this



reveals small boxes attached to the control consoles. These are emitting and receiving a traceable signal to
an abandoned industrial estate towards the city’s edge. It is difficult to remove the boxes safely but doing so
allows the power plants to reduce output. Electricity is still being drained from the national grid.

The occasional street lamp is still working. Noting the locations of these on a map reveals several lines across
the city. These lines all converge on an abandoned industrial estate towards the city’s edge.

The public records office has records of all the electrical cabling work done in the city. Examination of
this reveals a whole series of seemingly spurious cable installations. These all seem to lead towards an
abandoned industrial estate towards the city’s edge.

There’s a barely audible hum throughout the city, just loud enough to set your teeth on edge. While the
noise seems to come from everywhere, it’s definitely louder in some parts of the city than others. Following
the increase in volume leads to an abandoned industrial estate towards the city’s edge.

As the characters move about the city, they may discover:

« Nothing electrical is working in the city and a few citizens are using torches for light.

- Emergency services are moving around the city on foot, by horse or by push bike.

« Hospitals are in a state of panic with several patients on life support equipment dead.
- Deactivated vehicles litter the streets.

+ Looters are taking advantage to break and enter shops.

« Thecity is strangely both quiet and noisy as there’s no traffic or electronic sounds. Instead the air is filled
with the sounds of panicked humanity.

« Afamily of four trapped in a burning building.



ACT 3 - CONFRONTATION

IN WHICH THE CHARACTERS
SOLVE THE PROBLEM.

As the characters arrive at

the abandoned industrial
estate, they see it’s filled

with empty factories and
weed covered concrete. One
empty lot is surrounded by
working streetlights. At the
centre is a large metal hatch
atop a concrete plinth that'’s
moderately difficult to open.
The ladder underneath the
hatch descends for ten metres
to a wide bunker corridor. Every
metre along the corridor there
is a wide buttress supporting
the roof. At the end of the
twenty metre corridor is a large
door guarded by four hidden
automated turrets. The turrets
attack when the characters are
in range.

Through the blast dooris a lab
full of bright lights and sparking
equipment. There is a nerve
jangling hum in the air and it
smells strongly of ozone. The

AUTO TURRETS

The turrets are fixed in place, one on each surface (wall, floor, wall and
ceiling). They use motion sensors to fire on anything that gets within six
metres of the door. They are not very accurate but make up for this with
rate of fire.

The turrets are 1d6+3 mooks with the following traits - Ranged Attack
(6), Resilient (5), Volley Fire (6).

LAB DEFENCES

Roof mounted arc launchers that shock for minimal damage. There are
two launchers plus one for every two player characters.

The launchers are 1d6+4 mooks with the following traits - Shocking (6),
Resilient (10), Suppressive Fire (6).

THE SCIENTIST = DR BRENDAN DEMILLES

He's armed with a lightning wand plugged into the equipment. This

is an area effect attack, arcing between anyone standing near the
target. Dr Demilles prefers to target groups, for maximum damage. The
scientist has high agility and willpower but lacks strength.

Dr Demilles has 4 dynamic potential, 2 static potential and a potential
recoup of 3. His advantages are listed as the end of the scenario.

lab is at least forty metres along each side. A man stands on a raised dais at the centre of the room working
a set of control panels. He's wearing a lab coat and long rubber gloves. When he turns around to face the
characters, they can see most of his hair has been burnt off and his eyebrows are maniacal. With a cry of
“You'll never stop my glorious experiment’, he turns off the lights and attacks the characters. The lab is now
dark, violently illuminated only by splashes of sparks from the equipment.

On the scientist’s defeat it is easy to persuade him to talk or easy to infer from the control panel what is
going on. This laboratory is draining all the power from the city to charge an experimental capacitor bank.
The scientist is obsessed with energy storage, to the point where he’s been able to rationalise putting a
dying city in danger. The power draw from the city is easy to resolve and is done via manual relays. However,
all the energy stored has to go somewhere. The choices are:

«  Dumping itinto the lab. This will destroy the lab and most of the lot within thirty seconds of the switch

being thrown.

Sending it back into the grid. The lab will be safe but power conduits across the city will burn out.



EPILOGUE

As the characters leave the industrial estate, they’ll encounter a lone police detective on a horse
approaching the estate. Lieutenant Sara Holligan had also figured out the source of the problem and was
heading here to investigate. If the characters elected to destroy the lab, Holligan will happily congratulate
them. If the characters chose to save the lab, Holligan will be angry at the damage to Garden City. Either
way, she'll take custody of a surviving Dr Demilles and warn the characters that if she sees them again, she'll
arrest them as vigilantes.

Snow begins to fall as the sun rises.

MOOK TRAITS

CHARGE

Move and attack as a single action. The movement cannot exceed a movement resistance of 3 and must
involve an attack at its end.

RANGED ATTACK (X)

Attack an opponent at range using the mook’s dice value. X is the range.

RESILIENT (X)

Extra hard to kill. Add (x) to all resistance actions.

RUN

The mook can run using their Mook advantage dice value.

SHOCKING (X)

A ranged attack that stuns and shocks the target by making a potential attack at range. X is the range.

SUPPRESSIVE FIRE (X)

Adjacent mooks combine to hinder an opponent by making a potential attack at range. X is the range.

VOLLEY FIRE (X)

Massed ranged attack against a single target by combining the attacks of all adjacent mooks. X is the range.






THREE D0ZEN SEEDY TAVERNS

The Snake Eyes is a subterranean den where
serpent men and nagas wrapped in opium
smoke play dice and sip poisonous drinks.

The Slippery Staircase, built on the top of a
craggy outcropping south of town. Incredible
view of the countryside from any table. The
ascent is safe, but the descent (after libations)
has claimed many ankles.

The Golden Onion, a huge tavern with
seemingly endless corridors, side rooms, and
bars.

The Dusky Reprieve, where the beds are soft,
the doors are sturdy, and you better shut up
about everything else, got it?

The Dripping Empty is a nice clean tavern
with no owner or employees. Locals know
better than to shirk their tab or be rough with
the furniture.

The Flayer, where everyone knows your
name... and your history, why you're here, and
how uncomfortable you suddenly feel.

The White Crow, a neutral ground where no
violence is allowed. Secret entrances allow
clients to come and go unnoticed.

The Knife's Point, where daggers hanging
from the ceiling immortalize the victims of
every bar brawl and backstab within its walls.

The Rusty Hook, where the locals are salty sea
dogs with dark tales from their voyages, or at
the very least a saucy sea shanty or two.

Sola Tenebris, where you can have a drink
with a lost love who has died, and learn the
secrets of the dead.

The Revolving Door, a tavern where you're
only allowed to sit if you are eating or
drinking. All carousers and card players are
swiftly shown the exit by the bulky barman.
The atmosphere in the back alley is raucous.

The Circumstance, located at the end of a
twisty road of large houses. If you have to ask
the price, you can't afford it.

The Captain’s Cock, where the large sign

of a rooster over the door does not make
guests feel better about drinking the tavern’s
signature thick, white, frothy beverage.

The Toad & Filth, dirt cheap and filled with
the unwashed masses. A single lantern in the
centre of the room casts ugly shadows along
its grimy walls.

The Frowsty Barn, a converted church. All the
frescoes and stained glass have been painted
black. No tables, just benches.

Faded paint on the front door reads “Silas
Marley, Innkeep and Undertaker” It's the only
tavern around with its own cemetery.

The Bat’s Belly Inn & Pub, where the boy-
whores go to dance at night and drink deep
of Troll-fucker Ale.

The Last Drop, the sign for which doubles as a
gallows.

Guilty Pleasures: the owner of this discrete,
moonlit tavern, Belle the Fae, is famous for
having exactly the drink you desire; but
the door only opens for those who have
something she wants.

The Troll Wife Tavern, where the bard sings
obscene songs about a barbarian and a fish.

Dice and Hats, where gray-bearded men in tall
wizard-y hats gamble their “essence” away.

The Slag, where the rafters are stained with a
deep crimson film on account of the smoke
that billows from the copper brazier in the
center of the room.

Keep your stein lid closed when not drinking
at the Tainted Toad, or else one of the many
brightly colored frogs on the walls and ceiling
may find its way into your cup. A poisoner’s
paradise.

The Grim Sails, which has walls made of wood
salvaged from a terrible shipwreck.



The Sparrow’s Sigh, a once lush and decadent
establishment now moth-eaten and smelling
of cold and dust. The proprietress will

trade you a meal for a kiss or tales of your
adventures, but you'll find it hard to leave in
the morning.

A brothel for slaking intellectual lusts:

books & scrolls line the corners, and quiet
conversation abounds. Many fathers take
their sons here to learn what it is to be a man,
few are the wiser for it.

Argo’s Tavern, where the fare is common and
the common tender is coin, but Argo provides
first class service to patrons who also bring
him a severed hand for his collection.

The Barking Lizard, where the drinks are
served quickly and the meat pies are best
not investigated too thoroughly. Located
equidistant from the local mortuary,
taxidermist, rat catcher, and tannery, but
surely that’s a coincidence.

The Blessed Colony, whose sign depicts an
apparently idyllic landscape of the village. On
closer inspection, swarms of rats are pouring
from every window in the painting.

An upscale franchise at first blush, but hidden
in the depths below patrons gamble away
their lives at the tables and in the pits. Many a
fool has lost it all to The Baker’s Daughter.
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The Queen’s Chamber, where the crunch of
insect shells underfoot speaks to the patrons’
exotic tastes.

The Black Pudding, named after its signature
dessert. Don't ask for the recipe...Lit only by
candlelight so you can’t identify the chunks.

The Rising Phoenix Inn has twice burned
down and been rebuilt. Spending a night
there is rumored to expedite one’s recovery.

The House of the Harping Monkey, which
looks old, run-down, and derelict on the
outside, but ... well, when you go inside, it
pretty much looks like that, too.

The Headless Gnome. A large glass jar with
the remains of a diminutive humanoid
preserved in alcohol sits atop the main bar

of this bustling tavern. They say drinking the
liquid from the jar causes your darkest desires
to be fulfilled.

The Seedy Tavern. An underground pub.
Roots stretch from ceiling to floor. For those
in the know, you can ask for the “seeds of
creativity” and expand your mind.
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