
 

 

 

 

 

 

 

INTRODUCTION OR “HOW TO USE THIS MINI-SCENARIO” 

 

Th is is a su per cheap, su per mini scenario for u se in y our Call of Cthulhu gaming circles.  Please n ote that these are intended to be used 

w ith the most recent v ersion of the CoC RPG at the t ime of original publishing, the 7 th edition. You will n ote that I have prov ided very few 

sta ts for use, if any. This is not out of laziness so much as it is intended that you take the time to prepare for your game and gauge the 

NPCs a n d a ssorted nasties to y our players.  Also there a re n o character sh eets. A s a player I h ave a lways found that it is be st to roll y our 

ow n . A GM can massage the results or suggest a player do certain things with their character, but rolling stats and assigning  personal 

pr efer en ces is pa r t  of th e w h ole ex per ien ce.    

 

Th e best use for these are the sort of game that occur on short not ice when you have nothing prepared, or you just want to introduce 

som eone to the game or  perhaps y ou want a diversion, a  “one-off” game to break u p a monotonous campaign that is losing steam.  Make 

it  y ou r s! En joy .  

 

How  To Use Th is: 

o Bu y  this scenario, its cheap! $1  US only! That’s, like, what, a coffee, a  donut (or doughnut as we say in Canada)! (Done)  

o Rea d it before hand and make whatever prep you n eed i.e. Roll up y our own stats for NPC or use a g enerator app to do 

so or  if y ou  a r e like m e, ju st  w in g  it .  Th is is su pposed to be fu n  a n d im pr ov e -ish .  

o Giv e th e pla y er s th e ba ckg r ou n d pr ov ided a n d a d lib w h a tev er  y ou  like  

o In struct the players to create characters based on scenario suggestions or your own modification therefor. I won’t judge! 

o Sta r t  g a m e.  

o Ea t  sn a cks 

o Sm ile a t  a n  ev en in g  w ell spen t  w ith  y ou r  fr ien ds 

 

A lso befor e I for g et ,  th a n k y ou  a g a in  to Sim on  Br a y  for  th e u se of h is a r t !  

 

Sea n  Liddle 

Su m m er , 2 01 9  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Call of Cthulhu  is a Trademark of Chaosium Inc. and is used with their permission  v ia  th e OBS Com m u n ity  Con ten t  pr og r a m .  

For  m or e in for m a tion  plea se v isit  Ch a osiu m ’s w ebsite: w w w .ch a osiu m .com  

Th e Miskatonic Repository Logo  is u sed u n der  licen se.  

http://www.chaosium.com/
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BATHORY’S CHILDREN
 

 

BACKGROUND FOR GM 
  

Yea r : 1 9 8 4  

 

   Loca t ion : Ber lin ,  Ger m a n y  

 

Summary for Players 
 

(In tended to be shared prior to gaming and character creation). 

 

It is  1985 and you are members of a black metal band on 

holiday in Berlin.  You are invited to a show! A rival metal artist 

is  having a secret show in a small venue nearby in a rural town. 

What the hell! Metal is  metal! Raw r!  

SUMMARY FOR GM:  
 

Th e makeup of the characters should be at the decision of the 

play ers to r oll and run.  They need to have at least three band 

m embers. Oth er ch aracters ca n  be r oa dies, techs or  

m anagers/assistants. If h ow ever y ou w ish you can streamline 

th in g s a n d pr epa r e som e pr e-g en s.  

 

 

Th e g ig they have been invited to is a  trap.  Ma n fred Blitz is 

in sanely jealous and in fact, insane.  He is a  devotee of esoteric 

a r ts (not a secret) and has funded through his music worldwide 

sea r ches for  mystical w ritings a n d kn owledge. His plan is to 

br ing the band on stage, play a few songs, expose them for who 

th ey are, drug them and take them to the woods to a cabin where 

h e w ill h ave the ch ildren of th e n ight (Shub Niggurath’s 

serv ants” haul them away.  The plan is that they a ppear to all 

w a tchers to h ave them a ppear to be pa rtying away the night, 

h ea d off to party in the woods (while he head home for the night, 

disg u sted w ith  th eir  a ct ion s) a n d th er e th ey  v a n ish .  

 

 

 

BRIEFING FOR ALL PLAYERS 
 

   “You are all playing the members or possibly employees of a 

Black Metal band from Boston, Mass . Called Bathory’s 

Children. You are on a bit of holiday. A label enforced holiday. 

Your recent tour went very badly after the death of a rabid fan 

w ho ran onstage during your rendition of  Kill he Who Offends 

ye” and s lit their ow n throat in front of a few  thousand 

onlookers and television cameras for the local music s tation. 

You have all been angry, despondent and generally freaked 

out.   The Label has paid for an all expenses vacation to the heart 

of European music, Berlin,  for a week, so you can all explore, 

see some shows and rekindle your des ire to perform and 

record. It has been two days and you are all back into laughing 

at each other’s jokes, dressing incognito and sneaking around 

the city pretending to be regular tourists. This is  needed due to 

your international fame and the resulting paparazzi and other 

issues associated w ith such. It’s  Monday morning and your 

manager has s lipped you all an invite to a show this evening.  

Manfred Blitz  is  playing a smallish club in a nearby village 

under an assumed band name to try out some new material. 

He personally invited you which is  odd as you have found him 

to be a bit of a rival in the past. His  assumed band name is  

“KrakkenX” He suggests you bring some instruments if you 

have them (you do).”  

 

TIMELINE 
 

(Pla yer/Character specific introductions should occur 

on e on  on e bet ween GM a nd pla y er prior t o ga m e) 

     

 

PART 1: Monday 
 

Morning:  

 

Pa r ty  a w a kes a n d discu sses w h a t  to do for  th e da y .  

 

In v itation a rrives.   Manager, Ted, hand delivers it and suggests 

th e band m embers a ttend.  Manfred Blitz is a  rival and he 

KNOWS that this is a challenge. Ev en though they are incognito, 

kin d of (people still recognize them), he suggests they bring their 

equ ipment and prepare for a band war type ev ent. It will take an 

h ou r to get to Wandlitz so he suggests they make sure they are 

r ea dy  to g o for  7 :00 pm .  
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Pa r ty can spend balance of day exploring city, relaxing, whatever 

t ime allows and whatever GM wishes to do.  If GM wants to, they 

ca n  fa st  for w a r d to ev en in g .  

 

PART 2: Evening – The Pub – Die Brauhaus 
 

A t 7 :00 pm the bar is a lready mostly full. Young patrons who 

don ’t  look like metal fans are mixed with ol der black jacketed 

folks.   

 

Th e pub is a  typical corporate modern pub made to look like an 

old fa shioned bar from the early 20th century.  Two main bars, 

fou r  washrooms, a  small live music hall separate from the bar 

th at holds approximately 200 people. Staff are very German in 

n a ture and friendly lov ing the idea of two true metal bands being 

pr esen t  for  th e n ig h t .  

 

Wh en they en ter t hey a re immediately g reeted by  Manfred 

w h ich again they find odd as he has always been a bit of a  jerk to 

th em, dismissive of th eir skills ev en though th ey more than 

dou ble h is sa les y ear after y ear ev en between a lbums. If 

qu est ioned he laughs off the comments and such he has made in 

th e past and if pressed will claim that he would lov e to work with 

th em perh a ps on  a  join t  v en tu r e,  a  su per  g r ou p of sor ts.  

 

Th ey can stow their gear in the back room that has been made 

em pty  for  th eir  u se a n d th ey  ca n  u se it  a s th ey  w ish .  

 

A t  9 :00 pm Manfred takes the stage. He plays a set of fiv e or six 

son g s then invites the band to do the same with a bit of time for 

setu p.  After the two sets it is close to 11:00 pm. The bar is full 

n ow  and hot. He g ets up on  stage a t a break and announces a 

ch allenge w ith a n impartial judge who will decide the winner 

ba sed on  applause and n oise lev el. Both bands then take turns, 

w ith a coin flip deciding who goes first, and play two songs each. 

Th e v isitors u ltimately w in. A  su ccessful listen with a  hard 

su ccess ONLY w ill determine that it  r eally sh ould h ave been 

a w a r ded to Ma n fr ed.  

 

A fter the show ends, ev eryone meets a t a large table set aside 

w ith free food and drink.  A ll band members from both bands 

en joy  the ev ening.  After a  few drinks, Ba thory’s Children black 

ou t ,  dr u g g ed.  

 

 

PART 3: The Cottage –  

Forest Northwest of Wandlitz  
 

Th e band awakens a few hours later. It is still dark out, two hours 

befor e dawn. Ma nfred is h a pping ea ting sa usages a nd cheese 

a n d drinking apple juice watching them. He smiles as they wake 

a n d begins a long diatribe in German. Then he begins in English. 

 

“ So my  rivals, you shall be g one.  You drank heavily like typical 

A mericans, got into y our cars and wandered off into the night.  

Th ey will find y our cars and y our v an a ways from here. They will 

be bu rning in a  field.  They will assume you got tangled up with 

th ose n eo-Nazi folks a n d in  som e sor t of a  fig ht with the 

immigrants they hate.  I h owever will be on  a flight to New York 

for  a  tou r I sta rt in a  few  days. What w ill h appen to y ou? A  

su r prise my friends.  A  surprise!  I’v e spent my profits scouring 

th e g lobe for ev idence of,  well, n o, I sh a ll n ot tell you.  Another 

su r prise! Just leave it to be that if you had time to read my lyrics 

y ou would know what I mean. It  would all come to you! Ha ha 

h a !”  

 

He th en continues to laugh a s h e walks out the fr ont door, 

lea v in g  it  open  a n d pr oppin g  it  w ith  a  h ea v y  log .  

 

Th e band can n ow try to escape.  They h ave been zip tied to 

ch airs, the chairs have been bolted to the floor. They can try to 

u se strength to break the bonds a hard success needed for the 

fir st bon d (due to lack of lev erage) then a r egular su ccess for  

ea ch other limb. A lternatively they can come up with another 

w ay  to escape.  Ea ch a ttempt takes 2 minutes. They have half an 

h ou r  u n til th e cr ea tu r e sh ow s.  

 

Wh en all are freed, they will be able to wander the cottage and 

th e adjacent shed and attempt to find w eapons or a nything else 

th ey wish to find.  Their personal belongings are gone. There is 

n o ph one or  electricity. The following are the only things of note 

th ey will find with successful sea r ch es or  spot  h idden  r olls.  

 

Tw o flashlights (lantern type),  older ,  fu n ct ion in g  ba tter ies  

Th r ee h a m m er s 

A ssor ted tools 

A  cr ow ba r  

A  sh otg u n  a n d 1 0 r ou n ds of a m m o 

Sm a ll ca n  of m otor  oil  

Tw o disposa ble lig h ter s (on e h a s fu el,  both  spa r k)  

Miscella n eou s per son a l belon g in g s fr om  for m er  ow n er s  

Books 
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PART 5: The Battle 
 

Ex a ctly thirty game minutes a fter Ma nfred leaves, a  strange 

n oise er upts fr om the w oods.  The characters may wish to 

in v estigate or try to barricade themselves, but either way they 

a r e shortly a ttacked without any further warning by five black 

cla d men w ith baseball bats and flashlights.  They are cultists 

w h o like Ma nfred worship Shub Niggurath. They attack the 

ba n d trying to drag them deeper into the woods where the horrid 

n oise ca m e fr om .  

 

If th e ba nd defeats th e cu ltists, th ey w ill likely ch oose to 

in v estigate th e n oise th at h a s sin ce died dow n  bu t still 

occa sionally erupts from deeper in the woods to the north.  They 

w ill a pproach an old wartime qu arry within which the moons 

lig ht shows a small copse of trees.  One however is a Dark Spawn 

of Sh ub Niggurath!  A sixty foot  tall t ree like creature with 

w r ith in g  ten ta cles.  

 

Sa n  ch ecks for  ev er y on e! 

 

Th ey will assumingly back away and try to escape but as they do 

th ey are con fronted by  sm aller v ersions of th e Dark Spawn.  

Th ree to four creatures that resemble small trees attack th em .  

 

Dark Young (Young) Stats 
 

STR 3 0  CON 6 0  SIZ 4 0  DEX 5 5  INT 3 0   

A PP 3 5  POW 3 0  EDU 2 0 SA N 00  HP 1 2  

DB: 0  Bu ild: 0  Mov e: 8  MP: 1 2  Lu ck: N/A  

 

 

Wh en they a re defeated, a ssuming they a r e, the larger Dark 

You n g  scr eech es a lou d a n d th ey  w ill flee in  fea r .   

 

A  m ile south of the cottage along a gravel road they will find a 

h ighway and a fter a sh ort wait be a ble to flag down a  truck that 

ca n deliver them back to the town where their manager awaits.  

 

If th ey do however wait around they will have to eventually fight 

th e Dark Young. Their survival is n ot  ev en  r em otely  likely .   

 

 

 

 

 
 

Hope y ou  en joy  th e scen a r ios.  Mor e to com e.  
 

Plea se sen d a n y  qu est ion s or  com m en ts to:  
 

Gor tr ix 2 @sy m pa tico.ca  
 

Sea n  Liddle 
A n ti-Ph oton  Pu blish in g  

Spr in g , 2 01 9  
 

. 


