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DISCLAIMER 
Crude 011 ls an 

adventure to be used In 
the Call of Cthulhu RPG. 
It contains material that 
may not be suitable for 

readers. (That means 
there's some gross and 
dlsllluslonlng stuff In 
here, people.) Those 
who think that good 

always overcomes evll 
and that heroes always 

succeed may be 
disappointed after 

playing Crude 011. You 
have been warned. 

lntttoduction 
"Crude Oil" is an introductory adventure for Chaosium's Call of Crhulhu role· playing game. The actual 

scenario is fairly short, and should be able to be played within a single evening. This is also part one of a 
rwo-part adventure. The second part picks up in the 1990s, nearly seventy years after the first part wraps 
up. Your players will be taking the roles of Agency Detectives and FBI agents in both eras, investigating 
the strange goings on in the small town of New Jerusalem. Their success or failure in the first part of the 
scenario will have a significant effect on the second part. 

Backgttound 
The year is 1928. Ir's February and everything is covered in a fresh coat of mow. Thick Oakes are still 

falling from the black winter sky. The small town of New Jerusalem {located just forty miles south of 
Boston) is about to encounter the horror of the Cthulhu Mythos. The town popped up around oil baron 
Scan O'Bannon. The Irishman was a petty gangster until he stumbled across his small oil field five years 
ago. Now he's a millionaire with a dead wife and a wild-eyccl red-haired daughter. His oil field has three 
pumps and forty employees. What he doesn't know about as that his drilling operation has capped into a 
lost temple ofTsathoggua where hundreds of Fonnless Spawn arc sleeping. The drilling has disturbed their 
rest. The foreman, Scon Ridley, happened across one particularly intelligent Spawn two weeks ago. The 
Spawn flowed its viscous fonn into Ridley's body and cook over his mind. The Ridley-Spawn then began 
making preparations to release the rest of its brothers from captivity. When Ridley disappeared, 
O'Bannon became concerned, but quickly replaced Ridley with :mother worker, Anhur Whipple. That 
was a two weeks ago. Three days ago, Arthur Whipple stumbled across Ridley on the site. Ridley and 
Whipple were competing for the affections of Kathy O'Bannon (Sean's lovely and rather randy daughter). 
Whipple had a bit coo much to drink and the Ridley-Spawn didn't want its activities discovered. The 
Ridley-Spawn killed Whipple and dumped his body into the river. Three days later, the body was 
discovered down stream in Vennont. Since the body floated across state lines, the FBI was called in on 
the case. This is where our intrepid investigators come in .... 



Oil 
Jldo¢ntun¢ Stnuctun¢ 

CniJe 01l 1s d1v1ded mto Days. Each Day contains four parts: Events (which cells you the things that 
will h3ppcn each day, regardless of the lnvescigacor's actions), Goals (the chmgs your Investigators 
houltl ha,•e done by the end of each Day), Consequences (what happens if they do or don't get things 

done}, and Details (which fills you in on Ii ct le details you can include to make you look thorough to your 
player;). 

Jldo¢ntun¢ 00¢nOi¢w 
On the Fir t Day, chc Investigators will arrive, have breakfast with O'Bannon and look ac Whipple's 

body. That night, the Ridley-Spawn will perform its firsc sacrifice ac the well, the first seep in free ing the 
ocher Spawn. 

On the Second Day, the Investigators will find evidence of the sacrifice and will get contacted by a 
very Ousrered Kathy O'Bannon. She will let them in on a few secre ts just before she wanders off to the 
beach co get killed by the Ridley-Spawn. The Investigators will want to wait for the Spawn co show up 
;11 Well •3, but they will get detoured by the angry Irishman when his daughter's body gees discovered. 

11,c Third Day will give the lnvesugators Kathy O'Bannon's diary, along with the secret rendezvous 
iximt ~he uscJ to share with her two lovers. The Investigators will check out the lair of the Ridley
Spawn, and discover more than they wanted to know. Finally, at midnight, they will be forced to 
confrom the pawn on ns own cerms. Their success or failu re will set up the c ircumstances for the 
Se<.:onJ Pan of the adventure next month. 

Day Orw 
Events 
• 5:00 AM: FBI lnvesugators arrive by train. Investigators from Bums agency have al ready been there 

for .1 couple of hours. 

i"BI Jlg¢nts' 
Bni¢fing 

The FBI agents in 
"Crude Oil" are dispatched 
from the Boston bureau. 
They are brough into the 
case because Arthur 
Wipple's body, which was 
dumped in the Durant 
River, floated all the way 
into Vennont before it was 
found. The fact that the 
corpse crossed state lines, 
and the gruesome nature of 
the murder aroused the 
FBI's interest. 
Consequently, Special 
Agent Harcourt, the PC's 
supenrisor in Boston, sends 
them via train to New 
Jernsalem. Before they 
depart, Horcomi will give 
them the following 
briefing: 
"Yesterday the mangled 
corpse of Arthur Whipple, 
an oil field worker from 
New Jerusalem was found 
in the Durant river, over the 
border in Vennont. As the 
body crossed state lines, 
our charter permits us to in
volve ourselves in the in
vestigation - and we have 
also been contacted with a 
request for assistance from 
the sheriff in New Jerusa
lem. He will have more de
tails for you upon your ar
rival, but keep in mind that 
all may not be as it seems. 
The owner of the oil field 
the victim worked in , Sean 
O'Baooon, has connections 
to East Coast organized 
crime. We've never been 
able to pin anything direct
ly on him but his ties to the 
Finnerty family is 
well-documented. He is 
not a suspect at this point, 
but I felt you needed to be 
aware of his history. Keep 
your eye on him, but don't 
tum this into a fishing ex
pedition; the sheriff already 
has a suspect in mind, a 
co-worker of the late Mr. 
Whipple. I don't have all 
the details, but it sounds 
like a promising lead. Are 
there any quest10ns? 



VBI Jlg~nts' 
Brti~fing 

CContinu~d) 
If nnt, Ms. Graves has your 

tickets - I believe your train 
leaves at midnight. " 

If the PCs ask the right 
4uemons, Harcourt will 
volunteer the following 
information. 

• The v1cttm seemed to 
have been killed by severe 
physical trauma to the upper 
body, but the narure of the 
murder weapon is currently 
unknown. 

• O'Bannon has been clean 
for the last few years, as far as 
the Bureau knows. It may be 
that his new-found wealth 
from the oil business and the 
work nf ninning his small field 
has reformed him. 

• New Jerusalem has one of 
a handful nf profitable oil fields 
on this part of 1he East Coast. 

• O'Bannon's wife died a 
couple of years ago; his 
daughter lives with him. 

To inttuines that fall outside 
of these grounds, Harcourt will 
either claim ignorance 
(""That's why I'm sending you, 
Special Agent!") or cell the 
PCs to speak with New 
Jemsalem's sheriff, who has the 
whole siory. If the investi· 
gators ask some questions that 
are way off base {"How long 
has the Finnerty family been 
accive in Boston!"), Harcourt 
will tell them straight out he 
'thinks they're barking up the 
'wrong tree. 

• 8:00 AM: Breakfast and debriefing wuh 
O'Bannon. 

• l 0:00 AM: Investigators will view the body of 
Whipple at the local doctor's home. 

• 11 :00 PM: The Ridley-Spawn kidnaps a 
child. It is lucky enough ro find the child's 
window open and makes off with the child 
without incident. 

• 12:00 AM: The Ridley-Spawn sacrifices the 
child at Well •3. 

Goals 
The Investigators are expected to be brought up 

to speed on rhe events of the last couple of weeks 
and formulate a plan of auack for the next couple 
of days. O'Bannon will help them in any way he 
can, but the information he has is limited. 

Consequences 
The only real event of any conse4uence is the 

kidnapping of the child. The locals will find the 
withered body in the morning. The Ridley-Spawn 
will sacrifice the child, and will have cransferred 
Power into the runes carved into the wellhead, 
thus bringing it closer ro freeing its brethren. 

lktails Vort Day On~ 
The agents are equipped wnh Colt 1911 

.45ACP pist01s, cameras, flashlights, and the usual 
assortment of handcuffs, notepads, and the like. 
They do not have radios. If rhey ask they will be 
allowed co take up co two 12 ga. shmguns. so long 
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as they arc discreet about it; Harcourt doesn't 
want the Bureau co look like a pack of cowboys. 
Agent Reid Parker also has a small forensics 
evidence kit. 

The agent's train leaves promptly ar midnight, 
but mechanical trouble delays their arrival in New 
Jerusalem until approximately 5 A.M. 

The Arrival 
Give each of your players an "Investigator Run· 

Down" located at the end of this article. This will 
let them in on everything they need to know 
about their character. When they arrive in New 
Jerusalem, they all check in to the local hotel (run 
by Joseph P. Cortonmaker, an old gray fellow who 
has a bad limp In his right leg that he got when he 
fell off the swings when he was seven) and are met 
by a big thug who tells them he's here to take 
them to O'Bannon. They drive up co the house in 
a black Packard Twin Six (the seven seater limo) 
and rake a twenry minute drive through rhe snow· 
covered countryside to the house high on rhe hill 
overlooking the town. 

When they arrive, they are offered brandy and 
escorted through the spacious and extravagant 
halls to rhe library. They will be quick to no tice 
that the library is all bur devoid of books. Empty 
shelves circle the room, but it is the only room m 
the mansion that sports a fireplace, and the 
Investigators can relish the warmth. 

About twenty minutes after their arrival, the 
lnvestigarors are gree ted by the very Ir ish 
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O'Bannon. His red hair has nor gone gray yet, and 
his steel blue eyes have no hinc of fog. He is 
smaller than average, has a sloped jaw and a full 
set of teeth. His handshake is warm, and 
perceptive Investigators will notice a peculiar grip 
when he shakes their hand (a Federal agent shot 
off his little finger during a fire fight in Chicago 
two years ago). Scan O'Bannon is very tired and 
very cranky and more than a linle drunk. Read or 
paraphrase the speech located in a sidebar nearby. 
This is all the pertinent information O'Bannon is 
willing co give them. When he's done, he'll send 
them on their way down to see what's left of poor 
little Whipple ... 

The Autopsy 
The local doctor, who has no pathological 

training, is ill-equipped to perform a detailed 
autopsy. Fortunately, Special Agent Parker is 
trained in the discipline, and the doctor will be 
more than happy to show him the body. Whipple's 
corpse i.s currently being stored in the doctor's 
shed, packed in snow co keep it fresh. It was 
returned to the town for burial 
(and police examination) only r.: 

the day before. Agent Parker 
does not have all of the cools 
to conduct by-the-book 
autopsy, but he' ll still be able 
to gather valuable information 
with nothing more than 
gloves, his kit, and lamp light. 

Upon scraping away the 
snow, all the investigators 
except Agenc Parker (and the 
doctor) need to make Sanity 
rolls. If they make the roll , 
they only lose I SAN. If they 
miss the roll, make them lose 
ldJ. Even the stoic Agent 
Parker is momentarily taken 
aback by the spectacle. 
Whipple has been corn almost 
in half; a huge ragged wound 
runs from his right upper torso down to 
approximately the location of his left kidney. 
From the wound jagged shards of his ribs protrude, 
and soft coils of intestine bulge and glisten in the 
lamp light. The body, which had been in the 
Durant River for several days, has taken on a 
repulsive gray-green tone, and facial features are 
gruesomely distorted by bloating. 

Examination of Whipple's body will yield the 
following facts to Agent Parker upon successful 
Forensics rolls, or upon asking the right questions. 
The GM shouldn't hide information unless a roll 
is badly failed, or unless the player is going off on 
a tangent. Remember, Special Agent Reid Parker 
is a doctor, and a specialist in the field of forensic 
pathology. Reveal these facts in the order they are 
presenced below. 

• The murder weapon was not a blade. The 
wound is too jagged, and the bones show no 
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telltale nicks. 

• Regular scrapes on the victim's bade, and the 
back of the legs, would seem to indicate the body 
was dragged some distance after death. 

• There is a large quantity of an oily black 
substance in the wound cavity. Traces are still 
visible in the hair, filming the eyes, and under the 
victim's nails. 

• Bruising on the body indicates that the 
victim was tightly held, or perhaps crushed under 
an object, near the time of death. This bruising 
panern is distinct from the small wounds caused 
by the body hitting debris in the river. 

• The victim's throat was crushed. There is a 
curious bruise pattern extending all the way 
around the neck which is not attributable to 
hands, rope, or any other commonplace method 
of manual strangulation. 

• The esophagus and stomach are curiously 
distended and ripped. The stomach has a 

tremendous tear in it. No 
stomach contents are 
recoverable. 

• Judging by the 
manner in which the ribs 
are splintered and the 
internal organs are 
displaced, it seems that 
the body cavity was 
ruptured from the inside. 

The PCs will not have 
time to have any lab 
work, like toxicology, 
done on the body. They 
may also be unable to 
identify the black liquid 
at first, but if any oil field 
worker (including 
O'Bannon} is shown a 
sample, they' ll be able to 
identify it as crude oil. 

Alert PCs will take photographs of the late 
Arthur Whipple. After the examination is 
complete the body can be prepared for burial. 

Other Events 
The rest of the day can be spent asking 

questions about Whipple. The only people who 
really knew him were his co-workers, and they 
will all say the same thing. Whipple was a quiet 
guy who kept to himself. He liked to read pulp 
magazines (he was especially fond of Robert E. 
Howard} and used to talk about going to college 
one day. They will also tell the Investigators that 
he and the old yard boss, Ridley, were competing 
for the affections of O'Bannon's lovely daughter 
Katherine. If the Investigators want to talk to 
Katherine, they'll discover that she's out of town 
for the day and will be returning late tonight. 
Everyone knows she's off in Boston spending her 

O'Bannon's 
Speecb 

"I didn't call you," he says 
to the Federal Agencs. "But I 
know why yer here. That's 
fine. If you get the job done,. 
I'll be happy. Here's what I'm 
gonna tell ya, and ya'd betta 
listen up the first time 'cos I 
ain't gonna tell ya again. Two 
weeks ago, my foreman, that's 
Scotty Ridley, he disappeared 
without a momenc's notice. 
That's bad. I liked Scotty. 
Then, just three days ago, the 
man who took his place, Arty 
Whipple's his name, he goes 
missing, too. That's bad. Now 
I ain't got nobody who·knows 
how to work them pumps out 
there and everything shuts 
down for three days. Now just 
last n ight, Whipple gets 
found and he's floating down 
the river. All I know is that 
Whipple and Scotty were 
rivals for the job when I hired 
them. They ne'er got along 
well, those two. Now one of 
them rums up rnissin', I don't 
think nuthin' of it, 'cos Arey 
couldn't hurt a fly and Scotty 
could whip the temper out of 
a bull if you gave ' im the 
chance. But now both 'ave 
turned up missing 'r dead and 
I don' have one clue why. You 
can talk to anyone on the 
yard, talk to anyone in town, 
I don' care. Just find Scotty 
and find out if he's still alive. 
Then find the guy who did 
this to me and rub him out. 
Make sure he never does it 

If anyone dares to ask 
O'Bannon why he doesn't 
have some of his Chicago 
connections investigate, he'll 
get real angry and go to his 
desk. Then, he' ll think twice 
about pulling the gun in his 
desk drawer and S:\Y between 
gritted teeth, "Why don't you 
just go out and do your job!" 



Daddy's all wrong abou1 
Scoiry and Arihur. I can't 
believe rha1 he'd think that 
Scotry was sent from Boswn, I 
jwt can't believe it . He was so 
genrle, so kind. Maybe I'll go 
down to the cave today and 
watch the waves roll in and 
listen t0 the sound of them 
crashing on the shore and think 
of Scotty. Poor Arthur. 

in 

The Investigators' options 
here arc: flares, kerosene 
lanterns, gas lanterns, elecrric 
torches and carbide lamps. 
Flares will set off a blaze in the 
cave, so they may be a very 
bad idea. Kerosene lanrerns 
explode when dropped, so 
they may also be risky. Gas 
lanterns are a bit more safe, 
but carbide lamps (because of 
the open flame) are right out. 
The best option would be 
electric torches. Their light is 
very weak and thrown in a 
beam. Batteries will keep 
them alive for 2-4 hours, long 
enough for the Investigators 
co wander around the dark 
tunnel. If ir's dropped, give it 
a 75% chance of breaking the 
filament. It will take about 5-
10 minutes to replace the 
filament, plenty of time for 
the Ridley-Spawn to sneak up 
on someone in that dark cave. 

allowance on whiskey and roulecce, but only a 
significant bribe can get anyone to say so. 

The Investigators are free to drive up to Boston 
(it's only forty miles away), but they will only be 
wasting their time. Kathy O'Bannon does not 
want to be bothered, and even G -Men are going 
co have a problem getting into the places that 
she's hanging out in. If you feel like a little change 
of pace, however, feel free to have your 
Investigators shlcp themselves up to Boston to 
hang out in ritzy gin joints rubbing shoulders with 
gangsters to ask Ms. O'Bannon some questions. 
It'll keep them out of town for a day and allow the 
Ridley-Spawn to claim its first victim. 

Little Billy Bowyer 
Billy is four years old. He lives at •3 Peyton 

Place. Earlier in the day, his mother threw a stray 
cat who had made its way into the apartment ouc 
the window of Billy's room. She's deathly allergic 
to cats, and in her anxiety, she forgot co latch the 
lock on the window. At approximately l l l'M, the 
Ridley-Spawn will open the unlocked window, 
m atch up little four year old Billy Bowyer and 
carry him out to the well where the little boy will 
have his POW sucked out of him in a dark rirual 
designed to release the Spawn's sleeping brothers. 
The mother will not notice that he's missing unril 
8 AM the next morning. By then, it will have been 
far coo late. 

Day Two 
Events 

Call of Cthulhu 

• 6:00 AM: The Investigators arc summoned to 
Wcll •3 by the foreman. The workers have found 
carvings on the wellhead along with a large 
quantity of blood. Along with the runes and the 
blood, workers will also find the withered body of 
the child. 

• 10:00 AM : The Investigators re-ccivc a phone 
call from Kathy O'Bannon at their hotel. If they 
aren't there, they get a message when they return. 
She wants co meet them to tell them of her trysts 
with Ridley and Whipple. 

• 12:00 Noon: They meet with Kathy 
O'Bannon in a private place (an abandoned water 
well on Oak Street). She tells them all about 
Ridley and Whipple and their violent 
competition for her affect ions. 

• 3:00 PM: Kathy O'Bannon departs for the 
seashore. She wanders by the old cave where her 
father first found oil seepage and is killed by the 
Ridley-Spawn. The Spawn throws her body out 
into the ocean. 

• 11:00 PM: Kathy O'Bannon's OOdy is found 
by two kids making out on the beach. 

• 11:55 PM: O'Bannon's thugs drag the 
Investigators away from whatever they arc doing 
into a meeting with O'Bannon. He's furious about 
the death of his daughter and demands results. 

• 12:00 PM: The Ridley-Spawn performs the 
second rite and sacrifices another victim to 
empower the runes at Well -3. 

• After Midnight: The Investigators learn that 
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O'Bannon is leaving town and they gain another 
clue. 

Goals 
The runes, blood and remains of the child 

should clue the Investigators that it would be a 
good idea co stake out the well. 

Talking with Kathy O'Bannon wilt give them a 
suspect with a motive (Ridley). 

Investigators will want to question the 
townsfolk about Ridley. People co question: Co
workers, Ridlcy's Mom, his landlady and 
O'Bannon. 

Consequences 
If Investigators go to the well that night, 

O'Bannon's thugs will "pick them up" for a heated 
discussion with the Irishman about the 
death of his daughter. If the , 

lnv~stigaco~ decide to leave someone \ ~,1111'\\1 I I \I 
behmd, he ll have a lethal encounter Ii \ 
with the Ridley-Spawn. \ ' 1 

The Little Old Man 
· When the lnvestigato(S get called 

down to the site where Billy's body has 
been found, they will encounter what 
can best be described as a Mlinle old 
man." Billy's tiny four·year·old body 
has been shriveled. His slcin i.s tight on 
his bones, almost translucent. Bones 
poke at the thin layer of slcin and the 
thick black ichor that was once his 
blood pumps slowly through his veins 
with a sickening slowness. That's nght: 
Billy is still alive. He's clinging on to 
life with h is single point of POW. 
Finding Billy In this state will cause the 
Investigators to lose l/d4 SAN. If the 
Investigators try and move him to the 
local doctor, they will f'lnd that his 
extremities arc as brittle as sandstone. 
Trying co lift Billy will only complicate 
matters, as his fingers and toes will 
disintegrate in the party's hands. This 
sight will cost the Investigators an 

l ·I 

additional 0/1 SAN. Finally, ask the Investigators 
who are carrying Billy make DEX checks. If one of 
them fails even once, Billy's corrupted body breaks 
in half and his organs and thick black blood spill 
all over the gmund and the Investigators. This 
will cause a l/ld6 SAN loss. Even if the 
Investigators get Billy to a vehicle, he will die 
before they can get a chance co get him to medical 
attention. 

The ocher very important clue at the site arc 
the runes that arc carved around Well •). They 
are indecipherable and the well workers cannot 
explain how they got there. However, there is 
blood smeared into the carvings (found with a 
successful Spot Hidden check). 
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O'Bannon's Daughter 
The Investigators get a message from Katherine 

O'Bannon. The way she gets the message to them 
varies on where they are at around 10 AM. She 
could send out one of her daddy's thugs to meet 
chem, she could leave a message at their hotel, or 
just find them herself. Either way, she needs to 
talk to them about . .. things. 

Katherine is small with darlc red hair and a trim 
figure that she accentuates with her dresses. She 
has her hair cut short (quite scandalous in such a 
small town) and wears soft make-up to highlight 
her bright green eyes. She meets the Investigators 
for lunch (or dinner, if that's more convenient) 
and tells them quite frankly about her affairs with 
Whipple and Ridley. She smokes clove cigarettes 

during lunch and makes shrouded flirtations at 
each of the Investigators as she cells her story. 

When she starred her affair with Ridley, she did 
so just to anger her father. They used to meet at 
the cave that made her father rich: a little cavern 
by the ocean that is chicle with oil seepage. Her 
father used it as a hide-out when the Feds got a bit 
coo close. When he realized what the oil in the 
cave meant, he got some investors and made a 
killing. He moved his wife and daughter to New 
Jerusalem to get away from the action that was 
going on in Boston. He lccpt all h is contacts, left 
on good terms and retired a rich man. 

Katherine, however, did not appmve of the 

Powe~ & Sanity 
in Cal of Ctbubu 

ln Coe, a character's 
magic ability is represcnced 
by the Power stat. Power 
(usually abbreviated POW) 
is also a measure of a 
person's intangible Mlifc 
force" and can be sucked 
away by some creatures or 
magic spells. 

The Sanity (SAN) stat 
represents a character's 
mental resilience. Unfortun· 
ately for invest igators, the 
cldritch horrors they face 
will often be so weird, so 
monstrous, chat they will 
inflict terrible damage on 
the human psyche - hence 
the need for SAN ro lls from 
time to time. Horrible 
mundane events, such as 
viewing a mangled corpse, 
can still have an impact on 
one's Sanity too . • 

lf a character loses 5 or 
more points of SAN from 
one roll, they will go 
temporarily insane if they 
succeed in rolling under 5x 
their In telligence on ldlOO. 
(This is called an idea roll.) 
The duration and effects of 
temporary insanity arc 
varied. The character may 
flee in panic, become 
catatonic, or lash out against 
friend and foe alike. 
Indefin ite insanity results 
when a character loses 20% 
or more of the Sanity in one 
game hour. It lasts ld6 game 
months. Characters who 
lose all their Sanity arc 
driven barking mad, 
permanently. Consult page 
46 of the CoC rules for more 
details, but let's hope for 
your players' salcc you won't 
need them ... 



T~ i'ottm~ss 
Spawn 

STR 25 
CON 13 
SIZ 25 
INT 24 
DEX 19 
POW 12/18/22 (First night/ 
Second night/Third night) 
Damage Bonus 2d6 
Hit Points 19 

Weapons: Whip: 90%, 
damage ld6; Tentacle: 
60%, damage DB; 
Bludgeon: 20% damage DB; 
Bite: 30% damage see 
below. 

When in this form, the 
Spawn may perform a 
special Bite Attack. The 
victim is instantly 
swallowed. Each round 
thereafter, the victim takes 
an additional point of 
damage from constriction 
(second round he loses two, 
third round he loses three, 
etc.). While swallowed, the 
victim may make no action 
whatsoever. The Spawn can 
continue to swallow prey, 
malcing one Swallow attack 
per turn, until it has 
swallowed 25 points worth 
of SIZ In Investigators. 
While Swallowing, a Spawn 
may not move from its 
current location. It may 
continue to fight, however. 
If it does move, it dislodges 
any swallowed Investigators. 

move. She loved the lifestyle of a 
gangster's daughter, and when her mother 
died of cancer a year ago, she snapped. She 
drives up to Boston every n ight and 
gambles away he.r allowance and drinks 
until she can't stand and spends the night 
with men who don't even remember her 
name in the morning. She started flirting 
with Ridley just to watch her father's fury, 
but even that was not enough, so she 
started up another affair with Ridley's 
assistant and best friend , Arthur Whipple. 
The two friends suddenly turned into 
bitter competitors. The morning before 
Ridley disappeared, there was a fist fight 
between Ridley and Whipple that ended 

up with the other oil workers pulling the men 
apart. 

Katherine tells the Investigators all of this (the 
workers on the yard won't; they want to protect 
Ridley because of their strong devotion for the 
man) and tell them that she's convinced that 
Ridley did away with Whipple. She doesn't m ow 
how he did It; "He was always such a gentle man." 

Whatever time the Investigators meet 
Katherine, she will Leave them feeling nostalgic 
and will wander down to the cave at the beach. 
Unfortunately, that's also where the Ridley· 
Spawn is hanging out. She will see Ridley hiding 
in the cave, approach her old lover and try to 
embrace him. The Ridley-Spawn will proceed to 
tear her into pieces and throw her i.nto the ocean. 
Her body will be found washed up on the shore by 
two kids from Boston University making out on 
the beach at approximately 11 PM. Their screams 
alert a deputy who's watching them with 
binoculars. He'll come down to the beach, 
recognize the bloated face and notify the sheriff 
and O'Bannon immediately. 

Staking Out Well #3 
lf the Investigators start putting one and one 

together, they'll figure out that they'd better stake 
out the well tonight. If they don't, no big deal. 
They'll just have another body on their hands in 
the morning and fresh blood on the runes. But if 
they do decide to stalce out the well, they're going 
to be in for a rude surprise. 

At about 11 :45, that black limousine pulls up to 
the yard and O'Bannon's three thugs step out and 
walk right up to the Investigators. The boss wants 
to see them right now. If they resist, they get 
blackjacked. Notify them that killing the thugs 
would be a bad idea. Such an act would bring bad 
press to the Bureau and would also endanger the 
investigation. Going along with the thugs is the 
best idea. Of course, if the Investigators want to 
split up and leave someone behind, they are more 
than welcome to do so. 

The Ritual 
At midnight, the Ridley-Spawn arrives with its 

new victim and begins the ritual once again. Any 
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Investigator watching the ritual will lose l/d4 
SAN as the dark sorcery rips holes in time and 
space. Also, anyone watching the ritual must 
malce a POW vs. POW test or get sucked into the 
energies of the ritual. The ritual has a beginning 
POW of 10. Every tum, this POW gains one 
point. Every tum they remain near the site of the 
ritual, the Investigators mwt malce a new POW vs 
POW test. If they fail the test, they begin losing 
ld6 Magic Points per rum. When the run out of 
Magic Points, they start losing a point of POW 
every tum. Remember, an Investigator with iero 
POW suffers the same fate as poor little Billy. The 
only way to stop the POW drain is to stop the 
ritual. The only way to do that is to face the 
Spawn. 

Facing the Spawn 
This is a bad idea. 

The Investigators are not prepared to face the 
Spawn and will get themselves slaughtered If they 
try. Bullets will harm Ridley's body, but not the 
Spawn. Black 001e will spill out and perform a 
Whipping Strike at the Investigators, striking 
with a 60% accuracy for ld6 damage. It can attaclc 
d3 Investigators within reach with this attack 
(reach of the Spawn is approximately 15' in this 
form) . The Ridley-Spawn can also use an 
Enveloping attack with a 30% accuracy. The 
Envelope attaclc involves a part of the Spawn 
exploding from Ridley's body and squeezing an 
Investigator to death. It can only attack a single 
Investigator a tum this way, and it may still use its 
Whipping Attaclc on other Investigators while it 
uses its Enveloping Attack. Once the strilce is 

. successful, the Enveloped Investigator will take 1 
·damage per rum. Witnessing the Spawn use each 
attack for the first time will cause an Investigator 
l/d4 SAN. 

You can handle an encounter with the Spawn 
one of two ways. You can make it gentle, or you 
can make it hurt. If the Investigators don't get the 
clue that they are outclassed, even after they've 
shot the thing up, malce it hurt. You don't have to 
kill them, but you can sure hurt them so bad they 
wish they left the damn thing alone. 

O'Bannon's Flight 
The Investigators who don't stay behind are 

going to get to face a wrathful and drunk Sean 
O'Bannon. He's seen his daughter and he's 
convinced that his old connections back in 
Boston are trying to bring him back. Under all of 
his bravado, Sean O'Bannon is scared. Halfway 
through his drunken tirade, one of his aides 
informs him that his car is ready and the 
Investigators watch as he leaves the house with a 
whole lot of luggage. He tells them they can 
consider themselves off the case. He gives each of 
them a large envelope stuffed with cash ($1 ,000 
apiece) and he wishes them good luck. They will 
never see Sean O'Bannon again. 

A Spot Hidden roll by any investigator will see 
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an open book by the c hai r that O 'Bannon was 
sitting in. It's Katherine O'Bannnn's diary. The 
book is o pen tn her final entry that reveals where 
she went before her demise. You can find the 
entry in the sidebar. 

The Investigators should be able to figure out 
that Katherine went down tn the cave before she 
was killed. Her body was found on the seashore, 
and if they inquire about the cave, they' ll discover 
that her body was found not a mile from the 
location. That should be enough tn convince the 
Invest igators to go and rake a look at the cave. 

Day Tbtt~~ 
Events 
• Sometime during the day: The Investigators 

explore the cave where the Ridley-Spawn is 
hiding out. The black goo will move in 
"unnarura l" ways (because of their 
paranoia and the unsteady light fro m 
their flashlights). They see heavy 
footprints ;md a human form in 
the d istance. They chase the 
form. It runs away. They 
fo llow the footprints to a 
large pool of "nil" and the 
footprints walk right up to 
the edge and disappear. 

• Midnight: The 
Investigators hide out at 
Well • J. They encounter 
the Ridley-Spawn (for 
better or worse). 

Goals 
The Investigator's prima ry 

goal is stopping the Ridley· 
Spawn from performing another 
ritual. 

Consequences 
If the Investigators do not visi t the cave, 

they may not get the clue alxiut the flammability 
of the Ridley-Spawn. 

If the Spawn is successful, it will release the 
magical barrier that traps Its brethren, and the 
town will be annihilated by a swarm of the 
Formless Spawn of Tsothoggua, which will spring 
from the well in an unho ly gusher. 

If the Invest igators manage ro stop the Spawn, 
its fellows will remain trapped in thei r cyclopean 
tomb. 

~tails 'Fott Day Tbtt~~ 
At the Cave 
Unless they are complete dunderheads (and 

that's what the Idea Roll is for, folks!), the 
Investigators will go down and check out the 
cave. It's a creepy place with long. shift ing 
shadows and black water. The echoes from the 
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dripping are amplified a thousand times and 
everything seems to be moving all at once. You 
have an ample opportunity to really scare the 
pants off your players here. Keep them second· 
guessing about every shadow, every pool of black 
water, especially if they happened to sec the 
Ridley-Spawn last night. 

The Spawn is indeed here. It's h iding far back 
in the shadows. With the use of electric torches, 
the Investigators will proceed through the runnel. 
Spot Hidden checks reveal foorprints and distant 
footsteps running deeper in to the cavern. The 
Investigators are free to try and chase the Ridley· 
Spawn, but if they get close, it will quickly leap 
into a nearby pool of crude oil and water ' and 
disappear. 

The Confrontation 
At midnight, the Investigators will 

once again stake out Well •3. If 
the Investigators stuck 

around last night, the 
Spawn will be ready for 

them. If not, they 
might catch the 

thing unprepared. 

The Ridley· 
Spawn will 

perform the 
ritual once 
again, and 

anyone 
watching it 
will feel the 
n1g on their 

POW as before. 
Your lnves· 

t igators will no 
doubt come up with 

ingenious ways to stop 
the Spawn. Since 

O'Bannon has abandoned 
everything, they may even feel 

the need to use explosives. Let them 
come up with whatever clever and destructive 

methods they wish to use to destroy the Spawn. 
The thing to remember is that it is hindered by its 
mortal body. Ridley's body should be quite near 
the point of disintegration at this point. If the 
Investigators cause I 5 or more points of damage to 
the body, the Spawn will cast the body aside and 
reveal its m1e form (a gruesome sight that will cost 
the lnvestigarors l/dlO SAN). Here's a summary 
of ways that your Investigators may try to use 
against the Spawn: 

• Normal mo rtal weapons will not harm the 
Spawn at all. Firearms, knives, axes, swords and 
the like will simply slice through its liquid body, 
allowing the Spawn to get close enough for a nasty 
arcade. 

• Explosives will cause the Spawn half normal 
damage. A stick of dynamite does Sd6 damage 

Lik~ TboH 
Play~tt Handouts 

Kiddi~s? 

What's a CrhMDll, 
adventure without handouts? 
BORING! That's why we'd 
like you to have the Official 
Cn.de Oil Keeptt Kit. It's all 
the stuff we couldn't fit in 
the article (we ran out of 
space!). Just send us a self· 
addressed stamped envelope 
(better make it a big one) 
and we'll send you an entire 
packet filled with goodies. 
The Cn.de Oil Keeper Kit 
includes: 

• Pages from Katherine's 
Diary 

• The FBI Run-Down 

• Character Sheets and 
background for the five 
Investigators designed 
especially for th is adventure 

• NPC Stats and Role· 
Playing suggestions 

• Illustrations and 
photographs, including a very 
very gruesome picture of 
Whipple's body at the 
autopsy. Those who have a 
weak stomach may want to 
pass on this one. 

•And more! 

It's a complete companion 
piece to Crudl OiL It's meant 
for MATURE READERS, so 
please, if you're under 18, get 
your parents' permission first. 

And whatever you do, 
don' t eve!' call 

1-900-CTHULHU. 

There are some things man 
was just not meant to know. 



Enthusiastic Investigators 
may get the brilliant idea to 
drop dynamite down the well 
to lc.eep more of "whatever the 
hell that thing was" from 
coming back up. 

Let them. 

First off, they'll need to get 
one of the roughneclc.s (oil 
workers) to pull up the 
drillbit. A few thousand feet of 
drillbit can't be pulled up 
easily by a few Feds and 
flatfoots. Once they've got the 
help and le.now-how, they can 
get all that steel up out of the 
ground and begin dropping 
sticks of dynamite down the 
shaft. 

Remember, we've got crude 
ml down there. Explosions of 
th1S kind are likely to rip up 
the earth they're walking on, 
not to mention cracking the 
sea Is that are keeping the 
Spawn asleep. The waking 
Spawn will flow up the rube 
and (since they've been asleep 
for so long and are so very 
hungry) will start eating 
anything in sight. 

That'll teach 'em to leave 
well enough alone. 

normally, so roll for the damage and divide by 
half, rounding down. 

• Fire will also do half damage to the Spawn. 
Small flames will do ld.3 per tum. Large bonftres 
will do ld6 per tum. 

And in case your Investigators get really 
inventive ... 

• Flareguns and cutting toccl\es will do ld.3. 
Hand-held, home-made torches will do a single 
point. Molotov cocktails will do a d6 per round to 
the Spawn. Every tum, have one of the 
Investigators make a Lucic Roll. If they miss it, the 
Spawn gets the flame out. The Spawn must roll 
for each flame every tum: 

Do not allow your Investigators to use their 
Damage Bonus against the Spawn for any reason. 

Oh, and just in case you were wondering, there 
are no flamethrowers in 1927. 

If ~ lnuntigatcn ~~d. .. 
Congratulations are in order. If the 

Investigators stop the Spawn from Anishing the 
ritual, the other Spawn will remain locked away 
in their subterTanean tomb. Stopping the Spawn 
will get the lnvestigaton a dlO SAN reward. 

Janws LatoSOll 
llg~ncy lkt~ctiw 

25 years old 

STR 13 
CON 9 
SIZ 14 
DEX 13 
APP 12 
SAN 85 
INT 18 
POW 17 
EDU 19 
Idea 90 
Lucic 8S 
Know 95 

Hit Points 12 
Magic Points 17 
Damage Bonus +di 

Bargain (05), Fast Tallc (05). Fist/Punch (25). 
Grapple (25), Handgun (20), Hide (10), Law 
(OS), Library Use (2S), Persuade (lS), 
Psychology (OS), Sneak (10) Tracie (2S) Credit 
Rating (75) 

Notes: 380 Points on listed Skills; 180 on any 
Skills. You come from a wealthy family and may 
"acquire" things with a successful CREDIT 
RATING. You may not raise your Credit Rating 
Skill with Points. 
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If ~ lnwstigatotts 'Fail ... 
The Spawn will release its brethren and they 

will spill out from Well •3 with violent fury. 
Seeing this sight will cost the Investigators a dlO 
SAN loss, not to mention a sudden need to flee 
the area, lest they become overwhelmed by 
hundreds of Formless Spawn. 

The entire town will be destroyed by the arcane 
explosion of Spawn. No man, woman or child will 
live through the chaos. Investigators that do (and 
that alone may make a very interesting 
adventure) will lose an additional 2d4 for the 
real ization that their failure caused the death of 
hundreds of people. 

Conclusion 
The report the FBI agents bring back to the 

Bureau will be marlted "CONFIDENTIAi: and 
will be locked away. The official report of what 
happened in New Jerusalem will be gang activity 
and sabotage. The Investigators lcnow better, 
however, and their diaries and journals will keep 
the truth alive for another seventy years when a 
new batch of agents must return to New Jerusalem 
to solve a new mystery. 

But that, of course, is another story. • 

Dalton Hattttis 
llg~ncy Jlpptt~ntic~ 

20 years old 

STR 18 
CON 17 
SlZ 18 
DEX 13 
APP 10 
SAN 65 
INT 11 
POW 13 
EDU 10 
ldea S5 
Lucic 65 
Know SO 
Hit Points 18 
Magic Points 13 
Damage Bonus +d6 

Bargain (05), Club (20), Conceal (20), 
Fist/Punch (2S), Grapple (25), Handgun (20). 
Head Butt (20), Kiele (2S). Knife (2S). Persuade 
(lS), Psychology (10), Shotgun (20) 

Notes: 200 Points to spend on Listed Skills; SS 
Points on any Skills. You do not suffer SAN 
losses for seeing corpses or violence. You may 
also purchase any "criminal" slcills with a base of 
20%. 
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fknjamin Ha!Kv 
~<k1tal ~nt 

22 ycan old 

STR 17 
CON 17 
SlZ 16 
DEX 15 
APP 15 
SAN 50 
INT 13 
POW 10 
EDU 16 
Idea 65 
Luck 50 
Know 80 
Hit Points 17 
Magic Points 10 
Damage Bonus +d6 
Bargain (05), Drive Auto (20), Fast Talk (10) 
Firearms (20) Fist/Punch (25) Forensics (00) 
Grapple (20) Hide(lO) Law (05) Persuade (15) 
Sneak (10) Spot Hidden (25) Track (25) 
Occult (75) 

Notes: 320 Pts to spend on Usted skills; 130 on 
any Skills; you may use your Occult Roll Score 
(75) instead of SAN at any time. You may not 
raise your Occult Roll with Points. 

Wa<k Dettby 
U.S. IDattsbal 

Age 52 

STR 11 
CON 12 
SIZ 17 
DEX 12 
APP 10 
SAN 90 
INT 14 
POW 18 
EDU 18 
Idea 70 
Luck 90 
Know 90 

Hit Points 14 
Magic Points 18 
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Reid Pattkett 

'Fottensics S~cialist 
32 yean old 

STR 10 
CON 14 
SIZ 13 
DEX 15 
APP 13 
SAN 75 
INT 17 
POW 15 
EDU 20 
Idea 85 
Luck 75 
Know 99 

Hit Points 12 
Magic Points 15 
Damage Bonus +O 

Chemistry (00) Forensics (00) Law (10) 
Medicine (05) Pharmacy (00) Photography 
(10) Spot Hidden (25) Dodge (JO) 

Nota: '400 Points on listed Skills; 170 on any 
Skills; you do not lose SAN for seeing corpses 
or other gory scenes. 

Damage Bonus None 

Bargain (05) 

Drive (20) 

Fast Talk (05) 

Handgun (25) 

Law (05) 

Listen (25) 

Persuade (15) 

Psychology (10) 

Spot Hidden (10) 

Track (25) 

Dodge (24) 

Notes: 360 Points to spend on Listed Skills; 140 on 
any Skills. You always Lose the minimum SAN 
unless cold otherwise. 

The five characters on 
these two pages are the 
characters designed for 
Crude Oil. Adjust them to 
your 1aste. Two come from 
the FBI, rwo come from the 
Harris Detective Agency, 
and the third is the U.S. 
Marshal investigating the 
murder. 



Cttude Oil 
Pattt Two 

Jin lntttoductotty Gall of Gtbulbu 

One-rligbt Jldoentutte 

Crude Oil is an introductory advenrure for 
Chaosium's Call of Cthulhu role-playing 
game. While it has been designed to be easy 

to run for beginning players and Keepers, it can be 
easily modified co give more experienced 
Investigators a run for cheir money. The scenario 
is fairly short and can be run in a single session, or 
dragged out over several sessions if the Keeper so 
desires. This is Part Two of "Crude O il." Part One 
can be located in the lasr issue of SHADIS, but 
you don't need a copy of it co run Part Two. A 
brief summary of past events is included to bring 
you up co speed. Your players will be rnking the 
pans of FBI and COC agents investigating a 
rather bizarre mystery. They'll be digging up files 
from 1927, informing chem (somewhat) of the 
evenrs of the past which may guide them (or 
mislead them) along the path co an encounter 
with the horror of the Cchulhu Mythos. 

Backgttound 
Seventy years ago, Federal agents and 

detectives from the Bums Detccrive Agency 
investigated a murder in New Jerusalem, MA. 
They discovered an extraterrestrial creature 
possessing as an oil field worker, rrying ro fre·e 
hundreds of its brethren from a magical tomb deep 
under the earch. Depending on the outcome of 
the first part of Crude Oil, the small cown of New 
Jemsalem either survived or was desrroycd by a 
thousand Formless Spawn. The man who built the 
oil field, Sean O'Bannon, left cown after his 
daughter was killed by the Formless Spawn (she 
was tom to shreds), and now his mansion stands 
empty and abandoned. 

Local rumors say that the ghost of Kathy 
O'Bannon wanders the hallways, looking for her 
father. Seventy years have passed since the 
Forrnless Spawn tried to unlock 1ha1 subterranean 
tomb, and now, a mortal man is going co try it so 
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he may bring bade the Formless Spawn's 
namesake: the Great Old One Tsathoggua. 

Jlduentutte Strructurre 
While the first part of Crude Oil took place 

over several days, the events in the second part 
will take place in just a few hours. While the 
emphasis is not on investigation, there will be a 
great deal of deduction involved. There will also 
be much more action than in Part One, as 
Investigators will be facing many angry Formless 
Spawn while they try and save a pack of frat-house 
flunkies from a fate worse rhan death. Because of 
the free-floating nature of the scenario, a 
Tuneline has been provided co allow you to keep 
track of events going on outside of the 
Investigators' viewpoints. What the Investigators 
do after certain events take place will generally 
not effect the 11meline. 

llduenturre Ouerruiew 
Characters for Crude Oil can come from severa I 

sources. Most players will probably want to create 
their own, but if noc, then the templates provided 
in Appendix 3 should suffice. Regardless of how 
chey are made, however, the characters in Pan 
Two should be similar in balance to those in Pan 
One, and there should be at least two FBI agents 
in the group. 

The investigators will be assigned to check out 
a possible new plague breaking out in New 
England. They will do the majority of their 
research over the course of a single day before 
flying to New Jerusalem to check things out. 

The Investigators will arrive in New Jerusalem 
the next day and will either find a small village 
scraping up a living out of the railroad or a ghost 
town, devoid of any signs of life (which version 
chey find depends on the outcome of the last 
episode). They'll be able to question the 

How To Us~ 
Cttude Oil 

Crude Oil has been 
designed to be used by 
beginning Keepers and 
Players for Chaosium's Call of 
Cthulhu role-playing game. 
However, it can a lso be used 
with just about any other 
modem horror game, and 
Keepers can easily adjust the 
scenario to give more 
experienced players a run for 
their money. The first part of 
this scenario took place in 
1927, and the events can be 
found in the Background 

ll 0011 
Prtoduction 

Visual Bffects 
prtooid~d by 
Chaosium 
Scrt~~nplay 

Matt Staroscik & 
John Wick 

Editing 
D. J. Trindle & 

Rob Vaux 

Startrting 
Your Hapless 

Players 
Dirtected by 

You 



What's a Cthulhu 
advenrure withou1 handouts? 
BORING! That's why we'd 
like you to have the Official 
Crude Oil Keeper Kit . It's all 
che stuff we couldn't fit m the 
article (we always run out of 
space!). Just send us a self. 
addressed scamped envelope 
(better make ir a big one) and 
we'll send you an entire 
packet filled with goodies. 
The Crude Oil Keeper Kit 
includes: 

• The FBI rundown on a 
pretty letterhead. 

• Character sheets, scats, 
and background marerial for 
che five Investigators 
designed especially for rhis 
adventure. 

• NPC Scats and 
playing suggestions. 

• And more! 

It's a complete companion 
piece co Crude Oil. Gee it 
today! 

inhabitants or search out che remains, buc in 
either case, they'll tum up next co nothing. 

However, that night, a bunch of rowdy frat boys 
cum up for their yearly initiation rites. Thty've 
got a bunch of freshmen with them, whom they 
phm ro scare in New Jerusalem's "haumed house." 
They'll encer and start their ghost story, buc when 
chey cry co leave, they'll find all the doors locked 
with brand new padlocks. Then they' ll discover 
chat rhey're going co have all their Power sucked 
out in a grand ritual to summon Tsachoggua to 
New Jerusalem. One of them will escape and run 
screaming through the srreecs, awakening the 
Investigators and drawing chem co the house 
where the ritual is caking place. From there on, 
che story is up to them. 

T~ Bttiding 
(TI1e introduction below assumes chat the 

players will be running che pre-generated 
characters in Appendix 3. le should be adjusted co 
fie the parttculars of your party.) On a rainy 
March morning, the cwo FBI PCs (who 
work at the Boston bureau) are 
summoned to the office of Special 
Agent Marcin Trask. Trask has 
run the Boston office for 
eleven years, and is well-liked 
- and highly respected -
by the agents who serve 
under him. 

As the storm hammers 
away at the huge window 
behind Trask's desk, he 
gestures for the PCs co scat 
themselves at a small 
conference table. Once they are 
settled (and have helped 
themselves to coffee and donuts, 
which are piled in the middle of the 
table), Trask will address them. 

"I have just been informed char we may have an 
unusual siruatton developing in New Jerusalem. 
For those of you not fami liar wi th it, it's a 
miserable little burg about 40 miles south of here. 
I understand there was a profitable oil field there 
in rhe '20s, but nowadays it's practically a ghost 
rown. 

"Over the last severa l days, the residents have 
found four corpses in and around the town. While 
this might be unremarkable here in Boston, it's 
damn unnerving in a cown with only seventy· 
some people to begin with. Furthermore, the state 
the bodies were found in is ... curious. It was so 
odd, in fact, that the local doctor, Allan Miller, 
placed a call to the Centers for Disease Contro l in 
Aclanca - he suspects there might be an outbreak 
o( anthrax. 

"So, Atlanta called me to let me know they are 
sending a man down. You're to pick him up from 
the airport, and then all of you will drive to New 
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Jerusalem. When you get there, get in touch with 
Dr. Miller so the CDC's agent can take a look at 
the bodies. While he's doing that , you wilt be 
coordinating your efforts with the Boston PD; 
they're sending a unit down there, too. The PD 
sure as hell isn't assuming these people died of 
anthrax, and I'm not either. Let's help chem out. 

"O h, make sure you check ouc a Suburban from 
the motorpool. In this kind of weather, you're 
going co need it. The road between Boston and 
New Jerusalem is a mess, I'm cold." 

Of course, anthrax isn't the problem; it's the 
two Formless Spawn that Edmund Tillinghast 
released from the wreck of Well #). The Spawn 
instinctively sought host bodies upon their 
release, but they are unpract iced in the 
maintenance of them, so they wrecked them in 
short order. Special Agent Trask knows none of 
this, and he's also totally unaware of what really 
transpired in New Jerusalem in the 1920s. He is 

telling his agents the truth as he knows it. 

If the PCs ask the right questions, 
S pecial Agent Trask will tell 

them the following additional 
pieces of information: 

• Sean O'Bannon used to 
run the oil-field in New 
Jerusalem. He was a 
small-time gangster until 
he got rich off his 
legi timate oil business. 
For some reason, he 

abruptly left New 
Jerusalem in February, 

192 7. He is believed to have 
moved back to Dublin. 

• If asked about previous 
unusual events in New Jerusalem, 

Trask will provide the report of Special 
Agents Reid and Halsey, below. Note that this 
report has been tampered with; it glosses over the 
unsettling truths of the original investigation. 

S~cial .Ru~nts Halwy and 
R~id's R~pottt 

Actual criminal investigation reports are long 
and full of dull legalese. There's no need to make 
your characters slog through a realistic one, but 
here are some of the highlights of the report 
Halsey and Reid flied in 1927. 

" ... the murder of Arthur Whipple at fLrst 
appeared to be the result of competition for the 
affections of Kathryn O'Bannon with Scott 
Ridley, another oil-field worker. However, events 
took a tum for the worse with the murder of 5-
year-old Billy Bowyer, whose body was discovered 
the morning of February 12, one day after we 
arrived. The body was found under the derrick of 
Well #). There at first appeared to be no 
connection between the events, but at 
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approximately midnight on February 13th, we 
encountered Seem Ridley while staking out Well 
• 3. Upon revealing ourselves and our identity as 
FeJeral agents, Ridley attacked us. In an exchange 
of gunfire, Ridley was accidentally immolated 
when a waste oil drum he was raking cover behind 
ignited, presumably due co the muzzle flash of his 
weapon. The connection between Ridley and the 
child could nor be established, but it seems likely 
he was the perpetrator in the child's murder, 
though his morive remains unknown." 

Those of you who have played Pare One will 
notice right away that some things don't ring true 
here. Ridley didn't have a pistol, but rather was 
possessed by the Spawn. There's no mention of 
the runes on rhe wellhead, and the only 
phorographs in the report are of Whipple's and 
Ridley's corpses. Furthermore, there is no 
documentation on Ridley's alleged firearm. In 
brief, most of the report is bogus, glossing over all 
the o therwordly details of the events that 
transpired in February 1927. Any agent reading 
the report will immediately notice these omissions 
but will be unable co fill chem in. If they question 
their superiors, they receive nothing but 
frustration. Trask and anyone else in the Bureau 
they can get a hold of will be truly ignorant of the 
matter - the cover-up was long before their time. 
If the PCs continue to stir things up, they might 
atrract some unwanted attention, at the Keeper's 
discretion. 

Despite the fact that the report has been faked, 
tt still has all the mformation that the first agents 
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were given in their briefing, as well as the Arthur 
Whipple auropsy results (see SHADIS •26: page 
39 sidebar and page 43 proper). Perhaps the 
person who was responsible for "sanitizing" the 
original report wasn't familiar enough with the 
case co delete all the suspicious information. This 
might lead the PCs co believe, correctly, that the 
original investigators were no t part of the 
conspiracy. 

Lf an aspiring agenr gees lab work done on the 
report itself, they'll find that the paper and ink 
used were not commercially avai lable in the 
1920's - a fake report apparently was used to 
replace the original one at a later date. The 
location of the original report is now a complete 
mystery, and asking mo many questions about it 
won't be good for any PC's career. The only way 
they can get to the m1th is to crack down a 
surviving relative of one of the original PCs, who 
might be persuaded co pare with a diary or other 
record of "grandpa's weird case." We'll leave the 
details up co the Keeper. Just remember that the 
PCs don't have to know the truth about 1927 co 
play Part 2, but if you want to tum Crude Oil into 
an X Files-scyle campaign this is one way to do it. 

Lost in Time 
New Jerusalem is not, by any means, a modern 

town. There are no cellular phone antennas; all 
calls have to go over land lines. Likewise, the 
characters will be unable to rely on pagers, if they 
have them. There is no cable TV; if you want 
HBO you need a satellite dish. And of course, the 



whole town uses septic tanks instead of sewers. 
There is running water and electricity, at least. 

~ 'Fak of n~w J~ttusakm 
Depending on the success or failure of Part 

One, New Jerusalem with either be a slum or a 
ghost town. Here are two brief run-downs for the 
alternate New 'salcm's your Investigators will 
encounter. 

The Quiet Town 

New Jerusalem has suffered since 1927. After 
O'Bannon left and the original Investigators 
stopped the plot of the Formless Spawn, the small 
town turned to the railway to survive. There's a 
small switchyard for the local rail service and all 
the trappings that surround such a place. A 
modest cafe/rest area stands next to it, where the 
railworkers can stay the night and get a hot 
breakfast in the morning before they take another 
job back to Boston. 

Further down the street, there's a gas station 
and a small truck stop, with a large parking lot and 
a restaurant where truckers can stop and sleep, 
and get a meal if they need to. Across the street 
from the train station, there's a tiny grocery store 
run by an elderly couple, who manage to keep 
their place clean and tidy (in contrast to the rest 
of the town). Andy Cottonmaker's hotel (see 
"The Lost Town," below) is on the edge of town, 
on the road back to Boston. Down by the lake, a 
small fishing company manages to stay in business 
selling nearly all their catch to the cafes and the 
street markets in Boston. The workers there tend 
to keep to themselves, and ignore the transient 
population of the railway station and truck stop. 

A substantial 
piece of New Jeru
salem's economy 
has no set location. 
There's a whole lot 
of women who are 
eager to keep 
truckers and 
rail workers 
company for the 
night; they can be 
found around 
loitering around 
most of the 
businesses in town 
(although the 
elderly couple keeps 
them away from the 
grocery store). And 
high on a hill. 
casting its shadow 
over the entire 
town, is the ruins of 
the O'Bannon 
mansion. Of course, 
the place is haunted 
by the ghost of the 
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Irishman's daughter, Kathy. 

The total population of New Jerusalem 
(including the families of those who work in the 
switchyard, the cannery, the grocery store, the two 
cafes, and the gas station) count up to only 
seventy-three people. 

The Ghost Town 

New Jerusalem has been deserted since 1932. 
The buildings are in disrepair and the great old 
mansion of Sean O'Bannon sits high above the 
ruins of the town. The only residents arc squatters 
who stay for a while and jump the trains as they 
pass by the empty switchyard. Andy's hotel is the 
only legitimate business in the entire area. Stories 
of Kathy's ghost tell of a sickly white figure dressed 
in dripping wet clothes and empty eyes, calling 
sweetly and sadly for her father as she bleeds from 
every pore in her body along the empty corridors 
of O'Bannon's mansion. 

Ourt Villain 
The man responsible for the mess the 

Investigators are about to get themselves in is 
Edmond T. Tillingast, known to his friends as 
"Nighcraven." He's twenty-six years old with dyed 
black hair and pale skin, and he looks about as 
fragile as an oalc leaf in November. His hair has 
been cut short in the back and left long in the 
front (so he can hide behind it). He has no life, 
works at a goth clothing store in the mall and lives 
in a house his folks rent out. He's been attending 
Boston Community College for five years now 
and still hasn't achieved any kind of degree. 

A couple of months ago. an anthropology 
professor was rather careless with an ancient 

document and 
Nightraven 
procured it. (The 
history of the 
book is provided 
in a nearby side
bar.) 

Nightraven is a 
selfish, spoiled 
little brat who is 
only interested in 
furthering his own 
temporal power. 
He's a student of 
the new school of 
occult ism (he's 
got a set of Native 
American Tarot 
cards, lots of rocks 
that keep his 
karma right and 
even an Ouija 
board somewhere 
in his closet) 
which means that 
he doesn't know 
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what he's doing. He's read the text and h is early 
tampering has released a pair of Formless Spawn 
from their crypt (they prompdy pnssessed a pair of 
transients and have begun murdering people, which 
is why the characters are here). He figures that ifhc 
can sacrifice some lives to the God Beyond the 
Gate, he can get some real mystical power. He 
knows the local frat boys meet once a year in the 
"spook house" in New Jerusalem to scare the pants 
off their pledges, and he figures that sacrificing 
jocks is "active Darwinism" and "thinning the 
herd." Unforrunately, the formula he's using is 
com1pt and incomplete, and when he uses it, the 
offense will be felt to the very bowels of the Earth, 
and the slothful Tsathoggua is acnially going to 
get rather miffed ... 

Tinwlhw 
Here's how the events for the evening are going 

to unfold: 

6100 P.M. The 
Investigators arrive in 
New Jerusalem. 

11 :00 P.M. The frat boys 
arrive in New Jerusalem. 

I 11-45 P.M. Nightr.iven sneaks 
about the house, putting brand new 
locks on the doors. 

12:00 A.M. Nightraven begins 
the ritual in the basement. 

I :00 A.M. O ne of the frat boys 
escapes the house and gets to the 
general store. 

1 :45 A.M. The Investigators are 
awakened by the owner of the 
general store. 

app. 2:00 A.M. The Investigators arrive at the 
o ld O'Bannon house. 

from app. 2: 15 A.M. The Investigators have to 
find a way to dose the gate Nightraven has 
opened, and the on ly way to do that is by 
completing the incomplete ritual that Nightraven 
has begun. 

~ l..ost Town CG p.mJ 
At around 6 p.m., the Investigators will arrive 

in New Jerusalem. Use the descriptions provided 
above to give the Investigators an idea of what the 
town has become. Despite the fate of the town, 
there is a general store/gas stat ion/wayside hotel 
near the road to Boston, run by Andrew J. 
Cononmaker (a friendly fellow in his fifties who 
smiles with a bright smile and has a crimp in his 
back from working on the railroad). The place 
used to be owned by his grandfather, Joseph P. 
Cottonmaker and his father, Phillip A. 
Cottonmaker, before everything turned to dust. 
While the Investigators check in (it's a nice little 
place that Andy keeps very dean, because it's the 
only real hotel in the area and he rakes pride in 
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h is birthright), he'll give them the following 
speech: 

"Town n1med to dust about seventy years ago, 
or so I'm told. All happened twenty years before I 
was born. My father, that's Joseph, he watched 
grandpa go nuts when he saw what he saw. 
Grandpa said the who le night came alive that 
night. It was like the darkness come to life and 
moved. A bunch of flatfoots were there, h ired by 
O'Bannon. They were there 'cos t\110 of 
O'Bannon 's boys was fighting over his daughter, a 
fine looldn' girl from what daddy told me, and one 
of them went a bit too far. His rival disappeared, 
and everyone figured he had done the poor guy in. 
The flatfoots was there to find out who did it -
as if nobody knew. 

"Anyhow, those boys found something they 
wasn't supposed to, and there must have been hell 
to pay. Grandpa - he was at the yard that night 
and saw the whole thing - he told me that 
something from the well did it. I don't know 

what that means, 
but I do m ow 
that grandpa 

wasn't very well 
after that. He 

always slept with the 
light on, so there weren't any 

shadows anywhere in the room, 
and he kept a piece of this weird 
slab with him under his bed. 
Don't know where he got it, 
but he never slept withom it. 
The night he died was the 

night that my mom took 
the slab out from under his 

bed and grandpa couldn't 
find it and h is heart kicked out on him that night. 
Bad time. Real bad time. That piece of rock's the 
only thing I got left of his - 'sides this store, that 
is. 

"But anyway, you know that the house up there 
(Andy points up to the old O'Bannon place) it's 
haunted. O'Bannon's daughter - that pretty thing 
- she's up there walking around, looking for her 
father. She wanders the empty hallways, finding 
anyone who comes into the house and gives them 
a kiss. It's the kiss of death, they say. Makes your 
blood boil, and then you die screaming as your 
eyes and lips rum black as the night. Happened to 
Fred Tomilson twenty years ago, I tell you. My 
cousin, he saw it. And that's the truth." 

After this little pontification, canny 
investigators may want to examine the stone slab 
Andy mentioned (sec sidebar). It is an 
unremarkable piece of rode, like the headstone of 
a grave. It has been broken and a significant 
portion is missing, but the beginnings of a line of 
runes can be seen along one side. These runes 
have bearing on the conclusion of the adventure 
(see below) and players would do well to 
remembe,r it. 

Clayburrtb 
Oocunwnt 

- ldJ/ld6; 
+) C thulhu 
Mythos; x4 
Spells; 2 days; one 
Spell: Summon the 
Heaven (see below) 

The book Nightraven has is 
perhaps one of the most 
dangerous Mythos texts in 
existence - not because of its 
accuracy and insight into the 
Mythos, but because everyrhing 
in it is wrong. It was written by 
Johanes C layburch in 1889. 
C layburth was the leader of a 
Mo rmon pilgr image to 

California. H is caravan stopped 
in the region that is now New 
Mexico arid discovered a ~tone 
slab with peculiar markings. 
Clayburth remembered the 
tales of Joseph Smith and his 
finding of tablets with "strange 
carvings" and beg<rn his 
attempt to translate the 
carvings. The stone slab 
be longing to Andy's 
grandfather is one such rablet 
(actually a piece of one of the 
coffins the Formless Spawn are 
often found in) and the 
carvings about the stone tell 
how to open a Gare to the 
realm ofTsothoggua. 

Unfortunately, C layburth's 
translation of the symbols on 
the tablets is corrupt and 
incomplete, and when the 
ri tual C layburth suggests is 
attempted, it will cause an 
offending energy surge in the 
Slothful O ne's lair, thus 
bringing great irritation to 
Tsothoggua and his Fonnless 
Spawn. 



Losing Po~rt in 
Cttude Oil 

In CoC, a character's 
magic ability 1s represented 
by che Power stat. Power 
(usually abbreviated POW) 
1s ..i lso a measure of a person's 
inr:mgible "life force" and 
can be sucked away by 
certain creatures or magic 
spells. In chis case, the 
opening of a Gace will cause 
a ~udden drain of POW from 
everyone in the house. The 
human body cannOt stand co 
lo;c so much POW all at 
once, and will begin co 
shrivel as ic docs. Eventually, 
the body becomes a 
mummified shell of what it 
once was. IL will become 
grnmy, llke sandstone and 
the blood will become a 
thick 1chor; 1t will seem as if 
the body's moisture has been 
sucked away. Despite chis 
gruesome atrophy, a human 
wrll noc die from it until they 
lose chcir last point of POW 
(or if they lose all their Hit 
P('lmts from damage - a 
body can be very frllgile 
whe n n's been d rained of 
PO W.) A grisly sight, indeed. 

They can wander through chc t0wn and 
question the locals (if there arc any left) but chey 
won't come across any real evidence of foul play. 
Dr. Miller will not be available until the nexc 
morning and the four corpses they were sent co 
investigate will have to wait unul then. However, 
the O'Bannon house will case shadows across the 
entire town, and of course. chat's where che 
Investigators will want to look ... 

~ O'Bannon House 
It's all locked up. Padlocks are on the doors and 

aU the windows are boarded up. The Mly opening 
into the house is through the storm cellar, which 
is isolated from the rest of che house. The walls of 
che cellar are filled with o ld shelving covered 
with spider webs and duscy iars of ro tten 
preservatives. An o ld dog carcass 1s rotting m the 
northwest comer, covered m mold, spiderwebs 
and flies. 

The Investigators arc 
undoubtedly going co wanr to 
take a look at the house. Go 
ahead and lee them. They'll 
have to break chrough the 
padlocks, but they should have 
no problem doing char. The 
inside of the house is deserted. 
They'll find old dust rarps 
thrown over the furniture and 
long, drooping cobwebs filling 
the halls. A map is provided for 
che layout of che house. 
Nighcraven is hiding in che 
secret basement (where 
O'Bannon kept all his hooch). 
He'll hear the lnvesngacors 
moving about upstairs and stay put. He' ll wacch 
chem through the secrec v1ewports (another 
installation of O'Bannon's) and realize chat they 
are nor che frat boys he 's waiting for. The 
Investigators can search all they want. buc right 
around 11 p.m., the frat boys arc going co show up 
for cheir ininacion whether they like 1c or noc. 

Tbe Initiation (II P.mJ 
Seven brorhers of BCC's Dclra Tau fracerniry 

arrive wich chree bound anJ gagged pledges. The 
pledges are freshmen who have no clue as co 
what's going to happen ro them. Funny thing is, 
neither do the frac boys. 

The new locks on che doors belong ro che frac 
bciys. They'll unlock the fronr door, bring the lock 
inside with them and lock themselves in with the 
pledges. Then, they'll put che pledges m the 
library (where che Investigators from the first pan 
met with O'Bannon) and cake their blindfolds off. 
Five of them will scare celling the pledges ab0u1 
che ghosc scary rhac che I nveml?arors heard frnm 
Andy while che other cwo run co the secret 
passages that O'Bannon used co use co run 
whiskey out of his house (~ce the map below). 
From those secret passage>, the two brothers will 
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pound on the walls and make moaning sounds co 
scare the pledges. lc's all pretty traditional scuff. 
Until midnight, thac is. 

Prtepartations (11:45 P.mJ 
Ac l I :45, Nightraven will sneak out of the 

secret basement co where it opens up on the beach 
just below che house. He'll climb the srairs up co 
the house (which are obscured by false rock and a 
sccep angle), puc a new lock on the front door and 
creep back down chc stairs co the secret basement. 
Then,. he'll begin che rirual that will open the 
Gare cci Tsmhuggua. 

Tbe Ritual Begins (ffiidnigbt) 
Ac midnight, Nighcraven will begin che Gare 

spell. He's reading the spell from che Clayburth 
Document, which is incorrect. The symbols are in 
the improper order and corrupt. He thinks he's 

him. 

casting a 
Summoning 
Spell, when in 
fact, he is casting 
a Gare Spell. This 
will open a 
doorway between 
che house and the 
deepest scygian 
pies, allowing 
Tsathoggua co 
come through and 
investigate (if he 
can gee his big 
slothful bu(( off 
his thro ne, that 

~ is), bur he'll more 
than likely send 

some Formless Spawn co dci it for 

TI1e ricual will suck Power from the pledges and 
che fratboys, draining chem of one point of Power 
per fifteen minutes. The moment the rirual is 
begun, they'll feel the Power drain. This will go on 
for forty-five minutes, and then everything will go 
wrong. That's when Nighrraven messes up the 
ritual. Suddenly, every living soul in the house 
will be drained of ld!O Power (that's just in case 
some lnvescigacors are hiding our somewhere; if 
they complain, cell chem the story about a cat and 
lus curiosity). A single frat boy (who's m che 
secret passage) will lose only a single Power poinc; 
he'll see what's happening to his buddies (they'll 
be shriveling up into prunes about this time; see 
sidebar for details), and smash through a weak 
spot in the wall, running co Andy's hotel for help. 

Dilemma at Jtndy's Place (app. 
12:30 R.mJ 

At approximately 12:30 A.M., Andy will be 
awakened by the sound of pounding and 
screaming - che frat boy (Kip Winser) trying to 
raise some help for his friends. lnvescigacors 
scaymg there have a chance of gercing awakened 
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by the sound (a Spot H idden roll wich a 20% 
penalcy may be appropriate). Kip wi ll tell Andy 
about their prank and claim that the ghosr is 

sucking everyone's soul. He swears char he's seen 
rhe ghost (he hasn't, bm unfortunare ly, Kip is a 
little insane at this point) and further maintains 
that it's wandering through the halls, kissing che 
frar boys and drinking their souls. His wild-eyed 
test imony will drive Andy to go up and wake the 
lnvesrigators (if they're nor up already}. If any late 
risers wanr to hear Kip's testimon y, they'll be out 
of luck. By the time they ger downstai rs, Kip will 
be out like a light. 

To i'ace t~ Gbost (S ometime 
aftett Kip's testimony) 

The Investigators now have to go into the 
house and face "the ghost. ft Andy gers out his old 
shotgun (his grandfacher's 1912 12 gauge 
Winchester pump action [406@10 yards, 206@20 
yards, I 08@50 yards) ) and demands rhat he go 
with. Of course, the Investigators will decline, but 
he' ll insist, starting out rhe door ahead of them. 
One way or another, Andy is go ing to show up at 
the House: Destiny (the plot) demands it. 

When the Investigators show up at the house, 
it's all alight with eldritch fire. The ritual has 
successfully sucked out all the Po wer from the frat 
boys and is now starting to work on Nightraven. 
The Investigators will enter the shuddering 
building and discover 1hat the 1hunder and 
screams are coming from below rhe house. As they 
move through the hallways, they' ll eventually 
cnrer into 1he study, where they' ll find rhe 
crimson ligl11 le,1king up rhroui;:h 1hc tlnorboarJs. 
A few sho1s with a sho1gun will hl:isr a hole big 
e nough for 1hem co peer 1hrough. 

Nighrrnvcn LS st.m ding m J magic circle. The 
)ymbols around the circle are 11n l.1miliar to 

i1nyone wi1hou1 C thulhu Mythos knowledge. His 
skin is pallid and wrinkled, and his eye) .ire ablaze 
with an unearthly red flame. His face 1s 111rned up 
toward 1he lnvcsriga tors, anJ he') .creaming like a 
banshee. Hi> cheeks arc . hallow, h1; 1ce1h are 
gone and Im mnguc is black and bloated. He 
screams "I lclp me! Oh God, please help me!" just 
as his spine snaps and his last ounce of Po wer is 
suckeJ from him. His bo..i y will be tom m half and 
;1 bl;ick 1chor will ooze frnm both , ,,(es of the 
ragged wo11nJ. This sight will cost rhe 
lnvestigarors l/ ld6 SAN. 

The Gare has been opened, however, .md now 
comes the rc.11 1ro11ble. If 1he lnvcmg,no rs are 
able ro make ii down to the secrer h:1,emcm (the 
IS fon t drop will cause ld3 dmnag..: to anyone who 
foils ,, C limb o r Jump roll ; make a Luck Ro ll co see 
if anything's spramed}, 1hey'll J 1scm·er the Gate. 
Viewing the Gate will cauM: ,mother 0/,13 SAN 
loss. Lookmi: inro 1he Gare will bring :111cntion m 
nne's self, C'a11si11b the rele:l)e o f A Fnrmll.!ss Spawn 
w1rhm 10 Turns (roll a dl O). Rnll each time an 
lnves1iga1nr looks inco rhe Ga1e for 1hc f1rs1 lime. 
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Tsathoggua isn't coo pleased about this intrusion 
and he wanes the Gate closed. If thar means 
coming across rhe Gare himself, he will do so. Bur, 
more on that lacer ... 

Closing ~ Gate 
With rhe incoming Formless Spawn, the 

Investigators arc going to have to shut down this 
Gate preccy quick. The o nly way to do that is by 
chancing the incancarion in reverse and chanting 
it correctly. Unfonunarely, the symbols in the 
magic circle are incorrect, and in the wrong 01der. 
C layburth was rarher creative with his 
interpretation of the magic runes (see sidebar 
above). The Clayburth Manuscript is lying on the 
floor of the secret library, jusr inches from the 
circle. It's been smeared with Nightraven ichor, 
but srill legible. The page Nightraven was reading 
from has been marked and a reading is provided in 
a nearby sidebar. If the Invest igators should read 
the text, they should make the connection to the 
slab C layburth is referring to and the slab that 
Andy was talking about earlier. If they don't, have 
one of them make an Idea Ro ll, or have Andy 
make the connection (bad Investigators, no 
cookie). 

The lnvesrigators will have to get out of the 
secret basement (a successful Spor H idden at a 
20% penalty will spot the secret passage out co the 
beach. If they are actively looking for it, give them 
an even break). The slab back at Andy's place is 
also incomplere (the first seven symbols only), bur 
it will have the beginning of the correct sequence. 
The Investiga tors are just going to have co put the 
rest toge1 her from there. 

The Ri111al will involve putting the runes in the 
circle in the correct order (they're incorrect the 
way Nigh tra\•en drew them) and chant the words 
wrmen m the rext (those are righ r) . Once this is 
Jone, the Gate will close and Tsathoggua will be 
happy. Everyone in rhe area loses ld6 Magic 
Po ints each rime che Ritual is performed 
incorrectly. Any character that reaches 0 Magic 
Points will lose I POW each time the Rirual is 
muddled. A characccr rhat reaches 0 Magic Po ints 
is unconscious. A character who reaches 0 POW 
is dead. h takes ren minutes to perform the Ritual 
correctly. Remember, the lnvestigacors are also 
going co have to deal \Virh angry Formless Spawn. 
Deta ils on rhe Spa\\11 can be found in Appendix 
O ne. 

Ac the conclusion of a successful Ritual 
mcantauon, a coral of 10 POW muse be sacrificed 
in order for 1he Rirnal to be completed. This 10 
PO W c;m come from any character(s}, including 
Andy. The Ritual implies this sacrifice. When it's 
completed, all in the area will suddenly become 
aware chat they must sacrifice a small bir of their 
souls in order ro compensate for the insult against 
Tsathogg11a. If the Investigators decline, Andy 
will give up 1 he ghosr ro close the Gate. 

Each 1ime they fail ro close the Gate, roll dlOO. 

Both C layburth and 
Nightraven have got ic all 
wrong. In order co perform 
the spell correctly (and, in 
order to shur down the 
Gate), the runes must be 
positioned in a Magic 
Circle in the proper order. 
Here are the runes as 
Nigh traven has chem: 

W1'01YAT 
And here is the correct 

rune usage, found on 
Cononmaker's scone slab: 

TSATOOllYA 
The players can discover 

this by way of Andy's old 
tablet. by careful 

of Clayburth's 



Afrer che first failure, chere is a 10% thac 
Tsathoggua shows up personally to deal with the 
Investigators. All future attempts add 10% to the 
ro ll (2nd attempt = 20%, 3rd attempt = 30%, and 
so on). We've provided scats for the Greac Old 
One jusc in case he decides to show up. He will 
not be accompanied by any Formless Spawn. He 
will quickly sit on the Investigators and ~ive them 
miserable deaths. Those that are driven insane by 
the experience are brought back to Tsathoggua to 
serve as mindless slaves for the rest of eternity. 

Conclusion 
If the Investigators successfully close the Gate, 

they deserve a hand. Let each of them ro ll a dlO 
SAN gain. If they did not allow Andy to 
participace in the POW sacrifice ac the end of the 
scenario, they deserve another d6. 

If the Investigators fail, well, they'll either get 
killed by Tsarhoggua or end up as slaves. No need 
for Sanicy loss here. 

This is the end of Crude Oil, but it need not be 
the end of your Lnvestigacor's careers. Provided 
below are a series of Lights, Camera, Accion! set· 
ups to d irect your FBI guys in new directions. 

Jlp~ndix On¢: Tsatboggua 
and bis i'ottmkss Spawn 
TSATHOGGUA, Great O ld One 

STR 50 CON 120 SIZ 30 rNT 30 
POW 35 DEX 27 Move 24 HP 75 
Damage Bonus: +4d6 

Weapons: Tentacle I 00%, damage Grapple; 
Characcerist ics Drain 100%; damage I poim per 
characteristic per round. 

Armor: Regenerates 30 hit points per round of 
wounds and punctures, but fire, electricity and 
other such forces have natural effects. 

Spells: He knows 'em all. 

Sanity Loss: 0/ld 10 to see Tsathoggua. 

FORMLESS SPAWN, Lesser Servitor Race 

STR 20 CON 11 SJZ 25 INT 13 
POW 11 DEX 19 Move 12 HP 19 
Damage Bonus: +d6 

Weapons: Whip 90%, damage ld6; Tentacle 60% 
for Damage Bonus; Bludgeon 20% for Damage 
Bonus; Bice 30%, damage special. 

Armor: Immune to all physical weapons, but fire 
and chemicals may harm them. 

Spells: None 

Sanity Loss: l/dlO to see Formless Spawn 

For complece dee.ails, see the CoC rulebook: pp. 
I 02-103 for Formless Spawn and pg. 123 for 
Tsathoggua. 
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Jlp~ndix Two: Ligbts. 
Cam¢tta. Jlction! 

Hidden llQenda 
(note: this LCA could we ll stir up inter-party 

rivalry, and so won't be everyone's cup of tea.) 

Ligh ts: The characte rs begin chc ir 
investigation of the four co rpses. One of the PCs 
with some medical knowledge - or Dr. Miller -
spots. the CDC agent PC handling the allegedly 
anthrax-ridden corpses in an unsafe manner; 
perhaps he is seen working on a corpse withour 
gloves or a mask. 

Camera: If pressed on the matter, the CDC 
man will spin a quick ta le a bout how the 
infectious power of the organism chac causes 
anthrax declines dramatically after the victim's 
death. This cover story will be easy to see through 
for anyone with medical knowledge. 

Action: The C DC's man is nor from the CDC 
at all. He's on site because when Dr. Miller called 
the CDC about the bodies, the right people - the 
people who know what really happened in 192 7 
- found out. Their immediate goal is le:irning 
more about the current Mythos activicy in New 
Jerusalem, and the faux CDC agent is the ir key to 
doing so. Their long- term goals could be anything 
from destroying the menace for good m capturing 
one or more Formless Spawn (and there are srill 
two out there at the momenc). The ident ity of 
these powers is up to the Keeper, bur we suggest 
creating a cabal within the FBI or rhe military. 

If the cabal is ultimately working for good, chey 
may recruit the PCs to rheir cause, which could be 
a springboard to a campaign. If they are working 
to further their own power, or t0 harness the 
power of the Mythos for America (bad idea ) rhey 
can become the antagonist for a different sort of 
exciting campaign. Remember, in Call of C!hulh11 
the PCs are usually working to thwart the human 
agems of the Mythos, with encoumers wirh 
otherwordly beings used as terrifying accents. 

llin't it dead yd? 
Lights: Instead of being messily killed, 

Nighrraven disappears in a flash of actinic light 
while performing the ritual. Let the investigators 
assume that he's dead, or at least summoned to Big 
T's side for an eternity of torment. 

Camera: Nighrraven was in facr summoned 
away, but not for torment. Tsathoggua saw in him 
some potential. To tap it, he guides a very special 
Formless Spawn imo poor Nightrave.n's body. The 
Spawn, though alien and impossible ro fathom, is 
at leasr as intelligenc as a human. It's also adept at 
taking care of hosts, and Nightraven will be kepr 
painfully alive as long as Tsathoggua's Spawn 
minion has need of his body. 

Action: Helpless, Nightraven will be only able 
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Bradbury 
STR: 17 
CON l3 
SIZ 17 
Idea 70 
HP: 15 

LaRoche 
STR: 12 
CON13 
SIZ 13 
Idea 75 
HP: 13 

Lynch 
STR: 9 
CONIO 
SIZ9 
Idea 85 
HP: 10 
N/A 

Seaton 
STR: 14 
CON1 3 
SIZ 14 
Idea 65 
HP: 14 

Abbot 
STR: 13 
CON13 
SIZ 11 
Idea 90 
HP: 12 

DEX: 11 INT 14 
APP 10 EDU 20 
SAN 50 POW 10 
Know 99 Luck SO 
Damage Bonus: +d6 

DEX: 15 INT 15 
APP 13 EDU 20 
SAN 75 POW 15 
Know 99 Luck 75 
Damage Bonus: +d4 

DEX: 16 
APP 16 
SAN 50 
Know99 
Damage 

INT 17 
EDU 22 
POW JS 
Luck 75 

Bonus: 

DEX: 12 INT 13 
APP 11 EDU 12 
SAN 50 POW 14 
Know 60 Luck 70 
Damage Bonus: +d4 

DEX: 14 INT 18 
APP 16 EDU 15 
SAN 50 POW 17 
Know 7 5 Luck 85 
Damage Bonus: +d4 

10 watch as the Spawn goes about its business, 
using his body. The Spawn can freely use any of 
Nighcraven's abilities, and it has access to all of 
his knowledge of 20th century life. It can also use 
Nightraven's POW as needed. The Spawn's 
ultimate goals are up to the Keeper, but it's likely 
Tsathoggua will use it to revive his cult on Earth 
In some way. The PCs should be able to pick up 
the trail of the Nighuaven-Spawn after they learn 
of a few Spawn-style killings in a nearby ciry ... 

"Pd~ ttain!" 
Lights: If one of the Investigators happens to 

be driven mad (or more conveniently, if any of the 
jocks lose their marbles), he babbles the same 
thing over and over again: wPet-oh!-tall rain!" 
The Investigators confiscate all the evidence and 
return to FBI headquarters for analysis. 

Camera1 One by one, the Investigators begin 
having unusual dreams about a red moon, howling 
dogs, and a dark silhouette standing on a lonely 
hill. They recognize the hill as one they saw in 
New Jerusalem. They approach the figure , and as 
they do, it seems as if the scene were running 
backward. The words "Pct-oh-tall rain" echo 
endlessly all around them. They reach the man 
with the eerie red glow (from the bloody moon 
high above) and when he rums about, the 
Investigator is shoclced awalcc by the sight, losing 
I /2 SAN from the sight. 

Action: The high level of madness and chaos 
that happens in New Jerusalem has a cause. The 
dreams are being sent by Nyarlathotep, the 
Crawling Chaos with 1,001 forms. One of his 
forms (part of his soul) has been trapped In a small 
box under one of the abandoned buildings. A 
witch inherited the box about three hundred years 
ago, and Nyarlathotcp has finally located it. He's 
sending the dreams to the Investigators to reuieve 
the box, thus releasing his 56Jrd form. If the 
Investigators refuse co return to New Jerusalem, 
perhaps the Crawling Chaos will send less subtle 
hints to get them there. 

~~P Trroubks 
Lights: As the Investigators wander about the 

small town, they notice that the inhabitants have 
a rather sinister appearance, and keep odious 
personal habits (they all smell like flsh). When 
the adventure wraps up, the Investigators notice 
that many of the townsfolk are watching them 
very closely. 

The Feds begin with the following Skills: Bargain, Drive Auto, Fast Talk, Firearms, 
Fist/Punch, Forensics, Grapple, Hide, Law, Persuade, Sneak, Spot Hidden, and Track. 

The CDC Agent begins with the following Skills: Biology, Chemistry, First Aid, 
Latin, Medicine, and Pharmacy. 

The two Detectives begin with rhe following Skills: Bargain, Fast Talk, Handgun, 
Persuade, Psychology, Spot Hidden and Fist/ Punch. 
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Camera: A couple "eeks after everything has 
settled down, 1 he lnvcsri1?ators are surprised by an 
attempt on their lives. The assassin is 
unsuccessful, h<"lwevcr, h1> eyes are a strange shade 
of ye llow and he seems to be growing gills. 

Action: The town of New Jerusalem has been 
infested with Deep Ones. They were rhe ones who 
were watching to make certain rhe. subterranean 
tomb of Tsathoggua's minions was undisturbed, 
and now that mortals have discovered it, they also 
muse be silenced .. fore1·er. 

Jlppendix 3: Cbarracterrs 
Provided helow are flve characters co use with 

Crude Oil. If you'd like to get the complete 
characters (along wich nifty character sheets), 
check our the Cmde Oil Keeper Kie sidebar above. 

Special Agent Phillip Bradbury 

Bradbury is a 4 3 year old black haired, blue eyed 
Bostonian with a heavy accent and a good healthy 
dose of skepticism. His broad shoulders and 
piercing gaze make him very intimidating and he's 
often tempted co use that to his advantage, even 
when he doesn't have co. Bradbury spent three 
years m che Secret Service before coming over to 
the Bureau and he doesn't like talking about why. 

Agent Dayron LaRoche 

LaRoche is a tall hlack man from Louisiana. He 
saved up all his life to go to Louisiana State, then 
moved co Washingron m join the Bureau. He's 
only got a couple year. un,lcr his belt, and chis is 
the first time he's ever worked with Bradbury. He's 
quicc and reflective, and very, very Baptist. 

CDC Agent Nancy Lynch 

Nancy is a red ham:J, blue eyed medical doctor, 
special izing in cxouc diseases. She's just on the 
edge of pretty, the kmJ of gtrl who would be if she 
wanted to be. Nitncy's 100 busy with her studies to 
be worried aho111 appearances, however. She 
dresses in blue jeans and t·shirts and isn't afraid to 
tell someone how rude it is to sneeze without 
covering your momh. 

Boston Detective Alex Seaton 

Alex grew up in Boston across the street from 
Special Agent Bradbury. They've known each 
other all their lives and are close friends. Seaton 1s 
a Red Sox fanatic and knows every detail of 1he1r 
long and illumious h1Story. He's quick on picking 
up derails and when he's not at the stadium, he's 
on the shooting range practicing. 

Boston De1ec1ivc Ell iot Abbot 

Elliot doesn't like being a cop. Dreams of 
making a difference and touching people's lives 
got shattered by nine-year-old drug dealers, 
apathetic parents and corrnpt politicians. He was 
born a Catholic <ind sti ll goes to church every 
Sunday. He hates profanity and comments on 
others' use of it regularly. G 
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The firs1 floor and cellar of the mansion arc really the only 
Onors of concern in Crude Oil. The stairs to the west are 
ruined, and foo lish Investigators who try to chance a climb 
~hould be rewarded with a d4 Hit Point loss if they miss a 
DEX/Luck check. 
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